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As has been said before Space Opera is about the only game around 
to actively encourage the SH to "interfere" with the game to make it 
more interesting, fun and keroic. It is a truely enjoyable game if 
played in the intended "action and excitment" mould rather than spending 
hours arguing over what cc~bat system to use, etc as happens with some 
other RWs. A marvellous slae-effect of this is to allow the SH much 
more of a chance to participate and keep the game fun and full of 
tension. Let me give an example. If an area of a building is being 
patrolled by a guard it would be neccesary in soee games to work out 
exactly the time players arrive at his area and therefore be able to 
calculate where the guard will be at that time. In S.O. it is quite 
acceptable for the SM to choose where the guard will. If the ?layers 
are having too easy a tine of it he could be just close to a radio or 
similar device to call for help. However if they are doing badly he 
could have just walked past them or perhaps have wandered off for a 
sneaky cup of synthi-caf or whatever. 

It must be admitted that S.O. does have some faults. In a few places 
it contradicts itself and a few rules are omitted altogether. A prime 
example of this is the "flarser" family of weapons. They are mentioned 
once in a while and appear on the weapons charts but there are no 
details about them: size, mass, cost, tech level, etc. However on 
reflection perhaps all of this was intentional on the part of FGU. 
It must be remembered that the original D&D was very incomplete and 
people had to work on it to make their games really work. This was the 
most important fact that started up the big "D&D as various 
garners worked together/argued over what new systems should be introduced 
and used. Perhaps, having seen the partial fall from grace of the 
AD&D system (no work needed, easily accessible to anyone), W U  realise 
that their style of more complex and challenging games need a more 
select audience. Then again perhaps they've just got lousy proof-readers! 

Designing a S.O. adventure can be tough work. However theg can be 
divided into two basic types: combat and thought. The combat scenario 
is just what it says: there may be a few frills but the basic idea is 
that sooner or later the players will get into a big shoot-up. This is 
easily the simplest type to devise, and it is still a lot of fun despite 
that fact. The problem comes after a few adventures when players will 
inevitably be building up quite a formidable armoury. There is no fun 
in wholesale slaughter and even the hardened "shoot first..." adventurers 
will get bored of blowing away hundreds of "no hoper" enemies. When it 
comes to this it is time for the other type of scenario: the thoughtful 
type. Examples are espionage, infiltrating underworld organiuations, 
fraud, bribery, etc. These can all involve combat to a small extent 
but will largely rely on the players wit and ingenuity. iIovever the 
main problem here is that the SF! must be just aa quickwitted a8 all of 
his players put together. Not an easy task by any means! If rou think 
you can cope though give it a try, a successful expedition of this type 
can be a great experience for all concerned. 



Rock music can provide quite an interesting source of inspiration for 
DGD. Here are a few monfiters derived from eongs or logos of groups:- 

*. 

?1( 8 yw $ (With tbnnks to 
IRGR M13W!) 

THE PORPLE LADY 

Frequency: Very Rare From the classic Deep Purple track 
No. Appearing: 1 "Burn" this "monster" is a pover~ai 
Armour Class: 6 and very specialised witch-like w o m a n .  
Movement: 18n She will usually wander the wilderness 
Hit Dice: 6d8 in search of small towns or villages 
% in lair: 0% where she will generally cause trcoble. 
Treasure Type: Q However when the locals try to throw her 
No of Attacks: Special out they will discover her unique powers: 
Damage/Attack: Special an advanced f ora of "Molecular Agitht ionn. 
Magic Resistance: Uneffected Once aroused to anger she can cause an 

by fir9 spells area upto half a mile around here to fall 
Intelligence: High into near darkness and then start fires 
Alignment: Lawful Evil within this area. Every segment she can 
Size: M cause one person/creature to be hit by 
Psionic Ability: Some the equivalent of an "Igniten spell and 

every round she can cause any one building 
made from wood or similar material to catch 

light. However the victi~; or building must be within sight distance. 
Once per day she can also cause an nEarthquaken (as 20th level cleric). 

EDDIE 

Frequency: Very Rare Eddie is the "Iron Maidenn logo as 
No Appearing: I featured on both of their album covers. 
Armour Class: 7 He is a member of the undead (turns a6 a 
Movement : I 51t vampire) and could be mistaken for a 
Hit Dice: 5d8 wight if only seen briefly. 
% in lair: 10% He doesn't live naturally on the prime 
Treasure Type: None material plane but "fades in" to attack. 
No of Attacks: I Once a night, during darkness only, he 
Damage/Attack: 2-16 will appear and stay on this plane for 
Magic Resistance: As undead 10 rounds before mnishing again. Be 
Intelligence: Average attacks with a razor-sharp axe. If he is 
Alignment: LE killed before the 10 rounds are up hie 
Size: M body will vanish, but he will only be 
Psionic Ability: Hone permanentely killed if all the wounds he 

suffered were from magical weapons. 
Eddie is not able to appear just anywhere. He must either appear within 
20' of the body of a previous victim or just behind a victim he only 
managed to wound, or who has been resurrection following an attack. 
If he chooses the latter Eddie gets an automatic free attack, with +4 
on his "to hittt chance and double damage. 

If used with care and thought this can be a most interesting monster. 
If the first time a group encounter Eddie he manages to wound several of 
them they will probably be quite relieved when he vanishes before having 
a chance to kill anyone. However when they start getting murdered one 
by one over the next few nights worries will understandably spring up! 



HEON KNIGrnS 

Frequency: Very Rare These a r e  t h e  a g e n t s  of some of  t h e  LG gods 
No Appearing: 4 who show a r easonab le  i n t e r e s t  i n  worldly  
Armour C l a s s :  1 a f f a l r s .  I f  a LG temple o r  sanctum has  a gocd 
Movement : 12" and pure  k i s t o r y  t h e  keeper  o f  t h e  p l ace  w i l l  
E i t  Dice: 4d8+4 be g lven  a l a r g e  b e l l  t o  p l a c e  w i t h i n  it. He 
% i-n l a i r :  0% w i l l  a l s o  be t o l d  no t  t o  s t r i k e  i t  u n l e s s  t h e  
T r e a s u r e  Type: None b u l l d i n g  is  under  a t t a c k .  I f  t h e  b e l l  is s t r u c k  
No of  At t acks :  1 when t h e r e  is no emergencp it  w i l l  v an i sh ,  and 
Damage/Attack: 5-78 t h e  d i s p l e a s u r e  of t h e  a p p r o p r i a t e  god w i l l  b e  
Magic Res i s t ance :  40% aroused.  However i f  t h e r e  & an  emergency when 
I n t e l l l g e n e e :  High t h e  b e l l  is  rung 4 glowing armoured men w i l l  
Alignment: LG appea r ,  t h e s e  be ing  t h e  "Neon Knightstv,  (from 
S i z e :  M t h e  Black Sabba th  s ingle /a lbum t r a c k ) .  They 
P s i o n i c  A b i l i t y :  None w i l l  f i g h t  t o  p r o t e c t  t h e  temple o r  whatever ,  

u s i n g  b r i g h t ,  glowing 2-handed swords. These 
n o t  only  cause  damage bu t  v i l l  vo rk  as a "Convert" s p e l l  on t h e  v i c t i m  
u n l e s s  they  save  vs  s p e l l s .  The e f f e c t  w i l l  be t o  move a l ignmen t  one 
p l a c e  towards  "good" f o r  ld4+7 rounds.  

I f  any of t h e  Neon Knights  is  k i l l e d  t h e y  w i l l  van i sh  i n  a f l a s h  of 
b l i n d i n g  l i g h t  ( c r e a t u r e s  w l t h i n  30'  b l i n d e d  f o r  Id4 rounds) .  

When t h e  emergency is over  t h e  Neon Knights  w i l l  a l l  d i s a p p e a r  a g a i n ,  
b u t  they can  be c a l l e d  any number of  t imes  i n  t h e  f u t u r e  i n  t h e  same way. 
However any t h a t  have been k i l l e d  w i l l  have one l e s s  h i t  d i c e  t h e  nex t  
t ime  they  a r e  c a l l e d .  The re fo re  a f t e r  f o u r  d e a t h s  t h e y  w i l l  be permanently 
k i l l e d .  

IROH BOAR 

Frequency: Very Rare  T h i s  f e r o c i o u s  and dangerous  c r e a t u r e  
No Appearing: 1-4 is b a s i c a l l y  a n  e x t r a p o l a t i o n  of  t h e  
Arsour  C las s :  0 Uotorhead logo. It t a k e s  t h e  form of  a 
Movement: 12" l a r g e ,  armour p l a t e d  ( a s  an  a r m a d i l l o )  boa r  
H i t  Dice:  768 w i t h  a s l i g h t l y  over-s ized head ( t h e  l o g o  
% i n  lair: 0% i t s e l f ) .  Usua l ly  i t  is f a i r l y  p e a c e f u l ,  
T r e a s u r e  v p e :  S p e c i a l  o f t e n  spend ing  i ts t ime  underground wandering 
No of  At t acks :  1 around,  s p i t t i n g  and s n a r l i n g .  Eovever i f  
Daaage/Attack: V a r i e s  approached t o o  c l o s e  o r  a t t a c k e d  it v i l l  be  
Hagic Res i s t ance :  S tanda rd  roused  t o  f u l l  fury .  F i r s t  it w i l l  emi t  a 
I n t e l l i g e n c e :  Average tremendous growl,  ioud enough t o  dea fen  
Alignment: N e u t r a l  everyone w i t h i n  60' f o r  3d4 rounds  and of  
S i z e :  I! such  i n t e n s i t y  t h a t  it.= w i t h i n  20' must 
P s i o n i c  A b i l i t y :  None aake  a s a v e  v s  n o r a a l  blows o r  be s h a t t e r e d .  

Then it  v i l l  charge  t o  t h e  a t t a c k .  The f i r s t  
t ime  it does  t h i s  it w i l l  gouge v i t h  two long,  wicked t u a k s ,  do ing  5-24 
damage. Then on it  w i l l  b i t e  w i th  i ts 4" l o n g  t e e t h ,  doing 2-16 damage, 
and wi th  a 20% chance of  s e v e r i n g  a l imb i f  4 above t h e  t o  h i t  nanber  is 
r o l l e d .  

When w i t h i n  10' of  a n  opponent t h e  I r o n  Boar raj choose t o  g w l  
r a t h e r  t h a n  a t t a c k .  I f  s o  t h e  v i c t i a  v i l l  s u f f e r  as 1 f  h i t  by a Power 
Word, S t u n  s p e l l  d ~ e  t o  t h e  i n t e n s e  n o i s e  l e v e l  a r a s n d  him. 

For  r a t h e r  obvious r e a s o n s  a l l  I r o n  Boars  a r e  t o t a i l y  deaf! 



CONVENTIONS 

DRAGONWET IV w i i l  be h e l d  a t  -Ghelsea  Town H a l l ,  Kings Road, London SY3 
on S a t u r d a y ,  August 8 th .  T h i s  is a s p e c i a l i s t  even t  f o r  
s c i e n c e  f i c t i o n  and f a n t a s y  garners. 

GAWES DAY '81 w i l l  be a  two da even t  f o r  t h e  f i r s t  t ime t h i s  yea r .  It 
is be ing  h b t h  and 27 th  September a t  t h e  Royal 
H o r t i c u l t u r a l  H a l l ,  Greycoat  S t r e e t ,  London SX1. People  
~ i ~ h i n g  t o  r e c e i v e  d e t a i l s  of  s p e c i a l l y  reduced h o t e l  and 
r a i l  t r a v e l  raCes  f o r  Games Day a t t e n d e e s  shou ld  send an  
SAF, t o  Games Day '81 ,  Games Workshop Ltd ,  17/18 Bythe Road, 
London NV10. 

I t  is good t o  s e e  t h a t  home-grown-game des ign ing  t a l e n t  i s  a p p r e c i a t e d ,  
w i t h  t h e  s u c c e s s  o f  GW's f i r s t  f o u r  p roduc t s :  Apocalypse,  Doctor  Who, 
Va l l ey  o f  t h e  Four  Winds and Warlock. Now more games a r e  i n  t h e  works 
and shou ld  be r e l e a s e d  a t  Games Day. By a l l  accoun t s  t h e y  shou ld  be well 
worth  g e t t i n g  h o l d  o f ,  e s p e c i a l l y  t h e  marvellous-sounding "Deathcars" 
which t a k e s  Demoli t ion Derbys t o  t h e i r  l o g i c a l  ( i f  r a t h e r  r u r d e r o u s )  2 l s t  
c e n t u r y  extreme. However " S t a r  Hunters" could  be i n  f o r  r a t h e r  a  f i g h t ,  
a s t h e r e  a r e  a l r e a d y  p l e n t y  of t a c t i c a l  s p a c e  combat games a b o u t ,  and 
topp ing  t h e  e x c e l l e n t  (and now r a t h e r  e s t a b l i s h e d )  S t a r f l e e t  B a t t l e s  w i l l  
be tough. 



Okay a l l  you DMs out t h e r e ,  s tand  by f o r  a  barrage of l i t t l e  thoughts ,  
i d e a s ,  h i n t s ,  e t c  on our g e n t l e  a r t !  Hope some of them a r e  o r  use / in te res t .  

1) Players  w l l l  be ab le  t o  use t h e l r  s k i l l s  ( i f  they have any!) mluch 
more i n  t h e  l i v i n g  dungeon s i t u a t i o n .  I f  an adventure makes sense 
it  can be a  l o t  more reasonable than a  "zoo", and more acceptable  
too. Rowever t h e  zoo i s  st111 good f o r  a laugh once i n  a  while. 

2 )  Beware of mate r ia l  t h a t  is  non-of f ic ia l ,  i.e. p r in ted  i n  fans ines ,  
e t c  (even TBH!). It uiay wel l  -xnbalance or  r u i n  your campaign. What 
works well  f o r  one group eay not f o r  others .  Be s u r e  t o  p l a y t e s t  
charac te r  c l a s s e s ,  e t c  before making them permit ted i n  your games. 

3) Magical i tems & be l imi ted  and valuable. I f  players  want t o  s e l l  
some of t h e i r  items then they have got  t o o  many! Magic shops a r e  
d e f i n i t e l y  OUT. 

4)  I f  you want more than t h e  hack and s l a s h  of dungeon adventures  
s t a r t  a  f u l l  campaign. I f  you've never done t h i s  before t r y  t o  
g e t  a  look a t  one being run  success fu l ly  by someone e l s e  and g e t  
h i n t s  from them on how t o  do it. A campaign is  too  much work t o  
be done a l l  ou t ,  only t o  f i n d  some b a s i c  flaw which makes your 
days of work uselees .  

5 )  Characters  must d i e  once i n  a  while. I f  they a r e  a b l e  t o  buy 
r e s s u r e c t i o n s ,  e t c  t o o  e a s i l y  they w i l l  never be worried of anything. 
"So what ~f  i t  k i l l s  me, it 'll only knock one of f  my c o n s t i t u t i o n g g .  

6 )  H i t  p layers  back wi th  t h e i r  own t r i c k s  once o r  twice. 
I f  they use some nasty t a c t i c  repea ted ly  ge t  t h e  
l o c a l  monsters t o  adopt i t  too. Also i f  the  
p layers  make a h a b i t  of k i l l i n g  pr i soners  
o r  whatever do t h e  same t o  them i f  t h e  
t a b l e e  g e t  reversed. Rather  tough 
maybe but it 's t h e  only vay t o  
g e t  through t o  them. One dead 
charac te r  has  a  hundred t imes 
more impact than a  l o t  of  words. 

7) Use aungeon~f loorp lans  o r  s i m i l a r  
m a t e r i a l  t o  a i d  r u n n i n ~  combats. 
However do not f o r g e t  t h a t  i)&D 
is  an RPG, don't  t u r n  ~t i n t o  
a  l i t t l e  board game with f i g u r e s  
moving a  s e t  number of squares  
each go. Be f l e x i b l e .  

8) Poss ib ly  most important of 
a l l  is t h a t  you EWGT 
YOUBELF, (and make ~ u r t  
t h e  p layers  do too) .  If 
you f i n d  D&D g e t t i n g  
boring then do solsethiag 
e l se .  Qnly play f o r  t h e  
enjayoent of t h e  gaae, 
e v e q t h i n g  s l e e  is 
secondary t o  tha t .  
HAVE mrr; 



Tiae for another quick delve into the infamous Barad-Dur spellbook:- 

Level: 2 
Zange: Special 
Duration: 2 roands/level 
Area of Effect: 1 creature 

Components: V, 6 
Casting Time: 6 segments 
Saving Throw: Negates 
(Spell Type: Clerical) 

Explanation/Description: This conjuration is only usable when the 
target creature is able to clearly see and hear the cleric casting it. 
When the casting time is over the creature must save vs spells or will 
suffer a temporary alignment change for the duration of the spell. 
At the clerics choice the alignment can be changed one place on the 
good - neutral - evil spectrum (la~ful - neutral - chaotic cannot be 
effected). As the change is unintentional on the part of the victim 
they will not be lVpunished by the gods" as with intentional changes but 
their feelings to people and attitudes will obviously be altered. The 
only exception to this is the (anti-)paladin. These chaps, if failing 
their save, drop into a light coma for the spell's duration rather than 
actually have their alignaent altered at all. 

CORFESGIOH (~ivination/Charm) 

Level: 1 
Range: 5" 
Duration: Varies 
Araa of Effect: I creature 

Components: V, Q 
Casting Time: 2 sements 
Saving Throw: legates 
(Spell Eype: Clerical) 

Explanation/Description: When the cleric starts to east this spell the 
victim mast make a save vs spells. If he fails when the spell is fully 
cast he will reveal one guilty secret (of his choice). This coald be 
anything from not paying for a round in the pub last night to pushing 
a fellow dungeoneer down a pit "accidentallyw. If he zakes his save he 
either has the choice of ignoring the spell or lying, which could be to 
his advantage in certain situations. Note that this spell encourages 
a bit more role playing because if characters don't have interesting 
and involved lives outside the basic "hack and slash" area any confession 
will have to be something serious concerning the dungeoneering. A good 
role played character will have all sorts of little guilty secrets that 
can be revealed without these worries. 

IGNITE (Alteration) 

Lerelr 4 
Range: 30" 
Duration: 1 round 
Area of Effect: Special 

Components: V 
Caclting Tiae: I segment 
Saving Thrw: Hone 
(Spell Type: Druidic) 

Explanation/Description: This spell affects one creature for every three 
levels of the casting druid. It basically ignites all inanimate objects 
within three feet of these creatures, which will obviously include clothes, 
scrolls in backhecks, ate. The spell keeps them burning for one round, 
after that they will burn naturally, or go out if suitably smothered. 
Damgo to the creature is very smch upto the DM, consideriw the wide 
range of possibilities that coald occur. 



WALDO'S WONDEROUS ABZCW (Alteration) 

Level: 2 Components: V, S, U 
Range: Touch Casting Time: 1 segrent/arrow 
Duration: Permanent Saving Throw: None 
Area of Effect: 1 arrow/2 levels (Spell Type: Hagic-3~er) 

Explanation/Description: Tie material component of this spell is the 
arrow (or arrows) on which it is cast. When this is being done each 
arrow must be given a specific target, i.e. the actual nane of some person 
or creature (not "the hobgoblin cheif over there" but "Golroth Morlin" or 
"Cranok the Blue Dragon"). When the arrow is fired it will home in on 
its named target, autocatically hitting if it is within range, and doing 
double daniage. If the named target is not in range, tte name given was 
incorrect or the target is totally protected from arrows (e .g .  inside a 
castle with all doors and windows, etc barred shut) then the arrow will 
snap when fired, becoaing useless. Although this spell's duration is 
given as permanent the chance of hitting drops from autosatic by 5% per 
day after the spell was cast. Therefore it will only have a 65% chance 
to hit after one week. Eowever the chance never drops below 5% more than 
the normal "to hit" chance. It must be remembered that cue to the limitations 
given above an arrow with thisspll cast upon it cannot be used against 
any target but that intended for it. if the target vas in range the arrow 
would go for him and if not it would snap. 

TF,LEPOIPPEB (Divination) 

Level: 2 Components: V 
Range: l* Casting Time: 2 seg~ents 
Duration: I round Saving Throw: None 
Area of EZfect: 1 teleport (Spell Type: Hagic-User) 

Explanation/I)escription: With the increased use of teleports/transporters 
in dungeons IiWs have been putting a lot of effwt into spells to help 
protect against them, with this being the most widely w e d  example. 
No-one has yet managed to perfect a "detect teleportn.spell but this one 
enables the Em to see through it. When the spell is cast the #U will 
be able to see any teloports within range, with them having the appearance 
of .hole@ in space, with the other end of the teleport journey risible. 
The HU will also discover any special aspects of the teleport (e.g. only 
works for certain alignments, etc) if he nanages to make a save vs spells. 
If he fails this save the DM will give him some piece of false info on 
the teleper$s 

Level: 4 
Range: 0 
Duration: 2 rotmds/lerel 
Area of Effect: The MU 

Components: V, S 
Casting Time: 5 segments 
Saving Throw: Bone 
(Spell !Type: Druidic) 

Explrnation/beecription: When this spell has been cast the druid so doing 
immediately splits into two, perfectly duplicating himself. All normal 
i t e m  carried will also duplicate, but only the real druid will have 
any magical equipment. The two druids can act totally independantly but 
when the spell duration is up the copy will vanish, with all its equipment. 
While the spell is working neither druid can use spells and if either is 
killed both die. The copy is identical to the original, but has only 
half its hit points (round up). 



Well, as we've come to the end of the old TBH, it seems good to be 
airing your views on our performance over the last two years or so. 
We are only able to do this thanks to your response to Q&A2 that we 
put in TBEJ.23, more people replied to this.questionnaire than the last 
one so it should be more representative. So here we go, taking each 
question in turn:- 

1) As we will be doing reprints in the 6ummer.it is obviously of 
interest to us to know which issues most people have got. Those 

that few people have (roughly the TBB6-12 area) will get priority. 

2) There was a lot of competition for best issue, but in the end 
TBHl8 managed to shade out the winner of our last Q&A, TBHII. 

In third place was TBH19, followed by a whole gaggle of iesues from 
the 14-18 area. 

3) Worst iesue was another close fight, with TBH22 finally getting 
the biggest thumbs down. Obviously not too many Space Opera fans 

replied to this questionnaire! Next came TBH2 and then TBH13. Oh well, 
you can't please people all the time. 

4) a) Monster Summoning 
b) Magic Jar 
c) Thoughts on... 
d) Reviews 
e) Chronicle 
f) Fali-Ur 
g) Cover Artwork 
h) Interior Artwork 

So "Thoughts on..." would seem to be our most popular regular feature. 
Not too suprising, although the high mark for reviews is. Quite a 
charige from coming last in Q&Al. Fali-Ur fared worst overall, but it 
was nice to see the number of people aaying that it was one of the best 
cartoons they'd seen, and they'd just marked it low as they disliked 
cartoons on principle. 

5) 81% of people thought the scenario was usually the best article in 
each issue. Slightly lower than last time. 

6) The best scenario turned out to be "Ring of Fire", followed closely 
by "Devil's Quagmiren and then "Dragon Islen. 

7) Easily voted the worst scenario was wShipwreckln. It see= that 
the mixing of a bit of SF into i)&D just isn't appreciated by most 

people. After it came Death Test and then the Pytas Complex. It voalC 
therefore be safe to say that in general scenarios on the lines of 
big outdoor adventures tend to be most popular, and straying too far 
from the tried-and-trusted foranla is frovned upon. 

8) a) Bunequeat : 7.1 
Ih-agonquest : 6.6 
In the L'rinth: 6.3 
Spaee Opera : 6.2 
Superhero $44 : 5.6 
C&s : 5.4 
Traveller 8 5.3 

(10) 



Other games which did quite well were Villains & Vigilantes, Gangster 
and Top Secret. However it is doubtful whether they have enough 
"group appeal" to gain much of a showing in nags. It was good to see 
Space Opera walk all over Traveller, seersing to vindicate our view 
that S.O. 1s easily thr best SFRPG arou~d at the moment (although there 
are some challengers in the works apparently). 

9) It was interesting to note that none of the highly rated articles 
in Q&Al did so well this tine. The suprising winner was 

Developing Campaign: Peoples (TBH20) with Kicking the Bucket second 
and DH's Corner (TBH9) third. Others doing well were Ultimate Monster, 
T&T Piaytest and Variations on a Theme. 

10) Worst article came out very similer to before. Life after Death 
vas a clear "winner", with most people mentioning that it wasn't 

so much the writing style or whatever but just the basic idea that they 
objected to. After LaD came the Comp Prog (most people had no use for 
it, and a couple of mistakes didn't help either!) and then the Archer. 
As we have come to expect mast character classes got a good doing over, 
which makes it seem all the more strange that WD has been featuring lots 
of them recently. The message from our readership is pretty clear: if 
there's one thing we don't need it's yet more character classes. 

11) The variety of article people would like to see in TBH is quite 
large, and it seems that for e v e q  person who wants to see articles 

on something there is another who says just the opposite. The (very) 
occasional article on RQ, DQ or C&S might be an idea, though. There 
vere also a lot of requests for discussions, letters pages and more 
hobby info. A bit more "chatu and a bit less "hardware" would seem to 
sum it up. 

12) The majority of people found out about TBH by seeing it in their 
local games shop, although conventions also provided quite a lot 

of new readers. 

13) Our service (posting issues, helping with problems, etc) was rated 
7.05 out of ten. Quick response to orders and monthly appearance 

vere good points, while replying to questions& recent regularity were 
a bit naff. We just haven't been able to catch up the 3 weeks we lost 
over Christmas so though each issue has been coming out a month after 
the previous one, the whole schedule has moved 3 weeks forwards. 

14) 1st: The Beholder 8.81 
2nd: Dragonlords 6-55 
3rd: The Wanderer 6.28 
4th: Trollcrusher '6.27 
5th: The Aerial Servant 6.21 
6th: White Dwarf 6.13 
7th: Stormlord 5.64 
8th: The Dragon 4.18 
9th: The Dungeoneer 4.07 
10th:Wyrm's Claw 3.98 

Well, combined vith the "Beet 
Games Fanrine" award at G m e s  Day 
ve are extremely pleased to see 
that our work and effort over the 
past two years has been worthwhile. 
TBH scores even higher than in 
Q M 1  while the large drop for YD 
suggests a strong lack of favour 
there. There is a certain satisfaction 
in seeing that us aaateum can shov 
the pros a thing or two once in a while! 



THE F U T U R E . .  . 
By NICHOLAS SCALES 

As you must realise by now this is the last issue of "The Beholder1, 
being produced by Mike Stoner and Guy Duke, and that fro. Xay of this 
year it is going to be taken over by some unknown organisation called 
Scale Designs. 

Well, I am Nicholas Scales, and I own Scale Designs, and from May 
of this year I will be publishing The "neww Beholder. 

However, the new magazine will not be quite the same format as you 
are used to, so I think I had better explain what I am going to do and 
why. 

The major difference will be the size and quality of the magazine. 
It is increasing in size to A4, and the whole will be typeset and 
double-coluamed. (Those of you who don't know what typesetting is; 
buy the new magazine and find out!) The cover price will be put at 
75p but if any of you want to subscribe, please wait for the first 
issue of the magazine to appear or for the advertising blurb to come 
through your door. 

At this point I think I had better correct a few wrong assumptions 
that have been "floating around" since we started publishing the 
magazine. Firstly, the new magazine will not be glossy, I personally 
think this is an unwarrented cost, and secondly it will not (unfortunately) 
have a full colour cover. I would hope that eventually the magazine 
will have a full colour cover, once the circulation is great enough - 
to warrent the cost. 

The magazine is being asaalgamated with another popular eagazine, 
"The Aerial Servant". The "new" Beholder will contain a mixture of 
features from both magazines, and several new ideas we have lined up, 
including lots more brilliant artuork. 

To help counteract the increased cast, and as a eo~prosise between 
the two magazines (TAS used to be published bi-monthly), the new 
magazine will be published 6-weekly, with the first issue, No. 26, 
being released in June of this year. 

The content of the magazine is also going to change, (we think for 
the better), with longer more-detailed articles, that can be allowed 
with the increase in quality, and with the eaphasis changing from being 
99% D&D. We feel that there are minority game systess out there that 
are just as important as D&D, and on the whole get a r a w  deal from the 
fantasy press. This does not mean, however, that D&D will be deliberately 
omitted. it is still the most popular game yet released, and so will 
receive prime space within the magazine. 

Please write to me, at the below address, and tell me what you want 
to see in your magazine, or even better still get your pens out and 
write it: Any articles submitted should preferably be typed, but neat 
hand-written copies will be accepted. 



Typing need not  be n e a t ,  a s  t h e  whole w i l l  be typese t  from t h e  
o r i g i n a i  copy. Any mater ia l  t h a t  you may wish re tu rned  must be 
accompanied by an SSAE. Copfright on any mate r ia l  w i l l  be Sca le  
Designs. 

A l i  of you who have currenz subscr ip t ions ,  j u s t  sit back and wai t ,  
you w i l l  r e c e i v e  your magazine a s  usual ,  a t  no e x t r a  cost .  

I f  you have ahy ideas ,  comments o r  quer ies  please w r i t e  t o  me at : -  

"The Beholder", 
c/o S c a l e  Designs, 
Petworth Road, 
Witley, 

Godalming, 
Surrey 

Pubs a r e  t r a d i t i o n a l  meeting p laces  and a s  such a r e  q u i t e  common 
i n  D&D games not  r e s t r i c t e d  t o  t h e  "zoo dungeonw type. The barroom 
brawl s i t u a t i o n  was made popular by t h e  White Dwarf magazine a while  
ago and now is a f a i r l y  f requent ly  played out D&D scenario.  One of 
its a t t r a c t i o n s  is t h a t  t h e  aim is not r e a l l y  t o  j u s t  k i l l  t h i n g s  
but  r a t h e r  t o  " s a t i s f y  honour" o r ,  i n  some c a s e s ,  g e t  revenge on a 
crooked barman by "accidental ly"  causing a f i g h t  i n  h i s  pub. I n  most 
barroom brawls very l i t t l e  of t h e  pub is l e f t  a t  t h e  end! 

DXs should be c a r e f u l  not  t o  l e t  p layers  t ake  advantage of t h e  
pub set-up. It is f a r  too  easy f o r  them t o  k i l l  people when they a r e  
drunk and more vulnerable  than usual. It  w i l l  a l s o  be very r a r e  f o r  
a p layer ,  un less  he is a t r u e  role-player ,  t o  l e t  h i s  c h a r a c t e r  g e t  
drunk. The only l i k e l y  except t o  t h i s  w i l l  be t h e  IG person who g e t s  
h i s  c h a r a c t e r s  drunk t o  give him an excuse t o  have them a c t  out of 
alignment. Come down on t h i s  h a r d .  Few DMs  would al low an LG charac te r  
t o  d r ink  a l c o h o l  anyway. 

Unless t h e  law is  very"loosen i n  a c i t y  people w i l l  be prevented 
from t a k i n g  obvious weapons i n t o  pubs. The r i s k  of f i g h t s  is wel l  
known and s u r e  t o  be ac ted  a g a i n s t  i n  t h i s  way at l e a s t .  P h i s  is q u i t e  
i n t e r e s t i n g  gamewise a s  it makes t h e  a c t u a l  ( i n e v i t a b l e )  f i g h t  w r e  of 
a challenge. Weapons must be improvised o r  small enough t o  be hidden 
under c lo thes .  The problem t h e  DM nov faces  is t o  determine h i t  
p r o b a b i l i t y  and damage caused bp such un l ike ly  implements as c h a i r  
l e g s ,  beer  auge, e tc .  I d e a s  can be gained from such games a8 Taqufntols  
"Sva8hbuckler1' bu t  most experienced DXs should be a b l e  t o  "wing itH OK. 
One i l lportant  po in t  t o  remember though is t h a t  i n  a barroom brawl most 
"damage" should be on t h e  l i n e s  of knocking people out  r a t h e r  than 
k i l l i n g  them. 

Good drinking! 



VALLEY 





(This scenario was sen t  i n ,  but we haven't got t h e  cont r ibutor ' s  name, 
?Ye apologise t o  the designer. Additions and adfustnents  by G. mke.) 

BACKGROUND 
The Temple of Odin is s e t  i n  a f e r t i l e  val ley,  nct  f a r  

from a l a rge  c i t y  (perhaps t h e  City State) .  The val ley is v e q  green 
and very pleasant,  with fast running s t r e a m  and a sunny aspect. In  
the  centre  of the  va l ley  is b u i l t  a l a rge  s tone t e ~ p l e ,  t he  Tenple of 
Odin. It has been b u i l t  of l oca l  s tone and carefu l ly  decorated t o  
f i t  i n  with the  pleasant na tura l  surroundings. 

According t o  a legend, many centuries  ago the  temple was the  earth- 
l y  dwelling of Odin. This god brought law and goodliness t o  the  whole 
surrounding country and it was named (by lawful goods) 'Heaven on 
Earth' .  Eut Odin was banished t o  h i s  own plane by a chaotic  e v i l  
f i gh t e r  of immense power, the  f i g h t e r  himself being destroted i n  the 
conf l ic t .  Since then, the region of l a w  and goodliness has dwindled 
and now only the  va l ley  remains of the  'Heaven on Earth' .  The power 
of the val ley is derived f r o s  the Goodstone, placed within t he  Temple 
of Odin by the god before he w a s  banished. 

The legend says that a f t e r  one thousand and one years,  Odin w i l l  
re turn,  having served h i s  long banishment. Naturally t h i s  has dis-  
turbed the  powers of e v i l ,  f o r  h i s  re turn  would canse an upsurge i n  
the power of good, with t he  recreat ion of 'Heaven on Earth1. I n  
order t o  prevent t h i s ,  the  par ty  has  assembled t o  plunder and destroy 
the Temple of Odin and a l l  h i s  worshippers. Their  main aim is t o  
destroy the  Goodstone, f o r  t h i s  would prevent Odin from returning t o  
earth. 

The adventurers a r e  a l so  plundering the  temple f o r  another reason; 
they have heard t ha t  i t  contains many riohes: 

This scenario is des iwed f o r  a wrts of s i x  t o  
e ight  characters  of t h i r d  t o  s i x t h  level .  It is advia-& t-hat none of 
the characters a r e  of good alignment - f o r  those players  who've never 
had an e v i l  character  before, here 's  a chance t o  t r y  running one. 

The a l t a r s  i n  t he  Temple of Odin cause te lepor ta t ion ;  there  is no 
chance of a r r i v ing  high o r  low. 

A l l  INTELLIGENT beings i n  the val ley ( i e  'Average' i n t e l l i gence  
o r  above) w i l l  a t tack  only t o  subdue, and not  t o  k i l l .  They w i l l  a- 
t t ack  only i f  provoked. However, i f  an adventurer k i l l s  an inhabi- 
t a n t  of the  val ley he w i l l  take on an orange glow - such adventurers 
w i l l  be attacked t o  k i l l ,  without mercy, f o r  the  glow marks t h e i r  
g u i l t  of murder. Subdued adventurers w i l l  be s t r ipped  of weapons, 
armour and equipment and then s e t  f r e e  outside t h e  va l l ey  with a for- 
ge t  s p e l l  l a i d  upon them (causing them t o  forge t  how they came t o  
l o se  a l l  t h e i r  belongings). 

There a r e  t h r ee  main lnhabi taa ts  i n  the valley; 
i) labourers. AC8, lHD, awed  with hoe/spade/pi tMork (d6 damwe) 
i i )  p r i e s t s  of Odin, V a r y i n g  cha rac t e r i s t i u s  given i n  t e x t  
iii) halflinge. AC8, 1KD, armed with slinga and sho r t  swords (some 

exoevtiona 1, 



?!I3 VALLEY 
A nap o f  t h e  v a l l e y  is rovided on t h e  c e n t r e  pages. 

?he c i r c l e  represen t s  t h e  a r e a  of  e f f e c t  of t h e  Goodstone. The 
v a l l e y  is c u l t i v a t e d  with nheat  and pas tu re  grazed by c a t t l e  and 
sheep ( t h e  animals w i l l  be d i s tu rbed  by i n t r u d e r s  i n  t h e i r  f i e l d s ,  
giving away t h e i r  p o s i t i o n  t o  the  v i l l a g e r s ) .  The f i e l d s  a r e  bounded 
by hawthorn hedges 4 '  high ( t o o  high t o  junp and very uncomfortable 
t 3  climb). A foo tpa th  runs round every f i e l d  and each i s  a c c e s s i b l e  
by one o r  more gates .  

a The v i l l a g e  - a small c o l l e c t i o n  of thatched co t t ages  and t i m -  
be r  b a n s .  Each c o t t a g e  is occupied by a laboure r ' s  family 
(1-2 f i g h t i n g  Zen, 1-2 women, 2-4 ch i ld ren)  and con ta ins  a k i t -  
chen, a d i n i n g / s i t t i n g  room and 2 bedrooms. The farmhouses dot- 
t ed  around t h e  v a l l e y  a r e  s i x i l a r  i n  l ayou t .  

There is s 
t i m e s . a f  firs o r  a t t a c k .  

which is rung 

b The burrows - h a l f l i n g  dwel l ings  i n  t h e  mounds in t h e  c e n t r e  of 
t h e  val ley.  Each has a c i r c u l a r  door,  l e a d i n g  i n t o  an en t rance  
passageway o f f  which a r e  f o u r  rooms; a k i t chen ,  s i t t i n g / d i n i n g  
room and two bedrooms. The c e i l i n g  height  is j u s t  5'. Each 
burrow is inhab i ted  by a family  of 1-2 f i g h t i n g  men, 1-2 women 
and 2-6 chi ldren.  

c A smll copse on a narrow peninsula  ( t h e  r i v e r  meanders around 
t h r e e  s i d e s  of i t )  inhab i ted  by brownies. The brownies do n o t  
venture  f o r t h  save a t  night.  There a r e  twelve of  them (3/1-3 + 
spel ls / - ;$)  and they he lp  t o  guard t h e  v a l l e y  a g s i n s t  e v i l .  
The G/!d should use  these  t o  keep t h e  adventurers  from over-rum- 
i n g  t h e  v a l l e y ;  they can perfonn mischievous deede l i k e  s t e a l i n g  
weapons, o r  spying on then t o  f i n d  ou t  w h a t  t hey  Sean t o  do. 
They a r e  on f r i e n d l y  terms with  the  i n h a b i t a n t s  of t h e  va l l ey ,  
and w i l l  r e p o r t  back a l l  they l ea rn .  They w i l l  n o t  e n t e r  i n t o  
open combat unless cornered. 

d A small ox-bow lake, a t  each end of which is a fountain .  Each 
foun ta in  is a s t a t u e  of  an angel  blowing a t n m p e t  - t h e  water 
emerges from t h e s e  t m p e t s .  This  i s  where t h e  worshippers of 
Odin have hidden t h e i r  g r e a t e r  t r e a s u r e s ,  awaiting t h e  r e t u r n  
of t h e  god. This s e c r e t  i s  known only t o  t h e  3i& P r i e s t  i n  t h e  
temple. The exact  whereabouts of t h e  t r esur t?  is descr ibed at  
t h e  end of  t h e  scenario.  

THE PORRST - 
The f o r e s t  eurrounda the whole v a l l e y  and t h e  onlg r o d  

of access  is i r o n  the south. It is very dark, 'beimg dtnse aortiferous 
f o r e s t ,  and is Inhab i ted  by Z ~ V  evil c r e a t u r e s ,  i n c l v a L w  hlrrck b e a n ,  
wolves, worgs, mountain l i o n s ,  gient tiaks, m u ,  .&an.% s p i d e r s ,  
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houls and shadows. These a r e  kept out of the va l ley  by the  Goodstone 
$only e v i l  creatures  of 'very' o r  hisher  in te l l igence  can en ter  the  
c i r c l e  of i ts influence) 'out w i l l  converge on any crea ture  t ha t  enters  
the forest .  

%hen the  Goodstone has been destroyed, the e v i l  creatures  of the 
fo re s t  w i l l  invade the val ley,  k i l l i n g  and plundering. This may 
cause the  adventurers some problems because they car? on1y f ind the  
t reasure a t  the  end of the  scenario, when they've most l i k e l y  destroy- 
ed the Goodstone. This means t ha t  they w i l l  be hanpered i n  t h e i r  
search by maraudiw beasts.  The G/M should draw up a list of crea- 
tu res  and p lo t  t h e i r  movement i n  the  va l ley  a s  the  aOventurers search 
f o r  the treasure. 

Note t h a t  any surviving v i l l age r s  w i l l  be very h o s t i l e  t o  the  ad- 
venturers once the Goodstone has been destroyed. 

THE TEMPLE OF ODIB 
A plan of the  temple is provided on the oentre 

pwes. 

1 ( i )  Six ha l f l i ngs  stand guard outside the  temple here (HP 4,3,6,3,5, 
1 ) .  They a r e  armed with spears.  They w i l l  bar t he  way t o  
s trangers ,  but i f  the  adventurers can give a good reason f o r  
enter ing the  temple, they w i l l  be admitted. If however the  
adventurers appear suspicious, they w i l l  be asked t o  touch the  
white arrow embossed on the  door. 

The l a rge  door of t he  temple is made of oak. An e v i l  being 
touching the  arrow takes L 8  points  of damage f r o r  a sudden 
f l a s h  of f i r e .  T h i s  w i l l  reveal  t he  adventurers t rue  i den t i t y  
t o  the guards and they w i l l  demand t h a t  the  adventurers leave 
the  valley. I f  they refuse, the  guards w i l l  a t tack ,  ca l l i ng  
f o r  help. 

Help comes from above adl from ( i i )  and ( i i i ) .  Two g ian t  
eagles soar  above, mere dots  i n  t he  sky. If cal led,  they w i l l  
dive down, arrivimg at the  s t a r t  of the  second ee lee  round. 
The eagles a r e  (7/1-6,l-6,2-12 o r  dive f o r  2-12,2-12 O +4 h i t  
prob/lE, 25 ;4). 

The temple door requires  35 s t rength  t o  be opened from t h e  
outside,  but swings e a s i l y  open from the W i d e .  I f  they hear 
f igh t ing  outside,  t he  guards at  2 w i l l  lock the  door. 

( i i )  A small cot tage before the  temple, i n  which s l eep  three pr ies t s .  
They w i l l  be awoken by fightilrg outside t he  t e ~ p l e .  They a r e  
(7/1-8 + spells/P2,13,16/2). Spe l l s  (as 2nd l eve l  c l e r i c )  ; 
Command, Cause Fear; Command, Prot.  vs Evi l ;  mess ,  Command. 

( i i i )  A small cot tage before t he  temple, i n  which is the  guard ca  - 
t a i n ,  a ha l f l i ng  (5th l eve l  f i g h t e r ;  5 / 1 4  +2 (+2 sword)/36;5f. 
The cot tage contains a few cha i rs  and a bed, a ba r r e l  of wine 
and a chest  i n  which a r e  6 shor t  swords. 

2 This is the  main chamber of t he  temple, of p l a i n a t o n e  save f o r  
a l a rge  number of s t a tues ;  a double row nrns up the  centre  from 
the  entrance t o  t he  marble altar, and there a r e  two s t a tues  i n  
each corner. The s t a tues  depict  pleasant woodland beaats; cen- 
taurs ,  dryads, brownies, deer,  s q u i r r e l s  and owls. The e ight  
corner s t a tues  a r e  of huiaan-headed snakes. 

Three p r i e s t s  s t a d  guard at the  door. They w i l l  open it 
i f  comnanded t o  by the  h a l f l i q s  outside. One possesses a key 
wlth which he oan lock the door. 

I f  these three are k i l l ed ,  t h e  oosaar statues come al ive.  
ThGy a r e  yaneg gaardian nag- ( 4 / ~ 4 , 1 - 6  + apells/15,16,19,21, 
25,25,32,35;5). Spe l l s  (aa 3rd level c l e r i c ) ;  GB should '2 

(18) choose. 



The a l t a r  i s  e z h s s e d  with a white arrow - the adventurers may 
be hes i tan t  i n  to2c:ling i t ,  but it is  not damaging l i k e  the one 
on the door. I r e t e s d  it  te lepor t s  the  adventurer on t o  the  first 
f loor .  

F i r s t  Floor 
The adventurers a r r i v e  3' away from the a l t a r ,  facing 

it. By now, aos t  of then: a r e  l i k e l y  t o  be glowing orange (see 
G / M ' s  notes) and the  only way of stopping t h i s  is by Remove 
Curse, Dispel K'agic o r  by destroying the Goodstone. 

Statues again ran down the  centre  of t he  room as  oli' the  ground 
f loor ,  but t h e i r  a r e  no corner s ta tues .  I n  the  southern corners 
a r e  open windows looking south down the val ley.  Bui l t  on the two 
window ledges Ere eagle 's  nests ,  one old and disused, the eastern 
one with two chicks in it  (can be tamed). This i s  the  nest  of 
the two eagles  described under 1. The adventurers could en ter  
the temple by c l iab ing  on t o  the  roof of the ground f loo r  and i n  
through these windows. ?Iowever, during the day they w i l l  be spot- 
ted from abom by the  eagles, and a t  night  they w i l l  be on the  
eastern nest .  

3 This chamber i s  f u l l  of t apes t r i e s  that a r e  being preserved f o r  
the re turn  of Odin. There a r e  15 t apes t r i e s ,  each worth 500 t o  
lOOOgp (d6+4); however, they a r e  very large,  heavy and awkward 
t o  carry. 

4 This chamber is occupied by 3 p r i e s t s  (7/1-8 + spel ls / l4 , l5 ,23;3) ,  
s p e l l s  (as 3rd l eve l  c l e r i c s ) ;  Detect Evil ,  Darkness, Chant; Bless, 
Command, Si lence 15' r.; Prot  vs ev i l ,  Cure Lt  Wnds, Hold Person. 
They a r e  meditating on a rug on the  f l o o r  ( t he  only furn i ture) ,  
but w i l l  be dis turbed by voices i n  the  main chamber. 

The altar i n  the  main chamber is embossed with a white arrow; 
touching the  arrow causes te lepor ta t ion  t o  t he  second f loor .  

Second Floor 
The adventurers a r r i ve  3'  away from t h e  a l t a r ,  facing 

it. A t  the  ~ o i n t s  marked by X ' s  on the  map, l i e  bl ink dogs. 
They have been t ra ined  t o  aktack anything %hat glows ( i e  orange- 
glowing people, people carrying torches etc .) .  There is no l i g h t  
in the  room. There a r e  6 bl ink dogs (4/L6/15?13,11,17,25,26;4). 

5 This small chamber contains numerous small a r t i c l e s ,  s tored f o r  
t h e  re turn  of Odin. They include brass b e l l s ,  bronze candlest icks,  
altar c lo ths ,  gongs, small s i l v e r  i do l s  ( 6  8 U300-6000sp), to rch  
brackets,  incense bnmers,  pews, mats, wooden s c r o l l s ,  white robes 
and bronze urns. 

6 The Ghaaber of 3 p r i e s t s .  However, a l l  a r e  absent,  v i s i t i n g  t h e  
High P r i e s t  on the  t h i r d  f loor .  The roo3 contains a mg, a chest  
contaixing 150F3gp, a bag of pear l s  (6  x 450gp, Pear l  of l i s d a a )  
and a salt of P l a t e  Hail  of Vulnerability. 

The altar i n  t h e  r a i n  chamber is eiribossed with a white arrow; 
touching the arrow causes te lepor ta t ion  t o  t he  t h i rd  f loor .  

Third Floor 
The d v e n t a r e r s  a r r i ve  3' aKay from the  altar, faaing 

it. The Big3 m e s t  sits on cs throne z g a i ~ t  +he sssL mu, with 
t he  three  prie~ta fron the aemnd f l o o r  before hiha, m d  a pardl- 
i a n  saga (3/1-5,X-8 + poison and apl l s /43;11)  wcmd 



The High P r i e s t  i s  ancient and c a ~ n o t  msve f ron  h i s  throne. Be has no s p e l l  ttse and is only LTiTK. H i s  death is close and he is 
speakillg t o  the  three  p r i e s t s  t o  choose h i s  successor. In one hand 
he  holds t he  Goodstone, in the  other  a sc ro l l .  

The Goodstone is a luge, c l e a r  c rys t a l  rad ia t ing  a f a i n t  blue 
l igh t .  SvL1 creatures  cannot approach within 10' of i t  because of 
i ts aura of good. Good creatures  f i gh t  a t  +2 within 20' of i t ,  e v i l  
creatures  at -2. The c r y s t a l  is f r ag i l e ;  i f  broken, it crea tes  an 
explosion causing 6d6 damage t o  a l l  within l o ' ,  2d6 t o  a l l  within 
20'. 

The s c r o l l  shows the  hiding place of the  t reasure  of t he  worship- 
pers of Odin. On it is a mag showing the  val ley and the ox-bow lake. 
This is encircled sad a plan of it is drawn belos, showing the foun- 
t a i n s  a t  e i t h e r  end. Written beside the north fountain a r e  t he  words; 

"Lower t he  trumpet; 
t he  key s h a l l  be revealed." 

and wr i t ten  beside the  southfountain a r e  the  words; 

"Lower t h e  trumpet, and with the  key, 
Open the  chest revealed. " 

If the  adventurers carry out these irzstructions, they w i l l  find 
tha t  lonering the  trumpet of t he  north fountain w i l l  cause a key t o  
f a l l  from the  angels clenched l e f t  hand. (Ill3 It is l i k e l y  t o  f a l l  ' 
i n to  the  lake and t h e y ' l l  have t o  search f o r  i t ) .  Lowering the  
trumpet of the south fountain w i l l  cause t h e  s t a t n e  t o  f a l l  from its 
pedestal,  reveal ing a chest  i n  t he  cavi ty below. The chest  can be 
opened with the  key from the  north fountain. 

I t  contains t he  following t reasure ;  

21,00Osp, 21,00Oep, 5,00Ogp, Potion of Flying, Pot ion of Treasnre 
Finding, Sc ro l l  of Protect ion from Elementals, Sc ro l l  of Protec- 
t i on  from Lycanthropes, a s u i t  of +2 elven-sized chain mail, 7 
Ioun Stones (4 d u l l  grey (burned out) ,  1 deep red (+1 dexter i ty) ,  
1 c l e a r  ( sus ta ins  without food o r  water),  and 1 pearly white one 
(regenerates 1 h.p. of damage/turn)), 4 gold candlest icks (150gp 
each), emerald c l a sp  (1500gp), amber crown (1200gp), ermine ruf f  
(960gp), sword +1, carsed. 

The th ree  p r i e s t s  (6/18 + apells/24,31,27;5).will a t t ack  in t ru-  
ders  whether they glow o r  aot  b e w e  it is sac r i l ege  t o  ea t e r  t h i s  
chamber. TWO of them a r e  5 th  l e v e l  c l e r i c s ,  s p e l l s ;  muse  Lt FSnds, 
Cure ~t m d s ,  Darkness, Know Alignment, Hold Person, Silence 15' r, 
Cause Blindness; Detect Ml, Comnand x 2, Chant, Hold Person x 2, 
Dispel $agic. The o the r  is a 5 th  l e v e l  Bm/Fighter, s p e l l s ;  E?iLWe, 
Hold Por ta l ,  Sleep, Spider Cl i i~b ,  I n v i s i b i l i t y ,  S t i n g i w  Cloud, Hsste. 

The guardian mga w f l l  defend the  High P r i e s t  t o  the  death, and 
has t h e  following; s p e l l s  (as 6th  l e v e l  c l e r i c ) ;  Caaee Fear, Sanctuary, 
Prot.  vs Evil, Chant x 2, Hold ferson, Came Blindness, Dispel Ewe. 

Wote t o  t he  Gfie 
It is important that €he Temple of Odin is  not  

played with the adventurers j u s t  going through t h e  temple aad not  
bothering a b u t  the oaliey, The game should start w i t h  t b m  j u s t  en- 
t e r i n g  the  val ley,  and it is up t o  them whether to b lu f f  %hei r  way 
through, f ight o r  creep aronnd rmder coper of dsrk. The e l l ~ e r s  
are irrtelUgeltt  azrd sill be s l a s p i c i o ~ ~  of ontaiders, 



by G. Duke 

3eLcg :he seventh ~ 2 d  l a s t  ? a r t  o f  the  c:x-onicle 
featur ing:  Aresthusa ( a l i a s  l i l y  Silma) elver, tnie:' 

3ilffaik human fig:?:er 
Peebirrga hman Y/U 
S t r o l l e r  h u m  ranger  
Malrao human c l e r i c  

hree windows s l e e p l e s s l y  scanned t h e  enclosure ,  p ie rc ing  t h e  
dCark of  t h e  rright l i k e  t h e  eyes of a dragon. S t r o l l e r  stood 

qua i l ing  be2eath t h e i r  gaze, f o r  a s i l e n t  voice spoke t o  him 
from those windows - w Y ~ ~  a r e  watched, you can go no fu r ther .  
You a r e  no t  wanted here. Turn away and do no t  r e t u r n ,  o r  you 

ehrrll f ace  t h e  wrath of Yrchold." But a s  h i s  gaze was held on t h e  
windows, t h e i r  l i g h t  wavered, dimmed and died;  a sudden th ick  fog 
had descended over t h e  enclosure,  c l ing ing  t o  t n e  t h r e e  adventurers.  

' S t r o l l e r  s t a r t e d ,  th ink ing  himself blinded, but  then Aresthusa spoke 
and h e r  bedraggled f a c e  appeared before  him out  of t h e  gloom. 

"This f o g  is t o  our  advantage. Itow i s  our  chance t o  f i n d  our 
captured fr iends."  

nBut where do we s t a r t ? "  asked Peebinga looking around a t  t h e  
hopeless w a l l s  of dar;mess. " S t r o l l e r ,  you lead  us ,  whi ther  s h a l l  
w e  go?. 

For a while,  S t r o l l e r  did  n o t  reply.  He stood l i k e  one p e t r i -  
f i e d ,  a l i v i n g  s t a t u e .  His mind quai led at t h e  memory of t h e  win- 
dows in t h e  tower, h i s  h e a r t  yearned f o r  h i s  ensnared companions 
and t h u s  he stood h e a r t  b a t t l i n g  with  mind. 

We s h a l l  go on," S t r o l l e r  s a i d  a t  last, wiping t h e  damp from 
his forehead. "Let ns f i n d  an o r c  and f o r c e  from him t h e  whereabouts 
of Tuffnik and Yalmo." Re s i l e n t l y  prayed t h a t  t h e  fog  should l a s t .  

The adventurers  moved on, keeping t h e  no i se  of t h e  permed c a t t l e  
on t h e i r  l e f t ,  though they were now out of sight.. Their  f e e t  ploughed 
through p i l e s  of muck and o f f a l  spread over  t h e  bare  rock of t h e  
enclosure,  steaming and repuls ive.  ~ l m o s t  %mediately, a wooden hut  
loomed before  them, a s tu rdy  s t r u c t u r e  of t h i c k  logs ,  p las te red  i n  
places  by mud. Passing around it, a door gaped on t h e i r  l e f t ,  a 
l i g h t  glowing within.  As t h e  adventurers  prepared t o  storm i n ,  a 
c h i l d  wandered out.  The ugly o r c l i n g  became suddenly aware of t h e  
adventurers  and stood still ,  gaping. Aresthusa swept forward, drew 
it up and placed her  kn i fe  on its black th roa t .  The c h i l d ' s  e v i l  
f a c e  u t t e r e d  a s t i f l e d  cry. 

The t h r e e  adventurers  stood co i led  f o r  a c t i o n  i n s i d e  t h e  doornay 
of t h e  hut. Peebinga pul led t h e  door shu t ,  r ebnf f ing  t h e  cl-y 
d g h t .  Areethusa held t h e  o r c l i n g  i n  h e r  arns and S t r o l l e r  drew h i s  
sword. Bowls went flying; and t h e r e  were s e v e r a l  o r c l i n g  ye lps  as 
t h r e e  o r c s  l e a p t  t o  t h e i r  f e e t ,  snar l ing ,  s t a r i n g  a t  the i n t r u d e r s  
in t h e  f l i c k e r i n g  lamplight.  

"Lie d o n ,  yrch, o r  t h e  c h i l d  dies ,"  hiseed Aresthnsa. She 
spoke t h e  harsh  language of t h e  o m s ,  and t he  three b e a s t s  l i s t e n e d  
as she spoke. Ba she  f in inhed ,  they  moved r i t h  one purpose sa if 
t h e r e  was no d e c i s i o n  t o  =ke; each drew a long G m r  and flew at 
the d i sbe l iev ing  adventurers ,  C u r s i s ,  Ueethllsa tF,re% 'c'b c h i l d  
down in t h e  pa th  of t h e  orcs tlnd drew her m o d ,  P e e b m  drew his  
dagger, a t  t h e  saEe t i l e  dodging a flJLng 3-1. For  a f ~ ~ u t  .fmXmd 
h i s  ga* caught the anguished face of t h e  o r c z a  as 2% stabbed 

and pushed a s i d e  by one of the o r e s  - and in that s- e - r ~ d  he 
(21 > 



r e a l i s e d  t h e  t h r e e  were female orcs.  He shuddered t o  think, of t h e  
f e r o c i t y  of t h e  males i f  t h e  females could be t h i s  ca l ious .  Then 
t h e  o rcs  mere upon him. The f i g h t  was f i e r c e ,  but  tCe t h r e e  females 
armed only with daggers were no match f o r  t h e  t h r e e  har8ened adven- 
t u r e r s ,  even i n  t h e  dark of t h e  hut. R i th in  a couple of :-.inutes two 
nere  .lead and t h e  o t h e r  pinned t o  t h e  f l o o r ,  Peebingats  b l f e  a t  her  
th roa t .  

"Speak o r  d i e , "  s a i d  Aresthusa, i n  no mood f o r  wai t ing around - 
t h e  no i se  of t h e  f i g h t  might have been heard i n  o t h e r  p a r t s  of t h e  
enclosure.  V h e r e  a r e  t h e  p r i soners  kept?" 

"Grimnarrc growled t h e  o r c  through h e r  r o t t e n  t e e t h ,  "Caverrn 
of Grimnarrc. ' 

"Winere, where i s  it yrch?" urged Aresthusa, and Peebinga pressed 
t h e  k n i f e  down. 

"Tower, . . . entrrrance. .  . * 
The o r c  was c u t  s h o r t  by a cry from S t r o l l e r .  Peebinga jumped, . 

h i s  dagger s l i c i n g  through t h e  o r c s  t h r o a t ,  a s  Aresthusa span round 
t o  see  S t r o l l e r  wi th  a kn i fe  i n  h i s  s i d e  and t h e  beheaded body of 
an o r c l i n g  f lopping t o  t h e  ground. The o t h e r  o r c l i n g s  screamed, 
t h e i r  ugly f a c e s  f u r t h e r  contor ted.  S t r o l l e r  plucke3 t h e  k n i f e  from 
h i s  s ide.  The t h r e e  adventurers  looked back a t  t h e  dying orc ;  an 
o r c l i n g  was pas t ing  t h e  t h r o a t  wound with some s u b s t a c e  from a bowl. 

"Its t o o  l a t e  t o  save ker ,  ugly one," s a i d  i lresthusa, w a t c h i n g  
t h e  bowl. * L e t t s  s e e  what t h i s  pas te  does Tor you, S t r o l l e r , "  she 
s a i d ,  adminis ter ing t h e  s t u f f  t o  h i s  wound. Immediately it re l i eved  
him of t h e  pain.  Arasthusa glanced round t h e  room and sp ied  another 
two bowls on the  f loor .  One was empty bu t  Aresthusa stuf:ed t h e  . 
contents  of t h e  o t h e r  i n t o  her  pouch. 

- L e t t s  g e t  out  of here ,"  s a i d  Peebinga. "1 th ink  we m e  f o r  
a tower." Leaving t h e  o r c l i n g s  whimpering i n  t h e  hut ,  t h e  adventu- 
r e r s  hur r ied  out  and S t r o l l e r  l e d  them towards t h e  t h r e e  windows of 
t h e  tower which they could now dimly s e e  again - t h e  fog  was l i f t i n g  
though t h e  n igh t  was still young. 

The enclosure  of t h e  o rcs  was wel l  
defended. On t h r e e  s i d e s  r a n a  rampart 
and pa l i sade ,  d iv id ing  t h e  enclosure  
from t h e  swamp. To t h e  e a s t ,  t h e  en- 
c losure  bu t ted  a g a i n s t  a t a l l  c l i f i ,  a 
broken t o e  of t h e  Vhite-Ridged Mount- 
a i n s  t h a t  rose  t o  t h e i r  peaks some two 
leagues t o  t h e  e a s t .  On t h i s  c l i f f  
t h e  o rcs  had b u i l t  a tower, b lack and 
menacing. The tower had t h r e e  windows, 
b r i g h t ,  s t a r i w  eyes overlooking t h e  
enclosure  f o r t y  f e e t  below, and below 
t h e  windows was t h e  entrance, t h e  way 
t o  t h e  Caverns of t h e  Grimbaak. 

The t h r e e  companions stood bes ide  
this entrance, out  of v i m  of t h e  eyes 
above a s  ,the fog thbned and d i s a p p a r -  
ed asquickly aa it had come. H a t  far 
w i t h i n  t h e  open gateway they'd espieri 
two guards, l u c k i l y  without being seen 
t h e a s e l m e .  H o t  keen t o  f i g h t ,  Stroll+ 
e r  had persnaded Peebiaga t o  d e a l  rrith 
them. 



The ranger  drew an arror:  from h i s  quiver  and f l ~ m e ;  i t  +.a t h e  
f a r  s i d e  o f  t h e  gateway. bs t h e  guards looked round t o  s e e  t h e  
source  of t h e  no i se ,  P e e b a a  stepped forward and re leased  h i s  
s p e l l .  a t h e  guards f lopsed s i l e n t l y  t o  t h e  ground, unconscious, 
Aresthusa hur r i ed  f o m a r d  uld  bound and gagged them with rowe and 
c l o t h  from her  pack. The t h r e e  adventurers  now found thenselves  
i n  a smali ,  square chazber from which a s p i r a i  s t a i r c a s e  l e d  up 
and a dark passage left 2ee-ser i n t o  the  rock. 

"The s t a i r c a s e  must i e i d  u l  t o  t h e  tower," s a i d  S t r o l l e r ,  "1'11 
n o t  go t h a t  way." 

"Then we have no choice  but t o  t ake  t h i s  dark cor r idor , "  s a i d  
firesthusa, "Le t ' s  hope oar f r i e n d s  l i e  lseyond i t  - aiive:" 

They dragged t h e  bound guerds i n t o  t h e  darkness of  t h e  c o r r i d o r  
then s e t  o f f  down i t ,  riresthusa guiding the  twc humaria. 

"Step q u i e t l y  now," she suddenly urged, V e t r e  nea r ing  a door," 
The t h r e e  r o s e  on t o  t h e i r  t o e s  and edged slowly f o m a r d .  J u s t  be- 
yond the  door, someone w a s  laughing - a deep, e v i l  guffaw. "Kah: 
we s h a l l  b u r s t  i n  on t'nen, we're bound t o  s u r p r i s e  themYw s a i d  t h e  
t h i e f .  u!fe can chop t h e a  up before  they 've  sheathed t h e i r  saords." 

t She t r i e d  t h e  door knob - it clicked. With all his e t r e n g t h ,  S t r o l -  
l e r  thrust t h e  door open, y e l l i n g  madly, and swept around looking 
f o r  t h e  source  o f  t h e  l augh te r .  H i s  two comptmions jlunped through 
almost on his heels .  Then a l l  t h r e e  stopped dead. 

They s tood a t  t h e  end of a long h a l l ,  p i l l a r s  running down e i t h -  
e r  s ide .  ~t t h e  far end a l a r g e ,  black o rc  s a t  on a throne,  a huge 
wolf cur led  at  h i s  f e e t .  Cn e i t h e r  s i d e  stood a t a l l  guard at  a t  
t h e  f e e t  of  each s a t  a wolf. Before t h e  throne on t h e  f l o o r  of t h e  
h a l l  a naked j e s t e r  pranced. By some t r i c k  of Zhe stonework, t h e  
coarse  laugh of t h e  ore- lord sounded very near.  The adventurers  
stood a f u l l  t h i r t y  f e e t  from t h e i r  eneruies, s u r p r i s e  long s i n c e  
l o s t .  

From t h e  ore- lord r a d i a t e d  a f i e r y  glow, a symbol of  power. He 
waved t h e  j e s t e r  a s ide .  

Welcome, whi te  ones," his tone was s o f t  but mal ic ious ,  a l l  
t h r e e  adventurers  heard it c l e a r l y .  "How n i c e  o f  you t o  visit m e ,  
I was t i r i n g  of  my j e s t e r  end your two f r i e n d s  ne re  vory b c r i w : *  
The 'were' seeded hopelessness  i n  t h e i r  minds. They h e s i t a t e d ,  
l i s t e n i n g  t o  t h e  s o f t  speech. 

*Come and s i t  by me, b e a u t i f u l  e l f , "  s a i d  t h e  voice. Xomentari- 
l y  Aresthusa r e s i s t e d  t h e  c a l l ,  then smjled and moved forward a s  if 
wi l i ing ly .  S t r o l l e r  l e a p t  forward t o  s t o p  her.  

"1 suggest  t h a t  you s i t  s t i l l ,"  the  voice  s a i d  t o  S t r o l l e r .  His 
nind s t rugg led  t o  w i t b s t a ~ d  t h e  poner, but he too succumbed - he 
sat down and U e s t h u s a  continued her  walk. Peebinga s t a r e d  hope- 
l e s s l y  a t  h i s  two companions, viait ing f o r  t h e  orc-lord t o  t - ~ r n  h i s  
power towards him. Aresthusa reached t h e  throne and s a t  z t  t h e  f e e t  
of t h e  orc-lord.  Then t h e  black b e a s t  turned Ria gaze t o  t h e  wi- 
cian. 

m y  don ' t  you go peacefu l ly  and s t a y  with  your t v o  f r i m d s  i n  
t h e  Cavern of t h e  Grirabnak?" he sug,qestsd, m d  pcinted t o  t h e  e x i t  
on h i s  r i g h t ,  t h e  only ot ' ler  way ou t  of t h e  h a i l .  The words span 
r O U &  i n  Peebingals  head; he f3ug'lt a g s i n s t  tileg, c m c e n t r a ' t i n ~ ~  on 
ha te ,  h a t e  f o r  "bat 1a rn1 id  r o i c ~ .  S7owly he ?.rested t h e  suggesfion 
froa u s  mind, k t  t b i n  5 n g  qni.cl;&y, he eowplLed wifh it, mcv WZ 
directeci. As he l e f t  f lcj .Xl, a 9 7 ~ 1 ~ 5  jc's,ed him r m  t h e  ;br,,ns, 
to rch  i~ one h a d ,  javplin i n  the o t h e r  i8nfi a WOLT a* h i s  h3e7-s0 



The c o r r i 6 ~ r  twis ted t o  l e f t  and r i g h t ,  then c a e  t o  2 : - l e g q  i3or 
of soLicf s t o z ~ e ,  The guard wived past  Peebinga, tdc ing  a k e y  Cro:.: kia  be l t .  The zazic.is?l ti1oug.F.t s f  a c t i n g  nor ,  kut had no s z i t e b i e  s>e;;, 
and the  wo'f stood r;iar?'.n.c 2_1, hiin. The door creaked open 222 Peebinea 
Roved f o y z r 6  i n t p  a ,dark Lavern. The roc: xas of varying :lsight ( i n  
nlaces he had t o  s toop t o  ?ass  through) and there  Tere numerous 9 i l -  
iars and arches formed by s t a l a c t i t e s  and s t a i a g n i t e s .  Jhained t o  
many of these  a i l l a r s  ,,;ere skeletons  o r  rfis!ointed bones, t o  o t h e r s  
r o t t i n g  o r  p a r t l y  eaten corpses; t h e  smell was repuls ive.  Tuning 
t h i s  way and t h a t ,  t h e  guard a t  h i s  back, Peebinga cane e v e ~ t u a l i y  t o  
a dead end. Tkere, s l u n p e j  on t h e  f l o o r  i n  t h e  f l i c k e r i n g  t o r c h l i g h t  
he could make out two bodies.  A s  he approached, they moved a d  stood 
up. Both vere  clothed i n  rags  and had bare f e e t  and dirt-covered 
faces ;  both were shackled t o  t h e  wall .  Peebinga supressed a c r y  of 
joy, f o r  t h e s  were Tuffnik and Malmo. 

"Hasn't r irqbnak eaten you y e t ,  white ones? He can ' t  be very hun- 
gry, o r  perha7s you smel l  too much, ha-ha-ha:" laughed t h e  guard, and 
h i s  vo l f  s c a r l e d  i n  agreenent. He chained Peebinga t o  t h e  wal l ,  re-  
moved his t a o  daggers, then turned away, t h e  to rch  l i g h t  receding and ' 
quickly disappearing. The t h r e e  cap t ives  heard a d i s t a n t  c l a x  of 
s tone on s tone ,  then a l l  -as q u i e t .  

+ + + 
The darkness and s i l e n c e  and p u t r i d  smel l  were oppressive. kt it 

i t  was something e l s e  t h a t  made t h e  cap t ives  uncomfortable; t h e r e  was 
a d i s t i n c t  t ens ion  i n  t h e  a i r .  

Peebinga had b r i e f l y  t o l d  h i s  s t o r y  t o  h i s  two companions, and 
they i n  tu-rll had t o l d  t h e i r s .  When Peebinga spoke of t h e  orc-lord, 
ldalmo spoke saying "He is Yrchoid, l o r d  of t h e  orcs.  H i s  power cormes 
from t h e  hornstone which he wears on h i s  chest .  It is t h a t  which gave 
him t h e  power t o  charm Bresthusa and t o  overpower S t r o l l e r ' s  nind 
with a suggestion. We a r e  lucky that you could withstand it." 

"dye, and now I mean t o  ge t  us  out of here," s a i d  Peebinga, " fo r  
if this is  t h e  Cavern of t h e  Grimbnak, t h e  Grimbnak must be here  
somewhere, and 1<ve no d e s i r e  t o  meet him . . . o r  it." Reaching f o r  
the  hem of his cloak, he ripped it and out  f e l l  a s e r r a t e d  blade. "Be 
prepared, t h a t ' s  my motto," he said ,  and began t o  saw through h i s  
chain. The n o i s e  made t h e  adventurers  uncomfortable, but  nothing 
appeared. Within a few minutes t h e  chain snapped. peebinga l e a p t  
f r e e  and s t a r t e d  on Tuffnik 's  chain. Ten minutes l a t e r ,  a l l  t h r e e  
stood f r e e  together .  peebinga, with l i g h t  r a d i a t i n g  from h i s  f inger -  
t i p  l e d  t h e  wag. 

"But t h e  door," Tuffnik p ro tes ted ,  "It i s  f a r  too s t r o n g  t o  break 
down - vre c a n ' t  g e t  out:" 

"Perhaps," r e p l i e d  t h e  magician, "and perhaps no t .  L e t ' s  f i n d  i t  
first. " 

They ~ a n d e r e d  around f o r  about t e n  IPinutes and e v e n t u a a v  came t o  
a narrow passage l ead ing  out  of t h e  cavern. In s i n g l e  f i l e  they 
passed don,- i t  and cane out  i n t o  a smll square chamber. T ie re  be- 
f o r e  them, p i l ed  on the  f l o o r  of t h e  chanber was a g l i t t e r i ~ g  hoard 
of t r easures .  

Ten minutes l a t e r  they were on t h e i r  way out ,  most of t h e  gold 
and s i l v e r  l e f t  behind. But Tuffnik c a r r i e d  a gleaming w o r d ,  Pee- 
binga gore  an amulet, a b r a c e l e t  and a pair of arm-guards, aad Xalmo 
c a r r i e d  two s c r o l l s .  he l e f t  t h e  CheLmber, he  c a s t  a speU from 
one of them and i i i e d i a t e u  his face  went white. "There is p e a t  

e v i l  nearbgr" he s a i d ,  "How Iong can your l ight  l a s t ,  Peeb-?" 



"Haif hour a t  t h e  most,* he r e p l i e d ,  WZetls hurry," 
Tuf~ikik,  :kiris sword before h i r e ,  l e d  t h e  adventurers  hack i n t o  t h e  

cavern to  se=c i  f o r  t h e  way out .  Hallno turned t h i s  way and that ,  t r y i n g  t o  locr , te  t h e  e v i l  am? d i r e c t  Tuffnik array from it, but i t  go t  
ever  c l o s e r  xd c loser .  Suddenly, they cane upon t h e  door. The 
th ree  sighed ~ 5 t h  r e l i e f  but  a s  Teeb iwa  e r l , i ~ F s h e d  t h e  l i g h t  t o  
concentrate  s2 21;ening t h e  door a roar  came from behind them. BAalno span r o d . ;  t e r e  was t h e  source of t h e  e v i l .  He shuddered, 

Glowing re2  before  t h e  adventurers  was a hideous beas t ;  h i s  lower 
t o r s o  mas :kt of a l i o n ,  h i s  upper t o r s o  that of a human. He was 
o p p r e s s i ~ e l i -  obese and h i s  head bore g r e a t  f l a t  horns. H i s  eyes and i i p s  were 5:zc% a s  coals ,  his o v e r a l l  appearance ugly t o  t h e  point  of 
nauseating, a d  a l l  t h r e e  adventurers  ree led  with  t h e  smell. This 
was t h e  GrLnrt jmk. 

&ring  t 2 e  next  few seconds, events moved with  l i g h t n i n g  speed. 
krts shot  from t h e  d e v i l ' s  eyes,  sending s e a r i n g  pain i n t o  Tuffnik. 
almo h u r r i e d l y  read another  s p e l l  from t h e  s c r o l l s  and a s  t h e  d e v i l  
aunched i ts  = a s s  towards him, it stopped and momentarily ree led  back 
rom t h e  ring of p ro tec t ion  around t h e  c l e r i c .  Meanwhile, Peebinga , had turned back t o  t h e  door m d  bent h i s  w i l l  on t o  it; with a smal l  

f l a s h  and a cloud of s tone  dus t  it sprang open. 
n H u r r ~ .   OW:^ he cr ied.  His two companions sprang up through t h e  

doorway n i t k  h i m  and as t h e  d e v i l  recovered and l e a p t  forward once 
more, t h e  &ETJ s tone  p o r t a l  clanged shu t  i n  his face.  Echoing along 
t h e  corr idor ,  t h e  c lang receded and then a l l  w a s  q u i e t  once more. 

I n  t h e  -bil of  t h e  throne, t h e  ore-lord had  s e n t  away h i s  body- 
guards t o  keep watch ou ts ide  while he was at tended t o  by U e s t h u s a ,  
One had disappeared via a s e c r e t  door i n  t h e  southern wal l ,  t h e  o t h e r  
had passed o u t  of t h e  western door through which t h e  adventurers  had 
come. gs tbe girl pleasured t h e  f o u l  orc ,  S t r o l l e r  s a t  motionless 
a t  t h e  e n t r v r c e  of t h e  h a l l  where held sat down almost an hour before. 
Only the g n r n t i n g  of t h e  ore-lord and of t h e  p e t  worg cur led  st h i s  
f e e t  broke t h e  silence...indeed t h e  g run t ing  of t h e  orc-lord w a s  very 
wolf-like F t s e l f ,  As Aresthusa carressed hirs, she  became suddenly 
aware of his changing form, of h i s  lank f u r  and s n a r l i n g  l i p s .  Yrc- 
hold w a s  a werewolf, and it w a s  now midnight. 

The t h i e f  junped back, s t a r t l e d  from her  cham. Acting quickly, 
i n s p i r e d  % disgus t ,  she drew h e r  sword acd jumped a t  h e r  oppressor,  
c u t t i n g  a -eat gash i n  h i s  foreleg.  He yelped i n  pain and  he Doom- 
s tone  i n  EL3 chest  glowed br igh t ly .  From ?he f o o t  of t h e  throne,  t h e  
worg leap: up t o  defend h i s  master. 

A t  L,ha?ar moment t h e i r  mas a c ry  from t h e  entrance t o  t h e  Cavern of 
t h e  Grin3&. Out of t h e  corner  of he r  eye, b e s t h u s a  spo t ted  Peebin- 
ga, on e i t 3 e r  s i d e  of him a beggar-like character .  There w a s  a sud- 
den f l a s h  =.nd t h e  worg and t h e  werewolf exploded i n  f i r e .  Aresthusa 
staggered Fa& i n  t h e  heat  and f e l l  monentarily unconscious. She 
a rose  t o  s e e  t h e  worg lyw dead bes ide  its m a s t e r .  Tuffnik cut- 
t i n g  t h e  Xcrcrostone from t h e  ches t  of t h e  werewolf, and S t r o l l e r  w a s  
speirking a l t h  t h e  two begears,  r e leased  f ro=  his s p e l l .  Dazed, t h e  
g i r l  now r e s l i s e d  who t h e  twoc'naracters were. 

Follow5ag Areathusals  d i r e c t i o n s ,  t h e  fire s e n a i t e d  adrsntnrera 
found t h e  secret door. The thief cautioned - t h e r e  ass probably 



3. m a r d  n ~ r t s i d e .  ; t r - '  ~ ' e r  ;)lisiled ~t 3:i-n quickly but t -ere  no need - there  r't3.9 iil ;I ?i< p - ~ s n n t .  fh- :oar l e d  i n t o  i t r k  vindicg passzge. .'k i'22<pr I?, a torcil ?*? l. ?'ll,"r'qik, arzed n i t i i  Prchold 's  
3pear mi: tile r p l e ~ m i n ~  -wor,i led ti,e actventurers i n  s i n g l e  f i l e  to- 
~ 3 r d ~  *?9Cape, , i f t*r  - b c x ' l t  f i f  ';;' ; : _::21k gl in>eed ~ o ? n l i g h t ,  S t r o l l e r  extin51i~si~et; kite :arch an-' t r e  pa r ty  burs t  out  into t h e  f r e s h  
q igh t  a i r .  As lPeehlnga, t a k i w  ~ , p  ;Fe r e a r ,  emerged, t h e  o t h e r  ad- 
venturers  heard a s ickening thump as coZd i r o n  pierced warn f l esh .  
Turning, they saw t h e  aag ic i sn  slump t o  t n e  ground, a j ave l in  through 
h i s  back, one of Yrchold's bodyguards s tanding over him. He l e a p t  
forward, another  j ave l in  i n  h i s  hand and ei ruck Malno before  t h e  ad- 
ven ture rs  reacted.  Unamed, t h e  o r c  ?-iickiy succunbed t o  the  advec- 
t u r e r s ,  and his violf f l e d ,  t a i l  betnesr, i t s  legs .  galno a n d  Peebi-%a 
l a y  dead on t h e  marshy ground. 

Aresthusa, S t r o l l e r  and Tuffnik trudged weari ly  along t h e  marsh 
path a s  it wound among t h e  pools  and tussocks. Overhead, t h e  noon 
peered weakly through a t h i n  m i s t  as i t  sank westward on i ts heavenly 
path. The p a t h  suddenly came t o  t h e  edge of t h e  rav ine  of the  slug- 
g i s h  green r i v e r .  The soupy waters  gurgled seventy f e e f  below. The 
adventurers  turned with  t h e  path northwards along t h e  cliff-tap. 
After  a couple of hundred yards,  S t r o l l e r  stopped suddenly i n  araaze- 
nent. Down i n  t h e  rav ine  t h e r e  was tr sudden wai l ,  then  two more. 

Prom t h e  s tagnant  waters a g r e a t  beas t  had a r i s e n ,  t h e  same that 
had cursed Peebinga l e s s  than twelve hours ago - it seemed more l i k e  
twelve days. Running along t h e  r i v e r s i d e  path,  down i n  t h e  ravine,  
r e r e  dozens of orcs ,  males, females and orc l ings ,  all wai l ing  and 
reck less ly  rushing away from some source of t e r r o r .  As they came upon 
t h e  r i v e r  monster, they threw themselves i n t o  t h e  r i v e r  o r  were ra-  
vaged by i t s  t e r r i b l e  claws. 

A s  t h e  f lood of o r c s  came on, t h e  adventurers  made out  c e r t a i n  re -  
peated c r i e s ;  "Prchold i s  dead"..."Gods have invaded t h e  encampmentn... 
"Grimbnak i s  loose"...wDeath i s  upon usn ,  a l l  i n  t h e  harsh tongue of 
t h e  orcs .  

"There you see t h e  last of t h e  Orcs of t h e  Black &and," s a i d  S t r o l -  
l e r ,  and he smiled grimly. "Peebinga and Balm0 died f o r  a good cause.l 

The t h r e e  adventurers  continued on t h e i r  way t o  t h e  s tanding s tones ,  
crossed t h e  bridge and descended i n t o  t h e  ravine. Tnffnik held t h e  
glowing Doomstone before him 23 they  2roceeded slowly along above t h e  
m r g l i n g  waters. 

"This i s  our  only key t o  escape," he s a i d ,  and clung t h e  more 
t igh.tly t o  it. Rounding a corner,  they cane suddenly upon t h e  mon- 
s t e r ;  f r o n  its aouth hung shreds  of f l e s h  and c lo th ,  and strewn on 
t h e  path were severed limbs and heads, a l l  black and oozing purple  
blood. The monster lashed ou t  sending S t r o l l e r  r e e l i n g  i n t o  t h e  r i v e r .  
With one huge hand it pushed him beneath t h e  sur face  and turned t o  
nee t  t h e  o t h e r  two. 

Aresthusa l e a p t  forward, se ized t h e  IBomstone from Tnffnik and a- 
brup-tly sv~allovred it. The nonster  hor led with  rage uld gripped t h e  
g i r l  by t h e  a m ,  l i f t i n g  her c l e a r  a-l t h e  ledge. A s  t h e  z o ~ s t e r  c l u t -  
ched her, she i;ewsd its neck almost i n  two, and g i r l  arrd beas t  d i s a -  
ppeared beneath t h e  t u r h l J ~ n t  surface.  

mffnik, !,orriff.&, ti2;;ned j u s t  i n  t i n e  t o  s e e  t h e  Grirnbnak f a l l -  
ix upon hi.. The two f e i l ,  locked t o e t h e r  and t h e  slu&eh waters 
of t h e  river closed over t h e i r  heads the StuItBer - 9  rose  in to  the 

a@, hera ld ing  a new day. 

TiIE =D 
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