


EDITORIAL 

Well here we are again with issue two of "The Beholder", a 'zine 
del'oted to "Dungeona and Dragons" (D&D), the role-pl&7ing g .. e fro• 
T.S.R. Hobbies Inc, P.O. Box 156, Lake Geii'e'Ya, Wisconsin 53147. 
Thia issue we alao include one article on the SF (Science Fiction) 
role pl&7ing g .. e "TraTeller" which is pv.t 011.t b;:r GDW, 203 'North St, 
Normal, Illinois 61761. The U.K. agent for both the above 
companies is Ga•ea Workahop of 1 Dalling Rd., Hammers•ith, London W6. 

This 'zine ia pv.t together b;:r aainl7 twe people: 

Michael.G.Stoner of 29 Parbt&7, Dorking, Sv.rre::r (Tel: Dorking 87253) 

&lld 

Gv.y.R.J.DuJce of 7 Highvooda, Leatherhead, Surrey (Tel: L'head 72722). 

If yov. want to write to ua for &IQ' reason whatsoever then write to 
Mike. If you want to phone try GIQ" first 8.lld if you can't get through 
then try Mike. 

We feel that this issue is better all round than issue one and we hope 
that you will agree. There is another character class(although we 
don't intend to have one in each issue or anything like, it just turned 
out like thia) &lld another competition dungeon. If you are a dungeon 
freak then we think that it is safe to say that you will like our 'zine, 
our dungeons are without doubt the moat detailed and complete to be 
put into a D&D 'zine. However, some people dislike the competition 
side. Would you prefer st8.lldard m ini-dungeons or no dungeon at all? 
Please write �nd let ua know. 

We still vaDt contributions from you, it's your chance to get in print 
and get free issues! You'll get one free issue for every article or 
each group of magical ite .. /•onsters. It you co•• up with a complete 
competition d1lllgeon then you'll get sel'eral tree issues. Please get 
yov.r articles typed if you can and e nclose an SSAE if you want them 
ret10rned . 

Don't forget ov.r contact page. Send in details of yov.r D&D club , postal 
D&D campaign, plea for new players, etc and we'll print them. 

One of the -in co•plainta about issue one was that it vae too "heavy" 
and that there waa no light reading. So tar The Behol der has been full 
of "usetv.l" at•tf but if you would like to aee stories of D&D games, 
reviews, etc then write 8.lld tell us, or write one! 

Finall7, issue 4 or 5 of The Beholder ia goinc to be a "monster, monster 
issue" so send u 7our one tal'ourite •on.ater of 7011.r own des ign (which 
hasn't been printed before) and the designer of the monster which ia 
moat popular with ua will get one years free subscription to this 'zine. 
Good luck! 

Mike and G�. 
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Continuing from the Trickster we present 

tle�� �@.fi�1' 
The Loner has some ot the abilities of Thieves, Rangers and Monks 

plus his own unique abilities. To become a Loner a character must 
have good scores in all abilities, tor the Loner is a skilled all
rounder. His strength score must be 9 or greater, his intelligence 
9 or greater, wisdom 10+, constitution and de:zterU:r 13+ and charisma 
9+. Most of the Loner's abilities necessitate a good constitution 
and thus this personal characteristic is the prime requisite of the 
Loner. If a Loner has a score of 15 or greater in his constitution, 
he gains an extra l� to earned experience. 

The purpose of this character class is to form an independent cha
racter for. individual or small group play while maintaining many of 
the diverse abilities ot a larger group. Loners generally shun com
pany and neTe·r join groups of greater than 5 in number. 

Loners are wFreedom-Fighters" and for this reason are restricted 
to the following alignments; Chaotic Good, Chaotic Evil, Chaotic Neut
ral and True Neutral. 

The abilities of the Loner are outlined in tables I and II. 
Loners may be both male and female and of the following races 

(class level limit for race given in brackets); Human (unlimited), 
Elven (10th), Half-Elf (9th), Halfling (8th). 

Loners may wear no armour and may not employ a shield. However 
it will be seen that the natural armour class of the Loner rapidly 
increases with advancement in levels. Thus the Loner becomes more 
adapted to fighting as his experience increases. The Loner is also 
restricted in his choice of weapons. He may choose from the follow
ing list; Club, Dagger, Scimitar, Spear, Sword (Short or Long only), 
Blow Pipe, Bow (Short or Long). Proficiency and advancement in fight
ing is identical to that of Rangers. 

Loners dislike restriction in movement and for this reason they 
never encumber themselves by more than 4�. Also due to the Loner's 
carefree way of life, the character may never carry more about than 
he cares to carry on his person (thus he could not use donkeys or the 
like). A Loner may set up a stronghold at any time after attaining 
10th level. He may never move around with bands of followers and may 
spend no longer than one month at his stronghold at a time. He must 
.&LWilS _ spend at least half of his time wandering alone. · 

Loners have a "Starting Allowance" of 20-120gp (2d6). As well as 
restrictions in armour and weaponry, the Loner is restricted to the 
use of only the following magical items; magical weaponry of the above 
type, Cloaks of Protection (no other armour), Rings of Control, Invis
ibility and Protection, Miscellaneous as for Thief. NB NO Potions,. 
Rods, Wands, Staves, Rings (other than above) or Scrolls. 

A Loner may never be part to a multi-classed character or charac
ter with two classes. 
TABLE I 

Level Level Title Special Ability 

1 
2 
3 
4 
5 
6 

i 
9 

10 

Drop-Out 
Kan O' The Wilds 
Graduate 0' The Wilds 
Lord 0' The Wilds 
Son 0' The Earth 
Brother 0' The Barth 
w.p o • The Barth 
Son 0' The World 
•an 0' The -14 
Lord 0' Th• torld 

Stalk and Hear Boise 
Track 
Swim and Water-Breathe 
Resist Cold 
Resist Disease 
Resist Pire 
Resist Poison 
Infravision 120' 
Wilful Healing 
Pl:r (3) 



Levels beyond 10th. are; 11 Loner, 12 Loner Adept, 13 Loner Magnate 
13th. level, 14 Loner Magnate 14th. level etc. 20 Free Spirit 20th. 
level etc. 

Explanation of Table I 

Stalk is the combined ability of Hide in 3hadows and Move Silent
ly. The chance ofsucceeeis equal to Moving Silently for a Thief of 
the same level with adjustments made for race and dexterity. A suc
cesful Stalk allows the character to camouflage himself and move with
out making any sound for a number of turns equal to his level. 

Hear Noise is exactly as the thievish ability with an equal chance 
of success as a Thief of the same level after adjust�ents due to race 
and dexterity. 

Track is identical to the Ranger's ability (as per AD&DPH). 
Swim allows the Loner to swim at a speed of 3"+1" per level above 

3rd, to a maximum speed of 24". 
later-Breathe allows the Loner to actually respire in water, but 

only for a limited length of time. The Loner can Water-Breathe for 
1 turn + 5m.r. per level of experience above 3rd. 

Resist Cold protects the Loner against extreme, low temperatures 
as would the lat. level Clerical spell made permanent. 

Resist Disease protects the Loner from all forms of disease and 
the adverse affects created by such afflictioW!l. 

Resist Fire protects the Loner against extreme, high temperatures 
as would the 2nd. level Clerical spell (of the same name) made perma
nent. 

Resist Poison protects the Loner against any dangerous foreign bod
ies in the blood streaa. 

Infravision 120' enables the Loner to see into the infrared spec
trum up to a distance of 120' away and thus to detect any heat •ov..rce 
within range. 

Wilful Healing enables the Loner through the will of his ::iind to 
heal damage on his or her body. The amount of points healed i� sim
ilar to the amount healed by a Monk of 2 levels belo17 that of the Loner. 
This can be done once only each day. 

Fly enables the Loner to move horizontally and vertically through 
the air. Speed is 3" per turn + l" per level of experience beyond 
lG'.;11. This horizontal distance is halved if t'.le Loner is moving up 
or down. The Loner can fly for 6turns at 10th level, the duration 
increasing b7 2turns each level thereafter. The Loner must rest for 
a like number of turns before he may fly again. 

The Loner gains the following ability at 20th leTel; 
Ultravision, the ability to see radiation in the ultraviolet spec

trum, thus allowing the character to see well in nighttime darl:ness. 
'l'he range is roughly equivalent to the normal sight of a human at dusk. 

Table II is on the opposite page. 

Explanation of Table II 

The Hit Die of the Loner is a d6. At first level only, the Loner 
gains a die modifier of +2. The maximu� number of hit die for the 
Loner is 10, attained at 10th level, Beyond this level the Loner gains 
2t hit points per level (ie 2 at 11th level, 3 at 12th, 2 at 13th, 3 
at 14th etc.). 

N3�ural Ar11our Class is the armour class attained by the Loner at 
each 39ecific level. This is subject to dexterity adjustments. 
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:;cable II 

Level Experience Dice (d6) for Days Without Natural 
Points Accumulated Food I Water Armour Class 

Hit Points 

1 0-2500 1+2 7 2 10 
2 2501-5000 2+2 7 2 8 
3 5001-10000 J+2 7 2 7 
4 10001�20000 4+2 8 3 6 
5 20001-40000 5+2 8 3 6 
6 40001-65000 6+2 8 3 5 
7 65001-100000 7+2 9 4 5 
8 100001-150000 8+2 9 4 4 
9 150001-250000 9+2 9 4 4 

10 250001-400000 10+2 10 5 4 
ll 400001-750000 10+4 10 5 3 
12 750001-1250000 10+7 ll 5 3 
13 1250001-1750000 10+9 ll 6 3 
14 1750001-2250000 10+12 12 6 3 
I5 2250001-2750000 10+14 12 6 2 
16 2750001-3250000 10+17 13 7 2 
17 3250001-3750000 10+19 13 7 2 
18 3750001-4250000 10+22-. 14 7 2 
19 4250001-4750000 10+24· 14 7 2 
20 4750001-5250000 10+27 14 7 2 

+500000 per level +2 H.P. max. max. max. 
per level 

Days without food; the Loner can survive the given length of time 
totally without sustainance. �riq this time he will suffer no ad-
verse affects. 

Days without water; the Loner ean survive the given length of time 
totally without taking in liquids and will suffer no adverse affects 
during this period. 

NB The maximum period without food or water is 14 and 7 days res-
pectively. The best natural armour class (without dexterity adjust-
ments) obtainable by the Loner is i.C.2 

Example 

Wa;rfarer 6th level Loner Male Elf Chaotic Good Brother 0 '  The 
Barth. 

S 10 , I 09 , W 13,  Con 17, D 14, Cha 14. 
30HTK (6d6+2). Natural A.C.5. 

Abilities; Stalk 5� (47 + 5 (Blvea)). Duration; 6 turns (lhr.). 
Hear Noise 25� (20 + 5 (Elven)). 
Track as Ranger, Swi• 6" per turn + Water Breathe for 
2}- turns. 
Resist Cold, Disease and �re. 
survive 8 days without food, 3 without water before 
suffering adverse affects. 

At high levels the Loner is obviously a powerful character with 
abilities of Infravision 120', Wiltul Healing, Flight and ultimately 
Ultravision on top of all the lesser abilities. (The Loner flys by 
will power, but once having learnt the secret is able to fly with min
imal con�entration.) l)ue to these abilities, the Loner is weak at 1st 

level and advancement in experience levels is slow. Having attained 

a high level however, the Loner 11U&t vie with the •/U for power,. 

(') 



TRAVELLER 

Receat� I b911g)lt Gl>W'a SF role-pla)'iag 
g .. • "Tr•••ller", lookillg tor a chaag• 
troa DlrJI. At tirat I vu bitter� 4i .. p
pointe4, - � of 7n � )laye beea, to 
find a..Mr• aot of pi4olia .. , rather 
than th• COllpl•t••••• off•r•• b7 TSR'• 
"AdTanced Did>". Bov•T•r I 414n1t w-t 
to thiaJt that I had waate4 a, -•OJ' •o I 
••t about lnU.14ing •P GI*'• gaideliA ... 
Ber• are •- of tile re..ita. 

PBOGR• .. ABLK 81111 

Until 7ou or oa• of 7011r pal.a gets a apaceship cOllpater skill i•n't too 
useful, ao h•r•'• a uee tor it. Thia weapon i• like a large SMG with a 
remoyabl• tripod at ... , bat it baa a slit at the back to take cOllputer 
prograaa••• The pi.-ogr.-ble SMG i• the •-• aa a at-dard SMG � it 
costs Cl 5000. ftH prieo illold•• the tripot which weighs 1000 g -d 
is l+Oo• l.._. n- r-.o4 frOll the tripot this weapon c- be used in 
coabat as a aoraal SllG i• bat who ti.zed to it th• co .. uter teat11r• c
be used. At the •-•t there are four pre-progr .... ed cassettes which c .. 
be �ought: 1) Contta.oua fire , 2) Fire at aDJ'thiag that ao••• vithill�t 
(60 ) arc, 3) Fir• at � h .... or humanoid in front arc and 4) Fire at 
aiq huau/h .... oid in polio• -ifora. Costa tor these are CR 100 for 1, 
CR 250 for 21 Cl � for 3 ... Cll 650 for Ii-. leedleH to .. 7 ca8aette 
4 is hi� illega1 .. ALL worlds.. When oae of the abo•• oaaaott•• i• 
put into tho SJIG it will O&rrJ' oat th• progra•• until ••o r1llUI oat or 
the c .. •ett:ia ia r....-.. If the SMG baa nltiple poaailale target. it 
will fire at �· oao vhiclt. it Jaaa aoat chaage of hittiag, if there are 
two or aoro target• vldoll Ule SMG baa equal chance• of hitting it will 
fir• at oao at raa4011. 

Blank casaottea can ha bought for CR 25 each and can bo programed 
b7 �oae with COllpater ald.11. Tho baeic chance of aucc•• ill 6+ vi .. 
a +1 Dll tor each ••pater ald.ll l•••l of the prog1'&81lor. •-•••r, U th• 
prosr-a• i• hi� 4etaile4 or coaplex the SM 11a7 reduce the chance of 
succ•••· Progr .... bl• SMGa are a•ailable oa planets with technolo17 
le••l 8 or higher. 

GREllAJ>IS 

There are no ral•• for the uae of grenades and high exploai••• in TraTeller 
which ia tlDD07i11g lilecauae pla)'•r• alva,.a want th••· So far I'T• de•i••d 
three t7pe• of er•-•• vhiclt. are tile following: 
1) Jl.E. Gr•-•••1 ft••• are the atan4ard tJ'pe of grenade, couitiq of 
a large egg-aiipe4 aetal caniater packed tuU of high exploahe. ThOJ' 
ha•• a pill which, whoa r•l ... o4, start• a •••- second dela,. and then 
set• oft tlt.o exploai••· 1'oraaUJ' these •••po- are throva. Thia baa a 
range of 20' plu - extra 3' per point of atrength of the thrower. 
lihea the7 explot• ••er7oae withiA 10' take• 5D �·• people betweea 10' 
and 20' awq taJto JD -4 people betweea 201 -d 30' awa,. take 1D. If th•J' 
expleda ia a eoatiae4 •je.oe e.g. a aall rooa •••r,.oae takes one extra di•· 
of daaac•• Vorl .. vitlt. a techaolo17 leTol of 6+ haTe B.E. gro-4••• 
2) Saoka Gr ... 4••: 8iailar to tho abo•• th••• reloa•• clouda of whit• 
aaoke vh .. th07 •expl...,.. oae grenade will. aak• enougla aaok• to till 
a 2.5' caM -4 tile ••eke will eta,. for eneral ata.t .. ule•• a •troag vi .. 
is blowiJic ia vldoh_ca•• it will diaper•• ia 1 aia•te. 8aok• gra11a4•• aJ"" 
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found on world• with a techDolo17 l•••l of 6+. 
3) Vapourieation Grenadea: Slightl.J' larger thaa t�• abo•e two t7Pe• tb••• 
grenade• are deadl.J' aad •nl.J' f01aad on vorlda vitb a techDolo&J l•••l of 
1�+. The7 can be thrown, etc aa can H.E. grenad•• but vbea tbe7 •xpl'4e 
all .. tter vitbia 3' of tbe grenade ia i .. t&AtlJ Yapourizet i.e. totallJ 
deetroJed. Tb••• veapona are ••rJ useful for llaking hole• in valla. 

All greD&d•• weigh 500g Ciltc> aad are rougbl.J' 130lm apberee. H.E. sronadee 
coat ca 70 eacb, ••oke groD&d•• coat ca 60 and T&po11riaaUon grenade• coet 
CJl ?50 each. 
Rota boao: armo'1!' roducea the clamac• •••• bJ a H.E. grenade. Vboa you ha•• 
rolled damage done eubtract the number following -be armour tJP• vora b7 
tho peraon ia tbo grenade'• blaat area to got actual inflicted damage. 
Jack 11 lleah 3, Cloth 5, Battle 15. Other armo'1!' t7pea gi•• no protection 
againat H.E. gronadea. 

Grenade• aro doadlJ veapona ia •accuum becauae the aplintore of aetal that 
co•• from the explodinc gronado will carrJ on •o•ing through apace for, 
al•oat, oterait7l 

If ao•eone in a •accauit ia within the blaat area of an H.E. grenade their 
auit will be puactured unleaa th•J can roll 12 on 2d6. DM:+1 per akill 
l•••l in •ace auit. In Yaccu\18 a panct-.red •accauit aoaaa death ia uader 
a •in•te, •• vatcb out for sreD&4oal 

� 
Do JOU cet &DDOJ•d with laaera? If thtf' are ued acaiaat aoaoone in reflec 
ar•our it ia i•poeaible to bit, if tlle7 aro ueed qaiut aoaeono ia allout 
a.J1¥thiag elae the7 hit automatieal}J'. I find tbia abeurd, eo I trJ to 
•crock" laaera. FACT: laaora doa't verk ia tbe raia. Aa laeore aro lleaaa 
of concentrated li1bt tho *'opa of raia lofl.ect tho·be-·and ruin it. le 
if rou are taking ea a laaer e•ui� f91'Ce de it oa a r&iDJ � or (if 
indoors) trJ to evitch oa the aprillltlor 97atoa. 

If JOU aro YEft i�bo for ban a ....... ill �ice) 
it ia worth 1ettillc �•ellft", ,..,_iliall.7 a tlle cltea,.r 
u.1. oditiea ie aow oat at "oal.7" e5.95. 

Vatch out for ••re oa Tra•eller ia fatlll'• ia8\loa ef rho Boholdor. 

(?) 



So•• rather •ore powertlll llOIUlt•r• thi• ti•• ill: 

MONSTER SUMMONING 

aaw-a-&a Summoned b7 Mike 

Frequency: Common 
No Appearing: 10-100 
Armour Class: 6 
Movement: 9" 
Hit Dice: 2d8+2 
% in lair: 20% 
Treasure Type: K (Groups:C) 
No of Attacka: 1 
Damage/Attack: By weapon 
Special Attack:"S:\:ampede" 
Special Defense :"Climb" 
Magic Resistance: Standard 
Intelligence: Average 
Alignment: Neu�ral (good) 
Size: K 
Psionic Ability: See Text 

Catilae are peaceful and basically 
friendly creatures of the wilderness. 
They can be found anywhere, but tend to 
shun humankind and most other humanoids. 
In appearance a Catila resembles a Centaur 
except that instead of a horse's body it has 
that of a giant (41 long) caterpillar. It's 
many legs with small suckers on their ends 
give a Catila the power to climb sheer walls, 
etc and to even hang upside down from c2�lings. 

Catilae specialise in caring for animals 
and when met in the wilderness there is a 40% 
chance that they will be looking after a 
group of 4-24 Herd Animals. The reason that 
Catilae are so good with animals is that they 
all have a form of the psionic discipline 
"Animal Telepathy" which can be used constantly 

(but it only works on mammal.a) with a 601 (611) range. If attacked this 
telepathy will be used to start a stampede of animals which will, hopefully, 
give the Catilae a chance to flee or scare off the attackers. Catilae 
normally make their living by acting as shepherds i! close to human(oid) 
settlements. 

Frequency: Uncommon 
No Appearing: 1 
Armour Class: 7 
Movement: 18" 
Hit Dice: 1d8 
% in lair: 02% 
Treasure Type: None 
No of Attacks: None 
Damage/Attack: None 
Special Attack: None 
Special Defenses:"Curse" 
Magic Resistance: Standard 
Intelligence: Animal 
Alignment: Neutral 
Size: K 
Psionic Ability: None 
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SWBJoned by Mike 

The albatross is a large sea bird with a 
very wide wing span. It is perfectly harm
less but, if someone kills it, he comes 
under a severe curse (c�f· The Ancient 
Mariner). This curse reduces all of the 
victim's characteristics (strength,dexterity, 
charisma,etc) by 1 point every hour until 
they all reach a value of 1. At this point 
the victim must save vs poison or die. If 
he survives the curse goes and he may regain 
points at the rate of 1 every week until 
they reach their original level. . 

Note that some giant birds look similar 
to albatrosses and when a DM uses one of 
them his players will be scared stiff of 
killing it for fear of being cursed. 



Frequency: Uncommon 
No Appearing: 2-20 
Armour Class: 5 
Movement: 12" 
Hit Dice: 2d8+2 
% in lair: 35% 
Treasure Type: D 
No of Attacks: 1 
Damage/Attack: 1d4+1 
Special Attack:Level drain 
Special Defenses:only hit 

by magical weapons 
Magic Resistance: Standard 
Intelligence: Semi 
Alignment: L/E 
Size: S 
Psionic Ability: None 

These obnoxious creatures are related 
to both vampires and bats. They are able 
to fly very well and haTe a type of "radar" 
system of night vision which lets them 
see 36o• (36") in the dark. They hate 
light and will never enter an area of full 
daylight (or area of effect of a spell 
which creates such light). 

Vampire bats are undead creatures and 
can be turned as a ghoul can. They benefit, 
as do all undead, from never sleeping, 
being immune to ESP, etc. They can only 
be harmed by magical weapons. 

When a vampire bat attacks it will try 
to bite the neck of the opponent. This 
attack is the same as any other except 
for the fact that if the victim is wearing 
a helm the bat attacks at -1 . 

The first time a vampire bat hits it does 2-5 damage and drains one 
level. From then on the bat is attached and does an automatic 2-5 damage 
each round until it or the victim dies. Note that the level drain only 
occurs �· 

-·· Su11111oned by Hike 

Frequency: Rare 
No Appearing: 1-6 
Armour Class: 10 
Movement: 3" 
Hit Dice: 8d8 
% in lair: 0% 
Treasure Type: None 
No of Attacks: 3 
Damage/Attack: 2d4 
Special Attack: None 
Special Defenses:"Shock'' 
Magic Resistance: Standard 
Intelligence: Low 
Alignment: Neutral 
Size: M 

The Ohm is a strange sub-terranean 
creature. Its shape is that of a 3-sided 
pyramid (i.e. a terahedron) with one eye 
and one tentacle coming from each of these 
sides. The unusual thing about the Ohm is 
that a very strong electric eurrent runs 
through its body at all times. This makes 
an Ohm glov, creating a circle of light 
with radius 15' which has the Ohm at the 
centre. Because of its electrical base 
water is v�ry harmful to Ohms, harming them 
as oil does other creatures. 

When attacking an Ohm lastes its 10' 
long tentacles which, on hitting, do 2d4 
damage. 

Psionic Ability: None If someone hits an Ohm with a metal 
weapon he takes 1d6 electrical damage. 

(e.g. Volt's tails and Lightning Bolts) have no 
heat/cold attacks do only half damage. 

Electrical attacks 
effect on Ohms and 

\' 
"" 

I/ 
/ 

_.,./' 
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Frequenc7: Rare 
No Appearing: 1-4 
Armour Claas: 5 
MoYe .. nt: 6• (9" awi .. ing) 
Hit Dice: 548 
% in lair: 1<* 
Treasure '17pe: G 
No of Attacke: 2 
Damage/Attack: 2d6 
Special Attack:"Delude" 
Special Defen.eea: None 
Magic Resistance: Standard 
Intelligence: Lov 
Alignment: Neutral 
Size: L (81 tall) 
Psionic Abi�it7: None 

The Juyah ia a large and slimey creature 
which resembles an Umber Hulk in shape and 
size. It UB11&ll7 resides close to swamps 
or rivers which are prone to flooding. 

If attacked, threatened or proYoked a · 
Juvah will attack with its two arm-like 
tendrils which do 2d6 damage if they hit. 
However the whole bod;J of the Juvah is 
covered with a liquid similar to a delusion 
potion and when damage is inflicted the 
victima bod;J takes in some of this liquid 
which makes hi• belieYe that he has taken 
no damage. To simulate this when a JuYah 
hits the DH rolls damage secretly and tells 
the Yictim that, although he was hit, he was 
not wounded. Thia can be nasty because a 
player, after fighting a Juvah, will go 

and fight something else thinking that he has plenty of hit points left 
and will actually only have a few.· 

Frequenc71 Rare 
No Appearing: 1...i. 
Armour Class: 7 
Movement: <1" 
Hit Dice: ••• text 
% in lair: al' 
Treasure T;Jpe: None 
No of Attacks: 4-20 
Damage/Attack: 1d6 
Special Attack:"Fire•(?) 
Special Defenses: None 
Magic Resistance: Standard 
Intelligenee: Low 
Alignment: Neutral 
Size: L , ,, • .  i-1c:� 
Psionic Ability: None 
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The Snapdragon is a large version of 
the normal plant, except for the fact that 
i ta fiowers not onl7 look like dragoa.• s 
heads, they ARE dragon's heads. These can 
bite for 1d6 damage • . A Snapdragon will haYe 
from 4 to 20 of these heads and each one 
has 1d4 hit points. When attacking a 
Snapdragon a player says which head he will 
attack and, when the head reaches zero hit 
points, it has been cut oft. 

Verr rarely Snapdragons are able to 
breathe fire. This has a raage of 6• and 
does 2d4 damage unless a saye ts made. 
Each bead may breathe only once a day. 

Every time a h:eed is cut off there is a 
02% chance of the Snapdragon dying. It 
dies automatically when all heads haYe 
been cut off. 



Frequency: 
No Appearing: 
Armour Class: 
Movement: 
Hit Dice: 
% in lair: 
Treas11re Type: 
No of Attacks: 
Damage/Attack: 
Special Attack: 
Special Defenses: 
Magic Resistance: 
Intelligence: 
Alignment: 
Size: 
Fsionic Ability: 

Suaaozaed b7 GU7 

Human Dog 
Rare Rare 
2-12 2-12 
7 8 
1 2" 1 2" 
3d8 2d8 
20% 40% 
B Q 
2 1 
see text see text 
see text see text 
see text see text 
see text see text 
Very/Highly Average 
Neitral (Law) Neutral 
M s 
None None 

(Law) 

The Mof e is a humanoid 
formed of white,magical foam. 
Fire does +3 damage per die 
to it but goes out after one 
melee round. Normal weauons 
do � damage and are (5{i,,) 
turned to foam. Cold and 
lightning have no effect. 
The Mofe attacks with two 
hands which cause 1d8 damage 
and (unless save vs staves 
is made) cause loss of intel
ligence points ( 1 d4). This 
is due to a hyper-powerful 
impulse emitted from the Mofe 
which affects the brain. If 
seven or r.iore points of INT 

are lost in one oelee round the victim goes unconscious for 2d6 turns. If 
reduced to 3 INT the victim goes insane for 1 d6 turns, having unpredictable 
actions and masochistic tendancies. If reduced to 2 INT the victim becomes 
zombie-like,cannot fight, has no will, looses speech, etc. If reduced to 
1 INT or less the victim dies. Intelligence is gained at the rate of 1 pt 
per 6 turns up to half the amount lost, the rest can only be regained by 
a Cure Disease or Wish,etc. NB:MUs cannot cast spells if they have their 
INT reduced below 9. 

The white, foam dog is found 25% of the time with a Mofe human. It is 
loyal to its master and attacks anyone threatening him. If it scores a 
hit (a bite) 1d4 damage is done and the victim's nerve centres are effected, 
reducing his DEX by 2d4 and making his next attack at -4 hit probability. 
NB:the DEX is returned in one melee round and, even if reduced to zero, 
has no permanent effects. 

Normal weapons do -3 damage to the Mofe dog (but always at least one 
point is inflicted if a hit is scored) and the weapon is automatically 
turned to foam. Cold and lightlling have no effect on the Mofe doe but fire 
does normal damage. 

(11) 



THOU8HJ_I ON COMBAT 
IA all J'IP (J'&atH7 Bole Pl.,S .. ) 

..... th• 87•t•• for oo•l>at 1o •••t 
1-.ona.t. JlllD ••• ha t 1o 'HJ'7 llan o 
aac ranor aa allot.raoUoa aa4 nt• 
1 • non .... . nob ao 061 or hM
Cl•••t UTO all &clT&a""'° eTU' 1t, 
Ho-•er, few Dl:D •re11p o 'llo• th• llltll 
coa'lloa t 07ot•• •1tho1lt •••• fora of 
" bo11• r'lll• • a4d1 Uoao. fh•H take 
\M fora of -re ooaplioatocl aoleo, 
llriagJ. .. pl07•r olc1ll 1•io tu .... 
criUoal b1to, inotaat 1c1ll•, 
fllalt1••, oto. 

Str&1•hi Dl:ll ooabat bring• i• a 
aaal.1 degree of reali .. with tb• 
bo ...... . for weapon• •• arao'llr t7P•• 
an� wea pe a profioieao7 r'lll•• bllt 
1t 1• •till lao lc1 .. in •f111•. 
s. .. rai gro11po 'llOI a4�1l•t•4 C6S 
&7�••• for coallat hllt thi• teaclo 
'• lon«tboa aoloe cono1cle.rab17 aa4 
bore non-f1•hting t7po•, e.g. KUo. 

�riDSi .. pla79r olc111 into combat 
i• often 4eeirabl• al tbo'Q&b qu1 to 
br4 to brln• abo11t. Oae of th• 
atmpl••t icl• .. here io to got al l of 
,.,. �artioipaato 1n a .. l•• to write 
..... what tb17 iatencl to clo in th• 
-n •ll• round aa4 then get tho• 
te 4o it. !hie 4••••' t work, bo••••r, 
if ,ell take a .. l•• roun4 to 'lie 10 .. •r 
,..._ abo'lli 20 ooceaclo. 

� ••• of C ri t ioal Bit• (or •or1t') 
1• oe-•p1aoo illli llltD oirel••· fbe7 
a.rii noraall7 HM •p•c1al daaap dou 
or wouacl infl1oted aad oo .. abo11t 
wlteaonr ao••one (1nc11ldi .. a aonot•r) 
roll• a 1 20' on tb• "to bl t• 4i•. 
Joraal ra•ul t• are double, tripl• er 
•••• ��ad rllp lo daa .. o 4oae, a li•b 
a1ioo4 oft, oppone n t  lcaoolcocl 011t 
or opponoat lc1llo4 (aa "inotaat lc ill0). 
.a... oxco ll•• t e:11&11plo of a critical bi t 
07otoa b7 Lo• P'lllaipbor appoaro4 in 
n (lbtto Dwarf) nllBh•r 8, bllt it oa17 
caa ho 'llaod agaia•t buaan(oid)• wb1ob 
to a pU7. 

fbo oppo oito of a cl'1.t1oal bit 1• a 
1'ablo. fllt• 1• th o obaap of a 
..-.. apoa llroalctq, bo1 .. 4rop po4 or 
111 ! uac tile wro n• poroea. lurprtal--17 
few poop1o •oo a tumble 07otoa •blob 
·��•• ntur otr ... o. A tua'lllo oca11n 
·��• .... o .. roll• a '1' o a the •to htt• 

4to. &aotur 4io i• then rollo4 to 
!ete1'91ao tho exac t t7po of fuabl e. 
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If it 1• touad that oo•oono 
o tbor tbaa tho in tondo4 io 
bit tbon raadoa17 dotoraiao 
who b7 rotorriq to people'• 
po•itioao aacl tbo lonatb et 
tb• weapon u ood b7 tbe o ne 
wbo bao •tuablod". 'l'bon tbie 
person bao booa fouad eo e 
wbotber tbo b low actuall7 hito 
th•• &ad if it dooo roll for 
inflicted «aaac• ae normal. 
•oto that it ohoulcl bo bard to 
break aas1oa1 weapon• and that 
if 7ou tnol'llclo wea pon brealcageo 
tbon KUa will otart talcin& aoro 
••ending• epolle ,  eoaething 
that tbe7 rare l7 do otherwise. 

Somo people ••e• to ate
und-retand what a "bit" in tbo 
lll:D e7atoa roa117 io. When 7ou 
roll tbe roqu 1ro4 nuabor or 
abo•o on tho •to bit" die 7ou 
haYe bit 7our opponent ap4 al•o 
penetrated bi• &l'JIOUr. Tho 
latter point 1• 1aportaat to 
roao•b•r becau•• •o•• attaolc-
torw clo not need to peaotrate 
e.g. an oleotr1o •hock bocau eo, 
in tbio caee, tho arao'llr •111 
(if aetallic) co nduot . It a 
•to b1t0 ro ll ba• boon onougb 
to bit AC 10 (or AC9 it 7ou ueo 
"old •t7l.o" Dl:D) then tho attaclc•r 
ba• touchocl tho armour an4 an7 
effect• r••ulttag troa tbi• •bou1cl 
be applied •••• if tbo roll •a• 
1n•uttio1ont to actual.17 get 
thro"Q&h tbe araour. 

In tb• Pla7oro Ha ndbook 7ou 
•111 !ind that a bigb DSX ca n 
inorea•• 7our AC. fb 1• 1• 

pertoctl7 •••oiblo, an ag11• 
p•r•on wou14 fincl it easier to 
dodge blo••, etc. but when 7ou 
co•• to coa•id•r 7our etaadard 
DloD f1•b t•r or cleric cloao up 
ta plat• aad •bio lcl 1t i• bard to 
••• bow 1ll!Z c ould �llBP out of 
tho •&7 of a b low , OYon with a 
ISI of 18. !o •how tbi• I 
...... t tbat tho AC b o•'ll• for 
bi.it DSI 'lie balTecl (rouacl up) 
if t bo porooa with it i• •••ri .. 
obaia or plate a�o11r. 



W'Hl11 
langeaO 
Daratioa11 rollllC/l•T•l 
.lrea of Effect:Oae it•• · 

C011pODoaY1Y 
caeting Tiaes3 ••sa••t• 
Sa'riq !brovs•ou 

Expl&Datioll/l>••criptioas Thi• •poll i• 119•4 .. a 4ela7•4 tuae for &D1 
appropriate object. Vhea cast 11pon an object the MU etatee whea, before 
the ••4 of the epoll 4aratioa, he waat• the t..e to operate. !be fuee 
create• an ezplosiTe 4eTico of tilq area of effect but extr••• heat which 
will eot off acid/fire boabe or ••t alight &D1 i•fl .... ble .. terial witbi• 
two inch•• of the fueo. The •oat commoa uee for this spell ia to create 
a "4ela,ed actioa firebo•b"b7 placing a tuae ineide an oil flaek. 

BLOCI: TIWISPO:u&nO• (EDcbantaent) 

Lenl:4 
lange16• + 1"/leTel 
Daratioas1 roand/l•••l 
Area of Effect:Ollo Creature 

Coapoaente:V,S 
Ca•ting Tiaes2 ••s•••t• 
Sa•ing !hrovs••s 

ExplaDatioll/l>e•criptioas Thi• epell can be caet oa &D1 oae creature (or 
per•oa) withia range. !he7 are allowed a •a•• •• •poll• but if tho7 
fail this thea whate••r fora the7 are ia whea the epell hits the7 muet 
remain ia for the duration of the epoll. Thia will preTent u•• of a 
pol7aorph abilit7 and atop creature• euch ae phase epidera •o•ing "out 
of phase•. Thi• ie an MU and Illueioni•t epell. 

Vila VAi.Um (ilteratioa) 

LeTels2 
langesO 
Duratioas1 tur./l•T•l 
Area of Effoct:Olle Croatar• 

Co•poaoat•aY,M 
c .. tiDC Ti .. 16 ••sa••t• 
SaTing Throws•oae 

Expl&D&tioll/l>eecriptioas Thie 'clr1l idical spell enable• a druid to eadov 
oao creature (or the 4ndd hillsolf) with the power to work on the 
e11rface of liquide with ao ill effect••. !be .. torial co•ponent of 
thi• •pell ia a Tial of •pring water which muet be clr1lak b7 the 
creature being gi••• the water walking abilit7. 

I.OCATO:i (Alteration) 

LeYels2 
Range : 1 <Y" /lnel 
Duratioas1 tUl'll/l•T•l 
Area of EffectsSpecial 

Co•poneatesV,S,M 
c .. ting Ti•o:1 tura 
SaTing Throv:•oae 

Ezplaaatioll/l>e•cription: Thie ie aa JIU •poll uae4 to aid deterainatioa 
of location. It ia c .. t 11poa a rock or •mall etoae (which is the 
.. terial compoaut) aa4, for th• d11ratioa of the •pell, th• �a•ting JIU 
will know where that etoae ie i.e. which directioa it ia in and how tar in 
that direotioa. If the •toae i• place4 •0110whore ia the d�eon the HU 
will (ae lone .. he •taJ• witlda epell rang• of th• atoae) be able to 
toll wa.re ho i• ia rolatioa to it aa4 tllie will help .. pping aad findiJlc 
vltere -.. � ia attw •bittiq tut ..._ teloporter". •ote, llMr•n�, 
that tile atone � be llOTM b7 mo..t•r• to caue •••• ann07aace to the lllJ 
and alto bi• lose hiuitll. 
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We now present you with our.second Coapetition Scenario • • •  
P.mnc.· s tOUR AID TBB Y.lULTS or 8XPBRillllJTATIOR 

Firstly for those who missed our first issue, a short explanation. 
In each issue of "The Beholder we are presenting a complete and ready 
to use Coapetition Scenario. Bach such presentation will include the 
rollowillg; a aap or plan of the area, a background history ' detailed 
desc��tion of the area covered by the map, complete list of pre-deter
mined character8, a "Competition Points• scheme and possibly a short 
account of a pla.ytest entitled •competition Chronicles". 

The pre-rolled characters are distributed to a set of players who 
attempt with these characters to gain as many competition points as 
possible. The characters are then re-distributed to another set of play
ers who atteapt the same. Bach set has a set time limit in which to 
gain points, and points are gained for completing given tasks, finding 
treasure and killing monsters. According to the G/K points can also 
be awarded for good character play. The following scenario can be set 
into your own caapaign with ainimal alterations. 

With apologies· to those in possession of issue 1, we now commence 
Competition Scenario no. 2. 

This is a competition for a maximum of 5 pre-determined characters 
to be choseft from the following:-

OG (Son of Thog): 3rd. level Fighter Dwarf 22HTK A.C.2 lOgp. 
18(42) 10 10 15 12 10 

Plate-Kail + $hield, Battle Axe, Light Crossoow, 20 +l bolts, 10 
Iron Spikes, Case (40 bolt capacity), 20 bolt•, Large Sack, Rations. 

ATLOS: 3rd level Human Fighter 28HTK A.C.l lOgp. 
16 09 12 10 12 14 

+l Plat...-ail + Shield, Two-Handed Sword, Long Sword, Long Bow, 
15 Arrows, 5 81,lver Arrows, Quiver (20 arrow capacity), 100' of Rope, 
5 Flasks of 01�, 5 torches, Tinder Box, Rations. 

WBS'f2HlLIA: 3rd. level Pemal� Human K/U 14HTK A.C.10 lOg.p. 
08 17 13 16 10 17 

Gown, Potion of "Pol.J"ao�ph (Self)", Bone case containing Scroll 
of "Rope Trick•, .. agic •iesile• and "Haste•, Hooded Lantern, 2 Flasks 
of Oil, Tinder Box with Flint and Steel, Dagger, 10' Pole, Rations. 

NORTHRON: 3rd. level Half-Elven K/U 12HTK A.C.4 lOgp. 
11 18 07 15 10 13 

Robe and Pointy Hat, Bracers of Defence A.C.4, Potion of Levitation 
and Scroll of •charm Personn, Leather Backpack,2<laggera, Rations. 

KAIDll>S (•ain D'Bos): 2D4. level Human Cleric 14HTK A.C.2 lOgp. 
12 12 16 09 08 09 

Plate-llail + Shield, Ring of Regeneration (You may like to rule 
that thia ring is extremely old and will only regenerate a certain 8.lli 
ount of Jlit points eg. 20-30), Footman's Mace,· Steel mirror, Silver 
Holy Croes, Yial of Hol.J" Water, Sprigs of Wolveabane, Garlic and Bel
ladona, Small Sack, Rations. Lantern, 3 Flasks of Oil. 

WILLT11- ROLBCA.T (Son of Laaarus Stoat): 4th. level Thief 16HTK 
.L0.6 lOgp. 

12 '9 12 09 17 15 
Cloak� Bracers of

.

Defeaoe A.C.6, Thieves Picks and Tools, 50' of 

llol>•t. :r.u--p Back. Loq Sword, Rod of Beguiling (1 charge), Rations. 

(16) 



STROLLBR: 3rd. level Ranger 25HT1t 
14 13 15 15 

Plate-Mail + Shield, Long Sword, 10 
taining spears) , 5 Torches, Large Sack, 

A.C.2 10gp0 
10 13 
Spears (Short), Quiver 
Elven Boots, Rations. 

HBIROHYllOUS: 4th. level Monk 14HTK A.C.7 lOgp. 
15 09 16 15 16 12 

(con-

Gown, Monk Gloves (Kithril; +l hit prob. +ld4 damage), Hand Axe, 
Large Sack, Thieves' Picks and Tools, Rations,. Lodestone (directional). 

A balance of the above should be maintained; it is suggested that 
you don ' t  use both Thief and Monk and that only one of the M/U ' s  is 
used. 

THB HISTQRY OF PBTRARCH ' S  T9JBR jJJD THB VAULTS OF BXPERillERTATIOR: 

The Tower of Petrarch is situated on a precipitous ledge watching 
over the Pass of Petrarch. The Tower has only one entrance and exit 
other than by flight; via the Vaults of Experimentation. The Tower 
is impossible to climb to even by magical means, due to the extreme 
height and glass-like s�eothness of the cliffs above and below it and 
the countless overhangs. 

The Wizard Petrarch first discovered the urehistoric "Three Thous
and Steps of the Abyss" that led into what are now the Vaults of EXper
imentation" over 500years ago. On the ledge beyond the Vaults he built 
his stronghold and bred an evil species of Eagle to help him towards 
his evil intent. The �arded pass became the terrible "Pass of Petrarch' 
nicknamed "The Neck of Doom•. 

In the Vaults, Peirarch placed his experimental failures and suc
cesses as guards to his stronghold. Nothing has been seen of Petrarch 
for 300 years but whi•perings rumour his death and naming of an heir. 

The entrance to the Three Thousand Steps are greatly feared in the 
neighbourhood an.d funds have been raised to hire mercenaries to oust 
the inhabitants of the Vaults and capture the Tower. These mercenaries 
are the parties that you, the G/11 are supervising. 

Obviously the Vaults must be in the same state for each party sent 
down them. For this case, the scenario can be assumed' to be enacted 
in identical worlds with the same Vaults and Tower and the same time 
and life systems (ie. "Mirror Worlds"). 

A DBSQRIPTION OF PETRARCH'S TOWER .t.HD THB VAULTS OF KXPERillBNTATIOR: 

The Vaults 
NB The "Vaults of Experimentation" have nothing whatsoever to do with 

the Halls of Testing (of u.o.). Only the na.me bears any resemblance. 

The vaults are entered by the 3, 000 Steps which descend from the 
surface 1 , 500 ' to the level of the ledge of the Tower of Petrarch. 

The steps enter the map at the South-East corner. 
The passages are smooth-walled and carved through solid rock. They 

are 10 ' high and unlit, the floors are smoothly paved. Doors are 5' 
wide and 8' tall and made of reinforced oak. They are not l�cked unl
ess it is specifically stated otherwise. Roll wanderers n0rmally as 
if the vaults �ere on the 3rd. dungeon level. Preferably use the fol
lowing; roll ld12:-

l=ld4 Goolls 2=Gremlin 3=Threep 4=Ghoul 5=Gelatillous CUbe 6= 
Eagle Ape 7=Volt B=Goldeater 9=Whirler lO=Bl�ck Urchin ll=droll 

12=Nllbog Goblin. 
NB none of the aboYe should be met wore than once (unless they 

sur'Yived the first encounter� 
(17) 



v1: Written on both doors to this room in the co1111on language is the 
tollowiJl8 rhyme; •nre is Our lite and tire your grave, 

Red is our hue, Myself and 117 Slave.• 
The Western door is locked. The rooa is lit by jumping flames in 

the North-Bas.t corner. These leap from a crack rent through the paved 
floor. The fissure is 20' long and 5 '  wide, the depth is immeasurable. 
The inhabitant of the crack is a Red Slime Monster (R.S.K.'), his slave, 
a Soul Sucker hovers nearby.(The former is 19BTl:, (4d8), A.C.6 ,  Move 6", 
2 Attacks at 1-6/1-6 + �lgnite•-s.T. vs. Staves or ld8 daaage + 1�4 
next m.r, .. =59 (=-2A). It appears as a hobbit-sized humanoid of fiery
red, translucent slime. The Sucker is A.C.4, •ove 6•, 9HTK (2d8), l 
Attack drains Intelligence a.r.o. l-3pts. per hit , KK•40 (for game pur
p oses). It appears as a 3 '  ball of red light). 

The flaaes are extinguished by holy water • The R.S.M. can only 
survive for 3a.r. out of the flames. Froa the flames it has a strik
ing distance of 5 ' .  The flames autoaatically extinguish if the R. s.•. 
is killed. 

v2 : The North-West door is Wizard Looked, the Eastern door is normally 
locked. Written on the Northernmost door on the outside is the 

following; "My tenant shall render thee fossilized•. 
The room is 15 ' high, cold, dark and dusty (a 3" layer covers the 

floor). A small grey-backed, brown-bellied dragon-like beast is hy
bernating in the South-West corner but wakes on detecting the slight
est temperature change in the room. This is Petrarch ' s  favourite de
velopment, a Petri�DJ Wol'lll (24HTK (4d8+2), A.�.5, Move 6" , 3 Attacks 
at 1-4/1-4/1-6 or '-'5�} breathe 3o ' x30 ' cloud of petrifying vapour 
(encases victia for ldlO turns (S.T. vs. D.B.)). Conforms to other 
dragon characteristics •• KK�ll7 �=2A)). 

The Worm sleeps on the M/U ' s  gifts; 500sp, 500gp, Goblet inset with 
glass gems worth 50gp ,  Mithril bracelet worth 250gp. 

Scattered around the North-Bast corner of the room are 3 dusty old 
a rm-chairs on each of which is a colony of Brown Mold (as per AD&mll). 

v3: This is the outer guard room of the Vaults. a Gnolls dwell here 
9, 6, 12, 15, 13, 10, 7 and 14BTI:. 4 are armed with battle axes, 

3 with morning stars and no.a with a two-handed sword. The Gnolls 
cannot be surprised--because a trip-wire 10' before the door rings a 
warning bell. Bach Gnoll has 2-12ep and 2-agp.. No.a has 20gp and a 
Golden Lion (Pigurine of Wondrous Power) in his belt pouch.(He does 
not know its use). llo.8 also has a bunc� of keys around his neck which 
open the locked (not Wizlll"d Looked) doors of v1 and V2 , and t�e chest 
"C" •The room contains 5 'lialtfiliiagainat the Western wall, a central 10 ' 
diameter table-surrounded by 10 chairs , an ornate desk with writing 
m aterials (no.a is literate), a reinforced oak chest (•t•) against 
the East wall containing 750gp.aud the Clasp of Maethros , a golden 
clasp worth 250gp. Skins of bitter wine lie on the table. 

IOl�7.7 each ( average). no.a�12.2 

v : This area revolves when all of the party are in the room or in 4 
one of the radiating passages (20 ' ). The square shape of the rooa 

helps to hide this action, the O&ly clues to.its true nature being 
the hairline cracks each side ot the passage, 10' before the outer 
door to each fanning corridor. The room rotates according to the die 
(d4) tl&row; 1 • iturn 2 • !turn 3 • fturn 4 = no movement. (all 
rotationa o.loekwise). 

The roOll i• 15' high and lit by au iridescent fire-glow. emitted 

from oapill&rJ vessels lining the walls. The vessels contain a dil

uted solution fro• the glands of a Pire-Beetle. 
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v5: Written on the Eastern door to this room in the common language 
is the following rhyme; "Chill is Qur life, glaciation your end, 

Blue is Our colour, Myself and lly Friend" 
The Southern door is locked. The room is lit by an electric blue 

light originating from the Northern alcove. In this alcove is a pool 
of shimmering, freezing cold liquid. The inhabitants of this pool are 
two Blue Slime Monsters (15 and 14HTK, (3d8+2), A.C.6, Move 18", 2 
attacks at 1-4/1-4 + fra.ze 1 limb; throw ld4; l=left leg, 2=right leg 
3=left &1"11, 4=right arm. Remains frozen for ldlO turns. IDl=33 & 31). 

' 

The B.S.M.'s can survive for 5m.r. out of the pool and will attempt to 
prevent the characters from entering room T6. B.a.-.•s appear as man
nikin-sized, translucent blue, jelly-like huaanoids. 
The pool can be drained by depressing a lever on the wall just South 
of the Northernmost alcove. The pool is 10' deep and a large golden 
key, the Skeletal Key of Kaethros lies on the bottom. 

v6: The only door to this room is locked but can be opened by the Key 
of Maethros. Opening the door the party are faced with an illus

ory dead-end. The room is lit in artificial sunlight from an indet
erminable source. Lush, gre4n grasses and mosses cover the floor. 

In the centre of the room is a pool of 10' diameter, of clear 2' 
deep waters. The pool is surrounded by flat stone slabs. To the South 
of the pool, lying on the stones i• a small (2"), bright yellow frog. 
To merely touch this frog causes deata within ld4•.r. (s.t. vs. Poison 
at -2). The pool which appears to be 2' deep has an illusory bottom 
and is in fact 20' deep. On the base of the pool are 750gp. and a cer
ainic flask of concentrated weedkiller marked "Plant Poison" (though it 
is also deadly to humans). 

v7: The door to this room is not locked but slightly ajar. From inside 
the room emit rumblings followed by cries of excitement. Through 

the doorway the characters can 911ly see a wall just in front of them. 
This is a s11&ll 5' partition sereening the rest of the roo• fro• the 
eyes of unwanted visitors. 

Balanced above the door is a bucteto� paralysing lotion which ao11Bes 
everyone within 5'. The paralysis cari only be removed by use of the 
anti-paralysis lotion in the bucket in the South of the room. 

The room is inhabited by two Ogres who are playing 10-pin bowling, 
using paralysed victims as pins. Ten stiff human fighter types stand 
at the SOµthern end of the room 1'bile the two Ogres bowl from the Nor
thern end. The Ogres are 17 and 20BTK. The Fighters appear as they were 
when they were first paralysed; it is therefore apparent that they are 
still all alive but if they are all de-paralysed it will be found that 
only two have survived the ordeal. These are the brothers Blgror an• 
Elcror, 2nd level fighters (Elgror; 15HTK, A.C.2, 16 03 08 10 11 15 
Long Sword. Elcror; 14HTK, A.C.2, 15 10 07 10 12 16, Long Sword), 
both keen to prove there skill at fighting. 

In the North of the room are two stone benches and an unlocked chest 
containing the Ogres• loot; 250cp, 30sp, 130gp, 5pp, a jewelled neck
lace worth 300gp and a flask (containing Potion of Healing). 

Ogres• IOl=37 & 44. 

The Winding Passa.ges 
These passages are an intermediate area between the Vaults and the 

Tower. The walls and ceiling are roughly hewn but the floors are smooth 
from wear. The passages are not lit. Barred gates close some of the 
passages. These gates are locked and reach from floor to ceiling. The 
bars are 6" apart. Wanderers are the sa.11e as for the Vaults. 
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P1 : At tpe tar side of this rooa a tall-looking pouch lies on the floor. 
Paa•ing 10' into the room activates by means of a trip-wire a re

verse gravit7. All within the room take ld6 damage as they fall 10 ' 
onto what was the ceiling. The pouch also falls , disappearing into a 
crack. The crack is 2 '  wide and 5 '  de ep and guarded by 2 warrior ants . 

( U  a: 13HTK . D=28 & 26 (-1.54) • . , 
Th• pouch contains 3 rub'fea worth 500gp each. At the bottom of the 

crack is a lever which retains the original gravity if depressed, 

P2 : The barred gate bloqking the entrance to this rooa can be unlocked 
usi�g the llceletal 1•7 of Kaethros. In the centre of the room is 

a well 30 ' deep cast in Continual Darkness. There is  no water in the 
well ; it is prison to a Roper. On the Bast wall of the room are painted 
stone-age-� · depictions of buffalo and deer. If this wall is touched 
a llagic lloutli will CrJ' "Guardian arise! " from the wall around the top 
o t  the well . This will cause the Roper lo extend his t entacles into 
the rooa. The tentacles will grope around for victims in the room an� 
drag thea into the well to le. devoured. (Roper is 55HTK . llM=450 ( z  
about i.l due t o  wlnerabilit7 t o  burning oil from above:) ). 
The Eastern wall to the room is actually heavy canvass and covers an 
alcove 10 ' xl0 ' . The alcove contains 1230gp, a mithril statuette worth 
500gp and a red enameled tile 3"square. 

P3 : In the centre or this room is a bed or rich earth in which a tree 
is growing. The tree is but 6 1  high and appears to be a young oak . 

At th.e top ot the tree 18 a shining ball of mistletoe. The mistletoe 
has silver leaves which ••it a light that illuminates the whole room, 
and it bears a single golden berry. 

Clinging to the leaves around the berry is a soli tary Rot Grub . The 
Grub will juap onto &117 hand that picks the berry . When thrown to the 
ground the berry cawseif a lightning bolt of 5d8 damage. 

P4 .& 1'5i Aoro•s the line A-B the passage drops 5 '  in level and runs 
tor 20' betore rising up 'St in lnel again at the line C-D. 

This trough contains 4 invisible, 7oung, 5 ' cubed Gelatinous CUbes . 
( They are 17, 12, 22 and 20BTK with total D ot Iaj) . 

In the dead-end of P4 a jackdaw sleeps on the top o f  a steel nost , 
to which he is chained b7 a silver shackle .  The bird awakes on the 
partJ � •  approach and demands in � co-on tongue to be released. I f  
released i t  will reward the par\7 b7 materialising an orange enameled 
tile J•square. It will then tl:r ott to return and catch up with the 
part7 3d4 turns later with a patrol or 4 Gnolls and a Sniffer Dog. 
( The Gnolls are 9, 12, 10, 8BTK, the dog does not fight . Total JOl=31 ) .  
The Jackdaw does not S,&1' to watch the tight but hurries away to free
dom. 

In the dead-end to P5 there lies a small black bag containing a 3" 
square 7ellow enameled tile. 

Written at the junctions or the entrance passages to this room, 
on the ground, is the following; "Gre7 grass is where green grass 

was , 
But green grass breeds more aen

ace . "  
The floor ot the room is covered with petrified grass which turns 

green and animates la.r. after someone walks on it.  The animated grass 
wraps aro\1Jl4 tb• lega ot the part�::.,.ad s ecretes enz711es which dissolve 
aetal in la.r. and do an autoaat1 c� ld6 damage per a.r.  on exposed flesh. 
lying in the centre of the rooa 18 a green enueled tile, J•square* and 
a small sack containing 550gp. ( each 10 ' square of grass is 20HTK, A.C. 6 
l' attack oa &117one in area for 146 daaage. ...39 per lO ' square) .  
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P7 : On a bench in the Eas t of this room sits a little old man, the 
"Dungeon Epitomi s t " ( more about him some other time ) .  He ' s  invulner

able to all forms of attack but cannot himself harm anyone . He can · 
give as much or as little imformation to the party as he oleas es ,  and 
fo r a sui table p ri c e ,  for he is the being that goes around inscribing 
warnings for innocent adventurers . He knows nothing of the Tower but 
can direct the p arty in the right direction . He has a blue enameled 
tile whi ch he will sell to or give to the party as he wishes . 

Pa : In the centre of this room is a glass pi llar fi lled with a clear 
liquid in which is suspended a large brain. The pillar emits a 

pulsing beat in time to a pulsing green glow. l'lhen the party enters , 
the brain gives them the following riddle to solve ; 

"My first is in Dragon , 
My second in Shadow, 
My third is in Golem, 
My fourth in Wight ' s  Barrow, 
My fifth more than once in Slithering Tracker, 
My sixth and seventh in Sabre-Too thed-Tiger, 
My all i s  as follows for gl ee or for sorrow, 
A creative mistak e ,  a beas t of tomorrow. " 

The answer is Owlbear . (I suggest that you mark up the actual time 
spent in solving this riddle as the amount of game time spent at i t ) . 
The brain gives the party a time limit of 10 minutes and i f  this i s  
exeeded n o  reward will be materialised. The reward is a T enser ' s  Disc 
( as p er T . B. l ) and a Rope o f  Entanglement ( as per Greyhawk ) with 12 hit 
points left . 

P9 : The barred gate to this room can be unlocked by the Skeletal Key 
of Maethro s .  The room is dark and 15 ' in height . Towards the 

west wall is a hollow trunk of a leafless tree, with 2 '  diameter open
ings , 10 ' up on the Eas t side and 12' up on the West side . Oppo site 
the Wes t ern opening, on the West wall of the room i s  2 '  diameter pas� 
sage whi ch winds for 100 ' to the sheer cliff fac e .  

In t h e  tree sleeps Escalus the Pseudo-Dragon ( 9HTK MM=lO ) .  H e  
sl eeps on a pile of 250gp, an d  an Indigo and a Violet enameled t i l e .  

p10 : T h e  barred gate t o  this room c an  b e  unlocked b y  the Skeletal Key 
of Maethroa . The room is empty but s teps l ead down 10 ' into a 

short tunnel whi ch leads to a fli ght of s teps up to a landing and a 
large iron-barred oaken door. · 
The Tower 

The Tower is built on a precipi tous l edge overlooking the "Neck 
o f  Doom " .  All rooms and passages are lit by torches on the wal l s .  All 
doors are oak reinforced with iron bands . The floors are smooth paving 
ston es , the walls are whi tewashed , the ceiling height of pas sages is 
10 ' and of rooms , 30• . Spi ral s teps lead Irom one floor to ano ther. 
There are no wanderers . 

T1 : A 10 ' wide corridor wi th 4 places of entry .  EB�rance from the 
Winding Passages is in the South-'llest corner. The door is not 

locked but a bell i s  rung as it is opened. This will be heard in T2 • 

T2 : This large room is l i t  by 2 great chandleabras as well n� the tor-
ches on the wall . Running down the centre of the hall ia an oaken 

t ab l e ,  60 ' long and a • wide. ' Gnolls guard the room against intruders 
and each has a l eashed Giant Lizard trained to kill . ( Gnolls are 14, 
12,  lOH!K , total . M11�29 •. :..Lizards al'e 15 , 19 and 13HTK, Total 1111�1 ) .  
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T2 ( cont. ) :  Bach Gnoll baa 2-12ep and 2-Scp. 

T3: Written on the louthezn door ·to this rooa is the following dictum ; 
"Thou shalt do evilt thou shalt rever the name of Satan. 

Thou. shalt do no aoc>dt thou sbal t denounce all goodlineas., 
Thia •halt thee .01>97 or wilt thou pa;r in pain. • , 

Thia is the dr.�ed torture -obaaber of' the Beck of' Dooa. The mas
t er torturer is a 7tll level 9onlct Urak the Terrible (A. C . 5 .  20BTK, J 
attacks _per 2a.r. at J-9 daaage each. {don ' t  forget all bis special 
abiliti-. ) .  Screeching ancl groaning eaits fro• the room ; a Kobold lies 
under a dripping tap in the lorthern alcove, with a Dwarf' banging by 
manacles beside him, A dead human lies on a table in the centre of the 
room with thumb-scren on each hand . an iron maiden lies empty in the 
westerti alcove, and Urak is applying wedges. to a screeming Balf'-Orc in 
an iron boot . Uralc will att•pt to save his own lif'e if in dif'f'iculty 
( by f'ei� . deathf}.. Pe1'80nal statistics are 16 u;;_i.5 11 16 11 C.B. 

T4: Thie is on the second level and reached 1'y sp.iral steps f'rom T1 • 
Petrarch II, heir of Petrarch is carrying out an experiment on 

spontaneous generation. At the top of the steps from T1 is a smal l ,  
young adult Braas Dragon ( 24HTK , roll for. talking/sleeping. Has no 
magic use. D•J60 (-2A) ) .  

Two tables .are arrance4 pointing Borth-South. hey are 25 ' long 
and made of' oak. Oil one i"s a series of' fiuka , tubes and tanks con
taining n.rious liquid• and gases , the end product of' whi· ch is a tank 
f'ull of nall black bugs . If' .any part of' the apparatus is moved or 
smashed it ma:r blow up (50$) causing 2d8 damage to everyone in the 
roo•. On the second table is the bod,y of a large Dragon-like beast, 
the abdomen of' whi ch baa been cut open to reveal the stomach. Thh 
has Db.vi��ly, b,een . cu�. OP.•� and_ re�ti tched t.<>ff•tber, . Peris.tal:t�c 
wave&' ppa tht'Oligti ' th'e atoilacll-' lmd: , alont- th'e iD\tatine; Passing aut at 
the end of the intestine is a sticky black , highly poisonous liquid 
which is bein.C collectecl in a bucket. · 

. .  
T5·1 ' OD the 19utllern wall of this chaaber is a large mosaic pattern of' 

a rainbow. 7 J••taare til .. , one of' each standard colour of' tile 
rainbow,are aisaing f'roa the pattern . For each tile replaced the party 
is allowed a aore powertUl wish. Thus if' one tile were replaced , the 
party oould onl.J' wish aoaethinc ""''•al { ec 200gp, lh. p .  each restored , 
lspell back etc . )  but if' all T were replaced tbe wish could be tar 
greater ( eg 3000gp, All re•tored to tull bite, Sate Teleportation to 
surface etc. ) • 
T6 : The bedcbaabtq> of Petrarch II . His grand tour-poster bed 1e ag-

ain•t tile Baatern wall. Petrarch II himself' sits at a desk by the 
Northernmost window to tbe rooa. He is a 7th level M/U with the foll
owing spei.la ; Sleep, Ventriloquism, llagio �aile, Read llagic, BSP, 
DarkneH 15 ' r. , Mag1c lloutb { laicl on hia tl"!I••. cheat ) ,  Protection 
Pro• Roraal lliasilea1 Pl7 and Extension I . Ire is 26H!I Personal sta
tistics are 10 17 0� 15 12 07 Chaotic Bvil. 1111-500 { tor game purposes) . 
I f'  in dire trouble, the Wizard will- attempt to escape through a hatch 
in th• ceiling. 

J!OUfJrtff AIDI ZOMff!SIOI 8 D la �r gaae purposes) • 
....-Outer llark oalclllated b7 using the actual hits of' the monster 

and not tile aver.ace bib ot its speciH. Where necessary it baa been 
ad�ustecl to keep the ft.lue reaaonable in relation to a constant (That 
ot th• aYerage Gnoll ) .  

Tb• alicnment o t  the pla.yer characters bu been left to the pla,yers 
to decide tor tbeaaelve•. 
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It you are planning to put this scenario into your own caapaign 
as a normal dungeon, I would suggest that you convert competition 
points into experience points by a ratio ot 1:10. It your "regulars" 
are to use this scenario take care that they are ot roughly·the same 
levels as the given pre-determined characters. 

When played as a competition dungeon, experience points should not 
be awarded. The only points awarded in a competition dungeon are comp-
etition points. · 

The treasure and magical items available in this scenario are pres
ent with an eye to making more competition points available and the 
quantities may be excessive (or deficient!) in relation to your own 
campaign standards, in which case you are welcome to make alterations. 

The awarding of points is detailed below. JIB. The notes in brack
ets are for the G/Jl's reference only. The points scheme should be 
copied out for the players reference at all t mes during the game. 

The players should be kept iaformed as to their position in relat
ion to the tiae limit. ·�iae shoal.d be counted from the moment the 
party enter the Vaults from the bottom of the 3000 steps to the moment 
they regain the steps or leave the area by other means. 

COllPB'!I'l'IO.N POINTS TABLB 

For every 100«1> returned to the surface (includes gems, sp, cp 
jewelry, etc.): lpt. 

For.any magical item found (+5pts. if identified): lOpts. 
For every lOpts. of Monster Mark killed: lpt. 
For not returning to surface within time limit of 45 turns: 

-5pts. per turn.overdue. 
For not returning to surface within 60 turns: Total of ZBRO pts. 
For each character not returning to the surface alive: -?Opts. 

Taskn 
kl the Goblin clanger (Wanderer no.12; Nilbog Goblin): lOpts. 
Kill the inhabitant of the Craok of the Leaping Flame (room V1):15pts. 
Kill the slave of the Leaping Flaae (Soul SUoker, V1): lOpts. 
Kill the Grey Worm of Petrarch (V2): 25pts. 
Find the Clasp of Kaethros (V3): 5pts. 
Take the Golden Lion from Koletar (Gnoll no.a, v3): lOpts. 
Kill the inhabitants of the Freezing Pool (V5): 25pts. 
Qpen 3 barred gates with the Skeletal Key ot Maethros (gates 

to P2, P9 a: Pio with key from V5):25pts. 
Capture the Yellow Frog ot the Vaults (VG): 20pts. 
Free the Ogre's pins (10-pins in VJ): 25pts. 
Find the 3 rubies ot Ancrenost (11, : lOpts. 
Pick the Lightning Berry (P3): 20pts. 
Kill the Death Grass with tne Plant Poison (Grass in P6 with 

poison from V6):20pts. 
Speak with the Dungeon Bpitomist CP7): 5pts. 
Solve the riddle ot the brain ot Bl Groat (Pa): 20pts. 
Capture Bscalus the miniature Red Dragon (Pg J: 20pts. 
Kill Urak the Terrible (T3): 30pts. 
Kill Draco, pet of Petrarch II (T4): 30pts. 
Wish with the Rainbow tiles (from P2, Pf• P5, P6 & P9 when re-

placed in pattern n T5): 6pts. per tile replaced 
Kill Petrarch II (T6): 40pts. 

Points are accumulative when a task combines with points for Monster 
Mark or treasure. eg Kill Petrarch gives 40pts. + 50pts. due to 1111. 

The above taaks are in no special order ... may be completed in &rJ:f 
order. Given character profiles are in order; St, I�·-. \ti!•· �_?P,__J)ex, qha. 

We gratefully acknowledge the inclusion ot the •�fl"" cl HR'Bittt'D--:elid>o 
&e:tv c;lAa.&._ 1 •. ,l.eQt;l_of the Beholder from the WHITB DHRJ' nBllD FACTORY 
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AftI QJlAYift !!9 

These it•- COiie in •arioaa ahapea -d aisea -d,when found,ar.e n�ll7 
rolled •P• Vhen opeaed oat -4 lain on some flat surface (e.g. the floor 
or the grou.nd) a fiel4 of HTerae 1ra•it7 aa per the MU spell is created 
in a column directl7 abo•e tha rug. 'l'hia column ata7a in exiatance until 
the rug is reao•ed. DMa notes this item is not of auch use to a "kill it 
as soon as look at it" part71 pla7era ha•• got to talk creatures into 
mo•ing onto the rug and •fal.ling" or WI• it in a trap. Be wer,, though, 
of plAJ•r• coaing up with T•rJ powerful uaea for thia item, for ex&.11ple 
if the7 fall into a pit the7 will use it to aid their escape b7 making them 
"fall out of the pit". 

These are apparentl7 norlllll. 
arrows but as soon aa the7 
are fired froa a bew th97 
will cbange iato ... 11 •oak••· 
These anakea are highl7 
streaa-lined -d will fl7 on 
as would arrows until the7 
reach their target. If the7 
score a hit the7 ha•• auccedded 
in biting the target and illf'licting 
1d4 da-g• (1°" chaace of poison 
too). Fr•• then oa the aaak• 
will contin•• to attack the target 
until it or the target is dead, 
whereupon the aaake r•••rt• to 
arrow for• aa4 caa lier•-• .... 
The anak•'• characteristic• are: 
AC511+111D,ao•• 6•,aise l,magic 
resiataaceastaa4ard and iatelligence 
i• aai .. 1. 

-:;::::. •�----..c� - �:a:,.... 
-

-

----
-

--

SHIKIJ> OF PRIJ.LJIQ 

·· · ·· ···· · ·· ·· ··--vvvrrnr-·-·-· .... 

FIDHODI 

Much sought-after b7 hobbit• (for 
ob•ioua reasons) these apparentl7 
normal sling atones are actuall7 
highl7 magical and when fired from 
a sling the7 will,if the7 hit their 
target, explode into a 6 dice 
Fireball as per 3rd le•el MU spell. 

Thia i• a shield ia the shape of a large cone. When a aaal.l button on 
the back o! it is pr ... ed it will start to rotate, graduall7 picking up 
spat' until it reaches approxiaatel7 500rJlll• Fortunatel7 the band hold 
o! this shield baa a reTolTing coDDeotion so it re .. ina atationar1 when 
the a�-14 ita�lf ia •pi-iq. Vllea d azim speecl the shield caa be 
preaa' .. agaiJlat &Ill 8111'face aa4 vill drill a hole in it,roughl7 20" (or 
45c• it 7oa preferJ>acroea. Thia ia large enoagh for &nJthing upto 
half-elTiah •i•• to cra111 throagh,but note the difficulties it wearing 
plate �I 87 )l'•••ilig the b•ttea a aecoad ti.. the ahield will atop. 
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AUGilY DICE 

Anyone with wisdom of 13+ can use 
this set of five dice. When asked 
a question they will "answer" yes 
or no, giving the correct reply 
80% of the time. The dice can 
also be asked whether some action 
will be for the good/bad of the 
party. The correa:t reply will be 
given 75% of the time. 

CURSED DICE 

Anyone who rolls these dice must 
save vs poison or become a compulsive 
gambler . They may have another save 
every week. As a compulsive gambler 
a character will be unable to refuse 
a bet and will waste all of his 
money on games of chance. 

SEVEN LEAGUE BOO'.rS 

Only usable by characters with 9+ STR these boots endow their wearer with 
the power to step 7 leagues, i.e.  21 miles in one turn. This travel is 
through an extra-dimensional area and for each step there is a 10% chance 
that the wearer travels in the exact opposite direction from that desired 
and there is a 05% chance that he will get lost on the way, taking 3d6 
days to get back to his starting point. There are no encounters in the 
extra-dimensional area , 

DISPEL SCROLLS 

INSULATING ARMOUR 

This is a very large suit of plate 
armour and will only fit humans. 
Although it has no protective 
combat bonus this suit is very 
useful because its wearer is kept 
in a magical field that protects 
him from heat, cold, electrical 

··attacks , adverse weather, insect 
attacks, etc. In fact the suit is 
nearly totally. self-contained and, 
i f  used together with an insulating 
helm, gives its wearer an internal 
air supply so he can live underwater, 
in vaccuum,etc and will be protected 
from gases. 

At the top of these pieces of parchment is written the name of a spell 
backwards, for example Saeg or Wols . When the scroll is read (by an KU 
only) the spell written at the top is automatically dispelled. The 
nearest possible spell that could be dispelled is, e . g .  if the spell is 
Geas then the nearest person under a geas to the scroll when it is read 
will have their geas dispelled. 
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AffOllUIC avou 
Thia +2 weapon al�• ha• an intelligence and ego rating of 1 2 .  It looks 
like a normal aword with five holes in the hilt which will take gems. On 
being found the swolrll will be waiting for an owner. To become the owner 
of thi• sword you auat place geas in the holes , whoever puts the greatest 
value of ge- in will be regarded - "the �ter" and will be obeyed by 
the aword. The sword baa no alignaent and will attack anyone that the . 
aaster tell• it t o .  It act• - a peraanent dancing sword , able to float 
about and do thing• by itself on command. It can also be given orders, 
e . g .  guard thi• paaaage> wrllich it will Carr)' out until told otherwise. 

CURSED SWOJW 
Like all other cursed swords this cannot be put down without a remove curse 
s pell. Thia particular ISWOrd has no combat plws/minws but when it hits 
an opponent it sticks to them, staying there until the opponent is dead. 
I f  someone uaea this sword and gets stuck tk.,. will have to fight from 
then on with their wrong hand , this means that they must suffer -4 hit 
probability . 

SPELL PO!IOE 

These small bottles are labelled 
with the name of one apell. When 
their stopper i• removed the 
spell on the label will come out 
and have the uual effect. For 
example a fireball might come out 
and explode with the bottle at 
its centre or evel")'one nearby 
might be feared , etc . MUa of 20th 
level and above can make spell 
potions , taking one day per level 
of the spell and costing 10, 000gp. 
The advantage of a spell potion 
over a scroll is that anyone can 
use a spell potion , and you don ' t  
need a "read magic" spell t o  make 
it work. 

WAND OF l:llJ'DBLBHD! 

WEATHER RINGS 

Only usable by druids these rings 
give control over one type of 
weather. They come in several 
colours : red for heat and the 
sun , blue for cold and the wind, 
white for snow, grey for rain 
and storms and gold for all 
types of weather . These rings 
can effect weather within 1 mile 
of their wearer. 

This wand has a small actuator button which, when pressed , fires a Ray of 
Enfeebleaent . Thi• has a range of 6o •  ( 6" )  and � be fired once each 
melee roun4. A� creature hit b7 the r� nat saTe TB wands or suffer a 
25% rechactiOll in strength, haTing the effects explained under the spell 
in the Pla.7ers Handbook. A saTe •hows that there is no effect. Multiple 
hits haTe c'lla1llatiTe effect• aa against original strength. In other words 
4 hit• of the r87 redue strength to <*• Olll7 llU• � ue this waad. 
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PIPES OF THE FOREST 

When played these pipes act as a "Call woodland beings" (4th level 
druid) spell. The range of effect de�ends on who is playing the 
pipes. Normally the pipes have a range of 150' (15") but if the 
player is a druid 10' per level is added. If be is a bard 15' per 
level is added. Anyone with DEX 13+ will play the pipes with ease 
but if DEX is 7 or lower there is a 2Clo chance tnat playing will be 
so bad that the pipes will not attract anything. 

HOLY ARMOUR 

This is a suit of armour that 
has been blessed by a saint, 
eodling or even a god. They 
are only found of a L/G type 
and any ot�er alignment cannot 
use them, just touching them 
does 2d6 damace. Althougt 
tt1is ar�our has no defense 
�0!.US it is rowerful a�ainst 
t�e un1ea � . Gn siEi1tin8 this 
suit an �ndead creature �ust 
roll as if saving vs roison, a 
fail forces the creature to flee 
in �anic away fro� ti:e ar�our. 
oearin' t r. is gives total protection 
fro� :evel drains 0y undeads 
and note that i f an undead 
creature toucnes the armour in 
an attack it will have to suffer 
2d6 damage. 

LIGHTNING GAUNTLET 

UEable by all ch�racter classes this glove is pure white in colour 
and can never be stained. When worn each finger (not the thu�b) can 
fire a Li�htninc Bolt as the 3rd level MU spell. Single bolts are 
always fired, never forked bolts. They can be fired at anything that 
the glove's wearer can point at. Bolts fired from the glove have a 
range of 60' (611) and do 6d6 damage (half that if victim saves). 
Each finfer may fire once ?er day, if a bolt is not used one day it 
is HOT accumulated and usable the next. 
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ADVERTISKEllT& 

There are two types of ad in 

"The Beholder": full page and 

half page. Full page ads are 

£' and half page are £,. If 

you want an ad send Mike a 

cheque for the appropriate 

am1� together with the ad. 

The ad must be on A4 paper 

(on the bottom half if it is 

only a half page ad) and will 

be printed just as we rec��ve 

it. Please state which issue 

you would like your ad to 

appear in and also whether you 

want yolil' money baek if we can't 

fit it in and plan to put it 

into the next issue. 

COPYRIGHT 

"The Beholder" is Copyrighted 

by M . G. Stoner and G.R.J.Duke. 

COll'lRIBUTIOKS 

Send articles and new monsters/ 

magical items to Mike. If we 

print it/them you'll get one 

whole free issue! Please get 

stuff typed if at all possible. 

SlJBSC.IUPUOU 

If you want to subscribe to "The 

Beholder" send a cheque made out to 

M.G.Stoner for a multiple of 4op 

and that is bow many issues you will 

get. Don't forget to send your 

address and also please state 

which issue you would like to 

start your sub with. If you live 

outside the UK and want a sub send 

us 75p per issue, this will enable 

us to send airmail. NB:We can only 

accept Sterling. All subs should 

be got from Mike. 

IF YOU WANT TO SUPPORT US PLEASE GET 

A SUB. IF YOU no' you WILL BE CERTAIN 

OF GETTING ISSUES AND YOU WILL ALSO 

GET THEM BEFORE THEY ARE IN THE SHOPS. 

TRADE ENQUIRllS 

Either write to Mike or phone 

us. 

CONTACT 

If you want to get onto our 

contacts list send your name, 

address,telephone number and a 

list of games that you play to 

Mike. 

Available from Brian Dolton, Room 277, �avelock Hall, Castle Leazes, 

Newcastle upon Tyne NE2 4KY. Demonsblood (or DB) is an APA 'zine in 

the grand tradition of TC and A&E, it's litho printed, bas 32 pages 

and costs 4op plua poatage (?p,I expect). ("Can't be bad" ••• Mike). 
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