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mtba t o  Chink of  somtething. *r iginel .  B n r  sinfie n S e l l o  a& uelconre 
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Voll ,  it is now def in i te .  %%H is t a  continue under aaw nanagetuent, 
t h e  first Bew i s s u e  appear ips  fa Hay t h i s  year. P u l l  d e t a i l s  of t h e  
new mag w i l l  be given i n a n  a r t l c l s  i n  TE325 next  month. Arraagementa 
f o r  people who hare subbed beyond TBH25 b e e  been changed so t h a t  now 
t h e  new owners of TBM w i l l  be conhacting you, o f f e r i n g  a refund o r  
a m b  t o  t h e  new 'E%II. Br t h e  t i a e  you read  t h i s  it w i l l  be t o o  l a t e  
t~ send any m e  c o a t r i b u t i o n s  of a r t i c l e s  t o  us ,  b a t  i f  you wsuld 
l i k e  t o  have mate r ia l  considered f o r  appearance i n  t h e  new TBB send 
i t  t o r  S c a l e  Designs, The Post  Orf ice,  Petworth Road, Y i t l e y ,  Bodalaing, 
Smrey ,  T3H f r o a  i s s u e  26 onwards w i l l  be uader t h e  new ~sanagagsnt 
but f o r  back i s s u e s  (1-25) and snpplements of tna te r ia l  from those 
i s s u e s  we w i l l  still be i n  charge. Ua hope t o  be doing a l o t  of 
r e p r i n t s  t h i s  Suamer, with Q&A2 helping ue f i n d  which i s s u e r  maay 
people don' t  have. P lease  don't  sqad ue any nroaey ye t  though. 
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FANTASY 
AS SHE 
IS WRIT 

1M9 seems to be a conglomeration of many sources of fantaay and 
fiction, and this leads to a very varied group of monsters with no 
real basis. I've written this article for those who've read and 
were impressed by a certain fantasy trilogy and would like to base 
more of their campaign upon these books. Here, then, are a group 
of monsters with "real" characteristics as per LotR. 

BALBOG - 
Frequency: V.Rare Balrogs are evil, man-like spirits 
No. Appearing: 1 of fantastic age, summoned from Hell 
Armour Class: 2 itself. They are creatures of fire and 
Hove: 24" darkness with manes of fire and yet they 
Hit Dice: 8 seem to move within clouds of black shadows. 
46 in lair: 5% Balrogs carry great whips of flame and 
Treasure Type: H huge flaming swords. The many-tailed ship 
No of Attacks: 2 does 2-12 damage (+4 if not flame resistant) 
Damage: 2-12( +4)/3-18 and if 4 or more above the to hit number 
Special Attacks: Fire/ is rolled the target is entangled, causdng 

Entangle Id6 damage per round. A bend bars roll 
Special Defense: Darkness with +2W is needed to escape. The whip 
Magic Resistance: 25% will set light to any inflammable material 
Intelligence: Exceptional it touches (e.g. clothes). 
Alignment: CE The sword of the Balrog does 3-18 damage 
Size: L and has no special powers. Note that both 
Psionics: None the vhip and sword are too large and unwieldy 

for human use. 
As if all that weren't enough Balrogs can also breath fire from their 
nostrils, in a cone 20' long and 5' wide at the base. This does 3d8 
damage and can be used ld4+2 times per day. 

Finally a Balrog appears to move in a cloud of darkness giving it a 
50% chance of being unnoticed in a dimly lit area (until it attacks of 
course). 

I 

PHANTOK Phantoms are the spirits of those who 
have died in places of great mtural danger: 

Frequency: V.Rare 
No. Appearing: 1 marshes, ravines, cliffs, etc. 

Armour Class: 10 These creatures are seen as the face 

Hove : 0" of the dead person (or people) glowing with 

Hit Dice: 3 an eerie light and calling to any person 

% in lair: 100% who passes to $pin them. Unless the victim 

Treasure: None saves vs death magic on seeing the phantom 

No of Attacks: 1 he will move toward the face and perish in 

Damage: - the same manner as the restless spirit did 

Special Attack: See text (drown in the pool, fall over the cliff, etc) 

Special Defense: Weapons and the only way to stop them is to destroy 

ineffective the phantom of physically drag the victim at 

Intelligence: High least 100' from the phantom. 

Alignment: NE Although they are unaffected by any weapons 

Size: S phantoms can beukilledw by a cleric/paladin 

Psionics: None dispelling them (as a wight). Holy water 
thrown at the face causes 2-7 damage and 
when reduced to zero hits (or hit by an 

exorcise spell) they vanish. 



Frequency: Uncommon 
190. Appearing: 1 
Armour Class: 6 
Hove: 0" 
Hit Dice: 3/20' . 
% in lair: 100% 
Treasure: See text 
No of Attcaks: 1 
Damage: 1-6 
Special Attack: Poison 
Special Defense: None 
Intelligence: None 
Alignment: Neutral 
Magic Ilesist: Standard 
Size: Variable (often L) 
Psionics: None 

TROLLB 

Frequency: Rare 
No. Appearing: 1-6 
Armour Class: 1 
Hove: 6" 
Hit Dice: 5 
% in lair: 100% (in day) 
Treasure: K,L 
No of Attacks: 2 
Damage: 1-8/1-8 
Special Attack: None 
Special Defense: None 
Magic Resistance: Stndrd 
Intelligence: Lov 
Alignment : CE 
Size: L (12' tall) 
Psionics: None 

VAMPIRES 

Frequency: Rare 
No. Appearing: 1 
Armour Class: 4/6 
Move: 24" 
Hit Dice: 7 
96 in lair: 30% 
Treasure: D 
No of Attacks: 3 
Damage : 1 -1 0/1-8/1-8 
Special Attack: Bloodsuck 
Special Defense: None 
Intelligence: Very 
Alignment: CE 
Size: S (3'-4') 
Magic Resist: Stndrd 
Psionics: None 

In harsh, mainly dead lands brambles grow. 
The type given here are the largest and most 
dangerous, vith foor long thorns, as sharp 
as daggers, spravling like barbed vjae. 

The comparatively good AC represents the 
difficulty of swinging a veapon in the close 
thorns of the briars. The HD and attack values 
are due to movement through the brambles, 
standing still in their midst someone suffers 
no damage as the brambles cannot move of 
their own accord. The HD values shov hov 
much damage is needed to cut through them. 

I& of brambles have poisoned thorns but 
the poieon is weak (+4 on save). Characters 
must make one save every ten feet of brambles 
they move through. 

It is possible to burn brambles but is also 
inadvisable as they give off thick chocking smoke. 

A race of giant cannibals, fierce and 
strong but of lov intelligence these black- 
blooded giants are called trolls. Their 
skin is green and scaled. 

As Ents vere to vood so Trolls vere to 
stone, although less strong than the former 
creations they are rock hard and poverful. 
They had one flaw though: if the light of 
day touches them their stone-hard skin 
grovs inwards and they petrify. 

Trolls kill for pleasure and take treaeure 
from their dead victims. 

Note that real trolls have no regenerative 
ability. 

Not your normal Dracula type, these are 
vampiric spirits which take the form of giant 
bats. Having talons of steel a favourite 
tactic is to dive on their prey so that each 
talon does extra damage (ld8+3). 

If both talons hit the vampire may bite 
as well for Id10 damage and an extra Id6 
each round thereafter as they suck blood. 
While sucking their DEX bonuses are lost and 
they are counted as AC6. They will only 
stop sucking when their victim is dead or 
if they are greivously vounded. 

If the vampire is killed while sucking 
Id4 damage will still be inflicted on the 
victim when removing it due to the sharply 
barbed talons. 



EBT8 - 
Frequency: V.Bare Tree-l ike g i a n t s  of  great age  e n t s  come 
lo .  Appearing: 1-4 i n  a v a r i e t y  of types, w i t h  t h e  appearance of  
A r r o w  C l a s s :  2 var ious  s p e c i e s  of  t ree .  The i r  bodi t8  a r e  
Uove: 9" made of wood and they a r e  o f t e n  (75%) mistaken 
H i t  Dice: 9 f o r  t r e e s  i f  s t ay ing  still. They a r e  genera l ly  
% i n  lair: 95% slow-moving c r e a t u r e s  that keep t o  themselves, 
Treasure : None shepherding t rees .  They s p e a k . t h e i r  own 
No of Attacks: 2 a r c h a i c  language which is extremely d i f f i c u l t  
Damage: 3-1 8/3-18 f o r  o t h e r s  t o  l e a r n  o r  understand. 
S p e c i a l  A t t a c h :  None Ents  a r e  p r a c t i c a l l y  immortal, a l though 
S p e c i a l  Defenses: None they can be k i l l e d  of course. 
In te l l igence :  High Usually e n t s  a r e  peaceful  and w i l l  l e t  
Alignment: Neutral  t r a v e l l e r s  through t h e i r  f o r e s t s  q u i t e  unharmed. 
S ize :  L (14'+ t a l l )  However anyone t r y i n g  t o  chop o r  burn down 
Magic Res i s t :  Stndrd t r e e s  w i l l  be i n  b i g  t rouble!  Ents  genera l ly  
Psionics:  None d i s l i k e  a l l  who car ry  axes and t h e r e f o r e  have 

no g r e a t  love  of dwarves. 
I f  a t r e e  is  wantonly destroyed en ta  nearby w i l l  be roused i n t o  l i f e .  
They f i g h t  without regard f o r  themselves, f l a i l i n g  t h e i r  g r e a t  arms 
f o r  3-18 damage each. The i r  s k i n  is of a t h i c k  bark-l ike m a t e r i a l  
and makes f o r  very good pro tec t ion ,  a s  wel l  a s  t o t a l  i n v u l n e r a b i l i t y  
t o  arrows and poison. Ents  w i l l  always a t t a c k  f i r e - c a r r i e r s  i n  preferaxice 
t o  o thers ,  even though they take  double damage from a l l  flame a t tacks .  

BABROY WI(IHT8 

Frequency: Rare Barrow-wights a r e  undead s p i r i t s  of  e v i l  
No. Appearing: 1 people who have animated bodies  a f t e r  t h e i r  
Armour Class: 0 own have been destroyed. They appear a s  
Hove: 9" ghos t ly  s k e l e t a l  forms, with eyes glowing 
H i t  Dice: 4 with a cold luminescence. 
% i n  l a i r :  100% Barrow-wights abhor l i g h t  and t h e r e f o r e  
Treasure: E l i v e  i n  sea led  rooms (8.g. tombs) below t h e  
No of  Attacks: 2 ea r th .  Their  voice is hypnotic ,  a l l  who hear  
Damage : 1 -8/1-8 it must save vs  s p e l l s  o) be t o t a l l y  entranced. 
S p e c i a l  Attack: Hypnotism They w i l l  s tand s tock  still u n t i l  e i t h e r  t h e  
S p e c i a l  Defense: +? weapon barrow-wight is  dead o r  they have been removed 

t o  h i t  a t  l e a s t  120' from it. Those who save w i l l  
Hagic Resistance: Stndrd be a t t a c k e d  by t h e  barrow-wight; i n  t h e  
I n t e l l i g e n c e :  Average s k e l e t a l  form, because al though they car ry  
Alignment: CE swords (which they use t o  k i l l  t h e i r  hypnotised 
Size:  M vic t im with)  they p r e f e r  t o  a t t a c k  with t h e i r  
Psionics:  None long, bony hands f o r  1-8 damage each. 

Barrow-wights abhor sun-l ight  and i f  exposed 
t o  it w i l l  c o l l a p s e  i n t o  a p i l e  of bones. They can only be h i t  by s i l v e r  
o r  magical weapons. 

STILL AVAILABLE: 
T ~ ~ Q v  8 u u ~ l e n e n t  1 - GU)88*BY OF UA(IIC 

I f  you would l i k e  a copy of t h e  GoH 
jast send a cheque f o r  50p t o  J.Stoner 
a t  29 Parkway, Dorking, Surrey RH4 1EX 



Having music playing in the background during a game of D&D 
can give more atmosphere. Here are some appropriate tunes:- 

During melee: If you want blood you've got it 

Casting a silence spell: Shaddup you face 

Torturing a kobold: !Chatt s entertainment 

Meeting a silver dragon: The Freeze 

Character just died: Stairway to Heaven/EIellbound 

Meeting a cockatrice: Please don't touch 

Reading M.M.: Scary monsters & Super creeps 

Killed by a kobold: Embarrassment 

In a pentagram: Sanctuary 

Discover magical item: Suspect device 

WIT casts Meteor Swarm: Master Blaster 

Meet a medusa: Turn to stone 

Slaughtering prisoners: No more heroes 

Meeting Asmodeus: I surrender! 

AC/DC 

Joe Dolce 

The Jam 

Spandau Ballet 

Led Zep/Tygers of Pan Tang 

Motorhead + Girlschool 
David Bowie 

Hadness 

Iron Maiden 

B.L.F. 

Stevie Wonder 

E.L.O. 

The Stranglers 

Rainbow 



lhny people will have read the review of Dragonquest in TBB21 
and some will have bought this, SP18s first "properw RW. As that 
article mentions the game gives virtually no help to beginners and, 
like CW, is set out for a campaign and really needs such. However, 
these faults are acceptable, in my opinion, when the excellence of the 
system is considered4 all aspects of DQ are wrealisticw, balanced, 
believable and workable, something that can be said of few other 
R W s  (if any). However its main fault is that each monster and NPC 
has characteristics graded on the same scale as player characters. 
The disadvantage of this is that it takes a large amount of time to 
create one NPC. This article intends to cut down that time. 

Although ranges of characteristics are given for monsters, no such 
thing is given for humans. The idea is that characters are gesianed, 
not rolled, but this takes too long for the OH, and also tends to 
show the GWs preferences for mages, fighter types, etc. To solve 
this, a certain number of dice should be rolled for characteristics. 
If you belfieve that characters should be average people roll 5D5 for 
every characteristic (as suggested under physical beauty). However 
most people prefer PCs to be the cream of society physically and 
mentally. For this roll 4D6 for all characteristics and modify 
according to the following table:- 

Score - Boll on Id6 Channe to score 

21-24 1 -2 -2 
3-4 -1 
5-6 o 

17-20 1 -2 
2-4 -I 
5-6 o 

13-16 1-4 -1 
5-6 o 

9-1 2 1-3 -1 
4-6 0 

5-8 1-2 -I 
3-6 o 

4 - 0 

Then alter the characteristics according to gender (determined by 
1-3 = male , 4-6 = female , on ld6) and according to race. If 
your town is not comprised all of the same race then a table on the 
lines of that below is suggested:- 

01-75: Human 
76-00: Roll again :- 01-75: 

76-83): 
84-89: 
90-95 : 
96-98: 
99 : 
00 : 

Human 
Elf 
Dwarf 
Orc 
Halfling 
Giant (roll for type as uaual) 
Roll D10:- 1-7 Shapechanger 

,8-10 Were-creature 

Perception can be found by rolling D5 and adding 1, 2 or 3 at the 
GM discretion. Of course in a dangerous area the average perception 
will tend to be higher (those with low PC get killed off). 



Roportion of the populace carrying weapons depends on the town 
the NPC is encountered in. 

D l 0 0  roll Weapon Carried 

Best weapon for =/MD (in OH'S opinion) 
Best weapon for PS ( n 1 
Best weapon for MD ( II 1 
Handaxe 
War Hammer 
Short Sword r 10% chance of having 
Spear two weapons 
Dagger 
Knife 

If a weapon is carried, roll to see if armour is wornr- 

None 
Cloth 
Wicker 
Leather 
Scale 
Lamillar 
Chainmail 
Partial Plate 
Full Plate 
Improved Plate 

Shields will not be carried except by thoae in scale armour or 
above or by anyone specifically designated by the GM. Name, money, 
carried and social position must be decided by the GM as should 
general tendancies (a C&S type roll of alignment could be useful here 
i.e. roll D20, high rolls indicating evil personality, low rolls 
good and medium rolls neutral or self-occupied). This should produce 
an NPC who, though not intended to be a major character in the aMTs 
world, vould be able to play a ssall part and (actually often 
important) able to be attacked by the players without sending the 
GM into a sudden frenzy of dice-rolling. 



C O M M A N D  WORDS 

The DM3 is r a t h e r  b r i e f  on t h e  s u b j e c t  of  command words f o r  magical 
i tems and i n  my experience many DHs seem t o  ignore  them e n t i r e l y .  This  
is a shame a s  they a r e  extremely usefu l  i n  l i m i t i n g  magic i n  a game and 
providing adventures. A s  t h e  DUG says  t h e  e a s i e s t  way t o  f i n d  out a 
command word is  t o  g e t  it from t h e  i tem's  owner. This  means t h a t  when 
p layers  a r e  faced with an ?4U with a f i r e b a l l  wand o r  whatever they a r e  
going t o  t r y  and cap ture  him, r a t h e r  than j u s t  k i l l  him anyway possible .  
This  makes f o r  a much more i n t e r e s t i n g  combat. 

Command words, by t h e i r  very magical powers, a r e  r a t h e r  s i m i l a r  t o  
s p e l l s  and t h e  DM4 h i n t s  t h a t  they have t o  be empressed onto someones 
mind r a t h e r  than j u s t  "remembered" l i k e  some magical shopping list. 
It would t h e r e f o r e  be an idea t o  r u l e  t h a t  c h a r a c t e r s  may only remember 
a s  many command words a s  t h e i r  INT score ,  f o r  example. 

Some i tems make sense t o  have t h e i r  command word w r i t t e n  upon them. 
However t h e  use of s p e l l s  and s t range  languages can make using them j u s t  
a s  hard a s  anything e l s e ,  even with them r i g h t  Snfront  of you. How many 
p layers  can speak jackelwerish f o r  example? 

P layers  can have it too  easy i f  they have only t o  f i n d  a magical 
item t o  be a b l e  t o  use it. By having t h e  appropr ia te  command word 
hidden on a s c r o l l  somewhere e l s e  i n  t h e  dungeon ( p r e f e r a b l e  a well- 
defended a r e a )  you make f o r  a more balanced game s i t u a t i o n ,  and one 
which can be used t o  advantage by v i r t u a l l y  f o r c i n g  p layers  t o  v i s i t  
c e r t a i n  a r e a s  of  t h e  dungeon while searching.  A few c l u e s  ( t r u e  and 
f a l s e  of course)  along t h e  way w i l l  add even more t o  t h e  game and 
remember t h a t  u n t i l  t h e  command word i s  found and t h e  item used no-one 
is going t o  know what item they have found. 



Ez!E 
Measuring roughly 6, square this seemingly normal net is weighted at 
the four corners to aid throwing. When thrown at a target it will 
hit them if a roll against A C l O  (+DEX modifiers) is mohieved. It will 
then take one round for the creature to free itself, however if at 
this time the command word is spoken the net will suddenly become 
extremely sticky as per giant spider's web (see i4.M. for details). 
Note that when in this form the net does not become vulnerable to 
flame attacks like normal webs, but when a creature has fought its 
way out of the net there is a 5% chance that the net will hare been 
so badly pulled apart in the process as to make it useless. 

SBRIIKIFK) BOOK 

Appearing to be like any other book this item actually only has 10 pages, 
all very thick and blank. When found the book will be closed. However 
if it is opened every time someone turns a page the book will suddenly 
grow by 5% (cumulative). When the book is closed it will immediately 
shrink back to its normal size, and whoever was reading it (i.e. turning 
the pages) will shrink by the amount that the book had grown by, just 
before it was shut., 

No larger than a normal potion bottle this item appears to be fall of 
a vile green-yellow liquid. It is always found stoppered and the 
command word must be spoken to remove the stopper. When this is done 
a large cloud of gas (enough for 15' cube) will be released. Roll ld6. 
On a 1-4 this cloud will just obscure vision, on a 5 it will act as a 
stinking cloud and on a 6 as a cloudkill. When the command word is 
spoken again the cloud will return to the bottle, even if it has been 
dispersed by the wind, etc. There must always be a gap of at least one 
hour between uses of the bottle. If the bottle is smashed it becomes 
useless but a cloud of gas coming out of the remains will always be a 
cloudkill, so smashing it could be a good desperation method. 

MIRROR O F  REVEALING 

Usually found stuck in the wall of a room (to prevent characters carrying 
it about with them!) this mirror shows a true image of anything before 
it. Polymorphed, invisible or were creatures will all be seen clearly 
for what they really are. Also any person giving the appearance to 
be friendly, when really they are in an intense rage, will be shown to 
be in a rage in the ffiirror. However there is a 10% chance of 1-3 
mistakes by the mirror (showing a creature which isn't there, etc). 
If the mirror is smashed and anyone attempts to use just a part of it 
this chance rises to 8m. 

When put on this helm will geas its wearer on some pre-determined mission 
as per the spell. MU level equivalent: 15th. Deviation from the task 
will cause the helm to "suck" INT points from the wearer at the rate of 
one point every day. However the helm will restore these points if it 
would help the wearer complete his task. 



When all of this potion is drunk the person so doing will ru~dergo a 
tenporary molecular change. Their body will be able to p ~ s  through 
all solid matter and they will weigh only a fraction of their normal 
weight. The problhm with this is that gravity will still be working 
on the character (although to a lesser extent than usual) and as the 
floor or whatever he is standing on n w  won't hold him up the poor 
bloke will slowly sink down until the potion wears off (Id12 rounds) 
at the rate of a feather fall. If the potion wears off when the 
character is inbetween dungeon levels (i.e. he's in solid rock) he 
is immediately killed. 

Apparently a highly useful map of part of the dungeon it is found in 
this tricky item changes once every 2 turns, preferably when no-one 
is looking. This can cause rather a lot of confusion (understatement!) 
especially if the map is being relied on for getting through a maze 
or the like (see TBH23 for more ideas on maeas). 

TRICK SCROLLS 

After presenting your players with treasure in the form of spells on 
scrolls, with the spell name at the top, a few of these go down a 
treat. Simply they are scrolls of spells, with the title of another 
spell at the top. Therefore when a cornered MU desperately read this 
supposed "fireball" scroll he might find that the monster coming toward 
him hasn't been even singed, but rather seems to have been hasted, or 
strengthened or enlarged, eta. All great fun (for the DM!) 



lo, that's not a mistake, this is a StarUasters' Corner as opposed 
to the more usual Dungeon Masters' Corner. Running a universe can be 
a bit difficult at times so here's a few hints and ideas that'll 
hopefully help out any beginning SUs. 

This article is mainly aimed at the "Space Operaw SM, but probably 
can be applied to other SFRPGs as well, although they tend not to 
emphasis the "heroic" aspect so much as S.O. 

The first important point is that players should really like their 
characters. Being larger-than-life people in the game they are rather 
unlikely to be permanently finished off and this effectively means 
a player is stuck with his character forever. Obviously if he doesngt 
really like the character he has rolled he won't be too pleaeed about 
this! The simple solution (and probably the first of many to have 
traditionalists weeping in a corner) is to allow players to "fix" their 
characters to a certain degree. Everygne has a favourite character 
from SF, whether it be Luke Skywalker, Obi Wan Kenobi, Ran Solo or 
Spock. Fortunately S.O. has been designed to allow the recreation of 
such people and players will be very pleased if they are allowed to 
change their characters around to resemble their hero. One way of doing 
this is to allow the exchange of characteristic points between the 
various characteristics. The tougher ones (esp. psionics) should be 
gained at one point for the loss of 4 other points, for example. In 
this wag the basic (dis)advantages of each character can be shaped by 
the players as they want. Skills can be chosen as appropriate and, 
of course, personality is totally up to the player anyway so if you 
want Luke just make him wide-eyed and innocent, if you want Han just 
the opposite! However, be warned! Just because a player is running 
someone called Ban Solo it doesn't entitle them to a free Hillenium 
Falcon right from the start! There is of course nothing to stop them 
getting a ship appropriately custom-built and calling it the Uillenium 
Falcon though (when they.get the money!). One important point to watch 
for though is that characters are sure to soon start drifting away 
from their original basis, if only because of.the adventures the SU sets 
them, which are unlikely to be identical to everything the real 
character went through. 

Tempting though it may be to start players adventuring at a high 
level they & be made to start small and work their way up. It is 
quite alright to have them get far more than their fair share of 
"lucky breaks" and therefore progress very quickly, but if they never 
experience "dirty work" in the gutters of society a lot of the sense of 
acheivement will be lost as they gain power, money, etc. Players 
should be totally in awe of anyone flying even a rust-bucket of a 
starship for their first few adventures. In my games a group of three 
players have set themselves up as a small bounty-hunting squad on a 
tech 7 planet, with their most prized possession being a beaten up 
hovercraft, which, as they make money from successful captures, is 
slowly getting laiden down with a ratner tas* assortaent of weaponry 
and gadgetry. Obviously with the game system being biased tovards the 
players the? are doing rather well and tope soon to be able to go 
inter~lanetary, then (inevitably) buy their own starship and become 
full-scale gaiactic bounty hunters. In fact the bounty hunting idea 



seems to be working very well. It allows players to act in a rather 
criminal way (attacking buiXlings, killing people, etc) but with the 
law on their side for a change (or at least turning a blind eye). 
Hote that this can only reallj work anywhere with a rather nloosew 
law level and in my universe these planets work out rather like an 
up-dated version of the Wild West, with hovercars instead of horses 
and lasers instead of revolvers. 

UPCs add a lot to any RFG and S.O. is no exception. Try to introduce 
a lot of people into your games, some friends, some enemies as this 
brings more character into your campaign. It also helps adventure 
designing later on. If the players build up a friendship with someone 
over the course of a few adventures there will be a very real sense 
of loss when they announce that they have to leave on some important 
mission. This sense of loss can be vastly increased if the players 
later find the NPC's body floating in space or shot up in a back 
street, A whole series of adventures can then follow as the players 
vow for revenge on their friend's killer. Needless to say the whole 
thing can also work for NPCs who become the players enemies. These 
people should be given all of the special "heroic" advantages which 
player-characters get so that they too become larger-than-life and 
the eventually defeat of a long-time opponent becomes a major triumph. 

It is a good idea to impress on players that characters will get 
what they give. In other words if they slaughter people indescriminately 
they should not expect mercy. The main'aim of this is to be sure that 
these "heroicN characters do act reasonable honestly and fairly. If 
you want to emphasis the point show the players what happens to a 
character when be's hit by a burst of SHa fire, at point blank range. 
Even with the heavily weighted combat system this is enough to mess 
any character up rather a lot and it's a situation that's sure to turn 
up sooner or later. Of course, if the characters were usually merciful 
they could expect to be asked to surrender, rather than be shot and 
after seeing that their characters aren't totally invincible the former 
would be vastly preferable. 

Honey is the worst problem any SM faces. After an adventure or two 
most players will have enough of it to start going on spending sprees 
and there is quite a likelyhood that all the cash will go on weapons 
and/or armour. It is very important to limit this otherwise things 
just become absurd. Remember law levels, and keep tech level to 
7 or less for a while if you can. If players insist on getting high 
tech equipment imported it must be very expensive and extremely hard 
to find spare parts for. ("The quadrianic linkage has snapped? Where's 
the nearest place I can get it fixed?" "Oh, it's that way. Just keep 
going for 32 light years and you can't miss it:") 

Eventually players are going to really hit the big time, and a whole 
new series of problems come up for the SM. There's no fun in just 
sitting in a big office running a vastly successful space haulage 
business so when players get big and powerful have them approached by 
some underground organisation and get them to put their resources into 
overthrowing a government or something. It's one sure way to get them 
right back into the action! 

Way The Force be with you: 







An adventure inspired by Michael Poorcockls 'The Sword of The Dam' 

~ i t q d  She 
by G. Duke 

BACKGROUND FOR THE PLAYERS 

The party has arr ived a t  the  small 
c i t y  of Ankara. The c i t y  is divided in to  two pa r t s ;  a r i c h  inner  
area is  surrounded by a 30' high battlemented wall from which there  
i s  a s ingle,  h e a v i v  guarded gate t o  the outer ,  poorer area. The 
inner  c i t y  i s  cal led the Citadel  while the outer  is cal led & a b .  

Arab is oppresae8 by the Citadel  whose evi l ly- incl ined inhabi- 
t a n t s  a r e  the  Seiks. The Seiks ~ o r s h i p  an ancient a r t i f a c t  l e f t  t o  
t h e i r  protect ion by a long-dead hero, and make regular  h u m  sacr i -  
f i ce s  t o  it - the  victims come from Aradn. Aradn pays homage not 
only with l i v e s  but a l so  with food and riches. The populace has 
become too bereft  of hope t o  think of rebel l ion,  f o r  the  punishments 
of the  Citadel  a r e  infamous. However, there  is one man who dares 
t o  oppose the  Citadel,  an outlaw by the  name of Omah Thengel. He is 
believed t o  hide out on the r i v e r  north of the  c i ty .  

Being a l o c a l  hem, the  antlaw's name soon reaches t h e  ears  af 
t he  party, and they l e a r n  t ha t  he is the  on ly  one who might know how 
t o  en ter  t he  Citadel.  Thinking of a l l  the  r iches  wait ing f o r  them t o  
loo t  and of the  e v i l  f o r  them t o  destroy, the  party makes off  f o r  the  
r i v e r  i n  searoh of Omah. 

BACKGROUND POR THE G / M  ONLY 

This is a scenario far 3-5 adven- 
t u r e r s  of 4 t h  t o  6th level .  The adventurers may be o r  good a l i e e n t  
seeking t o  overthrow the  Citadel,  o r  of e v i l  alignment seeking t o  
s t e a l  its riches.  

The party has a valuable rr iend i n  this adventure, t he  noa-player 
character  Omah Thengel. The G/M must play h i s  pa r t  carefu l ly  so  a s  
t o  keep the  players  never qui te  t r u s t i n g  him - t h i s  adds t o  the  game 
atmosphere. Prom Omah's lead, the part3 en ter  the  Citadel  and begin 
t o  follow a t r a i l  which should eventually enable them, with a b i t  of 
luck, t o  capture t he  a r t i f a c t  worshipped by the  Seiks. However a t  
any point along the t r a i l ,  the  adventurers a r e  ab le  t o  discard h a t  
aim and go loot ing  instead. This however w i l l  lead t o  viscious re- 
p r i s a l  on u a d n ,  and should e i t h e r  the Seiks o r  the people of ~ r a d n  
catch the  adventurers, ne i the r  m i l l  be very f r i end ly  towards them: 

Obviously, lack of space means t ha t  I cannot describe i n  d e t a i l  
t he  whole c i t y  of Ankara. The region of ~ r a d n  is not inportant  t o  
the scenario, though the G/H may design it i f  he wishes. 1: w i l l  
d e t a i l  the buildings only if the party is l i ke ly  t o  visit them - 
the  r e s t  of tne  v'i tadel w i l l  need t o  be worked on by t'ne G/B1 should 
the party decide t o  explore it. Also de ta i led  a r e  par t s  of the 
surrounding countryside i n  which the  adventurers w i l i  t r ave l  and 
hide out rrom the  jeiks. 

Once the  adventurers have the  a r t i f a c t ,  they should be able t o  
take over the  Citadel ,  f o r  i t s  f igh t ing  power is  qu i t e  small - it  
governs m d n  only Dy fear .  

(16) 











+l---+The lookout post;  tlrio is tBe open top o f  t he  tower fma nhiah 
t h e  Seiks can see 4 miles up and downatrean in daylight ,  In t he  cant re  of t he  platform is a W l i s t a  with a s t o r e  o f  M 
m i s d l e s .  Aleo on the  platform is a fire over which a oaal- 
dron of o i l  is kept pelmanently on the  bo i l ;  tmsfde it is a 
s t o r e  of firewood. 

The Tower of the  Gorroch is occupied by the f o l l o w h g  Seiks; 6 
warr iors  (7/1-8/- ;2),  3 guards (6/2-8/15,17,18;3) (3rd l e v e l  p a s )  
and a s e r g e m t  (4/2-8 +1 (17 strength)/28;5),  3 t ra ined  gargoyles 
(5/1-3,1-3,L6,1-4/L5,16,27;4) and a t ra ined  hippogriff (5/1-6,l-6, 
1-10/17;3+3)(ridden by the  sergeant). 

I t  is the  job of these Seiks t o  see  t h a t  none pass i n t o  t he  
gorge without t h e i r  consent - and they w i l l  only permit Seiks t o  

n en te r  it. They w i l l  attempt t o  take capt ive any in t ruders  - t h e  
hippogriff is capable of carrying off  a man. I t  is impossible f o r  
boats t o  pass on the  west s i de  of  the  i s land  f o r  t he  water is  too 
violent .  It is possible however t o  pass on t he  west s i d e  i f  t h e  
boats a r e  car r ied  past  the  narrow gap and replaced i n  t h e  water t he  
o ther  side. However, 2 guarda stand a t  t he  west end of the rope 
bridge. 2 guards a l s o  stand on the  j e t t i e s  on the  e a s t  s i de  of t he  
Gorroch. 

Captives w i l l  be robbed and tor tured  t o  give up t h e i r  secre ts .  
Once past  t he  Gorroch it is not possible t o  row upstream (though a 
s trongly manned boat could do so  out of t he  midstream) and the  walls 
of t h e  gorge a r e  too crumbly t o  permit climbing. Thus t he  only way 
out f o r  the  adventurers is by e n t e r i w  the  Citadel  o r  by coming even- 
t u a l l y  t o  t he  f a r  end of  t h e  gorge. 

Note t o  t he  G/M; the sergeant c a r r i e s  a golden key which opens the  
gate  t o  t he  Citadel  - i f  t h e  players  don't  ge t  t h i s  
key, t h e y ' l l  have a l o t  of t rouble  ge t t i ng  in. So 
it is important that the  party doesn't s l i p  by the  
Tower with ease but is spotted by the  Seiks; t h i s  
w i l l  r e s u l t  i n  a f i g h t  and i f  t h e  adventurers a r e  
lucky, t hey ' l l  come out of  it with the  key. If 
one of the  Seiks escapes a l i v e  he w i l l  hurry back 
t o  t he  Citadel  ( there  a r e  2 rowing boats t i e d  t o  the  
j e t t i e s  o r  he may go by foo t )  carrying the  news - 
The Seiks i n  the  Citadel  w i l l  then send out guards 
t o  a t tack  the  intruders .  

The maximum rowing speed is 2 miles/hour. The s eed of t he  current  
at the  edge of t he  r i v e r  is  lmph but reaches 10mpE i n  midstream. I n  
t he  gorge the  speed of t he  current  a t  the  edge is  3mph, reachirrg 15  
mph i n  midstream. FI 

THE SECRET ENTRANCE 

Just upstream 
of t he  first quays of t he  Citadel  there  
is a hidden cavern i n  t he  western c l i f f -  
face. Omah i s  the  only one who knows of 
t h i s ,  other  than the  sergeant of the  To- 
wer of $he Gorroch. The water-f i l led ca- 
vern has enough heaaroom t o  allow a row- 
ing boat t 3  enter .  k t  the  f a r  end is a - ' 
small quay with a small locked trapdoor 
i n  it; the  lock can be opened by the  sergeant 's  key. I t  can be 

easiJy but t h i s  w i l l  a c t i va t e  the p a r d i e n  below. The trap- 

door leads t o  a small cave, c. (21 ) 



c Ihis'small, dark eaue has a, iligfit o f  steps l ead ing  up from it 
t o  a s e c r e t  door. The cToor opens into a dark passage of the 
Citadel.  The passage is blocked t o  t he  west by t h i ck  i r on  ' - 

bars, beyond which s t eps  hem i n t o  t h e  cliff l ead  up t o  t h e  
f o r e s t  above. 

The guardian of t he  cave is  a s tone golem (5/3-24, slow/ 
. 60/U) ac t iva ted  by someone opening t he  trapdoor above without 

using t he  proper key. When ac t iva ted ,  he -ill a t t ack  anything 
a l i v e  in the  cave ( requi re  magical weapons t o  h i t  - a few in- 
g red ien ts  were omitted i n  t he  making, hence not  +2 o r  grea te r ) .  

THE CITADEL 



The Citadel is a busy place, most of its inhabitants being 
aves. There are some 300 slaves in the Citadel, all bearing the 

%-insignia on there forehead, branded with a hot iron. They are 
ill citizens of Aradn. All have their legs joined by short chains 
;o prevent them from rwming. They do not question anyone or talk 
it all - talking is punished by whipping. AU. are dressed in brown 
pwns, a d  are unarmed. 

The other inhabitants of the Citadel are the Seiks, of which 
;here are three types; warriors, lords and ramen (priests). The 
rarriors man the walls of the Citadel and the boats on the River 
'allcyr. Lords inhabit the ntansions and the palace and are nasters 
of the Citadel. The ramen inhabit the temple and the Tower of the 
Bell. Both warriors and lords are brightly dressed, the lords 
carrying no visible weaponry while the warriors carry sword, pike 
or spear depending on whether they areknights (wall guards), royal 
guard (bodyguards) or Valkyr warriors (river warriors). Ramen are 
dressed all in white and carry silver sickles (d8 damage). 

References on the map of the Citadel 

111 tne Citadel, tae adventurers WILL come across wanaerrng In- 
habitants as follows; 

a = armourer 
b = barracks - knights 
c = barracks - royal guard 
d = barracks - Valkyr warriors 
e = baths 
f = boatmaker 
g = carpenter 
h = executor 
i = food store 
j = gambling house 
k = government building 
1 = guild - merchants 

= guild - slave-masters 

day-time roll every turn a d6; -- 
1 = 2-8 slaves 
2 = 1-4 slaves 
3 = 2-6 warriors (1-4 = wall guards, 5 or 6 = Valkyr) 
4 = 3-6 slaves 
5 = 1-3 ramen 
6 = 1-3 lords with 2-5 attending royal guard per lord 

n = mansion 
o a mask-maker 
p = palace 
q = potter 
r = seamaster's lodge 
s = slaves' quarters 
t = tavern 
u = temple 
v = theatre 
w = warehouse 

w t  = watch-tower 

(if in un-named street, subtract 1 from die-roll, on quay, 
no bonus, in named streets/square, add 1 to die-roll). 

night-tine roll every turn on a d6 - if 1-3, no wanderer, if 4-6 - 
roll again and consilt the following; 

1 = 2-8 wall guards 
2 = 1-4 wall guards 
3 = 3-6 Valkyr wzrriors 
4 = 1-2 lords with 3-6 accompanying royal guard per lord 
5 = 1-2 ramen 
6 = beggar 

(if in an un-named street, subtract I from die-roli, on 
quay, add 1, iz named streets/square, no bonus). 



spear (lieutenant +1, colonel +2, 

magic use (lieutenant 2nd level, colonel 
3rd level, sergeant 4th level) 

The slaves inhabit those buildings marked s on the map, the knights 
those marked b, the Valkyr that marked d, the royal guards that 
marked c, the lords n, the ramen u and the High Priest and Prince 
u and p respectively. 

GETHLIC 

Gethlic is a friend of Omah Thengel the outlaw, dis- 
guised as a beggar in the streets of the Citadel. The Seiks tole- 
rate a small number of beggars in the Citadel because they clean up 
the refuse. He has attempted to find the location of the Sppord of 
the Maldune but has only come up with the following information. 

Climb the Tower of the Sell at midnight and the light of the 
Brightstar will reveal a clue to the location of the word of the 
Maldune . 

The adventurers will find GeChlic in Sea Lane. 3hen he's dis- 
covered their intentions, he will tell them the above. He warns 
the adventurers that the Toyer is well guarded. In parting with 
them he says he will come to them if they are in need, if possible* 



Geth l fc  is an 8th l e v e l  t h i e f ;  S 13, I 4, W l.2, Co 12, D 18, ~h 13, 33RXK, AC 7 ( l e a t h e r  armour beneath rags)(AC 3 with  d e x t e r i t y  
acijuatmsmt), +2 ehmt sword (beneath rags) detects good i n  I w . r a d i u s .  
KG a l imar t .  

Addi t ional  no te  on t h e  Seiks; a l l  Seiks wear meks over  t h e f r  
faces .  Those of t h e  knights  a r e  fashioned i n  t h e  form of rats, 
those o f  t h e  Valkyr as pike, those of t h e  r o y a l  guard a s  eagles ,  t h e  
l o r d s  a s  l i o n s  and t h e  ramen as bears.  Thus t h e  adventurers  can 
immediately be dis t inguished as non-Seika i f  they  do not  wear masks. 
Kii Seiks a r e  n e u t r a l  i n  alignment, tending towards e v i l .  

T O P  OF THE BELL 

This tower s taude i n  t h e  Square of t h e  
Maldune and is 80'  high. Thus t h e  t o p  of i t  is 110' above t h e  r i v e r  
and some 30' above t h e  surrounding c l i f f - tops .  There is only one 
entrance on t h e  west s i d e  of t h e  bu i ld ing  a t  ground l e v e l .  Guarding 
t h e  doors a r e  two l i e u t e n a n t s  of t h e  roya l  guard (14, 17ETK, Hold 
P o r t a l  and Magic Missi le ,  Light  and Shocking Grasp). The doors l ead  
i n t o  a 30' c o r r i d o r  t o  a 20' square chamber. I n  t h e  c e n t r e  is a 
dark pool, 10 '  deep, i n  which l i v e s  a water roper ,  a weaker r e l a t i v e  
of t h e  roper.  The water roper  (3/3-10 + poison as roper/30;5) can 
d e t e c t  c r e a t u r e s  of good alignment i n  t h e  chamber and w i l l  p r o j e c t  
i t s  s t i c k y  s t r a n d s  from t h e  pool t o  a t t a c k  such c rea tu res .  

From t h e  n o r t h  s i d e  of t h e  chamber, a s p i r a l  s t a i r c a s e  l eads  up  
t o  t h e  t o p  of t h e  tower. The chamber a t  t h e  top  is open on a l l  
s i d e s  t o  t h e  a i r ,  buk is covered by a conical ,  t i l e d  roof supported 
by per iphera l  p i l l a r s .  I n  t h e  c e n t r e  i s  mounted a l a r g e  b e l l  (6- 
diameter).  Seated on small black cusions on t h e  f l o o r  around t h e  
b e l l  a r e  s i x  ramen (2nd l e v e l )  and t h e  6 t h  l e v e l  raman (32EI'PK). He 
holds i n  h i s  r i g h t  hand t h e  Stone of S i lence  - no sound may be made 
within  30' of it, unless  it is placed in i ts  black box (which t h e  
Raman a l s o  has) .  The Stone o n l j  worlrs i f  6 Si lence s p e l l s  a r e  
cast on it each morning a t  sunr i se .  The raman only puts  t h e  Stone 
away on t h e  hour, when t h e  b e l l  is rung; i f  a t t acked ,  he may have 
t h e  presence of mind t o  put it away and c a l l  f o r  help. - 

There is one s t a r  i n  t h e  n igh t  sky above Ankara t h a t  i s  f z r  
b r fgh te r  than any others .  It is named t h e  B r i g h t s t a r  and c rosses  
t h e  heavens from south t o  nor th  (1) nigh t ly .  ~t midnight, i t  i s  
due west of Ankara and its l i g h t  is caught by something t o  t h e  
e a t ,  fo r ,  from t h e  top  of t h e  Tower of t h e  B e l l ,  a b r i g h t  r e f l e c -  
t i o n  can be seen t o  t h e  e a s t  - t h e  r e f l e c t i o n  is i n  t h e  shape of a 
sword, its long blade point ing downwards. This  i s  a s i g n  t o  which 
t h e  adventurers  must t r a v e l ,  deep i n t o  t h e  f o r e s t  e a s t  of t h e  Val- 
kgr. If they have t roub le  i n t e r p r e t i n g  t h e  sign, Geth l ic  may he lp  
them. 

T I E  HERMIT I N  THE EAST 

The adventurers  must f i n d  t h e i r  own 
way t o  t h e  source of t h e  r e f l e c t i o n  f o r  n e i t h e r  Ge th l ic  n2r  Omah 
a d  h i s  band have entered t h e  f o r e s t  e a s t  of t h e  r i v e r .   he G/E 
should make t h e  journey through t h e  f o r e s t  a s  i n t e r e s t i n g  as poss- 
i b l e  by devis ing occurences and d ivers ions  on t h e  t r a i l .  Should 
t h e  adventurers  r e t u r n  t o  Omah's c a p  before  s e t t i n g  o f f ,  t h e  out- 
l a w  may send a few of h i s  nen with  t h e  adventurers.  The f o r e s t  

e a s t  of t h e  r i v e r  is  uninhabited by though t h e r e  a r e  many a- 
c i e n t  t r a i l s  through it. If t h e  adventurers  f i n d  t h e  c o r r e c t  one 



W even tua l ly  f i n d  t h e  source of t h e  r e f l e c t i o n  (a l i t t l e  old  
man may be he lpfu l  t o  them i n  f i n d i n g  i t ) ,  The source is a g r e a t  

among t h e  h i l l s ,  behind which is a s e c r e t  cavern. ~ i
here ( see  c e n t r e  page map) is a hermit, formerly a m g h  p r i e s t  of 
t h e  Seiks bu t  s i n c e  repented and se rv ing  t h e  cause of good, 

The Herni t  is m r i l ;  6th l e v e l  c le r ic /$ th  l e v e l  M/U, 3 1 ~ f l ~ ,  s 14, 
I 15, 81 18, Co 14, D 13, Ch 17, AC 4 (b racers  of defense) ,  wand of 
negation ( 3  charges onlg).  He has no r i c h e s  and l i v e s  s o l e l y  off 
t h e  f o r e s t .  
a This con ta ins  s t o r e s  of firewood, rope and skins.  
b A s h a f t  runs up t o  d i s t a n t  sun l igh t  from t h i s  cave and t h e  hey- 

mit uses  it as a chimney. A smal l  f i r e  is b u i l t  aga ins t  t h e  
a wall  and beside it sit  T u r i l s  two f i e r c e  hunting dogs (6/2-8/15, 

14;2+2). 
c T u r i l t a  bed chamber - h i s  bed i s  bracken l a i d  on a wooden frame, 

T u r i l  w i l l  most l i k e l y  be found here - t h e  dogs w i l l  f i r s t  de- 
t e c t  in t ruders .  

T u r i l ,  upon lea rn ing  of t h e  adventurers i n t e n t i o n s  t o  s t e a l  t h e  
Sword of t h e  Maldune w i l l  t e l l  them where it is hidden; 

"South of t h e  quays of t h e  Ci tade l  a waterway passes i n t o  t h e  
Walls of t h e  Ci tade l  beneath t h e  palace. The entrance is barred by 
an i r o n  g a t e  which you must pass. Follow t h e  tunne l s  t ak ing  two 
r i g h t  tu rns ,  then two l e f t .  This w i l l  l ead  you s t r a i g h t  i n t o  the  
chamber of t h e  Sword of t h e  Maldune. Take this wand ( t h e  Wand of 
Negation) and use it on t h e  mace of  t h e  High P r i e s t ,  f o r  it has e v i l  
powers: iJo no t  use  t h e  Sword of t h e  Naldune - you a r e  no t  powerful 
enough; escape with  i t  t o  Omah f o r  he has t h e  power t o  wield i t .*  

THE C W I B E R  OF THE SWORD i 

The i r o n  g a t e  bar r ing  t h e  entrance 
t o  t h e  waterways i s  o ld  (double c w c e  t o  l i f t  g a t e  and pick lock) ,  j 
However, t h e  adventurers  must be very q u i e t  o r  t h e y ' l l  be not iced 
by knights  on t h e  wall. The watervrays ( see  c e n t r e  page map) pass 
under t h e  Ci tade l  t o  t h e  temple and t h e  palace. Beneath t h e  palace 
i s  t h e  chamber of t h e  Sword of t h e  Pdaldune. The waterway runs i n t o  
t h e  chamber a r e  i n t o  a c e n t r a l  pool - however a barred g a t e  d iv ides  
t h e  pool from t h e  waterway, f o r  wi thin  t h e  pool i s  another  water 
roper  ( see  The Tower of t h e  ~e11)(3/3-10 + poison/34;5). 

Around t h e  pool a r e  four  racks.  On each a4 man i s  t i e d  with  
slit wrists, t h e  blood dr ipping i n t o  t h e  pool t o  feed t h e  roper.  1 
Hanging above t h e  pool is a sword on a golden chain, t h e  sword of 
t h e  Maldune. The roper  can reach only 10'  from t h e  pool,  bu t  w i l l  
a t t a c k  anything (good ar e v i l )  in t h a t  ranee. 

The wielder  of t h e  Sword can c a l l  t h e  Berserkers of Maldune -. 
20 2nd l e v e l  F/M berserkers .  They a r e  magical; when one is k i l l e d  
it is automatical ly  replaced. There a r e  120 such berserkers  - when 
a l l  a r e  dead no more may be ca l l ed .  The Sword can only be wielded 
by an 8+ l e v e l  good f i g h t e r  (eg Omah) and is +1, +J v s  humanoids. 
~t speaks elven, dwarven, can de tec t  e v i l  1" r, and Heal l / d a ~ .  

Mithin t h e  chamber a t t end ing  the  s a c r i f i c e  a r e  6 2nd l e v e l  ramen, 
2 4 t h  and t h e  High p r i e s t ,  The Pr ince and 3 se rgean ts  of t h e  roya l  
guard. 

I n  t h e  depths of t h e  2001 are 50000gp and 10 p e a r l s  (1 is a p e a r l  
of wisdom, o thers  a r e  base 100gp. 

C h a r a c t e r i s t i c s  of rronsters a r e  given (~C/attacks/FfPR;HD). The , 
players  may wish t o  a c t  out t h e  taking of t h e  C i t a d e l  under Omah 
once they've escaped with  t h e  Sword. This rill requ i re  work on t h e  , 
L i t a d e l  by the  G B .  The geiks  w i l l  r e a c t  i n t e l l i g e n t l y  t o  any attack1 



Tho " h % ~ t O  Obj.tt8" 8 ~ 0 1 1  i l w a j y 8  80066 t o  me t o  be 8 b i t  p.-86 
conaidering hav much p o t e n t i a l  it h a m .  When aoee n o n u l b  r a t h e r  
p red ic tab le  o b j e c t  starts t o  move, t a l k  o r  a t t a c k  it cpll c o n  as 
quit. r a u p r i ~ .  Below a r e  a numbor of  our rg les  t h a t  you uj l i k e  t o  
uao. Howoror don't  put t o o  many i n  one a r e a  a a  t h i a  can aako p l y o r e  
t o o  wary m d  t h e  a l l  important e lommt of s u p r i s e  w i l l  be lwt. 

FOOD 
7 

Baving your food t a l k  t o  you e m  be r a t h e r  a shock ( a s  Arthur Doat 
found out) .  A t a b l e  a e t  with variou6 t a l k e t i v o ~ d o l a c i c i o a  c r a  be 
q u i t e  an i n t e r e s t i n g  encounter ( d i d  you know that c a r r o t s  a r e  
a a u a l l  y paranoid?). 

BOOY - 
An animated book w i l l  u sua l ly  read i t s e l f  out loud. Of courae if 
i t  happens t o  be a apellbook t h e  r e a u l t s  of t h i a  c u t  be ratfuor fun! 

E! -. 
Like ly  t o  w r i t e  nomaages on any handy pioco of parchment, ( o r  any th ins  
e l s e  nearby). They crrt be very h e l p f u l  (bu t  then win . . . . ) .  

STUFFED A l m u L  

Those w i l l  probably a t t aok ,  using a11 of  t h o  c h r r . a t o r i s t i c a  of t b e i r  
l i r a  e ~ n i r a l o n t s .  Howover a s  they cannot a o t ~ l l y  be k i l l e d  they w e  
r a t h e r  herd t o  f i g h t ,  having t o  be t o t a l l y  shroddod t o  p e v a n t  tho  
var ious  body parts c u t  off .a t taekrlng ind iv idua l ly .  

'POnTvm 1118TPBrnPS 
The o u c t  c h a r a c t o r i a t i c s  of var ioua i tems a r e  mpto you but  w b t i a g  
s t u c k  i n  a room f u l l  of theae,  a l l  i n t e n t  on " g r t t i a g  t h e  iaio*', e m  
be a p r o t t y  m a t 7  oxpoiince..  

HIRflInmE 
Rathor old-hat aow but  a t i l l  used q u i t e  a l o t  t h e  good o l d  orashing 
c h a i ~ ,  t r i p p i n g  c a r p e t  o r  kicking t a b l e  still hare a o ~ o t h i n g  t,o o f i e r .  

How theae  r e a l l y  a r e  corny. Every DM mwt have uard a a i n t e d  s t a t u e s  
a t  l e a e t  once. 

Do you g e t  annoyed that eroryone alwaym aoepl. t o  go t  away with j u s t  
t a k i n g  a s i p  of any l i q a i d a  they f i n d  i n  a dugeon ,  and t b r s f o r e  
avoid suffering f u l l y  i f  t h e  l i q u i d  is hara iu l?  Y e l l  why n o t  j u s t  
animate a frw potion b o t t l e s ?  P e r h a p  t h e  charac te r  w a n b ~  ts just 
t ake  a s i p  b u t  t h e  b o t t l e  ha6 otlner ideas: 
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COPIRIOET 

"The Beholdem i n  Copfright s e e  ins ide  t h i s  insue 

by U.O.Stoner and G.R.&Duke. detail-- 


