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peoples. 
by W i l l  Stephenson 

~ o s t  campaigns w i l l  conta in  s e v e r a l  r aces ,  such as humans, e l v e s  o r  
dwarves. I t  i s  i n e v i t a b l e  t h a t  many of these  r a c e s  w i l l  be subeivided 
l n t o  71nits I s h a l l  c a l l  'peoples ' ,  which l i v e  i n  d i f f e r e n t  communitiee 
from v i l l a g e s  t o  empires. The peopies w i l l  be  encountered as players  
n&e inter-community journeys. 

These peoples when encountered w i l l  improve a c m p a i g n ' s  f lavour ,  
p lus  make i t  more r e a l i s t i c  ( 1  - GD) and t h e r e f o r e  a r e  u s e f u l  t o  i n s t a l l .  
Vnfortunately making t h e  necessary no tes  t o  ' f l e s h  o u t '  these  peoples 
i s  a very d i f f i c u l t  job mainly because i t  i s  t i z e  consuming, and notes  
aav be found t o  be i n c o m ~ i e t e  a f t e r  a l l  t h e  e f f o r t  t h a t  has been emen- 
deh upon them. 

The i n t e n t i o n  of t h e  system below is  t o  provide a l is t  of  headings 
and sub-headings g i v i n g  a comprehensive format f o r  notes .  Although I ' v e  
been working on them f o r  some months, I do no t  c l z i a  t h a t  t h e  lists a r e  
1- complete. Under each sub-heading d e t a i l s  should be wr i t t en ,  from 
a sentence t o  a paragraph. 

I: General Hame of  People; 
A Name they u s e  themselves, 
B Names f o r e i m e r a  r e f e r  t o  them by, 
C Names of  any eub-cultures wi th in  t h e  people ( t h i e v e s ,  kn igh t s  e t c ) .  

Xajor Dwelling Area; 
A Rame of  major dwelling a r e a ,  
3 Population o f  above, 
C Geographical s i t e  of  above, 
D Food supply a v a i l a b l e  t o  r e s i d e n t s ,  
E Vater m p p l g  a~rg i Ieb1e  t o  r e s i d e n t s ,  
3' Repeat A-2 for Kinor DwelliHg Areas. 

3: R u l e r ( s ) ;  ' ci, 

A R u a h r  o f  r u l e r s ,  
B N&me(s) o f  m l e r ( s ) ,  
C S t a t i s t i c s  of  above (HTK, AC, Al ignl~ent  e t c ) ,  
D Method of  replacement of above (he red i t a ry ,  e l e c t i o n  e t c ) .  

4: Nature of Government; 
A Degree o f  law enforcement, 
9 Methods of  above, 
C Ind iv idua l s  enrorcing t h e  l a w  ( s t a t i s t i c s  e t c ) ,  
D Punabers of  o f f i c i a l s  of  va r ious  types  (admin i s t ra t ive ,  m i l i t a r y  e t c ) ,  
E Banks of t h e s e  o f f i c i a l s ,  
P Methods o f  promotion, 
G Corruption ( i f  any), 
A Loyalty of  populat ion ( inc lud ing  revo lu t ionary  groups e t c ) ,  
I Wethods of t r v i n a  criminal@. 
d - & i s b e n t s  f o r  offences .  -- -- 

Accepted Rel igions;  
A L i s t  of above, 
B ?Jature/poeition of  p laces  of  aorsh ip ,  
C Eumber of  worshippers of each r e l i g i o n ,  
D Bumber and s t a t i s t i c s  of  prieethood, 
E Remlar observances requ i red  of worshippers and p 

6: S o c i a l  Strata; 
h Nobil i ty ,  r u l i n g  c l a s s  ( s i z e  etc), 



B Methods employed by above t o  renain i n  power, 
C Merchant/tradesman c l a s s  ( s i z e  e t c ) ,  
D Organizations formed by above (gui lds  e t c ) ,  
E Common c l a s s  ( s i z e  e t c ) ,  
F Typical occupations of members of above, 
G Posi t ions of spec i f i c  occupations within s t r a t a  (eg mercenaries), 
H Material requirements of each s t r a t a  (land ome3,  troops e t c ) .  

7: Taxes; 
A L i s t  of taxes made ( t i t h e s ,  ga te  passage e t c ) ,  
B Amount paid f o r  each tax (2gp/month, 5% of ?roperty/year e t c ) ,  
C Variations t o  taxes(for  members of ce r t a in  gui lds  e t c ) ,  
D Who a re  taxes paid to? 

8: Mil i tary Forces; 
A Numbers of each rank and experience l eve l  i n  armed services,  
B L i s t  of ranks, number of troops commanded by, and pay for ,eachrar  
C Methods of promotion, 
D Act iv i t ies  of armed services and typica l  equipment used. 

Buildings; 
A Building materxals used, 
B Availabi l i ty  of above, 
C Costs of building, 
D Description of typ ica l  bui lding types, 

Community Defenses'; 
A Typical c i t y  defenses/major community d 
B S ta te  and upkeep of above, 
C A-i3 f o r  minor community defenses, 
D Organization of defenses (pa t ro l  times, 

lefenses (walls,  towers e t c  

use of mercenaries e tc ) .  

11: Transport; 
-4 Forms of land transport  used, and a v a i l a b i l i t y  of same, 
B S t a t i s t i c s  f o r  any non-standard forms (carrying capacity e t c ) ,  
C A-B f o r  sea  t ransport  snd a i r  t ransport  ( i f  any). 

12: Tradim: 
A  rans sport used for trading, 
B Other communities traded with, 
C Imports, 
D &ports,  
E  hazard-^ (eg piracy) ,  
F Monetary system used (ba r t e r ,  coinage e tc ) .  

13: Farming; 
A Types of crop grown, 
B Times of harvesC and typica l  y ie lds ,  ... 
C Types of l ivestock bred, 
D Purpose of above, 
E Pes ts  and diseases, 
F In tens i ty  of farming ( i e  is y ie ld  maximised?), 
G % of land used f o r  farming and r a t i o  arable:psetnral ,  
H Hethods and tools  (eg ro ta t ion ,  horse-drawn ploughs, manures). 

14: Indus t r ies ;  
A L i s t  of major indus t r ies  (weaving, dyeing e t c ) ,  
B Which a r e  home-based and which are organized (eg by a guild)? 
2 Are any nanopolised? 

appearance of People; 
B Typical hair/eye/skin colOUr, 
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eg: 
- 

Damage I I n  jury 
1- none 
6-:x 1 sprained ankle 
12-16 1 sprained ankle  and w r i s t  
17-22 sprained w r i s t  and broken ankle  

This can go on indefinitely although a t  a  c e r t a i n  s t a g e  i t  w i l l  
justbecome more l i k e l y  t h a t  t h e  c h a r a c t e r  d i e s  (broken neck etc.). I t e  
up t o  t h e  D / I  how much a ~ p r a i n e d  ankle  e t c  should a f f e c t  movement. 
This system a l s o  r e q u i r e s  t h a t  t r a p s  be f a i r l y  l imited.  

I've o f t e ~  seen o r  heard t h e  A M D  combat system c r i t i c i z e d  and I 
think r i g h t l y  so  i n  solse cases. The b a s i c s  a r e  s a t i s f a c t o r y  but its 
n ice ,  a s  i n  t h e  caee of p i t e ,  t o  have something more d e t a i l e d  t o  r e f e r  
to.  The main c r i t i c i s a a  a r e  on t h e  l a c k  of c r i t i c a l  h i t s ,  fumbles a d  
h i t  locat ion.  

1 

I n  melee t h i s  represen t s  t h e  chance 
t h a t  something goes wrong e g  your mate 
lunges i n  f r o n t  of you j u s t  as you ' re  swing- 
ing your sword down. A system could be 
bwed on d e x t e r i t y .  The fol lowing t a b l e  is 
based on t h e  ' t o  h i t '  die.  If a 1 is r o l l e d  
on t h e  a20 a second r o l l  ie made; if t h i s  
irsdicates a m i 8 8  then a faPble  haa been maae, 
i f  it i n d i c a t e s  a h i t  then there i a  no fm- 
'ble and t h e  blow is a  normal raiss. Once a 
fumble is ind ica ted ,  r o l l  a dl0 t o  d e t e m l n e  
i ts e f f e c t ;  

CRITICAL BI'f9_ 
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(This system seems a b i t  dangerous t o  me; one i n  a hundred h i t s  
w i l l  cause a limb t o  be severed - the  average character  w i l l  be limb- 
l e s s  before he reaches 3rd level :  We play a similar c r l t i c a l  h i t  sys- 
t ea  b t  t o  ind ica te  a c r i t i c a l  h i t ,  two 20s must be ro l l ed  in a row; 
this gives a chance of 1 i n  2000 a t tacks  severing a limb on the  above 
t ab l e  - l e s s  r e a l i ~ t i c  perhaps but more playable. Another problem is 
the  f a c t  t h a t  many monsters don' t  have arms o r  legs  t o  be severed, 
m d  irsagine severing i n  one swing the  l e g  of a brachiosaurus, the  thick- 
ness  of a t r e e  trunk: Against such adversaries as the  gelat inous cube 
a c r i t i c a l  h i t  syatem i a  redundant a s  the  creature is one homogeneous 
aaes. Nonetheless, c r i t i c a l  h i t s  serve t o  spark up combat snd t he  above 
t a b l e  could be developed t o  cover most adversaries.- GD) 

HIT MCATIOR 
I l i k e  the idea  of t h i s  very much but my t ab le ,  because it 

tends t o  i n f l i c t  near  maximum damaae is usual ly bes t  f o r  hiaher  l eve l  
characters  o r  f o r  speeding up the  progress of melee! A f r iend  of mirre 
recent ly bought ' m o t  H11lV, the  western s t y l e  role-playing game. It 's 
good on its arm as a change from DOtD hut  I w a s  so impressed with t he  
conbat syetem that the  h i t  locat ion system I now use is very m c h  based 
on it. The ' t o  h i t '  d i e  is ro l l ed  nomal ly ;  i f  a h i t  is indicated,  the  
Page d ice  a r e  ro l led ,  first t o  determine locat ion,  then t o  determine 
the  s eve r i t y  of t he  wound (saver i ty  determines the  mount of dmage 
done, normal damage dice a r e  not ro l led) .  The new tab les  then, based 
on 'Boot R i l l f  a r e  as follows: 

The D/H should decide what e f f ec t  a woand w i l l  have. For example; 
Light wowid in l e g  = halve speed (except walk iw)  
SbrFons weam3 in leg m kalve s p a  (including eralkilrlt) 
C~'%k%carl  w a n d  1% EC m maovmmt 



(The h i t  l o c a t i o n  system s u f f e r s  i n  t h e  same way a s  c r i t i c a l  h i t s ;  
monsters have d i f f e r e n t  appendages o f  varying s i z e s  and d i f f e r e n t  h i t  
l o c a t i o n  t a b l e s  a r e  the re fore  required f o r  each. However t h e  t a b l e  
above i s  u s e f a l  f o r  man-to-man combat 
t e a  could be developed.- G D )  

UNIbW3 COMB= - - I must admit, I wasn't 
p a r t i c u l a r l y  impressed by t h e  ADBcDDSG 
s e c t i o n  on unarmed combat, pummelling 
and grappl ing e t c .  That with r o l l i n g  
base chances t o  pummel, working o u t  
t h e  many modif iers  and determining da 
nage, not  only was I thoroughly con- 
fused but  my dungeon had been d r a s t i c  
a l l y  slowed dom. Although I'm s u r e  
t h a t  once you g e t  used t o  it, i t ' s  a 
l o t  f a s t e r ,  w h a t ' s  r e a l l y  needed is  
one t a b l e  yon can r o l l  on. and get t h e  
r e s u l t  s t r a i g h t  away. Again a, 'Soot 
H i l l f - t y p e  t a b l e  sesms t o  do t h e  t r i c k .  
:Tote, f o r  both pummelling and grappl ing,  25% of damage 2 
0 h i t  point8 i s  reached, the  vict im is unconcioaa. ?her 
modif ier  dpending on t h e  higher  arnou 
The modifier a p p l i e s  t o  both combatants: 

AC / I 0 1 9 1 8 1 7 1 6 1 5 1 4 1 3 1 2  
Modifier 1 +1 I 0 I -1 I -1 I -1 1 -3 1 -5 1 -7 1 - 9 

combination 

t = i f  h e l a  i n  a lock, you break hold, 
+ = vict im c w o t  punch etc  but may only a t t e a p t  t o  br@& 

( 8 )  the hold, -@a i i s  per  mmA the hug cantianes. 



t lT -3 tQ0 w:=R *a.-gpa?rds 
rry md: pell gl17:.28:~ 

UOS ROQ W aq h 839qJ, 'Sod 

"C'Co 37 tayw~mSr0 
.TO$ *R-B 0% qmq: Ilwm pue I:no 

000s 1, 0.a 1T KT~-~TF~J~ 
*a 1. m puom ue SuyoS eq o: 
Qem9H 9-A Ee SgU*Bo $0 &q 
paqm m or--:SOL exeq: ~fofi 

-ueI 
pm mop oaep ~1.n os bayus K~ao 

ST Tlrrrrd ae~e~ em o:aT 30s oqn 
naao mz 0-1 ja on: JO uoy:urn 
*(X~~m:arrr :men jjnqs :so= :nq) 
sqSn8.e pooS Ary::rS seewS oq3 $0 

ems uo seoyad earesea eq: q:rr 
lea $0 daorB 8 aedn peaao$ sea 

UOy:?llW '(I'D QOpWeJp qlna Oq& 
'(ieTF9A w a7 

aouo popeeoone pin) k.~snoraes aeqw: 
eq 0% BoyXa: bp+=rodsep laoaepy~o ay 
=T*~W oren ma n(orn-&ppT~ uo~dsnl~ 

p~aopl a$: :nq 'aeos aq o: :ow sun ano: 
aoprroq o~o $0 xe~nkq oeqsyy mo:mqd eq: 

3.g: perqpTea oxen et-dtod luwm a804 eTq& 
-8:wr L~~~unb/uoy:onposd erpseadm~ ur dn deoq op Lap: meqa JO quyq: 

1- nok reae:uqpl *XS& cox$ furae:wm nou poos $0 lo1 w sen oreq: 
soreao~ -(pooS L::oad smees aeddya~,-oay~ qofqr $0) srwBaun pauoq 

I~S Srrf:soaa:ay $0 exdnoo u asat 'qnoqs jja:s a-uoa neu $0 Kwn eq3 
PT qonm 003 eq 01 aoes :,up~p eroqq (teauen~p~ vsn :qa) ponaeouoo 

own osyn:onpoxd oaoos eemw3 ernsyeT pemqon.x:s OuyoSuo eq: su s8~ ev 
e(tl~~=n:aere KG 0:~; 908 0: puq Xew) *TT$A IB a01 P=O.LB B~TTT~ 

b(roqmom p~o me1 OL ayeqq snafm) 04: loao~Prdnoo Brr?qoo~-snosqnp 
sy~ '(ea~zwj-laljm ane:umw ano srq) ,,aoteoaog ow,, ~~es 0: papdme::o 

pm, sqaelea ~wornho sn ears 0: popceoord oqn (ssoqqnn :0y~mbOT an0 
$0 euo) 3qSysa *:ad uyu:sso e kq pea~oF oxen on qaorolo ZL pan ox^ 

*s+crommoo xeqqo snoFawa 
prra ,lo%o '319 'q00s: ~J~XOT[: aeq: exouSj 'oyq: ha,, $0 oSusa8q w q:yn 
po:opaawy Il~:aa~sn~ sen paw le~qu: oq: 18 peddo:s aoKnq or~:oedsoad e 

aereaoqn sqSnu~ ma$ o e)fnb papy~oad syq& *s~onpoad ano Jyeq: $10 ~~oe
o: Sayla: Il1o:saedoop 1x8 sxo:~po Sam o~qw:ndeasyp req:o ~ure~as Ilq 

peu~of oser or oTTqn w ae:$v *sSum 3ayf.ees ps:seqe paa qquq .C:dae a8 
peqqwaS en os LsSuano:ao ~g& oq: $0 :no Su~qoozq uy pepsosono (3-q w 

moa$ s1~n$od0q eq: JO f $0 somua oq: Buynuxp) ,punox,, :sa~j eq: :nq a? 
Say::aS no dmoo aga eq: xo$ :qB~ua:s :sen e~dood $0 k:fxo~um :WWA eq~, 

*paes-poS w sea :y me96 :oe~ 0% poaudmoo 
:nq lsno~fe~xarn l~fwyoedse sun :? :sq: :on 'me:eKe v& oq: own puo oa 

peaordnr :sq: om:wo~ eTqwoT:ou ouo *oaT) :sw~ rroq: ro::eq a01 a sun :y 
'330~abd ~ou TTyqe qSnoqq~8 'prra peen ueeq SWQ onuer :lsqq emy) puooes 
eq: ~f sfq& .rrua r=-.tn:morraoH ~wkoa oq? 38 0s- q:uom = aeAo ~T::TT 

a eaw~d qoo: 'exwok saeaqa Ilmm $0 :qS?~qS;q rq: '08, X~(I somag 



W ~ A C  y Graham Staplehurst 6i 
he following notes give a geographical background f o r  a campaign 

and though few readers w i l l  wish t o  bui ld t h e i r  o m  cam- 
paign on someone e l s e s  creat ions,  the notes contain useful  ideas 

t o  s e t ,  up a world and what t o  put i n  i t .  - G. D m  

The Tablets of Arnach r e l a t e  t he  creat ion of the world and i ts 
metaphysical subdivisions. The Grand Pa t r ia rch  of Djobhabn t rans la ted  
them i n  8646 PF and these wri t ings formed the  b a s i s  of several  new re- 
l i g ions  claiming to  be the devotees of tine one True Sp i r i t .  Hereunder 
a re  ex t rac ts  from the  t rans la t ion .  

"The physical nature of the universe is th i s .  The world is a f l a t  
d i s c  some 6000 miles across. The kingdom of f i r e  is i n  the centre  and 
mixes with a i r .  This is where l i e s  the Tower of 0 t ha t  reaches the  
ether.  The edge of the  d i s c  is where water meets the  cold c lay  of the 
earth,  and the  water is frosen. Even the e ther  is frozen, thus none 
can f a l l  o f f  t he  edge. The thickness of t he  world is unknown but... 

"...of the  Tower of 0 is 3000 miles. In  t he  fourth dimension, i n  
between space and time, l i e  the  enigmatic planes of opposites,  the  en- 
ergy sources of Regative and Posi t ive energy. No s p i r i t  o r  matter can 
come here but they balance the  nature of t he  world. Beyond the  e ther  
l i e  therealms of the  Gods: law and chaos.. .About these planes l i t t l e  
is known but much is conjectured... 

"The Tower of 0 is s i tua ted  on a mighty volcano in t h e  centre  of 
the continent of Licia. This is surrounded by many subcontinent is- 
lands, Licia  being cent ra l  t o  t he  world. The heat of the  volcano is 
matched by cold i n  an absolute phase a t  t he  world's edge." 

How follow ex t r ac t s  from Gaveaton's Trea t i se  on Geography 

"mBeR'm'4~kKa^'TiWgt A 1 1  harbour e v i l  humanoid races; mainly orca 
though most hobgoblins l i v e  on Kember, The ores  have enslaved kobolds 
and have control  over many l a rge  bands of  ogres, h i l l  g ian ts  and e t t -  
ins. The hobgoblins have a s imi la r  relationship with goblins a s  
s laves,  bugbears and t r o l l s  i n  t h e i r  armies. Both races have s t rong  
leaders  and i n  the  past  60 years have launched a succesful invasion of 
Licia. They non dominate aLi land between the  Zelatan H i l l s  and the  
Trantor Nioun-taina. They have been unable t o  penetrate  fu r the r  due t o  
non-Vadhagh settlements. 

q(lrm4q(6m Are mainly inhabited by hmsms but l i k e  a l l  huaan 
lands have a higher proportion of o ther  races than is  to le ra ted  by 
o ther  humanoid soc ie t ies .  Celos is densely wooded with a l l  species  of 
t r e e s  and wood is  its only export. Most men a r e  luaberjacks, wood- 
carvers,  grovetenders o r  carpenters. The Hahoigas both have f e r t i l e  
s o i l s  and a r o l l i n g  landaca~eaad a r e  htghlg productive agr icu l tura l ly .  
l o s t  land i s  under the plough o r  l ivestock and the  i s lands  a r e  densely 
populated. Men a re  mainly "ers ersd most a r e  sedentary. Theae 
lands a re  ruled by a council of druids. 

'"* ' w'mtL Are a l l  ruled by elves. The landscape of a l l  
th ree  i a  low h i l l a  covered with deciduous woodland and moorland. There 
a r e  la rge  s t r e t ches  of both, but l i t t l e  e i w  a9 habitation. K € W  WOO&- 

lsaa gnomes l i v e  here aad do much of t he  technical. o r  mechanical work. 



The e lves  a r e  genera l ly  noanadic herding goats  and sheep, weaving and 
tending communal &?dens.  They a r e  f a i r l y  t i e d  t o  t h e i r  b e a u t i f u l  is- 
lands and do not  concern themselves with  worldly events.  

wmn,hr!xcon & mn 
These a r e  fairly r U ~ ~ e d  i s l a n d s ,  somewhat cold. 

rocky and ar id .  Huch of  t h e  l a d  i s - u n s e t t l e d ,  being moorland, ~ a r k h -  
land o r  coniferona f o r e s t .  Almost e n t i r e l y  inhabi ted by humans, a c t i v e  
t r a d e r s  who seek o a t  o t h e r  lands.  Kany a r e  merchants, making H i r i m  t h e  
t rad ing  cen t re  of t h e  'hemicircle ' .  Others a r e  p i r a t e s ,  fishermen e tc .  
Recently t h e r e  has been much migration t o  L ic ia ,  mainly t o  t h e  lush  
Yields of B.mic. It  is rumoured t h a t  f r o s t  g i a n t s  and cold wgnas a5ound 
i n  t h e  f u r t h e s t  reaches o f  these  is lands.  The rugged c o a s t l i n e  i k l  
s p l i t  by many f j o r d s  l i k e  Torge and has many exce l len t  harbours. The 
only r e a l  resource is o i l ,  casked i n  t h e  pitch-lake a reas  of Hyron and 
H i r i m .  

Are t h e  lands of gaolaea and dwarves. Gnomes a r e  ex- 
c e l l e n t  s a i l o r s  aad boat-builders a s  wel l  as farmers and thus  run most 
of t h e  ou t s ide  t r a d e  and c o a s t a l  towns. The s o i l s  a r e  bes t  on Torheven 
where t h e  land is much f l a t t e r .  The dwarves of Torge mine gold, s i l v e r ,  
i ron,  copper and e i n c  as wel l  a s  precious s tones  i n  t h e  Mountains of 
Kahrl& and work t h e  amithies,  foundries ,  smel ters  and geacut ters .  The 
Kafrrlak Yom%ains are genera l ly  more pLentiFr~1 i n  minerals than the 
mouritains of L i c i s  with two exceptions: disnonds and n i t h r i l .  30th a r e  
only fonrrd i n  tits Plateau of Darindal and many mountain dwarves have 
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reaoved t h e r e  over the  pas t  t e n  cen tur iee .  Following a t t a c k s  by e v i l  
invader8 many more gnomes and dwarves have gone t o  defend t h e  f a t a s t i c -  
a l l y  ~ e a l t h g  diamond and m i t h r i l  mines. The Mountains of Kahrlak reach 
2000C)' and most of t h e  land is h i l l y .  Iha rv i sh  se t t l ements  a r e  f a i r l y  
s c a t t e r e d  but l a r g e r  and alaa:rs wel l  defended. They use zany well-made 
roeds. 

Are a l l  loose ly  ' r u l e d *  by h a l f l i n g s .  A l l  a r e  wel l  l inked by uwqy 
boats  t r a v e l l i n g  t o  and f r o  and t h e  land i s  wel l  populated. The ha l f -  
l i n g s  a r e  f i s h e r s  and farmers but  un l ike  most h a l f l i n g  r a c e s  a r e  fond 
o f  water &?d dive f o r  pear l s ,  s h e l l s  and c o r a l  among t h e  many r e e f s  
surrounding t h e i r  is lands.  They a l s o  grow almost t h e  whole of t h e  
world 's  supply o f  pipeweed. Their c l imate  is  much milder than o t h e r  
i e lands  t h a t  c l o s e  t o  t h e  Edge, due t o  a warm cur ren t  flowing from t h e  
Archipelago. However, many hobbi ts  have recen t ly  emigrated t o  t h e  
F i e l d s  of Fhric .  The hobbi ts  of Agrinon a r e  renowned f o r  beer-brewing. 

iz6@ AW7ptetRW 
Consis t ing of t h e  volcanic  i s l a n d s  of Gamell, Grimain, 

Grir;lbeorn, Grimathilion, Gaal, Galamod, Galacus, Golpena and Goffanon. 
The n e ~ r o i d  i n h a b i t a n t s  of these  i s l a n d s  (e lvea,  men and ha l r -e lves )  
l i v e  i n  a very warm climate.  Volcanic a c t i v i t y - i n  t h i s  region is no t  
dormant and new i s l a n d s  r i s e  no t  in f requen t ly  from t h e  warm sea.  These 
people a r e  t h e  t r a d e r s  of t h e i r  ' h e a i c i r c l e ' ,  t h e  Archipelago producing 
exo t ic  f r u i t  and wines, cot ton,  j e t ,  o i l  and s laves .  The i s l a n d s  a r e  
e i t h e r  volcanic  ' s l a g  heaps' long grown over  with jungle,  o r  a c t u a l  
-7o~canos. These i s l a n d s  produce most of t h e  mercenaries of t h e  world. 
They have had long w a r s  wi th  t h e  o r c s  and hobgoblins; p resen t ly  most of 
t h e  f i g h t i n g  is on t h e  cont inent  of Licia .  The Archipelagans f i r a t  es- 
t ab l i shed  t r a d i n g  e t s t i o n a  oa the-mmtlin@, them s e t t l e a e n t s  on Lic ia ,  
and now claim lo rdsh ip  over  a l l  land between t h e  coas t ,  t h e  K l f t h t a  
P la in  and t h e  Trantor  Mountains. 

L'c'q:JgQL'5 @"' These a r e  f l a t ,  well-watered and nann p l a i n s  
connected t o  L i c i a  by t h e  I s thaus  o f  Fengel. A t  one end l i e s  Hount 
Lyhart, an a c t i v e  volcano. The s o i l s  a r e  f e r t i l e  being aeo l ian  and 
volcanic. Many old  Vadhagh c i t i e s ,  ruined t o  t h e i r  foundations a r e  t o  
be seen, and a few crumbling towers and c a s t l e s .  The a r e a  is now 
farmed by humans and h a l f l i n g s  i n  a number of kingdoms and has  many 
s c a t t e r e d  v i l l a g e s  an& towns i n  a f r e e  soc ie ty .  

ZfCT7iV hZ.77i57i4 PZMQ% Are t h e  g e n t l y  nndnlat ing lands of t h e  Vadhagb 
nomads. I n  t h i s  savannah country with  many coppices and ahmb-woocls, 
t h e  Vadhaghs r i d e  horned horses,  herding s t range  roan c a t t l e ,  f l i g h t -  
l e s s  b i r d s  and antelope. Their  camps of lanlticoloured s i l k  t e n t s  
s tand ou t  a g a i n s t  t h e  green and earth-browns of an a r e a  r i c h  i n  wild- 
l i f e .  

''''' D''(eRB This  lies towards t h e  Inloth Peninsula a& h m  
severa l  t r a i l s  c ross ing  i t ,  much used by dwarves and t r a d e r s  ventur ing 
t o  t h e  Plateau of Durindal. Rere a l s o  l i v e  many Vadhagh, r i d i n g  cameis 
and f l y i n g  beas t s  (such a s  g r i f f o n e )  between t h e  oases,  f ind ing  p len ty  
of game even i n  t h e  h e a r t  of t h e  deser t .  The deaer t  Vadhwh a n  &own 
t o  be drug'takers, though i n  what corner  of the d e s e r t  thbse  are gram 
is unborn. The * a p i c e V  as it ie known is obtainable  at a h i &  ppsle 
i n  o t h e r  count r ies  i n  extremely l i m i t e d  q u a n t i t i e s .  



E f C 7 4  YLRLcDhf;, QEfl7QSUZA 
A h i l l y  region about 5000' above s e a  l e v e l  

with steep-sided v a l l e y s  and dense-evergreen montane f o r e s t .  Many 
s t i l l  occupied 'Jadhagh c a s t l e s  a r e  t o  be found, mainly s i t u a t e d  on h i l l  
topa. These a r e  v i r t u a l l y  sel f -contained and completely i so la ted .  
Each c a s t l e  has s e v e r a l  s l a v e s  capable of r i d i n g  f l y i n g  mounts of var- 
ious  s o r t s ,  and these  take a r t i f a c t s  and invent ions  t o  t r a d e  them f o r  
food and e s s e n t i a l  suppl ies .  There i s  one i n t e r i o r  c i t y  and a number 
o f  c o a s t a l  t r a d i n g  towns. These Vadhagh occupy themselves invent ing 
'machines*, c r e a t i n g  s c u l p t u r e  and music and producing p ic tu res .  I t  i s  
s a i d  t h a t  they have very good r e l a t i o n s  with  many beings l i v i n g  i n  t h e  
a r e a  who p r o t e c t  them. 

' @'''' Lying between t h e  Zelatan Hills and t h e  south arm 
of t h e  p la teau  of Durindal, t h i s  i s  a warm and humid region. The land- 
scape is gen t ly  r o l l i n g  downs covered i n  moss except f o r  i n  t h e  low- 
l y i n g  marally areas. The on ly  t r e e s  a r e  enormous 'baobabs'. The deep 
springy moss is  dark green i n  winter,  yellow i n  spr ing ,  l i g h t  green i n  
summer and pink i n  autuesl. Nmy g r a n i t e  outcrops occur,  half-covered 
i n  moss and t h e  Vadhagh c a a t l e s  resemble these  a t  a dis tance.  In  wet 
a reas ,  marrows and water melons p r o l i f e r a t e  among t h e  moss; t h e  Vadhaghs 
send ou t  g i a n t  b e e t l e s  i n  droves t o  c o l l e c t  these  f o r  food. ?ue t o  t h e  
wet t e r r a i n ,  Vadhagha use  30' stilts, boats  o r  f l y i n g  b e a s t s  ( e s p e c i a l l y  
flamingoes) t o  t r a v e l  nnleae they have t r a i n e d  dogs t o  s n i f f  a u t  s a f e  
pathways ac ross  t h e  vales.  They occupy themeelvee m c h  a s  t h e  Vadhaghs 
of Imloth do and they t r a d e  with  H i r l m  and t b e  dwarves of Durindal. 

pzRz'Aa mJ BUR*nA.Z E o s t l r  amund 12000' wi th  peaks reaching over 
30000* e s ~ e c i a l l r  r i g h t  i n  the centre .  The c e n t r a l  mountain is a f l a t -  
topped e x t i n c t  v ~ l c ~ o ,  Hount ~ e v e s o n j  and is  thought t o  be 41000' high 
though not evan the Vadhagh have acaled it. The aountttins toaards  the 
Desert o f  Kildas are 2nineC by dwarvea f o r  diaarolrds and tulthril and h&ve 
been f o r  over  s r%lleniwn. There a r e  several l a r g e  s t o n e - h i l t  towns 
which t r a d e  wi th  tLte T&hagh of  t h e  Vale of  B t % i l  a d  a r e  s l s o  t h e  end 
of  t r a d e  matee ~POA Rd?g%. Food is snppl ied Bp goe? and: ibex  herds and 
b~ the Vadhagh of Ky-i9h+?.. For a l l  t h e i r  amithying s k i l l ,  t h e  dwarve~  
admit t o  ? e i w  stcrzrad '.o t h e  Badhrag;h i n  t h e  workinc; o f  m i t h r i l  and a few 
Vadhagh a r e  "ins t o  be found i n  t i e  towns as well.  Blau.y non-workers 
have been a r r i v i n g  l a t e l y  t o  s tand o f f  repeated a t t a c k s  by t h e  o r c  and 
hoagoblin invaders.  

ZTCIfi ~ f n l / $ f l ~  5E@?pPQt 
Once a Vadhagh kingdom of -eat n a t u r a l  beauty. 

Untlulating plairur of  waving graae with  occasional  cac tus  an4 pampus 
groves weye d i s s e c t e d  bj a m  strearas with t h i c k e t a  o f  bamb3o an2 m i -  
mosa. k.l1 t h e s e  an6 the b r i l l i a n t l y  co lo t~red  clumps of  rhot?rfle~&ron 
and magnolia t r e e s  were trodden by t h e  VaChagh. They dwelt huge, 
orna te  c a s t i e a  and htnnted on bipedal reptildarm mount#. Thee* lands were 
overrun bp orca,  gohline, o p e s ,  bzobgoblisa m d  d:. rsanner 0%: e d l  c tea-  
t a r e s  i n  great nnrabers. Many Vadhagh flcr? t h e  Steppea and l r r e  now i n  
t h e  s n r r o w d i n g  rounta.ins, defendtog t h e l s  r e m i s i r 3  kingdoma a d  launch- 
i n g  r a i d s  on t h e  :r,vaders. Two torn-8, ninglfzq and Tynn Pass  hold out  be- 
cause o f  t h e i r  supresle defensive ponltions.  Other oraetlers msmrl c i t i e s  
have been p t i s 8 ,  ht; clue t o  t h e i r  enormous s t r e n g t h  e r e  aot destroyed. 
The Steppes W e  been hmt ,  dug irp, ampe4 en, streams choBed etc .  and 
ehack t o m  have spnurg up snd horeia  beiow the  e a r t h  have open &ug. A 
s t a lemate  i n  %be w a r  h w  esnaued f o r  the paat  5 years ,  but  i t  _ s  +.bought 
that *.he ores me p l ~ ~ r r i n b ;  a n@w offensive.  

G r s h a m  p o r t r w e d  t h e  Badhagfi as the oldee t  r a c e  on earth, a powcrf i l  
bu t  drindLing people u i t h  e x p e r t i s e  irr flghtim m-d a l l  type8 of  magic 
URI). In &I. a t ~ 3 0 t s n  t b g  me mr's adept than o t h e r  races ,  I have 
o%i*,ted their details so  t5at E/?f# m y  Asafga 71kem t o  wit t h e i r  o m  needa. 
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= Door 
= Half open door 
=Opening of skyt t u n n e l  
--b - - = Skyt tunnel passing 

over corr idor 
= S kyt tunnel 
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BACKWtOUND: Many ca'nturies ago t h e  f a i r  l and  of I s m i t h i a  came under 
t h e  r u l e  of Ba l ra  t h e  Destroyer, a lost t y r u r i c a l  and 

despised leader .  H i s  r e i g n  was c u t  s h o r t ,  though, when one Winter 
n i g h t  a huge comet pluageted from t h e  sky and destrnyed h i s  palace. 
This  a c t  was a t r i b u t e d  t o  t h e  gods, and permit ted I s m i t h i a  t o  s t a r t  
anew with f a i r  leadership.  Balra 's  palace became a prime t a r g e t  f o r  
t r e a s u r e  seekers ,  t h o m h  t h i s  proved t o  be no easy t a s k  due t o  t h e  
devas ta t ion  i n  t h a t  area. 

PLATERSg INFO: Recently a minor e a r t h  t r e a a r  i n  t h e  a r e a  where Ba l ra ' s  
pa lace  once s tood  opened up a g r e a t  crack i n  t h e  ground, 

l ead ing  down, it is thought, t o  t h e  catacombs that l a y  below. Exploring 
down t h e r e  may wel l  prove worthwhile, and a l o c a l  a lchemist  has  o f fe red  
lOOOgp f o r  a l a r g e  ( f i s t - s i z e d  o r  bigger)  p iece  of t h e  comet's head, 
which he can use i n  h i s  f u t u r e  works. 

DM'S INFO:   he "comet" which s t r u c k  B a l r a l s  palace a l l  those  years  ago 
was a c t u a l l y  a small  exploratory space c r a f t ,  from another  

s t a r  system. The impact damged t h e  c r a f t  and k i l l e d  aany of t h e  
occupants, while  t h e  c o l l a p s i n g  palace managed t o  bury it under about  
30' of rubble. Here it has l a i r .  f o r  c e n t u r i e s ,  m a t i n g ,  d e c g i n g  but  
s t i l l  occapied by wierd c r e a t u r e s ,  some of which have adapted supr ie ing ly  
wel l  t o  t h e i r  l i m i t e d  surroundings. The e a r t h  tremor caused e x t r a  
danage t o  t h e  c r a f t ,  and a l s o  opened up a foxa of  access  from it t o  t h e  
s u r f a c e  (and v i c e  versa of course).  

s m  
Preq: Very Rare 
No A :  1-20 
A.C.: 6 
Move: 6"/18" 
H.D.: 1+1 
96 i n  l a i r :  75% 
T.Type: Var iab le  
Ao Attacks: 2/O 
Damages 2-5 
S p e c i a l  A: See below 
S p e c i a l  Dr See below 
M. Besiat :  Rtmdard  
I n t :  Average 
Align: Neutral  
S i s e :  S 
Ps ion ic  Abi l i ty :  l o n e  

The Skyt (rhymel with "bi te")  v e r e n t t  t h e  o r i g i n a l  crew o f  t h i s  ehip,  
b u t  r a t h e r  were used almomt a8 "slave labouru. However when t h e  s h i p  
had its c r a s h  t h e  S e t  were t h e  ones moat s u i t e d  t o  t h e  new eendftlolu 
and l i v e  q u i t e  happily. They t a k e  one of  two bamic forms, both bamically 
s o f t  and je l ly - l ike .  One of t h e s e  is s lug- l ike  (2' in l eng th)  and i8  

used f o r  quick movement, and enables small s h a f t s  on t h e  s h i p  t o  be used, 
a l though a t t a c k s  i n  t h i s  form anen ' t  possible .  



The second form is s i m i l a r  t o  a small  humanoid (13' t a l l ) ,  bu t  with a 
s i n g l e  pseudopod exending from what would be its c h e s t ,  i n s t e a d  of 
arms. This  can vary i n  l eng th  between 2 and 5 f e e t  and is used a s  a 
weapon i f  needed. 
Although Skyt  don ' t  have ps ion ic  a b i l i t i e s  a8 auch they a r e  a b l e  t o  
p r o j e c t  m i n v i s i b l e  f e e l e r  upto lo ' ,  w h i l s t  i n  t h e i r  second form. 
This  f e e l e r  cpa be used t o  perform r e l a t i v e l y  simple func t ions  a t  
d i s tances  and can a l s o  move/carry o b j e c t s  of upto 20gp weight. A t  
t h e  DUOS d iac rea ion  t h i s  f e e l e r  nay be used f o r  ccmplex t a s k  such a s  
picking pockets, a t  a very low p r o h a b i l i t g  of success. 
Skyt  a r e  a b l e  t o  form j o i n t  bodies, by one f u l l  round of contact .  
Upto 4 may meld toge ther  i n t o  one f o r e ,  which w i l l  still  have t h e  
same s i s e  and appearance a s  any other  normal ind iv idua l ,  but w i l l  
have t h e  combined h i t  p o i n t s  of a l l  its c o n s t i t u e n t  members. On 
sepera t ing  a l l  mtrbera of  t h e  j o i n t  form s u f f e r  4 of t h e  damage t h a t  
they took while  toge ther  (round up). It takes  one round t o  separate .  
Changing from s l u g  form t o  humanoid form takes  only one segment. 

DETAIIS - 
1) The Crack 

Amongst t h e  o r e r g r w t h  t h a t  covers what is l e f t  of Balra 's  palace t h e r e  
is one p lace  that mtlads out: t h e  crack. Simply a ;@ping hole i n  t h e  
e a r t h ,  20' by 10' at t h e  top,  going down 30' t o  a roughly c i r c u l a r  
base, with a ragged ho le  down t o  a sm11 envern below. The bottom of 
t h i s  c rack  is covered by a t h i n  l a y e r  of d e b r i s  from t h e  e a r t h  tremor. 
Under t h i s  w i l l  be found s o l i d  metal  ( t h e  ou te r  s h e l l  of t h e  ship) .  

2) Main Air loek 

A 1 5 L  drop thrapgh t h e  hole at t h e  b0tt06 of  (1) b r i n y  you t o  t h i s  
hexagonal room, Am with a1m-t  a11 t h e  s h i p  t h e n  is v i r t u a l l y  no 
e r idenee  that this ts a teehnoleg ica l  a r e a  and t h e  passage of  time 
has  rendered t h e  wallo and Tlcor very s i e i l a r  t o  t h e  atandard dungeon, 
a l theugh a s h o r t  t i r e  working on a n  a r e a  would r e v e a l  very tough metal 
under a l l  t h e  mess. There is  a half-open door i n  t h e  South w a l l ,  
b ig  enough t o  equeese through, but  only just .  Bein6 part of an a i r l o o k  
t h i s  door is very t h i c k  and would r e q u i r e  100+ SIR t o  push it f u r t h e r  
open. 

3) stvt Ihune la  

These are part of  t h e  s h i p ' s  equ iva len t  t o  a v e n t i l a t i o n  system, about 
6'' a o r o s s  with exit. high up t h e  w a l l s  of  r o w s  (21, (13)'  ( 18) and 
corrg@ors (28). They a r e  j-t l a r g e  enough f o r  f i r s t  f o r a  Skyt  t o  
use them, giving t k e a  qaiok t r a v e l  throoghoot most of t h e  s h i p  and 
a chrmoe t o  sp3 on anyone e n t e r i n g  it. The drop fro.  t h e  e x i t s  t o  
t h e  f l o o r  of r a m  is of no concern t o  t h e  Skyt ,  t h e i r  rubbery bodies  
being a b l e  t o  t a k e  t h e  ampact wi th  ease. 

4) skyt C o m e s  

Three roughly s p h e r i c a l  arw.  Eaeh can t a k e  upto 8 of  t h e  30 Skyt 
t h a t  i n h a b i t  t h e  ship. They "l ive" i n  t h e s e  plaoes i n  l a r g e  tuse. ,  
without f o m i n g  i n t e  j o i n t  f o r ~ m .  The edscss of these  u e a s  a r e  oovered 
i n  a g lewi ly  l i g h t  b lue  fungoid f e n .  which cores  one po in t  of *age 
per  t u r n  on any S Q t  i n  here. It h a s  no b e n e f i s i a l  e f f e c t s  on humana,etc. 



5 )  Storage Room I 
Once a food storage area this has been taken over by a colony of ant-like 
insects. They are general harmless, although their pyrimidical "hive" 
contains quite a substantial amount of yellow mold. 

6 )  Storaae Room 2 
Full of mechanical parts, tlmt will obviously be very unfamiliar to the 
standard dungeoneer. Nothing, however is in a functioning state. A 
good search (including the smashing of most objects)*will find 4 m g p  
rubies, used as part of lasera. 

7) Storage Rooa 3 
Robot sections were kept h m ,  and may well seem to be the remains of 
wierd creatures long dead to dungeoneers. A robotic head, still 
connected to one of the few functioning power units, still has some 
"lift" in it, shown by a die glow in its eye sockets. It is an 
engineering robot, and will only respond to questions on appropriate 
subjects. It will only undsrstand the common tongue, all of the ship's 
crew having been taught it to help their mission to find specimen 
creatures from Earth. 

8) Storage Boom 4 
Used for holding the bodie8 of dead crew members for reincarnation when 
the ship returns hone (or so they hoped before it crashed). 3 of the 
crew are here, held in vats of green liquid. They look like a mixture 
of an octopus and a lemure. There is also another, smashed vat which 
holds the dregs of the liqoid (will work as a hallucinatary drug if 
taken in large quantities) and the decayed remains of one of the crew 
(worth 5QQgp as a curiosity). The liquid in the vats that are still 
operating is kept at an extremely high temperature by micro-wave 
treatment. Anyone putting their hands into them will get a na8ty sort 
of burn, (ld8 damage per round). 

9 )  Pet Room 
Set on shelve8 arollad this room are 1' cubes made of an opaque material. 
There are aboslt 5 of them, and another 15 broken open lying on the floor. 
There is also a 5' diameter raised platform near the door, vhich faationed 
as a matter diminisher, shrinking captured creatures and transfering them 
into the cubes for the journey home. If one of the intact cubes is 
smashed (take8 20+ hits) there is a k% chmnce its occupant will srutive, 
but still be miaiturised, ohance of return to noha1 and 3 a  chance 
of instant death. !Chess cubes holds- Leopard (l&hits), Pseudo-Dragon (91,  
barf (driven insane this ordeal) (61, Troll (27) and a Kreel (as per 
Couatl but Cl3 aligned, cannot f l y ,  no magic-nee or psioaice) (34). 
10) Computer Tie-In 

Three computer terminals la r row, all with VIlUs and two in workable 
condition. The3 allow dirmt cosmunieatioa with the computer, But 
ranember what state it's fn at the time before deciding its reactions, 
see (33).  
11) Artifact S t a u e  

This room is full of, what to adventurers, would be ordinary, everyday 
bits and piece#. However to the crev of Chi8 ship they represent 
vileable treasure of a far-off uorld. In with all the weapons, clothes, 
otc thrre are alsoa- 8 1- gem ILL a ring, a wand (no charges), a 
poti~n of heal&- u d  1 +1 MCO. 



12) Liv- Q u a r t e r s  

The S l q t  use  t h i a  room a s  a l a r g e  I'nestlt f o r  t h e i r  young. The f l o o r ,  
w a l l s  and c e i l i n g  a r e  a l l  covered with 2" th ickness  of s l ime,  which 
makes movement i n  here f o r  humans very d i f f i c u l t .  There w i l l  normally 
be 2 Skyt h e r e  a t  any time, a long with 30 young. These a r e  i n  t h e  form 
of jn diemeter spheres  of a rubbery consis tancy,  and a r e  normally almost 
bur ied  i n  t h e  s l ime  of the  c e i l i n g .  

13)  Comuter  Bank 

A s  i n  a11 t h e  b e a t  (worst?)  SF t h i s  comp has  gone o f f  its rocker ,  s a i n l y  
through boredor. Vhat would you do f o r  eevera l  c e n t u r i e s  t o  keep you 
busy? Each t u r n  r o l l  on t h e  " Insan i ty  Table1' (DM) t o  s e e  how t h e  comp 
is going t o  reac t .  It doesn l t  have as rush power a s  it used t o  have, 
systems a r e  con t inua l ly  f a i l i n g ,  but it can still s e e  and hear  i n t o  a l l  
rooms, work t h e  emergency machinery ( s p r i n k l e r s ,  f i r e  f o a s  and klaxon) 
and c o n t r o l  f o u r  robots .  These a r e  usual  i n  room (18) but  can be s e n t  
anywhere on t h e  ship. Count t h e s e  robots  as "metal ic  ogresn f o r  t h e i r  
c h a r a c t e r i s t i c s .  The computer is a b l e  t o  lock  shu t  t h e  door t o  room (13) 
(50+ STR t o  f o r c e  it open) and a l s o  has a mini- laear  f o r  defense purposes, 
a l though t h i s  o f t e n  malfunctions. Count i t  as one sho t  a s  frem 10th l e v e l  
f i g h t e r ,  doing 2-8 domage, eaeh melee round. However a miss w i l l  cause 
t h e  computer t o  swi tch  it o f f  f o r  one t u r n  (un less  i n  a very n a s t r  i n s a n i t y ) .  
The computer i t s e l f  ccpnks a e  AC4 and can t a k e  100 p o i n t s  of &=age before  
being put o a t  of  act ion.  When it goes below 20 h i t s  a f a i l  rrafe c u t s  i n ,  
l e t t i n g  self-defense over r ide  any p o t e n t i a l l y  s u i c i d a l  i n s a n i t y  ac t ions .  
Rote that t h e  c o m p t e r  i e  a b l e  t o  awitch o f f  a l l  its flaehisag l i g h t e ,  e t a  
making it a p p a r  dead. But i f  it "doesu anything ( c o n t r o l s  robot ,  f i r e s  
l a s e r ,  e t c )  t h e  l i g h t s  must be on. 

14)  E n n i n e e r i w  

Host of  t b b  roor ir,  taken up with  t h e  f r u e w o r k  of  a 15' diameter 
decahedron. Within it l i e  tlie r e m i a s  of t h e  sh ip ' s  r a i n  power c r y s t a l ,  
worth 800- i f  a l l  is c o l l e c t e d  t o  t h e  average dnngeoneer t o  a e l l .  

15)  Clean-Bv G r r w  

Keeping t h e  s h i p  la  a nea t  and t i d y  s t a t e  was t h e  duty of a gragp of 
r o b o t s ,  remotely rat-shaped and measuring 1' long. C o a t  as Giant hts, 
but  w i t h  A@+. r o a r  of them a r e  still a c t i v e ,  and wait  i n  t h e i r  wholesw 
( a c t u a l l y  b a t t e r y  reokargers  t o  keep them qoing) u n t i l  they d e t e c t  some 
problem s a e w h e r e  on t h e  s h i p ,  which ne@86 e l e a s i n g  up ( l i t e r a l l r ) .  
Boat rabbi .h  ie coped with by a mini-dis integrator ,  whish w i l l  be u8.d 
am an a t t a c k  if neccesary, ( h e a g e  a s  @.Rats). A s  moat of  t h e  e e r i e u s  
dauge done t o  t h e  s h i p  i. beyond t h e i r  a b i l i t y  t o  put  r i g h t ,  they 
ignore  it. Only new damage w i l l  be a t t ended  to. 

16) Medical Lab 

T h i s  r o o l  wsed t o  hold 8 wide range of wierd and wonderful chemisale, 
bu t  t h e  c raah  c a w e d  all t h e  eon ta inars  t o  emash, making a real n s w p H  
on t h e  fleer f. here. !i%e r e d t s  o f  t h i a  have been t o  Bua a 2' 8eep 
depress ion  i n t o  t h e  f l s o r ,  f i l l  t h e  room w i t h  a very h e a v  m t i n g  garr, 
and a very l i g h t  b l ind ing  as and make t h e  whole p lace  A bi tbed  f o r  
r a r i o a s  v i r p l a n t  d i seaaes  f s e e  Ma). All- in-al l  not a hea l thy  p lace  t 

17) A m u a . ~ n t s  Boom 

The mini-colputer that c o a t s o l l e d  t h i s  room rcme s e p e r a t e l y  f r a  %he 
main COPIP, a?ld epends i t n s t i n r ,  with t h e  r a r i o n a  uanam~8nt  & e r i e e s  Bore 
Hologams, d l - g r a v i t y ,  m o t % o a - e ~ n t r o l  and bjpac+%lacr rat. Its s p e e d r l  
It wwald be d y  t o  glail t o  %q khss @at oa areesms. (For She e t f a a % s  
o f  t h e m  use appropr ia te  spsllarp P 3 a n t a ~ m a l  B s ~ a r ,  Raotfss ,  sQe). 



18) Robot Quarters 
Controlled by the main compriter (room (13)) these robots would appear 
to dungeoneers to be metalic ogres, possibly even iron golems. Their 
characteristics are as per the former monster though. There is a mini 
power unit in here Cglowing red cube in a larger cube framework) which 
keeps the remaining ship's systems going. Dungeoneers will not have the 
knowledge or capability to switch this off, unleslr they can teleport the 
small cube out of the framework or similar. That will cause the ship 
and all in it (not living creatures) to go "dead". 

19) Command Centre 
Virtually the bridge of the ship, with walls covered in dials, panels 
and electronics. Obviously this should be made as mysterious and 
magical as possible to dungeoneers. Roughly 3 of lights/sjstems are 
operating/operable. There is a direct computer link (in constant 
action, permitting voice commanication). 

20) Corridors 

Unlike the average dungeon psssage these are, for obvious reasons, very 
easy to walk along and nicely smooth. In the walls there are panels 
to the ventilation system (see (311, klaxon speakers and indecipherable 
writings. Close inspection of the ceiling will reveal holes (for the 
sprinkler system) and the floor has occasional sliding parrels, with 
foam hoses beneath (for combatting electrical fires, etc). 

NOTES: Obviopsly this is a very non-standard "dangeon" and the DH must 
have a good imagination to fill in the details of the ship. 

Players must be made aware that this isn't like the dungeons they're 
used to, but should take quite a while to realtie what's going on. 
Although quite a few of the rooms will be explored for little gain it 
is upto the M3 to insect the action. Objects "moving by theneelvesw 
(thanks to hidden Skyt), the craay comp going through moods, and playing 
with ship sysCems, unintentional *attacksv by the cleaning robot8 all 
play parts in giving the dungeonears a real tough time of it. Keep 
them on their toes, but be fair. Don't throw everstking at them at once. 
This scenario is meant te be a challenge, but also enjoyable to all 
concerned. Play it with that in mind. lo tuggestions of character levels 
for playing this scenario have been given, mainly becaase it can varj 
widely. First levelers could survive most of the rooms, but what if they 
release the Kreel? Really eo-one above 3rd level (or -be evea above 2nd) 
should be allowed in, mainly because they wmld s p a i l  the effect of certain 
aspects. The robots from rooa (18) should be feared and avoided, bat if 
chaaacters can dispatch them with ease, this point is loat. .nyway, 
try out this scenario and sea h w  it goes for you. Feedback on how it 
went down would be very weloorae. Have fun! 

Wonld anyeae whs 
knows Gordon Re- 
please ask hia t~ 
'phane Hika on 
Dorking ( 0306) 87293, 
as soon as uossible. 



Dt4s may o f t e n  be s t u c k  f o r  c h a r a c t e r s  and what t o  d c  wi th  them i n  between 
adventures .  :.lost c h a r a c t e r s  seem t o  have no l i f e  f r o n  one dungeon t o  t h e  
next ,  a ~ d  t h i s  smal l  a r t i c l e  hopes t o  f u r n i s h  some i d e a s  f o r  t h o s e  c h a r a c t e r s  
who f e e l  t h e  need f o r  sowething more t h a n  e ~ d l e s s  goblip-bashing and dragon- 
skewer i rg .  

The b a s i c  i d e a  is t h a t  any a b i l i t y  of 15 o r  more i s  only  t h a t  high by us ing  
s p a r e  time t o  p r a c t i s e  t h i s .  I f  s p a r e  t ime is  not  used f o r  o r a c t i c e ,  t h e  
a b i l i t y  drops  by 1 p o i n t  per  month u n t i l  1 4  is reached.  These p o i n t s  may be 
rega ined  a t  a  s i m i l a r  r a t e .  Note t h a t  t h e  a b i l i t y  s c o r e  r o l l e d  is a 
M4YI11UrI; it may drop  and r i s e  a g a i n ,  but  no-one may use  s p a r e  t ime  t o  
i n c r e a s e  an a b i l i t y  s c o r e  above t h e i r  o r i g i n a l  r o l l .  This  may a l s o  prevent  
c h a r a c t e r s  w i t h  18  i n  a l l  c a t e g o r i e s ,  s i n c e  t h e y  w i l l  be s o  b o u ~ d  up 
p r a c t i s i n g  t h a t  t h e y  w i l l  have no t ime f o r  anyth ing  e l s e .  

Time is  d i v i d e d  i n t o  6 b locks  per  day, each of  4 hours:- 

0100 - 0500 Night 0900 - 1300 Morning 1700 - 2100 Dusk 
0500 - 0900 Dawn 1300 - 1700 Afternoon 2100 - 0100 Evening 

C h a r a c t e r s  need 3 b locks  of rest per 2 days,  and a minimm of 16 per  7 days. 
Rest b l o c k s  need n o t  be s l e e p ,  a s  lonq a s  on ly  mild a c t i v i t i e s  t h a t  s t r a i n  
n e i t h e r  menta l  nor p h y s i c a l  c a p a c i t i e s  a r e  urder taken .  Mote t h a t  no more 
t h a n  3 c o n s e c u t i v e  r e s t  b locks  may be taken  - c h a r a c t e r s  may not  mope around 
a l l  day. C h a r a c t e r s  w i l l  normally t a k e  around 1 block ( n o t  t o  be s p l i t  i n t o  
more t h a n  2 s e c t i o n s ,  each o f  a t  l e a s t  1 hour)  per  a b i l i t y  over  1 4  per  day,  
b u t  o n l y  around 5 b locks  p e r  week is  necessary (10 b locks  is  t h e  maximum 
a l lowable ,  a f t e r  a l l ,  who has t h a t  kind of c o n c e n t r a t i n g  power?). A popular  
way of t r a i n i n g  is t o  spend t ime t r a i n i n g  o t h e r s  - mages may teach  s p e l l s ,  
f i g h t e r s  weapon t r a i n i n q ,  t h i e v e s  backstabbing,  p ickpocket ing  etc. A secondary 
p r o f e s s i o n  e.g. a c t i n g ,  e n t e r t a i n i n g ,  smithying,  lawyer,  sage ,  guard,  spy  e t c .  
may a l s o  be  a p r o f i t a b l e  a l t e r n a t i v e ,  enabl ing  a b i l i t y  p r a c t i c e  t o  b r i n g  i n  a 
good s a l a r y .  Note t h a t  c l e r i c s  a r e  a  s p e c i a l  c a s e ,  g e n e r a l l y  be ing  expec ted  t o  
a t t e n d  temple g a t h e r i ~ ~ g s  and ceremonies o r  r e c r u i t  new members. A l t e r n a t i v e l y ,  
t h e  M4 a s  godcdess)  can set t a s k s  t o  be performed e t c .  Most c l e r i c s  should be 
f r e e  t o  adventure ,  however. 

Here a r e  t h e  d e t a i l e d  n o t e s  on what needs t o  be done by c h a r a c t e r s  t o  keep 
up t h e i r  a b i l j t y  s c o r e s .  A l l  b locks  a r e  per  week. 

STREHGTH: 5 blocks:- 2 b locks  weight  t r a i n i n g  
2 b locks  weapon t r a i n i n g  
1 block g e n e r a l  e x e r c i s e  

Diet : - p l e n t y  of meat etc. approx. 100 gp/week. 

T r a i n e r s :  1 block o f  t r a i n i ~ g  o t h e r s  = 1 block o f  weapon t r a i n i n g .  
T r a i n e r s  r e c e i v e  20-50 s o  per  hour per  t r a i n e e  

Guards: Equiva len t  t o  2 hours of weapon t r a i n i n g  p e r  week, 
work 7 b locks  p e r  week f o r  10-100 s p  p e r  block depending on danger;  
bonuses of up t o  10 gp may be p a i d  

Manual 
Lab0urers:e.g. smith,  lumberjack,  mason, b u i l d e r  e t c .  e q u i v a l e n t  t o  

g e n e r a l  e x e r c i s e  o r  weight t r a i n i n g  on a 2 b locks  work = 1 
block of  t r a i n i n g  b a s i s .  
12 block r e e k  (6  days)  f o r  1 0  s p  per  block.  

(23 1 



Light Labourer: e.g. messenger, carpenter, tanner etc, is equivalent to 
general exercise on a 3:l basis. 
Work is generally at least 12 blocks/week, pay being 
10 s p  per week or by prod!~ctivity. 

IIITELLICrt4CE: 5 blocks:- 1 block problem solving 
1 block meditation 
2 blocks reading OR practical application 
1 block communication & discussion 

Diet:- plenty of fish etc. approx. 50 gp/week 

Trainers: negotiate fee individually. 
1:l equivalence to practical use or 2:l equivalence to practical 
application. 

Clerk: 8-12 blocks per week for 10 sp per block 
2:l equivalence to problem solving or practical application 

DesignJWorkshop: 8-10 blocks per week for 25 sp per block 
2:l equivalence to problem solving, practical use or 
practical application. 

Astrology/Sage: work as wanted, pay as demanded 
1:l equivalency with readinq or practical application. 

WISDOM: 5 blocks:- 3 blocks religious devotions 
1 block readingiresearch 
1 block discussion and comnunication 
OR meditation in isolation. 

Diet: - depending on religion - eg fasting, locusts 
and honey, blood etc. 0 to 250 gp per week 

Devotions: include hearing confessions, taking ceremonies, preparing 
sermons, recruiting members, making sacrifices, preaching, 
praying, converting, advising, healing, counselling, spying etc. 
special devotions and tasks are up to the DM. 

DEXTERITY: 5 blocks:- 2 blocks general exercise 
EITHER 2 blocks weapon training & 1 block secondary 

manual skills 
OR 2 blocks thief training & 1 block weapon 

training 
OR 2 blocks secondary manual skills and 1 block 

class ability practise 
Diet:- non-fatty foods to keep weight down, except 

for buttered scones, as well as carrot juice 
Thief-training: no pay for if within Guild, but also free training from 

others in return. 1:l basis for thief training. 
Street practice accrues at 3 : l  basis for thief training. 

Light labourer: 1:l for secondary manual skills OR 2:l for general 
exercise. See strength for details. 

Weapon-master: see strength, trainers. 

CONSTITUTION: 5 blocks:- 2 blocks general exercise 
1 block body treatment 
1 block sport 
1 block mental practices 

Diet: - healthy, large and balanced, approx.75 gp/week 
Body Treatment: massages, saunas etc. cost around 10 sp per hour. 
Sport: includes training and practice. Swimming, running, athletics 

as well as fighting are all common. 
!lental Practice: mostly meditation in isolation to bring mind over body; 

to resist pain for instance, and self-denial. 



General Exercise: This is provided on a 2:l basis by any fairly active job. 
Note that some sports and body treatments can get quite expensive, and the 
DM should try to encourage these. 

CHARISIIA: 3 blocks:- 1 block social appearance 
1 block body cultivation 
1 block etiquette 
(Houris +2 blocks body cultivation 
Bards +2 blocks musiclpoetry research) 

Diet: Cucumber for face, caviar for showing off, other 
beauty foods approx 150 gp per week. 

Social Appearance: attendance at functions commensurate with level and 
alignment; hob-nobbinq with the people that count. 

Body Cultivation: make-up, hair care, beautifying, body building for men, 
manicure, skin care; all are essential. Either 
servants must be hired or the 'trade' be learnt, 
trainers costing up to 5 gp per hour for very hiqh class. 

Etiquette: this is also an essential - how do you address satyr? - 
and is learnt in the same way as body cultivation. Note 
that druids learn both during druidical studies, which will 
not have to be paid for; being servants of nature, their 
down-to-earth style is acceptable. 

tlusic1Poetry Research: This involves instrument tutelage and researching1 
composing/learning lays and ballads. Practical use 
accrues at 3:l basis. Bards are expected to act, sing 
and recite, as well as spreading news etc. and some bards 
can be very highly paid. 

beginner f o  M19 r a ~  be iaterortrd to learn eoma of these, often used:- 

PHRASES 
Ron avay! 
When do tho pabm open? 
Stuff q aliwan%, I'D golag to kill theat 
Are yap rare this i m 8 t  leade&? 
I attaek it/tts kobold/demogorgon/tho DM. 
Ah, but a wing  the lrt/2nQ/32?th edition of the Monster Haaaal. 
Bow m a n y  Asmodao? 
I disbeliero it. 
Oh well, he wasn't a very good e k a c t e r  r a ~ n 4 .  
€sat+*% it! 
Cover the drufdte q e a  while we b u m  d m  the foroat. 
W m t * ~  wrong vitk a.%l* ay barf aawBa0.s41alf? 
Watch out, Cnare's a (hobbit) thief &at. 
This sort of thing %are8 kappemh9 i n  W R !  
YouPdn*t yeu rather W pwiobg CAS/Bg(l@a xn~cld8rO/B~~1$agf 



PHILOMENA'S FLQRILEGIUM 

Of t h i s  v a s t  t r e a t i s e  on p l a n t s  and p l a n t  l i f e  only a few leaves  remain. 

3000 years  a f t e r  Philomena s t a r t e d  punhing up d a i s i e s ,  a voracioao but  

s t u p i d  p lan t  attempted t o  e a t  a passing J u l n b  t r e e ;  t h e  r e s u l t a n t  explosion 

may hare been ecs tasy  f o r  t h e  p l a n t  but  it destroyed t h e  hothouae b u i l t  by 

16000 an t6  hooked on t h e  j u i c e s  of t h e  Dewlap and rpn by t h e  vegetable  men 

of Etrenos. Who knove w h a t  s t range  c r u t u r e s  were re leased  t h a t  n i g h t ;  

accompanying hur r icanes  a r e  e a i d  t o  have spread seeds  t o  t h e  t h i r t e e n  corners  

of t h e  ea r th .  

La te r ,  i n t o  t h e  hands of sages cane odd, half-burnt ,  half-soaked indec- 

ipherab le  s c r a p s  of  t h e  book that w a s  ooncealed i n  t h e  hothouee. These were 

passed t o  Bost ix,  t h e  Great  Druid, whose l o r e  of  aetural t h i n g s  surpassed a l l  

o t h e r s ,  but t o  no a v a i l ;  t h e  language remained a mystery. Thue those few 

d e s c r i p t i o n s  ranmining passed t o  I, t h e  ACID SORCEZ?ER, and h e r e i n  I r e v e a l  

some of those  mutated and magical p l a n t s  s o  loved by Philomeaa. 

BRIARS 

Freq: uncommon 
MO. ~ p p :  10 'sq t o  120'sg 
A.C.: 7 
Hove: 1" 
X.D.: 3 per  IO'sq 
%id: 100% 
T.T.: n i l  
Attacks: 2 per  10'sq 
D a r g e :  1-10 
S p e c i a l  Attacks: poiaoa 
S p e c i a l  Defences: unharmed 

by blunt  veapons 
M.R.: s tandard  
Int.:  non- 
Algn: n e u t r a l  
S iee :  L 

BUWIHG BUSH 

Freq.: very r a r e  
No. App.: 1 
A.C. : 3 
Wore : non-mobile 
H.D. : 8+2 
%inL : 100% 
T.T. : Q,T 
Attacks: 3 chance of 

burn every round 
S p e c i a l  Dcfencess t o t a l l y  

f i r e  EL cold r e s i s t a n t  
#.B. : s tandard  
In t .  : high 
Alga. : any 
s i z e :  L(7'+) 

B r i a r s  a r e  mobile p l a n t s  t h a t  e n c i r c l e  
s l e e p i n g  o r  h e l p l e s s  c rea tures .  Anyone pushing 
through s u f f e r a  2 automatic h i t s  e m r y  round. 
1% of h i t s  s p l a t t e r  p o i ~ s o a o s ~  berry j u i c e  i n t o  
t h e  round; t h e  v ic t im -st save  r a  poison a t  +3 
o r  die .  The p u t s  a r e  v e w  s p r i n w ,  shup .lad 
tough, hence t h e i r  r e s i s t a n c e  t o  even magical 
b lun t  veapons. Anyone k i l l e d  w i l l  be shredded 
nnd turned i n t o  compost, making it very hard t o  
r a i s e  them. Though they take  normal damage 
from magical f i r e a ,  they only take h a l f  damage 
fro. normal f i r e s .  

B r i a r e  a r e  found i n  a l l  manner of wild and 
temperate areas .  

Burning Bushes a r e  planted by c l e r i c s  and 
dru ids  t o  guard holy t r e a s u r e s ,  s h r i n e e  etc .  
They w i l l  d e t e c t  anyone no t  of t h e  c o r r e c t  a l ign-  
ment, o r  a q o n e  with h o s t i l e  i n t e n t i o n s  i f  t h e j  
approach t o  wi th in  20'. I i  they come aay c l o s e r  
they w i l l  a t tempt  t o  b u m  them, having a I i n  3 
chance e r e r j  round of  doing sc. Damage is: 

up t o  5' = 6-48 
5' t o  10' z 4-32 

10' t o  15, = 2-16 
The v ic t im t a k e s  h a l f  dam. i f  he mares v s  dragon 
brea th  b a t  a t tempting t h e  eave mean8 that he 
cannot attack that roamd. DRUIDIC Bushes a r e  
a l u e  l i g h t n i n g  resistaat and eur f i r e  6 f i r e  
seed.  p e r  day. 
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PUFFBALL (PUFFBALL PLANT) 

Preq,: r a r e  Each pnffba l l  has 4 spore chambers, and 
N0.A.: 1-6 (1) can explode one each round; each causes a 
A.C. : 5 (7) 1" cube of para lys is  gas - anyone within it 
Move : 12" (0") must save +a para lys is  o r  f a l l  paralyzed 
H.D. : 1+1 (3 )  f o r  2-12  elb be rounds. It stope a f t e r  a l l  
%id : 0% 4 spore chambers have been used. A puffba l l  
T.T. : 3 I plant  has 6 puffba l l s  which i t  cont ro ls  
Attacks: 1 (2 ten tac les)  t e l epa th ioa l ly  t o  a range of 12". It a l s o  
Damage: n i l  (2-5) has 2 ten tac les  and a huge g a p i q  maw. I f  
Special  A t t a c h :  para lys is  both t en t ac l e s  h i t  i n  t he  same round, t he  

( swallou ) victim v i l l  be dragged t o  the  maw and swall- 
Special  Defences: none owed next round. Thet w i l l  d i e  i n  CON/2 
M.3. : standard rounds (round dovn). It can only mrallow 
Int .  : non- (semi-) c rea tures  up t o  about 6' t a l l .  
Algn.: neut ra l  50% of puffba l l  p lants  a l s o  have a gas 
S i ze  : S (H(5' ta l l , ) '  across) )  spore near them. I o t a  t h a t  t h e  p lant  and 

its puf fba l l s  a r e  a l l  unaffected by para- 
l y s i s  and a l l  but t he  most v i ru lent  of poisons. 

SUCKER FLOWER 

Freq.: uncommon 
No.A,I 1-3 
A.C. : 6 
Hove : 3" 
H.D. : 4 
Xis&*: 0% 
T.T. : n i l  
Attacks: 2-5 kissea 
Damage: dra in  3 l e v e l  
Special  Attacks: drain* 
Special  Defences: none 
H.R. : standard 
In t .  : semi- 
Algn.: C/E 
S ize  : M 

GIANT SUWDEW 

Freq.: r a r e  
N0.A.: 1-6 
A.C. : 8 
Hove : non-mobile 
H.D. : 5 
%inL.: 100% 
T.T. : 2Q 
Attacks: 5(l/person) 
Damage: 1-8 
Special  Attacks: ac id  

and s t i ck ines s  
Special  Defences: none 
M.R. : standard 
In t .  : non- 
Algn.: neut ra l  
S ize  : L 

stem of t he  plant w i l l  

A sucker f lover  is an evergreen p lant  with 
many r i ch ly  coloured variagated leaves. It has 
numerous roo t s  which allow it t o  .shuffle along 
i n  search of prey but i t  mast r e s t  every t h i r d  
tarn. It ga ins  its sustenance d i r ec t ly  from its 
prey; t he  l a rge ,  deep red blossoms end i n  R 
t i g h t  splay of pe ta ls  somewhat l i k e  a tu l ip .  
These can d ra in  l i f e  energy Bhrough t h e i r  tongue 
l i k e  stamem whenever they h i t .  3ne half of r 
l eve l  is drained each h i t ;  drop t o  t he  bottom of 
t he  present l eve l ,  then halfway dovn the  next 
and s o  on. 

These p l an t s  do not requi re  moh l i g h t  i f  they 
can ge t  a f a i r  m o a t  of energy t h i s  way, so  they 
a r e  of ten  found underground a s  well  a s  i n  the  
ho t t e r  regions of the world. 

Thia marsh and woodland p h t  i a  9% indis t in-  
guishable from any other plant. It has 5 leaves,  
each 10' long, r ad i a t i ng  from a cen t r a l  stom 
with flowore. I f  a l e a f  h i t s ,  it does 1-8 ac id  
damage that round and a l l  subsequent ones n n t i l  
t he  round AFT= t he  cen t r a l  stem (5 ED) is dest- 
royed. The l e a f  a l s o  s t i c k s  victims t o  it with 
its juices;  it takes a combined s t r e q t h  of 32 t o  
pu l l  rromeone lo se  and even then an ex t r a  1-10 
rendirg damage is done in tho process. Each 
round somecne is i n  t he  g r i p  of a l ea f ,  s t a r t i a g  
v i t h  t he  accond, a11 t h e i r  exposed equipment 
must save vs ac id  ( a t  +2) or  d i e i t e s r a t e  and be 
absorbed. F ina l ly ,  q o n e  stuck on the  l e a f  
fo r  8 melee roandm v i l l  d i e  a f t e r  t he  8 th  round 
irrespective of damage, Rote that damage t o  
leaves kaa no e f f e c t ;  only the  destruotion of t he  

k i l l  it. 
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APVERTISEHEtJTS 

Thre ate tw types ol ad. i n  

page. fu l l  page ads are f9 and 
half page are f3. If you rant an 
ad. send Hike a cheque for the 
apprapriate amount tagcsthsr with 
thead. I t ~ t D o n M p a p s  
(on the b a t t a  half for a half 

, page ad.) and nil1 &e printad just 

as w rscaive it. Plea50 state 

which iuue you would like it to  
wear .  

"The &holdern is Copyrighted (1980) 
by H.G. Stoner and G.R.3. M e .  

COwTR~W~IOEIS 

Have you got any opinions on DkD 
or FRP i n  general? Wised any 
fiendishly clever traps recently, 
o r  orsated a new mnstsr or 

magic item? I?  you have utiy not 

send them i n  to us. If they are 
printed youtll get f m  issws 
of this 'zinc. Please type 

w t  anything you send i n ,  i f  
possible, and i f  yw want it back 
melaee a SSAE, 

wT[PI+wm*TBH.m*~~PBH 

~ P T I O l c S  
If you mt t!J SUbCTfb to 
"The Beholderu send s ahcqw 

lnads W 1 c  t o  MW.. Sbmer for 
a multiple a f  4% and that i) htw 

j 

many issues you vrlli get le.g. 
EZ.25 for 5 iww) .  Donit fptget 
your name anb address and also 
state W N ~  i& r~llp d. ia 

to  start  with, If  yora l ive  
outsitk the U( and want a cub. 
send El per iswe, this rill 
enable us  to wnd airmail. 

NFI We a n  only accept eterling. 

IF YWWANT TOSUPWRTUS THE-N. 

PLEAS GET A Sue. I F  YOU W 

YOU HELL BE CERTAIN OF QTTING 
ISSUES AND YEKl UIU Atso xcsrx 
T H M  BEFORE THEY ARE IH RL SH@%. 

CONTACT 

If you wwld like to get on to  our 

ncontact" list then send In yout 

~ a e ,  address, tslephoM nubar, 

list of games you play, etc. to 

Mike. Watll t i en  pfnt it a l l  
when we have a chance, If you want 

t o  buy/b~U anything the cast d a 
ue'Elaasified* ad. is tp a ronl, 

rajciam 7!5 words. 

T B # , T B H , ~ ~ ~ T B H + T B H , W m W  


