




Do JOU ever get bored with standard Gygax magic? Well whJ do�'t you try 
a new spell point magic ayatea? Thia iaaue The Beholder present• a 
new and completelJ readJ-to-wsei 

The tirat group ot magic users we will deal with is that made up ot 
clerics and druids. 

Clerics get their spells trom the goda, druid draw power troE the torce 
of nature. Unlike MUa they do not have to learn spells, rather tbeJ 
spend time pr&Jing and the gods will give them their spells. 

At the beginning ot an expedition clerics and druids do not have to 
choose which spells theJ will take. When theJ want a spell t:eJ must 
ask their god tor it and, depending on the wisdom ot the character and 
how long they pray tor, there is a chance that the god will grant that 
character that spell. There is, however, a limit on bow ma� spells a 
cleric/druid can carry around in bia head. Each spell is given a spell 
point value and this shows how hard it is to remeaber, and a cleric/druid 
111&1 never have aore spells in hia head than a certain limit. To find 
this limit JOU must determine the spell capacity of the cleric/druid. 
Thia ia done bJ dividing the cleric/druid'• wisdom bJ three and multiplJing 
by hia level, e.g. D'eoa ia a 4th level cleric with 15 wisdo�. His spell 
capacity is 15 divided bJ 3 {i.e. 5) multiplied bJ 4, which gives a 
total of 20. Thus D'eos can have upto 20 spell points of spells in his 
head. 

Pr&Jing tor a 

SPELL LEVEL 

1st 
2nd 
3rd 
l+th 
5th 
6th 
7th 

spell takes time, 

PRAil1'G TIME 
1 segment 
1 round 
I+ rounds 
? rounds 
1 turn 
1-t turns 
3 turns 

see table below. 

BOWS TIME 
1 segment 
5 segments 
2 rounds 
4 rounds 
8 rounds 
1 turn 
2 turns 

During the piraJing time the cleric/druid must be undisturbed. Movement, 
speech or being successfully hit by 4' opponent all ruin pr&Jer, and it 
must be restarted. 

When the cleric/druid has praJed for Jtle appropriate amount of time the 
DM rolls to see whether the spell desired is granted. The chance of it 
being granted is 8°" + the wisdom of the cleric/druid, e.g. D'eos with 
his 15 wisdom bas an 8o + 15 = 95% chance of having his prayers !or a 
new spell granted. 

I! a cleric/druid pr&JS !or the praJing time and the bonus time, 
e.g. praJs for 11 rounds tor a l+th level speli';°""the chance o! his being 
granted that spell rises by 5%. However, the chance of success can �ever 
exceed 99%. 
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Clerice/druide have to reach certain levels before they can use certain 
levels of apelle. Thia is ehown in the table below. 

CLERIC/DRUID18 LEVEL MAX SPELL LEVEL 

1at/1et 
}rd/2nd 
5th/3rd 
7th/6th 
9th/9th 

11th/11th 
16th/12th 

1st 
2nd 
}rd 
4th 
5th 
6th 
7th 

EX&11Pl•: Being a 4th level cleric D'eoa can uee upto 2nd level epelle. 
However if he were a druid he would be able to use upto 3rd level epelle. 

Until a cleric/druid reachee the level on the line with a spell level he 
cannot uee that spell level or higher. e.g. a cleric aust reach 7th level 
before he can use 4th level cleric apelle. 

When a cleric/druid ca•t• a •pell its spell point value is eubtracted 
from bis epell capacity. Thus if D'eos with his 20 spell capacity caet 
a spell with a spell point value of 6 he would have 14 spell capacity 
lett. 
A cleric/druid may t17 to pray for a epell when he knows that having it 
would exceed his spell capacity. The chance of success in these 
circumstances of the spell being granted is reduced by 1()% for each 
point that the cleric/druid's spell capacity would be exceed if he bad 
that spell. 
Example: D'eos baa a head full of spells, i.e. the total epell point 
value of all of the spells he has successfully prayed for is equal to 
bis spell capacity. However, he wants to t17 to get another epell 
which has a spell point value of 3. His chance of success is reduced 
by 3 times 10 • 30% because if he got the spell his spell capacity 
would have been exceeded by 3. 

A cleric � never go over hie epell capacity by •ore than his wisdom 
score. Thus D'eoa with 20 spell capacity and 15 wisdom may never have 
more than 20+15• 35 spell points value of spells in his head. 

At midnight &IQ' spells in a cleric/druid's head are lost and his full 
spell capacity is returned. 

Ranger• can uee druid spell.a. When they have attained suffic�ent level 
to permit this (i.e. 8th) they can cast spells as can druids. At 8th 
level they can use 1st level druid spells, at 12th level they can uee 
2nd and at 16th level they can use 3rd level druid spells. 
Rangers deteraine their spell capacity differently from druids. It is 
found by adding by how much the ranger's wisdom score exceeds 13 to by 
how much the ranger's level exceeds 8th. So a 10th level ranger with 
15 wisdom has a spell capacity of 4. Rangers may never exceed their 
spell capacity. 

--

Paladins can use clerical spells. When they have attained sufficient 
level to permit this (i.e. 9th) they can cast spells as can clerics. 
At 9th level they can Ulle 1st level c1erical spells, at 11th level 
2nd, at 13th level 3rd and at 15th level they can use 4th level clerical 
spells. 
Paladins deteraine their spell capacity differently from clerics. It is 
found by adding by how much the paladin's wisdom exceeds 10 to by how 
auch his level exceeds 9th. So a 14th level paladin with 16 wi•dom 
has a spell capacity of 11. Paladins may� exceed their spell 
capacity. 
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Nov ve COiie to MUe and Illueioniete (Ills). The7 ha.Ye a great choice of 
epelle which the1 have to learn rather than be giYen. 

At the start of an expedition MU/Ille don't chooee which epells thel 
will take. 

All MU/Ille haYe a spell capacit7. This is found by diYiding the MU/Ille 
Intelligence ecore b7 2 (round up) and multiplying by the MU/Ills level. 
Thue an MU with 15 INT and of 6th level hae 48 for hie spell capacity. 

At any time a MU/Ill ma1 caet a spell. He may only cast epells which he 
baa in his spell book (see page 10 of Pla7ers Handbook) and which he is 
high enough level to use. 

MU/Ill' S LEVEL MAX SPELL LEVEL 

1at/1et 
�rd/3rd 
5th/5th 
7th/8th 
9th/10th 

12th/12th 
14th/14th 
16th/ lCA 
18th/ lCA 

1st 
2nd 
3rd 
4th 
5th 
6th 
7th 
8th 
9th 

Note that there are no 
8th or 9th leYel Ill
-usionist epelle. 

Exaaple: A 10th level MU can cast upto 5th level spells. When he reaches 
12th leYel he •ill be able to caat 6th leyel spells. 

When a MU/Ill casts a spell its spell point value is subtracted from his 
spell capacit7 so if an MU with a spell capacity of 10 cast a spell with 
a spell point value of 4 he would have 6 spell capacit1 left. 

On caeting a spell there is a chance that the spell will fail. This is 
usually refered to as the "klutz" chance. The chance that a spell will 
fail when cast is 20- casting MU/Ill's intelligence score as a percentage. 
For exaaple an MU with 14 INT has a 20-14= 6% chance of failing. If a 
spell fails it has not worked and has been wasted, however the spell 
point value of that spell is still subtracted from the casting MU/Ill's 
epell capacit7. 

If a spell fails there is a 5% chance of a backfire. If a spell does 
backfire it means that the spell bas gone disasterously wrong. If an 
offenaive ape1l. e.g. magic missile, fireball, etc backfires the casting 
MU takes the damage from the spell. If a non-offensiYe spell backfires 
roll 1d4 and consult the table belov1 

ROLL ON 1 d4 EFFECT ON MU 

1 Loses one spell point permanently 
2 Knocked out for 1d6 turns 
3 Double backfired spell's spell point value lost from 

casting KU/Ill's spell capacity 
4 As 3 above but for "double" read triple 

An MU/Ill may cast spells even if to do so would reduce bis spell capacity 
below zero. For each point below zero that the KU/Ill's spell capacity 
would be at if the spell were cast the chance of a backfire increaaea by 
10% and the chance of the spell failing increases by 15%. 

MU/Ill6 may go as far "negative" as they want. Note that failure chance 
neYer exceeds 95% and backfire chance never exceeds 80%. 
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At midnight MU/Illa haTe their full spell capacity restored. 

Rangers u.y cast MU spells. From 9th level and up they can use 1st level 
and from 13th level up they can use 2nd lev•l MU spells. They cast spells 
just as do MUs but their spell capacity is determined differently. To 
find it add by how much the ranger's INT score exceeds 12 to by how much 
his level exceeds 9th. So a 13th lev•l ranger with 14INT would have a 
spell capacity of 6. Rangers may never exceed their spell capacity. 

!!!!D 
When calculating cleric/druid's spell capacities divide wisdom score by 
3 and round up before multiplying by leTel. 

Every time a cleric/druid exceeds his spell capacity there is a chance that 
he will aDnOY the gods. Each day the gods will examine all of their 
followers and if any of them have exceeded their spell capacity the god8 
will find by how llUCh and this is the percentage chance that they will 
excoamunicate that cleric/druid. Excommunication lasts for 1d4 months 
(game time) during which time spells cannot be cast, undead cannot be 
turned/dispelled, druids cannot ahapechange nor can they identify any 
plants/animals. If a cleric/druid has to be exco111111.nicated three times 
there is a 5°" chance that the gods will be so angered that they will 
destroj his soul (no chance of reasurection, even by a full wish). 
The fourth time a cleric/druid is excommunicated he is automatically 
destroyed by the gods. 

CLDIC SPELL �ABLES (NB:SPV.Spell point Talue) 

11!i ;i.ud li!!lll 2nd leTel SJi!ells �£� leT!l !29lls 

� m � m � m 
Bless 3 Augary 12 Ani-te Dead 20 
CollUDd 3 Chant 7 Cont light 10 
Create Water 2 Detect Chara 5 Create food/drink 8 
Cure Light Wounds 2 Find Traps 10 Cure blindness 15 
Detect Evil 1 Hold Person 14 Cure Disease 16 
Detect Magic 2 Know align 9 , Dispel magic 18 
Light 1 Resist Fire 6 Feign Death 10 
Prot from ETil 3 Silence 15'r 10 Glyph of Warding 14 
Purify food/drillk 2 Slow poison 7 Locate Object 14 
Remove Fear 1 Snake charm 6 Prayer 12 
Resist Cold 2 Speak/ animals 4 Remove Curse 18 
Sanctuary 3 Spiritual Hllr 4 Speak with dead 12 

4th leTel SJ.!!llS ��a ••··• 181l•• 6th le-vel sl?ells 

� !?! � m � m 
Cure seriou wounds 20 Atonement 22 Aerial serTant 42 
Detect Lt.• 18 co-une 30 Animate Object 34 Divination 24 Cure crit wounds 36 Blade barrier 36 
Exorcise 30 Dispel evil 40 Conjure Animals 28 
Lower Water 22 Flame strike 30 Find the path 22 
Neutralise goison 16 Insect Plague 28 Heal 4o 
Prot/Evil 1 'r 26 Plane shift 30 Part water 28 
Speak with plants 16 Quest 46 Speak I monsters 22 
Sticks to snakes 17 Raise Dead 50 Stone tell 30 
Tongues 12 TrJI• Seeing 26 Word of Recall 32 
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CI.DIC SPELLS � 
Z3il:I in1;i. ntUa 

Astral Spell 45 ' Control weather 40 , Earthquake 48 , Gate 44 ' 
Hol7(UDholy) word 45 ' Regenerate }4 , Reatoration 30 ' 
Symbol 44 , Wind Walk 38. 

1tt ;i,eye;i, tp1;i.;i.a 
� 
Animal friendship 
Detect magic 
Detect snarea/pits 
Entangle 
Faerie fire 
In•ia to animals 
Locate animalt 
Patt without trace 
Predict weather 
Purify water 
Shillelagh 
Speak with animals 

4th leYel tpella 

� 
Animal summon I 
Call woodland beings 
Control temp 101r 
Cure serioua wounds 
Ditpel magic 
Hallucinatory forest 
Hold plant 
Plant door 
Produce fire 
Prot I Lightning 
Repel insects 
�peak with plants 

NB: SPV = spell 
point value. 

1sj; is11;i. 1eellf 
� SPV 
Audible glamer 3 
Change Self 3 
Colour spray 3 
Dancing lights 1 
Darkness 2 
Detect Illusion 2 
Detect Invis 2 
Gaze reflection 1 
Hypnotism 3 
Light 1 
Phantasmal Force 6 
Wall of fog 4 

J>ll1Jil>IC SPELLS TABLE 

�Ali ;i.1u;i. !:2.tU! �rd le•el SEellt 

m: � m: � m: 
3 Barktkin 4 Call lightning 20 
1 Char• person 6 Cure diseaae 16 
1 Create water 3 Hold animal 15 
1 Cure L wounds 4 Neutralize poison 14 
1 Feign death 3 Plant growth 1 2 
2 Fire trap 6 Prot froa fire 8 
2 Heat 111tal 5 Pyrotechnic• 9 
1 Locate plaat 2 Snare 16 
1 Obscurement 4 Stone ahape 18 
1 Produce flame 3 Summon Insects 10 
1 Trip 3 Tree 8 
2 Warp wood 5 Water breathing 8 

'5th i1ui !Pell! 2lia ;i,e1el !l!el:!,s 

m: � m: � !!:.! 
24 Ani-1 growth 26 Animal aummon III 36 
22 Animal tummon II 30 Anti-animal shell 28 
14 Anti-pl.ant thell 23 Conjure fire elmntl 46 
20 Co11111une I nature 28 Cure crit wounds 38 
22 Control windt 24 Feeblemind 35 
26 Insect plague 28 Fire teed• 40 
18 Pate plant 20 Transport I plan ta 26 
16 Stickt to an.akes 18 Turn wood 23 
14 TraJusmute Rock/Mud 24 Wall of thorns 29 
14 Wall of Fir• 25 Weather Summoning 32 
16 
15 Zth in•! 1eeU1 

SPELL !!..!!! � SPV 

Animate rock 38 Creeping doom 44 
Chariot of Sustarre 40 Finger of death 40 
Confusion 34 Fire storm 46 
Conjure earth elmntl 52 Reincarnate 36 
Control weather 38 Transmute metal/wood 35 

ILL'IJSIOKIST SPELLS TABLE 

� 
2nd hnl !E! 

Blindness 10 
Blur 5 
Deafness 8 
Detect magic 3 
Fog c loud 5 
Hypnotic pattern 9 
Imp phant force 14 
Invisibility 10 
Magic mouth 3 
Mirror image 4 
Misdirection 4 
Ventriliquitm 2 

3rd le•el apella 
� 
Cont darkness 
Cont l.ight 
Dispel illusion 
Fear 
Hallucinatory terrain 
Illusionary script 
Invisibility 10' r 
Non- detection 
Paralyzation 
Rope trick 
Spectral forces 
Suggestion 

fil:! 
15 
12 
8 
20 
22 
12 
20 
14 
16 
9 
24 
20 
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ILLUSIONIST SPELI.S TAllLE � 
4th level sl!ells 2th level sl!ells 2�a ;i.eve;J. s12ells 

� ill � ill � !!:! 
Confusion 30 Chaos 40 Conjure animals 34 
Dispel exhaustion 26 Deai-shadow monsters 37 Demi-shadov,magic 38 
Emotion 25 Major creation 24 Mass suggestion 46 
lap Invisibility 22 Maze 22 Permanent illusion 38 
Massmorph 32 Projected i-ge 20 Programmed illusion 36 
Minor creation 15 Shadow door 18 Shades 39 
Ph8.lltasmal killer 36 Shadow magic 22 True sight 30 
Shadow monsters 33 Summon shadow 20 Veil 31+ 

Z�a ;i.evd 1;ee;i,;i.1 
� m � !?! � 
Alter reality 85 Pris-tic spray 74 Vision 58 
Astral spell. 52 Pris-tic wal.l 70 1st level MU spells • 

• Rather than a seperate point value use the ones given for the various MU 
spells taken added together and multiplied by two. 

IWJIC-USER SPELLS TABLE 

11� •1x1l 1�11i1 2nd level sl!•lla �rd level s2ells 

� !!:! � !?! � !!!:! 
U!ect nor-l fires 1 Audible glamer 8 Blink 10 
Burning hands 1 Cont light 6 Clairaudience 12 
Charm person 4 Darkness 15'r 10 Clairvoyance 14 
Comprehend languages 1 Detect evil 7 Dispel -gic 30 
Dancing lights 1 Detect invis 6 Explosive runes 24 
Detect magic 2 ESP 9 Feign death 14 
Enlarge 3 Fools gold 12 Firebal.l. 24 
Erase 1 Forget 9 Fla•• arrow 10 
Feather fall. 2 Invisibility 10 Fly 16 
Find familiar 5 Knock 5 Gust of wind 15 
Friends 4 Leo11UDd' s trap 6 Haste 16 
Hold portal. 2 Levitate 8 Hold person 18 
Identify 6 Locate object 6 Infravision 12 
Jump 2 Magic mouth 5 Invisibility 1o•r 24 
Light 1 Mirror i-ge 6 Leomund's tiny hut 10 
Magic missile 3 Pyrotechnics 8 Lightning bolt 24 
Mending 1 Ra7 of hf•ment 9 Mo ... ter auaaon I 18 
Message 1 Rope trick 7 Phantasmal. force 26 
Nystal'e magic aura 1 Scare 12 Prot/evil 10'r 20 
Protection from evil 3 Shatter 8 Prot/normal missiles 15 
Push 1 Stinking cloud 10 Slow 16 
Read magic 2 Strength 6 Suggestion 20 
Shield 3 Web 11 Tongues 10 
Shocking grasp 3 Wizard lock 8 Water breathing 10 
Sleep 4 
Spider Climb 1 
Tenser' s floating disk 1 
Unseen servant 3 NB: SPV spell point value 
Ventriliquism 1 
Write 2 
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4th level spells 

� 
Charm moneter 
Confusion 
Dig 
Dimension door 
Enchanted weapon 
Exteneion I 
Fear 
Fire char• 
Fire shield 
Fire trap 
Fuable 
Ballucnt17 Terrain 
Ice etorm 
Maeaaorplll 
Minor globe of inv 
Monster auamon II 
Plant growth 
Pol7aorph 11elf 
Pol;rmorph others 
Rar711 anmc enhancer 
Reaove curse 
Wall of fire 
Wall of ice 

MAGIC-USER SPELLS 'l'ilLE � 
5th level spells 
� 
Ai17 vater 
Ani-1 growth 
Ani-te dead 
Bigb711 Inter hand 
Cloudkill 
Conjure elmntl 
Cone of cold 
Contact I plane 
Distance distortion 
Extension II 
Feeblemind 
Hold monater 
Leoaund1a secret cheat 
�gic jar 
Monster 11uamon III 
M111 faithful hound 
Paa11vall 
Stone shape 
Telekeneaia 
Teleport 
Tranamute rock/mud 
Wall of force 
Wall of iron 

!!! 
24 
26 
25 
20 
35 
48 
40 
38 
30 
24 
30 
40 
26 
'' 
32 

6th level •pell11 

� 
Anti--gic shell 
B'a forceful hand 
Control weather 
Death spell 
Diaintegrate 
Enchant an item 
Exteneion III 
Ge-
Gl-11ee 
Globe of iDT 
Guards & wards 
In'Yill stalker 
Legend lore 
Lover v!ter 
Monater au- IV 
Move earth 
o•a freez llphere 
Part water 
Project image 
Reincarnate 
Repulllion 
Spiritwrack 
Stone to flesh 

Wizard e;re 

!f! 
34 
30 
20 
24 
28 
16 
24 
22 
22 
20 
16 
20 
28 
30 
24 
26 
25 
22 
24 
16 
28 
26 
26 
21 Wall of atone 

30 
26 
30 
28 
30 
30 
32 
32 
32 T111 tranaformation 

!?! 
70 
36 
40 
58 
58 
65 
38 
6o 
38 
62 
54 
46 
50 
40 
38 
44 
38 
40 
36 
44 
36 
50 
46 
35 

?th level •pell.a 

B's grasping band 
Cacodeaon 
Charm plants 
Delayed blast l"B 
D 111 In.at llUlllllODll 
Duo-dimension 
Limited wish 
Ma1111 invi11ibilit7 
Monater 11u1111on V 
M'a -ord 
Phase door 
Power vord, stun 
Reverse gravity 
Siaulacrua 
Statue 
Vanieh 

!f! 
44 
60 
52 
44 
38 
35 
90 
6o 
45 
36 
42 
48 
45 
54 
36 
48 

8th le'Yel spells 

Anti/aympatb;r 
B's clenched fist 
Clone 
Gl-steel 
Incendi&17 cloud 
Maes charm 
Maze 
Mind blank 
Monster auam VI 
01• irres dance 
Permanency 
Polymorph any objt 
Power word, blind 
S'11 spell immunit7 
Symbol 
Trap the soul 

A few clarifications and additions: 

m 
48 
54 
58 
45 
50 
6o 
54 
58 
62 
54 
8o 
58 
6o 
63 
64 
76 

9th level spells 

� 
Astral spell 
B's crushing hand 
Gate 
Imprisonment 
Meteor svara 
Monster summ VII 
Power word, kill 
Prismatic sphere 
Shape change 
'l'emporal Stasis 
Time atop 
Wish 

!f! 
50 
68 
64 
70 
Bo 
80 
75 
75 
70 
60 
68 
150 

1) A cleric/druid's chance of having hie pra7era granted.!!.!.!!!: goes below 2% 
unless he has been excommunicated in which caae the chance is alwa;rs zero. 
2) If a cleric/druid pra;r11 for a spell and is refused one half (round up) of 
that 11pellle SPV is subtracted from the caater's spell capacit;r. 
3) Once a spell has been successfully prayed for it -y not be "unprayed for" 
to increase spell capacity again. 
4) A cleric/druid ma7 pray for spells and get them automatically BEFORE a game. 
However, these spells may NOT ha'Ye a total SPV which exceeds the spell capacity 
of the cleric/druid. Usually a cleric/druid will leave some of his spell 
capacity empty so that he can choose his spells as situationa come up. 
5) If a spell is prayed for and refused it -7 not be prayed for again that da7 ·  

I f  you have any questions about this -gic system send them, and an SSAE, t o  Mike. 
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MONSTER SUMMONING 

Frequency : Very Rare 
No Appearing : 1 
Armour Class : 4/-3 
Movement : 9" /16" 
Hit Dice:4d8 
� in lair : o%  
Treasure Type : None 
No of Attacks : 0/2 
Damage/Attack : 1 d6 
Special Attack : Suggest 
Special De fenses : Polymorph 
Magic Resistanc e :  3o% 
Intelligenc e : Bigh 
Alignment : C/E 
Size:S/L 
Psionic Ability : None 

Summoned by Huv Williams 

The Kelpie is a small, extremely evil vater 
spirit. In its natural form it looks like a 
nixie but at will it can polymorph itself into 
a horse and in this form it uses the figures 
after the / i.e . it will have an AC of -3, etc. 

Kelpies live in or near fresh water and can 
svim vell (move 9" in water). They can also 
float in air but this is slow ( only 3"/turn) .  
Note that when in horse form a Kelpie cannot 
svim or float. 

When in natural form a Kelpie can suggest 
as the 3rd level MU spell. It does this at 
5th level ability. A Kelpie may suggest three 
times a day and may only attempt a suggestion 
against each person onc e ,  further atteapts fail 
automatically. 

••&• Summoned by Mike 

Frequency : Rare 
No Appearing : 2-40 
Armour C lass : 3  
Movement: 9" 
Hit Dice : 2d8 
% in lair: 05% 
Treasure Type : S , X  
No of Attacks : 1 
Damage/Attack : 1d4 
Special Attack : "Grab" 
Special De fenses : None 
Magic Resistance :Standard 
Intelligenc e :  Semi
Alignment : L/E 
Size :S 
Psionic Ability: None 

Belz (singular and plural) are skeletal 
disembodied hands. They can flo•t in air and 
are highly dextrous , thus their high AC . 
They attack with a small , well-aimed punch 
for 1d4 damage. 

Helz are undead and can be turned as 
zombies , also , like other undead , they cannot 
be ESPed, slept, etc. 

On encountering a party Belz may try to 
grab some of their equipment. They will try 
to snatch avay swords , vands, staves , etc. 
�o determine whether the snatch is suc c essful 
roll 1 d2 0  and if the result is above the 
STR of the person holding the item it has 
been snatched. The Helz can then use the item 
against the party or carry it avay. Note that 
if a Helz grabs a sword that is not of the LE 

alignment the svord will attack it. Each Belz may attempt a snatch e very 
melee round. Note the problems players vill face vhen they meet some Helz, 
because if a Belz is trying to grab your sword you wont be able to attack 
with it in that melee round. Large groups of Belz can be deadly , use them 
sparingly. 
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Frequency: Very rare 
No Appearing: 1-4 
Armour Claes: 0 
MoTement: 1811 
Hit Dice: 5d8+5 
% in lair: 10% 
Treasure type: None 
No of Attacks: 1 
Damage/Attack: 3d6 
Special Attack: None 
Special Defensee: None 
Magic Reeistance:S�andard 
Intelligence: Low 
Alignment: LG or LE 
Size: L (121 tall) 
Psionic Ability: None 

Frequency: Very Rare 
No Appearing: 1-4 
Armour Class: 4 
Movement: see text 
Hit Dice: 4d8+4 
% in lair: 15% 
Treasure Type: None 
No of Attacks: 2 
Damage/Attack: 1d6/1d8 
Special Attack: None 
Special Defenses:"Leap" 
Magic Resistance:Standard 
Intelligence: Low 
Alignment: LG or LE 
Size: L (101 tall) 
Psionic Ability: None 

Summoned by Mike 

One for chess fans. The Rook is a minature 
castle tower, roughly 12' high and with a 5' 
diameter, which moves about on four small wheels. 
It isn't strictly a life-form and can be created 
for 20,000gp by a 15th level or high KU. 

Rooks have little self volition and act as 
told by their creater. They come in two sorts: 
black (LE) and white (LG) and, although an MU 
of the Neutral alignment can create one, they 
will always act in one of these two ways. 

Rooks attack by charging at someone and either 
knocking them aside or running them over. This 
means that a Rook doesn't have to penetrate 
armour to do damage and scores a "hit",and thus 
does damage,if it rolls enough to bit AC10 (plus 
any DEX bonuses). 

Summoned by Mike 

Another one for cbees fans. The Knight is a 
scaled up version of the chess piece. As with 
the Rook the Knight is created:by a 14th leTel 
or higher MU for 16,000gp. Knights come in 
black (LE) ··and white (LG) and usually act under 
orders of their creator, although they do have 
a reasonable amount of intelligence. 

In combat a Knight will attack twiee each 
melee round, the horse will bite for 1d6 and 
the ri•er will attack with his sword for 1d8. 
Note that the rider cannot be dismounted as be 
and the horse are fixed together. 

Normally a Knight will ride around at 12" a 
turn, although speeds of 2411/turn can be reached 
for one turn per hour. However, the Knight can 
also "leap". The leap is used to get out of 
or into combat. When the Knight gets within 

25' of an opponent it will leap right up infront of him, getting suprise 
on a 1-5 on 1d6 and giving the Knight automatic first attack. If a Knight 
wants to get out of combat it may, instead of attacking, leap upto 30'. 
This will usually get it out of melee and enable it to gallop away. 
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••&lrllf/I Summoned by John Stoner 

Frequency: Rare 
No Appearing:1-4 
Armour Class : 6 
Movement: 9" 
Hit Dice: 4d8+4 
% in lair: 15% 
�reasure Type: B 
No of Attacks: 1 
Damage/Attack: 2d6 
Special Attacks :"Disease" 
Special Defenses: None 
Hagie Resistance:Standard 
Intelligence: Low 
Alignment: Neutral 
Size: M 
Psionic Ability: None 

The �elfic is a giant spider-like creature 
with ten legs and a pair of large, crushing 
mandibles. If it scores a hit damage is rolled 
as normal but from then on damage on that person 
is automatic and is not rolled, rather it is 
taken to be the initial damage caused plus 2 
points for each melee round that .the victim 
has been in the mandibles. This is to create 
the effect of the mandibles slowly crushing a 
victim. 

As if the damage caused by the mandibles 
were not enough they also cause a disease on 
anyone who they touch. This disease is 
haemophilia and can only be cured by a Cure 
Disease (or wish of course), otherwise the 
victim becomes a haemophiliac. There is a 
save against this disease which is the sa•e 

as a save vs breathe weapon with a +2 on the roll. If someone becomes a 
haemophiliac they will be unable to stop bleeding whenever they are merely 
cut (or worse). In game terms this means that if hit by a sharp object 
(sword, claw, fang, etc) a character will die within 1 day from blood loss 
unless all damage inflicted by sharp objects is cured before then by Cure 
spells. If a haemophiliac is hit by a blunt object it will cause severe 
internal bleeding and unless cure spells totalling triple the ammount of 
damage inflicted by blunt objects are applied within 3 hours tb.e·.player will 
die. 

Frequency: Rare 
No Appearing: 1-4 
Armour Class: 5 
Movement: 12"/ 18" 
Hit Dice: 6 
% in lair : 30% 
Treasure Type: D 
No of Attacks: 2 
Damage/Attack:1d4/2d4 
Special Attac�tPei•oa aad 

Spell use. 
Special Defenses:"Hide" 
Hagie Resistance:Standard 
Intelligence: High 
Alignment: Re�tral (Evil) 
Size: M (8• long) 

Summoned by Hike 

The Yeti Naga is a relative of the other 
nagas, but likes cold climates and snow. Its 
colouring is a pure white which makes it 70% 
undetectable against a snowy background. 

Attack is by a bite for 1d4 (+ poison) and 
by constriction for 2d4. Once a character is 
"hit" by the constriction he takes damage 
automatically each following melee round until 
either he or the yeti naga is dead. 

Like other nagas these have limited spell 
use. Yett nagas are able to use spells as if 
they were 4th level MUs, but they cannot use 
fire/fire related spells e.g. burning hands 
(a naga hasn't got hands anyways). 10% of 
Yeti nagas can use an Ice Storm spells once a 
day as if they were 10th level MUs. 

Psionic Ability: None 

near-frozen water, at 

Yeti nagas are unaffected by cold of BAY 
kind (including magical) and can swim, even in 

18"/turn. 
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Summoned by Mike 

Frequency: Uncommon 
No Appearing: 1 -8 
Armour Claes: 5 
Movement: 1 8" + special 
Hit Dice: 3d8+1 

This nasty creature is a relative of the 
normal swordfish, but it lives in air rather 
than water. In fact it can float about and 
"swim" through the atmosphere. 

% in lair: 07& 
Treaeure Type: None 
No of Attacks: 1 
Damage/Attack: 1 d 1 0  
Special Attack:"Charge" 
Special Defenses: None 
Magic Reaista.nce:Standard 
Intelligence: Animal 
AligDJDent: Neutral 

When a Swordfish spots an eatable object 
(including dungeoneers) it will charge at it 
at the speed of 4811/turn. When it reaches the 
object it will try to skewer it. To show this 
roll for a hit and, if one is achieved, the 
victim of the attack is dead. (Nasty, eh?). 

Size: K (61 long) 
eeionic Ability: None 

In close combat a Swordfish will swing its 
razor-sharp "sword" which 4oee 1d10 damage if 
it hits. However this "sword" is not very 
strong and each time it hits AC3 (or better) 
there is a 15% chance of it breaking. If this 
happens the Swordfish is weaponless and will 
probably swim away. 

SEE W'�AT I PrC.1<Eo uP FICKLEMOUSE LcAVIN� 13A PA8ASl<OR NAl'1A -<;NOM£1 

Many D&Ders use Don Turnbull's excellent MonsterMark 
them, are the (approximate) HonsterMarks ·.for all of the 
appeared in "Monster Summoning" so far in The Beholder. 

Crois: 0.7 Catila: 12.4 (M=1iA) 
Pigwidgeon: 1 .8 Albatross: NA 
Gop: NA V-pire Bat: 1 3  (M=2iA) 
Snarmer: 42 (M=2A) Ohm: 100 
Deep: 1 5  (H=1iA) Juvah: 1 35 (M=1iA) 
Dala: 0.8 S11&pdragon: 24 to 2 1 78 (1) 
Mal.nutrite: 0.7 (M=2A) Mofe: Human:10 , Dog:7 

system so here, for 
creatures that have 

ltelpie: 45 
Belz: 9 (M•1iA) 
Helfic: 96.2 (M=2iA) 
Yeti Naga: 173.6 (Hs3A) 
Rook: 545.4 
Knight: 88 (H=1fA) 
Swordfish: 30.3 (M=1iA) 

Incidentally, talking of MonsterMark, do you realise the trouble that AD8cD 
(Advanced Dungeons and Dragons) is going to calUle? Not only are there now 
many new-1Donsters that need "marking" but many of the old ones have been 
changed, making their monstermarks wrong! Aleo the Ref's guide uses a new 

�et of attacking tables and, if you use them, monstermark will be even more 
inaccuratel If Ian Livingstone and the lads at GW are listening: Why not 
give Don Turnbull a few pages of a White Dwarf to fill with AD&D monstermarks? 
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Time for another flick through the pages of the �cenario file: 

THE VILLA O:? MENOPOLI S 
-+-+-+-+-+-+-+-+-+-+-+-+-+-+-

Firstly, this is not a competition dungeon but, by popular re
quest, a �ini-scenario for low level characters. This scenario then 
is an opportunity for setting new characters on their feet and is 
ideal for beGinners to the game,but emphasis must be put on the 
necessity of having a fairly experienced G/ll to preside over the 
game. AB this scenario �nvolves (or rather should involve) little 
violence, the characters have a larger than standard chance of sur
vival, whilst there is enough experience available to help them to
ward a less vulnerable level of experience. 

Regardless of the apparent tameness of this scenario, it is 
suggested that the party consists of approximately the following 
representation of levels: 

2 1st. level, 2 2nd. level and 2 3rd. level characters of aver
age to above-average standard. 

Now on to the interesting bit. 

AN HISTORY OF THE VILLA OF llKNOPOLIS 

The Villa of Menopolis is shrouded in legend. It is situated 
on a 5 mile detour off a busy trade route between two towns, Alpha 
and Beta (for easy installment into your own ca�?aign). The detour 
runs t:1rough outlawed forests and the only visitors are regulars. 

Legend has it that the keepers of the Villa live in symbiosis 
with the mythical race of Gremlodwarves. Little is known of the 
Gremlodwarves save their appearance; 4' tall with long green hair 
and beards, they are to be seen on moonlit nights going about their 
secret !!lissions. 

You, the party, are hired for the rout of the Gremlodwarves; 
you are essentially mercenaries. You must destroy the heirarchy of 
the Villa of Uenopolis from serf to lord. Your benefactor is nam
ed Socrates (3ock-ra-tease) and his story is as follows. 

"Three years a�o, I and my brother Procrates were staying at 
the Villa of Uenopolis. It came about that it was the night of full 
moon and fearing the legend of the Gremlodwarves, we vowed that 
night to stay awake and diligent. Having passed the first hour of 
my watch without occurence, a sudden weariness overcame me. I aw
oke at midnight to find my legs bound and my feet were numb from 
lack of blood. My cries of anguish were muffled by a tight gag as 
I watched my brother being dragt;ed from the room by dwarf-like, 
green-haired beings. Having freed myself I searched for the rest 
of the night for any traces of my brother but found none. The land
lord was incredulous of my story the next morning and since that 
night I have never seen my hrother again. Yet there is the possib
ility that he still lives. I want you to try and find him, and to 
irradicate the Gremlodwarves and all connected i�i th them. I can 
,:;i ve you only this lead; speak with Red-Eyes paramour." 

This history should be read to the players, Socrates sponsors 
them with 50gp each and promises a further 350e;p each if they succ
eed in finding his brother. Experience can be given for this gold 
at the option of the G/11. Experience should also be given for fol
lowine and solving each rumour. Suggested amounts are given later. 
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0CCUPA:.;T3 O? T'.-E VILLA OE' lJ:SNO?OLI3 

The Residents 

Conferior, Landlord, 4th. level Illusionist, 16HT!:, Chaotic }·::Jod 
S 09, I 17,  W 12, C 15, D 17, Ch 12 

Only 5 '7" tall, Conferior is dominated by his powerful 71ife and 
influenced daughter. He wears a passive light blue cloak a�d his 
urofession is not easily detectable. At the age of 55, he is slow 
and has a bad memory. Generally kindly, he is inclined to�ards in
sulting the guests on the rare occasion. !ie eats silently at the 
hP,ad of the table at mealtimes and exnects all guests to be uresent 
at the :neal. :.;eals are served at 08.00, 12.30 and 19.30. He also 
expects guest8 to be in their rooms by 22. 30 anrl makes a nightl.v 
tour of inspection. There has recently been mounting tension be
tween him and his wife in the last week and there is a 5% cha.11ce "Jer 
hour of him attempting to murder her. Resides in rooms H, I and J. 

�onferior knows the following spells; Change 3elf, Hypnotism, 
Wall of Fog, Invisibility, Mirror IQe;e. He carries a dagger. 

Lobelia, LRndlady, 3rd. level ?ighter, 15dTK, Jhaotic �eutral 
S 17, I 1 7 ,  W 10, C 1 0 ,  D 11, Ch 08 

61 tall and muscular, an overbearing character. She wears a 
black leather jacket which hides her suit of chainmail. She auuears 
ill-bred a.'ld is coarse-spoken in public but is intelligent and cun
ning. She is an agent of the Gremlodwarves and there is a trapdoor 
to their subterranean lair beneath her bed in roo!"l K. 3he casually 
refers to her husband as "a regular disaster area" a11d "an irrep
arable mistake·•. 3he always carries a great two-handed sword. 

Lobelia does very little Tiork and often vanishes into her bed
rooo for hours at a time (during which she visits the Gremlodwarves). 
At these tines she locks both doors to the room. Lobelia, in effect, 
spies for the Gremlodwarves. She resides in rooms I, J and K. 

Raoonda, Barmaid & Cook, 1st. level Thief, 4HTK, Chaotic Neut. 
S 10, I 16, W 10 , C 1 0 ,  D 17, Ch 16 

A charisoatic 20 year old. She is revolutionary and bears no 
respect for either of her parents. She has taken a fancy to the 
handsome blacksmith. She wears leather armour beneath her frock and 
carries a dagger, hidden beneath her wide ,';irdle. She knows nothing 
of the Gremlodwarves but will say what she does know for a small fee. 
She will in fact do virtually anything for money and may attempt to 
steal from or overcharge the guests. She sleeps in room L. 

Stubbs, Butler, 1st. level Cleric, 5HTK, Lawful Good 
3 10, I 12, W 15, C 10, D 12, Ch 10 

A good, friendly man, dressed in black and white butlers' uni
form. He fancies Ramonda and is often with her in the kithen. At 
other ti�es he sits in the reception hall s. He receives all the 
guests and makes sure that everyone is entered in the visitors' book. 
He has du?licate keys to all those used in the inner Villa (not those 
used in the courtyard area). He is unarmed. He recently swallov;ed 
the Landlady's private locket, unbeknown to everyone bar Ra.monja. 
:;e is resident in room W. Knoc;s Sanctuary, Command and ::ure Lt. Wds. 

Armstrong, Blacksmith, 3rd. level Fighter, 20HTK, Chaotic �ood 
S 17, I 09, W 09, C 16, D 13, Ch 15 

A sturdy, rather slow-minded but handsome man, to be seen �·:i th 
Ramonda at dawn and dusk. He has sparkling red eyes. He alv1ays 
carries his hammer with which he can effectively defend himself. He 

wears leather working clothes, and is usually working in his forge, 

room c. �e is totally ignorant of the Gremlodwarves. 
(1 7) 



Dwarvil "Loppy", Groom, Oth. level Peasant, lnTh, 3tubborn 
A very dim-witted boy, stunted and I"lissint; ii is right ear. He 

�aintains that he lost it when �c fell into the fire as a baby. 
- He is slave to the Gremlodwarves and guards the entrance to their 

vital Life-Bean patch. He cleans out the stables and y�rd in the 
morning and grooms the horses at dusl{. 3etween these times he dis
ap:;>ears into �lis cotta;:;e. ha"bi tuates room.� E a!1J F. 

Lambert, 2nd. level Assassin, 8HTK, Neutral Evil 
S 13, I 14, � 11, C 09, D 16, Gh 17 

'.'.'his nasty character hides his true nature behind the guise of 
a Paladin. He talks volubly of all the 5ood deeds that he has done. 
Beneath his white robes he wears studded leather armour and he car
ries a black shield with a white cross. He is armed with a long
sword and a hidden poisoned dagger. He kills for material gain "but 
always waits t:'..11 the victim is alone. Booked in room j. �las 30gp. 

Ea�red, 2nd. level ?ighter :1f, 12HTK, Chaotic Good 
S 14, I 12, W 11, C 09, D 12, Ch 14 

This bright young E:lf is on the road with Posthumus the M/U. 
:le wears a bright red cloak and carries with hi;n a long-sword and 
a +l longbow. He is booJ(ed in room e. Has 205p. 

Posthumus, 2nd. level Magic User, 6HTK, Chaotic Good 
3 11, I 16, W 12, C 10, D 08, Ch 13 

!.:ore serious than his friend, :Sacred. P.e 17ears a dar;< blue 
gol'in a.�d a pointed black hat. Of medium build, he stands 6' tall. 
iie knows the following spells; Sleep and �educe (reversed Enlarge). 
(His name is pronounced Poss-thew-mous). He is boo:<ed in room d. 

Sacra-Blur, 2nd. level Paladin, 15HTK, Lawful Good 
S 14, I 10, W 14, C 15, D 10, Ch 18 

'rhis reli·�ious devotee is on the road spreading the 
truth to the world. He does not drink and has only 5.gp. 
a r1hi te robe a.�d has a ring on his finger with an e'.':lpty 

gospel of 
:re '!'rears 

socket. � N. 

Titus, Jeweller, 0th, level citizen, lHTK, Shrewd 
A shrewd, old man. He is guarded by 4 Fi5hters, each having 

17 strength . The fie;hters are Lawful Neutral. They are armed with 
long-swords. The jeweller carries all of his riches in a little 
black box which he locks in his room in the dayti�e gurded by two of 
t�e Fighters. The Fighters are 2nd. level, 13HTK. �he box contains 
2 e;;iera.lds -.·,·orth 150gp. and lOOep, a pearl bracelet \7orth 75gp. and 
a.� ivory necklace worth 5 5gp. The jeweller sleeps in room a, the 
�Jards keep watch in shifts in room b. 

Lady Felicity, 0th. level dame, lHTK, Trivial 
A statelyold lady. 3he �al�s with the aid of a stick and is 

hel :icd c-.round by her 3 manservants; 5!-!'l'K each, da5ger each, leather 
ar:iour. 3he wears a ruby wristlet worth 300sP· and white lace .:;lo
ves. 3he resides in room k, her serva.�ts in room m. 

Os'llodious, Silk �lerchant, 1st. level Monk, 3HTK, Lawful J.ieutral 
S 16, I 12, � 17, C 14, D 15, Ch 09 

..\. worldly man who spent a r::onth in the 3a.st tro:inin5 in the "lar
tial arts. He wears a bro�m robe and carries no r-eapon. He has a 
bag containing 150gp. worth of black silk, and a �urse containing 

35.sp. �e talces any room that is free when he arrives. 
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There is one other charac t e r ,  n e i ther res i dent in the Vi lla nor a 
guest ;  

�s hcro fc , Gatekeeoe r ,  5 th .  level ?i �hter Centau r ,  33HTK , N . G .  
S 1 5 ,  i 15, W 16, C 15 , fi 1 0 ,  C h  10 

A wi s e  and eld e rly b e ing, s t i ll �i t to ...,i e l d his +2 long- swo rd .  
He l i ves in i i s  one- roo�ed cottage by the gate and cooks for h i ms el f .  
H i s  l i fe s avings o f  4 5 5 gp .  are und e r  the b ed . '-:e opens the gates 
each .11o rn i ng at 06. 30 and closes the::i a5ain at 20. 30.  He wears '!!ai l .  

THE ROOM3 OF THE VILLA 

Cou r tyard and Ground Floor 

A: Toi let , 10 ' xl0 ' bu i l d ing above fast-flowing river.  Slcyli ght . 

B :  To i lets . 20 ' xl0 ' and lO ' xlO ' ext ent i ons above fas t - floY1ing 
river . Uo windows , Grilled skyl i ght . 30--· .: .- '; ." -· <. -:C .,,: - ·::i r washing. 

C: The 3lacksmi th ' s  fo rge . 2 0 ' x20 ' room open on N s i d e . Large 
fire and bellows in 3outh-le s t  corner .  Anvil in centre of roo m .  
Tools an d  horsesho es huna up on 3ou th wal l . 

D: The Blacksmi th ' s  sleeping, eati ng and l i ving quart ers . 50 ' 
x20 ' . Window.s look N orth and Bast . Bed affains t the North ...,al l .  
T abl e 10 ' x4 '  runs along the centre o f  t h e  room . Cupboard with food 
on South wall b ehind whi ch i s  al0-0ve containi ng 50gp . Open fi re 
in 3ou t h  3ast co rner . 

E: Li fe-3ean drying room . 20 ' x20 ' .  :'he room is very warm , hea
ted by red hot s t ones unde r  the heavy flaGs tones of the floor.  Two 
whi te marble s l abs in the centre of t he room are strewn wi th drying 
L i fe-Bean s . A Gremlodwarf s tands ei ther side of the no rthern door. 
They are 6 and 7HTK . Vents in the cei l ing allow t he ,-_·arm , damp air 
to escape . The Horthern door i s  locked , the groo !ll having the app
ropriate key. Iro windows . 

F: T h e  ·}room ' s  l i ving quarters . 20 ' xl0 ' . A b ed agains t  the 
North wal l .  Grooming brushes hang on the Eas t wall .  Dwarvil eats 
with the Blacksmi th. Shu t tered window in North wall . 

G :  Fi ve stables . 15 ' xl0 ' each. The most Southerly contains 
pi l es of h ay and straw. The other four each contain well-groomed 
and wel l - f e d  horses . The door i s  split into lower and upper halves .  

H :  Conferi or ' s bedroom . 30 ' xl2 . 5 ' .  A pat terned carpet on the 
floo r . Lar�e window looidng '\iest .  Four-poster bed in South-\'fes t  
corner . Loose flags tone under c arpet in N o rth-'ifes t  c o rn e r  covers 
black bag c ontaining 75gp .  and po ti on of Polymo rph ( Self ) , A Mag
i c  !.louth is placed on the fl ags tone to s cream "Thi e f ,  Thief" i f  
anyone o t :1er than the I llus ion i s t  touches i t . 

I :  Living room . 30 ' xl7 . 5 ' .  The flo o r  i s o f  po li s hed woo d .  
7here are :our arm chairs and a card tab l e .  ",Vindows in the :Sas t and 
South wall s , The bal cony to the East is co vered w i t h  a 3 '  rai l i n g. 

J :  3i t t ing room . ?5 ' x20 ' .  �i ndows to Bast and Wes t ,  O p en 
fire on No :::-th wal l . Two elegant armchairs and. a setee on the whi te 
rug carpet . 

( 1 9) 



K :  �obelia ' s  bedroom. 25 ' x20 ' . �in � o� ,  normally shu t t e red , 
to west . Deep blood-red car?et on floor. ?our-po s t e r  b ed in the 
North-�'/es t corner covers a trapdoor to room z below. A lar�e knob 
on the brass bed-head unscrews to reveal a bon e case which contains 
5 10.gp. A on e-way mi rror allows s ec ret observation of room L .  

L :  Rc:".londa' s room. 2 5  ' x20 ' . Windows t o  :Sast and i'/est ;-;i thint
erior curtains . A four-poster bed in the North-\'les t  corne r .  An 
inset mi rro r in the South wal l .  The floor has a deep,  blue car, e t .  
Rwnonda h a s  hidden 350gp. outs i d e ,  b ehin� a l o o s e  bri ck beneath the 
Western window. 

M, N, 0 :  Standard guests ' rooms . Pol i :J hed wooden floo rs . :::ur
tained windo\7s to the East .  3i'llple '!:Jeds a,-;ainst ; ;orthern �:alls . 
Bach room has a dresser against the South wal l ,  on whi c h  is a large 
bor.l of r.ater. Each room is 20' x20 ' . 

P :  
doors . 

Servants ' room. 30 ' xl0 ' . A red caroet runs between the two 
There are two bunks agains t the Eastern wall o f  the room. 

Q: Superior grade b edroom . 40 ' xl0 ' . Tr.o curtained windows to 
the Eas t .  ::arp etted floor .  Four-poster bed in r·: o !"th o f  room. 
Dres ser and sideboard against Bast wal l .  

R: Si t t ing room and bar. 30 ' x20 ' . Five ci rcular tables are 
s cat tered around the room , each wi th 4 chai rs . Ra�onda serves at 
the bar from 19 . 00 to 22 . 00 each evening. Beer = 5 cp ,  wine = lsp , 
rum = 2sp,  brandy = 4sp . Gambling is permitted. 

S :  The recept ion hall . 50 ' diameter. The floor i s  tiled with 
black and whi te marble.  The Butler s i ts behind the desk to the 
:·:orth taking money and entering names in the vis i tors ' book . �lame , 
room letter and floor are entered. The following rooms are avail
when the party arrives ; 

Rooms ic & o ,  15sp . each per night . Ground flo o r .  
Rooms P & Q ,  2 . 5 gp .  f o r  t h e  two per nigh t .  Ground floor. 
Rooms c,  h & i,  lgp .  each per nigh t .  First floo r .  
Charges mus t  be paid before t h e  k eys are handed over . :Sach roo!'I 

has a depo s i t  of thri c e  i ts nightly charge . 

T :  The cloister area. Approx.  80' x50 ' . T he ins i d e  edge o f  the 
peripheral cobbled path is lined by a 3 '  s t one wall 'l':i th d e l i cately 
carved p i llars at 5 '  intervals . The pillars suppo rt a slate-tiled 
roofine over the path . Surrounded by the pillars is a well kel)t 
garden in the c entre of which i s  a circular pool. The wat ers o f  the 
oool are 2 '  deep and l i l i e s  grow on the surfac e .  I n  the centre o f  
the pool i s  the statue o f  a Satyr s e t  o n  a s quare pedestal . 

U :  The k i t chen . 20' x20 ' . There is a large :ire in the North
East corner. Cupboards o f  food s tand against the West wal l ,  l)Ots 
and cooking utensils hang on the East 1-:all a.."ld there i s  a t ab l e  in 
the centre o f  the roo m .  

V :  The dining hal l .  70' ;.;:30 ' . A great table 40 ' x6 '  ru!!s alon€ 
the l ength of the room. �upboards o f  cutlery and crockery line the 
Northern wall and a hunting tapestry hangs on the 3outh wall . 7he 
roo!!I is lit by windo1Ts i n  the !:!a.st vral l ,  and at nigh t  by a i.:;reat 
candleabra above the table . 
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W :  '.'.' he Jutl e r '  s roo11 . 3·J ' x20 ' . ·� :1e ::'loor is o f  -:.o i si1ed '.'!OC.. d 
a."ld a s impl e iied s tands in the South-East corner. There fs a ward
robe and d resser against the South wall. The 1;ardrobe has a fal s e  
botto� i n  whi c h  are hi dden 30pp and a ring worth 50gp . 

X: Sub-superi or guest ' s  roo� . 30 ' x20 ' .  
aside fo r his friend Osmodious the merchan t .  
to t h e  Butler ' s  room . 

Conferior has s e t  i t  
I t  i s  exactly s imilar 

Y :  Not essent ially a room , this is the ,:;rowin:::; l)atch of the Life
Beans . These beans are grown on straggling plants and are the e s 
sence o f  t h e  Gremlodwarves existence . The nla."lts nroduce fru i t  all 
the year round and daily pi ckings are necess ary for the survival 
of the Gremlodwarves . Des t ru c t ion of the crop �ill cause the ex
termination of the community within a day. T herefore you , the G/11 
mus t  never hint at thi s .  A trandoor in the North-East corner of the 
p lo t  i s  marked by four pos t s .  The door leads down to a passageway 
below ( r ) .  7he p l o t  is surrounded by old . dens e ,  virtually inpen-
i trable woodland . Anyone entering will d i e  within a �inute du e to 
the presence of vas t quant i t i es of blood-sucking l eeches . 

Z: T he gate-cottage . 20 ' x20 ' . 'ciindows to North only. The s in
gle room is fill ed by a bed against the West wal l ,  a fire and rows 
a.f cooking. utens ils on the South wall , and a tahi.e and chairs by 
the East wal l .  For further tn:ro. _ sea "Oc:c. o f the Villa, Ashcro ft " .  

First Floo r  

a an d  b :  Sup erior guest rooms . �ach 30 ' x20 ' . a has deep , whi t e ,  
fur carpet with a luxurious four-pos ter bed against t h e  North wall 
and a dress er and s i d eboard facing i t .  Windows wi th heavy velvet 
curtains look East and Wes t .  b has a finely woven carpet and i s  
in all respects s im i l ar to a bar the presence o f  two bunks inst ead 
of a four-poster. 

c :  Sub-superior guest ' s  ro om. 30 ' x20 ' . Similar to W but with 
window to West . 

d and e :  standard guests ' rooms ; 2 0 ' x20 ' eac h .  Similar t o  
rooms M ,  N , . and O b u t  wi th windows .. to Wes t .  

f a  Common hal l .  50 ' diameter. Windows to Sout h  and North-Wes t .  
Polished wooden floor with several chairs s cattered around . 

g: Study . 20 ' x20 ' .  Window to Eas t .  Desk wi th wri t i ng mat er
i als . Thi s i s  where Conferior is often found during the day. 

h, i ,  j :  Sub-superior guests ' rooms . 30 ' x20 ' eac h .  Bxactly 
similar to room W. 

k, m :  Superior JU e s t • s  room. Ap,rox .  30 ' x20 ' each. k i s  a 
luxurious room wi th a deep , whi t e ,  fur carp e t , a four-'.)o 8 t P.r bed 
against the IIortil wal l , and r.indows facing South and 3as t .  T here 
is a dresser and a s i deboard against the �est wall . m has a pol
ished wooden floo r wi t h  two bunks to the North o f  the room, a set 
of !our armchairs to the Sout h  and windows facing South and West . 
This is r-here Lady Fel i c i ty will see her gu e s t s .  
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subterranean Realm of the Gremlodwarves 

First the vital 
A. C . 7 
H . D. 2d6 
Movemen t :  12" 
Attacks : l spear 

s tati stics on the Grernlodwarves : 
Damage : ld6 Alignment : Lawful Evil 
Special Attacks : None Intelli gence: Average 
Special Defences : 25% o f  attacks malfunction 
Magi c Resistance :  50 - ( 5  x M/U ' s  level )% 

Gremlodwarves are a cross between Gre!:!lins and dwarves , hence 
the po ss ible attack fai lure against them. The communi ty i s  some 
30 strong and there i s  one slave for bean harves ting ( Procrat es ) .  
4 trained wolves are kept for de fence . 

Room n :  The to rturer ' s  chamber. 50 ' x30 ' . There i s  a 15 ' pi t  to
wards the North of the room used for feeding victims to the wolve s .  
Manacl e s  hang around t h e  walls whi l e  there are iron maidens again s t  
the East wall and a shelf of thumb-screws an d  skull-caps o n  t he 
south wall . The torturer is a parti cularly evil Gremlodwarf named 
Kiroshema. His b ed is against the North wall and the pi llow i s  
stuffed with lOOOsp and 330gp . The room i s  l i t  by a large , central 
candleabra. 

o :  The great wall carving. I t  spans the l ength of the wal l ,  
and depi c ts slaves harvest ing t h e  beans , t h e  drying o f  the beans 
and the o ffering of dri ed b eans to the Lord . 

o :  Corri dor and barred cages . The cages have barred doors to 
the ::orth a.'1d trapdoors to the Sou th. �he latter can be operated 
by a win ch at the I/est end of the !Jassage . The four !:lost 'Jest erly 
�ages contain a wolf each ( 12HTK ) .  The most Easte rly cage cont
ains the s lave , Pro crat es . ( Pro c rates i s  a Fi ghte r ,  2nd . level , 
15H'l'K ) . 

q :  The j ai ler ' s  room . 20 ' x20 ' . There i s  a desk in the N o rth
East corner and a bed against the 3outh wal l .  The j ailor, Ald e gard 
is si::·:-:: and has keys to all the cages on his belt.  T here are 70gp . 
in ti1e draw of the desk .  

r :  Corridor below trap-door from Y .  � s t epladder leads verti
cally down from t he doo r .  Anyone taller than 4 ' 6 " pas sinG between 
the two alcoves will hit a near invisible tripwire causing the bar
red gate beyond to crash down . This can be l i fted by the winch . 

s ,  t ,  u ,  w, x, y :  T he living quarters . Each approx. 20 ' x20 ' . 
Each room has two bunks , each against the East wall . Rooms s ,  t ,  u 
and w ar e  occupied by 4 Gremlodwarves eac h .  Rooms x and y are empty . 

v: The Lord ' s  bedroom . 60 ' x20 ' + 20 ' x20 ' . A red carpet runs 
North from the door on e ither s i d e  of which is a bunk . Four Grem
lodr.arves guard the room , each llHTK . The Northern portion of the 
room i s  luxuriously furn i s hed wi th arillchairs in the West and a 4-
ooster bed in the �;orth-3ast corner. One of the arm chai rs has l et;s 
of cold ( 4xl50gp ) .  

3 :  The dining hall and state room . approx. 80 ' x30 ' . A large 
candleabra hangs over four central tables . 2 Gremlodwarves s i t  at 
eact, The Lord , T hane Graw! , 12HTK , s i t s  on his throne at the r�i

sed :;orth end of the room . He wears Bracers o f  Defenc e ,  AC 2 .  
;rawf has reserves o f  beans h idden in his throne , enough �o �e ep 

himself and the 4 Gremlodwarves in room v alive for 3 days . 1{e i s  

armed �i t h  a long-sword . 
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THE RUMOURS 

�he su ccess o f  this s cenario i s  based upon the chara c t ers ryur-
suing the following rumours s t ep by step.  

· 

1 ) . :?resu"'ably the p l ayers v;i l l  p i ck ou t �amonda as "�ed-:S:Ves 
:;iar8.Llour" . For lOgp . she will s ay 11;-: i l l  the bu tler an cl look in his 
stomach " .  

2 ) . The butler ' s  s tomach contains a locket b elon cin; to Lob
elia. Inside the �atertight locket is � p i cture of Sacred,  the 
Elf with his name wri t t en on i t .  At the bo t tom of the pi cture is 
a drawing of a diamond ring. 

3 ) . Eacred is to be found , �urdered , in his ro om . Lying bes
ide him i s  a torn piece o f  whi t e  rob e .  In his inside pocket i s  a 
small dia;nond . 

4 ) . The party has a cho i c e  between the Paladin and the Ass ass
in ( di sguised as a Paladi n )  here .  However, the cloth the tru e  pa
ladin wears does not qui t e  mat c h  wi th the torn niec e beside �acred . 
Lambert i s  the co rre c t  link in the chai n .  He will sell the diamond 
ring he wears ( o f whi ch the party has the diamond) for 50gp. 

5 ) .  The next connection is not up t o  the party . It  res t s  on 
Pos thumus , friend o f  the deceased Elf to see the rin& in the part
i es possession. ne will then speak wi t h  the party and , j o ining 
their cau s e ,  wi ll sugges t  a chat wi th the gat ekeeper. 

6 ) .  Ashcro ft the elderly Centaur relates to the inqu i s i tive par
ty the building of the great fence from the gate to the vi lla, 10 
years ago , and the involvement o f  a p easant boy . Apparently the 
boy got his head s tuck through the bars and they had to remove his 
right ear to get him out.  

7).  The party should now b e  looking for the Groom. �he latter 
wi ll not allow entry to his hous e  and denies any knowledge o f  the 
Gremlodwarve s .  He says that he lost his ear when he fell into the 
fi re as a baby . I f  p ressed he suggests to the party that they go 
and speak to "Her Ladyship " .  

8 ) . "Her Ladyship " should easily b e  interpreted as Lady ?eli
c i ty .  She will grant an aud i ence to the party in room m. Over a 
glass of port she wil l  explain to the party that s he met on the 
very day the previous year , a merchant who claimed to have s een 
a Gremlodwarf. She maintains , however, that she doesn ' t  beli eve 
in them. She get s  up and saunters to the window overlookin.s the 
clo i s t ers . Suddenly she exclames · "Good Lord , I do beli eve that ' s  
the very s ame man arriving now" . 

9) . T o  the parties probable disgus t ,  Osmodious is not the same 
merchant as that mentioned by Her Ladyship and indeed has never 
met her. ; ; onetheless , he has his or:n story to t ell . It go es as 
follows . 

"Within the clo i s t ers o f  thi s vi lla is a gard en , within the 
garden a pool, and in the centre o f  the pool a s tatu e .  The s t at:ie 
is of a Satyric being with two ho rns upon his head . At a moonli t  
midnight , the l e ft horn o f  t h e  Satyr can be removed and wi thin i t  
a map t o  t h e  Gremlodwarves found . But beware ; replace the ho rn ere 
dawn or you shall b e  s t ruck down by the Gods . But take no heed o f  
an old man ' s  stories friends . "  ( The map shows t h e  courtyard , the 
Groom ' s  house and the b ean patch with the trapdoo r ) .  

I f  the party follows up each o f  the above rumours t�e� �i ll b e  
l e d  to a s tage when they c an  m ak e  more of t h e i r  own deci s i ons and 
thus bring about the do1711fall of the Grernlodwarves and t he rescue 
of Procrates . 

May your Ambrosia n ever be poisoned! & Goo d  Luck. 
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V I EW PO I N T 
Did> LANGUAGES AMD THE TRICXSTD By John Norris . 

An aspect o! the "Trickster" D8cD character clas s ,  described in the first 
issue , that I !ind very i mplausible is the amazing c ommand ot " t onguee" a 
Trickster has and develops . I can see why such a character needs to be able 
t o  communicate so widely , but I j ust don ' t see how any individual can master 
all those t ongues except by magical means . The idea o! one learning them 
in a profession as an ordinary skill seems ludicrous. 

However , I don ' t think the fault l i es in the Trickster character class , 
but rather in the D&D treatment of languages generally , which I ' ve always 
thought very silly . D&D has one language called " common" , apparently 
spoken in the same way by every humanoid and even animals everywher e ,  a set 
o f  so-called "alignment" languages , each ot which is apparently spoken in 
the same way by every adheren t ,  irrespective o f  rac e and locat ion ,  and a 
language for every rac e ,  from human down ··to "plant" ,  which is also impervious 
to local variation. I !ind such a set•up beyond bel i e f ,  even in a fantasy 
game. 

I like my fantaGy credible , and the D&D · treatment of languages j ust 
isn ' t .  Take first the idea of an invariant " c ommon" tongue . I n  our own 
world , this has been shown to be possible only in very special c ircumstanc es.  
I n  the Mi ddle Ages o f  Western Europe , or the later days of the Roman Empire,  
a minority of educated people managed to speak intelligible Latin,  or , in 
the latt er case , Greek, t o  each other . And in the Islamic world Arabic 
at tained a similar posi tion. But all the people speaking these tongues 
were human , and even then local variations were rife. Take , for example ,  
modern English ; even within Britain , regional dialects can b e  very hard to 
understand when unacquainted with them. In D&D , the "common" tongue i s  
supposed to be invariant , everywhere and even when spoken by di fferent races ; 
do you believe it ? 

Then there are the "alignment" languages . Passing over the difficulties 
o f  alignment itsel f ,  the languages themselves are pretty incredibl e .  First , 
they have the same charac teristic as the common t ongue , supposedly being 
invariant everywhere and by whomever spoken. S e c ond , it is very hard t o  
see the point o f  them anyway . It i s  laid down that alignment languages 
are not to be spoken in ordinary soc iety , for to do so is frowned upon at 
the least .  The only people who would have the leisure and inclination to 
learn them would seem to be c ommunities such as priests , A fter all , how 
many lay Roman Catholics knew Latin , other than j ust to rec i t e , when their 
r ituals were in that language ? 

And last there is the odd assignment of the ordinary languages. Firs t ,  
n o  rac e has more than on·e , not even dialects.  I ' ve dealt with the silliness 
o f  that already , but if you still have doubts , j ust how many languages are 
there in Europe ? Or were there in early Mediaeval Britain ? Second , 
there are the races that have language s .  Humans , obviously , and also other 
intelligent humanoids. Host of us would go that far , and probably furthe r ,  
t o  include highly intelligent animals ; Dragons are a favouri t e  example� 
But D&D passes all reasonable bounds . Nearly all beings have a language ; 
we progress from "mule" , through "worm" , to " plant" ! And there are oddball 
examples like "Were St .Bernard" , as well.  Moreover , humanoids are supposed 
to be able to llllderataad a•d make themselves unders t ood in these tongues 
holding conversation� with their native speakers ? I  Have you heard a chimp 
try ing to speak English ? And many mammals , let alone anything lower , 
c ommunicate by means quit e  inaudible to the human ear .  Yet a D&D character 
may speak " plant" , if you please ? Rubbishl 
( 2 4 )  



Having demolished the D&D treatment of languages , what are we to ?ut in 
its place ? And what are we to do for the Trickster ? Here are my suggestions . 

First , I have a family of human tongues . Exactly what is spoken depends 
on where you are in my worl d ,  but the d i fferences between them are rr.ore 
those of dialect than of different languages . All these local tongues are 
assumed to be descended from one mother tongue, and a rather archa i c  an d 
formalised version ot that is the diplomati c  language and " common" speech of 
educated .  Characters who are fairly well off and intelligent probab ly know 
the High Speech , as it i s  called , but others do not. This appl i es to both 
humans . and , with vary ing probabilities , to other humanoids . Archaic 
dialects of the High S peech are used by the various h uman religions and 
�uilds to protect their secrets ; it is very unlikely that anyone not 
trained by them will know their dialects . 

S imilar arrangements exist for my non-human humanoid races .  Th e more 
intelligent and longer-lived ones , the Elves and D-olarves, have their own 
equivalents o t  the High Speech as well as their local dialects. They , and 
Sal!lings ( i . e .  Hobbits ) , may use the i r  longevity t o enable them to become 
t'miliar with the High S peech and a l ocal dialect or two of other races ; 
those met in hUll&ll areas have almost always done s o .  The unintelligent 
bU111&noids , l ike ores , speak only their own racial dialect , with a small 
9hance of speaking the local dialect of the dominant other humanoid race 
-s well ; usually only one in a group , probably the leader, will do so. 

Hardly any non•humanoids have anything that can be called a language , 
though more intelligent ones like dogs , cats and horses - even mules - wil l  
\µlderstand the gist o f  s imple state�ents b y  some humanoid i n  the dia lect of 
the area and race in whi c h  they were trained , especially if spoken by a 
p�of essional animal trainer or a usual companion. The main non-humanoid 
+anguage is that of the Dragons , who can also manage High Speeches , though 
aot dialects . The Dragons are one o f  very few excepti ons , and the extent 
•f these is shrouded in mystery . 

How does all this affect player characters ? Well , most humans will 
�peak their local dialect and their H i gh Speec h ,  except for fighters an d  
•uchlike who are of lowly origin or not gi fted with much brain ,  who can 
Only know the ir own dialect. Intelligent characters in the intellectual 
professions will know their l�uagea and may know others , some mag i c-user 
.uilds , tor example, using Elven tongues as well as the i r  own. Chara c t e r s  
�ho are Elves , Dwarves or Halflings will know their own languages as well, 
but will be poor at understanding hulll&ll tongues related to those they know 
compared to h uman or half-elven , etc speakers of the latter , dwarves in 
particular tend not to be very good at languages, while intelligent elves 
are very good , particularly when older , and thus more patient1 Characters 
can learn language s ,  and both translator and animal trainer are recogn ised 
professions open to those of other professions ( i . e .  in their case the 
usual player character ones) as well . But it does take time to learn , 
which is the main reason why longer-lived races are better at it. 

And Tricksters ? In my world they would be a combination of thi e f  
(which guild would claim their rr.ain allegiance) , translRtor and ani mal 
trainer . The Thieves' Guild would arrange for them to be taught the 
necessary spells by members of the less reputable magic-user guilds , rather 
like the "Rogues" of "Tunnels and Trolls" , to be taught the art ot 
c ommuni cation with animals by word and gesture . (For DMing I think I ' d  
ask the player to mime his oessage and choose an interpretation for the 
animal from those of the other players . It could be fun l ) Tricksters 
in my world wculd also suffer from the restrictions on spells , especially 
the higher level ones ; I consi der most high level D&D spells rather " gross" , 

but that ' s  another story . 
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DEFINITIONS OF NON-MAGICAL 

T R E A S U RE 
!!!!!. 

In D8cD gems have always been 11anonymoua" , j ust being given values 
in gold pieces . However with the appearance of material c omponents 
for certain spells in the AD&D ( Advanced Dungeons and Dragons) system 
a table is needed as a " fill in" before the DM ' s  Handbook c omes out in 
A ugust. S o  here is one. It includes all of the gems needed in casting 
spells , and a few others besides. 

If a gem/gems are determined t o  be part of a monster ' s  treasure roll on 
table I to find what type of gem it/they are and then on table II to 
discover the value o f  these gems. 

0 1 -20 
2 1 -40 
4 1 -50 
51 -60 
61 -68 
69-75 
76-80 
81 -85 
86-88 
89-90 
9 1 -98 
99-00 

TABLE I 

Citrine 
Amber stone 
Tiger ' s  eye 
Topaz 
Oriental t opaz 
Emerald 
Ruby 
Pearl 
Sapphire 
Diamond 
Quartz 
I llusion quartz 

'l'ABLE II 

Citrine : 1 d6 times 1 0gp 
Amber stone : 3d4 times 1 0gp 
Tiger ' s  eye : 1 d4 times 1 00gp 
Topaz : 2d4 times 1 00gp 
Oriental topaz : 3d6 times 1 00gp 
Emerald :  4d8 times 1 00gp 
Ruby : 6d6 times 1 00gp 
Pearl : 1 d4 times 1 000gp 
Sapphire : 1 d6 times 1 000gp 
Diamond : 2d4 times 1 000gp 
Quartz :  1 d1 0  times 1 gp 
Illusion quartz :  See Below 

The "illusion quartz" is a gem which has been disguised to appears as 
a nearly worthless quartz. I t  radiates magic , and thus will show up 
on "detect magic" spells and the like. I f  a "dispel magic" is cast 
upon an illusion quartz the illusion will be removed and the gem ' s  true 
f orm will be revealled. The DM should reroll on Table I to find what 
gem is under the illusion. If he rolls a quart z  it ' s  t ough luck for 
players. If he rolls an illusion quartz again the magic protecting 
the gem is so s trong that dispel magic cannot remove i t .  

JEVELRt 
... ·· .... (. 

Roll ea table I to determine the type of j ewelry , then on table II t o  
tilt4 the exact value o f  that piece o f  j ewelry. 

01 -30 
3 1 -50 
51 -60 
61 -70 
71 -75 
76-80 
81 -85 
86-90 
9 1 -95 
96-97 
98-99 
00 

'!'ABLE I 

Ring 
Necklace 
Braclet 
Tiara 
Broach 
Scarab 
Amulet 
Medallion 
Earring 
Orb 
Sc eptre 
Crown 

TABLE II 

Ring : 1 d1 00 times 1 0gp 
Necklac e :  3d8 times 1 00gp 
Braclet : 2d12 times 1 0gp 
Tiara : 5d6 times 1 00gp 
Broac h :  1 d4 times 1 00gp 
S carab : 3d4 times 1 00gp 
Amulet : 2d6 times 1 50gp 
Medallion : 1 d8 times 1 00gp 
Earring : 1 d12 times 1 00gp 
Orb : 1 d6 times 1 000gp 
Sceptre : 2d8 times 1 000gp 
Crown : 3d12 times 1 000gp 

There is a basic 1% chance of one of the above items having an IQ , ego 
and special pewer ( s )  as does a sword. This rises to 5% for an orb , 
1 0%  for a sc eptre and 25% for a crown. O�ly these three have an 
alignment , determined by using sword ali�ment tables . 

(26) 



CONTACT AND FEEDBACK 

Andrew Whitcombe of 10 Nympsfield, 
Kingswood, Bristol BS15 1XP would 
like to join a postal D&D campaign 
Any postal DMs willing to take him? 
He would also like to see the Bard 
character class as set out in an 
early copy of "The Dragon". Can 
anyone help? 

John Norris of 14 Clifford Road, 
New Barnet, Herta EN5 5PG (Tel: 
01-449 5652) would like to hear 
of FRP gaming opportunities at 
weekends in his local area and on 
weekday evenings near his office 
in Westminster. He plays D&D, 
DMa his own variant game, and 
would like to try Runequest. C&S 
and EPT are also of interest, but 
not SF games. 

If you would like to be in this 
"Contact" column just write to 
Mike with the details and we'll 
print them for free. If you'd 
like to advertise your D&D club, 
postal game, etc or want to buy/ 
sell a game, =agazine, etc then 
the cost is 2p a word, upto a 
maximum of 75 words. Payment by 
cheque made payable to M.G.Stoner. 

Contributions are gratefully 
recieved. Why not send in your 
latest fiendish trap, devious 
trick, spell, magical item or 
monster (see back page). Also 
discussion articles are welcome, 
e.g. View Point this issue. If 

we use your contribution you'll 
be sent a free copy of the issue 
in which it appears, or, if you 
subscribe, your subscription 
will be lengt�ened. Please get 
contributicns typed if you can. 

John Norris (address acroee page) 
has fantasy/waTgaming figures 
which he would like painted well. 
Rate of pay fixed by agreement. 
Interested? Then write to John 
enclosing an example of your 
work (to be returned), if possible. 

FEEDBACK 

Letters about issue one of The 
Beholder have started coming 
in, and they present us •;ith a 
problem. Everyone seems to 
have a different opinion on the 
various parts of the magazine. 
For example: 
11 • •  YF.S to a competition dungeon 
every-issue • •  " 
" • • I'd like to see more ordinary 
mini-dungeons • •  " 
"•• monsters are good, I liked 
the crois and deep especially • •  " 

" • •  Monsters: I wasn't so keen 
on these • •  ". 

See the problem? Let's have 
YOUR opinions. The main point 
of disagreement was whether or 
not to make our dungeons into 
competitive ones. Have dungeons 
by all means but not always in 
the competition style seems to be 
what you are saying, and we are 
listening. You will have seen by 
now that this issue features a 
"standard" mini-dungeon, we hope 
that you will like it. Let's be 
having your thoughts on dungeons. 

Overall the monsters were 
popular and monsters will always 
feature strongly in "The Beholder". 

-oxoxoxoxoxoxoxoxoxoxo-

NEXT ISSUE: "Thoughts on • • •  " returns, "Wishes", "Tricks and Traps"• 
"��onster Summoning" and much more, including (hopefully) 
a run through the City State of the Invincible Overlord. 
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ADVEBTISKENT§ 

There are two types of ad in 

11'fhe Beholder": full page and 

he.If ;:>age. Full page ads are 

£5 and half page are �. If 

you want aa ad send Mike a 

cheque for t'.he appropriate 

amount t•gil:tther wi th the ad. 

The ad must be on A4 paper 

(on the bottom half if it is 

only a half page ad) and will 

t·e printed just as we recie� 

it. Please state which issue 

you would like your ad to go 

into and also whe t her you 

would Le rrepared to have it 

put into l�e next issue in case 

we run out of space. 

COPYRIGHT 

11Thr: Beholder" is copyrighted 

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

MO�TE!_i MONSTER ISSUE 

SUBSCRIPTIONS 

If you want to subscribe to 

"The Bebolder" send a cheque 

made payable to H.G.Stoner for 

a multiple of 40p and that is 

how many issues you ,,,ill get. 

For example £2.00 would get 

you the next 5 issues. Don't 

forget to send your address and 

also please s tat e which issue 

you wnuld like to start your 

sub with. If y ou iive outside 

the UK and want a sub send us 

75p per issue, this will let 

us send airmail. All subs 

should be sent to Mike. 

IF YOU WAN'l' TO SUPPORT US PLEASE 

GET A SUB. IF YOU DO YOU WILL 

BE CERTAIN OF GE'l'TING ISSUES Al:IQ 

YOU WILL GET 'i'HEl·; BEFORL THEY 

ARE IN THE SHOPS. 

Coming v) GO'"'Il wi1J be R S"S'er.ial 0mont:d;E-r pnr.lced0 i�Rue �f The 

Peholder. 'l'his will feature a "super monster" cc.mpetitiou ... i.th 

the best monster wi.nning its designer a whole years FREE sub to 

'"The Beholder". Send your monsters to Mike anll mark your letter 

MMI in the bottom/left corner. If you would l:i.ke your monsters 

returned enclose an SSAE and please get monsters typed if pcssible . 

A piciure would also be iftce but is NOT NECCESARY, Give full 

details on your monsters, as in "Monster Summoning" if you can. 

Note that monsters will be judged on origihality and inventiveness 

NOT on how powerful they are. 
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