


Where does the time go? 
Don't miss your reunion. In April. 



48 Pages! 
The POLYHFDRON* magazine has more 

pages this issue. To help fund this, we're 
beginning to take ads now, Until we 
increase page coun t further, we will not 
run more than eight ad pages per issue. 
YOU can take out an ad for a reasonable 
price. Call WotC ad whiz, Bob Henning, 
at 425/204-7262 or email: <bob@wiz
ards.com> fo r info. 

Number Crunch 
Thanks to all who completed our sur

vey last November and December. We 
had 2,270 responses, which is 17% of the 
sample. This is a great response! Please 
keep in mind that these results are per
centages of respondents. not the whole 
Network. A 17% response accurately 
reflect s the Network, but the sample 
selects itself by willingness to return the 
form. 

If percentages do not add up to 100%. 
then some people did not answer a ques
tion or checked more than one (depend
ing on whether it skews low or high). 

If you are reading this there is a 93% 
probability t hat you are male. Simply 
pul , we need more women in the Net
work. The average Network member is 31 
years old. According to other Wizards 
survey statistics, the average gamer age is 
25. So. we're a bit older than the average 
gaming crowd. 

Favorite characte r class is mage 
(18%), followed by fighter (14%), priest 
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• and the points system 
",,'ai,"" Other LIVING™ Campaigns 
""k"d much lower. as did clubs. RDs. 
and internet offerings. The most impor
tant program is POLYHEDRON magazine. 
at 40%. Tournament play is most impor
tan t to 23% of peop le, and th e LIVING 
Cm campaign to 18%. 

We had several questions about new 
programs. We asked about th e split of 
points into Campaign and Classic cate
gories. A slim majority (51%) expressed 
positive interest. and 21 % expressed neg
ative interest. Service levels as their own 
"thing" received 41 % positive response. 
and 37% ambival ence o r unsuret y, In 
Network clubs, you really liked the idea 
of product play te sting, so we will do 
more. We have sent two products out 
already, and I hope to have more soon. 
Designers here are excited about having 
so many play testers. 

Lastly. we asked about Polyhedron. 
We always try to improve the magazi ne. 
and your responses help a lot. You said 
articles were easy to understand (89%), 
enjoyable (71%). informative (69%), and 
up-to-date (64%), but not thai useful 
(58%). So, tell us more about what would 
be useful. 

Amazingly, 78% of you never throw 
away an issue. Of th e people who do. 
most wait about six months. It also turns 
out that 97% of members are aware of 
POLYHEDRON Magazine, so we must have 
a delivery problem. 

Content-wise, you want to see general 

on 
than 

inter-
had 

27%. 

u~:~::::;~~' ~W'~'lh~:~n,t~e,t. 
Wean 
sys tems; you will see "liCl",nn 
regardless. So there. 

Incidentally, 82% of you think 
$20 is a good price for membership, so 
you clearly think that yo u ge t a goo d 
value. These results show us two impor
tant things: what you want out of a mem
bership, and where we ca n attract new 
me.mbers by offering new things. 

WINTER FANTASYTioi Show Wrap 

The WINTER FANTASY show took place 
Feb. 26-Mar. 1 in Chicago, its first year as 
an Andon co nvention. Attendance was 
up to over l,300 people, thanks to a 
MAGIC Pro -tour Qualifier tournament. 
Roleplaying attendance ranked near 800, 
and the Network ran 150 tables of events. 
Considering we cancelled the show last 
year, this is good. Thanks to everyone 
who came, and he.\ped make it a success. 
Andon did a great job with registration. 
logistics, and the stuff they do so well. 

The LIVING CITY Interactive ran from 
8:30 pm until 4 am; highlights included 
the death of Myrkyssa lelan. (Ielan led a 
huge siege against Ravens Bluff for two 
years.) Characte rs traded magic, were 

COVER STORY: 
Tom Baxa, Shad
owrun artist and 
fellow gorilla fan 
did the honors 
this issue. 
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teleported willy-nilly into mini -adven
tures, had the" fa Des told, and gener
ally had a grea imc. 

want to get involved, contact the appro
priate person as determined by the chart 
below. If you don't have email, call HQ 
and we' ll happily give you a s treet 
address to contact them.Jfournam ents 
are reviewed by Plots people fo r consis
tency with their section of the city, but 
final approval still rests al HQ. Submit 
your tou rnament to us and yo u will 
always 0 the right thing . 

dubs ... anything is open to discussion 
and change. 

During the Summit, we will meet in 
small focus groups to determine propos
als, and then in a large group to hash out 
and review proposals. At night, we will 
game and socialize. If you don't want to 
game at ni ght , you can visit the staff 
suite for free discussion of any issue that 
comes to mind. We'd love to get ideas 
which don't fit specific focus topics. 

At the awards ceremony, we certified 
seven judge and ho to cerw! more. I 
encourage nven?f>ns to conlac! HQ to 
run this program fo r their judges. 

We slse annou nced the r in ners of 
the 1997 NetworkiClub Decathlon: 
• Second 'piace w 01 to Gamers' Aasoda
tion o f Mid - merica and Dea t h 
Warmed Ovtt (tie); 

IrS! place, fo r the seoon(l r in a row, 
went to ARC lIowship. 
If. list of event and points . I be in June 
Poly. ner 1 the website. J 

loin the "In" Crowd 
Have you ever noticed that you can 

be "j or "ou I' of a group? If you feel 
"out" 0 the Network, you can get " in" 
by working conventions, writing tourna
ments, and being involved. And, here's a 
new way 10 get "in.'" 

The Summit costs $35. The hotel is 
within walking distance of several restau
rants, so you can do the summit on air
fare and about $150 if you share a room 
with others. 

~mall y. you generously ra is,'ti over 
$1, 00 fo r ~e MiJwauk e Co oty Zoo. 
Cofbined ilh charity Mmes from last 
s cr, totaled over $2,100 and can 

The firs t-ever RPGA Summit will be 
in Seattle, October 15- ] 8,1998. at the 
Holiday Inn SeIe<1 in Renton. The phone 
# is 4251226-7700. When you call, men 
tion the RPGA Summit to get our $89 
per night rate. If money is tight , share 
with friends. To get the best airfare, book 
won. 

We must know if you're coming by 
GEN CoN- Game Fair (Aug 6-9). Send us 
a letter of intent and a check or money 
order for $35, or give us your credit card 
info and signature. We'll send you a con
firmation letter. 

suppa ro, our polar bear, for two 
more years. Thanks to all. Zero will no 
doubt think of us while he munc hes Next issue, we'll solicit topics for the 

Summit, so think about what you'd like 
to see in the Network. 

lard -cides and plays with his 
barrel. 

LJVlNG CITY Organizers 
To increase the "'fun capac

it y" of the LIVING CITY cam
paign and prevent a burden on 
one person, we have given many 
more people contra!' You may 
hear them referred to as an 
"i nner circle," but they are no 
more " in" the cam pai gn than 
you. Tournaments drive how 
the campaign develops, and any 
member ca n write a tourna 
ment. We can always use good 
ones. So if you feel left out, grab 
a word processor and get into it. 
O r, grab a word processor and 
some fr ien ds an d writ e one 
together. 

If you have questions o r 

4 .. Polyhedron 

We'll start at 3 pm on Thursday, and 
end by noon on Sunday. Come discuss 
the state of the Network, develop new 
programs, and make things happen. We 
plan to let you develop the programs you 
want to see in the Network: I..ivlNG em, 
points, Regiona l Director options, 

Until next time, go safely. 

LMNG CITY Campaign Director 
Assistant Campaign Director, Land Coordinator 

High Level Underdark Campaign Development 

High Level Planar Campaign Development 

Procampur Campaign Development 

Campaign Administrator, Magic Trading 

Campaign Administrator, Magic Item Values 
Campaign Administrator, Rules 

W izard's Guild Administrator 
Bard's Guild Administrator 

City Watch Administrator 

Clerical Circle Administrator 

Knights Council Administrator 

Silent Network Administrator, Crow's End Plots 

Outlying Villages Plots 

Underworld Plot Coordinator 

Temple Plots 

Harbor Plots 

Wilderness Plots 

Campaign Archivist 

Nobles Plots 

Foreign District Plots 

Government Plots 

DBlliel S. Ooonelly 
George Aber 

Lee McClurkin 

Erich Schmidt 

Jay Fisher 

Todd Smart 

SIeve Hardinger 
Cisco Lopez·Fresquet 

Paul Pederson 

Tim Breen 

Dennis Everett 

Keith Hoffman 

Brian ButT 

Bob T omihiro 

David Baker 

Erik Mona 

Joe Cirillo 

Roger Rhodes 

JeBll Rabe 

Don Weatherbee 

Gail Slraitoo 

Greg Sherwood 

Jason Nichols 

RDRAVENS@aol.com 

TSROBeryl@aol.com 

McClurlcinL@aol.com 

Email c/o Dan Donnelly 

JLORIEN@concentric.net 

TSRO Lucky@aoLcom 

Par1Dragoo@aol.com 

cfresquet@aol.com 

mighlywyrm@aol.com 

breenrt@lightside.com 

DenRayEver@aoLcom 
KWH53@aol.com 

bbutT@aoJ.com 

tomi~ro@aoJ.com 

DWB@netspace.ord 
IQUANDER@aoLcom 

LASSARS@aol.com 

Rhodes@summa4.com 

Benzo@netwurx.net 

Donw@~ 

FVB1111111 @aol.com 

GregSher@aol.com 
sirgevan@aoJ.com 



Got the Po ly and saw that you had 
upda ted the style of the RPGA* page, 
and BOOYYV am I impressed! 

The ability to look up your own points 
and event record is AWESOME! 

Just wanted to tell you this and that I 
am more and mo re impressed with the 
"n ew" RPGA every day, and that I am 
happily, happily encouraging new mem
bers to join. 

Hope to see youse at GEN CON* 98. 

TJ Lucas 
<cyfrdrgn@nceye.net> 

Do you, or anyone else, 
know if there will be a living 
campaign cen tered around 
Vampire [the Masquerade]? 
Has anyone contacted White 
Wolf about the possibility? I 
know a White Wolf rep out here 
in Califo rni a and I am going to 
ask him about it th is Saturday the 
14th (Dund ra Co n ). I just want to 
know what steps are being taken, if any, 
to possibly create a new LlvlNGTIot cam
paign. 

Ken Stewart 
<fasteners@foothill.net> 

Members Brad Grantham and 
Eugene Luster are at work on this right 
now. They've talked to the Wolfies, and 
are drafting a proposal. We will defi
nitely break that news when it happens, 
perhaps as soon as this year. 

Everyone at POLYHEDRON and RPGA: 
I just wanted to drop you a quick line 

to say that everything about the Network 
is rea lly looking good. For the longest 
time RPGA seemed like a sort of ho-hum 
experience for those who only went to a 
co n o nce or twice a yea r. You got your 
card, you got your POLYHEDRON and that 
was about it. 

With your new web site and the pro
grams that have been proposed, it looks 
like RPGA is evolving into an organiza
ti on that eve ryo ne-whether they hit 
every con on both coasts or never leave 
their home town-<an enjoy. 

Kenneth Newquist 
<Nuketown@aol.com> 

Dear POLYHEDRON: 
I was shocked and appalled at your 

treatm ent of th e Chaos Ma rks contest 
from issue 123. The contest had four cat
egories. each with three subcatego ries. 
There should have been at least twelve 
winners, one for each subcategory. with 
one big winner chosen as the best of these 
twelve, plus honorable mentions as well. 

Actually, this contest was judged 
thoroughly. Last Feb ruary, Harold 
Johnson (then FI FTH AGE* creative 
director), Sue Cook (SAGA TIot brand 
manager), Steven Brown (FI FTH AG E 
designer), Miranda Horner (FIFTH AGE 
editor), and Ed Stark judged the nearly 
100 entries. 

After receiving John's letter 1 talked 
to Sue . She said that they h ad never 
intended to make official "catego ries," 
but to give direction for the contest. 

Sue also said: " We were looking for 
originality, distinctive chaotic effect, 
and background story that connected 

itiative 

A t 

least yo u could have had four winners, 
one fo r each category, but you only had 
two. TWO! And I felt the runner-up had 
the better idea. Did no one enter? Was 
that the problem? Or perhaps you didn't 
have enough time. 

I was also annoyed that you did not 
give proper explanation on how the win
ners were chosen by the DRAGONLANCE. 
creative team, or was it merely a random 
drawing and you were too ashamed to 
admit it? 

It would also have been nice to know 
the prizes which we re awarded in the 
contest. 

I am not pleased with your handling 
o f cont ests past or present. Your half
hearted attempt at picking contest win
ners shows quite clearly how committed 
you are to your membership, especially 
those who take the time and effort to 
write for your publication. 

Sincerely, 

John Pollock 
Northwood, NO 

the Chaos mark to the events of the Sec
ond Cataclysm. 

" Please offer our thanks in print to 
all the entrants. We had a great time 
reading their ideas about how the Chaos 
god left his mark on the world." 

Sue & co. did pick Honorable Men
tions. For the record, they go to B. White 
for the Hill of Sol-Fallon , and- hey, 
what do you know!- Jo hn Pollock for 
the Bridge of Travel and Winds of For
givencss. 

I completely goofed on mentioning 
prizes. though . Prizes for Adam Ilnd 
Henry (each) are three autographed 
FifTH AGE Dramatic Supplements 
(including Heroes of Sorcery), and an 
autographed shelf talker, like you see on 
display in finer game stores everywhere. 

I take exception to your allegations 
concerning our commitmen t to mem
bership. J am occasionally guilty of poor 
judgment, but members are one of the 
major reasons I like this job. Committ
ment is not an issue. 

Woohoohooo ho oohooo hooo ... 
whoowhoo, 

Monkey god of Swinging Dexterity 
<Apeollo@aol.com> 

Case in point. You think Newsweek gets 
this stuff? 

_-:)cft= 
Issue 128 f 5 

• 



Table Talk~ 
Decathlon Play Events Update 
Here are the specific events for the Tour
nament Play portion of the Clubs 
Decathlon . More events will be 
announced or added as we receive infor

mation: 

BenCou 
May 21-24 
Individual-Secret Lives 
(AD&D. placing in any of this event's 
three-rounders qualifies.) 

Three Rivers Game Fest 
May 22-25 
Individual- Harboring III will (CoC. ) 

Origins 
July 2-5 
Individual- Gateway to Ravens Point 
(AD&D. No team event available.) 

Gen Con Game Fair 
Aug 6-9 
Individual-Meet Me at the Gates 
Team- The Team Event 

Excerpt from The Evening Post 
The Official Newsletter 

of the PM Players 
PM Players meember Rich Bingle has 

autho red his first Paranoia module in 
several years. 

A . C. T.S. of Chaos will premiere at 
Summer Revel in Milwaukee, June 4-7. 
The tournament will be available at Fea
ture and Grandmasters levels. 

Here's a brief excerpt from the sur-to
be-lots-of-fun event: 

"After settling into your clone's bunk, 
you had a somewhat restful nightcycle. 
You are awakened by the gentle bonging 
of the wakey-wakey alarm. 

"WHO OPl WHOOP! WHOOP! 
ATTENTION SQUAD 10175! WHOOP! 
WHOOP! WHOOP! MESSAGE FROM 
THE COMPUTERl WHOOP! WHOOP! 
WHOOP!" 

If you want to know more, you'll have 
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to play the tournament. 
Other PM Players have also authored 

Summer Revel events. They include Mary 
Konczyk and Jean and Bruce Rabe. 

Mary's tournament, Asylum, is the 
lead AD&D event and is offered at Fea
ture and Masters levels. Asylum is avail
able Friday, Saturday, and Sunday of the 
convention. Jea n 's LIV ING JUNGLE™ 
[event] is Ve nom and Bruce's LIVING 
CmTM event is called Crawl. 

Several PM Players are on the con 
staff: Bill Corey, Mark Ericson, and Jean 
and Bruce Rabe. 

Subscribe to LEGENDS OF THE 
l.ANCE™ Newsletter! 
In March, many GUILD-LEVEL TM RPGA«> 
members received the D RAGONLANCEiI> 
quarterly publication, the LEGENDS OF 
THE LANCETM newsletter. Want to get it 
regularly? For free? Write to LEGENDS OF 
THE LANCE newsletter; P.o. Box 707; Ren
to n, WA; 980S7-0707or email: <ieg
ends@wizards.com> . Be sure to include 
your normal mailing address! 

NEXT ISSUE BOX 

Decathlon Wimers
Sea Monsters 

Magical Mastheads 

A FREE Birthright domain 
pack! 

More Nautical Booty! 

Corrections 
Last issue, we printed the "Tech Toy" 
winner as Paul Gosselin. As a mem 
ber of Death Wanned Over, his enlry 
was second place; the notice was 
typo. The actual winner was 
Rathskeller Garners. Our apologies. 

14000 

13000 

12000 

11000 

10000 

9000 

8000 

NOT SO HOT! 
The thermometer's barely 

moved since last issue. Get ou 
there and recruit! 



I want to give 
you mOre 
STUFF. 

Crazy! 
the catch: we need morc members to 

new member who joins and tells us you're 
10,,,,,11> :,.p,,, 10"'1. Here's what you gel, depending on 

HOLY LAMINATED 
CHARACTER SlEETS! I. 

That's right sports fans, if you can find 
100 new people, we'll pay for lodging, 
games, food, and admission to Gamer 
Nirvana! Plus morc stuff to make you 
a minor celebrity! 

Rules &tC. 
Here's the deal; every person who 
signs up and says you convinced him 
or her to join is a recruit for you. 
Only individual recruitment counts! 
Club recruitment is great, but 
recruits must specify a person at the 
time they join. If the recruit does not 
specify, he or she does nOI count 
towards your grand total! 

A " new member" is someone who 
has never been a member or whose 
membership expired before 1998. So 
don't try to pull a fast one, see? 

Product packs come in several vari
eties. Pick your favorite! 

• D&D and AD&D 
• AL-QADIM* setting 
• B!RTHRIGHT* setting 
• DARK SUN* setting 
• DRAGONLANCE~ setting 
• FORGOTTEN REAL.MS~ setting 
• GREYHAWK* setting 
• LANKHMARti setting 
• MVSfARA* setting 
• PlANESCAPI:." setting 
• RAvENLOJ'TIIl setting 
• SPELL/AMMERti setting 

When ordering, list you r top three 
choices, in case we run out. After all, 
al the rate this stu ff goes, we can't 
guarantee the contents or avai lability 
of any package ... 

At the end of August, we'll tally every
one up, announce th e grand tota l 
here in Poly, and name the BIG WIN
NERS. Chances are good that if you 
shoot for 100 and fall short, we'll still 
find somethi ng cool to reward you 
for your efforts. 
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Table Talk 
by John Brown 

T-shirts and shorts, blazing sunshine. sit
ting on the grass drinking beer ... reminis
cent of some co nventions maybe, but 
NOT Warpeon. held at the University 
College. Cork, Ireland, during February. 
If you ever visi t this most excellent con
vention, remember to pack your thermals 
(and that is just fo r the tournament 
room). 

Following on from a hectic sla rt to 
the year (European RPGA e , Schools 
Competition, CION CONe Game Fair UK 
planning etc.) I thought i l \V3S lime to hit 
th e road and get out to a conve nt io n. 
Providentially, an invite had been 
received from the organisers of Warpeon 
8 to run RPGA tournaments fo r unsus
pecting Irish garners. Having never been 
to Ireland, I thought it best to bring some 

Watch out for the camels-they spit! 

8 • Polyhedron 

help. One quick call to Ratty (the Euro~ 
pean RPGA's answer to almost any prob~ 
!ern) and I was ready. 

Wizards UK's very own Fiona Kyle 
and I had an entertaining drive through 
Wales (beware sheep on main roads) and 
after a drab ferry crossing, we safely 
arrived on Irish soil. Ah. Dublin in win~ 
ter-wonderful. Not even time to stop 
for the much-vaunted Guinness-not 
when facing a four-hour night drive 
across Ireland ( Beware roadwork on 
main roads. "Temporary Surface" means 
"cart track"). After some very interesting 
lessons in racing technique from fellow 
travellers on the road, we arrived safely in 
Cork unfortuna tely too late for a relaxing 
pint. 

Set-up day started ear ly, with the 
usual running around. After much lug
ging of gear and snatched coffees, the 
convention got into full swing-familiar 
faces. shared memories and ( true to 
form) much Guinness. Following such 
arduous work, the highlight of the fi rst 

day was definitely going to be the bar 
quiz. And it was. As is usual, the RPGA 
Europe (Ra tty and I) and Wizards UK 
(Fio na and Jared - Mag ic gu ru and 
founder member of Nightfall ) joined 
fo rces to give the locals a fight. Obviously 
we knew all the answers really but fe lt it 
would be unsporting to win, so we didn't. 
The prize for the "quickest answering 
team" was ours but co ngratulations to 
the "Oubliette" team who won by dint of 
answering the most questions correctly. 
The team dispensed wilh their prize (free 
beer) in the traditional manner. 

Saturday whirled into acti on ea rl y 
with loads of roleplaying tournaments. In 
to tal, the co n hos ted 24 RPG events, 
including an AD&DOII AL-QADtM .... set
ting "Open" competition, Cthulhu, Para
noia, Star Wars, Werewolf and Vampire 
(LRP and table-top). 

There we re also classics like MERP 
and Sta r Trek, rare gems li ke Macho 
Women with Guns and GURPS 
Cliffhangers, and loads of wa rga me-

Fiona and Ratty-at least SOM E of the Wizards staff did workl 



A tired gamer .. .feels nothing ... 

based events, especially Warhammer 
(Necromunda, Gorkamorka, and Blood
bowl), the eve r popular Mechforce UK 
Battletech and assorted historical minia
ture battles. 

The highlight of Saturday turned out 
to be the Cha rity Auction, which raised 
about £ 1, 100 for local charities. Of spe
cial note were the sale of an original Star 
Wars cinema programme (which made 
£140) and the insanity of the Trinity peo
ple who outbid themselves three times to 
buyan Irish £10 note fo r £21. The star of 
the Auction (and true reason for its suc
cess), however, had to be the young lady 
who sacrificed herself to the horde of 
drooling garners. Three cheers to Niamh 
Black, who auctioned herself off to be a 
"slave-for-a-day." 

Sunday morning fea tu red the usual 
garners' laments ("What time did we fin 
ish?" and "Does the sun have to be that 
bright?") and pitched us st raigh t into a 

I don't think Detroit should be worried ... 

repeat of the previous day's busy sched
ule. After a slow sta rt, much entertain 
men t was ga ined from so me great 
roleplaying and very strange card games 
(huzzah to the designer s of Lunch 
Money). Other events which helped to 
round out the programme included the 
"Vim-veg" room ( 18 hours of continuous 
manga, sci-ti, and fantasy videos each 
day) and the Sta r Trek d rinking game. 
This unusual "game" requires 'players' to 
watch Star Trek videos, drink (did we 
mention that Murphys Brewery are the 
main sponsor?) and throw the glasses at 
any close-ups of Wesley Crusher. Insinu
ations as to the true nature of the rela
tionship between Troi and Riker are also 
entertained. The Irish are certainly an 
unruly bunch. 

Once the awards ceremony was done, 
we repacked the car and headed back to 
England, many new fri ends made and 
fine memories in tow. This was one of the 

best-run conventions I have been to in 
qu ite a wh ile. The organize rs certainly 
mastered the art of appearing to have 
everything under control, which means 
that everyone assumes every thing IS 
under controi! 

Many thanks to the organizers (espe
cially Donal) and garners of WarpCon 8 
(or making my first Irish convention such 
fun. 

Organizers : You too can look like this! 
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Lrninsteu.'s 
oeu.c..uinking 
'(Ye 

Tbe Bor.:zoer.:z Kingooms 
b;y E() Gr>eemnoo() 

JundarwOOd 

Thrusting into The Shining Sea is 
the worn-down root of the ancient 
Mount Garaunt, sometimes called "the 
Dragonback." Many folk don't know 
the shorn mountain exists; it's entirely 
cloaked in the deep, brooding hot 
woodland known as Jundarwood. 

Almost every sort of tree not restricted 
to cold, dry terrain grows in "Old 
Shadow" (as Jundarwood is also 
called)-thickJy. Countless streams and 
three rivers rise within Jundarwood. It 
stands like a shield separa ting th e 
realms of Adaerglast. The Realm of the 
Mount. and Suldamma. Only the most 
intrepid hunters venture into its leafy 
depths, and every year beasts prowl 
forth from it, to do some hunting of 
their own .... 

The wood is named for lundar of 
Silvanus, a mage- tumed-p riest who 
long ago set about fmding and breeding 
threatened beasts (" monsters" who 

10 ., Polyhedron 

couldn't comfortably dwell alongside 
advancing civilization) in the heart of 
the forest. lundar is assumed to have 
died somewhere in Jundarwood several 
centuries ago, but the beasts he gath
ered flourish, despite ceaseless hunting. 

Many worshipers of Malar consider 
all of lundarwood a sacred site, and 
often ambusb o r stalk non-believers 
whom they find hunting there. The 
exalted statu s of Jundarwood in the 
eyes of Malarites is curious. because 
something in Jundarwood does not 
love Malar. Followers of the Beast Lord 
who venture too far into lundarwood 
are always torn apart, and their remains 
scattered outside the forest as bloody 
warnings to others (or, perhaps, as tro
phies). 

Down the ce nturies, fo lk tell of a 
stag-headed man standing silent and 
upright among the trees watching 
intruders. If approached, he vanishes. 
Who or what this enti ty is remains a 
matter of speculation (most non-

Malarite Sorderers think this apparition 
is Silvanus or associated with him). 

AJJ that's certain about lundarwood 
is that plan Is and beaslS alike grow 
swiftly, running water is everywhere, 
many "stream-hollow" caves underlie ii, 
and that Jundar left many dimension 
door and plant growth magics of a per
manent or semi-permanent nature, scat
tered around the forest (so some trees 
grow at fantastic speeds, and that pass
ing between two trees, or over a certain 
st ump, mighl mean a sudden disloca
tion). 

Something else is becoming known 
about lundarwood: the feared druuth of 
High Mukshar (fig hting bands of 
dopplegangers led by illithids) hunt 
there with gusto, adopting a succession 
of beast shapes as they advance into the 
green depths of Old Shadow. 

Once, when woods cloaked all of 
what is now the Border Kingdoms, 
Mount Goraunt was the much-tun
nelled abode of a squalling family of 
green dragons. They tumbled, hissed , 
and spat at each other around its heights 
daily, flapping off into the verdant wood 
around to feed when hungry. Feuds and 
kin-slaugbterings were frequent, and 
ultimately one dragon used a found 
magic item on another-provoking a 
brief, awesome struggle as all the other 
wyrms who'd gained and hidden magic 
items brought them into use. The top of 
Mount Gora unl was blown 10 the skies 
that day, and for hou rs it rained stones 
and still-warm dragon blood. 

Other dragons were swift to arrive 
and examine this possible territory, but a 
Calishite mage who'd farseen the battle 
decided this was a perfect opportunity to 
try out some dragon taming spells he'd 
found in an old grimoire. His attempts 
to ensnare a dragon steed enraged the 
arriving wyrms-and they descended on 
him in a swarm too numerous and sud
den for his spells to withstand. His ribs 
were crushed against a tree, and while 
still staggering in pain, he was snatched 
up and devoured. 

Hi s death was in turn farseen by 
other mages, who feared an attack on 
their rich Calishite cities by a gathered 
swa rm of dragon s. Seve ral of them 
swiftly hurled various speUs at the drag
ons roaming the Border shore-and 



when the maddened wyrms flew west, 
seeking the source of the hostile magics. 
the rest of the mages, fearfuJ that doom 
had indeed come, let fly with everything 
they could muster. 

When they were done, the Border 
Kingdom s we re dragon less, and the 
blasted and smoking ruin of Mount 
Goraunt lay deserted. Treasure-seekers 
scouted it, but found little beyond hun
gry beasts who considered them treasure. 
Forays into the woods around the shat
tered mountain soon ceased. 

As the rest of the Border lands were 
settled, lhe seemingly endless monsters 
kept lundarwood largely untouched. 
Then, as now, even the best rangers found 
that game-trails seemed to shift positions 
from day to day, and ' landmark' t rees 
moved about. Treants seem absent from 
present-day Jundarwood, but the forest 
may hold them (or similar intelligent, 
mobile plant creatures) that humans 
don't recognize. O r a deeper, darker 
magic may be at work, something per
haps linked to the Stagman ... and per
haps not. All that can be said is that the 
moving t rails, abundant monsters, and 
other mysteries of the wood preceded 
lundar, and that he alone (of folk gener
ally known of) managed 10 dwell in peace 
in the wood-something not even elves 
have managed. 

Various theories about Jundarwood 
have been advanced, from "It's a mythal 
gone mad" (which at least hasn't been 
proven wrong) to " It's the home of a 
colony of beholders/deepspawn/drow 
come to the surface/ Phaerimm who're 
working all this weirdness to keep folk 
away." This is the most popular belief, but 
one that's been advanced so many times 
in Faenlnjan history that it 's a wonder 
lhere isn't a beholder, deepspawn, drow 
band. or Phaerimm under every stone 
and bush on Tori!. The truth is yet to be 
uncovered. 

No settlements exist in Jundarwood, 
and no reliable roads or trails. It's claimed 
by no realm, and ru led by no known 
entity (though in younger. more carefree 
days, Sammereza Sulpbontis o f Water
deep was wont to seU ambitio us mer
chants the title of "8aron of 
Jundarwood," presenting them with an 
impressive map of the "g rea test uncut 
sta nd of timber re maining in Faerun 

today." Fourteen such Barons, or their 
descendants, walk Faerun today. and at 
least three have (briefly) visited "their" 
land in an attempt to claim the waiting 
riches Sammereza spoke of so glowingly. 

Even the self-styled Lord High Mages 
of Adaerglasl retreated from plans to 
conquer Ju ndarwood after something 
therein disliked their scrying and caused 
a succession of scrying items used by the 
Adaern rulers to scream and explode. 
Once it shook the very castle that the two 
mages share. 

Landmarks in this everchanging wood 
are few. Volcanic activity is absent from 
Jundarwood (though some, wi th 

astonishing pace, but to give those who 
drink of it "dark dreams.~ 

The Ca ldarth was once know n as 
"Stag Race" because daring Calishite 
sailors caught and killed deer along its 
banks. Its waters flow with punishing 
speed ove r a succession of jagged rock 
rapids. piling up deadfall fores t trees like 
heaps of straw-a strange wall of tangled 
wood that the waters endlessly rush 
around and through. 

The Balae rit is named for a famous 
priestess of E1dath who disappeared up it 
a century ago, hoping to meet and dwell 
with the many nymphs reputed to inhabit 
its headwaters ... and who can say if she 

BLooo in tbe tr.:zees, oeep 
-Melpetas Raevuth 

sbaoows wbisper.:zing, 
hunter of Arranford 

tr.:zaiLs tbat cbange ... 
to the Black Stars Hunt Club 

it's a pLeasant pLace, 
Year of the Turret 

oLa, oeep Junoar.:zwooo. 
undoubted accuracy, say the volcanic 
wooded ridge known as "the Mount," to 
the east of Jundarwood was once part of 
it and should yet be considered part of its 
essen tial nature) , as are ba re crags or 
other features visible from afar. 

Only on maps do the rivers that rise 
in Jundarwood prove helpful to travelers; 
amid the trees, they snake about, plunge 
underground, and re-emerge in a highly 
confusing manner. Elsewhere, they may 
bear other names, but the 'old ' names 
(used in the upland hamlets that cling to 
the fringes of Jundarwood) are the River 
Glarth (for the dark, placid and chill river 
that flows to the sea through Thuntar); 
Caldarth, the River Radng (for the unset
tled river southeast of Yallasch, that flows 
southeasterly into the sea); and the River 
Balaerit (fo r the two-branched, largest 
Jundar river th at forms the westerly 
boundary ofSuldamma). 

The Glarth's waters are as dark as tea, 
and sa id to make plant s that grow in 
gloom (such as mushrooms) thrive at an 

succeeded or not? 
That echoes the most frequent Border 

saying concerning almost anything 10 do 
with lundarwood: "'Who can say?" 

o 
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it ernac 
by Wayne Melnick and 
John Richardson 

At the corner of Merchant Boulevard 
and Silverhand Street, busy activity sur
rounds a beautiful white and gold build
ing. From the street, a number of 
craftsmen and gardeners work furiously. 
If you look carefully, you can still see the 
signs that indicate that this was once the 
temple ofWaukeen. 

After many years, the derics of Wau 
keen finally allowed the followers of Ui
ira, the goddess of joy and regent of the 
missing Waukeen, to take over the tem
ple. The tempie, now known as the Taber
nacle of Mirth. is undergoing a complete 
renovation. The new Master of Revels is a 
beautiful woman named Merry Albright 
who was sent from Selgaunt to Ravens 
Bluffby the Grand Rapturemother her
self. Merry's missions are to oversee the 
temple's refurbishing, integrate former 
Waukeenar into the church, and establish 
Lliira as a credible presence in Raven s 
Bluff. 

The holy symbol of Uiira is displayed 
above the centra l door that opens onto 
Mercham Boulevard. The tabernacle is 
surrounded by four garden areas. To the 
right of the main door (area 1 on map) is 
the immaculately trimmed grass lawn. To 
the left (2) is a formal garden with tall 
yew hedges, multicolored an nuals, and a 
bubbling fountain. A playground open to 
all the city's children is behind the taber
nacle (3), and an herb garden (4) that 
supplies the tabernacle's ki tchen. 

Upon entering the temple. you stand 
in the entrance hall (5). A newly-carved 
and gilded statue of Lliira sta nds with 
arms open welcoming you. From her belt 
hang several musical instruments and a 
large moneybag. The bag bears the name 
"Waukeen" to indicate that lliira acts as 
her regent. On the right side of the hall 
(6), a desk is tended to allow visito rs to 
check their weapons. On the left side of 
the hall , a door leads to the public rela
tions office (7). In this office, local resi
dents make rese rvations to use the 
facilities, sign up for programs, or request 
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assistance. 
Two large bronze doors lead from the 

entrance hall to a small outer hall. 
Directly across from these doors is the 
archway that leads into the main taberna
cle (8). The ceiling of the main hall arches 
gracefully overhead to a clear glassteel 
dome. The walls here are draped with 
red, orange, and yellow fabric to cover 
the decorations ofWaukeen. Around the 
walls are chairs, benches> and pillows for' 
worshippers to resr upon. in the center of 
the tabernacle, a raised dais displays con
tinuous entertainment takes place. This 
can be instrumental music, dancing, 
singing, and dramatic or comic presenta
tions. At the far end of the hall is a table 
which is always stocked with fine foods 
and expensive wines. 

The doors from Silverhand Street 
open into the Uiiran infirmary (9). Here, 
free health care is avai lable to the indi
gent and reasonably priced healing can 
be obtained by adventurers. 

From the entra nce on Falconhand 
Terrace, the scent of freshly baked bread 
and roasting meats waft into the street. 
The doors on this side of the temple open 
into Ravens Bluff's finest soup kitchen 
(10). The poor of the city can find a meal 
of soups, breads, meats, fruit s, and 
cheeses here. The dining area is closed at 
midnight, but a knock at the door can 
usually find a cook to bring out a meal. 
Donations are welcomed but no on e is 
ever asked to pay. The food is cooked in 
one of the finest kitchens in town ( II) , 
supervised by Otto Thripid, the temple's 
master chef, and his staff. They also cater 
parties as wen as provide food fo r temple 
meals and social funct ions. Meals are 
served for the staff in the refectory ( 12) 
five times a day, and food is constantly 
provided for the tabernacle and available 
by order in the gra nd salon. The salon 
(13) also has a supply of libations to sat
isfy the most discriminating tastes. Food 
and drink in the salon are available to all 
citizens, but are priced rather expe n ~ 

sively. 
Laughter and singing are often heard 

from the temple entrance on Moorland 

Court because children are usually found 
here. Each day, the temple school ( 14) 
opens with singing, dancing, and tum
bling lessons. Mid-morning finds the 
children learning to read and write, work
ing on mathematics or geography. In the 
afternoon, older children have wrestling 
lessons while the younger ones have a 
supervised play time. Classes are also 
offered for adults in reading and mathe
matics during the early evening. 

The Tabernacle of Mirth holds several 
other room. There are two ball rooms 
(15) for dancing and a grand dining 
room (16) with three crystal chandeliers 
and a huge mahogany table. There are 
several smaller worship areas ( 17) for 
modest gatherings. All of these rooms are 
available for use by private parties for a 
small charge. A hostel ( 18) is available for 
a fee to wo rshippers who overindulge 
and for itinerant travele rs, especially 
entertainers. 

L1iirans who live in the temple have 
sleepin g chambers (19), rehearsal halls 
(20), classrooms (2 1), and a gymnasium 
(22). Several parts of the temple are used 
as storage (23 ) for the items that belong 
to the temple ofWaukeen, but one place 
dear to the Waukeenar has been changed 
dramatically. The temple vaults which 
held the vast wealth of the temple and its 
worshippers have been changed. The L1i
irans fo und that the stone floors were 
perfect for holding water. There is a cold 
water swimming' pool (24), a warm water 
bath (25), and a steam room (26) in the 
area that once contained the vaults. These 
are open to city residents from sunrise to 
sunset and reserved for temple use and 
maintenance at night. 

The Tabernacle of Mirth is s lowly 
building a congregation am,ong the citi
zens of Ravens Bluff. With their egalitar
ian ideals and services, both ri ch and 
poor alike find a place where they can 
rest, worship, or celebrate. 

The major priests of the Tabernacle of 
Mirth are on the following two pages 
with names, titles, and breakdown. 
Responsibilities of the priests follow. 
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Master of Revels Merry Albright 
Human Female 15th Level Specialty 
Priest 

Merry is a beautiful woman, approxi
mately 32 years in age. She has red hair, 
green eyes, and has been the subject of 
curses from many wives. Merry rose to 
her position due to her ability to find joy 
in anything. Her la ugh has been 
descr ibed as a nightingale's song on a 
summer breeze. Merry also has a diplo
matic side. She lends a sympathetic ear to 
those who need it. Merry has that rare 
gift that has allowed her to recognize that 
she can help others feel better by listening 
to their problems rather than trying to 
solve them. 

The Clerical Circle of Ravens Bluff 
has quickly learned the importance of the 
Lliirans in keeping the populace happy. A 
number of civic services are performed 
by the Lliirans including care of children 
and the poor. To advance her goals, Merry 
bends the ear of the other High Priests of 
the Civic Religion. On many occasions, 
she and Relarn Dayspring, the Hi gh 
Morninglord of the Temple of Lathander, 
have been seen watching the morning 
sunrise together. Recent columns in the 
Trumpeter have indicated these two are 
intimately linked, but so far those rumors 
have been denied by the Lathanderites. 
The Lllirans simply laughed. 

Merry insists on directly supervising 
the Tabernacle's schooL She teaches at 
least once a week and supervises and 
evaluates aU Lliiran teachers. 

Another job that Merry Albright takes 
seriously as part of her duties is Master of 
Revels. This invovles being the Toast 
Master at all major Lliiean celebrations. 
Currently, her greatest source of pride is 
knowing that no two toasts have been the 
same. She swears that the day she dupli
cates herself is the day she steps down 
from her post. Happily that day does not 
appear to be anywhere on the horiwn. 

Activities Director General, 
High Prior Jubilant "Jubie" 
Gladhand 
Elf Male 11 th Level Specialty Priest 

Originally an adventurer, the wrinkles 
around Iubie's gray eyes indicate that he 
is in his early 800s. His light brown hair is 
always worn in the latest style. Currently, 
he spends time in the morinng making 

sure it ends in curls around the base of 
his neck. 

In his adventuring d ays, Jubie was 
once cursed to laugh from dusk until 
dawn. When the curse was later removed, 
he realized he had forgotten how to live 
any other way except by joyously laugh
ing. For him, conversion to LHira's faith 
was easy. 

Today, Jubie is responsible for all tem
ple programming not directly under the 
control of another priest. He was respon
sible for starting temple outreach groups 
that currently help increase and attract a 
number of followers. Many temples in 
the Ravens Bluff now have programs 
modeled after the Tabernacle's Singles, 
Couples, Seniors and Youth Fellowship 
groups. Iubie is responsible for supervis
ing curriculum taught at these meetings. 

Jubie also coordinates inter-group 
encounters with members of other tem
ples in Ravens Bluff. Through this policy 
of reaching out to the commu nity, the 
Lliirans are a welcome Civic Religion. 

Seneschal of Celebrations, 
Blithe Exhilarant 
Human Female 13th Level Specialty 
Priest 

This young brown haired, blue eyed 
woman serves perhaps the most impor
tant fu nction in the Tabernacle of Mirth. 
Blithe is responsible for choosing the 
themes and planning the activities at all 
official temple sponsored events. Th is 
includes Daily and Nightly Revels, Dusk 
and Dawn Celebrations, Holy and not 
quite so holy So irees, and even the 
impromptu, unscheduled parties. Blithe 
was born the daughter to one of Ravens 
Bluff's prominent families . As such, she 
grew up attending many social functions. 
Because of this, she quickly learned how 
these celebrations are planned, and grew 
to be one of the top party planners in the 
Vast. Blithe sees the current Master of 
Revels as her idol. So, like Her role model, 
she has sworn that no two parties she is 
responsible for will ever have the same 
theme. 

In her time as Head Seneschal of Cel
ebrations, Blithe has learned the value of 
a gold piece. As such, she has become an 
expert at contracting with suppliers, and 
maximizing value. Because of her under
standing of commerce, she has unfettered 



discretion in making contracts with local 
merchants to keep the temple stocked. 
For this, she has won over more than a 
few or Waukeen's for mer worshippers 
and made their transiti on into Lliira's 
fold complete. 

Daily Affirmer Chipper Sunnyday 
Halfling Male 8th-level Priest 

To this brown haired, hazel-eyed 
halOing, nothing is better than a sunny 
day. To him, that is a life philosophy. Why 
else would he have taken that as a last 
name? 

Chippe r was once told he always 
" looked on the bright side of life." This 
didn't make sense to him; life only has a 
bright side. When he decided to leave the 
village where he grew up. everybody in 
the village seemed very happy. 

In his travels be discovered different 
faiths of the lands. He originaUy went to 
Ravens Bluff to learn at the tem ple of 
IImater. the God of Sufferi ng. He was 
never taught much about the faith, how
ever the priests seemed to like having him 
around. They said that with his personal
ity, he must have been sent by I1mater 
himself. 

One day, the head priest told Chipper 
they had been "b lessed enough," and 
escorted him to the temple of Lliira. He 
was welcomed there; the Lliirans held a 
party in his honor. Since that day. Chip
per has embraced the faith joyfully. 

Today, Ch ipper is responsib le for 
counseling citizens on daily life and 

deciding penance for those who faU off 
the Path of Joy. Chipper also works with 
Jubie Gladhand teaching se minars on 
party throwing, party coordination, and 
party enhancement. 

Waukeen Inte~ration Overseer, 
Gravel "Yippee' Changehound 
Dwarf Male 7th Level Priest 

When Master of Revels Albright and 
her crew took over t he Tabernacle of 
Mirth, they recognized that they we re 
sent in specificaUy to handle the conver
sio n of Waukeen's followers to Lliira's 
ways. They needed a liaison between the 
two religions. Merry Albright named a 
d isgruntled statue me rchant. Change
hound recognized he could not say no to 
the new High Priestess, so he grudgingly 
took the job. 

Changehound. or "Yippee" as he is 
now known, is comi ng around to his 
responsibilities. He sees the joy in his life. 
and it is even beginning to reflect in his 
work. Other merchants have begun to 
comment on the quality of goods he now 
produces, and in turn, Changeh ound 
attributes his new-found inspiration to 
his embracing the Goddess of Joy. 

Changehound is also responsible for 
temple fundraising, with a knack for 
finding temple benefactors. Slowly, but 
subtly, Alb righ t's choice for Waukeen 
Integration Ove rseer is paying off. In 
Ravens Bluff, over 45% of former Wau
keenar have embraced Ll iira. and the 
number steadily increases. 

Poultice Maestro General, 
Alana Painsoother 
Half-Elf Female 9th Level Specialty Priest 

Alana is a middle-aged half-elven 
woman whose features portray her e1ven 
side more than her human heritage. More 
often than not, people mistake her for a 
full-blooded elf because of her flowing 
blond hair and soft blue eyes. Her gentle 
demeanor provides healing to the soub 
of her patients as her bandages do to their 
bodies. 

Alana runs the infirmary and tends to 
major matters of healing brought to the 
temple. When not tending to the 
wounded, Alana instructs the populace 
about preventive medicines, and stop
ping injuries before they occur. 

Alana rarely gets involved in inter
temple politics. However, recent reports 
link her and the Field Surgeon general of 
the Temple of Tempus. What these two 
may discuss remains a secret. 

Culinary Master Otto Thripid 
Human Male 0 Level 

Otto's flamboyant creations and phys
ical stature make him recognizab le as 
Head Chef of the Lliiran Tabernacle. A 
bright, strong man with a bald pate and 
green eyes, he is in his mid-thirties. He is 
a fou nder of a cooking school in Ravens 
Bluff, and still maintains one-third own
ership. Although his original dream was 
to train master chefs at the school, his tal
ents we re not iced by Albright. It took 
convincing, but Otto was eventually 
lured to his current role as Culi nary 
Master. He now watches over a hand 
picked staff of twenty cooks and chefs in 
the temple's kitchen. Undoubtedly, OUo 
is one of the main reasons Lliiran parties 
have recently become so popular in the 
Living City. As part of the deal in coming 
to the Tabernacle of Mirth, Otto still 
teaches two nights a week at Underglass 
College and selects all items used in his 
kitchens. Otto's other passion is the 
weekly wrestling matches tht take place 
in the temple's gymnasium. He reigns as 
the current L1iiran wrestling champion in 
his weight division. 

o 
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Knigbts of tbe Hawk 
by John A. Hor:znes 

I na world filled with enemies. the Kn ighthood of the Hawk 
was founded to protect Ravens Bluff from those who wage 

open warfare and those who skulk in the shadows. Hawk 
Knights walch and wail to uncover an enemy's plol. Then they 
strike with all the ferocity of their namesake. When city offi
cials need someone to do surveillance work, act undercover, or 
scout enemy troops, they look to the Hawks. 

Overview 
This order attract s IOJlcrs; an those who Qo ld their 

tongues while remembering cv.crything others say. Hawks do 
not brag or boast. They act in whatever guise necess ary, from 
town drunk to menacing' ssassi,p.. They a re loy ::to fellow 
knights and devoted t9 the ideals of the order. 

A Hawk Knight ', best weapon is his or her wits These 
knights prefer to make o pp,onents appear ridiculous, des y
ing a threat without oreating a pile of cor,BSes. However, when 
the need is g reat , thera re ~pert at killing too. The y have 
sworn to protect the city and its-inhabitants, and are prepared 
to go to any length to accomplish this oath. 

Should a Knight of thC'Hawk be caught violating the oath 
and abusing position for eersonaL.gain, the Knigh~ Council 
will remove the character fTonfllje:o[der. If city Jaws have been 
violated, the character will fael the harshest penalty available 
for each offense. 

Hawk Jdlig ts who earn:Dte ellowship Ring, The I-t"awk, 
Tattoo. and s eak. read an d wr ite Elvish, can aPfly to the 
Knights' CounCil for membel;'shjP in an elite.:guard unit knOWJl 

as the Hawk Brotherhood/ Chis unit is called on by city mili
tary leaders for extremely dangerous s~ecial missions. 

To become a Knight of the Hawk, character must quire 
directly to the order or enter from another order as a Knigh 
Squire. All cand idates for this knighthood m,ust be at least'4th 
level as a Ranger or Druid, 5th )eve1 as a wanior or ro e, or 
6th level as a priest or wizard. 

Responsibilities 
L When duty calls, Knights of the Hawk answer, regardless of 
personal obligation. City officials know that when a problem 
arises, a Hawk Knight can be called on at a moment's notice to 
search for enemies or recover stolen items of importance. 
H. Knights of this Order are expected to be alert at all times. If 
they witness a violation of city law and cannot personally aCI 
because of undercover work, they musl report violations to 
appropriate official s who will deal with the miscreants as city 
law demand. 
111. Knights of the Hawk live their Oaths and are ready to give 
their lives to accomplish a mission for the safety of the city and 
its inhabi tants. 
IV, Trained to ki ll, these knights understand how easy it is to 
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abuse authority. All actions taken by a knight that result in a 
death are to be noted in the Knight 's Diary so the matter can 
be available for review by the Knights' Council, if required. 
V. While working undercover, Knights of the Hawk are pre
pared to lie, steal, and betray the enemies of Ravens Bluff. They 
walk the shadows, bringing terror and death to those who 
would destroy the city and its inhabitants. All such actio ns 
should be noted in the Knight 's Diary. 

Benefits 
I. Hawks st udy tracking, disguise, alertness. lip reading , 
forgery. local history, and tumbling. Upon becoming a Hawk 
knight, the order trains the new Hawk with one of these non
weaPQn profidencies as a bonus skill. 
U. )0 times of war. Knights of the Hawk serve in the army al 
the rank of Captain . Because of their training, these knights 
serve as scouts or commandost often sent on dangerous mis
sions. Hawks can also serre' 'th the City Watch, usually work
ing on invtstigations and undercover assignments. 
nL A Iglight of this order may write a recommendation for a 
squire Who seeks-admiss io~ to a knightly order. 
IV. The knight ualiftes fo another knighthood with three 
fewer chival~oints than thosewho squire directly. 
V. A Knight of the Ijawk reCelves no additional Fame points. 
as high fame compromises a Hawk's function. However, two 
Fame points a re added for every Knightly Honor and one 
Fame point for every Chivalry Roinl earned by the Knight. 
D~jde.-all Fame oints am ng aRPropriate categories. 
VI. Knights atcepted iu to the Hawk Brotherhood receive a 
special ~i ft, from the citY's elf com muruty. Knights do not speak 
of) , but/it c3f}.-nevcr be s.,!21en r traded away, and is consid
ered among n bro ther's)l1ost precious possessions. 

Sped~ Honors . . 
~ 1 1th oth City klllghthbods, honors are awarded by a 

judge-for SPCCfef:Clions written into a particular scenario. 
Hawk Ring ~.B ron l.e): awarded to a knight for recove ring 
info rmation J hich aids the city in defeat of a great enemy. The 
kn i~t-must acquire this information using his or ber wits. The 
knight cannot have resorted to torture. 
Hawk Ring (Silver): awarded to a knight for tricking a strong 
enemy into defeating him or herself. " 
Hawk Ring (Gold): conferred on a knight for bravery and sac
rifice beyond the call of duty. For example: a Hawk Knight res
cues a prisoner in such a way that the captor believes that 
letting the prisoner go was his or her own idea. 
The Hawk Tattoo; the knighthood's highest honor. this tattoo 
of an avenging hawk in flight signifies that the knight has for 
ever silenced a traito r to the order and the city. The tattoo is 
placed on whatever portion of the body the knight wishes. 



The Simbara Legend Of The Ancient Enemy 
The grizzled old shaman, 5ya1lya looked over the savanna, and 

scowled. Dark. angry clouds blotted the horizon. It would rain 
again. soon. Many more days of monsoon would come. And there 
were other omens. Already the earthqllakes had started. soon the 
dark servants would come. Syanya shivered. for the dark servants 
would not be the worst. 

"Elder," said a young male voice. Syanya turned and saw the 
young Zuru standing before him with the warriors oflhe Sim· 
batao Though barely 21 summers, Zuru was already a respected 
warrior. He would make a fine chief ... if he lived long enough. 

"Elder," Zuru repeated. "For many hours you have stared at 
the darkened sky and scowled like a sam who has eaten a sour 
fruit. The rains fall day after day; the earth shakes. The simbara 
ask you why these things happen, and still you scowl at the sky," 

Syanya turned back and watched the dark douds. "Tell me 
Zuru," Syanya said. "What do the Simbara fear?" 

"We fear nothing," he boasted. "We are the People Of The 
Lion, greatest of the Nuba ri. OUf enemies run from us, our 
friends respect us." Zu ru paused, then looked thoughtfully at 
Syayna. "You know these things, wise one. Why do you ask?" 

"Yes." Syanya said quietly. barely heard over the blow in g 
wind. "You fea r nothing you understand. But those things you 
do not understand ... do you fear that which you do not know?" 

Zuru puzzled a moment over what the shaman had asked, 
then replied. "How can I answer truthfully, wise one, when I do 
not understand the question?" 

Syanya smiled in spite of himself. "You are wiser than most, 
Zuru." He turned back to the warriors. "I speak of the Legend of 
the Tiger! It is said that when Lion meets Tiger, the end of the 
world has come and all witl be lost. Come!" he cried. "Gather 
your warriors and scouts, and listen to a lale too long kept secret 
by our foolish elders!" 

Syanya strode purposefully to the cenler of the village. "All of 
the Simbara. come out of your huts and listen to my tales!" 

Men, women, and ch iJdren left their huts, not understand
ing, but eager for relief from cleaning mud from their posses
sions. The elders emerged from their lodge, demanding, "What 
is this? Syanya, what are you doing?" 

"What you in your fooli sh pride have kept me from doing. I 
will now speak. Many ancestors ago, the ancients came to Mala
Ira. They came from beyond Ih e edges of the sky, for they had 
fought a great battle and lost. They fled their enemies and hid 
here in the jungles of our land. Here they rebuilt their tribe." 

"The ancients looked similar to us, they too bad great magics 
and co mmanded powerfu l sp iri ts. They built a huge village 
using strange and wondrous stones and metals in the place we 
call the Jungle Of Lo st Tribes. But they feared their ancient 
enemy might return. so they placed a guardian to watch." 

"For many seasons thei r tribe flourished. But one day, in 
spite of their guardian and powerful magics. the enemies found 
them and destroyed them. In a single night, the Ancients' village 
was destroyed, the people scattered. No more were tbey known 
as a great tribe, their time was over. The few remaining ancients 
came to live with the Nubari tribes. Though they married many 
Nubari, their people died out and are no more.~ 

"Of all the Nubari only we, the Simbara, remember their leg
ends. We are the People Of The Lion, an animal the ancients 
understood and respected. We inherited their prophecies, and all 
Si mbara sh amans since that day remember and tell the most 
important prophecy: the day the enemy shall return. An enemy 
Ihey called the Tamara. the People Of The Tiger." 

Syanya paused. All was silent except for the blowing wind. 
"It is said that some day the Tamara, the People Of The Tiger, 

shall re turn and dest roy all that was once to uched by the 
ancients. The Tamara hated the Ancients. for the ancients wor
shipped the great Lion spirit, and Lion and Tiger have always 
fought. Where one lives, the other cannot. It was prophesied that 
we would see mon soons and earthquakes in the days before the 
Tamara return. Evil spirits will come, great trees will rise up and 
walk and slay, new creal urI's will be seen in the land. All evil will 
rally to their side, and the jungle shall be as ash. Finally. t he 
Tamara themselves will return and kill all that lives. \\fhen Lion 
meet's Tiger, the lion shall be destroyed.'" 

"The ancients knew that there was one cbance of defeating 
the Tamara,n Syanya continued. "When the Tamara return, so 
will the most powerful spirit of our people. A spirit called Viz
erathu. Both th e Vize rathu and the Tamara 
will come to Malatra , but wh il e the 
Tamara will be strong, the Vizerathu 
will at first be weak. It will be born 
into a helpless form and need time to 
grow strong." 

"Now is the tim e, t ribesmen," 
Syanya shouted above the storm. "The 
signs are here! Monsoons, earthquakes, 
and new peoples have come. The for
es t spirits are troubl ed. The Tiger 
comes! We alone have been given this 
knowledge. Search the jungles, cross 
the savanna . look in th e moun
tains. See k th e Vizerathu , the 
spi r it of th e lion! Spread the 
wo rd among all the good peo
pl es of Malatra: T he T ige r 
comes!" 

o 

Issue 12S .... 17 

1 

• 



TR0UBLE in lhinD 
a short adventure for the DRAGONLANCE~: FIFTH AGES game, which introduces Heroes to ". 

Legion of Steel training ground on the Isle of Mind in the Dragon Isles 

by Stephan Kansan 

The events described are suited to nearly 
any group of Heroes from the Fifth Age. 
but the Narrator must, of course, tailo r 
specific events and descriptions. Narra· 
tors will fi nd the information from the 
Heroes ofS reel supp lement for Drag· 
a nlance usefu l, but not esse nti al in 
describing the Legion of Steel and their 
sanctuary in this adventure. 

The Isle of Mind 
The island known as "Mind" by the 

Legion of Steel li es among the Dragon 
Isles n o rth o f Ansalo n . The Isles a re 
fa med as the home of the metallic drag
ons, which have withdrawn from th e 
affairs of Krynn for the most part. Mind 
is one of the easternmost ofthe Dragon 
Isles, a small volcanic island covered with 
heavy jungle foliage, surmounted by a 
volca ni c peak that smolders and occa
sionally belches forth fire and smoke. The 
peak erupted during the Time of Chaos 
and has remai ned a simmering cauldron 
since then. 

After the Su mm er of Chaos, Mind 
became a training ground and sanctu ary 
for the Legion of Steel, the newest of the 
knightly orders of Ansalon. Ships from 
Nordmaar and Ergoth regularly car ry 
knights and trainees of the Legion to and 
from the islands. Since no one approaches 
the Dragon Isles without the permission 
of the good dragons who still dwell there, 
t he presence of the Legion must meet 
with the dragons' approvaL 
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Some believe the good dragons show 
their support fo r the values of hope and 
selflessness the Legion of Steel represents. 
In this way. they offer help and hope to 
the people quietly, behind the scenes. 

The Legion has a central community, 
known as Watch, OD the shore of the Isle 
of Mind. Smaller se ttlem ents a re scat 
tered along the Trail, a path that winds its 
way through the thick jungle and up the 
slope of the central peak to the very sum-

mit of the volcano itself. The Trail forms 
part of a training regime for the knights 
of the Legion. As each trainee progresses 
higher along the Trail. he or she learns 
more of the skills and lore needed to be a 
member of the Legion of Steel. The train
ing is harsh and demanding , a forge 
intended to strengthen the future mem
bers of the Legion and prepare them for 
what lies ahead. 

To date. t he training gro und of the 
Legion has served them welL But recently, 
there is concern that the evil forces of the 
Knight ofTakhi sis have infiltrated the 
Legion of Steel to learn about their train
ing and perhaps even corrupt members 
of tbe Legion. 

Getting the Heroes Involved 
The Heroes have the opportunity to 

go to Mind and uncover who might be 
working to co rrupt the Legion of Steel 
from within. If the Heroes are al ready 
members of the Legion ofSleel or wish to 
become members, the Narrator's task is 
easy: have the Legion send them to Mind 

for training. A senior memb er of th e 
Legi on sec retly gives th em th e task of 
un cove ring the Takhi sia n spy in their 
ranks. These seeds can form the begin
ning or continuation of a regular Legion 
of Steel story involving the Heroes. 

If the Heroes are independent opera
tors. a high-ranking Legionnaire contacts 
them because no one close to the Legion 
can be entirely trusted with such a deli
cate task. Until the spy is uncovered, the 

Legion can trust no one. The Heroes are 
chosen for their impart iality. If one or 
more of the Heroes are Knights of Solam
nia, the Legion might ask them to help 
uncover the plots of thei r arch-enemies, 
the Knights of Takhisis. 

Although most true Heroes will gladly 
aid the Legion of Steel in finding the Evil 
in their midst, some may need a bit more 
persuading. The Legion offers to pay the 
Heroes a fair sum (in the Narrator's esti
mation) and offer them the opportunity 
to train on the Isle of Mind once the infil
trator has been exposed. 

If this isn't enough. th e Narrator can 
have a mysterious. cloaked figu re visit the 
Heroes late one night. She i.s a beautifuJ 
woma n with silve ry-w hit e hai r, wh o 
refu ses to give her name. She tells the 
Heroes {hat it is vital that they aid the 
Legion of Steel against the Knights of 
Takhisis, or else the balance in the land of 
Keynn may weU be upset. The woman is 
actually a silver dragon in disguise. Her 
presence should help give relu ctant 
Heroes better cause fo r wanting to help. 



The Traitor's Plan 
Contrary to what the Heroes might 

think at first, the spy operating within the 
Legion is not a fo rmer Knight ofTakhisis, 
but one Gartha n uth Holtan (human 
adult male, Imperious demeanor, Uncar
ing nature, Champion), son of a Knight 
of Sol amnia who feU during the Chaos 
Wars. 

Garthan's family lost their home dur
ing the Dragon Purge and the boy lost his 
faith in the father who left him. He 
blamed the Knights of Solamnia for his 
fathe r's death and determined only to 
serve his own interests, rather than die in 
service to others. 

The Knights of Takhisis found such a 
young man useful to their plans and sent 
Garthan to infiltrate to Legion of Steel. 
He has passed some minor, useful infor
mation on to Neraka, but now he has a 
chance to go to the Leg ion's traini ng 
ground on Mind. 

Garthan's mission is not to spy or 
even corrupt the Legionnaires. Instead, 
he is to destroy the whole Legion training 
ground, using a secret weapon: the dor
mant egg of a fire dragon. If such a crea
ture is unleashed in the Dragon Isles, it 

will lay waste to Mind and perhaps even 
good dragons themselves. Tbis will help 
to pave the way for the Dark Queen's 
return. 

Scene One: Journey to Mind 
The Heroes, along with a dozen or so 

other Legion recruits, are fe rried to the 
Isl e of Mind on board the Nordmaaran 
sh ip, Mistrunntr. The journey to the 
Dragon Isles is fairly uneven tful, with 
good weather and fair winds to speed it 
along. If the Na rra to r wishes, an 
encounter with a hostile sea creature or 
some playful sea elves can be included. 

On board the ship, the Heroes have an 
opportun ity to meet the other recruits. 
They are a broad group, so me form er 
members of the Knights of Solamnia or 
the Knights of Takhisis, others from vari
ous lands in Ansalon who found purpose 
with the Legion. 

Among the others, introduce the 
Heroes to Garthan, an intense, dark
haired young man wi th a proud, noble 
bearin g. Take care not to emphasize 
Garthan over any of the other recruits, 
lest the players become suspicious of him 
too soon. 

The journey to the Isles allows the 
Heroes to relax and spend time socializ
ing and talking to the other recruits. 

Scene 1Wo: Ashore in Watch 
After a few days, the Mistnmner arrives 
and docks at Watch, where the new 
recruits are greeted by Katheen, a Legion 
Elder (human adult female, Command
ing demeanor, Master). She welcomes 
them to WalCh and tells them of their 
training. 

Recruits spend a few days in Watch. 
getting settled in and learning the basics 
of the Legacy while thei r instructors 
assess their abilities. Then they begin fol 
lowing the Trail into the depth s of the 
jungle. Along the way, they learn survival 
and hunting skills, practice combat train· 
ing and learn more of the Legacy and the 
custo ms and history of the Legion of 
Steel. They make stops in the villages 
along the way to continue their educa
tion. The entire journey along the Tra il 
takes several weeks. Once the rec ruits 
reach the top of the mountain , th ey are 
inducted as members of the Legion. 

The Heroes can spend the following 
day or so in Watch attempting to gather 
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more information about the new recruits 
and looking for any hint of spying. 

The onl y unusual thing th e Heroes 
may notice is that Garthan brought a 
fa ir-sized chest with him from the main
land. He claims the chest co ntains hi s 
father's armor, a point of honor for him. 
Heroes who learn of Garthan's dislike fo r 
the Knights of Solamnia might question 
why he would retain his father's armor. 
Overly curious characters who decide to 
look in the chest discover it does indeed 
contain a Solamnic breastplate and other 
armor. 

Underneath, however, wrapped in a 
heavy cloth, is the fire dragon egg. Any 
Hero who gets a look inside the chest will 
be discovered before getting a chance 10 

find the egg. The Hero must make a hasty 
retreat or else explain to Elder Katheen 
why he or she was going through another 
re<:ruit's belongings. 

Scene Three: Following the Trail 
In this scene, the recru its are broken 

in to smaller groups and commence their 
journey along the Trail. Garthan is in the 
Heroes' group alon g wilh two other 
recruits: a Palanthian refugee named 
Holden (dwarf adult ma le. Dedicated 
demeanor, Novice) and a former Knight 
ofTakhisis named lenara (human ad ult 
female, Bell igerent demeanor. Adven 
tu rer). Ideally, the Heroes should have 
met all of their companions during the 
journey to Mind. The group is led by a 
Leg io nna ire named Dustan, a da rk -

skin ned man o riginally from Southern 
Ergoth (human adult male, Command
ing demeanor, Champion). 

During the journey up the Trail, the 
trainees must carry their own equipment. 
They are strongly counseled not to wear 
armor, since the jungle is hot and armor 
quickly becomes unbearable. lenara 
chooses not to heed this advice at fi rst , 
but changes her mind after the first day 
of marching in her chain mail. Garthan 
ca rries a heavy pack con tai nin g his 
father's armor (and the fire dragon egg). 
He says he wants to wear the armor when 
they complete the journey and makes it a 
matter of pride to ca rry it. He does nOI 
allow anyone else to touch or carry his 
pack, and becomes angry at anyone who 
tries. 

Along the Trail, the trainees face vari
ous challenges. Most of these are planned. 
They must hunt for their own food (aver
age Perception action to spot prey, fol 
lowed by an ave rage Agi lity actio n to 
actually catch it), keep to the Trail in the 
heaviest jungle undergrowth (average 
Perception action), and march in the 
grueling heat of th e day (challengin g 
Endurance action). 

Along the way, the trainees are regu
larly paired off against each other in spar
ring matches to test their combat skills. 
The Narrator can set up as many of these 
as desired, pitting the Heroes against 
other trainees or against each other. Ous
tan also occasionally disappears into the 
jungle. Sometimes this is a test to see if 

they can find their own way, sometimes 
he stages "sneak attacks" and ambushes, 
sp ringing out at the tra inees wea ring a 
pain ted mask, looking like a hostile jun
gle humanoid. 

The Heroes can also face unplanned 
chall enges from the jungle itself. Any 
number of dangerous animals may attack 
the party; they will most likely encounter 
natural hazards like river crossings. tall 
cliffs to climb, narrow trails along a steep 
ridge, high winds, and whatever else the 
Na rrator (a nd Dustsn) uses to test the 
trainees. 

Scene Four: The Traitor Exposed 
Every day or so along the trail, the 

trainees stop at a village to rest and con
tinue their training. After nearly ten days, 
they are near the mountain peak itself. 
The air becomes cooler (altho ugh still 
qu ite wa rm ) and there is less jungle 
growth. The Heroes have had a chance to 
spe nd quite some time with their com
panions. and should be growing suspi
cious of Carthan by this time. Even the 
belligerent ]enara is sincere in her desire 
to se rve in the Legion. Only Carthan 
remains close-mouthed and evasive. He 
is honest about his past, but his motives 
fo r jo ining the Legio n seem vague and 
insincere. 

While resting at a village at the base of 
th e volcano, Garthan's treac hery is 
exposed. This could happen in any num
ber of ways: a Hero (part ic ularly a 
kender) is overcome with curiosi ty and 
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decide to look inside Garthan's pack, dis
cove rin g th e fire egg befo re being 
discovered by Garthan; Heroes asking [0 0 

many probing questions make Garthan 
suspicio us; during a sparring sess ion, 
Canhan loses cont rol and attacks his 
opponent with intent to kill. This last one 
is part icularly likely if he is fight in g 
Jenara o r a Solamnic Hero, forcing the 
other Heroes to intervene. Carthan writes 
it off as battle lust getting the betler of 
him. 

In any event, Garthan slips out into 
the night with the fire dragon egg and 
climbs th e mountain on his ow n. If a 
Hero discovered him, they might scufne 
beforehand, leaving the Hero injured and 
Garthan fl eeing into the night with pur
suit close behind him. If not a Hero, then 
Holden discovers Carthan sneaking out 
and is attacked by him. The Heroes fi nd 
Holden unconscio us and hurt; he tells 
them Garthan attacked him and fl ed. A 
strange reddish glow came from his pack. 

Scene Five: The Volcano's Fury 
The Heroes cha se Ganhan up the 

mountain slope. He has a fair head-start 
on them, but is carrying a heavy pack. A 
challengin g Perception action ca n help 

pick up hi s trail, while challenging 
Strength and Agility act ions allow the 
Heroes to quickly climb the treacherous 
slopes of the volcano. Garthan may well 
lay one or mo re traps for th e heroes , 
rolling massive boulders down the slope 
at them or loosening areas of rock so they 
fall (challenging Agili ty action to avoid 
either). 

The frnal confrontation comes at the 
edge of the smoking volcano. The Heroes 
arrive just in time to see Garthan about 
to hurl the glowing egg into the mouth of 
the crater. They may take action to stop 
him, resulting in the egg spinning from 
Garthan's hands and bouncing down the 
side of th e crater to rest on a narrow 
ledge about fift een feet down. The egg 
begins to glow brighter and the molten 
lava seems to respond \0 its closeness by 
bubbling and boiling more furious ly, 
steadily rising. 

The Heroes must overcome Garthan 
wh ile atte mpting to retrieve the egg, 
before the volcano erupts, thus releasing 
the fire dragon. This requires a desperate 
Agility or Strength action to reach th e 
egg, probabl y req uirin g a coup le of 
Heroes working together to hold a rope 
or form a living chain to lower one Hero 
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far enough. 
Garthan does al1 he can to keep the 

Heroes away from the egg. The st ruggle 
sends both sides perilously close to the lip 
of the volcano and endangers any Heroes 
trying to reach the egg. Ideally, Ganhan 
then meets his fate by plunging into the 
volca no itse lf. perhaps seizi ng hold of 
one of the Heroes in an altempt to drag 
him or her with him. 

Fortunately, the Heroes can manage 
to get th e egg out in th e nick of ti me, 
averting a serious eruption. 

If the Narrator wants to end the story 
with a truly epic battle, Garthan could 
grab the egg on his plunge into the vol 
ca no, releasing the fire dra go n, and 
returning as a daemon warrior. 

The Heroes, assembled trainees, and 
members of the Legion of Steel on Mind 
ca n then fi gbt an trem endou s battle 
against the creatures of Chaos. 

This ending wi1l be extraordinarily 
difficult for the Heroes un less they have 
powerful magic on their side. [t will leave 
much of Mind devastated, but certainly 
will be a story from which lege nds are 
made. 
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by John 
IIateIIfI 

One of the beauties of the AD&:O
game is its opeD-cnckdness. The same 
ruleJ apply for any sort of fantasy role
playing, from "simply" hack 8< sIuh to 
inteOJe character emenion. from prob
lom-ooMna to participatory storyteIIins. 
from high lanlao}' to horror. 

The system was originally set up to 
enable people to play charac:ten baaed DD 
their fawrite h ..... (and viIIalna) from 
fiction and film: the Coaaas, Gandal&. 
Inigo Mon1o)as. ThU _ of the game 
is still alive and weD. An aver.St cam
paign is full of character •• mOD.ters, 
magic devica, placa, and plo" deriwd 
(Dr at Ieut inspiJod) byplayen' and DM', 
reading. ThU anide Ioob at. few hooks 
that might provide inwating Ideaa for 
juns!e advattures. 

TIlE Moot Important Book 
The most importlDt book by fat it 

not a fantasy. but a short novel consid
ered a classic of I!oiIUh Iiteratun:: Jooeph 
Conrad', H_ 0/0.,- (1899). The 
ways in which the maiD character (the 
PC, if you will) aIowIy ...... hIes a pic:lun! 
of the enigmatic Mr. Kurtz (who tumI 
out to be the villain) is an object lesson 
for any DM Wishing to build .gapense 
before a final medin, with an elusive. 
behind-tbe-scenes major villain. 

Also Dotable i. the way Conrad 
mergcs theme and setting. Tbe "Dark 
Places- of the world can folce us to tee 
our .... ~ the doeper into the junsIe 
ooe __ the more dviIization Is "'ipped 
away and • person's true oature emerges 
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(William GokliDs made a similar, if more 
cynical, point in Lord of the Flies), Kurtz's 
moment ofhorri6ed self-realization just 
before his death is based on the sudden 
self· knowledge of just how evil he had 
bec:ome--e useful model. for dealing with 
h ..... guilty of "alignment drift.. 

On a less elevated level, Rider Hag
gard's novels of African adventures, like 
She (l887) and King Soloman's Mines 
(1885). are great fun. fuU of adventure 
boob. For e:mmple. She features not only 
the tide character. the immortal "white 
aodden" She· Who· Must-Be · Obeyed, 
but also an intriguing treasure map on a 
potsherd. the sinister "people who put 
poll 00 heads" (r<d-hot ..... that ~), the 
lost city of Kor. and a perilous method of 
becoming immortal (involving crossing a 
bottomless chasm and self·immolation 
ill a sacred ftame that can give immortal
ity or take it away). 

Rudyard Kipling's Mowgli stories in 
The J""gk Bool: (1894) and The Second 
Jungle Book (1895) should be required 
retding for any jungle druid. Set in .ub· 
tropkaIlndia. the original feraI·human· 
n.iJed·by·animals story is much more 
ruthless than Oisneyfied versions would -. Especially notable au "Letting in the 
Junsle: in which the animals intimidate: 
and destroy a small village. and " The 
ICing's Ankus,- which foDows the trail of 
havoc caused wben a Cur8~ treasure is 
discovered and removed from its hiding 
place (k ends with Mowgii ...... vering the 
ankus. retumms it to its guardian. and 
urging the ancient white cobra to recruit 
more helpen to ensure it never esca~s 
again). 

The Ape Man Cometh...and Goetb 
Parallel to Kipling's boy raised by 

wolves is Edgar Rice Burroughs' Tarzan 
( 1900), a man raised by apes. The title 
character is, literally, a noble savage: be is 
pure because he was raised away from 
civilization; he can defeat all foes because 
he's the son of an earl. Burroughs 
churned out sequels for over fifty years, 
but the original novel remains the best of 
the series (it's startling to find tbe final 
third of tbe book set in Wisconsin!) . 
From a OM's point of view. Tat'Zatland 
'he Jeweh of opa, (1904) hat .v.rytb;ng 
for a great ready· made adventure: an 
amnesiac hero, killer apes. a lost city, a 
seductive priestess with a soft spot for 
handsome prisoners. a fortune in jewels 
that keeps changing hands. beast-men, 
Abyssinian soldiers, a treacherous ally, 
and a damse1 in distress. 

10 time, the endless string of movies 
and TV shows based on Tanan stories 
collapsed into self· parody and faded 
from popularity. 

Poor Man's Tarzanl 
More familiar to most fantasy fans 

and roleplayers today is Robert Howard's 
Conan. several of whose adventures are 
set in impenetrable jungles. Conan 
started in the 19305 as a poor man's 
Tarzan, rehashing motifs &om Burroughs 
and otbers in Howard's own style. Not 
until the 19705 did his poptiarity began 
to eclipse the original's. 

More interesting. especially for OMs 
who prefer a touch of borror in their 
heroic fantasy, is Howard's Soloman 
Kane, a puritan adventurer who makes 
an excellent model for the paladin as 



grim avenger, or for a lapsed pa ladin 
wanderer devoted to scouring evil in his 
(or her) own way- whether jungle vam
pires, as in "Red Wmgs," or any of a num
ber of other foes. 

Second Growth 
Satellite photo surveys pretty well put 

an end to the '"lost world" genre. Gone 
are the carefree days of the Search for tile 
Nile game, where you started with a blank 
map of the coastline of "the dark conti
nent" and rolled randomly to see if each 
new area your explorer entered held jun
gle, mountains. rivers, deserts. or what
ever. 

Likewise, the end of colonialism and 
the rise of conservalionism made it 
impossible to think of tribes of "jungle 
savages" and big-game hunters without 
wincing, stripping the old stories of 
many of their favori te motifs (or cliches). 
Recent studies, such as M. Aren's The 
Man-Eating Myth (1979), have even 
argued that the whole idea of cannibal 
tribes is a white man's myth and that no 
such thing has ever existed in the real 
world. 

Interestingly, as Tarzan and the Great 
White Hunter slip into the past, New 
World forests more and more rep lace 
Africa and India in people's minds. Today 
when the average American hears the 
word "jungle," he or she thinks of the 
Amawn. 

The rainforest, of course, has always 
been there. and had figu red prominently 
in literature as far back as W. H. Hudson's 
Green Mansions (1904). Hudson's eerie, 
melancholy portrait of Rima (a sort of 
unlucky female MowgJi) and her tragic 
love affair with the hero would make a 
fine model for any DM faced with a char
acter in love with a dryad or similar 
nature-spirit. 

Quick Swipes 
Also useful for sheer plot is the short 

story, "Leininger and the Ants" by Carl 
Stevenson, which 
describes a man's 
desperate struggle 
to defend his ;rnlgle 
plantation from the 
onslaught of an 
implacable horde of 
army ants. 

Finally, there's the oft-anthologized, 
"The Most Dangerous Game" by Richard 
Connell. wherein a man is trapped on an 
island with a crazed host who lives to 
hunt, and whose favorite challenge is a 
manhunt. This is a ready-made scenario, 
ideal for head-to-head play. The heroes 
are faced with overwhelming odds and 
must use every clever ruse he or she can 
thin kof to evade death an d capture, and 
then turn the tables on a ruthless foe who 
holds almost all the cards. 

In addition to the many jungle works 
cited above, don't forget the fantasy 
archetype of the forest, depicted in writ
ers as different as J. R. R. Tolkien (Mirk
wood, Fangorn, the Old Forest) and 
Robert Holdstock (Myrhago Wood. 
Lavondyss). Many such works, with a lit
tle care, can be adapted to jungle settings_ 

Soothe the Savage Beast 
Finally, don't forget the mood music! 

Any number of New Age instrumentals 
are appropriate fo r background music 
duringjrnlgle adventures, as well as a few 
songs by classic rock & roll artists: Ape 
Man by The Kinks, Jungle by E.L.O., Save 
Me (a rainforest song) by The Bears , 
Pretty Little Head by Paul McCartney, 
and Bungle in the Jungle by Jethro Tull. 
Enjoy! 

.J 
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RUNNINIi IN THE JUNIiLE 
by 6regcJI!,J W Detwiler 

Jungle Lore 
for 

i!OSg 
> Don't change channels, chummers; 
you've got the Shadowland Nexus. I know 
you were expecting Captain Chaos, but 
the Cap's on "sabbatical" (that's what he 
said to call it ), so he left me in charge. A 
note to any troublemakers that want to 
test the new guy: r may not be the total 
Matrix master the Captain is, but I Trace 
and Burn real well! 
> Sysop Servant 

> Sure you do, son IIBREAKJI 
> Old Timer 

> Convinced? Anyhow, this is the new 
Jungle Survival posting on the Shadow
land Nexus. It seems a lot of chummers 
have been making for the Yucatan, Cen
tral America, and Amazon rain forest for 
"gainful employment" after the Aztlan 
file hit the Matrix. There're also meres 
tromping in the jungles of Africa and 
southeast Asia, and we've even heard of a 
few dreamersl fanaticsl idiots heading 
out to New Guinea to help win indepen~ 
dence for PRANG (that's the People's 
Revolutionary Army of New Guinea, for 
those of you who flunked foreign affairs ), 
Some of them haven't been coming home 
again, and not always because human or 
metahuman oppos ition geeked them. 
Let's face it, the original jungle 's a differ~ 
ent territory from the urban jungles of 
Seattle, Chicago, and our other stomping 
grounds. It's time somebody taught you 
guys how to avoid death when you try 
climbing a tree or something else ordi~ 
nary. I've got a veteran jungle~trotter to 
share his gems of wisdom with us, and 
any of the rest of you who've been there 
and back can chime in as always; not that 
I'll accept responsibility for anything you 
berks say! 
> Sysop Servant 
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JUNGLE SURVIVAl 
by Sanders of the Rlve.-

Forget Tarzan. Forget George of the Jun
gle. Forget Jungle Jim. Forget Bomba the 
Jungle Boy. While you're at it, forget the 
wacky New Age environmentalist drek 
about the lovely peaceful rain forest 
where you can be at one with Nature. If 
you go in there with any or all of those 
attitudes, you'll be scragged in no time. I 
know. r was there. And I came back. 

> If this fragger's going to give us purple 
prose, then /lBREAKJ/ 
> Knife Runner 

> J warned you. 
> Sysop Servant 

> "Wacky environmentalist drek?" I beg 
to differ. 
> Flower Child 

> Hey, give him a chance, guys. I went 
into the Amazon as part of a team sent in 
to juice up border tensions between Azt
Ian and Amazonia. We were armed to the 
teeth, ready to hose some infantr y 
patrols, and we lost half the team before 
we saw a single uniform. Five good chum
mers died because we didn't know the 
jungle, and you know-it-alls will proba
bly be next. 
> Challenger 

The first thing you've got to know 
about the jungle is its damp and humid. 
They don't call it a rain forest for noth
ing. The absolute minimum amount of 
rain needed to support jungle vegeta
tion is 80-100 inches a year, and most 
jungles get several times that. It rains 
almost every night in most jungles. In 
Amazonia, it does rain every night, like 
clockwork. When the metahumans 
down there did whatever they did to 
renew the rain forest, they fragged over 
the weather patterns but good. Camp on 
the bare ground and you'll be soaked to 
your skin in no time. Bring along plenty 
of tents and make sure they're water
tight, or else think of some way to sleep 
in the trees. 

> So we'll need umbrellas, big deal. 
> Shaggy 

It is a big deal, chummer, when you 
have high-tech equipment to look after, 
particularly cyberware. If your cyber
limbs get soaked and rust, or if they rust 
anyway from the humidity, it's handicap 
city. If you're a decker hitting a stand
alone system at a lone installation and 
discover your cyberdeck's wet and use
less, you've come a long way for noth 
ing. And if your guns get wet at the 
wrong time, you're hosed. That's just 
simple malfunction. I won't even men
tion the dangers of electrocution. Ever 
smell the flesh of a runner zapped by his 
own chrome? Sickly sweet, like all 
burned human flesh, but with just a 
hint of ozone to give it that added degree 
of pungency. 

> Thank you so much for not mention
ing the dangers of electrocution. 
> Basher 

> Careful, child. 
> Sysop Servant 

> Sanders knows what he's talking 
about. One of our team's meres had an 
Ares MP laser with a backpack power 
source. He tried to take out a hardened 
sentry post with it in the middle of the 
nightly torrential downpour. The power 
source short-circuited, then his cyber
ware, and then the explosives he was car
rying detonated. An Azzie patrol kept us 
from holding a funeral, but it didn't mat
ter; there was nothing left to bury. 
> Challenger 

> High quality chrome is less likely to 
be affected than the cheaper stuff, at least 
when you take care of it. Of course, this 
little warning's pointless, as low-life, gen
erally impoverished shadowrunners liv
ing a hand-to-mouth existence would 
never buy cheap gear to save a few nuyen! 
> Ed Malone 

> Sarcasm aside, Ed raises a good point. 
Skimp on your gear when on safari, and 
you put your life in your hands. 
> Lord Roxton 

Another thing you have to know 
about rain in the jungle is this. You 
might think it's miserable, but the local 
animals love it. When it's raining. or 
when it's wet and dripping right after a 
shower, the critters will be up and 
around even if they would normally be 
asleep or lying low. They do this in all 
jungles, no matter what continent 
they're on . So if you've got to sneak 
through the jungle some rainy night to 
get out of trouble or deliver some, 
expect the local wildlife to add to your 
misery. 

> So buy a few more ammo dips. Bul
lets don't cost that much! 
> Shaggy 

> Yeah, but when you have to shoot at 
something, you're letting everyone in the 
neighborhood know you're there. Per
sonally, when I go on a run, I don't like to 
letting the target know that I'm coming. I 
guess I'm funny that way. 
> Inftltrator 

> Hah, hah. 
> Shaggy 

The next thing is jungle vegetation. 
There's just so much of it, and not just 
in Amazonia after the major mojo got 
going. The trees get so fragging high it's 
unbelievable. You can often see trees a 
hundred feet tall growing in the crotch 
of another tree, even when that crotch is 
several hundred feet offthe ground. 
Some of the branches are so big you can 
park a panzer on them, and the trunks 
can get so big around that it takes a cou
ple dozen people to surround one while 
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linking hands. The roots are a major 
nuisance, sticking out of the ground 
anywhere from several centimeters to 
six meters or more, all tangled together 
with their neighbors . Some of those 
roots are severa l centimeters thick, 
made of solid wood the locals use for 
lumber. 

> Except in Amazonia, of course. The 
metabumans and the odd toxic shaman 
(ever see a normal one?) see to that. 
> Ed Malone 

The small stuff grows big as well. I' ve 
seen daisies and violets the size of 
saplings, their stems turned into regular 
wooden trunks from sheer size. This 
isn't Amazonian magic, either; that's the 
way it is everywhere there's a jungle. 
One good thing is that there's not much 
underbrush inside the jungle proper. 
The trees block out almost all the light, 
making photosynthesis impossible. At 
the edge of the jungle, it's another story, 
especially when a river borders it. There 
the brush gTOWS so thick that it takes 
hours of machete work to hack your way 
in. Early jungle explorers got discour
aged because people st ruggled for a 
while and then gave up, figuring th e 
whole fragging place was like that. 

All those leaves blocking out tbe 
sunlight makes th e jungle a prett y 
murky place. At high noon on a sunny 
day, the interior of a jungle is no 
brighter than twilight, and the jungle 
stays dark as night for an hour or more 
after the sun rises. Treat a jungle run as 
a night run, and you won't get as many 
nasty surprises. Mages and shamans 
have it toughest, because some spells 
demand that they see their targ ets, 
which is hard to do in the gloom. 

> So bring along night vision devices. 
Better yet, get yourself fitted with 
cybereyes with low-light or even thermo
graphic vision. 
> Tech Champion 

> What self-respecting shaman or mage 
wouJd befoul his body with cyberware, 
you drekhead? 
> Traditionalist 
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One early naturalist referred to the 
jungle canopy as t.he "Flying Conti
nent." T h e vines kn it all the trees 
together so that the entire jungle seems 
to be a single living thing (no New Age 
drek here, please). If you want to chop 
down a tree, but only sever the trunk, 
nothing happens. The vines hold it in 
place until the dead tree falls apart 
weeks or months later. If you can't wait 
that long, then shimmy up the trunk 
and cut all the vines. Of course, only a 
true drekhead would do that. Climb up 
and sever the vines before yo u start 
chopping the trunk. 

> Now he tells us! 
> Challenger 

As wide and frequent as the branches 
are, it's often safer to walk in the canopy 

than on the ground, particularly with 
all the vines (or "lianas," if you want to 
use the fancy term ) yo u can grab for 
support. Of course, getting up there's 
the problem, as the trunks of jungle 
trees are smooth and branchless for the 
first 20 or 30 feet . UnJess you invested in 
a good set of cyberlegs o r a Gecko Crawl 
spell, you'll have a rough climb. A grap
pling hook and a length of rope should 
do the trick., while street sam types with 
s lashers might be able to dig into the 
trunk with them. A favorite trick is to 
tie one end of a string to an arrow, and 
the other to a length of rope. Shoot the 
arrow in an arc over the lowest branch, 
and it takes the string over it. After that, 
pull on the string until the rope's up 
there, make it fast, and then let someone 

(preferably the lightest one around) 
climb up and secure the rope to the 
branch. Once you're in the canopy, it's 
clear sailing (or climbing) from there. 

A warning for any chummers who 
want to swing on the vines like Tarzan: 
don't. In the first place, they're con
nected to trees at both ends. You can 
swing hand over hand while climbing, 
but you won't find vines just dangling 
loose at one end. If you do, chances are 
it's dead or dying, and probably loose at 
the other end too. Put your weight 00 it, 
and you'U go splat! 

> More words of wisdom. One of our 
chumm ers just had to do the Tarzan act 
when we went up the trees to avoid a 
flood. When it was over, the ground was 
so soggy we stayed in the trees for the rest 
of our march, and our hero decided it 
would be more fun to swing on the vines 
than to pick his way over wet branches. 
So he finds a vine dangling loose at one 
end, gives a Weissmuller bellow, and 
jumps off the limb to swing over to 
another one. The fraggin' thing comes 
loose in the middle of the swing, our ape 
man flies off cou rse, slams into a tree 
trunk, and does the rest of his screaming 
falsetto. 
> Challenger 

Even touching the vines can be dan
gerous if you can't identify the proper 
species . Some of the more succulent 
vines have sap which acts like glue, 
which ca.n make letting go difficult at 
best, or gum up a cyberhand at worst. 
Other vi nes exude poisons of various 
sorts. You can grab them safely with a 
cyberhand, but you'd better wash it 
before you do something like wipe the 
sweat from your brow or have a bite to 
eat. Then we have cutting vines. Some of 
these fraggers have a solid core studded 
with thorns, while others~ave regular 
spines. One nasty type has a natural 
hidden knife blade running the entire 
length of the vine. Grab the thing with 
meat hands and they'll be sliced open 
from end to end. Very messy, and also 
very dangerous, as without healing 
magic, it's almost impossible to get the 
bleeding to stop. 



> That's golta be a magical effect! 
> lnfiltrator 

> Can you say "anticoagulant?" 
Whether you can or not, it's a substance 
that p revents blood fro m clotting. A 
number of plants have defences co ated 
with it for additional protection , and 
there's no magic drek involved. Sorry. 
> Professor Summerlee 

All this drek is nonmagical, and so is 
the next lot of plants I'U tell you about. 
There are plants oul there that'll eat you 
if they get the chance, and I'm not talk
ing about overgrown Venus fl y traps. 
Parasitic fungi can eat the flesh of any
one who gets inJected- not a pleasant 
way to die. Street sammies who have 
more chrome than meat might think 
they're a lesser insurance risk, but I've 
got news. Some fungi and plants eal 
metal , plastic, and electrical wiring. 
They work on the same principles, just 
eat different things. Get one kind on 
yo ur head , and they' ll strip it to th e 
skull. Get the other kind, and they'll 
crash it. 

> Cancel my Amazon vaca t ion. No 
plant's going to eat my cyberdeck! 
> Matrix Marauder 

> At least not until some corp gets the 
idea of introducing the stu ff into Seatt le 
to cripple the opposition on the cheap. 
> Lord Roxton 

> Oh. frag. 
> Matrix Ma rauder 

Jungle plants aren't all bad of course. 
Some vines actually con tain potable 
water. 'Course, some others exude poi
son that's clear as water. A lot of medi
cines come from jungle plants, and even 
the glue from some of those vines I 
mentioned can be useful if you handle it 
correctly. Take along a chip or two with 
information on jungle plants; you won't 
regret it. Even jungle so il is filled with 
natural antiseptics. Cut your foot. and if 
you go around barefoot for a day or two, 
it'U heal on its own. 

> Gaia heals those who humbly invoke 
her power, but harms those who lay vio-

lent hands on her. 
> Flower Child 

> What's humble about walking all over 
her? 
> Ed Malone 

One last warning: The fertilit y of 
jungles is an illusion. Jungle soil is actu
ally only a few inches deep. Plants thrive 
because dead animal and plant matter 
decays in hours. tJ you make a bridge of 
dead vines or logs to cross a river or 
chasm, you' ll probably have to make 
another one on th e way back. The old 
one' ll e ither be comp letely gone or too 
rotten to support your weight. 

Finally, a note on animals. This isn't 
a Patt erso n's Guide, so I've only got a 
few things to say an this subject. First, 
remember that the jungle's a dark place, 
and the animals that live there like the 
dark. The busiest nights are moonless 
o r overcast ones. When a full moon is 
out, activity dies down to practically 
nothing. Want to travel in the jungle by 
night? Time your trip with a full moon. 
Not only can you see where you're going, 
but your chances of running into some
thing with teeth and claws are at a mini
mum. 

Also remember to stay off natural 
migration paths. With a bit of observa
tion, you ca n ma ke out the favorit e 
travel routes of local wildlife. and even 
if you have to go out of your way, avoid 
them. a 's not just a matter of dodging 
something bi g enoug h to geek you, 
either- the small st uff 's jus t as bad. 
Lots of birds, monkeys, and rod ents 
have an eye for small shiny things, like 
fetish es and foci and their high- tech 
counterparts. 

> Ask me sometime how much mon 
keys like to play with a nice, shiny cybcr
eye. Go ahead. Ask me. 
> Challenger 

What's the most dangerous time of day 
or night to be out ~ Anytim e around 
dawn. All the animals are up then, and 
they're more reckless than usual. Th e 
nocturnal hunters run around looking 
for a last bite to eat, while the "day shift" 

starts out a bit groggy, just like people. 
They' ll blunder into yo ur camp (a nd 
tent! ) like it wasn't eve n there, even if 
they wouldn' t come within a mile of a 
human or metabuman at any o th er 
time . Oddly enough, the sa me thing 
doesn't happen at dusk. I don 't know 
why. 

> We're working on it. 
> Professor Summerlee 

> This stu ff can save you r li fe, chum
mers. Remember our team sent in to stir 
things up on the Aztlan/Amazonia bor
ders? Of s ix runne rs, o ne was elect ro
cuted by his laser in the rain, one fell out 
of a t ree wh en the vines cut his hand s, 
one got done in by a fungus , and o ne 
came down with a chopped-down tree 
after he'd fini shed cutting the vin es. lust 
o ne chummer got gee ked in a firefight 
with an Otontin patrol. Predictably, the 
hot spot was hotter than Mr. 10h nson let 
on. The Amazonians never laid a glove 
on us. So the score is: Jungle 4, Azz.ies I. 
and Amazonians 0. Read it and weep. 
> Challenger 

> Tha t's it for now, ch umm ers. I hope 
you liked this foray into the Shadowland 
Nexus. 
> Sysop Servant 

> Say, where the frag is everybo dy? 
There's a ll newbies here. No t jus t th e 
Captain; we haven't heard from Fast jack. 
Bung, Magister, Red Wraith , or any of the 
regulars. What gives? 
> InfiltralOr 

> They're probably on a run somewhere. 
If it's in a jungle, I hope they read this file 
before setting out. 
> Lord Roxton 

> Captain Chaos and the ot hers are 
probably on a mission to bring about a 
world of peace and beaut I/BREAKII 
>Flower Child 

> Thank you. 
> Infiltrator 

> You're welcome. 
> Sysop Servant 

o 
Issue 1 28 • 27 



liame In'formation 
Effects of Soaking on 
Electrical Gear 
Electrical gear doesn't like to get wet, and 
it has some spectacular ways of demon
strating its displeasure. Due to regular 
heavy rains, this can mean trouble during 
a jungle run. (For that matter, it can 
mean trouble during a home adventure 
in Seattle.) Thus, whenever something 
electronic gets soaked, whether in a heavy 
rain or by being plunged underwater, it 
has a \-3 on d6 chance of malfunction
ing. Raise this to a 1-4 on a d6 in sea or 
ocean due to the corrosive effects of salt 
water. After that, roll again at the same 
odds to determine the chance of receiv
ing electrical shock. Normal stuff like 
night vision devices, decks, and eyber
ware does SM damage, but if you have a 
weapon that relies on electrical power, 
you take the same amount of damage as a 
single shot from that weapon (i .e., an 
Ares MP laser does 15M damage). If 
you're carrying or wearing more than one 
such item, roll twice for everyone. Maybe 
you'll think twice before going for a dip 
now, chummers! 

It gets worse if you're carrying explo
sives, whether grenades, homemade 
bombs, plastic explosives, or si mple 
exploding bullets. (f you are, make a third 
roll at the same odds as before. If you 
don't luck out, you go boom! 

Jungle Vines 
Jungle vines are a varied (ot. If you don't 
have a chip, manual, or the education to 
tell safe vines from unsafe ones, then it's 
trial and error time . You have a 50% 
chance of grabbing a safe vine. If you 
blow it, rollID12 on the table below to 
see what you get. 

Vine Table: 
1-4: Thorny vine does 3L damage 
5-6: Spines on vine do 5M damage 
7: Internal cutting blade does 6M 
damage 
8-10: Vine poison does 8M damage 
J 1-12: Sap glues together whatever it 

touches. Roll your strength or 
less to break free. 
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This happens when the vines touch 
bare flesh, of course. Runners with cyber
hands should tryout all untested vines, 
but even they run some hazards . Fo r 
instance, poison on a cyberhand stays 
until it's washed off. Touch bare flesh, 
and the poison takes effect as usual. Aside 
from making th ings stick, vine glue can 
gum up the workings of a cyberhand (1-2 
on 106). Bone up on jungle botany 
before setting out, and your runs will go 
smoother. 

Infectious Diseases For 
Meat And Machinery 

Every day in the jungle, roll Id20 to 
see if you've picked up a rotting disease. 
Note that because some fungi feed on 
plastics and electrical gear, people with 
cyberware must roll twice, once for their 
meat body, and once for chrome. Roll for 
noncyber electrical gear at the start of the 
day. A regular 1 means "infection" and 
potentially lethal trouble. Every two days 
(tropical diseases are virulent things ) 
after infection, subtract L point from 
each physical attribute (Body, Quickness, 
and Strength) until death or healing takes 
place. Mechanical and electrical equip
ment, whether cyberware, decks, or night 
vision devices, malfunction after those 
first two days. 

Healing magic takes care of your meat 
body when it's available, but gear's a little 
more difficult. Fire-treating it or drench
ing it in add or strong poisons will do the 
job, but all these methods have their 
problems. As wet as the jungle is most of 
the time, fire might be hard to come by. 
Acid or poison runs th e risk of leaving 
residue behind to harm the owner. Roll 1 
out of Id6 for thi s to occur, and do the 
same with fire or acid treatment to see if 
the acid or flame damages some part of 
the equipment. 

When treating infected flesh, use Cure 
L Disease for the first 2 days, Cure M Dis
ease during days 3 or 4, Cure S Disease on 
days 5 and 6, and Cure 0 Disease for any
thing after that. You can see it's best to 
treat these things right away. 

Virtual 51E!attllE! LJpdatlE! 
Following a number of questions and 
suggestions, here's the latest on VS 
rules 

Good karma is limited to a maxi
mum of 12 per character, per run. This 
includes individual karma awards. 
Maximum karma is only be awarded if 
everything went off perfectly. It is not a 
right; don't expect it. Exceptions to 
this rule will be noted in specific 
events, usually only for multi round 
games. 

Effective now, Team Karma may 
only be BURNED (buying successes) 
to save a life. It may still be used for 
rerolls as normal. 

Starting characters no longer have 
access to Military grade hardware. 

For all characters, purchasing new 
items (your one item from Claudia or 
your starting gear for newbies) is lim
ited to items with an availability of 16 
or less. Street Ind ex still applies for 
items from Claudia . For newbies, 
St reet Index applies to gear with an 
availability from 11-16. 

Spider shamans ARE permitted in 
VS. Spider is not an insect totem. How
ever, all spider shamans must be 
female. 



by Tom Pruss 

Bengoukee was in a storytelling mood that night. the children 
could tell. Whenever he had that second Clip of ale, and got that 
moody look, he was up for a story. And right they were, f or saoll 
Bengollkee launched j,IIO his 'good story' voice. The childre1l gath
ered around eagerly. 

The Outcast Who Became Chief 
"This my children is the story of the outcast who became 

chief," narrated the o ld shaman. "Many moons ago. there lived a 
shu named Beoda. He had a very hard ch ildhood, for chance 
a nd the terrors of the jungle had left him an orphan , indeed, 
without a tribe. 

"But the young shu survived. Survived and prospered he did, 
(or be came to travel with a wise forest tam'hi who taught him to 
commune with th e spirits of the jungle. He was on his way to 
becoming a fo rmidable shaman when tragedy struck. He foo l
ishl y angered a gar uda , and his mentor died allow ing him to 
escape. 

kNow he was truly at a loss for a place to live. His repulation 
had begun 10 grow, bu t it was nOI a good one. Some spoke of 
h im as a bringer of bad luck. olhers thought that perhaps he was 
under a curse. None would have him. Finally he was forced to 
seek shelter with the only tribe that would have him. that den of 
mongrels and cowards, the tribe of the BooToos. 

"Now the BooToos are not to be confused with the race of the 
butut a fact thallhe bulu insist on. The BooToos are the dregs of 
the jungle, but Booda had no place else 10 go. So he became their 
shaman, a fac t that they all apreciated. For while the BooToos 
had many mages-ofthe cast your spell and run away mental
ity-they had no shaman. So fo r a while, Booda felt tha t he 
almost belonged. 

"But Booda was no t like the other Boo toos. For a start, he 
had a brave heart. This terrified the other Bootoo, who exist only 
by giving no offense to anyone. So one day. returning hom e 
from an adventure in which he singlehandedly defeated some 
vile creatures who refused to stay dead, Booda found a disturb
ing thing at home. It was gone. Yes. the entire village had moved 
to avoid having him in their tribe. 

"Th is was his lowest hour. Rejected by a tribe that would 
reject no one. It was only luck that he heard of the passing of the 
chief of the Simbuki. The chief had died ch ildless, and Simbuki 
law stated that there would be a cha llenge. Having nothing to 
lose, Booda journeyed to the village ofthe Si mbuki. 

"The challenge was rigorous, but nOI out of reach to some
one who had faced the gods ofFice Mountain. He had 10 select a 

companion, for the shu judge their chiefs by 
their ability to inspire their followers. Booda's 
choice of a compan ion was strange to many. For 
while the o ther contestants chose brave fighte rs 
and wi ly mages, Booda's choice was Urg, a saru of 
modest fighting ability. The challenges included a 
riddle, which Booda answered himself, combat , in 
which Vrg proved to be as good as his race 
would imply, and at the end. a difficult challenge 
to retrieve a egg fro m the top of a great tree. It 
was here that Booda's cho ice proved most wise, 
fo r while the fighters and mages struggled and 
completed the task slowly, if at all , Urg scampered 
up the tree and back down with th e egg in a 
matter of moments. 

" Having passed the challenges, only the 
final one remained. The Great Tree which is 
at the center of the Simbuki v illage had to 
accept Booda. The Great Tree had many spikes 
which only a ch ieftain may pull. He strode for
ward, timidly, and laid his hand on the spikes . 
The tree hummed. Deep inside him , Booda felt 
a feeling he had never felt before. As the spike 
came loose in h is hand. he was surrounded by 
the cheers of his tribemen. Booda real-
ized that at last. he had a home." 

Booda, the shu chi eftain of the 
Simbuki, is played by Chris Wilcox 
of Kansas C it y, Misso uri. He 
earned this honor in tbe adventure If 
the Shu Fits a t GEN CON" Ga me Fair 
'97. Several others qualified, but only 
Booda would grasp the spike (and 
thus retire hi s character). Chris is 
allowed to start a new shu charac-
ter who can li st " t he brother o f a 
chieftain" as one of bis ba ck
ground characteristics, with the 
usual pri v il eges you cou ld 
finangle o ut of a big brother 
who is a ch ief. 

o 
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",ll,tuLrURE 
UllIN' IUN'LETM 'UIOELINEf '''R PLII"ERf IINO 
B y>Stephen-W. Jay 

The L NG UNGLE settinlris u i ~ in R.e.QA* tournaments, in that only the most primitive of technologies are 
very term, "primitive technologies; has been open 0 1 yer and authoJ: interpretation, To define this term more dearly, we have 
to use real wofld history and sociology to help determine availability of"-various materials and fabrication techniques. 

However, Malatra has no exact counterpart in [he rea~orld . Presumably, an abundance of food and inter-tribal competition ~as 
resulted in spidtuaJ and ritualistic peoples with a relatively-primitive teChnology but an advanced knowledge of magic (advan~d 
because, unlike-our world, their.maglc works) . In order to add depth, background, and color to the culture of the Uv.lNG UNGU~, 
authors and players can use the following list as a guide for what is available in Malatra. 

Agriculture 
Agr icultural items are limited to-those items na rally occurring in tropical environments. Although irrigation ha~isted for cen

turies in so~ primitive jungle cultures~ it is not a technology knOWJl in Malar-ra. None of these items require certificates, but Heroes 
can only a~uire them by bartering with the Iist~ indigenous tribes. 
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IILIITIII 
Artmaterials are li~d to those easily attainabl~ in lroeical settings. 

Creating art requi.res a Pfofidency in that art form. Amber, obsidian, 
iron pyr.jte~nks an-:a'paints 3ruelatively easy to acquirc'1lnd do not 
require certs, though Heroes can onIfacquire tbem..by bartering-with the listed indigenous tribes. Gold, silver, jade. and turquoise are 
th'era est and require. certificlt~,...a;t and jewelry-.made from these materials typically dCBict important spiritual or life events. All art 
cr~ alatrans hu-strong personal or tribal significance. 
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Lacerial LIVING JUNGLE™ version by Tom Prusa & Steve Jay 

o 1998 TSA, Inc. All Rights Reserved 

Finhead Bladebacks Flyers Hornheads 
CLIMATE/TERRAIN: Jungle Jungle Jungle/Mountain Jungle 
FREQUENCY, Rare Rare Ra" """ ORGANIZATION: Tribal Tribal Tribal Tribal 
ACTIVITY CYCLE: D.y D.y D.y D.y 
DIET: Omnivore Herbivore Carnivore Herbivore 
INTELLIGENCE: Very to Exceptional Average to Very Average to Very Very to Genius 
TREASURE: Individual Individual 
ALIGNMENT: Any (Lawful Good) Any 

NO. APPEARING: I·' 1·6 
ARMOR CLASS: 5 , 
MOVEMENT, 12 12 
HIT DICE: 2/varies 2/varies 
THACO, varies varies 
NO. OF ATTACKS: 1 or 2 lor 2 
DAMAGE! ATTACK: by weapon! byweaponl 

1d3/1 d311d2 Id4/ld4/I d6 
SPECIAL ATTACKS, See Below See Below 
SPECIAL DEFENSES: See Below See Below 
MAGIC RESISTANCE: Nil Nil 
SIZE: M(S' tall) L(7' tall) 
MORALE, Steady (12) Steady (12) 
XPVALUE: 35 35 

Lacerials are intelligent, bipedal lizards descended from crea
tures similiar to dinosaurs. Lacerials are not native to Malatra, 
but claim to come from some other realm or world. Most Mala
tran residents don't understand the concept of other worlds, and 
it is widely known that the lacerials fled some catastrophe in the 
Valley Of Spir its. They a re now settled as one tribe along the 
River Of Laughing Idols, 100 miles east of the tribe of Rudra. 

The lacerials are a solitary people. Whi le not hostile to out
siders, they avoid prolonged contact with non -lacerials. They 
seem to be suffering spiritually from what they call an "abduc
tion" from their home and "abandonment" by their "gods." 
Many native Malatrans are quite willing to avoid them, particu
larly the Rudrans. The Rudrans were vic iously attacked by a 
small group of misguided lacerials just before they moved to 
Malatra. The rudrans have an insultive nick-name for their 
unwanted neighbors: Garuda-People. 

Fou r types of lace rials currently live in Malatra: Finheads, 
Bladebacks, Flyers, and Hornheads. These are Malatran names; 
the native language of the Lacerials is a combination of smells 
and ultra-son ic whistles. All four races have brightly-colored 
scales, sharp claws, and tails, but their bodies vary considerably. 
A fin head is nearly human in shape, though slightly smaller. A 
bladeback is taller and stockier with a series of large. sharp scales 
which extend from the top of its head. down its spine. to the tip 
of its tale. A flyer has a delicate frame with small legs, a short tail, 
and a flap of scale-covered flesh beneath each arm which serve as 
wings. A hornhead is a gian t beast with a tail as long as its own 
body, sharp horns protuding from its head, and a great bony 
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Individual Individual 
Any (Chaotic Good) Any 

I·' 1·2 
6 4 
FL "(C),IO 9 
2/varies 4/varies 
varies varies 
lor 3 lor 3 
byweaponl by weapon 
ld2/1d1/ld2 Id4/2d4/2d6 
See Below See Below 
See Below See Below 
Nil Nil 
S (3' tall) L (10' tall) 
Average (10) Elite (14) 
65 120 

plate protecting its neck. All four races have scales of some shade 
of green. Their back scales vary in color and pattern with each 
individ ual. with colo rs ranging through green , yellow, orange, 
and brown. 

Tattoos are a common adornment among lace rials, especially 

mages. Approxiamately half of the lacerials tbat came from the 
Valley of Spirits wear tattoos of a white heart and the other half 
wear one of a black flame. Th e disaster that brought them to 
Malatra was centered on a conflict between these two groups. 
The nature of this conflict is known to only a few Malatrans, as 
the lacerials do not speak of it openly. It is a sou rce of great 
shame. for it was one o f the few times inJlistory that laceri als 
killed each other. Though the fighting is over, each side contin
ues to wear the tattoos in silent acknowledgement of their past 
shame. 

Alliacerials have infravision. They can detect heat with their 
eyes, but cannot see a cold object in the dark. Although not cold
blooded, lacerials have difficulty keeping their body tempature 
wann in cold conditions. \. 

For daily activities lacerials generally do not wear more than 
loinclothes and simple, loose cloaks. Lacerials do not wear 
arm or. They do, however, wear ornate robes or hides for cere
monial occasions. Decorating the robes or h ides is a deeply per
so nal and private matter, as the colors and patterns ch osen 
always hold some kind of significance to the owner, frequently 
showing some important connection to the tribe or family (their 
homes may be similiarly decorated ). Once the robe or hide is 
complet e, however. it is a source of great pride and will be 



eagerly worn at any important social occasion . On those rare 
occasions when a lacerial has been expelled from his commu· 
nity, his robes are ceremoniously stripped from his body and 
torn apart. 

Lacerials do not speak common. Indeed, to most nubari. 
they do not seem to speak at all since their voices are pitched too 
high to hear without magic. The emotions accompanying their 
words are emitted as scents that nubari can often detect. Laceri· 
als can hear nubari speech, but so fa r none have learned the lan
guage. Apparently they have had prior contact with other races 
as yet unknown to Maialra, for the lacerials have developed a 
sign language with which to communicate with other species. 
The lacerial (orm of writing is to carve lines on sticks, which is 
used as spell fetishes or to record important documents. 

Combat : Lacerials fight with a variety of weapons. and are 
mainly determined by character class. For example. spellcasters 
use magic. fighters use blades and missle weapons. and clerics 
favor blunt weapons and magic. Lace-rial-crafted weapons gener· 
ally have shorter grips and favor barb· like edges. Nubari who try 
to use a lacerial weapon without being trained in iUi use suffer a • 
I to hit. Lacerials likewise suffer a . } when trying to use a nubari 
weapon that they are unfamiliar with. 

Some lacerials have knowledge of weaponry different than 
Malatrans. Already they have introduced bladeback flails. one of 
their most used weapons. Lacerials often speak of creating other 
new weapons out of foreign materials, but so far have not done 
so. 

If unarmed.lacerials resort to ancient modes of attack. Fin 
heads claw with both hands ( ld3) or use their tail as a whi p 
( ld2 ). Bladebacks use both claws ( ld4) or swing at their attacker 
with their razored tail (Id6). Flyers claw and bite (ld2fld2/1d2). 
Hornheads either claw (1 d4), swing their tail (2d4), or gore with 
their horns (2d6). 

Lacerials' Armor Class is as listed for each race and is a result 
of their own thick hide. Lacerials do not wear armor, but occa
sionally use shieJds. Because of the nature of their senses, laceri
aIs gain a +2 save bonus against sou nd-based attacks such as 
charm or shout. They are more susceptible to gas-based attacks, 
and have a -2 penalty on all such saving throws. 

Finheads, Bladebacks. and Hornheads can be any character 
class except rogues. Flyers cannot be PCs. No lacerial can be a 
true paladin, though some still claim to be. Lacerials cannot be 
multi-classed. 

Habitat and Society: The adult lacerials of Malatra number 60 
and cons ider themselves one tribe. Leading this tribe is the 
young horn head, Trueblood. Trueblood is a 7th level wizard. 
Although it remains to be seen if Trueblood is up to the task of 
leadership. he was Whiteheart's only apprentice. (Whiteheart 
was the former lacerialleader who died in a battle with Black
flame just before the tribe came to Malatra.) Aiding Trueblood is 
the 5th level blade back shaman Starr, the 9th level Flyer rogue 

Lacerial 

Quickwing, and the 8th level finhead fighter Strongarm. Most of 
the lacerials are not adven turers, but circumstance has forced 
many to learn skills associated with character classes. 

Lacerials communicate with other uibes in one of two ways. 
First. through sign language that the lacerials developed and 
taught to a select few in other tribes. Second, through a magical 
shell- like device that attaches to the ear. This device translates 
any form of language into a form understandable by the wearer. 
It is believed that only Whiteheart was able to make these 
devices. Only two are known to exist, and they are kept in the 
lacerial tribe. 

Lacerials are generally polite and tolerant of other species 
and points of view, but they recognize evil and do not hesitate to 
stamp it out. They can be very friendly and tremendously loyal 
to those who have proven themselves to be friends. Lacerials 
generally maintain the highest code of ethics, but are very res
olute about their wish to be left alone. While they will engage in 
trade, aid their neighbors, and assist travelars. few outsiders are 
offered lodging for the night or allowed to witness their cere
monies. Lacerials usually adventure only to gather information 
and maintain ties with other tribes. 

The lacerials suffer spiritually from their current situation. 
They were kidnapped form their home and forced to work as 
slaves. dumped into the Valley of Spirits. succumbed to inter
tribal bloodshed. and forced to flee to Malatra. Their greatest 
leaders. Whiteheart and Blackflame. killed each other in battle. 
The lacerial gods, another concept foreign to Malatra, seem to 
have abandoned them. The result of all this is that lacerials have 
become culturally introverted and lacking in hope. Their priests 
no longer pray to their old gods, but have become shama ns 
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instead and follw the nature spirits. Paladins have lost their pow
ers and act as fighters, though a few still hold to the old paladin 
code of honor. It remains to be seen if lacerials will begin to pick 
up the habits and beliefs of their Malatran neighbors, rediscover 
their gods, create totally new beliefs, or just slowly die out. 

Ecology: Lacerials mate for life and can produce 1 to 4 eggs a 
year. Both male and female share the duties of raising the young 
equally. A lacerial appears full -grown at 5 years, but mental 
maturity takes about 16 years. Under favorable conditions, lace
rials can live to be 200. It is rumored that with the lacerial emo
tional state in its current malaise, reproduction among lacerial 
adults has slowed considerably. 

Finheads are generally alert, bright, active, curious, and emo
tional. They have good manual ability and are as dextrous and 
flexible as any nubari. Exceptional finheads are usually fighter 
types. They tend to believe in ultimate concepts of good and evil 
and see things in absolute terms of black and white. In players 
terms, they are the most heroic, willing to take incredible risks 
for the common good. While finheads can be great thinkers, 
they are more likely to be impulsive in their actions. 

Bladebacks are social creatures. They enjoy the company of 
friends and fellow lacerials and always find time to socialize. 
Being st raight-forward and honest, non-lacerials sometimes 
think they are naive. In fact, bladebacks understand other races 
better than any other lacerials, and understand the most deceit
ful of creatures. Bladebacks have phenomenal memories, often 
able to recall the most trivial of details. M a result, they are slow 
to forgive an insult. Luckily, they are slow to anger as well. Blade
backs often act as mediators, judges, and living record keepers. 

Flyers are nervous, hyperactive lacerials, both irritable and 
irritating. They are noisy and talkative, listening to everyone and 
telling almost everything they know. Gossip seems to be a source 
of great pleasure to them, although only the most indiscreet of 
flyers will tell non -lacerials the shameful secrets of the lacerial 
tribe. They have the benefit of flight, so often flee instead of 
fight. They are not cowards, however, and will gladly tell the sto
ries- over and over again- of heroic flyers who saved their 
larger brethren. Flyers are often messengers. and help maintain 
contact with the other tribes of Malatra. As such. they are the 
least happy about their tribe's insular attitude toward the rest of 
the Living Jungle . 

. 0. Height In Inches 

B"e Modifier 
Finheads 48 IdlO 
Bladebacks 72 4d6 

/ ~ 
Flyers 36 Id4 
Hornheads 108 4d6 

Hornheads are large and powerful, and tend toward careful, 
rational planning and thought. They are slow of speech but not 
slow of mind. They can take a long time to come to an impor
tant decision because they tend to methodically consider all 
sides of an argument. Hornheads tend to be wizards. 

LaceriaJ Proficiencies 
Sign Language 
Rune Carving 

I slot 
1 slot 

Class Restrictions Maximum Level 
Class (bb/fh/hh) 
Fighter 9/1 0/ 9 
Ranger --/10/--
Mage 7/ 5/10 
Cleric 10/7/ 7 
Thief -- /--/- -

Lacerials have no multi-class option. 

Ability Score Range 
Minimum Maximum 
Ability (bb/fh/hh ) 
Strength 10/7/12 
Dexterity 3/ 5/ 2 
Constitution 5/ 3/8 
Intelligence 31 3/7 
Wisdom 7/ 3/ 3 
Charisma 5/ 3/ 3 

LIVING JUNGLE Appeal 

(bb/fh/hh) 
18/18/18 
14/18/12 
18/ 18/t8 
18/18/19 
18/ 18/18 
18/18/18 

Dex -1 
Int 

We want to know who the heroes of the jungle are. If your char
acter has reached the status of a true hero, you have a story to 
tell. Heroes who have reached 7th level are invited to share their 
stories. They may be published in POLYHEDRON, as the basis for 
an adventure, or you may find your character used as an NPC to 
send a group oflow-Ievel adventurers on a mission, for a change. 
Players with characters of this stature are invited to e- mail their 
vital statistics (at least name, race, class, level and tribe), to Tom 
Prusa ( Prusa tom@aol.com), or Stephen Jay 
(SJAYKAHN@aot.com). We'd like to know. 

o 

Weight In Pounds Starting Age 

B"e Modifier Base Modifier 
90 3d 10 15 Id4 
200 6dlO 16 Id4 
60 2d4 15 Id2 
360 6d1O 16 Id6 

Middle Age Old Age Venerable Maximum Age 
Finheads 45 60 90 120 
Bladebacks 50 75 100 140 
Flyers 30 45 60 80 
Hornheads 90 140 160 200 
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by Tom Pruss 

CLIMATFJTERRAI N: Any (prefer plains) 
FREQUENCY, Very Rare 
ORGANIZATION: Tribal 
ACTMTY CYCLE: D,y 
DIET: Omnivore 
INTELLIGENCE: Highly (13· 14) 
TREASURE: D 

AlIGNMENT: N 
NO. APPEARING: 2- 12 
ARMOR CLASS: 6 (brass chain mail) 
MOVEMENT: 9 (12) 

HIT DICE: 3 
THACO: 18 
NO. OF ATIACKS: 
DAMAGfJATIACK: by weapon type 
SPEClAL AITACKS: Nil 
SPECIAL DEFENSES, Nil 
MAGIC RESISTANCE: Nil 
SIZE, M (5-8' tall) 
MORALE, Elite (15) 
XPVALUE: 150 

The oscray are a race of demi -humans originally descended 
from orcs. Th ey somewhat resemble orcs, but are larger and 
have grayer skin than true orcs. Th ey have the characteristic 
piglike snout of the orcs, but stand proud and erect, as o pposed 
10 the slOoped posture of their orcish collsins. Oscray have large 
canine teeth which they sharpen to a fine point. 

The oscray came from across the skies, fleeing a far off war 
with a horrid race called The Elves. They came in ships that flew 
in the sky, although those ships no longer have that power. The 
oscray have found a home here on [he plains of Malatra. 

The oscray speak a variant of the o rcish tongue, unknown on 
the plains of Malatra. They can learn any Malatran language. 

Combat: Oscray are highly disciplined fighters, using strategical 
and tactical cunning. They arc as yet unfamiliar with the jungle, 
but that will be remedied as soon as they accustom themselves to 
their new surroundings. 

Oscray use a variety of weapons in combat: spears, daggers, 
short bows. hand axes, long spears and long knives. In an emer
gency, an oscraycan bite with its teeth for 1-3 points of damage. 

Oscray make a point of insulting foes in combat; it is consid
ered a fine talent to possess. Oscray combat abilities are not 
affected by daylight. 

l-Iab ita lJSodety: Oscray have bUI o ne village, located on the 
Ravaona Savanah. well to the north of the Wise Ones territory. 
They exist by hunting and some agriculture. Their chiefta.in is 
Bentfang, who led them here. 

Oscray 
C 1998 TSR. Inc. All Righis Reserved 

Ecology: The oscray have banded together in this new world. An 
oscray will look first to protecting his tribe, especially the young. 
An oscray can live to be 80 years old. 

Player Character Oscray: 
Player Characters who are osc ray may be fighters, thieves, 

mages (max.imwn of9th level}, priests (maximum of 5th level), 
or multi-classed fighter/thieves or fighter/priests. 

Ability Minimum Maximum 
Strength 6 19 
Dexterity 3 18 
Constitution 5 18 
Intelligence 3 18 
Wisdom 3 18 
Charisma 3 16 

Any oscray character may chose to begin wi th either brass 
chain mai l (AC 6 ), a brass dagger. o r 20 braSS- lipped arrows. 
These count against their slarl ing items. 
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Katanga, Impala 

CLiMATErrERRAIN: 
FREQUENCY, 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIn 
INTELUGENCE, 
TREASURE, 
ALIGNMENT, 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE, 
THACO: 
NO. OF ATIACKS, 
DAMAGfJATIACK: 
SPECIAL ATIACKS: 
SPECIAL DEFENSES, 
MAGIC RESISTANCE, 
SIZE, 
MORALE: 
XPVALUE: 

Tropical/Plains 
Uncommon 
Solitary or Herd 
Day 
Herbivorous 
Low to Genius 
Individual 
Neutral Good 

lor3-3oo 
10/7 
12124 
Variable 
Variable 
I 
1-2/1-4 
Nil 
Nil/Scatter {See below} 
Nil 
M (5-6' tall) IS (3' high at shoulder) 
Unreliable (3) 
ISO/Hit Die 

Katanga are a race of intelligent shape-changing animals. 
Their ability to shapeshift is natural and is not a form of lycan
thropy_ Katanga appear as normal animals to spellcasters who 
detect for illusions or use true seeing. Katanga can shapesbift 
between three d ifferent forms: animal, biped. and human. Each 
form has its own advantages and disadvantages. 

Like the small antelopes they resemble, impala katanga are 
flighty and skittish. They have a reputation among those who 
know them as irresponsible and unreliable. As the Wise Ones 
say, "The impala katanga is the servant of his whim." 

In human form, large hooves in place of human feet betray 
an impala katanga's true form. Though they often possess a 
slighter build and shorter stature than most hum ans, nothing 
else truly sets them apart from humans. 

The biped form of an impala katanga resembles a satyr. 
Standing upright on two slender antelope legs , an impala 
katanga in this form has human torso and arms. The head (and 
antlers, for males) resembles that of an impala. In this fo rm, an 
impala katanga can wield weapons and attack with its horns, 
th ough not in the same round. It can a lso wea r armor and 
employ other human skills. Impala katanga can speak with both 
people and antelopes while in this form. 

In animal form, an impala katanga is identical to an antelope. 
It stands three feet high at the shoulder, and is lightly built and 
colored. Distinctive lyre-shaped horns adorn males; bo th sexes 
bear a black stripe on each haunch. No weapons or human skills, 
including speech, can be used in this form. 

No matter what form the impala katanga takes, it always casts 
a shadow in the shape of an antelope. 

Each day a katanga can shapechange a number of times equal 
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by David " Pasha " Morrow 
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to its level. For instance, a 1st level katanga can change from 
human to biped (or animal) once per day, measured by the ris
ing of the sun. It must stay in that form until after the following 
dawn. Changing requires one complete round of concentration, 
during which the katanga can take no other action. Armor and 
equipment does not change, but simply fails to the ground. 

Ability Score Ranges 
Str 6/18 
Dex 7/19 
Con 3117 
Int 6/18 
Wis 6118 
Cha 6/ 18 

All values divided by a slash indicate biped/animal forms. In 
human form, all katanga have human Size, Armor Class, and 
Movement rates, and inflict damage by weapon type. Strength 
bonuses never apply to natural attacks. 

Total hit points do not vary between forms. In hiped form, 
katanga also gain 120-foot infravision. 

Impala katanga excel at jumping. In antelope form, they can 
leap up to thirty feet and reach heights of nearly ten feet. All 
impala katanga receive the Jumping non-weapon proficiency at 
no cost, useable in both human and biped forms. In addition, 
any impala katanga taking the Running proficiency receives a +3 
bonus to all checks against it, due to natural swiftness. 

Impala katanga can be player characters. 

Combat: Impala katanga, like most antelope, prefer flight to 
figh t . Impalas and impala katanga , however, have a special 
advantage when in herds of over twenty: they scatter in a frenzy 
of leaps and bounds, inducing confusion. Any creature of semi
intelligence or less witnessing such a display must save vs. spells 
o r be confused, as per the spell. Impala katanga usually take 
advantage of this situation to flee. 

If they must, impala katanga can wield weapons in human or 
biped fo rm; they can attack with horns in biped or animal form. 

Habitat/Society: Male impala katanga often adopt a herd of 
common impalas to live with and protect. Females often create 
small herds of their own, supplemented by common impalas. 
Some males remain solitary and claim their own territory. 

These creatures spend much of their time at the edges of 
groves and jungles within reach of water, evading thelbottest rays 
of the sun. They often roam on the open savannas as well. 

Impala katanga have befriended both the Wise Ones and the 
tribe of Chief 8agoomba; they despise the Simbara tribe, for 
those people hunt them and prize their unique horns. They have 
had little or no contact with other tribes of the plateau. 

Ecology: Feeding on grasses and shrubs, impala katanga eat a 
herbivorous diet, even in human form (though they can eat 
"human" vegetables in human form). 



by Gary S. Watkins 

CLIMATEITERRAlN, TropicallJungle 
FREQUENCY, Uncommon 
ORGANIZATION: Solitary 
ACTIVITY CYCLE: D.y 
DIET: Omnivore 
INTELLIGENCE: Low to Genius 
TREASURE: lndividual 
ALIGNMENT, Neutral 

NO. APPEARING: 1·2 
ARMOR CLASS, 8/6 
MOVEMENT: 6/6, burrow 3 
HIT DICE, Varies 
THACO: Varies 
NO. OF ATTACKS: 1 
DAMAGfJATTACK: Id4 (biped) or Nil 
SPECIAl ATTACKS: None 
SPECIAL DEFENSES, Quills (biped) 
MAGIC RESISTANCE, Nil 
SIZE, S 
MORALE: Average (8-1O) 
XPVALUE: lSO/hit die 

Katanga are a race of intelligent shape-changing animals. 
Their abili ty to shapeshift is natural and is not a form of lycan
thropy. Kataoga appear as normal animals to spellcasters who 
detect for illusions or use true seeing. Kataoga can shapeshift 
between three different forms: animal, biped, and human. Each 
form has its own advantages and disadvantages. 

The hedgehog is a small tropical mammal native to the jun
gle with sharp, harmless quills covering its entire body, save the 
face and underbelly. The three forms of this katanga include the 
natural hedgehog, a bipedal form resembling an upright hedge
hog with usable hands, and a human form. In human form, a 
hedgehog katanga looks like a shu with a full head of dark, spiky 
hair, small dark eyes, and a pointed nose. The katanga's claws 
enable it to burrow through soft earth or sand at a 3" rate. 

No matter what form the hedgehog katanga takes, it always 
casts a shadow in the shape of a hedgehog. 

Hedgehog katanga receive the foraging and hiding (jungle) 
bonus nonweapon p roficiencies due to their familiarity with the 
jungle, natural camouflage, and their small size. 

Ability Score Ranges 
Str 6/18 
Dex 3/18 
Con 6/18 
lnt 6/18 
Wis 7/19 
Cha 3/17 

All values divided by a slash indicate biped/animal forms. In 
human fo rm. all katanga have human Size, Armor Class, and 
Movement rates, and inflict damage by weapon type. Strength 

Katanga, Hedgehog 
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bonuses never apply to natural attacks. 
Total bit points do not vary between forms . In biped form, 

katanga also gain l20-foot infravision. 

Combat: In biped form the hedgehog katanga's nails resemble 
claws which can i.nflict Id4 points of damage. Anyone striking 
th e bipedal hedgehog katanga from behind will sustain J d4 
points of damage from the mane of enlarged quills that covers its 
back. Hedgehog katanga can he warriors, priests, or thieves, as 
well as warrior/priests or warrior/thieves. Hedgehog katanga 
thieves receive a + 15% chance to hide in shadows d ue to their 
small size and natural camouflage. 

Habitat/Society: Hedgehog katanga gene rally t ravel singly, 
although rarely a mated pair is encountered. Close to nature, 
they do not adorn themselves much or carry unnecessary gear. 
Often hedgehog katanga maintain caches of food a nd equip
ment about the jungle and d raw their needs from them rather 
than pack it around. The 'thorny ones' (as the shu call them) are 
on neutral to fr iendly terms with most races of Malatra, but feel 
uncomfortable around the loud. obnoxious korobokuru. 

Normally level h eaded, h edgehog katanga get nervous 
around water as they tend to be poor swimmers. Heroes may 
ignore this fear for purposes ofhoat travel, but must make a suc
cessful saving throw vs. paralyzation to enter water willingly. 

Ecology: Hedgehog katanga subsist o n a diet of roots, fruit, nuts, 
small insects, and grubs. They produce little in the way offin
ished goods, but forage among the jungle fo r what they need. 
They trade medicinal plants, berries for dyes. and other materi
als for necessary objects. 
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St. Cuthbert 
Cuthbert of the Cudgel 

by Eric L. Boyd 

Powers That Be 

Cuthbert 

Cuthbert of the 
Cudgel, the Cudgeler 

Intannedlate Power of 
Aracadla, LG 

Portfolio: 

Aliases: 

Domain Name: 
• 

Superior: 

Allies: 
• 

• 

Fo .. : 

Wor. Align.: 
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atron of common sense, truth, 
and forthrightness, St. Cuthbert 
hates evil and opposes chaos. But 
his major interest is in law and 

order and the dual work of conversion and prevention 
of back-sliding of "true believers." While St. Cuth
bert's faithful hold that he once walked in the Flanaess 
as a mortal man of exemplary character, no evidence exists that the CudgeJer was ever 
less than a lesser power. St. Cuthbert seldom leaves his realm in the Outer Planes, unless 
some great duty brings him forth. Unlike most Intermediate Powers, he can enter the 
Prime Material Plane at will. 

St. Cuthbert is stern power who sees the world in black and white. For many folk liv
ing with the threat OflUl to the north, this is a very credible world view. The Cudgeler 
has little patience for ostentatious displays, frivolous pursuits or idle talk and he accepts 
no excuses or displays of weak moral fiber. 

Great personal enmity exists between St. Cuthbert and Juz, which adds to the for
mer's popular appeal. The Cudgeler may appear in avatar formto drive the Old One 
away in confrontations of major import. While the followers of5t. Cuthbert and Pholtus 
maintain a great rivalry, both powers are willing to work together, as needed. 

The Church 
Clergy: Clerics, crusaders, monks, specialty priests, paladins 
Clergy's Align.: LG, LN 
Turn Undead: C: Yes, Cru: No, Mon: No, SP: Yes, Pal: Yes 
Cmnd. Undead: C: No, Cru: No, Mon: No, SP: No. Pal: No 

All clerics, crusaders, monks, and specialty priests of St. Cuthbert receive religion 
(Common) as a bonus nonweapon proficiency. Note that "Common" indicates familiar
ity with human faiths which exhibit common worship in most of the Flanaess. 

St. Cuthbert has a large following in the Flanaess. Many wayside shrine~ and smail, 
crude chapels dedicated to him are scattered throughout the Flanaess. St. Cuthbert's 
worshipers are most numerous in the Central Flanaess, in the city of Greyhawk, the 
Wild Coast, Urnst, Veluna,and Verbobonc. There, his temples are large. elaborate, and 
well-maintained. The faith is appreciated by most goodly folk, but rivalry exists between 
51. Cuthbert's followers and those of Pholtus of the Blinding Light. 

While St. Cuthbert has many large places of worship, wayside shrines and small 
chapels are more typical. All of his houses of worship, great and small, are dominated by 
meeting halls notable for thei r hard pews, simple lecterns, and inspirational homilies 
woven into wall hangings or inscribed in stone. 



The clergy of St. Cuthbert are known 
as the Stalwart Host , divided into three 
orders: the Chapeaux, the Stars, and the 
Billets. The Cha peaux seek to convert 
people to the faith.The Stars retain doc
trinal purity among the faithful. The Bil
lets, by far the most numerous, minister 
to and protect th e faithful. Relations 
among the orders are good, although 
individuals in the Billets and the Stars 
argue over doctrine. Approximately 70% 
of the Billets are Lawful Good, while 
some 70% of the Stars are Lawful Neu 
tral. The Chapeaux are evenly split. 

Novices ofSt. Cuthbert are called the 
Untapped. Titles are in strict ascending 
order: Club of Justice, Devout Flail, Mace 
of Militancy, Star of Dawn, Stalwart 
Stave, Hammer of Hymns, Marshal of the 
Faithful, and Herald of the Saint. High 
priests are known collectively as the Wise, 
addressed as Revered Father or Revered 
Mother, as appropriate. Specialty priests 
are called cudgelers . The clergy of St. 
Cuthbert is almost exclusively human, 
nearly two-thirds male. The Cudgeler's 
clergy is divided across all three orders: 
clerics (30%), crusaders (30%), and spe
cialty priests (30%) . Monks (5%) and 
paladins (5%) make up the remainder. 

Dogma: The teachings ofSt. Cuthbert 
are practical, wise, and sensible. Spread 
the word of the Cudgeler so that all may 
receive the benefit of his wisdom. The 
word is the law, and the law is the word. 
Neither weakness in faith nor acting 
against the teachings of St. Cuthbert are 
tolerable in those who have heard the 
true word. Be tolerant of those who have 
not yet accepted the true word, but do 
not cease in efforts to bring them St. 
Cuthbert's truths. Be always honest, 
truthful, and forthright, and do not stray 
from the reasonable and practical. 

Day-to-Day Activities: Priests of St. 
Cuthbert are stout, stern folk who speak 
their minds plainly. It's not that they 
won't suffer fools gladly-they won't suf
fer them at all. Honesty and common 
sense are more prized than book learning 
and arcane knowledge. Their faith is 
practical, with attention to detail and 
concerns of common people. In the after
math of the Greyhawk Wars, military 
training and fitness are mandatory. 

The Chapeaux spend their days wan
dering the Central Flanaess, visiting vil-

lages, proselytizing, and inducting new 
converts. The Stars typically track down 
heresies, unmask heretics, and convince 
them to repent. The Billets, in contrast, 
assist their congregants, give advice to 
those who seem lost, and generally make 
themselves helpful where they reside. 

Holy Days/Important Ceremonies: 
St. Cuthbert is worshiped weekly on 
Godsday with ceremonies lasting a full 
day and night. Singing, prayer, moral 
tales, and simple food are common, par
ticularly in the wayside shrines. 

The fourth day of the annual Growfest 
festival is observed as the Day of Wel
coming. Converts are welcomed into the 
ranks on this day of buoyant sermons 
and simple fellowship. The last day of 
Needfest is celebrated annually as the Day 
of Trial, when followers fast and atone for 
the past year's sins. 

Major Cen ters of Worship: The 
Sacred Temple of St. Cuthbert is a grand 
temple on a low rise in the Garden Quar
ter of the Free City of Greyhawk. While 
the Sacred Temple is not the only shrine 
of the Cudgeler in the city (a humble 
two-story shrine stands in Shacktown) it 
is by far the largest. As perhaps the largest 
religious group in the Free City, the fol
lowers of St . Cuthbert erected a temple 
suited to their prosperity, symbolizing 
the blessings of their deity. The original 
shrine has grown into a cathedral lined 
with golden ornaments, fitted with silver 
and jeweled symbols of the faith. 0 utside 
the temple, white tile paths wind through 
gardens of roses, exotic flowers, and ever
green shrubbery. Oversix hundred peni
tents can worship together in the 
rectangular chamber which makes up the 
temple. The floor is tiled with deep green 
marble. Huge white marble columns sup
port the 50' high sky blue ceiling painted 
with white clouds and a blazing sun. A 
second building is clergy living quarters, 
all of whom are Billets. 

Affiliated Orders: The Order of Mace 
is the militant arm of the faith, including 
crusaders and paladins from all orders. 
Knights of the Mace serve in mid-sized 
and large temples as elite defenders. 
Larger bands are sent out as needed, 
often making extended forays into hostile 
territory. Many Knights fell in battle dur
ing the Greyhawk Wars; the order is 
slowly replenishing. 

Priestly Vestments: The Chapeaux 
dress in varying garb, but all wear crum
bled hats of brown and green tartan with 
St. Cuthbert 's holy symbol in copper, 
pinned to them. The Stars wear dark 
green robes with the starburst-again 
serving as a holy symbol-in copper, 
gold, or platinum, depending on status. 
The Billets dress in simple brown and 
russet garments, wearing St. Cuthbert's 
cudgel symbol in oak or bronzewood. 

Adventuring Garb: SI. Cuthbert's 
priests carry bronzewood or oaken cud
gels, although most are skilled in a vari
ety of bludgeoning weapons. Priests favor 
plate mail. 

Specialty Priests (Cudgelers) 
Requirements: Wisdom 9 
Prime Req.: Wisdom 
Alignment: LG, LN 
Weapons: 

Armor: 
Major Spheres: 

Minor Spheres: 

Magical Items: 
Req. Profs: 
Bonus Profs: 

Club, flail, mace,staff, 
morningstar, staff
sling, warhammer 
Any 
All, charm, combat, 
divination, healing, 
law, necromantic, 
protection, war 
Animal, creation, 
guardian, summoning, 
sun, wards 
As cleric 
Club, healing 
Endurance 

Granted Powers 
Cudgelers turn undead as a cleric of 

four levels lower. (A 5th level cudgeler 
turns undead as a 1st level cleric.) 

Cudgelers can call upon faith once per 
day. 

Cudgelers are granted spell-like pow
ers, depending on their order: 
At 2nd level, Billets gain friends once per 
day. 
At 3rd level, Chapeaux gain shillelagh 
once per day. 
At 4th level, Stars gain ESP once per day. 

At 6th level, cudge!ers can cast prayer 
once per day. 

At 9th level, cudgelers can cast dispel 
evil or true seeing once per day. 

At 12th level, cudgelers can cast holy 
word once per week. 

o 
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R P G A
® • b I The Network is blooming anew at the 

In oom GENCoN"' Game 
Fair this year, 
with a host 01 

special events and games to entertain you. The Network will keep you busy ALL weekend, so 
plan to come lor every day 01 the show. In lact, plan 10 come Wednesday night lor our kickoH 
meeting, because lour days can't hold us. 

The Arena features a Showcase Game 
Area this year, situated in the center near 
the seats on the entrance side. This event 
will feat ure th e LJVIN(; DEATHTM and 
Threads of Legend interacti events, and 
some premiere tables of our events. Some 
of you will find yourselve 60 show as 
you play, and if you are notd i~g any
thing you can grab a seat an wat your 
friends play. 

Presenting our Guest of 
Douglas Niles 

Douglas Niles has been in olved with 
DRAGONLANCEa since its iA£eptio I with 
novels including Fistandanri/us R botll. 
The Dragons. The Kagor/esti, Em ror of 
Ansa/on, and The Kills/ayer War. e is a 
lifelong Wisconsin resident and anr,thu
siastic ran of the Green Bay p~ ken, 
though he has never been known to Pyt 
on fake-cheddar headgear.J Or r~ ched
dar. for that malter.) He~s married to 
Christine. a acher. and the ~ e two 
childre n. H~ has a6t bored mp r, than 
twenty books. includi g Qarhra1u ill 
Moonshae, tile first bo in T Rt' FOR
GorrEN REA~S* series. Dougl s '11 run 
special charity games, spealC, a d sign 
aut ographs during the Game P ir. Be 
sure to meet him. 

This year's Network charities 
Each year the Network raises money 

for charity through your generous efforJS 
at the Game Fa ir. Th is yea r, we stayed 
wit h Make-A-Wish Found ation as our 
primary charity. Last year we raised more 
tha n $1 1,00 0 for thi s chari ty, wh fch 
gra nts wishes to seriously ill and termi 
nally ill children. Their efforts make the 
last days of tbese ch ildren much happier. 

Our second charity is the Nationa l 
Society for Prevention of Cruelty to Chil
dren. operating in the UK. Founded by 
Be njam in Waugh, curre ntly p resided 
over by Princess Margaret, this organiza
tion works to prevent and protect chil-
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dren suffering as a result o f ill treatment. 
bel p children overcome the effects of 
such harm, and protect them from fur
th er ha rm. The N$ PCC is th e on ly 
national organization in England, WalesJ 

and Northern Ireland devoted exclusively 
to the problem of child abuse. 

discuss how they can serve the member
ship better. All Regional Directo rs a re 
encouraged to attend. Friday, 10 am. 

LMNG CITY Extravaganza 
More LIVING CITY events? Did we hear 

Yttu right? You want more LIVING Cm at 
GEN CON Game Fair? Well, you've got it. 

Special Even ts This {ea r we present FO UR brand- new 
RPGA Members' Meeting evel\u , plus a weal\h of special activities. 

All RPGA m embers are invited to Tourtplments include our famous LIVING 
attend the annual membership m ting. CITY Exclusive. never to play anywhere 

'ednt5day night (before the tion else. and a LIVING CiTY Masters Eve nt 
in the Hyatt Regency Ballroom. M;.~.''''':r;o~pen to~1a. ter Level players and above 
RegionaJ Directors and oth members. . .Ithe Camp~~ory. 
learn about Network activity ar me Game In a dition, GEN N Game Fair hosts 
Fair and in the comins....y:ear. and more. tile Si art of the High Le vel ca mp a ign 
We will pack the meeting wttn mfa, 10 eJ pansion, A Shot in rM Dark, and the 
take notes. It all starts with a charity all(:· bi~g i t LIVING CiTY lnte ~ctive this side 
tion; bid on a seat in a srccial game with an here. Discw IVING CITY issues 
Ed Greenwood or gues of honor DaUB • and learn how to 
Niles (all scheduled for i noon to 4 pm 
through out lqe coove tion), picJi: up 
some unique items, and resist the lemp~ 
lation to bid huge am o unts on LI lNG 
CITy"DI opportunities (o r don't re, ist) . 
Then we discuss th state of the Net+rork 
and Regional Directors give short presen
tation s, sh owing t.hat is happeni ng 
across the counut Mo~e surprises await. 
Participation olun'teers. judge coor 
dinators. and marshals will meet at 6 pm. 

RPGAIIftakfas, 
We return to ow: roots with the Net

work Breakfast. Meet up to hundreds of 
fellow Network members and i custr y 
per1 0nalities in the relaxed atmosphere 
of the Ryatt Regency. Li ten to guest o~ 
honor Doug-Niles, see er vice Awards 
presented, and talk with your frien ds. 
The breakfast takes place Friday morning 
at 8:30 in the Regency Ballroom. Tickets 
are limited, so get yours early. 

Regional Director Meeting 
Af1er the Breakfast. Regional Direc

tors will meet in the Hyatt Regency to 

I Yo u ca n also {isk your c bar.ac te r 
ainst t~e "Megadeath" scenario for rich 

r ards! flay any character, but chance 
of surviv.al und er 81 eve l is re~ote. 
Experience awards center around 10,000 
~ per charactett levk tnd the magical 
items are way cool. One table, chos n for 
ntertainment value, will be played in the 

Showcase Play Area. Bri ng a painted 
miniatu re and c0'Pe in costume! Satu r
day, Noon to 4 pm. just before the inter
active. 

LlVtNG JUNGL.EnI-Search for the Sage 
The Ancient Enemy is coming, threaten
ing all that lives in Malatra.J he Council 
Of Elders has determined that more than 
' ust bravery an d s trengt h of arms is 
needed to challenge this foe. Stand before 
the'touncil and prove your knowledge. 
The winner receives a unique LIVING JUN· 
GlE item and a starring ro le as an NPC in 
the battle to save Malatra. 

All LIVING J UNGLE players on Thurs
day and Friday will r eceive a one page 



handout by their judg~s. The handou t 
will consist of LMNG JUNGLE trivia ques
tions, such as "Name fiv~ adventures that 
Bengoukee didn't send you on," or "What 
is sacrificed each year to the gods of Fire 
Mountain?" 

From these respondents, ten or twenty 
finalists will be chosen , posted at HQ, 
and asked to pick up pa rt two of the 
questionn ai re. Part two will consist of 
"what if?" qu estions to test t he ir PC's 
willingness to act heroically and intdli -

Best of the Best: The winner of the invi
tational Best of the Best touroamejlrwiU 
receive an all -expense paid triptto the 
GEN CON* 1999 Game Fair, in C~ding 
airfare, hotel downtown, meal ex ses, 
admission, and game fees. In ad ition, 
we' ll profile the winner in POLYH RO~ 

and generally make a big deal of him or 
her for a whole year. 

AD&O- O pen : l'he win ners bf t he 
AD&D Open receive $100 worth ofTSR 
product each, pl us plaques and pecial 
unique items keyed to character in the 
tournament. Second andThird place team 
members also receive plaques ano prize 
merchandise'<. Th is is the pinn t c1e of 
AD&D Team competi tion , so I) ing a 
team and plan to enter. 

ALTERNlnTM O pen: Winnin g playqs of 
the ALTERN ITY Open tournament ill 
receive plaques, a whole lot of ALT£RNln" 
product, plus specially sculpted, movie
quality sci-fi prop guns. You cannOl buy 
these guns, you must win th em. Second 
and third place players also receive prizes 
and plaques. 

AD&D Team Challenge: The wi nni ng 
team in this competition receives a spec
tacu lar trop hy and fame through the 
POLYHEDRON: we will profile the dub or 
team and the members who played. Sec
o nd and third place teams receive t ro
phies and consolation prizes. 

gently, and a chance for players to make 
their own suggestions fo r the LIVING JUN
GLE universe o r "Ancient Enemy" story 
arc. There might also be a chance for 
players to describe their characters. The 
winner from th~se will then be included 
as an NPC in a L1VJNG JUNGLE module, 
probably th e climax mod ul e to the 
Ancient Enemy story arc. 

In addition, you can play two LIVING 
JUNGLE events, including one for high
level heroes. 

AD&D* Team Challenge 
To register for this event, send a letter to 
HQ stating the name of the team, the 
names of the expected players, and the 
slot you prefer to play th e first round. 
Pick up gneeric tickets outside to pay for 
the event; do not pre-reg with the game 
fair registration. Letters of intent for this 
event must be received by July 15th. 

The ceremony will be in the Arena using our Showcase 

I 
Game Area. We'll recognize tournament winners and 
award special prizes. GUBst 01 Honor, Doug Niles, 
will emcee the show starting at 2:30. We'll keep iI 

catc your 5:00 llight back \0 Normal~ille. 

Bes r LIVI NG™ Campall D PlayeLIlAd. 
ludle: The player and judge with best 
average scores in LIVING CrptTM, LIVING 
JUNGU™, llVING DIiATH""', Virtual SI!tJ'~ 
tie, and Threads of Legen4...events receive 
an autographed copy of the ne City of 
Ravens Bluffbook, Demihuman Deities of 
tile Realms, vol 2 of the AD&D CD-ROM 
Core Rules, and a selection of other grca 
FORGOTTEN REALM5~ ace sories, plus a 
trophy to display to everyone who visits 
your house. You must play or judge six 
events to qualify~ in at least three different 
liVING Campaigns. LIVING CtTY high · 

level events, Megadeath events, and the 

:~:~:::t:::::~:r:::dd Judge. The 
player and jud ge with tne best average 
scores in Pantasy·themed Network events 

each win the Dungeon Builder's Guide
book. the Gt,ide to the ner Pltmes, the 
MONSTROUS COMP tuM- t'onnual '4, 
and the primary accessories for each of 
the BIRTHRlG~, GREYHAwK*, ami·D G-
01U.ANCECi: FIFTH AGE- campaign sel
lings. In addi t ion, wi n ers get a cool 
trophy. The evenlS 0 choo se from 
include the AD&D Feature, AD&D Bene
fit , AD&D Masters, AD&D Grand Mas
ters, AD&D Paragon, AO&D Replay, and 
two DRAGONLANCE: FIf'TH AGE Visions of 
Destiny adventures. You must participate 
in at least five events to qualify for this 
pnze. 

Best Sci-fi Player and Judge: The player 
alJd judge ~th the best average scores in 
~-fi Network-games receive a copy of aU 
mrj or accessories in the th e ALTERNITI 
~m system and the STAR~DRIVET>oI cam
p.li~n setting. t he MARVEl. SUPER 
HR · sn.t D ramat ic hn ture Game, 

d th Guid~ to Marvel Earth. Don't for-
I V get the cellen pny. The events from 

w~ich to choose mc1ude tbe.ALTERNI TY 

~
pen. the AUERNITY Feature, be Star 
ars Feat ure. the ~a~qia Feature, and 

t e MARVEL SUPER H EROES game. You 
musl play or judge at least four evenls to 
q1lalify. 

I I 
Best Horror Player ard Ju dge·1The 
player and judge witH the highest average 
score in horro r-based Network ga mes 
receive Return to the Tomb of Horrors, a 
selection of new accessori es from the 
RAVENLO~ cam pajgn li ne, and acces
so ries from the Werewo lf and Ca ll of 
Cthulhu games. The games must be cho
sen from the LIVING DEATH events, the 
Werewolf Fea ture, and the Ca ll of 
Cthulhu Feature. You must play or judge 
three events to qualify, LIV ING DEATH 
interactive not included. 
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S
Leam something . new about gaming, ask Questions about RPGAG> campaign senings 

e m I n a rs !inCluding some new ones),.help build an 
Issue of POLYHEORONG> magazine, get feed· 
back on your tournament ideas, or take 

our judge training seminars. To apply for Judge Certification, contact HQ in writing. 

- RPGA Judge Training 101 
Though the AD&DdD game will fre~ 

qucntly be used as a model, this seminar is 
focused on what makes a good judge, 
bringing life and interest to NPCs. how to 
rUIl scenes with drama and excitement, 
how to handle difficult players, and more. 
This is the primary class; LO be certified you 
must judge three slots at the.,convention. 
Service points awarded. Friday 12 Qoon to 
1 :45 pm, Saturday lO am to 11 :45 am 

- LIVING CITYTloI 101 
with Dan Donnelly 

Learn the specifics and peculiarities of 
our most popular LIVING'" cam aign. 
Di scuss ion will include both 0

1 I-o f
game and in -game topi cs: prepara tion 
for judging, AD&D rules and resources 
for interpretation, awarding IreasJrc and 
experience, application of Jaws in the 
campaign, spells and magic, and more! 
Lots of handouts and cool prizes ill be 
on hand! This is an elective classi LIVIt"G 
Cny can be added to Judge. Certification 
by taking this seminar and judging one 
s lot of LI VING CITY. Service Points 
awarded. Friday 2 pm to 3:45 pm. 

- LIVING CITY Players' Discussion 
with Dan Donnelly. Robert Wiese. & 
Campaign Coordinators 

Players of our favorite LlVINC cam
paign co me to discuss questions qbou l 
the campaign, new issues and diredions. 
and what they'd like to see. Participation 
XP. Thursday 5 pm to 6:45 pm. 

- LIVING D EATHTJIoI 101 
with Claire Hoffman 

Learn aspects of judging LIVING 
DEATH, and Masque of the Red Dear/, in 
general. During the fi rst hour, we focus 
on the Gothic Earth setting, tips fo r cre
ating mood, setting tone, and adding 
extras to make your Masque games even 
better. Then we move to specifics ofjudg
ing Masque in a tournament setti ng , 
especially particulars of the LIVING DEAn! 
Camp3ign. LIVING DEATH can be added to 
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Judge Certification by taking this seminar 
and judging one LIVING DEATH eve nt at 
the convention. Service points awarded. 
Thursday 2 pm to 3:45 pm. 

- Rumble in the LIVING JUNGLE""" 
with Tom Prusa 

Learn about the RPGA humanoid 
based campaign, LIVING JUNGLE. We pre
sent the campaign and explain options, 
answer questions, and take feed back on 
how to make the campaign even beuer. 
New ideas may be discussed. In the last 
part of the seminar, Abu will trade with 
your LIVING JUNGLE characters. Pirticj~ 
tion XP. Saturday 5 pm to 6:45 pm. 

-Run the Shadows in Virtual 
Seattle 
with Wes Nicholson 

If you like Shadowrun, we've gOI tour
naments for you. Come see what's hap
pening in the Virtual Seattle campaign, 
especially designed for S~adowrun lovers. 
Unde Wes win answer ~ucstions and talk 
about camp'lign d ireetion. Participation 
XP. Thursday 9 pm to 10:45 pm. 

-Intro to Roleplaying 
with Sean Kelly 

What is all this r~leplaying stu any
way? If you play ca(d, board, or minia
tures games and want fo know what the 
weirdos around the circular tables are up 
to, come to this seminar. Sean'lCelly. actor 
and veteran RPGA judge, will put you in 
the know. Participation XP. Friday 10 am 
to 11:45 am. 

- Wriling and ]udging,S GA ~ 
system 
with Nicky Rea, Jackie Cassada, Carla 
Hollar. and SAGA system designers. 

This "how-to" session offers tips on 
GMing adventures using the award-win
n ing SAGA ro leplayi ng rules from the 
DRAGON LANCE.: FI FTH AGEe Game and 
the MARVEL SUPER H EROES Adventure 
Game. It includes basic instruction in the 
system's easy card-based mechanic and 

addresses challenges of writing ep ic fan
tasy storylines and action-packed comic 
book-style adventures. Participation XP. 
Friday 7 pm to 8:45 pm. 

- Tournament Practicum 
with Robert Wiese and an expert panel 

If yo u want to write adventures for 
coovention tournam ent play, whether 
RPGA or o therwise, come to this sem i
nar. Difficulties in tou rn ame nt format 
will be covered, plus tips on how to han
dle obsc,ure rules and complex situations. 
Bring an outline of two pages o r less and 
our staff will review it a t Gen Can and 
give you. pointers. Participation XP. Sat
urday 12 ?oon to 1:45 pm. 

- Build a POLYHEDRON magazine 
with Jeff Quick 

Help Jeff build a storyboard for an 
iSf ue 0 POLYHEDRQ Learn wha t goes 
into planning an issue and ask questions 
ab ou t sub misSion procedures. If yo u 
wan! to see an Un[lrovement in the maga
zine and don't want to write in, come to 
t!;Us seminar. Participation XV. Saturday 2 
Pln to 3,45 m. 

Living Galaxy Seminar 
ith David Eckelberry ~ Jeff Qukki 

In lhecoming yea r. the RPGA will 
open a new galaxy of play for lhe heroes 
of rolrplaying. The Living Galaxy offers 
RPGA members an oppo rtunit y to join 
in the development of the STAR-DRIVE"" 
cam paign setting. Let your voice be 
heard. Participation XP. Friday 5 pm to 
6:45 pm. 

- Living World of Dadqlcss? 
with Nicky Rea. Jeff Quick, & others 

Ever wonder about a liVING campaign 
set in White Wolf's World of Darkness.? 
If you love playin g kindred, garou, and 
t he awakened. come help plan a cam
paign. Everything is on the table: struc
ture, coordination. plotting .... Help make 
it what you want it to be. Participa tion 
XP. Friday 9 pm to 10:45 pm. 



Tiiiifii'il'ffiifii 
CITY" tournaments (includ

ing our EXCLUSIVE) , 
more and different RPGs 
than rou've even thought 

about running, plus surprises we won't even talk about in largelYpe. 

AD&D"' Open 
three-round team elimination 
The Last Time by Robert Wiese. 

The world of Alenkirth stands at th e 
edge of oblivion. Time travel has so cor
rupted the world that it cannot continue. 
You stand al the end of time with your 
mentor, who prop to send you back 
into the timestorm around yow: world to 
save it. Bring your cou rage bee use this 
is an all-or-nothing adventu . Teams of 
eight players. Standard XP. 

AD&D Best of the Best 
three-round elimination 
Green Acres by David Samuel~ 

What a wonderful day to be ali 
have the perfect lives. good faa il good 
masters , who could ask for anythi ng 
more? Wai t a minute-it's past feedi ng 
time. Where is your food? Where a re 
your masters? You'd better go mv igale. 
This is an invitation -only event; laycfs 
will be invited in June based on ighest 
average player scores for the periqd lune 
1, 1997toMay31,1998.QuadrupIeXP. 

AD&D Pea ure 
three-round elim.ination 
Secret Lives by Daniel L1ewel~, J' 
&Tim White. 

Spies, monsters and disguises are all 
in a day's work for ooe of th e ing's 
Secret Operatives. as well as sewin rid
iog, and accounting, since you must p 
yo u r secret identity. But when \he 
Princess is kidnapped right out from 
under your nose, you must journey into 
enemy territory, face black-clad foes, and 
your own mysterious past to prevent a 
war that would destroy your Kingdom. 
Standard XP. 

AD&D Masters 
two-round elimination 
Slumber Party II by David S-amuels. 

It 's been a month si nce you wne 
brought into this world. You ha ve 
received a message to report to Bahamut. 
Maybe he 's found a way to send you 

home. Classic category Masters level 
players. Triple XP. 

AD&D Grand Masters 
Freudian Slips by Tom Prusa 

" I am Sigmund's Strength. I am the 
best of Sigmund's attributes, the one that 
makes him succeed at his most important 
job as peasant hero." 

Everyone knew that his penchant for 
adventure would be the death of him, 
and it seems that they were right. You 
must find the truth. This event is open to 
all players who have played in eight or 
more adventu res from the Adventurer's 
Guild Retail Play Program. Invitatio ns 
will be sent to qualifying players in early 
Julie. Standard XP in tournament for
mat. "No, I am Sigmund's Wisdom. the 

peacemaker, the driving force behind Sig., 
mund." AD!!cU Replay 

'"No, 1 am Sigmund's .... " The Onlllaker by Joyce Rauschenberger, 
Hyp Sigmund make it through the John Tynan, and Circle of Swords. 

day. Classic category Grand MastersJe":Y,:;:ci:.......,, Rumors of the dragon T ialeasdon 
players. Quadruple XP. raiding the rurrounding lands are spread

AD&D Paragon 
Tangled Web by MichaebStead. 

The Grand Caliph has dispatched a 
ship 10 escort a princess and her retinue 
to the wedding feats of his son. Prince 
Husam. But secrets lie deeply in the lives
of the peop~c involved, secrets that cquld 
destroy the happiness o(the whole land. 
Classic category Paragon level players. 
This is a replay scenario, but rec ived 
extremely limited play on the East Coast. 
Qu intuple XP. 

AD&D Benefit 
Meet Me at tile G6tes y1lim Ward. 

Th e great gates oflGreyhawk have 
been taken for granted for thousands of 
years. This ends when sevey.l large gold 
coins faU out of a piece of chipped plaster. 
Whe n a ll the plaster o n t he gales is 
removed the uncovered mural suggests a 
r ace of snakemen built t he ga c. The 
mural also suggests they are coming back 
in about"thirry days! There also seems to 
be a bit of human s3_crafice going on in 
the mural... wonder if that's significant? 
A Greyhawk adventure. Double XP. 

AD&D Retail Play 
two-round elim ination 
Quest for Marvin by Andrew Rothstein. 

Uncle Marvin is missing. and it's 
caused quite a stir in the halfling village. 

ing, and the suddcn"appearance of a large 
number of lions d oes not bode well. 
These must rela te to t~e evil which sur
rounds the mountain Li deb. This clas
sic vent p layed the Netwo r k 
T~urn menl Progra 10 1990 and 1991. 
Swndar~ XP:~ . ...,.". 

A !!cD Team Ghallenge 
o-round team elimina tion 
TBA. Standard XP~ Team seasoq con

ibulion. 

ALTERN'_ Op n 
three-round elimination 

vatars by Chris Perkins. 
The galaxy has been cODguered by evil 

cybernetic mindwalkers with the ability 
to warp reality. Time travel becomes your 
greatest weapon as you travel back 400 
years to annihilate a fledgling cybernetic 
corporation on the verge of becoming a 
monstrous stellar empire. Only you can 
destroy the past to change the future. 
Standard XP. 

Alternity Feature 
Elld, of the Litle by Jeff Quick. 

It's a busy day at the End of the Line 
space station: alien races, colony ships. 
garbage dumps, an experimental artifi
cial singularity .... Why do disasters seem 
to happen at the mo st inopportune 
times? Standard XP. 
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LIVING CJTYTM Benefit 
To Kill a Nightingale (Procampur4) by Jay 
Fisher and VCc. 

The city is filled with excitement as 
the Thultyrl of Procampur has finally 
consented to be married. Though many 
are still opposed to the union between 
Rendeth of the Royal Blood and the 
songstress Alissa Wyndsong, would some 
be so opposed to commit murder? Dou
bleXP. 

LIVlNG CITY ExdusivefSr 
Heart of Darkness b DanielS. Donnelly. 

Kelemvor has r . ed a temple in the 
city and for a year it has be~ uiet. The 
silence is broken as Kelemvor imP\lse5 his 
will upon the city of Raven f luff: This 
event will not play anywher xce tat 
this year's GEN CON® Game Fair. Stan
dardXP. 

pirates, and he's stirred up a hornet's 
nest. Come in costume as your LIVING 
CiTY character, see what happens, or pos
sibly make things happen. You can also 
trade for magic, buy land, join guilds or 
the Watch, and meet other adventurers. 
Oh, and we'll elect a new deputy mayor 
too. Bring your gold-you'll need it. This 
is a charity event. Interactive XP. 

LIVING CITY Masters 
Dark Lord, Morning Glory by Jaffrey Scott 
Meyers. 

An important priest in the temple of 
Lathander is missing, and the tempie 
needs stout adventu rers to find her. 
Could it be a simple ransom, or is there 

character prowls the "streets n of the 
Arena and gathers clues which may help 
in the LIVING DEATH Enigma, Intrigue in 
Egypt. Even if you are not involved in the 
LIVING DEATH tournament story, you are 
welcome to come to Cairo as your LIVING 
DEATH character. Costumes strongly 
encouraged. Interactive XP. 

LIVING DEAHl Enigma 
Intrigue in Egypt by Claire Hoffman. 

A trail of clues have led you to Egypt 
in search of answers, but all you may find 

~ i~ .grave danger. This is the conclusion of 
• the three-part LIVING DEATH story. For 

10 ~mid level heroes. Standard XP. 

.. something more? Probably something LIVI p JUNGLE™ Feature 
more', which is why adventurers ~ re The- oulless Shu by Leonard Dessert. 
needed. Great riwards are promise~'for The Sumbuki tribe of Shu are cele-
discovering the trut'h;-and thwarting brating the induction of their new chief. 

LrvlNG CITY Feature 
="","_.vha foul plot is behind it: paiS9.;;","""T,,;he feStival is grand and love is in the air. 

cakgOry. Masters level playa's. Triple XP. ~at could~ossibly go wrong? This is a 
A Necessary Evil by Jam s and rank 
Alomo. 

A prominent member of the 'ftzards 
Guild is in desperate need of adve~ 
to quickly retrieve vital informati that 
may save the city from a power magic 
holding the city hostage. A "new" em.r 
from th~.E2!"th threatens.to take *"" 
Living City. Standard XP. 

LIVING CI Hig Lev~l Pr • ere 
A Shot in the ~ark by Lee McClurKin. 

Lady Maypr AmberJhoden is look
ing for a groJp of seasoned adve~~ 
to secure a path deep into the un~~ 
Once the path is secured, Lord B I~ree 
and his men can continue their sea~ for 
a mysterious dwarven artifact, the ~ 
Protection, lost over 750 years ago d\tring 
the last drow invasion. Finding the 9rb 
may be Ravens Bluff's only safe way to riP. 
itself of the dreaded Heart of Bane and 
prevent the dark god from returning to 
the Realms. Double XP. 

LIVING CITY Interactive 
Pirates Ahoy! The city is lookirig for a 

deputy mayor, the Underdark jdiggings 
have begun for the Orb of !rotection, the 
Heart of Bane is warping the city itself, 
and the Temple of Tyr is due to be re
dedicated. So what is this year 's interac
tive about? Pirates. 

Charles O' Kane has been fighting 

44 " Polyhe dron 

LIviNG a Megadeath ODelit 
Body Bags al;ld Other.L Ends by Don 
Weatherbee. 

Been there, done that. Such is the'life 
of a Ravens Bluff adventurer. Today's task 
i? nothing that unus ual, just feco er 
lost soul, regain some1iof t glory, re)ive 
some past chaUenges. ~oaay, the Com
pany of the Raven is not looking for the 
brave, just the foolhardy. Gue~s what? 
You showed up. This event is designei:l for, 
high-level LIVING ~ITY characters. 'wbo 
receive rewards commensurate with the 
risk (trust us). Teaq,s of eight. Double 
RPGA player/judge p. 

lJVING DEATHTM Feature 
Stmnge Occurrences by Clair oftinan. 

This year, the two L~JNG DEAnf tour
naments and lnteradlve form a trilogy . . 
While each event is complete wi.lhin 
itself, the stories within build opr u~n 
tHe-;other. In the first instaUntent, a Pee r,. 
of the Realm has askecL.f6r a discreet 
investigation of the: ~trange occurrences 
at the British Muse~m. For low/mid level 
heroes. Standard XP. 

liVI NG D EATH Interactive 
Come to the Casbah of Cairo. Many 

things can be found in the narrow streets 
of Cairo. Danger, intrigue, merchandise, 
and more await you as your LIVING DEATH 

m,id lev~ adventure and the sequel to If 
t' t Shu Its. Standar~. 

e 
ro~ Prophet by To rusa. 
Eatthshakes! kio ons! The Curse of 

tl}:e Tig is,comt, rue! What can save 
e jungle? Legen has it thatin this time 
prophet will arise. You must seek him ... 

if 
... it out for the ~ungle to survive'. This 

. 0 problem for heroes o£"r.0ur sta'ture. 
But, the prophet1is said to have arisen 

iy the Huroola trilk Iflyou travel there, 
males who bear weapons a re kille.d on 
I ' I ~ , SIght. An adventu re wi h no weapons? , I 

llhat's why they call ou heroes. An 
dventure for mid/high level heroes. 

Standard XP. 

Call of Cthulhu Feature 
Travelers in the Hebrides by Robert 
Hobart. 

Summer, 1688. The Spanish Armada 
has sailed to bring an end to the heresy of 
England. But now your ship has 
foundered north of Scotland, forcing the 
six of jou ashore on a remote island. And 
nothing on this island is quite what it 
seerri's ... Standard XP. 

D RAGONLANCE®: FI FTH AGE® 

Visions of Destiny Adventure #3 
Autumn's Crown by Jackie Cassada, Carla 
Hollar, and Nicky Rea. 



The search for a magical crown leads 
to a hard choice: Will you surrender the 
crown to evil to save innocent lives or let 
them die so good may claim the diadem? 
This adventure is offered for those who 
wish to catch up on the Visions of Des
tiny saga. Standard XP. 

DRAGQNLANCE: FIFTH A GE 
Visions of Destiny Adventure #4 
Nightsinger's Flight by Jackie Cassada, 
Carla Hollar, and Nickx Rea. 

The characters travel t6rthe forbid
den, beleaguered land of ilvanesti to 
find an artifact fro the..J\:ge of Dreams, 
but have they reached the ight place? 
Fourth in the Visions of 0 sffn cam
paign series. Standard XP. 

AD VENTURE R'S GUlL D™ 
Invitational 

Participants in the RPGAiII1Network's 
series of retail play program adventures 
face a threat from the d! ep in ireD's 
Song and Dragon's Breath. To ea your 
invitation, play in a SAGA touma ent at 
your local ADvENTURER'S GUILD nicmber 
store or register for Leviathan's·peep. 
held Thursday at the TSR Castle. Friday 
9 p.m. to 1 a.m.) 

ICEA venture Kit G e. 
Run Out the GLns} by'ICE staffi 

Stand yer grouhd, ye salt dogsl 
Helmsman, Hard a starbo~rd an brihg 
your guns to bear! COme play in tills spe~ 
cially-deJigned pirate event run ICE! 
Play in as many of the first round~as you 
like. You will carry your characterS &om 
session to session (improving eac?, time 
you continue with.the same character), 
You can play the same character as ODg 
as he or she lives. The best crews will p)ay 
in the prestige final on Sunday. Standard 
XP. 

Paranoia Feature 
Time and Motion by Wes Nicholson. 

The clones in the food vats hav, been 
disappearing at an increasing rate, and 
friend computer wants to know why. 
There have been disturban~§l in other 
sectors as well, and friend computer 
wants to know why. Guess who friend 
computer has decided will do the finding 
out, citizens? Standard XP. 

Rolemaster Feature 
three-round team elimination 
Mask of Shadows by John Curtis III. 

One by one, the veils are lifted. Now 
you have a clearer vision of who you are, 
but can you complete the tasks set before 
you before the ultimate price must be 
paid? Standard XP. 

Star Wa rs Feature 
Initiation by Robert Wiese. 

The pirates have proven too much for 
the standard Alliance forces, stretched 
thin a5 they are. Your team is called to 
infiltrate their base, capture the leaders, 
cripple the base, steal a ship, and get out. 
Why did Major Pydd pick this one to sad
dle'y?u with a new guy? Standard XP. 

SAGA"'" MARVEL S UPER ffERO STM 

Featu e 

WerewoU Feature 
Tears of Rage by Beth Bostic. 

Can you put aside the hatred brought 
by blind prejudice and work with your 
bitter rivals to cleanse the land of the 
Wyrm's corruption? An adventure for 
Werewolf Wild West. Standard XP. 

NASCRAG Even t 
three-round team elimination 

Catgut Willy and the Whirling Vortex 
of Doom! Join the search for the missing 
mages! Students from the College Arcane 
have gone AWOL, and it's up to you to 
~ind them. In our 19th year at Gencon, 
NkSCRAG offers a three-round team 
advancement roleplaying tournament , 
that ~mpetely lives up to its title. We 
promi~e Heroic Fantasy at its finest, filled 
wi th \aughter, drama, riddles, and plot 
twists. Join the NASCRAG fun from the 

win. 
op to the Rescue by tifia.a..Ba:ld;;-... ..;';;:ame twisted outlook that gave you Fez'J1ol, 

• L.ffT"', Nex~s, and (of course) Ai'J1ol (pat. 
~nd). Thil"game-is-iIlnctioned by the Net
w rk, b does not ru in the Arena. 

When you made plans to go camping 
with the other kids in your Jub. you did· 
o't expect this! You've go. ~rpowersl 

Unfortunately, it looks like you'llliave to 
learn to use 'em real fas:t; all the grownbps 
are missing. Standar~ XP. 

Threads of Legend ':1'ture 
TBA 

Threads of Legend, set in the rich Em
tasy setting of the Earthdawn game is a 
small, but fascinating corner of th et

ork's LIVING'J1oI Campaigns. Come find 
out why Earthdawn . s more. than j j ao 
AD&D wannabe. 

Some Runs /rm Drag On by Jason and 
Oui.sty Nichols. 

Had enough of th~dim.,cuh runs 
How about some e 'f money doin 
bodyguard duty? After all. bow hard can 
it be to guard a talent scoud Standard , 

Virtual. Seattle Speci 
T/acae/e/ 7Mexica:. Pare-I by Cisco Lopez
Fresquet. 

It's a simple surveillance job-watch 
for the target and collect your nuyen. But 
of course, things never go as planned, 
and sometimes unexpected opportunities 
for profit arise. Are you willing to take 
the risk? Standard XP. 

An event thaphe ns "Your attorney 
• a clo no" , II bad. Royalty and 

asants wor together in.this AD&D 
a venture which~eatures clowns, puz
zlbs, and ro·leplay g. T~ey knoJ.i their 
~Jest isynportant, tgey just don'iknow 
what the quest is. ( hmo If is a one round 

rurnamen sponsored..br NASCRAG as 
penefit for AIDS victims.) 'FILis game is 

sanctioned by the Nehvi rk, but do;s nor 
, Ln in the A, na. ~ 

Work the Game Fair with RPGA! 
This large a program requires a lot of 
work. We can use all the help we can get. 
Volunteers are needed in these areas: 

• Front Desk 
• General HQ 
• Data Entry 

To volunteer, send in the signup form on 
e ndt page. Circle the slots for volun

tee~g, and indicate your preferences. 
Thanks! 
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The RPGA ® Network Needs 
Gamemasters 

allhe GEN CON" Game Fair! 
August 6·9, 1998 at 

Milwaukee's Wisconsin Center 
The GEN CON Game Fair hosts the world 's finest game competitions, plus entertain
ment, manufacturers, and more. Join nearly 30,000 people from a dozen coun tries at 
the largest, most exciting Game Fair in the western hemisphere! The RPGA Network 
runs a huge program of roleplaying events, and we need YOUf help. You can be part of the action by judging. 

Judging brings many rewards. You show six players a great time, which is the best reward of all. More practi
cal rewards come your way too. Judge four slots to get into the convention for FREE. Judge eight slots and be 
eligible for free housing. Free housing is offered fo r a limited tim e; we must receive your fo rm by June 1 st if you 
want a space in a hotel room. 

Photocopy this 'onn tor your records. Then mail It to: 
GEN CON® RPGA Judging, P.O. Box 701, Renton, WA 98057-0707 USA 

or Fax to: 425-226-3182 

Please PRINT aJi information clearly! This form is for RPGA Network event judges only, who must include membership numbers. illegi-
ble or improperly signed applications will be returned. 

This form registers -lou for 
the convention ONl if you 

Circle the slots you want to judge or volunteer. If you work four or more slots, judge four slots or more. This 
form cannot be used to regis· you get into G EN CoN For FREE. 
ter to play events. 

AO&O® Open, 3·round team 2 3 4 6 7 8 9 10s11 s 
AO&D Best of the Best, 3-round 5 8 " , 
AD&O Feature, 3-round 4 6 7 9, '0, , 2f 

RPGA*: AD&O Masters, 2-round" 3 7 9 

First name 
2 4 8 '0 3 

last name 
6 9 " 3 

7 ' Of 
Address , , 

AD&D LMNG CiTY Feature 4 8 
AD&D lMNG CiTY Exclusive 3 5 9 
AD&D LM~ CrrY Masters 3 5 7 '2 
AD&D LM~ CrTY I Premiere 7-8 

City 
AD&D LMNG DEA11-t Enigma 3 9 " '3 

State/Province 
AD&D LIVING JUNGLE"" Feature 4 '0 
AD&D LMNG JUNGLE Extreme 2 6 ' 2 

PostallZip code 
Shadowrun Virtual SeaNle Feature 2 8 ' 2 

I 3 5 10 

Country 4 8 ,,' '3 
( ) 2 8 ' 2 

Daytime phone 4 5 ' 3 
4 

E-mail address 
, 

DRAGONLANCE®: FiFTH AGE® Visions 4 6 9 ' 3 
Volunteer Duties: DRAGONL.ANCE®: fIrnI AGE® Retail Play 8 

00 Front Desk MaPlel Super Heroes (SAGA® System) 6 9 
06 HQ/General 
66 Data Entry WerewoH: W ild West Feature 3 7 f2 
66 Anywhere you need 
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PLAYERS needed for beginning 
2nd Edition FoRGOTTEN REAlMS® 
Campaign starting in Hampton, VA. 
Games witl be at my residence in 
Hampton, 2-3 weekenda a month 
(moreltess as players and OM can). 
Age not important, no experience 
necessary, equal opportunity gamer. 
My wife and I just want to play the 
AO&O® game. Interested please 
catI7571727-0150. 

MAINE: I am looking lor a Star 
Wars RPG 10 play in. I live in the 
Bethel area and will travel up to an 
hOOf to reach a game. I can be 
reached at 2071665-2403 or email 
<amoore@megalink.com>. 

FOR SALE: Magic cards, AD&D® 
stuff, UMITED ed. ST:TNG TCG 
rares at Scrye medisn price, and 
morel Send a 9'X12' envelope with 
96$ postage (SASE) to Jim AJpeter, 
PO BoJ 143, Syracuse, NY, 13206-
0 143. Thanks in advance for any 
and all repsonses. 

PEN PAL: I am a 14-year-old male 
who like AD&O and Rifts. I am look
ing for a pen pal to talk about any· 
thing. Write: Wayne Hansen, 1233 
W. 3rd St., Red Wing, MN 55066. 

can 7081863·8773. 

WANTED: Any or an FoRGoTTEN 
REALMS campaign selling items, nov
els, or materials. The older the bet· 
ler. Send II list with prices (will buy 
or trade) to: Anthony Thomas Box 
3092, PSct-3 APOAP 96266. 

GREETINGS fellow gamers. I seek 
to join an e~isting gaming group or 
form a new one in the Staunton· 
Augusta county area of Virginia. My 
interests include almost any fantasy 
games in a Middle Ages setting, 
R.wENL~ and FoRGoTTEN REAlMs 
settings foremost among them. I 
also seek snyone interested in 
assisting me with authoring tourna
ments, articles, and novels occurring 
in these settings. Interested parties 
please write: Chadwick V. Simmons, 
cia Gideon's Manor, 2204 Bare St., 
Staunton, VA 24401-3764. 

LOOKING FOR RAVENS BuJFF .... 
lMNG Qry"', I.NwG JUNGLE'" mater
ial (printed outside PoLYHEDRON®), 
a1llC series modules and RPGA 1· 
4 toumament modules; Rl-R4 mod
ule series; all of Ihe Trail Map seriea 
TM1 -TM5. Also lookin9 for RPGA 
Network alipcases, and the 10th 

Hollow Rd •• Island, KY 42350. 

FOR SALE: Unopened bo~ of 
"Rebels and Reinforcements" for 
BLOOO WAAsilll plus numerous 
SPULARE® cards. Everything from 
1 sl ed. to Nightstalkers, inexpensive. 
Write: Mike Bunce. 20 Somerset PI., 
Logan, UT 8434 1. 

KENTUCKY : My name is Steven 
Moore, I am an African-American 
studenl interested in starting a Net
work club in the Richmond area. I 
have been a OM for four years, and 
have experience with the FoRGoTTEN 
REAlMs and RAVEM..OFT settings, 
Rifts, and Robotech. All interested 
people please email: <STUST
MOO@acs.eku.edU>. 

WANTED: FOR4 The Code of the 
Harpers. Will pay handsomely, or 
trade (e.g. digest-sized 0&0 set). 
Also Wanted: DSS2 Air Earth Fire 
Water; Van Richten's Guide to Vam· 
pires; lid. Ed. ALTERNm'''' Player's 
Handbook. Contact: John Suter, 8 
Spring Hill Court, Randolph, NJ 
07869. 

LOOKING FOR players and RPGA 
members in New Me~ico (esp. 

42350. Call: 502/486-3275. 

LONG ISLAND Area Gamers 
<http://www.io.com/mjgltiag>isan 
informal network of gamera in the 
Long Island and surrounding area 
We meet once a month at a local 
coffeehouse and run an email mail
ing list for members to organize 
games on their own. Members play 
roleplaying games, card games (col
lectible or otherwise), 
wargames!miniatures, among oth· 
ers. Email mjg@io.com for more 
in formation or to be added to the 
list. 

JOIN THE UCC: The Univeltl6 Con
atruction Company is an online 
RPGA Network Club. In addition to 
sponsoring major conventions! 
gams·days online each month, tha 
UCC has been charged to develop 
the Forgotten Realms city of Pro
campur for TSR, Inc. and the Net
work's lMNG Qry Campaign. For 
more information, contact Jay Fish6f 
at <ilorien@coocentric.net>. 

SELLING: BIRTHRlGHT® player's 
secrets of Binsada, Endisr, Medo' 
ere, Tuornen, Tolinie, and lIien. AJso 
selling "Cities of the Sun" campaign 

Classifieds ... 
MOTiVE APA laking for new mem
bers. MOTiVE is a ai~-year-old ama· 
teur press alliance focused on 
gaming. For more information. con
tact Laura or Sean Holland, 230 
Chadds Walk, Athens, GA, 30606 
USA or email <riyeh@athens.net>. 

UNICORN Pegasus Productions is 
looking for amatoor writers and 
artists for its bimonthly gaming mag
azine, White Knight. For more info, 
write: Unicom Pegasus Productions 
cIa Bill & Claire Brierton. 12420 
Old Colon~ Drive, Upper Marlboro. 
MD. 20772-5000. 

WANTED: beginner or adv. set, 
accessories, modulea from James 
Bond, Top SECRET, GAMMA WORlD, 
and STAR FRotmERs games. Send 
descriptions and aaking prices to 
' JubJub' clo lM. Winn. 1600 Gar
land St. *2, Lakewood, CO 80215 

CHICAGO: Anybody who is inter
ested in forming a gaming group in 
Oak Park contact Joseph Zarebski 
at <iamforever@Writeme.com>or 

Anniversal)' AD&D Collector's Set 
that came in its own Network slip
case. I have lots and lots of stuff to 
sell and trade, so send price lists or 
wish lists to: Michael McKnab, 631 
Congress St., Emporia, KS. 6608 1, 
USA. Call 316/341·9507 any time 
or email: <mikkey@computer-ser
vices.com>. 

WANTED: DUNGeON® magazinea 1, 
2, 30, 39, 41, 48, 53 in excellent 
condition; OAAGON® mag!U:ines 1-
66,74,75, 77.82,92,97, 105, 
106, 116- 11 8, 120, 127,129.145, 
146, 148, 163,117,178, 180, 181 
and lirat print Besl of DRAGON mag
azines; POI. YHEORON® magazine 1-
34 & misc. oth6fS; all Strategic 
Review magazines. Contact: 
Michael McKnab, 831 Congreas St., 
Emporia. KS, 66081, USA. Call 
316/34 1-9507 any time or email: 
<mikkey@carrollsweb.com> 

WANTED: RPGA® members in the 
western KY area who want to form a 
club. Also looking for people inter
ested in setting up a Game Day, 
Write: William Hillard, 1959 Fox 

expansion, and three adventures: 
Warlock of the Stonecrowns, The 
Sword of Roele. and Sword and 
Crown. All except campaign expan
sion still in plastic. Write for prices 
or make an oller: Wayne Hansen, 
1233 W. 3rd SI., Red Wing, MN 
55066. 

Santa Fe area) who WOtlId like to 
form a a Network club in the near 
future. I run AO&O campaigns exclu
aively, but we can get together and 
discuss other games you may want 
to plsy/run. If interested , please call: 
5051992-2778 or write J.T. Fuqua II. 
215 Tesuque Or" Santa Fe, NM, 
87505-3837. 
::.:.::.:.:-=.:-"'-'-------- 23-YEAR-OLD VA prisooer seeking 
AnENTION, Come join the only 
RPGA Club in Rorida with regular 
meetings. We generally meet each 
second Friday of the month at 7 
p.m. We discuss neceSSSf)' busi
ness, then play RPGA sanctioned 
tournaments. The games are held on 
the Univerity of Central Florida cam
pus, Education BuHding, Room 340. 
PO 677069, Orlando, Fl32867-
7069.4071679-9866 Email: <dark· 
mage76@aol.com> Web: 
<http://www.orbiter.comlrpgaclub> 

KENTUCKY: looking fOf' people in 
Owensboro and surrounding coun
ties to help sel up a Game Day. 
Open to suggestions. Want variety 
01 games. Write: Willalm Hilliard. 
1959 Fo~ Hollow Rd" Island, KY, 

correspondence with worldwide 
gamers lor exchange 01 ideas. I'm 
also interested in receiveing mem
bership in any worldwide PBM gam· 
ing clubs willing to accept me. 
Contact: <James@love-penn.com>. 
II you hsbe any old gaming maga
zines, adventures, books, elc. that 
you no longer want, send them to 
me, and I'll pay for poatage: James 
G. Harvey N--'222760, 901 Correc
tions Way N--5-439, Jarratt, VA 
23670. 
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Mythot;. Gueet,: Jeff 0., 
COlt: contact lor detaU 
Cont,d: P.O. eo. 8.828, Siowc Falla, 
SO, 1:i71 I 8·.828. webtill: 
<hUp:Jlyebb.com/-mageJpage.hlm> 

~ 
Whln: April 1 O· I 2 WHN: Ch.rlotte, 
NC-M.rriott Execlllive Park Hotlll 
Wh.t: ~ ~ret run l.rYfIG Orr'" evanta, 2 
l.rYfIG DEAlM"', LC lntllrecWe, and aped., 
WofId of O.rkrMI t..ARP "Wlfltllr King." 
Colt: $20 
ContId: ...-nail <WIR8NCGaoLcom> or 
writll JOII & Shenie Masdon, • I 1 0 Apple
too Road, ~ NC 47.01:i. 

BALTlCON 32 
Whln: April 10- 12 Whlre: Baltimore, 
MD-OMNI ~ ..... HIIbor !-Iottl. 
Wh.t! Magma. GImIIrII game dIoyl RPGA 
SInction!Id l Dlmlllnllf1Ia include 4 lJw,oQ 
Orr, 2 V"ort\AII Seattle IIYORtI 
COlt: 

: 2021401· 

_xv 
w.....: May 15-17 w.-.: Kanus City. 
MO-Holiday ~n South 
What: RPGA eYWlts, l.MNG OTY, LARP, 
RPUa. leG., minialuree, board gImM, 
d6aI!InI·room. 
COSt: $15 
Contad: omail <shaunoonfi:tolcom> 
<http://u8&r.aol.comIRPGKC> 

BEN CON '98 
Whln: May 22-24 Whllrll: OllOver. co-
09rwer Dou~lItr89 Hot~ 
Wh. t: RPGA decathlon, l.MNG Orvl 
JlINClI.£"'IDEATHfTOUVS. LARPB, RPGe, 
lCGe. miniaturlllboard games, auctions, 
delllll ... • room. Proceeda go to charityl 
Co,t: $1 7 ·til May 1, $ 20 at tM door. 
Cont.d: Ken RiIchart, P.O. eo. 1\1232, 
8cU:Ier, COOO306.<_~ 

....".ON 
WIwrI: May 22·2. WMre: PIIOdIeIoo. 
OA-BuckcreeI< "Kiwaoia" KabirI 
What: l.MNG Orv, l.MNG JI.NlI.E, Vam
pire. ALWNTY, more. 8riog 8Ieepiog 
..rang. or U8II gen. CJI*1-: )'OU're in the 
woods. 8YOF or talk to Bob in aa...-. 
COSt: $5 dIoy/ $8 WIIIIkIInd prIIfIIg 
Contad: Bob Ehmaoo: 5411218-(l()6Q. 
lII'I"IIIiI~com> 

1W1NCON ... 
Whirl : May 22·21:i Wh.,.: BIoomingtoo. 
MN-Thunderbird Hotel 
Whit: I:i LC lIYWlta, 4 mt-ruo; minHotllf' 
.clive lor LC (~tumg the wedding of 
two.....-ell-lu"lown .a..nturere), LD and OL 
IIVIIOr.. olhllf RPGA ga.mee.. 
Cost : contllct 'Il'" details 
Contlld: Erik.t 81219 •• ·63 •• 
webtrtll: <http://lO.comI-gortaIrpgab 

GAMES ON THE HORIZON • 
Wh.,. : May 2g·31 Wh.,.: Portage.IN
O.ya Inn 
Wh.t: RPGa, TCGt, LARP, minatur!lS, 
~ 9'"111t.~, morll l Guelta: KIlO 
WhiImllO, LMtlll" Smith, T001 lIIII. Don 

""'''' COlt: $15 pre-reg '1~ May 1. thIIo $20 
Conbd: Gam .. I~ eo. 1 &02, Portage, 
IN .6 368, <coom.o 1 O gtll.oet> 

MLWAUKEE SUMMER REVEL 
Whe n : Jun 5-7 Whirl: MitwatJke!I, WI
The Inn T owntI Hotel 
Wh. t : gun .. : Gary Gygax. Janet Pack, 
10m Wham. fim-run event&, I..MNG OTY, 
1..MtIG.Juto.£. CoC, Boar Hue, Para· 
.... M~G, Wham .. ·Thon, mortl 
Co,': $20 Pfl"fllll 
ConUld: Brvce Raile. Summer Revel. 
PO 8 0x 7711, New Munster. WI 53102 

w..... :JUIMII3·14 MIeIw: Port Huron. 
MI-MIIIIOI"OIC TlllTlpie, 927 6th al 
Wh.t: RPGA eventa, TCGa, moniawfM, 
RPG,s, board game, . uction. lpIICiai 
,-~ 
Colt: contact lor detaiIa 
Conlad: Heidi KWIg, 152210th "ve • • 5 , 
Port Humo. M148060 

GLATHRtCON '98 
When: July 16-19 Whllrll : Evansvil lll.IN 
-National Guard Armory 
Wh. t: AD&O, l.JviNG Orv, lMNo JUNCllf, 
Star Wars, Virtual Seattle, Babylon Pro
ject, Earthdawn. Vampirll. M:tG, Warham
~, 

Cost: $ 1 0 before June 1, $1 5 aftll!" 
Conll d : Jeri McGraw 8121853-1850 
email: <bryaofaW@aoI.com> 

WlNCON 
WI'Ien: Sept. 4-6 WlMfe: WtnnipIIg. 
.......~ 
WhIt: AD&D. Star Wan, M: tG, High
lander Nationals. WH 40K, Family Buei
IleM,IUCIion for Wnnipog Public LiJrIty • 
Cost: $15 .. .dvanca $20 at the door 
Contad: PO 8oJ: 26013, "'53 Hender
eon Hwy, Wonnipeg, MB, R2G .ell _@,..,.,..., 



RPGA ® Merchandise 
CrAzy Jeft's .Bo [oya rd /\n i rrid 

Extravaganza! 

ALL T-shirts, sweatshirts, 
hats, mugs, back issues ... 
EVERYTHING MUST GO!!!!!!! 

Back Issue Price List: 
Issue #1, 2, 5: $10.00 
Issue *3, 4 : SOLD OUTI 
Issues ,*6,7: $7.50 
158u98 # 8-10, 12: SOLDOUTI 
Issue '* 11: $6.00 
Issues .14-25: $6.00 
Issue '* 23: SOLD OUTI 
Issues #26-30: $3.50 
Issue *31 : SOLD OUTI 
Issues #32, 33: $3.50 
Issue #34 : SOLD OUTI 
Issues *35-41, 43-49: $3.00 
Issue '42: SOLD OUTI 
Issue #50: $7.50 
Issue *51-60, 63, 64, 66·79: $3.00 
Issue '11'61, 62, 65, 80: SOLD OUTI 
Issue ,*81-93: $3.00 
Issue /; 94, 95: SOLD OUTI 
Issues #96-120: $3.00 
Issue . 121: SOLDOUTI 
Issue If 122 to current: $3.00 

Don't know what back issues you want? 
Gel an index from HO for a buck (US$I), 
or check iI oul on our website at 
<www.tsr.com/rpga>. 

We cleaned out the last of our stuff from Lake Geneva, and we want it gone! We have 
very lim ited quantities of some o f these items, so act FAST! If you want a sweatshirt 
o r a LivingJungle t~shirt, act NOW! They may not still be there if you try later! Don't 
sit! Don't wait! Use the order form below to send in your order now! 

Use this handy order form, but make a photocopy so you don't ruin your issue. 
When orderi ng, you must give the issue numbers you want. 

Name: __________________________________________________ _ 

Membership Number: ___________________________________ _ 

Address: 
City: _________ _ State: 

List issues and prices you are ordering: (postage is free in the US and Canada) 
Issue # Quantity Price Issue # Quantity Price 

LC2: Inside Ravens Bluff 
LC3 : Nightwatch in the Living City 
LC4: Port of Ravens Bluff 
LC5: Player's Guide to Living City Campaign 
Living City Procampur Packet 
RPGA GEN CON® Game Fair baseball cap 
Ravens Bluff Character Folder 
RPGA Network Coffee Mugs 

RPGA t-shirts: 
L,XL,XXL 
L,XL,XXi 
XL only 

(circle appropriate size) 
Blue Members 

XL, XXL, 3XL 
L, XL, XXi, 3XL 
XL, XXL, 3XL, 4XL, 5XL 
5, M, L,XL 

'Washins"'n .tal~ , .. id.nt< add saJ .. IU· 

Black "Dragon-level" 
Living City "At War" 
Living Jungle "Dino" 
Living lungle "Boat Trip" 
Living lungle "Wilder Place" 
Ravens Bluff sweatshirt 

Total for Order: $, _______ _ 

$10.95 Qty: _ 
$ 8.95 Oty: __ 
$'0.95 Qty,_ 
$ 6.00 Qty: __ 
$ 5.00 Qty, _ 
$ 2.50 Qty: __ 
$ 5.00 Oty: __ 
$ 3.50 Ory: __ 

$15.95 Qty: __ 
$15.95 Oty: __ 
$ 8.95 Qty,_ 
$ 8.95 Qty: __ 
$ 8.95 Qty: __ 
$ 8.95 Qty, _ 
$15.95 Qty: __ 

(international members please enclose a postal reply coupon for return postage) 

Send this form to: RPGA Merchandise, P.O. Box 707, Renton, WA 98057-0707 



Adventurer's GuiltPM Retailers 
BRAND NEW roleplaying adventures are happening at these 

retailers! Stop in, playa few rounds (or maybe offer to GM) and 
tell them you saw it in Poly! 

CANADA 

Ontario 
Chatham 

Quebec 
Sherbrooke 

Saskatchewan 

Game Masters 
Emporium 

I.e Geritlon, 
Jew: et Fantasies, Inc. 

Prince Albert Trap's PA 
Saskatoon Dragon's Den 

UNITED STATES 

California 
Diamond Bar All Star Games 
Santa Rosa Castle Games 

Connecticut 
West Hartford Dragon's Lair 

Delaware 
Newark Days of Knights 

Florida 
Orlando Enterprize 170 I 

Georgia 
Athens Tyches Games 
R" Garners Haven 
Savannah Flight of the Phoenix 

lllinois 
Carbondale Castle Perilous 
Cha~aign Bear Productions 
Fran ort Amazing Fantasy 

Books & Comics 
Moline The Game Emporium 
Northbrook Northshore Comics 

Indiana 
Terre Haute Games Closet 

Iowa 
Ames Mayhem Collectibles 
Clive Comics Plus 
Sioux City Krantz Hobby 

Louisiana 
Monroe Clint's Comics 

Maine 
Belfast All About Games 

Massachusetts 
Leominster The M~iC Guild 
Malden Awffre s Games 

& Ho bies 
w. Springfield The Dragon's Lair 

Michigan 
Garden City MGCGamcs 
Kalamazoo Fanfare 
Muskegon The Arena 
Southgate The Pack Shack 
Troy The Gamer's Tnn 
Wyoming Outer LimitslWh ite 

Cap Com ics 

Missouri 
Kansas City Eddies the Next 

Generation 
St . Charles Fantasy Shop 
St. Louis Star Cl ipper Comics 

and Games 

Nevada 
Las Vegas Bronze Tablet 

New Jersey 
Cape May Courthouse 

Jester's Playhouse 

New Mexico 
Albuquerque Alpha Omega Games 

New York 
Plattsbur~h Garnemasters 
Tonawan a The Gathering 

Ohio 
Ahon The Gamer's Guild 
Kent Spellbinder's 2 

Oklahoma 
Tulsa St"arbase 21 

Oregon . 
Grants Pass Moore Games 
Roseburg Neverland 

Pennsylvania 
Pittsburgh Game Masters 

South Carolina 
Murrellsinlet Heroes' Hangout 

South Dakota 
Sioux Falls Mind Games, Inc. 

Tennessee 
Oak Ridge The Barony 

Texas 
Amarillo Big Apple Comics 
Arlington Games Galore 
Corpus Christi Garners Guild 
Waco The Game Closet 

Virginia 
Annandale Lucky Frog 
Winchester Four Color Fantasies 

Washington 
Bellingham Eagle's Games 
Seattle Gary's Games & Hob-
bies 

Wisconsin 
Hartford Hobby Depot 

Please support these retailers 
with your business and enthu
siasm, and get involved! This 
is a wonderful way to partici
pate in Network activity out
side of conventions! 
If your local ret ailer isn't 
already in, have them call our 
merchant relations depart
ment at 1-800-821-8028 to 
get started I 

• 



Do n 't jus t 
HANG 

AROUND 
waiting for 
adve ntu re. 

Subscribe today 
and save 33% or 

more off the cover 
price! 

Each hi-monthly 
issue features AD&D® 
game scenarios perfect 
for your campaign. Whether you roam the 
FORGOTTEN REALMS®, RAVENLOFT@, BIRTHRIGHT=, or 
PLANESCAPE® settings-even if you design your own 
fantasyworld-DUNGEON® Adventures has some
thing for you. . 

For subscriptions , write to 
DUNGEON Adventures , P.O. Box 
459] 06, Escondido, CA 92046-
9] 06, or call] (800) 395 -7760 . 

l=>anaeon:... 
____ ~ -;DVENTU RES 

DUNGEON. AD&O, BIRTHRICIfT, FOftGOTI[N R~s. PlAI'IESClP'£, and RAVENl OfT ar~ regi:stered trademarks o fTSR, Inc. (l 1997 TSR,lnc. All rights reserved. 



r~~ G~~ ~fGWE IHE ~f5T GV~51~ 
~u&~·~ft u&[~u~~1~ft[5 ~f ~LlIIMf! 

It bas been 15 years sin~ the binh of the DUNCEONS & DRACONS- game back in 1974- In that time, many classic advenrures 
havt been publisbed byTSR for both the 0&:0; and AD&D' game systems. All of these classic advenrures have been out of print 
for fe21'S. It's time for mat to change. In 1999, TSR and the RPCA" network will publish the four best AD&D or D&D adventures 
of all time in sptciaI Silver Anniversarycolltctor~ tditions. And YOU gel lodecide whal lMse fouradvenrures will be. 

Below, you will find a list of eligible AD&D or D&D adventures or adventure series. All you havt 10 dD is volt for your 
four favoritt adven tu res or ildvwturr stritS below by putting If dltck in I~t box ned to the entry you wish to vott {or. Fill in your 
name and fold as indicated, tape it shut, and PUt it In the mail. All mail-in ballots are due July 31, 1998. Winners will 
be announced after the 1998 GEN CO",4 Game Fair this coming August. One ballot pet person please. 

AD&o- Adnntures 
o TIlE SLAVERS SERIfS 

AI.JlMftlslI ...... tit .. a 
.v.tallllS1Ns:.b*,l1." 
,QIiIIII ..... II .. a.Ln.ll. 
M. .... tI .. S1Ml ... 1UMI 

o 0. "1II11i111 hili .... 111m. 11: III 
o Q.I.QIul_tl ..... 1II 
o a.1II1.lsIItItI~1t111l 
o THE NortI£CY OF HIE milS 

Itll lillhDil ..-1111 
11n._I11~ "1111 

o AGAINST llIE GIANTS 
£1. hllillllI .... ~ DIll. 1t .11 
Gt III C!alllttl .. hal5iIl ~ ?t.11 
a. ... II .. Iit~ IiIL 11;111 

o oumt OFTMl mOllS 
81. .......... II .. ! .... 1t.11 
atSll'llilll1U lII-""IUli 
13. .... 11 .. _ 111 •• 121 
1t ... 1I ...... IIIl.U 

o 1lOOBST.: SOlE! 
n .... I'JIS. .. lln 
11 111"1I~.II. 
11 111 a_1ft _1~ III 
I4.IIITn1" .... '1:1221 

o ttI*JII.lD*tilLlI:11 
o lklllll .. liIIU .. 12;E 
o DESERT OF DESounON SERlE! 

0. ..... 12;112 
U IIIIII .. 'II\Ie PIlI. 'Il; 153 
Ilt •• 11 IIInk. 13;154 

o IAVENUIfl mlE.! 
IIMIIIIt 1l117S 
IIlllMlllll t "* III .,111 

o 11,1"'11100,15;1152 
01 .... " .... 11. 
o IIIIII N',..1I:1111 
o IItll*.1J;lllI 
o IIU"tI""-i.11;1Il 
o LEMOOI ISLE SOliE! 

11.111 SICIerllBtlllll l l, ~ 
11.'.~\.13;1157 

o 11..-IICII ...... "'1Z:11:1 
o 11" fnsI hII. 'It. 
o 13,"' .... -..11IJ 
0 11,"--_11:111 

o 1. ..... 1r1n, 11: I'm 
o Sl,MiIIP'-I ~ 1IIrev.l1;!II2J 
o S3. f ....... hnirPrltJ,1L'rn.l1:1133 
o lDST CAVEiItS S[JIIES 

SU.t ... "' .... 1t1ll 
IR III,....",. nm.. 1Z:. 

o IHI.-.llf ..... f'IiL15;II41 
o SJ.11MARSM S(IIIE.! 

IllIIsw.SIalIis.d.ll:1K2 
12. ......... 1Z:. 
1li'.1a'-r.1J;1Il1 

o UI1. ..... tltslllr..1t. 
o UEPOF ALDlRWEC !fIIIES 

DI2.I11 SIIiIl13: 1111 
mlll"'14:I11J o 114,,,,bf*.1t111l 

o IIS.lfI i .. Snell. 14: IllS 
o ",AlfY:bL.14:llli 
o 1Il1,II'IDUs'*iIL15:1151 
0&0- Adventures 
o 'lIlStm ........ 1tha.1i.1n 
o l2.iII"" .... ' ..... ,1:D 
o 13. '*' i" SiIIIr Priraa. 11: 1M! o 84,1111811 tilt 11: iI4I 
o Ilk' .... 1IiI. 13:111 
o 1.111 'IiltUllillt 14:. 
o IJ."'" ltl11i o ............ ,t1I. 
o lit t.iI tIIiIId IIIIJm1t lS;1143 
o IlllWltnlmw.tll41 
o Ill.liII~f_.11II 
o 111. ... ~ ..... 1ZI1 
o IKtllll ...... 1l111l 
o CIIl.W'l1ik 'ltlltl 
o DO. SIn IiBt lUlIl 
o QM.( ..... ~I\21 
o D6, I/fIWYlltlS.l'tI1t.1UI54 
o 01. "DIll", "1151 
o CMJ.lIIirltilit. til. 
o OI.IIII1I1Itu_11;llll 
o 0I.111KT II BkI( 1~ 11:11 
D lM1.nt I.,. sm. 'tllli 
o IIl.RllnllltI ..... ,J;II. 
o IIO.llllnEi ....... ,Ulll 
o II t .... MBh .. 15.111 
o 1I1.""'II~tlll 
o IIl"'CIIIltl114 

o 1M. n'l c.s .,1iIIiII, lUll' 
o I15.I"tlllil'l.1J;lI:l~ 
o Il Rlisiul hat 11/111.13: 1M3 
o n.r-.Alllall.l!il 
o Xl en.1IIIiII. 1Z: lSI 
o DE!fIT NOMAD SOIllS 

M,lIIaWlltI_IIIIID.13;. 15.,,,,".11_ 
IllIII_BlG_. II. 

0 1. ..... 11.:. 
o 11 ..... 11,.,11.:111 
o I.ha.rn ...... ,U117 
D 11.111_ CDIII. 15; lUI 
D m SaIl II II SIrIIN LIf( 'I; IUS 
o I1UtnHlinllJ;II. 
o (l1._tl"""",,11;I1I' 

FORGOTTDt REA~ Adventurft 
o n~ SIn II tI nt 1_ 'I; 1m 
o IIC1.Wr11 I1AMmn,tlZl 
o fBCl.tnitiAln..., '1:1231 
o TME AVATU min 

11£1. ..... 1241 
riEl lin. 11; III 
IR(3, ...... Il:48 

GREYHAWI{- Adventures 
o DWt'-EOMUJItI SOIllS 

111. ....... 13:1111 
lit '-Jllj .... 1ItII_ 13:1111 

o m.1IadIIbiIII~F-*~ 11.:1111 
D WGtlsllll"", .1153 
o WGI. tISIII ~mnt. tim 
o ..... " •• W o IR '-"'-11;1251 
o KIl DiIrI,. tll:l5 
o 1li11."1S,11;121 

LANI{M"'AR Adventures 
o tAl$IIQlltlil*llt15;115I 
o w.s.ntllattPll 

ORIENTAL AOVENTURES 
o DA1.5lo1111111...,.. .. I1~ 
o Ul.."IIIHSmltn"n.'l:lll 
o w. .... tllJd .... ,J;1115 
D IAl"." 'IlbIt 11: IlI3 o U5.illllilllltJffl" __ .1l4l 

• .......-. __ r"TlIfI. lno. ar _ ...... eo.oo.. .... OI_TSR. _ .... """'" _ TSR. ...... . .-,. .. _ ...... eo.oo.. .... 



Fold ballot, secure with tape. Do not use staples. 
This panel folds over the personal information panel, leaving reply side facing out. 

BUSINESS REPLY MAIL 
FIRST-CLASS MAIL PERMIT NO. 609 RENTON, WA 

POSTAGE WILL BE fIt.lD BY ADDRESSEE 

SILVER ANNIVERSARY ADVENTURE POLL 
TSR, INC. 
PO BOX 707 
RENTON, WA 98057-9916 

NO POSTAGE 
NECESSARY 

IF MAILED 
INTHE 

UNITED STATES 

II, I, ,I" I ,II"" I, I ,I", II, J, ,1.1,,,,,11.11,,, II. ,I 

Name _____________________________ Ago ______________________ ___ 

Address State/Prov. ____________________ _ 

Country Zip/ Postal Code _ _ ____________ __ 

RPGA Membership # (optional) ________________________ __________ _ 

o pleast send me RPGA Membership infonnation 

Where did you receive this ballot (check one) 

o DRAGON~ 0 DUNGEON~ D Shadis 

o InQuest 0 DUELIST'" o POLYHEDRON* o Rerailer 

, 

I 
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