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This hook contains E40 ore-generated treasure hoards and 43 mag-
ical treasures of Glorantha for use in any Hunefluest campaign.

The treasure hoards of monsters are arranged lav IIFEBEHFE ii!‘-'1'
tors, ten tables in all. They specify hovv many C-.-='Il-'15. l-I-Il"IEll'5.
Wheels, gemsiievvelry, and special items each l1oa4- accumu-
lated. There are also a special gemslievvelry tahlt . special
items table.

The second section of Plunder gives detr ' of
many of Glcrantha's magical treasures. Each i
appearance, relationship to various cults, e '
ledge of the item, history, procedure for mr
made, its povvers, and its value.

All items in Plunder can he used in at
Gloranthan or otherwise. Eurprise your adv
treasure!

By Fiudy lirafi. Illustrated by Hick Becker.

(‘mogrun "' F

Two /mportant Game—A/ds for

In this book are 45 Fiune level types for use as non-player charac-
ters in Hunefluest adventures. There is a Flune Lord. a Flune
Priest, and a Fiune Lord-Priest for each of the 15 religions exam-
ined in Cults oi Pres. Runellilasters provides for the first time a
large selection of Huna level characters that are individually rolled,
experienced, and completely equipped vvith individualized sl-tills,
spells, treasures, languages, magic items, potions, equipment, spir-
its. and so on.

A special attraction oi Flunellrlasters are the estensive player
notes for Hunefluest vvhich prefaces the book, giving optimal play
practices, suggestions for handling Flunehllasters, a discussion of al-
lied spirits, consideration of each class of Fiune-user, hovv to han-
clle specific tactical situations, etc.

An extremely usetul source lor relerees and players alilse,
Flunellrlasters represents a big step in the continuing development
of the Hunefluest adventure gaming system.

Hy William H. lieyas. Illustrated by Luise Fetrene. $5-95
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Add $1 per order for postage :5 handling. Palrrnent rnust he in US funds. Allow ..?-4 sveelrs for delivery. Prices sul:-,iect
to change vvithout notice. Pllrite us l-‘or our latest free catalog. Prices subject to change vlrithout notice. Also available
through oetter rnail-order dealers and retail cutlets. California residents add appropriate 596 or sass sales talc 5candi—
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Hello, again, fans, fen and gamers all.
As you can see from our front cover, we
are r'n the process of making many changes
around here. You will notice changes on the
inside, too. llrlore changes will be forthcom-
ing as we finalize our new format. We hope
that you will like them all. Please don't hes-
itate to write and let us know what you are
thinl<ing. Just as before, we always are on
the lookout for good fan art and articles on
all aspects of RP gaming and 5&5 and SFsF
gaming. So don't stop submittingl We are
still YO UR magazine and we depend on you
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January, Wr'n ter War.
Coming in future issues will be the

return of the convention listings. We are
acting as a national convention clearing house
1' f you have in formation on any convention
of the types listed below, please send them
to Con Clearing House clo Judges Guild.
Con types are Gaming, Sciences fiction,
Fantasy, Comics, llrlicro~Computer or any
other of interest to gamers or sfa f fen.
ln formation needed includes: general info
address (and phone, if one); hotel info

as we always have P a magazine for the gamer including rates; guestseof-honor, mc, etc.
and by the gamer (er — pardon the plager— registration fees; art show (who to contact
lgm), and how much to enter, etc); dealer inliv

Those of you with subscriptions to both (who to contact, how much, etc); special
the former magazines (tJ’G.l and tD) will be events; dates and location and event types
getting a letter or notice very soon explain- Any or all of the above info is desired on
ing what we plan on doing for you now that each con.
the magazines are combined (yes, we have Speaking of cons: JG won't be at Conclave
decided that the combined format is the way as it's the some time as Wintercon but Err'n
we must move}. Those of you who subscribed McKee, one of our fantastic new staff artists
to only one or the other of our parent zines will be there on her own. Stop by and say hr
will continue to get THE DUNGEONEER and have o look at her art — you'll love it.
JOURNAL for the number of issues you had Erin and our other new staff will be featured
remaining. r'n on upcoming lrlagr'col Staff column. . . . . CA

We had a couple of letters pain ting out
that the Solo Matrix in the last issue had
some charts missing. We are in the process
of checl-ting this out and will put any add-
itions or corrections into our next issue.

This issue contains a long awaited
article: Magic Item Generator by Wesley lves.
it has been conveniently placed r'n the center
as o pull-out section for those of you who
wish to do so. l have thouroughly checl-zed
to make sure that ALL the tables ARE there.
Also in this issue is an interview with
ill.A.R. Barker, creator of EMPIRE OF THE
PETAL THRONE. These articles are combined
with several others to make this what we
believe to be our best issue ever. We hope
you ‘ll agree.

As this is being written, JG is preparing
for Wintercon in Detroit. We hope to have a
report on lv'intercon for you in the nest issue
Also coming up are Chambananacon and, in

Copyright ‘I530 by Judges Guild, lnc., H. H. B, Box 9, 1221 hl.
Sunnyside Fld., Decatur, IL. E2522. Printed in the U.S.A.; all rights
rmerved. The Dunaeoneer Journal is owned and published bi-
monthly by Judges Guild, Inc. Ho article printed herein is official or
approved for use with any of the rules systems mentioned.

Characters appearing in this magazine are fictional. Any similarity
between them and any actual persons, living or dead, is purely
coincidental. The views expressed in this magazine are solely them
of the writers and do not reflect the policies of Juclgm Guild, Inc.

Upon publication of any advertisement, sole responsibility for any
and all contracts and agreements expressed or implied, rests with the
advertiser. Judges Guild, Inc. amrmm no responsibility for any
losses or unfulfilled apeernents of any kind.

The following games are trademarked by their respective manufac-
turers: Huneauest by The lJHADSium; The .-l-lrduin Cirimoire by
Grimoire Games; Tunnels s Trolls and Monsters! Monsters! by
Flying Buffalo; Empire oi the Petal Throne and Superhero 2D4r-'l by
Gamescience l'3orp.; Traveller and En Gerdel by Game Designers’
Workshop; Chivalnr 8- Sorcery, Sterships 8- Spacemen. Villains
Sr lfigllan tes, and Bunnies :5 Burrows by Fantmy Games Unlimited;
and Dungeons 8- Dragons, Advanced Dungeons Sr Dragons, and
llrfetarnorphosis Alph by Tactical Studies Hules.
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Rudy Kraft interviewed M. A. R .
Berher eeriier rhi.s_veerfer.Iudges Guiid.

Dr. M. A. R. Barker wes hern in
Spehene, Weshingren. He wenr re
Junier High end High Seheei in
Teeerne end en re the University ef
Weshingren where he get his B. A. in
Anrhrepeiegjv in I951. Ziher sense
year, he wes ene ef rhe first Fulbright
students re ge re indie. When he iefr
Indie rwe years ierer, he wenr heeh re
the University ef H-leshingren end rhen
en re Berkeley where he finished his
werh fer his Phil in I 95 .7. Seen efrer,
he wes werhing er rhe insrirure fer
isiernie studies er Mefiiii University in
Menrreef, Quebec, Cenede, where he
srejvedfer rwe yeers.

it wes rhen rher he nterried his

Judges Guild: When in the eenrse ef
rhis iife, did yen heeense e gerne pfeyer
end e gerne designer?

Barker: There's twe different questiens
there. I became a game player when I
was 4 er 5 years eld. I played with
miniature seldiers. In these days, they
were a niclde a piece at Weelwerth’s
and ever the years, it was easy te
acquire a small army ef WWI seldiers.
With my friends, I played the usual
tey seldier games. Hewever, very early
en I became interested in Ancient and
Medieval battles. At the same time,
the germs ef my ewn fantasy werld
were develeping threugh the reading
ef Science Fictien. Se I started werking
en my ewn stuff, medifying figures,
but eventually, I gave up trying te
werk with the purchased figures en-
tirely. Since I had a little weedshep
in the basement, I carved my ewn weed
figures. I have ever IIJEIIJ 1%” tall
figures, carved in weed and painted
with medal airplane paint. They’re
certainly net marketable quality er
anything but they served their purpese.
Way back in the 30's and 4[l's, I was
playing a kind ef a fantasy rele-playing
game. It was netjust a series ef battles,
there was rele-playing with adventures,

present wife, whe is frern indie, end
insrnediereiy reek e fee weridng, fer
which he nseved re Peicisten fer three
yeers en rrieei iengueges. Upen re-
turning, he wenr heel: re his ea er
Mefiiiii end sreyed rhere unrii 19372
(with rhe esreeprien ef i9?O - his ene
yeer seherieei in indie), dnn'ng whieh
rirne he wes prernered up rhrengh
rhe renhs re e fad! prefessership.

in I!‘-N2, he wes effered rhe
pesirien ef Cheirpersen ef the Depart-
rnenr ef Seuth Asien Studies er the
University ef Minnesere, end he hes
been in rher pesirien ever sinee. He hes

heehs fer rhe reeehing ef rhese Seurh
Asien iengneges.

Prefesser Berher hes been egerne
pieyer sinee his ehiidheed. He wes en
evid seienee-fierien reeder. After yeers
ef deveieping his f:;'rifrIS_}’ werid ef
Tehurnei end efrer reihing with Gery
Gygesr, he wrere up rhe rides fer
EMPIRE OF THE FETAL THFIEINE
(EFT) end WAR OF THE WIZARDS
(WW) whieh TSR then predueed. Fer
e ieng rirne, EFT wes eensidered the
"Cedifiee " ef reie-pieyiing genres, ner
iesr beeeuse ef the rules rhensseives,
bur fer the high preduetien gueiity ef

rreveiled eeeic re Pehisren e eenpie ef firs areas riiii‘-til 1'1--ill-‘F -51'1"-'??~‘1iT+ -43 firs?’
rirnes rnere, during rhese yeers, en
veriens grants end hes wrirren severei
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seenaries, and the whele thing but
witheut the benefit ef any particular
rules. As we went aleng, we weuld
werls eut the seenarie and my friends
and I weuld play. If we came te a
place where we theught semething
had a pessibility ef happening er net
happening, we simply argued abeut it
until it get settled er relled dice selvlng
the issue, usually witheut tee much
bleedshed. The same went fer cembat.
We didn't plan anything very sep-histi-
cated, it was mestly diee relling. We
gave peints fer a persen"s strength and
allewed him se many dice rells fer se
many peints ef strength. The peints
were actually painted en the figure en
the underside ef his base. Se in a way,
I think I anticipated fantasy rele-
playing games by 20 er 30 years. But,
as I said, we had ne rules se I can't
claim te be the inventer ef the present
systems that enist. Th at credit certainly
gees te Arnesen and Gygan. My ewn
game designing started early in the
sense ef designing scenaries, BUT, I
didn't de mere fermal things until I
get inte cellege er university when I
revised Menepely tm, se that it repre-
sents Megul India. Naturally I ceuld
never print this [revislen] because
Menepely has such a heavy Cepyright

present rirne, TSR hes sefd their rights
re Len Zeeehi end A sseeieres.

. .“_,
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[and Trade-mark and Patent}. I
develeped seme ether games which
have mere er less fallen by the wayside
including seme beard games. hlething
was ever published. It was all infermal
and it was net really until I had a
chance te play Dungeens 8: Dragenstm
that I realized that my elcl fantasy
werld ef Tekumel that I had been
building all these Ieng years had a
chance te be used as a fantasy rele-
playing game. Se after centact with
Gygan, and talking things ever with
him I presented him with a new set ef
rules which were, essentially, net
very different frem D&D. Se the
Tekumel rules are basically the sarne as
the first system that he and Arnesen
put eut. This led me te game designing
as a regular thing. I designed anether
little game, which yeu prebabiy have
seen, called War ef the Wizards which
anticipated seme ef the magic system
ideas that are in use teday. (Fer en-
ample, Spell peints). Since then I
have been designing mere games and
werking en materials fer Tekumel.

Judges Guild." in the eerliv dejvs, hew
weir did _veu get eieng with TSH P

Barker: Oh. . .l weuldn’t say badly.

The euweeeneea JOURNAL 3
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We get aleng euite well. I didn't have
any difficulty cerrespending with
Gygav: er centacting and talking with
him en the phene. New, ef ceurse, it
is such a huge cerperatien that things
are different. At the eutset, he shewed
a great deal ef interest and he made it
very easy. It seemed that he was en-
cited abeut having EPT and he wanted
te develep it. He gave me eppertunities
te write stuff fer The Elragen and
The Strategic Fleview and effered te
publish stuff that I er ether peeple
put eut en Tekumel. He kept this up
fer seme time. I had ne real ebiectiens
until it came te this preblem en the
nature ef the reyalties en my nevel.

Judges Guild: New that year assecia-
rien with TSR is at an end, is there
anything farrheryea weuld like re say
abrrnr ir?

Barker: Well, fer ene thing, I weuld
give general advice te a yeung game
designer trying te sell his stuff. Be
abselutely sure that the centract yeu
have is what yeu want eut ef the
situatien. The enly way te de that is
te spend seme meney. I hate te tell
peeple that because many yeung de-
signers are peer. Spend seme meney,
ge te a lawyer, take the centract that
the game cempany sends yeu and have
the lawyer leek it ever. Ask him abeut
things that may arise and centact the
game cempany accerdingly. New seme
ef the cempanies wen't play the ball
game at all, they'll simply tell yeu
"sign this er we wen't publish yeur
game". I den't knew. Maybe yeu're
better eff witheut such cempanies,
better eff net dealing with them at all.
On the ether hand, if the lawyer says
"this centract leeks reasenable, and
they den't want te discuss it, iust make
up yeur mind! De yeu want te sign it
er net?" Then yeu ceuld censider
signing it as is. One ef the preblems
with TSFi was mutual enpectatiens
were different en beth sides and we
came a crepper when we started dis-
cussing what weuld happen in varieus
cases. Se it is much better te be careful
abeut these things than te hep inte it.
Of ceurse, in the early days ef any
small cempany, everything is infermal.
But when a cempany gets larger, it
tends te beceme mere impersenal.
Elecisiens have te filter dewn threugh
layers ef administratien. They tend te
get peeple invelved whe haven't any
emetienal stake in the particular game

The DUNGEONEER JOLIRNAL

and that creates preblems. If yeu
invent a fantasy werld, if yeu ceuld
pessibly hang ente the cepyright te
the werld itself, de se. Sell the game
pessibly hang ente the cepyright te
the werld itself, de se. Sell the game
er sell the rights te publish the game
{just as many authers new sell the
rights te publish a nevel while cepy-
righting the nevel themselves}, but
held en te the fantasy werld. If yeu
can manage te de that, and ge with
cempanies that will let yeu cepyright
the game and buy the rights te be sele
publisher and distributer, yeu're pre-
bably better eff than if yeu seld them
everything eutright because that will
mean that they ewn yeur fantasy
werld and they can de with it as they
please and seme ef the things might
net be se pleasing.

Judges Guild." Did yen seii yeur entire
fan resy werid eriginally?

Barker: I seld TSH the game and all
rights te the game and ene ef the pre-
blems was that I premised te pay them
 

". . .IN A WAY I THINK I
ANTICIPATED FANTASY
ROLE-PLAYING GAMES
BY 20 OR 30 YEARS."

--—-—|---Ii---in-—-—
what I new censider a stupidly large
chunk ef reyalties te them en any-
thing I preduced en my ewn fantasy
werld. I can't imagine myself deing
that teday but we're all naive when we
get started. Se if I were te write my
nevel, I weuld be giving TSH appre:si-
mately 20% ef my reyalties en the
nevel fer almest ne werk en their
part, whatseever. Of ceurse, their
claim was that they were pepulariaing
the game and making the pessibility ef
deing the nevel much mere realistic.
Hewever, when I talked te Den
Wellheim in New Yerk, he said that he
didn't care hew many theusand cepies
ef the game might have been seld
because the wargame market was very
small, even at its largest, cempared te
the market fer science-fictien and
fantasy beeks that he is leeking fer.
He sells things in every airport and
drug stere all acress the United States

and Canada. He's net interested in
feur er five theusand er even ten er
twenty theusand peeple playinga game.
He deesn't censider that eneugh ef an
impetus te make him publish a beek if
the beek is net ethervvise geed science-
fictien er fantasy. Se I think I very
feelishly gave TSFl rights te seme ef
this and allewed them te have tee
much ef a reyalty. New even this
weuIdn't have been tee bad because
they did give me, eriginally, a very
large reyalty in return. Hewever, at
ene peint, they called me up and said
they were Iewering my reyalty. I
listened te their arguments which were
basically that the lewer a reyalty they
paid the mere games they weuld sell
se I weuIdn't Iese any meney and I
checked them eut and feund that ether
peeple at ether cempanies were being
paid lewer reyalties. Se I said ekay,
that was fine. Later, they came te me
again and asked me te cut the reyalties
en War ef the Wizards. At that peint, I
said, “Okay, if yeu de that, hew abeut
letting ge ef the reyalties I have te pay
yeu en the nevel that I write. Since
yeu den't have te de any ef the writing
and TSFl isn't invelved in the pub-
lishing er distributing, there is ne less
te TSH if I write the nevel. In fact,
TSH gains because yeu ceuld use the
nevel as advertising fer the game." It
seunded legical te me, but TSH weuld
net buy it. They refused te relinquish
this reyalty. I decided that I didn't
want te de anymere nevel writing er
anything until it was cleared up.

Judges Guild." What is rhe situatien
new?

Barker: The situatien remained that
TSH was still selling my game and I
wasn't writing my nevel fer seme time
and I was net werking en any new
games fer TSH. We came te a parting
ef the ways there and they retained
the game rights and they kept en
selling. As time went en, they, I guess,
became dissatisfied with things. The
game, under these cenditiens, was net
selling well eneugh and they were un-
happy and I was unhappy. Gygan was
willing te release the garne te semeene
whe was mere cempatable and even-
tually he seld the games that remained
in TSFi's pessessien and all rights te
Zecchi ef Gamescienee. Zecchi is new
werking with me te develep a centract
and selve seme ef the preblems that
enist including republicatien ef EPT.



Judges Guiltt De yeu have any idea
hew nteny tetai cepies ef EPT seld?

Barker: Net really. TSFI never tcld me
in ene lump, they did repert the sales
periedically. I'd say there must have
been five er sin theusand.

Judges Guild: Yeu are currently re-
writing the rules ef EPT? Why de yeu
feel they need rewriting?

Barker: Basically fer several reasens.
One-ef the basic reasens is that the de-
velepment ef rele playing games has
passed threugh several stages and there
are rele playing games areund the
ceuntry new that are quite cemplea
and are bringing in a let mere aspects
ef a fantasy er Science Fictien werld
than I was able te in the eriginal EPT.
Everybedy is rewriting their stuff
all the time. Advanced Dungeens 8:
Dragons tm has ceme eut. I assume
there will be seeend editiens and third
editiens [er revisiens] cf seme ef the
ether pepular games tee. Se certainly
the state-ef-the-art is ene geed reasen
fer rewriting EPT. Anether geed rea-
sen fer deing it, ef ceurse, is that the
systems I devised were similar te DEB
and I den't think it is fair either te my
game er te TSB te retain the DBID
systems. Therefere I am carefully
taking eut all D810 systems and re-
placing them with systems I have
werked eut myself, se I will stand er
fall en the basis ef my ewn abilities
and ne ene will be able te say that I
cepied frem TSH. Anether reasen fer
wanting te rewrite is that the clientele
fer Empire cf the Petal Threna ever
the years has indicated a great interest
in varieus aspects ef the seciety cf
Tekumel that were net cevered in the
eriginal rules er which I had simplified
dreadfully in erder te cram them inte
a neat game playing system. Fer eu-
ample, the distinguishing ef warriers,
priests, and magic users was a simpli-
fying thing that fellewed the DEB
line. There is alse the preblem ef err-
perienee which is very casually dealt
with in the first EPT. The idea that yeu
ceuld be premeted in seciety by killing
things and getting meney is net very
realistic. There are theusands cf ether
things that peeple want te knew.
Everything frem the names ef plants
and animals, their gestatien peried,
hew they reproduce, and what uses
they are put te. Clthers have asked fer
a let mere animals and varieties ef crea-

tures, ethers want te knew abeut the
temples, the religiens, and the priest-
heed, the effiees ef the gevernment
and hew the gevernment werks, hew
it cellects ta:-res, hew it issues injunc-
tiens, the laws and the clan systems.
Yeu ceuld name almest any aspect ef
seciety and semebedy has asked me
abeut it. That means either that I have
te preduce an Encyclepedia Brittanica
lenly calling it the Encyclepedia
Tekumelanial, er try te make seme
half-hearted stabs at answering seme
ef the majer preblems and leave the
rest pretty much te these peeple whe
want te write me persenal letters er
have fantines in which they ceuld
publish small little bits ef stuff. Over
the years, I'm sure we ceuld fill many
ef the heles by that methed. Dr by
publishing supplements and seenarie
packs . I am a little disturbed by sup-
plements and scenarie packs in ene
iii- 

". . .[lt] WILL BE AN
ADBENTURE NOVEL BUT
IT WILL NOT BE EPT. . .

. . .TAKEN RIGHT OFF
THE GAME-BOARD."

— 
way. If I can't previde eneugh in the
eriginal game se that a persen can play
it and he has te ge eut and buy fur-
ther supplements and scenarie packs
befere he can play, then I feel I haven't
dene him justice. I can see supple-
ments describing parts ef the werld ef
Tekumel that were cevered in the eri-
ginal EPT er I can see previding further
discussien cf the histery er cf the
clans er semething. But te give him a
rule beck and say that yeu can almest
play this but yeu need te shell eut
anether $20 and buy supplements. I
can't agree with that. Se I am trying
te put as much ef this material inte
the new EPT as is humanly pessible,
this will mean that it will be very, very
Ieng and it will have te be divided. It
will have te be set up inte seme very
large clear sectien, backgreund mat-
terial, hew te set up characters, hew
te establish yeurself in Tekumel seciety
at the start ef the game, and the players’
instructiens (that is, things like cem-
bat, the use ef magic, and se en), and
then a Judge sectien fer enceunters

and nen-player character activities and,
ef ceurse, lists ef mensters and trea-
sures. lt will have te be breken dewn
inte sectiens and the first sectien en
backgreund will have te be expanded
censiderably if yeu want te give peeple
eneugh se that they can really get
inte it by themselves. But I think I
can de it. I think I can say eneugh se
that peeple whe buy the game can
read it and play, enjeying themselves
witheut getting ever-burdened.

Judges Guild: The Telrutnei nevel yeu
are werking en, wiii it be reeegniaahie
as an Etnptire ef the Petal Threne ad-
venture?

Barker: I am interested in writing a
nevel which will be an adventure nevel
but it will net be an EPT adventure,
as it were, taken right eff the game
"beard". The here is a yeung priest
and he is drawn inte the pletting ef
the pelitical and religieus parties ef
Tselyani and dragged areund the
ceuntry deing varieus things that
semetimes he is net quite happy deing.
It gets invelved with all serts ef high
level pelitics and intrigue and things
like this. There is censiderable adven-
turing ef a recegniaable sert.

Judges Guild: Se it ceuld he, in a sense,
recreated as an EPTadventare aitheugh
it isn't drawn fi'etn an actual adventure.

Barker: That's right. The characters,
ef ceurse, are drawn frem EPT. Yeu'll
recegnite seme ef the reyal princes
and high nebles and se ferth that are
actually mentiened in the beck.

-ll-"3991 Guild: Ivlili there he a "Beatn-
ffllf " speii in the heeir?

Barker; Why did yeu ask that?

Judges Guild: I arn just curieus.

Barker: I have ne idea. I haven't getten
te it yet. As a matter cf fact, I am
treating magic in the nevel as it sheuld
be treated in the "real" Tekumel. We
have always had this preblem ef real
Tekumel and game Tekumel. There are
ebvieusly things that ceuld happen in
the game which yeu can't de in real
Tekumel terms. Fer ene thing, te take
a cemmen er-sample, revivificatien. If
yeu ceuld revivify peeple ence a day
and every priest ab-eve a certain level
in the ceuntry ceuld de it, why
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weuld they waste their time revivifying
Iew level crummy player characters
when they ceuld revivify emperers,
geverners and high priests and keep
them areund ferever?

Judges Guild: There are twe answers
re that. One is that yeu weuldn 't went
re revivify surne ef the ernperers and
high priests.

Barker: But if they are ef that level,
they weuld have the pewer te attract
adherents er fellewers whe weuld. In
ether werlds yeur wiaards, as I said in
ene ef my articles fer Gryphen, weuld
be made te werk like Werner Van Braun,
the Gernam recket eapert. They'll
be grabbed and put in a laberatery
semeplaee and made te werk.

Judges Guild.‘ The seeend reasen is the
ene that l rhinh is tnere valid. if a 90
year eld emperer dies ef eld age and
they revivify hirn, he is still 90 years
eld. se he weuld prelrairly die eff
again in a few days. if they lcept trjving,
eventually, they weuld find that he
dies right away.

Barker: Essentially that is what hap-
pens in real Tekumel terms. The
emperer is revivified but they can enly
keep it up fer se Ieng and then the
bedy deesn't any lenger. It is a cem-
plicated secial system, tee, that gets
in the way ef deing that. The main
thing yeu want te understand is that
revivificatien fer emperers is ekay.
Yeu er-rpect the highest brains in seciety
te apply themselves te the preblems
ef the wealthiest and mest prestigeeus
peeple in seciety just as the best dec-
ters here werk fer Hellyweed stars
and rich peliticians. "|"eu have the
Fleckefellers and the Shah ef Iran
surreunded with innumerable physi-
cians and acceuntants and lawyers
and all the best brains in seciety are
werking fer them because these peeple
are the enes whe have the pewer in
eur werld. The same is true in Tekumel.
The preblem cemes when there are
lets ef peeple whe can de the revivifi-
catien and healing spells there weuld
never be a need fer even middle class
peeple te die until they reach BI] years
eld. They ceuld always be revivified.
And that makes fer tremendeus secial
preblems when yeu censider the birth
rate. Se we have this kind cf preblem
with Tekumel. The game Tekumel in
which there is lets and lets ef treasure,
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magic, revivificatien and healing, and
real Tekumel where magic er-rists but
it's harder te acquire, it's less cemmen
and mere difficult. Wealth is alse a let
harder te acquire in real Tekumel. I've
knewn player characters whe, after -sir-r
menth ef play, ceuld have literally
beught eut the Imperial treasury and
taken it heme with them. They'd made
that much by just telling en the tables
in the beek. In real terms, ef ceurse,
that kind cf meney weuld never er-rist.

Judges Guild: Bat ifyeu get rid ef the
e:r,eericnce peints hated en tneney
system then yeu den 'r have re give eut
as nruch treasure.

Barkeri The difficulty there is, ef
ceurse, that yeu want te give the
players a stick and a carret. The carret
has te be semething they understand
well and in eur werld ene ef these
——--xi-In--In-—-mini-—-—--—

"YOU EXPECT THE HIGHEST
BRAINS IN SOCIETY

TO APPLY THEMSELVES
TO THE PROBLEMS OF THE

WEALTHIEST AND
MOST PRESTIGEOUS

PEOPLE. . ."

 i

things is wealth. Se they want te be
able te find geed things. They want
geed magic items and they want te
gain wealth and pewer threugh their
adventuring. Se yeu de have te give
semething. It's get te be wealth er
prestige in seciety er seme cembina-
tien ef the twe. I definitely think we
have te previde different things fer a
game than we de fer real life. Living
in real life Tekumel weuld prebably
be wildly different but eventually
bering. Yen ceuld be a glassblcwer all
yeur life and have te deal with Tar-r
Cellecters and Market Peeple and
Merchants and buying and selling and
werking at yeur glassblewing shep. It
weuld ebvieusly net be a fun thing te
adventure. The game haste be designed
fer semebedy whe wants te be that
er-rtra special persen whese life is an
adventure. That is very impertant te
the players whese real interest in the
game is a chance te be semebedy in a
glerieus swashbuckling werld.

Judges Guild.‘ lid like te find eut a
little bit abeut yeur cantpaign. Haw
rnany peeple are in it? Haw eften de
_vea play? That sert ef thing.

Barker: Yeu want te knew what the
campaign is like. I new have basically
twe campaigns. They are quite differ-
ent frem each ether in persenal and
intentiens. I have a greup that started
with me at the University ef lvlinneseta
back in 1973 er IBT4 (I can't remem-
ber when that first editien was}, and
there are a ceuple cf characters in that
campaign whe are still alive after all
these years. They have net yet getten
much beyend 10th level. The reasens,
ef ceurse, fer much ef that is that I
think the mest fun part ef a game is
when yeu are neither tee weak ner
tee streng. If yeu are tee weak it is ne
fun because yeur characters keep get-
ting killed and if yeu are tee streng er
if yeur secial level is tee high it is net
fun because the Judge keeps having te
bring up bigger things te cembat yeu
and eventually yeu end up shaking
the whele werld and the fabric cf time.
It's te much te held a campaign te-
gether. Se there is that greup which
censists ef five er sir-r peeple. We get
tegether ence a week. One ef the
leaders, yeu might say, ef the greup is
Mike lvlernard. He is a Melkar, the
equivalent ef a field majer, I guess, in
the army in ene ef the geed legiens ef
the empire and he has his cempaniens,
several ef them, whe are player charac-
ters and whe accempany him en ad-
ventures and eccasienally ge eff en
their ewn. This greup is a little mere
eriented teward adventure rather than
religieus and pelitical intrigue. The
seeend greup which again meets ence
a week len llllenday nights) and cen-
sists ef sir-r te eight peeple and runs
campaign adventures which have seme
adventuring te them but a semewhat
larger cempenent cf pelitical and reli-
gieus intrigue. I used te have a greup
which met en Sunday afterneen which
was really pretty much cf a reiicking
fun leving adventure greup with very
little serieusness te it. It was great fun
but they have had te quit because ene
ef their majer players meved eut ef
tewn. Se I new run twe greups.

Judges Guild: De these twe greups
ceetrisr in the serne Tekumel werld?

Barker: Oh yes. They run acress each
ether ence in a while. Usually with



some snide remarks. But not too
much hostility.

Judges Guild: Do the characters tend
to piay any particular reiigion or align-
ment? Do they prefer eeii or good?

Barker: Over the years I have found
that groups of players tend to focus on
one of the two alignments. The ro-
licking good time folks were always
with Stability ll wouldn't say good].
They were priests of Thumis and
Ketengku, Warriors of Karel-can and
things like that. The Thursday night
group, the older group, had for some
time been forcibly amalgamated into
the Monday night group. I was running
short of time at one point so I had to
put the two groups together. The
Monday night group [the one that is
interested in politics and intriguel,
is and always has been oriented to-
ward change. Their priests and warriors
have always been of I-(sarul and the
other darker gods. So for a while, the
older group had been amalgamated
into the other group and they were all
working for Ksarul or somebody like
that. Yet, l didn't feel that their
characters, their real characters, fitted
into the change of mentality. So, as
soon as I could, we split the two groups
up again letting the various people fall
into the group they choose. And the
older group went back to its original
alignment immediately. Mike Monard_
a member of the Society for Creative
Anachronism [SCA], who was inter-
ested in military things, wanted to be
a warrior in one of the best legions of
the empire and that, of course, led him
to take up soldiering, so he wanted to
worship Kerakan. The other group is
still going along as before.

Judges Guild: it might he a good idea
to explain something about your
reiigious system right now.

Barker: It will take a month, but if
you have the time, I'll give it to you.
Basically, Tsolyani, the major empire
in the world of Tekumel, has two
very, very old groups of deities who go
far back into time. The present Imper-
lum is 2300 and some odd years old
and before that there was another
major lmperium, the Engsvanyali. The
Engsvanyali Empire was one which
began, really, with a priest who dis-
covered the nature of these beings we
call Gods. They are not gods in a

theological sense. They are gods in a
science-fiction sort of sense. They are
huge, interdimensional beings of such
power and such totally unintelligible
goals and so on that for all practical
purposes, man can call them gods and
they fit right into the category, but
they are not theological gods, they
are beings. They can be contacted
(that is, the principle of divine inter-
vention which I intended to use in
edition two]. Magic involves the use of
interdimensional nenus point power.
The use of this is taught to priests
and magic users who then use it to
draw power which they then hold in
this world in order to do magic with
either matter or energy. There are, on
the other planes, many beings some of
whom are very, very great like these
gods and the cohorts of the gods (there
are ten gods and a cohort for each).
And there are many, many minor inter-
. 

“. . .1 JUST CALLED THE TWO
ALIGNMENTS GOOD

AND EVIL. BY MODERN
AMERICAN MORAL

STANDARDS BOTH OF
THEM WOULD PROBABLY

BE EVIL DOWN TO
THEIR SOCKS.“

 

dimensional beings. They're what we
call demons or, if you want, angels
lbut I don't use that terml. These
things are able to interact with man's
doings just as man interacts with the
beings on other planes. Some other
planes have lesser beings and some
have more developed and advanced
beings. It's quitee complicated system.
In Tsolyani itself, there are two major
groups of gods that a priest, Pever, dis-
covered and worked with in his time
{about 15,000 years ago). He disco-
vered that these beings could be placed
into two alignments. One alignment
argues that change is the basic prin-
ciple that we should strive for. That
constant change and constant instabi-
lity is the logical goal of the universe.
Otherwise, the people who take this
position would say, we would even-
tually wind down into entropy and
stasis and that is not good. The other
group argues that stability is what is
wanted. That is, a slow gentle flowing

on towards whatever unimaginable
goal of eternity there may be and
that means that we should try to cut
down on violent change. They do, of
course, include war in stability. War
for the good of the society is a stabili-
ring action. They, therefore, have a
war god in that alignment too. So it
isn't just a matter of violence versus
non-violence. The ten deities of change
and the ten deities of stability thus
form two alignments. Now, in the
original book, l sort of let that point
slide by. l thought, well, this is going
to get complicated and I don't want to
discuss it at great length so I just called
the two alignemtns good and evil. By
modern American moral standards
both of them would probably be evil
down to their socks. The alignments
are, thus, represented in society by
groups of clans, priests and temples
and hierarchy structures support the
worship of these great interdimension-
al beings which they cell gods. It is a
complicated system which l have
terribly simplified in the Tekumel
game-playing world.

Judges Guild: Do you do much
piaying of characters as opposed to
Judging?

Barker: I've never played a character.

Judges Guild: Does anyone else assist
you in the fuolging of your games?

Barker: No.

Judges Guild: How do you justify the
existence of large weii populated un-
rienuorids?

Barker: The underworlds in the game
are over populated of course. The
answer to your question is one which,
perhaps, should be put to every de-
signer of a dungeon type game. How
the hell do you have a Dragon living
in a 6D by Bl] foot room? What does
he live on and how does he get his
exercise? Why doesn't he just get up
and leave and go someplace more
pleasant? The answer, or at least some
of it, in Tekumel terms, is that the
underworlds are populated partly by
beings who are placed there by the
early denizens of Tekumel, partly as
guardians, sometimes non-living crea-
tures who are more or less maintained
through the interdimensional energy.
Other beings who dwell in the under-
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world are scavenger creatures and, of
course, there are things for them to
scavenge because many of these
underworlds connect up with modern
tombs, complexes and graveyards.
Another type of underworld creature
is the Undead who are reactivated,
this is part of the worship of Sarku,
the Lord of Worms, this theological
theory you can read about in the
Ebon Book of Bindings. Sarku’s
basic premise is that it is good for the
intellect to survive on this plane after
death and to do this you have to keep
the body active somehow even though
it is physically dead. This is done

through the interdimensional energies
sources. Then, of course, there are
insects and lizard like things and so
forth living off the denizens of the
underworld. The question of oxygen
is one that has always bothered me.
I know that these huge underground
areas would run out of oxygen very
soon. I'm not enough of a scientist
to figure out a logical way except to
say that the ancients who built some
of these places knew what they
were about and made provision for
it (perhaps through an interdimension-
al nexus point that would suck oxygen

into the lowest depths of the under-
world and keep it flowing. That is as
good a science-fictional explanation as
I am capable of. There are also wan-
dering parties of hostiles down there.
Not only Humans but non-Human
races who are hostile to man and don't
want to be seen by man, so they stay
out of sight and wander around under
the surface exploring things.

Judges Guild: Thanrit you verjy much
Profsssor Barker.

Barker: Your welcome.
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BY DOUGLAS PUTZ

It has come to my attention as a Judge, that playing aids are always welcomed and appreciated. In
my experience with the outdoor movement suggestions in Judges Guildis Ready Ref Sheets, there was no
explanation for the movement of Avian creatures. So I devised this system.

I2" 12
I5" 15
18" 18
21" 21
24“ 24
etc. etc.

Road & Clear
PlainsfSteppes
BrushfLight Woods
Dense Woods
Packed Desert
Dunes
Mountains
Slopes-
Gentle
Rise
Steep
Cliff
Talus/Rock

Move[Move Pts. Terrain Point Costs to Enter a Hex
9:1 9, H‘

%

C-'l""~"-"l"--Ill‘-Il"—‘

%

I also suggest that the Avian creature be forced to land and rest every 5 turns, and not to be able
to fly for at least 2 turns. If they wish to continue flying, you can let them continue, but you should
double and maybe even triple the Terrain Cost per Hex. They can, however, travel on foot during their
resting periods, if they so desire. If they wish to travel at night double the penalty for the Terrain Cost
per Hex, and double the penalty for extended flying. I have found this system to be very effective, and
compatible with the movement on ground chart. It is also liked by the player characters who can fly
by means of polymorphed wings, natural wings and by miscellaneous magic items.
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Sword of Brightness
by Ken King

when this Sword is used in combat, it begins to ra-
diate an intense light, so that opponents of the
wielder must save vs. magic or be blinded for
2 - S melee rounds.

Polymorph Sword
by Ken King

This Sword can change into any weapon upon the
mental command of the owner.

Bracers of Lightning
by Ken King

When worn outdoors during any type of stonn,
these Bracers will attract a 5 die Lightning Bolt
every five turns.

Cube of Scintillating Colors
by Ken King

When peered into, this item has a base 35% chance
of causing insanity. For every I0 seconds it B
stared at, add +5’:/”i:i. lnsantity can only be removed
by Remove Curse. Acts as a Crystal Ball the first
time it is used.

Black Sphere
by Ken King

This item is similar to a miniature Black Hole.
When touched, all objects and being within SD’
are drawn into the Sphere and projected into a
timeless plane that is totally unreachable, except
by a Black or White Sphere.

White Sphere
by Ken King

when this Sphere is touched, it draws one group of
objects and beings from the plane mentioned a-
bove, and spews them out into the locale of the
White Sphere.

Astral Mirror
by Ken King

With this object, a person can see into any plane
he wishes. However, there is a 5% chance per turn
that the mirror will attract a being to the mirror,
and allow it to step through the mirror into our
world.

Gauntlets of Weakness
by Ken King

Anyone wearing these Gauntlets will become 10%
weaker every day, util removed by a Remove
Curse spell, or 60% of Strength is lost. Once the
Gauntlets are taken off (with a Remove Curse
spell) Strength will increase by 5% per day until
Strength is back to normal.

%a/;a/
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The capital city of Meng is the flourishing and highly
magical city of Kemble--known far and wide for its toler-
ance (but no longer tolerant of theft}. It is a city of very
mixed types and alignments, although 90% are Lawful
Good.

Several centuries ago, in the reign of King Shea,
some of the people of the city, after trouble with a Fled
Elragon who sold magic weapons, decided that it would be
wise to have the alignment of each person in the city pro-
tected and made visible. They petitioned the King, who
asked the Magic User, who found a source for the Gems of
Kemble.

These Gems are now available to anyone from the
guards at the city gates for one (ll Gold Piece. They are
much more valuable, but sales are subsidized.

Each Gem of Kemble appears to be a facetted three
carat (3 c.l quartz piece, set in a four pronged grip on a
silver chain--total value one Gold Piece (‘I GP}, simply as
jewelry. The chain and setting are not magic. The Gem is
magic.

Each Gem is made for the express purpose of pro-
tecting and revealing alignment. It reveals alignment only
when the wearer both knows what it does, and is willing
to wear it. If either condition is not met, the Gem stays
clear.

‘F THOMAS A. McCLOUD

Otherwise, if the wearer is Lawful, the Gem glows
or shines. If the wearer is Neutral with respect to Law vs.
Chaos, then the Gem is dull. If the wearer is Chaotic (in
the sense of unpredictable, not in the old sense of “Chaos =
Evil”) then the Gem sparkles. If the wearer is Good, then
the Gem is gold. If the wearer is Neutral with respect to
Good vs. Evil, than the Gem is grey. If the wearer is Evil,
then the Gem is black.

Lawful hleutral Chaotic
Good Glows Dull Sparkling

Gold Gold Gold
Neutral Glows Dull Sparkling

Grey Grey Grey
Evil Shiny Dull Sparkling

Black Black Black

The Gem totally protects the user from any forced
change of alignment. This includes changes as forced by:
Magic Swords (Monster St Treasure Assortment, Page '2? et
seq.l, various Magic Books (Greyhawk, Pages 58 - 59},
the Ace of Clubs from the Deck of Many Things (Greyhawk,
Page 55}, Artifacts and Ftelics (Eldritch Wizardry, Pages
51 - 53], the powers of Set (Gods, Demi-Gods Si Heroes,
Page 2), or any other source. The Gem also prevents its
wearer from being made to perform an act not in accord
with alignment when Charmed, hypnotized, made Contrary
or otherwise not self-controlled. This even extends to the
effects of Life Draining, Lycanthropy. Vampirism, etc.
Thus a Lawful Good who becomes a Werewolf while
wearing a Gem of Kemble becomes (and remains, even if
the Gem is taken off} a Lawful Good Werewolf.
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Sir“:

Some of the main attractions of fantasy war gaming are
the satisfaction players gain from taking on a character, in-
teracting with others in a fantastic setting in super-human
power plays and acting out one’s own fantasies, world views
and desires. Unfortunately, this often degenerates into cam-
paigns of mere (what I call} “hack and gore". There is
nothing wrong, of course, with a lot of physical action in
a game. It engenders excitement, challenge, and if handled
well by the Judge, suspense. However, there may be some
Judges and Players who like an occasional intellectual re-
spite worked into the game in the form of political intrigue,
blackmail, persuading l'~lPCs to give up important informa-
tion or the laying of careful plans to outwit enemies. The
City State is designed to encourage such further intellectual
uses should a Judge wish to incorporate them into his or
her campaign.

In a highly lawful city like the City State of the World
Emperor, physical violence is kept to a minimum (attempts
are made, anywayl by ubiquitous police patrols. Therefore,
much of the evil in such a place is mental, such as verbal
backstabbing, gossip, ruthless bureaucratic power plays,
cheating, psionic bondage, etc. Should a player be adept at
such mental mayhem, he or she will no doubt feel quite at
home in the City. For those less experienced at using their
lingual and phrenic talents, the guidebooks of the City
State of the World Emperor help in several ways.

ll Ftumors: Because of the deteriorating political situa-
tion in the City State, people are more prone than.usual to
listen to rumors. In the middle of Fied Guidebook Ill,
IBEI rumors are listed, most of which are directly tied to the
City or people from the City. There are also another BS
“random” rumors that are tied to the terrain of Map 6 and
the strange ‘sentients therein. A Judge may encourage the
use of any rumor as the basis of a campaign or political
intrigue by merely making the rumor true and having l‘*lPCs
reinforce it. Rules are given on page 3 or the Red Guide-
book for the amount of conversation it takes in an eatery,
inn or tavem before one will hear a rumor from an NFC. It
takes two to four hours of intermittent andior casuual
conversation on the street to hear a rumor. Flemember,
rumors are often partially true.
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2} Legends: Legends are rare but usually true, at least
in the original form. Unfortunately, the form of the legend
available is sometimes garbled and often difficult to fully
understand. An example given in the Had Guidebook is as
follows:

Legend of Three Mull Kree

The Three Mull Kree have darkling guile --
Faer' nether runnel banks they dwell
To spin their straw -- Fie! Sparkling pile
Of gilt, ye fetch enchantment fell.
(The Three Mull Kree have done no wrong --
They merely tell their story well.l
It lures the foolish and the strong
To fiendish fangs and hairy hell.

Bl Conversation: The use of conversation to gather
information, establish camaraderie and to make allies is
indispensable to getting the feel of the City and for getting
the most out of it. There are rules given for conversational
interaction, charts for types of NPCs met, rules for loosening
tongues and ideas for uncovering the necessary information
one needs.

4} Gossip: Gossip is different from rumor in that gossip
is bits of information or misinformation usually of a negative
and trivial personal nature while rumor is any information
or misinformation of uncertain origin. Under each shop,
tavern, inn, temple, etc., much information is given about
the inhabitants therein. Given an especially chatty NPC,
twisted or loaded versions of this information can be given
in the “Gaspl Have you heardl?" vein quite easily. A few
tidbits of who likes who and who does what in secret are
given as well for some l‘~lPCs. Gossip can easily be concocted
and will keep players on their toes doublechecking stories
and the character of the I‘-lPC sources.

5) Political Intrigue: To get a full picture of the City
State's political situation, a Judge will have to read and di-
gest all three guidebooks as the pertinent information is
scattered about under various shopkeepers and other indi-
viduals. The lmportant Persons Index will be helpful here as

The ouncaoneae JOURNAL ll



well as the sections on history, customs and government.
There are several levels at which players can get involved in
the City:

al Just Passing Through: Players must communicate
with I*~lPCs before and after arrival to know enough to keep
a low profile so as not to arouse attention (e.g., groups
arouse attentionl. Keeping to one‘s own business is not as
easy as it sounds, so the shorter the visit the better. Stable
the horses, stay the night at a better inn, make plans and
businessitrade, procure trip provisions and leave within
two or three days (PROB of being cheated ?5%l.

bl Limited Personal Involvement: Short stays to make
contact with friends, locate an enemy or to make extended
business deals are possible with limited political knowledge.
It takes at least a week to get to know a few individuals and
enough city customs and trade savvy to make an average
fair business deal and to be able to handle most problems
that arise (PROB being cheated 1 in Bl. However, some
official attention may arise (which is not necessarily bad
unless one wishes to keep a low profile} the longer one
stays, if it becomes known there is an unregistered group in
town or one’s dealings attract attention.

cl Limited Local Involvement: This involves interme-
diate stays (2 - El weeksl. considerable interaction within a
limited area or particular group in the City, or a limited
number of crimes committed with a quick exit.

dl Extensive Local Involvement: This involves ex-
tended stays (more than six weeks}, extensive group involve-
ment or leadership within a particular group, or a number
of crimes committed over a period of time (requires good
coveri
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el Heavy Political Involvement: Individual or group
action against the government is very dangerous; if the
patrols cannot seek you out, the Black Adders just might.
Heavy politics involves two or more local groups, the
government or a government sponsorediapproved group.
The ultimate challenge, that of overthrowing the EFl'll1E-"I'll"
and his god, Armadad Bog, is possible but would probably
require many high level Magic Llsers plus personages such as
Darzha, Greenfast, Ctueen Deleamaka, Lorin, Ghaddo,
Pekarrion Fah, Fernlace, Akii Liydala and the Marmon. If a
Judge becomes familiar with the important people of the
City State, it would be quite easy to draw players into
political intrigue against their wills and to persuade them
through influential l‘~lPCs to be willing to engage in dan-
gerous activities.

The City State of the World Emperor can be used to go
beyond its fascinating characters, strange beasties and deve-
loped religions. Take on a challenge and add a little mental
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mayhem or interesting intellectual intrigue to your cam- |1_ Hu5|;dg|-1-[5 ‘dd gig, my
peign. Enter the City of all cities!

If you can t find It at your local dealer Ask WHY!



A NEW ATTACK SYSTEM

by David Flechs

A game, by definition, simulates a facet or facets of
reality. In order to be enjoyable, it should be playable. The
more realistic a game is, the less its realism, in the form of
rules, interferes with the play of the game, the better a
game is. l find DStD one of the most enjoyable and popular
games around. It's popular because it's good. But there is
room for improvement.

While conductiong my campaign, I found the game is
at its worst when the judge cannot maintain the pace. The
players become bored, the judge becomes frustrated, and
no one has any fun. This is the fault of the judge alone, and
can be helped by practice and planning. When the judge
knows exactly which dice to grab instinctively, and has a
good concept of the charts and tables the game moves
quickly and smoothly. Memorize the most used tables.
Read the rules several times. It is hard to convincingly pro-
tray a god when one appears ignorant or fumbling.

I also believe that if a rule gets in my way, it should
not be used. There are two reasons for dropping or chan-
ging a rule. First, a problem exists if it is not concise and
playable (i.e. too many die rolls, more than one possible
interpretation, etc.). And second, a change is necessary if
the ‘rule does not ring true.

I have found the "hit location" system described in
Blackmoor both confusing and complicated.“ Very few of
the judges I've encountered use it though almost all agree
some system is necessary. Another discrepancy in the rules
is that one's Hl"l'l'lDI' remains intact no matter how many
times it is struck or how frequently its occupant is blud-
geoned to the limits of his existence. Furthermore, the rules
break down when non-standard weapons are used on non-
standard monsters. How many of you have wondered
what a defenders Armor Class has to do with whether you
hit him with a flask of oil? Granted, some monsters AC is
attributable to their Dexterity (except a Monk). However,
for the most part whether a projectile will hit (not damage)
its target is a function of the target's size, and how fast it
is moving, not of it's Armor Class.

Here is the new system which I think solves these
problems. When in melee, follow these steps:

Step One: Determine Initiative. This is easy, any method
will do. I prefer to use percentile dice as many modifica-
tions are often in order. When determining initiative take
into account the distance between opponents, relative
visibility, size, facing direction, special sensing abilities like
smell or radar or precognition, and special defensive abili-
ties such as etheriality or being out of phase. Modify the
necessary die roll to reflect whichever of these are applica-
ble.

Step Two: Detemtine Mefl1od(sl of Attack. This means
what weapons are being used. I suggest you use the alter-
nate combat system described on pages 13 and I4 of
Greyhawk and the damage done by weapon type and mon-
ster type on pages ‘I5 - 19.

Step Three: Flecord any extra Bonuses. These are Strength
bonuses, Dexterity bonuses, Magical Charms, Berserkness,
or Moral bonuses.

Step Four: Hit Determination. I‘-low we see if your attacker
can hit his target. We will determine if he penetrates the
armor of the target in Step Five. Now we are only seeing if
his weapon strikes the target. If the dafander's Armor Class
is due to Dexterity, or target size, we adjust our die roll
accordingly. However, if it is due to tough skin, plate mail
or most types of magic, it is applied to the die roll in Step
Five. Note also that any Dexterity bonuses for the attacker
are applied here while Strength bonuses are applied in Step
Five. Magical bonuses may be applied to either Steps Four,
Five or Six.

This die roll is made on the following table: The left
axis (level of attacker) is split into three columns. The first
(MU) is for Magic Users, Sages, Bards and Civilians; the
second (CT) is for Clerics, Thieves and Assassins; and the
third (FM) is for Fights, Paladins, Monks, Rangers, Mon-
sters, etc. The top axis of the chart is Target Size. lt also is
where defensive bonuses for Dexterity or target movement
should be incorporated. ID is supposed to represent man-
size creatures (normal men, Drcs, and most one die crea-
tures). A particularly large man would be an l1.A Halfling
or Dwarf would fall under ti or S respectively. If the player
wishes to use hit location, the part of the target which he
wishes to hit should be assigned a size. An arm or head
would have a size of one, while a leg would be a two. If
the target creature is two dice, use the 12 column, three
dice, 13, and so on. If the creature being attacked is two
dice, then an arm would be under column 2, or a leg, under
4, and so forth. The numbers within the table are die roll
necessary to hit the target with a base of 1 - 20. The nega-
tive numbers are for situations where bonuses are used. If
an attacker has a -3 to hit because of Dexterity and the
table indicates a roll of -1, he actually needs a 2. Under
normal circumstances, any number 1 or less indicates an
automatic hit.
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Step Five: Penetration of Armor Determination. Now we
see if the targets physical defenses (Armor Class) kept the
strike from doing damage. If a hit was not scored in Step
Four, then make no more die rolls. Proceed to the return
strike or the next melee round. Likewise, this table should
not be used if the method of attack does not require pene-
tration loil flask, touch of death, quivering palm, electricity,
etc.l. The left axis of this table is the same as the last one
and needs no further explanation. The top axis is Armor
of target. The numbers are as per DSrD. All bonuses to hit
probability for reasons of Strength should be applied here.
Also most of the bonuses for weapon type belong here.
Those which the judge attributes to ease of use (for foil,
sabre, or dagger) should be applied to the previous table,
but if the modification is due to edge or weight or leverage
as most are, then this is the place to account for them. The
numbers within the table represent die roll needed to pene-
trate the armor and thus cause damage. Except for modi-
fied rolls, any number less than one indicates the armor
cannot stop the attack and no die need be rolled.

Step Six: Damage Determination. Assuming the armor has
been penetrated, we determine the damage done to the
target creature. The table in Greyhawk is accurate enough
for this, however, some judges find it incomplete. Note that
this is where all damage bonuses are brought into play. You
may want to incorporate a rule which reduces Strength
(and Dexterity) to reflect damage taken.
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Step Seven: Deterioration of Armor. Each blow which
penetrates the armor shall reduce the armors effect by one
Armor Class. The armor will then need to be repaired or
replaced periodically or the player might as well go naked.
To restore an Armor Class to damaged armor requires an
expenditure of twice the original cost. (i.e.Plate Mail origi-
nally cost 5D GP. That comes to 3.3 GP for each of the six
Armor Classes it gives you. Restoration of said Mail pierced
twice would cost 33.3 GP.) Magic armor costs twice this
figure (in this case, 66.6). Its cost is not based on the cost
of the magic armor itselfl! Note it is often cheaper to re-
place armor than to repair it. This is never true of magic
armor. Any armor reduced to null armor effect by damage
cannot be repaired.

When it is necessary for one reason or another to
know where a creature is hit and the attacker either could
not (non-player characters and monsters) or did not try to
hit a particular point one can only do this at random. The
easiest way I have found to do this is as follows: Take a
piece of paper and lable lit and Y axises ‘I - IDD. Cover this
with a plastic sheet and buy a marker which can be wiped
off easily. Draw a silhouette of the target on the plastic two
percentile dice rolls will give you e point of damage. If the
dice give a point not within the outline, roll again. It is
easy to determine whether a vital organ is hit or not. Note
that the damage done indicates the depth of penetration.
Thus a one damage point wound cannot pierce the heart
but perhaps could severe the jugular.

This system is admittedly more complex than the
original, but if one has a good conception of what one is
doing, five die rolls take little more time than one. Ac-
curacy and and attention to detail can improve a campaign
enough to make it all worth the trouble.

In n.
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We have had another busy set of
weeks since our last issue. Four new pro-
ducts have been released since the last
issue! So lets get right down to it.

THE‘. Ul*il<ll0lwll*l GODS is now available.
In this new book are 33 new gods complete
with.descriptions. A.fu11 43 pages! Best
yet, it is a%proved for use with DSD and
is only $51

A new campaign adventure approved
for use with Runequest is our 651—page
DUCK.POND. This was once the site of a
small fishing and trading village which
was inhabited by humans. The village was
destroyed by Hallie worshippers. Eventu-
ally, Frwack the Duck came to reside here
and he is now about to fight Darssanai
the Dragonewt to the death. Another fine
adventure by former staff member Rudy
Kraft for only $5.93

.At last, at last! (Rick loves us
again) our first TST or MlM! adventure:
THE TDUGHEST DUNGEON IN THE WORLD is now
available. This is a solitaire ddngeon
approved for use with.T&T or MlM! It was
written by none other than Ken St. Andre.
It is unusual in that you can be either
a player character or a.monster! $4.00

The first of our series of sectors
approved for use with Traveller has just
been opened for adventure: LEY SECTDR.
There is a huge 22 x 34" map in 3 colors
with detail maps of 3 significant planets
on the other side. A 32 page guidebook on
the entire sector gives individual maps
for each subsector including all statis-
tical details, historical backround,
rumor charts and tables: all for $4.93

In addition to our own new pro-
ducts, our retail store and mail—o1:de1:
service now have many other new items
available. Some of them are listed here:
New from TSR is Deities and Demigods, the

latest book in the ADSD series for $12;
Dungeon Modules Al and Q1 for ADSD at
$5.50 each; Basic DSD Character Record
Sheets at $4.50 and two new DSD books:
'Monster S Treasure Book_and'Dungeon Geo-
imorphs Book at $5500 each. In the last
issue we said that the new game based on
TV's Dallas was from AH and was $12 — boy
did we goof! It is from SP1 and is $9.95.
Also from SP1 is Time Tripper, World Kil-

— 

lees, Wreck of the BMS Pandora and
Patton's Third Anmy_each $5.95 and the
new Pea Ridge for $3.95. From GDW there
is a.new Traveller Adventure: Twilights
Peak for $4.93 and the newest Traveller
Aid Society Journal (#5) for $2.00.

FGU prices we didn't have last issue
were $13 for Space Dpera (and worth it)-
Chaosium has released the boxed

FCU prices we didn't have last issue
were $13 for SPACE Dpera.(and worth it).
Chaosium has released the boxed version
of Runeguest and you get $26~worth of
"material for only $20 — another bargain!
They also have out Plunder by Rudy Kraft
and Runemasters each for $5.95 as well as
the Bestiary for Runequest at $6.95.

Speaking of Rudy Kraft, we now carry
The Gryphon issues 1 S 2 at $2.25 each.
We have expanded our Rel Partha line to
include their Samurai series and their
Royal Armies of the Hyborian Age series.
We have also expanded out line to include
the entire line of Martian Metals figures

Finally, one last flub correction:
last issue I said that Laser Tank was
approved for use with Traveller. Error,
Error! Human does it again! It is not
approved, but uses designs included in
some of our other products. See you
again next issue!
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MONSTER MATRIX

Multi-Headed Giants
by David Chapman

Ne. Appearing. . . . . 1 -3
AC. . . . . . . . . . . . . . . . .5
Mnve . . . . . . . . . . . . .12
Hit Diee. . .2/3 ef Die per

feet tall (eg.. a 15
fenter weuld have

ten tliee)
% in Lair . . . . . . . . . . .30
Treasure . . .5000 GP + E
Damage. . 1 arm in 3 ean

attael-1 eaeh turn.
and nut all the

will have vveapens;
hitting, they dn

2% times the rated
damage ef their

weapons.
Alignment . . . . . . . . NIE
Intelligent

These have l - 6 heads
and 2 - 12 arms (there-
will always be an even
number. se rnll a D6
and multiply by twe).
Each has a 15% ehanee
of being able tu use
magie at the same level
as it has heads; in this
ease, eaeh head ean
attaek eaeh melee ruund.
They are 10 tn 20
feet tall (2136 + 8).

lee Shatlevvs
by Jen-Pierre Paaevie

Ne. Appearing. . . . 2 - 12
AC. . . . . . . . . . . . . . . . .4
Meve . . . . . . . . . . . . . . .9
Hit Diee . . . . . . . . . . .4+2
% in Lair . . . . . . . . . . .40
Treasure . . . . . . . . .. 2F
Damage. . . . .3 STR. Pts.

. . . . . .+1 - 6 Celcl
Align . . . . . . . . . .Chaetie

*5-
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Iee Shaclenvs are the
same in all respeets
tu ether shadews. al-
theugh mueh fiereer.
They are usually feund
in the far Nerth. ever
graveyards vvhere the
Nerth v-rind blevvs, and
in enlci dungeens.
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Smrm Children Jaek-injthe-Green‘
by Steve M31311 by Jen-Pierre Pazevre

Leng age during the lest ages ef inneeenee
eertain ef the burtae lay with mertals. Of this
blasphemy arese the Children ef the Sterm. Ele-
mental in nature and related te the Sylphs and
Children ef the Wind. they are a wild and free raee
dwelling in the bush meuntain‘s seuthern berders
where they harry the Giants and things ef Chaes
and bar the way against eertain ef the ereatures
whe weuld transverse the meuntains and river.
Strength ..... 2D6 +12
Censtitutien . . 2l)6 + I2
Size . . . . . . . . . . 2D6 + l
lntelligenee . . . . . . . 3136
Dexterity . . . . . . 2IJ6 + 8
Pewer . . . . . . . . 2IJ6 + 8
Charisrna . . . . . . . . . 3136

They resemble Sylphs in
their pure elemental pe-
wer and Wind Children
in their uneathly wild-
ness and beauty. Like
Wind Children they
have great white wings
but unlike the Children

ef the Wind. their wings are net wheley upen the
natural plane (thus take enly 5/.1 damage frem hits).
This extends partially te the rest ef their bedies like
light armer (2 pt) whieh steads them well as they
shun eneumbranee.

In weapens they eepy their fathers the Sterm
whese spear is the lightning. with medifieatiens by
braneh.

In eults. they fellew the Spear ef Orlanth.
Elevare‘s Harp. llumakt and the Sterm Bull; de-
pending en wildness and fury. They are eaeellent
with elementals and the ealling ef Sterm.

They dwell in families ef 20 te 40 eaeh.
families are arranged inte eelts ef 2D6 families and
the eelts are gathered inte tribes. The tribes ferm
the three branehes (Nerth, East. and West).

Weapens
Spear - Thrust fer IDS (all branehes) 255?:

Thrust fer lDl0 (Nerth braneh) 25%
Sling - ID6 + l (West b1*aneh)25%
Self Bew - ID6 (East Braneh) 25%
Dagger* - Thrust fer ID6 (West braneh) 20%

Slash fer ID6 + 1 {East braneh) 20%
Shield - fer 6 peints (East and West) 25%

fer 8 peints (Nerth braneh) 35%
* Almest a Shert Swerd in Length

Magie
Healing l + ID6 er Ceuntermagie 1 + lD3
Multimissile H16 er Disruptien
Shimmer er Preteetien 3
Other Skills
Flying at 90%

Ne. Appearing . . . . . . . .l
AC . . . . . . . . . . . . . . . . .0
Meve . . . . . . . . . . . . . .20
Hit Diee . . . . . . . . . . . . %
%- in Lair. . . . . . . . . .90
Treasure . . . . . . . . . . . . I
Damage . . . . . . . . . . l - 3
Align . . . . . . . . . . . . . N
Magie Resist . . . . . . 30%

Jael-z is sis inehes tall.
has a Ieng tail. and is
elad ingreen velvet. He
is usually feund drinking
frem an aeern eup. with
a eane nearby. His eane
has twe eharges as a
Staff ef Wizardry. lle
regenerates fer I peint
a melee as a trel]. He

ean speak with animals and plants. and ean eall
ferth ene inseet plague a day. and eentrel weather.
Jaek is usually feund in the ferest. and the l - 3
surreunding trees will be ents that will attaek if
Jack is harmed in any way. If he is befriended. he
will premise ne harm will eeme te the party Ill that
part ef the ferest.
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Ambush at 30% | ' ""' ; .. .1
Sense Ambush 35% '
Cameflague 30%
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The hulking bald Slavernaster,
the riehest and mest brutal vender ef
seuls in all .il.ra1nysis,nretiened fer his
hirelings te bring up the next item fer
sale. Heeded, bnrneeserl Mede trihes~
men rubbed sheulders with steeky,
turbaned Terkish mereenaries as all
seught a better view ef the merehan-
dise. hlene ef these paid heed te the
eleaked and eeweled figure astride
the tall serrel mare at the rear ef the
milling threng. All eyes were en the
bare white flesh ef the Thessalian
maiden whe was quiekly jestled fer-
ward te stand naked and blushing
beside Chakka, slavernaster ef the
Heuse ef l\lu’un.

“Ah,” he eried, rubbing pudgy
hands teget.her, “ls there truly a rn.an
ameng yeu whese leins de net pulse
with great desire fer this fairest ell
western flewers‘! Observe the graeeful
lines ef her neek, the slightly tilted
nese. And when did yeu last see legs
sueh as these?“ As the paunehy slaver
ran his whip up the inside ef the yeung
weman’s legs, her faee flushed erim-
sen; she fell sebbing te her knees.

“Three Hundred Shakkahs!
sheuted a mustaehieed ldede, leaning
ferward. “Fear!” eried anether. “E-iglrr
Hundred!“ bellewed a barrel-ehested
Terk, a eaptain in the Pasha’s Guard.
He seewled fiereely at the ethers, a
bear ameng welves, and theagh his
eempetiters muttered and whispered
ameng themselves, nene dared bid
against the mereenary.

He stalked ferward, tessed ales-
ther peueh te the slaver, then pieked
up his squinning, weeping purehase
and made his way baek teward the
barraeks.

Chakka was net everpleased.
He"d heped te get at least ene theu-
sand Silver Shakkahs fer the western
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maiden, but the Terk had bullied the
ethers inte submissien. And new there
was enly ene mere slave te be seld.
This ene was eertainly ne priae!

“Bring him ferward!“ eem-
anded Chakka. Feur burly Terks
dragged up a tall, lean man beund
and weighted dewn with heavy ehains.
An unruly sheek efred hair blew abeut
in the afterneen breeze. Fieree blue
eyes mere aeeustemed te the seintil-
latiens ef the Nerthern Lights than
the desert’s mirages glared defiantly
at h.is eapters. The Terks fereed him
te his knees.

“A.rghlrl1!“ wailed the nearest
Terk as the prisener sank streng
white teeth int.e his ealf. The Terks
fell uperr him with swerd hilts and
saps, but the sereaming, eursing slave-
master.dreve them eff.

“Feels! weuld yeu kill the pig
and reb eur master ef his due‘! weuld
yen like te take this deg’s plaee,
el-rained te an ear en the Pasha‘s
galley?“

Chakka ef the Heuse ef Nulun
turned baek te the erewd. Te his
disappeintrnent, many ef his erst-
while patrens were leaving the slave
square. “Wait!” he eried. “This ene
is a pewerful man, ene with mueh
werk in him! Leek at these bread
sheulders! See the knetted museles
in his arms!“

“He"d slay us in eur sleep!"
ealled a tribesman as he vaulted up
ente the baek ef his herse. “These
nerthern welves are geed fer naught
but plundering and slaying. They
never break te the whip!“

“What is the bid fer this pewer-
ful nerthern werkherse‘l'“ Chakka
asked, unabashed.

The Nemads paid ne heed te
his pleadings and seen the dust ef
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their stallien’s driving heeves eleuded
the air ef the market plaee as the
lldedes galleped eut threugh the eity
gates, baek te the traekless wastes
that spawned them.

“Take this deg away and slay
him,“ greused Chakka. “At least we
wenlt feed this effal a. . . .“

“llll give yeu five Shakkahs
fer him."

Chakka leeked up te see a tall,
lithe figure meunted en a well-bred
serrel mare leeking dewn at him. The
rider‘s sheulders were narrew; the
veiee seft. A billewing grey eleak
hid the rider’s ferrn, while the tightly
drawn eewel likewise ebseured the
faee.

“Sirral1,“ walled Chakka, “My
master will flay me if I part with him
fer less than ten! Observe his. . ."

“And hew will yeur master
feel if yeu de net sell him at all?“

“Merey, genereus ene! Seven,
at least!“

“Five.”
“Air,” greaned the slavemaster,

theugh he was seeretly mueh relieved.
At least he’d reeevered the eest ef
bearding the welfish eaf. He smiled,
thinking ef the effeminate rider alene
in the desert with the pewerful Geet.
“l have ne eheiee; he is yeurs.“

The purehaser leaned ferward,
extending dewn a handful ef silver
eeins. As Chakka teek them, his
narrew eyes widened with surprise,
but he said nething. Sueh a hand!
But diseretien was habit with slavers,
and a weman’s eein spent as well as
a man’sl

Chakka handed the weman the
keys te the Geet’s fetters. “A theusand
thanks, Neble One," he ealled eut as
he and his streng-arms turned te make
their way baek te the wareheuses ef
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the hiuiun family.
The Geet glared fiereely at his

new ewner. “lill rip eut yeur liver and
eat it befere year eyes!" he grewled
in heavily aeeented Tetkish.

“Tell me, eh great bag ef wind,“
the weman said, drawing baek her
eewel, “what de yeu prize mest in
this werld?“

“Freedem!" he strapped, “and
the relling deek ef a dragen ship be-
neath my feet!“

She paid ne heed te the harn-
like hands that twitehed near te her
threat as she bent ever his fetters,
key in hand. In but a heartbeat, the
ehains lay heaped abeut his feet.

Ivlueh bewildered, the Geet flexed
lean museles in an attempt te restere
eireulatien. “Why have yeu strieken
eff my fetters, weman? And te what
end did yeu, ah, buy me?“

“Yen ef the nerth have a saying,
de yeu net‘? Semething like: “Life fer
life; been fer been", eerreet?

. The Geet nedded sullenly. There
was semething unsettling abeut this
weman. A head taller than mest, aqua-
marine eyes seintillated like gemstenes
frem beneath peneiled brews. Curly
brewn hair fell te her sheulders. Hers
was the beauty ef the lieness, theugh,
and net the gaaelle. She was--eapable.
The hammered band ef geld that en-
eireled her head eeuld enly mean:
Reyalty. I-le eeuld enly guess at her
ferm as it was hidden by the rebes,
but the few hints he saw maddened
him with desire.

“Well, Geet, I give yeu yeur
freedem. But ef eeurse yen ewe me
a been. ‘Life fer life‘, eh'i'“

2ll The DUNGEONEER reurewtr.

“Tieris Bleed!“ he laughed.
“What manner ef weman are yeu?
Are all ef the wemen frem whenee
yeu hail as warlike'!“

The weman smiled mysterieusly.
“Are yeu hungry?“ she asked. “I have
a task fer yeu--yeur been-task--that
will require mueh exertien."

“lim famished,“ he anevered
henestly, “and my gullet is dry!"

“There‘ll be ne wine-swilling
until yen have aided me in deing
what must be dene!“

The weman led the serrel ever
te a mertar and bleek inn, the Geet
trailing meekly behind. She lashed the
mare te the hitehing pest. She entered
the small, reeking inn, elesely fellewed
by her reeent aequisitien.

Seating herself at a table near
the rear wall, she metiened her new-
feund eempanien te a beneh eppesite
her. The heg-jeweled inn-keep shuffled
up te the table. “Twe jeints ef beef,“
she said, “and a pet ef het tea. De
yeu have any eheeses and bread'l'" The
tum-spit nedded in assent. “Bring these
tee!“ The fat man waddled baek te
the kitehen with the erder.

The weman leaned her elbews
en the table and peered inte the lee-
blue eyes ef the Geet. “Wl1at is yeur
name, feIlew'?“

“I hight Sigrid, sen ef Wulfgar,
ef the Fallewland Geets."

“Knew yeu, Sigrid Wulfgar's
Sen, that I am Suaienne, daughter
ef King Arriel ef Genesee, and until
reeently, Prineess-regent ef that fair
realm.

“When my father, King Arriel,
died last spring ef a flux, the signet
ring and vestments passed te me, as
his eldest ehild. But there is a elique
in the Genesean eeurt that had plet-
ted against my father. Naturally, they
earried ferth their sehemes against me
in his stead.

“I have but ene sibling, my
yeunger brether, Kareem. New he
was bem te my mether enly after days
ef ageniaing laber, and she died in the
birthing. The bey is, well, feeble-
minded. The eeurt eenspiraters fed
him full ef lies and peisens against me.

“One day net se leng age, I
retumed te the palaee frem the hunt
te find my sirnpleten brether lelling
en the blaek jade Threne ef Pewer.
Abeut his sheulders hung the bur-
gundy investments and he were a
erewn ef geld en his brew. At his side
steed Rhupurt, a pasty-faeed dandy
whe lives enly te intrigue. ,tt-/:-...i

“The twe ef them had eenvin-
eed the majer-deme ef the army that
a weman eeuld net rule a kin gdem sueh
as Gerresee, ene surreunded by hestile
Barbarians te the Nerth and East and
by warlike natiens te the Seuth and
West.

“As the army had jeined in the
traitereus eeup, I eeuld de nething.
I was driven eut ef the gates with a
seant bundle ef pessessiens and my
herse. Fer six meens, I havejeurneyed
seuthwestward until at last I eame te
this plaee, this Aramysis. I intend te
raise up a herde, return te Genesee,
and break the sniveling Rhupurt en
the wheel in the Reyal Ceurtyard!
I shall be avenged!“

The Geet eyed the fiery weman
with wender. “By Pt’aal, I think
yeuill de it, tee! But why have yeu
teld me these things?“

“Beeause yeu are a rnan-net a
deg. Yen have a right te knew fer
what eause yea risk yeur life--and
risk it yeu surely will, if yeu adhere
te yeurbeen-task.“ -

“Sigrid, Wulfgaris sen is a man
efhener,“ he said stiffly.

“Had I theught differently,“
she said, “yeu'd still be with the
slavers.“

At that, the inn-keep returned
with a heaping platter ef viands.
Theugh the weman ate with the hun-
ger ef ene nigh starved, the Geet fell
te with the fereeity ef a famished
tiger. In but a few heartbeats, the beef
bene lay bare befere him as he welfed
dewn bread and eheese.

“Gedis bleed, man! Didnit they
feed yeu?“

“Aye,” he belehed. “A eup ef
gruel, enee a day. And enee we were
given a bueket ef fish treads."

Suaienne wrinkled her nese in
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disgust. “Tell me, just hew did yeu
ceme te be in this plaee'l"

Sigrid, new well-fed and centen-
ted, leaned back against the wall. “I
sailed eut ef Fallewland with Knute,
Alaricis sen, twe seasens ,age. We pil-
laged eur way dewn the Nunnish eeast,
burning and Ieeting as we went! Ah!
Such a viking that was! We reunded
the tip ef lrleerlund, passed threugh
the Gates ef Wetan, and entered the
Summer Sea, se named fer the wam1-
ness ef its waters.

“We plyed the eeast, harassing
Traders and Merchant Ships. Once
we were beset by a Thessalian War
Galley. It was a menstreus, twin-
decked affair with twe banks ef ears.
A battering ram ef iren wreught in the
likeness ef an eagle's head was meun-
ted afere.

“Fer half a cycle ef the meen,
we ran befere it. But then the meen
rese full and bleed-red - a berserker’s
meen! We tumed and fell en the
Grikes in the night. By Ged, the decks
ran red with Thessalian bleed! The
weneh -- the ene seld befere me -- was
taken abeard eur dragenship te held
fer ransem. The rest, well, they fed
the fishes.

“We sailed dewn teward a eeastal
tewn where the minx assured us that
her ransem ceuld be raised. But ere
we made that harber, a vielent stenn
arese, a thing cemmen te the Summer
Sea. We were blewn far eut te sea.
Fer three days and nights, we ran a-
head efthe driving gale.

“On the dawning ef the feurth
day, the ship shuddered frem stem te
stem as a terrific crash recked us te
the deck! We'd hit a submerged reef.
The next thing I knew, huge breakers
swept ever us, carrying hewling men
eut te sea. I, tee, was swept away.
I aweke Tier knews hew Ieng later,
I in en the beach, clinging te a pieee
til" die spar. Several ether bodies lay
abeut me, but enly Marl-tia, the Thes-
salian weneh, yet breathed. The dersal
fms that plied the waters ef that
treachereus ceve seemed te say that
nene weuld be swimming ashere.“

“Hew Ieng age was this?“
Suzienne asked.

“I believe abeut twe meens,“
answered the Geet, sipping a steaming
mug ef tea. “I reused up the weneh,
and tegether, we set eff dewn the
eeast. We hadnit gene a league when
Terkish slavers fell upen us. Three ef
them I stretched eut bleeding and gut-
ted ere they kneeked me senselem with
threwing clubs. I aweke te find my-

self chained next te the girl in a
ceffle. They breught us te this place,
te Aramysis. The rest, yeu already
knew."

“I have heard that in this place,
this Aramysis, there dwells a certain
Sereerer, ene Merbias,“ Suzienne said,
carefully searching the nerthemeris
face fer seme ef reeegnitien. There
was nene. “He pessesses a eertain
artifact efeensiderable thaumaturgical
impert. This is ‘The I-lem ef Shaitin‘.
Aid me in gaining this, and I shall
free yeu frem yeur debt te me.“

Sigrid Ienred back against the
wall again, this time prepping his feet
upen the table. Suzienne smiled wryly.
This smeky inn was a far cry frem the
barbarie splendeur ef the Genessan
Ceurt. Instead ef richly appeinted
divans and threnes, plank benches
lined the walls and flanked the tables.
Instead ef jugglers and musicians,
pimps discreetly veuded their saucy
wares te men whe puffed languidly
at bubbling heekahs er reeurled pipes.
The vagaries ef life!

“I denit like the idea ef mixing
it up with a Sercerer,“ admitted the
Geet, “but as I am hener-beund te
serve yeu in this thing, se be it. But
Iill need a swerd."

“I have eein eneugh fer that,"
answered the Prineess. “Finish up that
cheese and we'll be en eur way.“

Twe shadewy ferms creuched
metienless in the deeper darkness
ef the shnrbbery that feeted the
tewering stene wall. A tall minaret
thmst upward te the stars frem its
interier. A faint blue light flickered
near its lep.

“I denit like the leeks ef this,“
Sigrid whispered te Suzienne.

“Shh!” she hissed, fearful that
his muttering weuld attract the guards
that surely prewled the interier. Rising
te half-ereuch, Suzienne slipped a eeil
ef repe frem abeut her slender waist.
A heavy iren grapnel was tied te ene
end. Rising, she twirled it several times
abeut her head, then cast it upward te
the tep ef the wall. Sigrid eewered at
the grating neise, but nething ceuld be
dene fer it. She tugged at the repe. It
slipped a bit, then feund purchase.

“C'men!" she whispered as she
sprang upward te climb hand ever
hand te the tep. Secends later, the
Barbarian fleundered up beside her.

“Lie flat!“ she hissed. As the twe
flattened themselves atep the wall,
twe rebed figures came areund the
side ef the minaret. The faint light ef

the sickle meen reflected brightly en
the steel in their hands. These men
eenversed in Iew tenes, seen disap-
pearing areund the far side ef the
tewer.

“By Ptiaall That was tee clesel“
said the Barbarian, mepping his sweaty
brew with the back ef his hand.

“Let's be at it,“ Suzierme said.
“ltill be dawn seen-tee seen!“

She drepped lightly te the
greund. Sigrid landed with a heavy
thud next te her. The pair sprinted
quickly acress the epen ceurtyard,
past a shimmering peel, up te the
base ef the tewer.

“I still den't like the idea ef
rebbing a damned Sercerer!" Sigrid
said seftly. “And the aeeursed Hem ef
Shaitin! Geds! Wheid have theught. . .“

Suaienne didn't listen te his
ravings but bent ever the heavy leek
that secured the eak deer te the
Wizardis minaret. Nimble furgers de-
pleyed twe Ieng slivers ef steel. There
eame a rapid clicking; then the deer
drifted slewly inward.

“Well dene," whispered Sigrid,
knuckles whitening en swerd hilt, as
he fellewed the depesed Princess inte
the murky gleem within. He didn't
like this quest at all! The crazy weneh
seught te leet the Wizard Merbias‘
keep ef its mest prized artifact, the
Hem ef Shaitin! With this eldritch
instmment, she said, ene ceuld sum-
men up an unending army ef the dead
te de eneis bidding. lvlerbias weuldnit
part with such a treasure se easily!
hler weuld he leave it lying abeut
unguarded!

Suaienne seemed te share nene
ef these misgivings and the Barbarian
fellewed her-albeit reluctantly-up the
steep spiraling ladder that ran up the
center ef the minaret.

Fer her part, Suzienne was
lecked up in theughts ef her ewn.
I-Iew will yeu like it brether, when
chalk-white beny hands rip eut yeur
damned threat? When yeur sycephants
die hewling beneath tha hast at these
whem cannet be killed-the very dead
themselves‘! ‘r'ei1’Il rue the day yeu
betrayed me and yeur natien!

Them was a pulsing blue glew
everhead and this grew ever brighter
as the adventurers climbed higher.
At last they steed en a narrew plat-
ferrn eutside ef the Wiaardis mest
secret chamber.

Even as Suzienne centemplated
hew te enter at best advantage, the
deer swung inward. “Ceme in!"
beemed a dmm-like bass veiee. “I’ve
been expecting yeu! “



Suzienne stepped threugh the
pertal, Sigrid at her heels.

Merbias was net at all pleasant
te beheld. As the Necremancer reared
up frem the plank bench that served
him as a chair, he tewered abeve even
the massive Geetlunder. His face was
that ef a gretesque wart-heg, eemplete
te the upthnrst white tusks at either
cemer ef the meuth. His little red
pigis eyes glared pure malice at the
twe whe steed at his feet. His armed
rippled with pewer like a gliding py-
then. He was naked and his skin was
a deep hue ef blue.

“Hew did yeu. . .“
“Knew yeu were ceming?“ he

beemed. “Hew dees a spider knew ef
the appreach ef a fly’! Yeu teuched
my web, feels!“ He peinted at a shim-
mering mirrer. “I witnessed yeur
appreach in that!" At that mement,
the twe guards passed inte view, then
disappeared again eut ef the picture.

“New, ere I slay yeu beth,
satisfy my curiesity. What has caused
yeu te seek eut se herrible a death?
Answer tmthfully, and yeu’II die
cleanly. Lie, and yeu’Il seen have
cause te envy the damned seuls that
writhe and flep en the bubbling naptha
fleers efhell!“

“Vr'ell," Suzienne laughed. “It
seems that the “All-Knewing“ deesn‘t
knew quite everything!“

“Have a care, bitch!“ the b-lecre-
maneer snarled, smeke steaming eut ef
flaring nestrils. “Answer quickly-and
tmlyl“

“I’]1 answer!“ bellewed Sigrid,
“With--this!“ Wliippirrrg eut his swerd,
he leaped at the Wizard.

With a hellew, ringing cackle,
the blecremancer beunded agilely
aside. Steel-streng blue fingers grabbed
the Geetlunderis thick wrist. Merbias
squeezed. There came a seund ef a
snapping stick; the stunned pirate
fiepped back against the wall eyeing
his swellen breken wrist in disbelief.

Suzierme rescabbared her ewn
half-drawn blade. Mere than might
was required here. “I’ll tell yeu what
yeu wish te knew,“ she said te the
beast that hevered slavcring ever the
dewn warrier. “I came te steal yeur
damned treasure--the Hem efShaitin!“
She quickly related the tale ef her
usurpatien, her banishment and exile.

“Se!” he laughed. “Yeuid use
the Hem te regain yeur petty threne,
eh’? It’s fertunate fer yeu that yeu
shall net succeed. While the skeletal
hest is easily summened-ene need
but te blew the Hem-they are net se
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easily dispelled! In any event, we are
enly speculating, fer yeu shall net
have the Hem! But see!" he called,
walking en eleven heeves ever te a
tewering case ef shelves, then reaching
upward te sieze a glittering thing in
his mis-shapen hands. “Here is what
yeu seught--yeur preeieus Hem ef
Shaitin!"

lvlerbias brandished the trumpet
aleft. It was leng and slender, wreught
ef silver and geld. inlaid aleng its
barrel were carvings ef demens and
dragens, each depicted in startling de-
tail. The fluted meuth ef the thing
was rimmed with a strip ef eurieus
red metal. This then, she mused, is the
Hem ef Shaitin!

“De net imagine that yeu twe
shall die in vain,“ lvlerbias centinued
in a thundereus bass. “I’ll rend yeu
dewn te yeur base elements, then use
these te fuel certain, ah, experiments I
have a mind te try.“

Sigrid, face flushed red with
shame, celled his legs beneath him,
then with hatred smeuldering in his
ice-blue eyes, he sprang up at the
‘Wizard. Senrehew igrrering the mad-
dening pain in his wrist, the Nerthemer
siezed the Ivlageis thick threat in beth
hands! His muscles steed eut like
knetted cerds as he seught te cheke
the life eut ef the menster.

Taken aback by the unexpected-
ness ef the assault, the Hem drepp-ed
frem his fingers te rattle acress the
fleer. Suzienne snatched it up even
as the Wizard sheek the warrier ever-
head like a dell, then hurled him dewn-
ward acress an eutstretched blue
knee, snapping the pewerful Ner-
themer's spine.

Merbias whirled te face the
weman while Sigrid tlepped like a
beached fish at his feet. She raised the
Hem te her lips.

“Put that dewn!“ the heg-faced
Wizard reared. “ltill be the end ef
us all!“

It seemed te Suzienne that she
hardly breathed inte the meuthpiece
at all, but the Hern seunded with the
fury ef a bugler's blast. Merbias shrank
back frem her, arms held up befere
his face as if te ward eff a blew.

“Deem!“ he creaked. “Black
deem is upen us!“

Frem the very walls seunded the
rattle efbenes!

The wizard seemed mesmerized
but net se Suzienne. Stashing the hem
in her tunic, she belted fer the deer.

“Please!” begged the Nerthman,
leeking up threugh a red haze ef
ageny. Misty ferms began te appear
in the air; the lldage dreeled and hewled
in terrer. “De net leave me te these!"

Suzienne did the deed, then
hurled herself eut threugh the epen
deen

She met the guards en the first
landing belew, and as steel rang eut
against steel, there came a high-pitched
cackle, fellewed then by insane, tit-
tering laughter. Abevc all rese the
agenized walls ef mindless screaming
terrer ef Merbias the Black as the
miniens efhell clutched at him.

Taken aback by the herrific din
abeve, the first guardnuau drepped his
peint just bit. Suzienneis blade flicked
eut like a striking snake. Clutching the
dripping weund that had been an eye,
the dying guard fell back ente his
fellew, prepelling beth back dewn the
shaft te land with a sickening thud
far belew.

Seme thing clattered slewly dewn
ente the first steps everhead. Suzienne
descended the ladder with break-neck
speed, drepping the last ten steps in
her haste. She belted eut threugh the
frent deer ef the keep even as the
cackling laughter resumed, this time
en the greund fleer ef the Wizardis
keep.

Past the shimmering peel she ran,
then fell heavily te the grassy sward.
A green, mettled tenacle ceiled abeut
her ankle; a great bulbeus eye leered
up frem the depths ef the peel as the
tenacle dragged her thither. Whipping
eut her sabre, she rained a flurry ef
cheps ente the gelatineus member.
The tenacle whipped leese, then
wrigglcd back inte the water. Theugh
the submerged beast thmst up at her
with ether such tenacles, she was al-
ready scrambling up the wall eut ef
its reach.
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Celd, iey fingers sank inte her
already sere ealves. Peering baek ever
her sheulder, Suzienne gazed full inte
hideeus visage ef a thing that sheuld
have been dead three theusand years
befere. Its eyes were little mere than
weirdly glewing strands efjelly;sparse
elurnps ef retting hair pretruded frem
the ehalky skull. Yellew teeth elieked
tegether in a ghastly paredy ef speeeh.
Tattered shards ef flesh yet elung
determinedly te meuldering benes.

‘The weman elawed at the rim
ef the wall, museles burning with
strain, while the gaunt elung re her
ankle, dar.ennined te have her dewn.
Frem the keep ef Merbias the Mage
there new issued a seemingly endless
stream ef skeletens. Seine were armed
with rusted swerds, breken pikes, and
the like, but all seemed ef ene mind:
Te pull dewn the upstart whe‘d dis-
turbed their t.errnent.

Then Suzienne remembered.
There was hepe afteralll Reaehing
inte her tunie while the lingers ef her
ether hand elung te the wall lip fer
purehase, she drew ferth the Hern
ef Shaitin.

Instantly, the skeleten released
her. It fell baek gibbering and meaning.
Its fellews fermed inte hideeus ranks
and files, mustered new te serve their
eemrnander--that ene whe held the
Hem.

Suzienne eyed her hest with
disgust. She knew then that she eeuld
never lese the heeting herde ef night
haunts en fair Genesee, ne rnat.ter

......1p To _

Well, new I've been tellin’ yeu
‘beet eur greup, an’ what we've dene
dewn there under the eastle. We
haven't lest nebedy yet, theugh we
theught we have, new an’ again.

A eeuple e’ weeks age, under
the eastle, we eame en this here magie
feuntain. New, we'd knewed it was
dewn there, ‘eause this Geblln teld us
ell ‘beet it when we eaught him, an’
se we'd been leekin' fer it fer 'reund
‘beet sis: weeks. Se, there it was.

Well, Flnny, that dam’ Halfling,
just ‘beet deve right in, drinkin' an’
splashin' 'reund. l teek a pint er twe
meself, but see, l was thirsty! Then

what its unlawful ruler"s sins. The
berry meb belew belenged in but ene
plaeel

“I-leedl" she sereamed. “All ef
yeuGedfersaken mensters! I eemrnand
yeu te»Ge te Hell!“

There eame a rumbling as ef
a mighty earthquake. Gaping fissures
shet aeress the manieured lawn and
sulfureus smeke issued up frem
these. The netwerk ef eraeks jeined
inte a beiling, steaming erevass that
grew ever wider. The skeletens daneed
and eaverted en the hrink efthe gaping
pit. Frem the very bewels ef the uni-
verse there seunded a rumbling and en
that eue, the skeletens began te dive
headleng inte the ehurning brimstene
depths. Him whe had sieaed Suzienne
yet eewered belew.

"Here!" she eried, hurling the
Hem at him. “Take this aeeursed
thing and begenei“

The dead beast seeeped it up
in ealeifled fingers, then raised it
everhead in salute. Running as fast
as his unmuseled legs weuld earry
him, he eharged up te the edge ef
the pit. He peised mementarily at
the brink, then flinging his head baek
in mad laughter, he deve headling in
after his fellews.

The fissure slammed shut with
an awful beerrr. Creeks shet threugh
the Mage's minatet, and as Suzienne
drepped re the far side ef the wall,
it erashed te the greund, shattering
like srnashing glass!

it dewn. Frigate an’ Spiget teek a sip
a pieee, an’ Penny an’ Melissa eurtseyed
dewn fer their turn. Finally Tyrene,
eur Wizard bent ever fer a drink. Just
Evherin the Elf kept baek an’ watehed.

After a eeuple minutes, Finny
starts ehangin'. His fingers grew three
inehes, whieh made him a sight te see.
Then, when it was my turn, my head
shrunk. Taklin's feet grew sh-r sizes, an’
bey, yeu ain't never heard eussin' ‘til
yeu heard a Dwarf whe's tieked eff.
The three C|eries" hands glued te-
gether, an’ Melissa's already pretty

“Well, Shadew," the Prineess
whispered te her serrel mare as the
first prey~pink fingers efdawn streteh-
ed languidly up ever the eastern heri-
zen, “Let‘s be gene frem this ae-
eursed plaeel I mean te win baek my
threne te be sure, but it‘ll be at the
head ef an army efbeld fighting men,
net a heeting herde ef dead nigl|l-
mares."

The herse snerted, pleased re be
underway. As Suzienne passed threugh
the brenae gates ef the eity, the
watehmen hurried past in the direetien
ef the fallen l‘vlage‘s ruined keep. She
withdrew a small flask ef wine fre!
her peueh as she rede. “Here's
Sigrid! A brave warrier and a trustr
eempanien! Ne man eeuld ask te l
better remembered!" She drank tl
teast.

The time fer meurning hr
passed. There remained deeds te l
dene.
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Taklin filled up his helrnet, an’ drunk hefty ehests grew a eeuple sizes bigger
lbut she refused te take her armer eff,
e'an theugh she eeuld hardly breathe}.
Finally, Tyrene get the grandaddy e’
swelled heads.

Penny used a wish te get every-
ene baek te nermal, an’ we was all
pretty mad, but jut than Evberin
leans ever te take a sip. We all yelled
“Den'tl“, but he dees anyways - but
he deesn't listen te nebedy, y'l<new.
Se he stands up an’ yeu eeuld see the
museles grewin' en him. Se then he
says, “I seem te he the enly ene whe
reealls the mette ef this feuntain. He
whe quaffs last, duaffs bestl“
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It has eeme te my attentien as a Judge by way ef many eemplaints frem the player eharaeters, that
it is legieal that if yeu were attaeked by fire, yeu sheuldn‘t be allewed te attaek that reund. This seemed
fete fer awhile, but seme persen get the idea that if he was just te get surprised, he eeuld defeat anything
that wasn't resistant te fire. He was right. Beeause the faet that if he eeuld get surprised, he eeuld threw
eil that was lit and have it eeunt as tire damage, and eentinue threwing eil eaeh reund till the ereature
was dead. But l devised a system te make it a little harder fer a flaming menster net te be able te attaek
thatreund.

I said that a rnenster had te take at least 50% er mere peints ef damage fer it net te be able te attaek
that reund. (i.e. A party ef 6 adventurers are attaeked by 4 Bugbears, and the players get the initiative.
They ehese te threw eil. The Bugbears had 15, 13, 18, and 12 Hit Peints. The players seere 2 flasks en the
lst ene and luekily killed it. They enly seered ene hit en the 3rd, and ne hits en the 2nd and 4th enes.
They did l l peints ef fire damage te the 3rd ene se he eeuldn‘t attaek that reund. But twe ef them eeuld.
As a result ef the melee, ene ef the players died.

There were new 3 Bugbears with 13, B, and l2 I-lit Peints left. The players fired eil again, and the
lst ene teek enly 5 peints ef damage while the 3rd ene teek nene, and the 2nd ene teek 7 and eeuldn’t
attaek this reund. After the Bugbears failed te seere any hits in their attaeks the players deeided te try
the eil again. They killed the 2nd ene and the lst ene. The 4th ene ran eff beeause ef a very lew merale
eheek. Se te make everything elear, a ereature ean net attaek en a reund where he's taken ever half ef his
remaining Hit lieints in fire damage. This system is alse used te determine whether er net a ereature ean
attaek after he has been hit by a spell that dees damage (i.e. Fireball, Lightning, Flame Strike, Cerre ef
Ceici, Fireballs frem Wands, and any ether type ef Wand er Spell that dees damage.)
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it's happened te every Judge. The players eventually
realize that there are enly a very limited numb-er ef dif-
ferent types ef magic items that can be ebtained frem the
Ddrlll tm Treasure Tables. Fer instance, they learn very
rapidly that all miseellaneeus weapens are pesitively rated,
that magical Cressbew Belts are invariably +2 and se ferth.
This sert ef predictability is a lamentable eeeuranee, but
almest unaveidable using the standard rules system.

Many Judges attempt te aveid this preblem by ma-
king up new magic items. Unfertunately, this enly delays
the preblems; the players will eventually figure eut the
additiens, and things will return te nermal. Te keep such a
turn ef events frem eccurring, the Judge must eentinually
keep re-cempiling his magical treasure charts, frantically
trying te keep ene step ahead ef his players, using valuable
time that eeuld be mere usefully deveted te creating de-
vieus plets and snares.

The Magic Items Generater is an attempt te alleviate
this preblem. The essential difference between this Genera-
ter and lists ef magie items is that the items in the Generater
are greuped by functien rather than appearance. Magical
items in D&D have ten basic functiens. All items fall inte
ene ef the fellewing classes:

Funetien Examples
Physical Weapens Svverd -3, Dwarven Hammer, Gressbew

ef Speed

Shield +2, Armer ef Etherealness,
Armer -1

Physical Armer

Preteetien vs. Lycanthrepes, Screll ef
Three Spells

Scrells

Detectien Wand ef Metal Detectien, Petien ef ESP

Preteetien Bracers ef Defense, Fling ef Preteetien +3

Petiens ef Undead Centrel, Hing ef
Mammal Centrel

Centrei

Abilities Granted Petien ef Invisibility, Hing ef X-Flay
Visien

Teels Bag ef Helding, Pertable Hele

Offensive items Wand ef Fireballs, Necklace ef Missiles

Er-rtraerdinary Prayer Beads, Fled ef Lerdly Might

It can easily be seen frem the abeve that the item-
based listing ef magic items erreneeusly lists similar items
in entirely different places. By listing the items by functien
this duplicatien can be eliminated.

In the eenstruetien ef the Magic items Generater, I
analyzed the frequency ef the varieus funetiens, and then
the frequency ef the varieus applieatiens ef these funetiens,
in arriving at the percentage given in the varieus tables.
Thus, a persen using the Generater weuld ceme up with a
Centrel device just as eften with either the Generater er
the Greyhawk tables; likewise, the percentages within the
Contrel sectien weuld reflect the Greyhawk percentages
fer ene-use lpetien-type) items, multi-use {wand-type}
items and permanent {ring-type} items. What weuld net be
the same weuld be the appearance ef the item frem the
Generater; it is pessible, fer instance, te rell up a Mandelin
ef Undead Centrel. . .

Anether eirpansien is in the Physical Weapens. Fel-
lewing the idea ef functien ever ferm, all weapens have
their characteristics determined independently ef their
ferm, this allews -4 Arrews, fer instance, aleng with +5
Duarrels. In additien, sub-funetiens are alse independent ef
each ether, allewing a Hammer, fer instance, te be -3
nermally but +4 against fire-using creatures.

Alse, a very small percentage ef physieal weapens
will have pewers drawn frem the Artifacts Table ef Ge-ds,
Demi-Gecls, Br Here-es.

Using the Generater

Te generate an item en the Generater, first rell en the
Magical Items Table re determine the general type ef the
item.

D1 - 30} Weapen: If a weapen is relied, preceed te
the chart titled “‘Weapens" te determine what kind ef
weapen has been feund. if an asterisk l"l is neirt te the
weapen, rell te find hew many ef the weapen are feund
lenly fer Arrews and Cressbew Belts}. If there are twe
asterisks l""l, then rell three ten-sided dice: a "DUB"
indicates that the weapen is a “Fereed weapen", ef ancient
and aweseme pewer. All armer types are treated as AC: ‘ID
when striking with such a weapen. Magical armer retains
any pluses, but enly as medifiers te the target's Armer
Class ef AC 10. Armer Classes ef 1 er better gain 1 AC te
their base ef AC 1t] fer every AC better than '2. Thus, a
Ferce Weapen striking AC -2 attacks as theugh it were AC
B.

After determining the type ef weapen, preeeed te the
"Codified Weapens Capabilities" Charts. ALL weap-ens rell
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en the Cedified Weapens Capabilities Charts; hewever, nete
that there are medificatiens re the rells en seme tables
made fer weapens ether than Swerds and Twe-handed
Swerds.

Hell first en Table I, re determine the weapen's
basic benus, er whether it is Cursed [with a negative hit
benus}. if it is Cursed, rell en Table ll te determine the
precise value ef the curse ltheugh nete that there is a pessi-
bility that the weapen will have an erretic curse cf seme
sert frem either Table IV er Table VIII [relling en Table
VIII gives the weapen a special pewer, but it will still be
minus te hit, in this case, step relling fer the weapen after
attaining such a result}. After determining the benuses
ef the weapen, rell en Table Ill re find if the weapen has
any further benuses. The rell en Table Ill will direct a
further rell en either Table V, Table Vi, er Table VIII. If
a rell is called fer en Tables V er Vi, then this indicates a
special benus er penalty against a certain type ef creature.
Ftell en Table Vii re determine esacrly which creature er
circumstances trigger the benus er penalty. After deing se,
yeu are finished with the weapen. If, hewever, the rell en
Table Ill directed anether rell en Table VIII, the weapen
may have a Great Future. Table VIII gives the weapen a
special pewer; and after determining the special pewer
granted, preceed as directed te Table ll-t. Dn Table IX, a
check is made re determine if the weapen has a "Supreme
Pewer" frem the artifact types in Gods, Demig-eds Sr
Herees.

If a weapen has Supreme Pcwers, rell en Table X re
find hew many times re rell en Table XI. Then rell the
requisite number ef times en Table XI, which will direct
yeu te Tables Xlll - XVI fer the specific Supreme Pewers.
All weapens with Supreme Pewers have Eges ef 12 + 1 per
Pewer, and lntelligences equal te their Ege.

31 - 45} Armer: If the type ef magic is Armer, ge re
the Armer Table and rell re see whether the Armer is a
Shield, Armer, er beth. Alse rell re see if the Armer is
Cursed. Then, if the type is Armer, check fer the type ef
Armer -- it may be Leather, Chain, er Plate. Then deter-
mine the benus ler, if cursed, the minus} fer the Armer er
Shield; rell as directed fer Armer Specials. Finally, check
re see if the Armer is Intelligent; if ir is, find the IE1 and
Ege.

ALL Intelligent items receive the rells deserved fer
their intelligence en the Basic Weapen Abilities lfrem
Greyhawk} at the back ef the charts.

45 - 55} Screll: If the magic type is a Screll, rell en
the Table labeled Scrells. A Vanishing Screil is eiractly
what it seunds like - rell 1d12; if the Screll is ner used
within that many days, it disappears. A lasting Screll is just
the eppesite. The spellls} thereen will last fer several
readings. Use a Ftandem Die Hell:

% Hell Number ef Headings
El1- 2B 1-4
21 --ll-El 1-B
41 -Ell] 1-B
B1-BU 1-10
B1-99 1-12

DD 1-20

56 DU} Miscellaneeus Magic: Everything er-rcept
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Weapens, Armer, and Scrells is called Miscellaneeus Magic.
Hell en the Miscellaneerrs Magic Table re find what func-
tien the item has; then preceed te the specified table and
determine the er-ract functien ef the item.

After determining the eaact functien ef the item, yeu
will netice that there are several letters with percentages
beside them in parentheses. Hell percentile dice and find
which letter is specified: This tells the Ferm ef the Miscella-
neeus Magic device. Flefer te the table titled Types ef Items,
Tables A threugh N; the letters are keyed en this table.
Fer mest, the enact ferm can be chesen at randem (Types
B, C, E - hi} but seme require a percentile rell te determine
the number ef charges.

01 - '20} Table Dne, Detectien: The Detectien Table
is quite straight ferward. Nete that seme functiens l?1 - BB
Spy Devices, B1 - E15 ESP Devises} call fer sub-determina-
tiens te decide the precise pewer andfer range.

21 - 45} Table Twe, Preteetien Devices: Nearly all ef
rhese devices are sub-divided and require additienal rells fer
specificity.

45 - SO} Table Three, Cenrrel Devices: Again, ne sur-
prises.

61 - 1'8} Table Feur, Devices Adding re er Granting
Abilities: All ef the functiens en the table are described in
the Magic Tables in D8rD.

1'9 - B9} Table Five, Teels: Seme ef rhese items are
slightly nen-standard. A devise ef Security [01 - D5} allews
the user re place an 11th Level Wizard Lack en pertals;
lnrerpreratien (33 - 43} translates any language inte the
language ef the user, and the language ef the user inte any
single listener's language; Menemelecular Wire {B1 - BB} is
wire a single melecule in thickness. It can cut threugh any
substance. lt is net, hewever, rigid se the enly way te use
it is te held beth ends and pull it threugh a substance. If
it appears in a device, assume that the device has twe parts
that can be held re de erracrly this.

SD - 95} Table Sis, Weapens: These are the items
every greup ef adventurers prays fer. Bell fer type, pewer,
and range lif applicable). Nete the difference between 21 -
ES Lightning, which is a centact enly weapen, and 29 - 33
Ligir.-.*nr'rlg Brrii, which fires a Lightning Belt fer a specified
range; Tangling {Z34 - 4-D} devices fire a ii-'cb when spilled
ente the fleer; Cempulsien {B9 - 1'4} acts as a Charrrr Merr-
srer; Destructien {T5 - ?El} drains levels frem victims.

BB - DD} Table Seven, Errtraerdinary Items: lcrun
Srenes were first presented in The Dragen. They erbit their
ewner, and grant him the specified benuses. Talismans
ll]? - D9 Anti-magic, Ne. DU} are a creatien ef Mark Swansen,
degbey ef The Wild Hunt. Greyhawk Miscellarreeus Magic
lBeeks}: (The regular beeks are included here, aleng with
U1 - D4 Variable Swerd, with thanks te Larry Niven} This is
a Ferce Weapen with an adjustable length. Alse D5 - D9
Gelden Beck ef Knewledge may be used ene each week as
a tep-level Sage ler as a Cernmune with the highest plane,
if Sages aren't used}.

Dee final Nete: Dn Table IV, Devices Adding Te er
Granting Abilities: ?B - 1'? 13 {DD} Strength: When Nicelai
Shapire wrete up this item in Alarums and Errcursierrs, he
called it the Deemstene. The enly way re remeve a Deem-
stene, which nermally imbeds itselfin the flesh ef its ewner,
in seme ineperable pesirien, is re use Three Wishes lfull,
net limited}. Hewever, nete that petiens ef Lengevity will
ceunter the Deemstene fer a while.



Treasure Types

Type Cepper Silver Geld Gems Jewels P-iagie
(1000's} (1000's) (1000's}

A Land 1- 6: 25% 1- 6: 30%
Desert 1 - 4: 20% 1- 4: 25%
Water N11 N11

B 1 - 8:

‘I

50% 1- 6: 25%

C 1-12:20% 1- 4: 30%

D 1- 8: 10% 1-12:l5%

E

F

G

H

1-10:

3 - 24: 25% 1- 100: 50% 10-60: 75% 1- 100:

Nil

05% 1-12: 30% 1- 8:25% 1-10

Nil Nil

--err-—-r-..r II

-12I35%= 6-30
6:30% 10-40

-30:60-‘it 10-60
3:25% 1- 6

Nil 1-4

1-6:60% 1-8

2-20:l0% 1-l2:45% 2-24:

10-40:'1'5% 3-18

50%
50%
60%
25%

25%

30%

10%

20%

25%

50%

6 - 36: 50% Any 2 -4: 40%
IO -40: 50% Any 2- 4: 60%
10 - 60: 60% Any 12 50%
1- 6" 25%

1-4- 25%

1- 8:30%

1- 10' 10%

1-12.10%

l- 10: 25%

10 "

I Nil Nil Nil 2 -16: 50% 2 - 16: 50%-

01- 09:0ne wea-
pen er Armer

01-09
10

01-18
19-20
01-02
03-28
29-30
01-02
03-33
34-35

10: Twe as Abeve
Any2
Any3
Any3
Any4
Any3
Any4
Any5
Any4
Any 5
Any6

Ne Weapens
01 - 02: Any 4
03 - 40: Any 5

+1 Screll
01 - 19: Any 5

20: Any 6
+1 Screll

01 - 20: Any 1

"1"1-l-I--1-l-vi-I--1-e--1--I--1-I--i--c-1--I -Ill“-i-'I1" ""i"""""i""

01-60
61-64
65-69
70-74
1'5-79
80-83
84-87
88-91
92-94
95-98
99-00

Swerd #1!

weapens
(01 - 30)

Twe-Handed Swerd"“"
Arrew illlr‘-it

Quarrelf‘ "‘ ""
Dagger“
Bew
Cressbew
Ase“
hdace
Hammer - 02% fer Dwarven
Spear“

"‘ Rel] fer Number:
01-50
51-75
76-90
91-95
96-98
99-00

1-4
1- 6
1-10
2-12
3-18
2-24

Fer Bew and Cressbew, Rell Percentile Dice:
01 - T5 Ne Special
76 - 90 Speed 2 it Nermal
91 - 98 Range 2 it Nermal

99 Smiling: 2 it damage en 17 - 19
00 Slaying: +30 en Critical

Swerds, Daggers, Bews, Cressbews, Asses,
Maces, Hammers, and Spears may all pesess lntel-
hgence.

Swerds, Hammers and Axes all rell lD12 te
determine Intelligence and Ege.

On a rell cf less than 25%, Daggers, Maces,
and Spears rell lD10 te determine Intelligence and
1D12 fer Ege.

Dn a rell ef less than 10%, Bews and Cress-
bews rell 11310 te determine intelligence and
1D12 fer Ege.

Magical Items

01 - 30 weapen
31- 45 Armer

"“" Fer Edged weapens: There is a .001 chance cf 46 - S5 Screll
a Ferce Weapen. 56 - 00 M isccllaneeus Magic
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Fer weapens ether than Swerds and Twe-Handed
Swerds, capabilities are determined by relling en
the Cedified weapen Capabilities Charts, with the
fellewing medificatiens: Subtract 5 frem the
number relied when relling en Table III; Subtract
8 frem the number relied if a rell is made en
Table IX.

Armer Table
(31 - 45)

01 - 54 Shield
90 - 55 Armer
91 - 00 Anner and Shield

Shield
01-50
51-75
76-90
91-98

99
00

+1
+2
+3
+4
+5
Special

Special fer Shield
01-20

21-60
61-90

91-00

Rell Again: Armer
01 - 90 Pesitive 01 - 50
91 - 00 Cursed - Reverse Readings 51 - 75

76-90
Type ef Armer: 91 - 98

01 - 10 Leather
11 - 80 Chain
81- 00 Plate

Armer Special Table $110118
01 - 20 Armer ef Etherialness +1 ,1
21 - 35 Mithril - as +3 Armer 2 classes

higher
36 - 5 0 Quickness - weight as if 2 classes _

lewer
51 - 65 Strength - has ne weight
66 - 80 Light - as Clerical Centinual Light
81 - 90 Pewer - +1 - 6 te Strength
91 - 95 Speed - as Hasted Spell
96 - 00 Rell en Table X ef Wcapens Chart

Armer may be intelligent: if a percentile rell is 05
er less, then rell fer Intelligence with 1D10 and __
Ege with lD12. E

"_'=.'|

Iifiiftiiillli T.

-I---1

Miscellaneeus Magic

01 - 20 Table Dne: Detectien
21 - 45 Table Twe: Preteetien
46 - 60 Table Three: Centrel
61 - 78 Table Feur: Abilities
79 - 89 Table Five: Teels
90 - 95 Table Six: Weapenry
96 - 00 Table Seven: Entraerdinary

28 The errncsem-zen JOURNAL

01-20
21-30
31-37
38-40
41-42

43
44

45-58

59-64
65-69
70-74
75- 79
80- 94

95

96 - 00

99'
00

1&1

+1
+2
+3
+4
+5
Special: Rell en Armer Special
Table

One Spell
Twe Spells
Three Spells
Feur Spells
Five Spells
Sis. Spells
Seven Spells
Clerical Screll: Rell again, ignere rells
higher than 44.
Preteetien,1Lycanthrepes
Pretectienf Magic
Preteetien/Elementals
Preteetien/'Undead
‘Vanishing Screll: Disappears I - I2 days
after case epened
Lasting Screll: Spells will last fer multiple
readings: use RDR
Cursed Screll: Pely te Tead 01 45
Telepert Away 46 - 90; Die 91 00

-1"
‘rib,

i-If

pf’,-'_

-I"-I

,4-":\;»4..
1'-r-. ._ -1

' - "- '-""4 4' '7':
HT'i% .1-',rT.~'-r "-‘.:;r—|,If "'I|- If

#"\ .r-I itiirlii

L ""fl"-' '1-

Oppenent Blind unless Save vs
Magic
Mirrer Surface
Fecused Mirrer: 3" range te burn
Cembustibles
Rell en Cedi ficd weapen Table

'||r-

,-5
"5 I"



%lFi*.e1l
01-20
21- 60
61- 35
86-94
95-99

00

96Rell
01- 50
51-75
76-90
91-95

96
97-.99

00

%ReU
01-20
21-75
16-90
91-00

‘:6-Rell
01-04
05-08
09-12
13-15
16-18
19- 21
12-25
26-27
23-30
31-32
33-34
35-37

38
39-40
41-50
51-58
59-65
66-75
76-81
32-33
89-95

96
97

93-00

Table l

Pluses

Cedified Weapen Capabilities

Instructiens
Cursed Rel] en Table ll

+ 1
+2
+3
+4
+5

Fer 21 - 00, rell again en
Table Ill

Table II

-1
-2
-3
-4
-5

Table III

Minuses Instructiens
Fer 01 - 96, rell again en

Table Ill

Special Rell again en Table IV
Estraerdinary: Rell en Table VIII and

again en Table II, ignering 97+

lnstructiens
Ne Further Benus
Special: Table V
Special: Table VI
Special: Table V111

Table ‘VII

Benus Takes Effect:
Fire-Using)’Breathing Creatures
Celd-Using/Dwelling Creatures
Giant Class
Lycanthrepes
Magic-Using and Enchanted Creatures
Creatures ef the Night
Humaneids
Evil /Geed
Dragens
Reptiles
Mammals
lnsecteids
Creatures in Lair

vs Undead
While Undergreund
Wliile in Sunlight
While in Darkness
While in the Open
Fer Rangers
Fer Thieves
Fer Psienically-endewed Humans
Fer all Humans
Fer all Nen-Humans
Fer Elves

Table IV

(Alse rell en Table V fer General Benus)

‘?6Rell
01-65
66-85

Effect
Ne Critical Hits
If 19 - 20 seered te Hit, resteres damage

86 - 95 -1 te Hit per melee reund, cumulative
96 - 00 -4 te Hit with any weapen ether than this

";‘/'-’:.~11'.ell
01- 15
16-55
56-85
86-97
93-99

00

Tables V and VI

V ‘VI
Effect Effect

+1 -1 These are benuses vs.
+2 - (er fer) certain types
+3 er cenditiens. Te find
+4 which type, rell again
+5 en Table VII.

Instructiens

6-..i=-=i.nc-.~
Rell twice and add

Table VIII

(Ge te Table IX after this)

%Rel1
01-05
06-09
10-15

16-22
23-29
30-35
36-40
41-48

49-55
56-60
61-63
64-65
66-75

76-80
81-86

87-90

91-92

93-00

Effect
Life Drain (2 level en a 20)
Nine Steps Drain
Dragen Slaying (4 - 40 vs en type,

+5 vs. all)
Giant Killer (3 - 36 vs. en type, +5 vs. all)
Reptile Killer (3 - 30 vs. all)
Undead Destreyer ( 2 - 24)
Lycanthrepe Killer (2 - 24)
Magic Dispeller (2 - 24' vs. Creatures

affected enly by magical weapens)
Armer Class 3 Previded te User
Armer Class 2 Previded te User
Armer Class 1 Previded te User
Armer Class 0 Previded te User
Armer Class 2 celumns less than that

wern Previded te User
+6 - 15% when relling fer Critical Hit
Dancing weapen (as in Dancing Swerd:

if threwing weapen, range twice nermal
with return)

weapen ef Sharpness (if edged - etherwise
treat amuptatien ef limb as ‘brekenf
mangled’) - Plus er Minus up te 15% en
Critical Hit te sever limb

‘Verpal weapen (Plus er Minus up te 40%
en Critical Hit te sever limb ; 83+ seversf
smashes head)

Ferce weapen (all targets treated as AC 9
unless AC l er less, in which case, AC
is reduced by 6)



01-90
91-00

01-20
21-60
61-95
96-98

99
00

01-05
06-10
ll-18
19-27
28-33
34-37
38-42
43-47
48-52

53-57

58-62
63-67
68-71

72-81

82-87

88-91
92-96
97-99

00

01-15
16-30
31-50
51-70

71-85

86-90
91-95

96-00

Table IX

Ne Further Pewers
Supreme Pewer: Rell again en Table X

Table X

Rell Once en Table XI
Rell Twice en Table X1
Rell Three times en Table X1
Rell Feur times en Table X1
Rell Five times en Table X1
Rell Twice en Table X

Table XIV

One Hit Peint lest per use - Permanent
One peint ef Randem Ability lest
As 01 - 05, but enly 20% chance
As 06 - 10, but enly 20% chance
As 01 - 05, but 40% chance
As 06 - 10, but 40% chance
As 01 - 05, but 60% chance
As 06 - 10, but 60% chance
User takes Deuble Damage frem Attacks

while using ltem
Enemies add up te 20% fer their rells en

Criticals
User becemes 2" sherter per use
As 58 - 62, but enly 25% chance
User takes 2 - 24 peints with first use,

l - 12 peints thereafter
User attacks all within 10’ - 100’ when

first teuching item
User leses ene level ef Experience (may

regain by killing ally ef equal er higher
level)

10% chance ef Ret, per use
Charisma equal te -10
10% chance ef Greed everceming viewer,

cumulative per use
Rel] Twice

Table XV

User is Magic Drain
User has Peisen Teuch
User cannet be Teuched by Metal
Pewers must be triggered by killing a

specific type; upen killing anether
type it reverts.

Human Sacrifice must be made te Item,
per day ef use

Item Eats 50% - 100% ef User‘s Treasure
Item Steals 10% - 100% ef Useris Es-

perience Pcints
Rel] again en XV, and ence en XIII
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01-25
26-30
31- 55

56 - 70

71-74
75-00

01-04
05-12
13-20

31-38
39-46
47-60
61-80

81-88
89-95
96-00

% Rell
01- 04
05 - 08

09-12
13-16
17-20
21-24
25-28
29-32
33-36
37-40
41-44

45-48
49-52
53-56
57-60
61-64

65-68
69-72
73-76
77-80
81-84
85-87
83-91
92-95
96-99

00

Table XI

Rel] Once en Table X11
Rell Once en Table X111
Rell Once en Table XIV and again en

Table X1 (ignere 31 - 74)
Rell Once en Table XV and alse en

Table X1
Rel] Once en XVI
Rel] Twice en X1 (this Table)

Table X11

Speak with Dead
User need net 1:1-at er Drink
User has Light Spell (Clerical) when using

ltem
lnfravisieu
User Meves at Deuble Speed
Speak with Animals
+1 - 3 Peints te Randem Ability when

using Item
Speak with Plants
Water Breathing
Rell Twice

Table X111

Pewer Frequency
Charm Menster 2/day
Sleep (alse affects ene
creature ef any level)
20-die Fireball
Deuble-Strength Slew
Pely any Object (-3 save)
Fear Spell (-2 save)
4-die Serieus Weund
Shape Change
Celd Ray (10-die)
Finger ef Death (-4 save) 1/day
Regeneratien 1 pt/turn

(up te 16 tetal)
Paralyaatien (-3 save) 3/day
Dispel Magic 4/day
20-die Lightning Belt l/day
Telepert 2/day
Cenjure Elemental, Djinn,
Efreet, er Invisible Stalker l/‘day
Stene-Flesh 2/day
Menster Summening IV l/day
Menster Summening ‘V l/day
Etherialuess 2/day
Spell Turning
Death Spell
Magic Jar Oppenent
Pewer Werd Stun
Functiens as Gem ef Seeing
Rell twice

3/day
l/day
2/day
1/day
2/day'
2/day
1/day
3/day

2/day
1/day
1/day
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%Rel1
01-07
08- 14
15-21
22-- 28
29-35
36-42
43-49
50-56
57-63
64-70
71-80

81-95

Detect
Magic
Infrared
Telepathy
Premenitiens
Clairyeyance
Clairaudience
Treasure
Metal
Enemies
Secret Deers/Traps
Spy Devices

Types ef Items and Percentages
A (01 - 70), C (71 - 85),-J (86 -00)
B (01 - 15), D (16 -35), Mf(36 - 80), Np (81 -00)
D (01 - I5), Mf(l6 - 60), Np (61 -00)
B (01 - 25), D (26 -40), Mf (41 - 60), Np (61 -00)
(? (OI - 25), D (26 - 50), Mf (51 - 75), Np (76 - 00)
C (01 - 25). D (26 - S0), Mf(51- 75), Np (76 - 00)
A (01 - 65), C (66 -90), J (91 -00)
A (01 - 80), Mf (81 - 90), Np (91 -00)
A (01 -40), B (41 -90), D (91 -00)
A (01 - 60), B (61 - 75), C (76 -90), 1 (91 -00)
B (01 -40), C (41 -60), D (61 - 75), J (76 -90), L (91 - 00)

Type: Basic 01 - 75
w/'Clairaudience
w,/ESP

ESP Devices
Type: 3“ range

6" range
9" range

12" range
36" range

76 -95
96-00
D (01 - 25), Mf(_26 - 60), Np (61 - 00)

51 - 75
76 - 90
91 - 98
99 - 00 - Usable Abeve Greund Only

96 - 00 Creck: (01 - 40) - Item functiens until needed, when reading is reversed frem real.

l§

+2
21 - 40 ArmerClassChange

Types: AC 4 -

40 - 70 Vs. Varieus

..-P"

% Rell Pretect
01 - 20 Preteetien

Types

Types

effect
(81 - 00) - Item is a Killer - Peisened, Esplesive, etc.

Types ef Items and Percentages
B (01 - 25), C (26 -40), E (41 - 70), K (71 - 00)

+1 01 - 35
+2 36 - 50
+3 51 - 55
+1 56 - 90 (5’ Radius)

90 - 00 l5’ Radius)

AC 3 41 - 55
AC 2 56 - 62
AC I 63 - 66
AC 0 67 - 68
AC +2 69 - 72 (2 better than that wern)
AC +1 73 - 85
AC -2 86 - 95 (2 werse than that wern)
AC -1 96 - 00

B (01 - 30), C (31 — 45), K (46 - 60), Mf (61 - 75), Np (76 - 00)
+4 vs. illusiens and Hypnesis 01 - 10
+3 vs. Stene ll - 25
+3 vs. Dragen Breath 26 - 35
vs. Less ef Life-Levels 36 - 55
+3 vs. Fire 56 - 65
+3 vs. Acid,Cerresives, Peisen 66 - 80
+4 vs. Death 81 - 90
vs. Spying Devices 91 - 00

71-75 Healing A(0l-40),J(4l-60),Np (61-00)
76 - 80 Lengevity B (01 - 50), C (51 - 70), Ml (71 - 85), Np (86 - 00)
81- 85 Extra-Healing A (01 - 15),] (16 - 30), Np (31 - 00)
86 - 90 Enraging Enemies B (01 - 60), D (61 - 80), K (81 - 00)
91 - 00 Creek - See 96 - 00 en Table One

Table One
()1 - 51;) Detectien Devices

(01 - 20)

(41 - 80) - Item has reverse ef intended effect - Theught Prejectien, etc. - alse has written

fififlfiJfififififififififlfififlfifififififififififiJfififlfifififififlfi 7

B (01 - 25,E(26-95), K (96-00) Table Twe
0] 40 Preteetien Devices

(21-45)





%Re1l
01-05
06-20
21-30
31-35
36-37
38-48
49-50
51-55
56-60
61-66
67-70
71-75
76-80

81-85
86-90
91-95
96-00

_-r?#5"‘..-'5*'I#':-'D’S*"._-‘.1-'I#'L‘#"_-rSF“_¢"J#‘.HI#5'S'“.¢T#D':f:-“IFS-"JET-F“.-C:“_#C»'*.fJ'I#;P“J5FiF@GFi5"4G"Jfi5PJ“J5"Jfi“4GP4?T4CaFJ5FiEiiPJ'J*45F¢§S%D’JFf

%Re1l
01- 06

01-13

14-20

21-28

Item's Functinn Types ef Items and Percentages
Security A (01 - 80), I (80 - 90), J (91 - 00)

Table Five
Teels

(79 - 89)

Dispel] Magic A (01 - 75), B (76 - 00)
Helding M (01 - 70), N (71 - 00)
Super-Helding M (01 - 70), N (71 - 00)
Transmutatien B (01 - 25), C (26 - 50), .1 (51 - 80), M (81 - 00)
lnterpretatien A (01 - 30), B (31 - 45), C (46 - 60), D (61 - 90), Mp (91 - 00)
Alchemy B (01 - 10), N (11 - 00)
Endless Water N (01 - 00)
Directien A (01 - 50), C (51 - 00)
Menemelec. Wire A (01 - 40), B (41 - 80), F (81 - 00)
Matteck ef the Titans
Spade ef Celessal Escavatien
Wings ef Flying

Speed: 12 "fturn
l8";'turn
24","turn
30"ftur"n
36"/turn
48"/turn
54"/turn

01-20
21-40
41-60
61-80
81-90
91-97
98-00

Pertable Hele K(0l - 20), L (21 - 00)
Building C (01 - 30), J (31 - 00)
Sustenance I (01 - 40), Mf (41 - 00)
Speed G (01 - 45 Herseshees, 46 - 70 Man), Np (71 - 00)

Weapen Effect Type cf Item and Percentages Ranges fer 01 - 40
Celd

Size: 6-die
8-die

10-die
15-die

Firethrewer
Size: 4-die

6-die
9-die

Fireball
Size: 6-die

8-die
10-die
15-die

Lightning
Size: 3-die

5-die
7-die
9-die

Table Sis
Weapeus
(90- 95)

A(0l-50),B(5l-90),C(91-00) 01-10
01-40
41-75
76-95
96-00
A (01 - 85), H (86 - 00) Range equal te er less than 30.
01-50
51-85
86-00
A(0l -80,13 (81 -00)
01-40
41-75
76-95
96-00
A (01 - 75), F (76 - 00) Centact Only
01-40
41-75
76-95
96-00
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11-30
31-70
71-80
81-90
91-00
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% Rel]
29 - 33

34- 40

41
42- 44

45
46-47
48-57

00
58 - 68 Missiles B (01 - 75), M (Pebbles, Peas, er Gems 76 00) Items enplede when threwn -

Number: Strength D6‘s) Effeet like Fireball; may be threwn inehes equal te Strength

75-79

80-82
83-86
87-90
91-00

Weapen Effeet
Lightning Belt

Sise: 6-die
8-die

10-die
15-die

Tangling
1" square
2" square
3 " square
5" square

10" square
Snakes
Striking
Aging
Centainer/Trieks
Summen Servant

Type ef Item and Percentages

A(01- 80), J (81 - 00)
01-40
41-75
76-95
96-00
A (01 - 75), B (76 - 85), Np (86 - 00)
01-50
51-70
71-90
91-98
99-00
14(01-

M [01 -00)
B(01-30], C (31 - 70), H (71 - 80), I (81 -90) J [91 -00)

Type: Air Elemental
Hestile Air Elemental
Earth Elemental
G-Zere Earthquake
Fire Elemental
Salamander
Water Elemental
‘Watery Death
Type I Demen
Type II Demen
Type III Demen
3 - 18 Veterans
2 - 16 Warriers
2 - 8 Swerdmen
l-4 Heres

3: 5, 5, 7

___ wwrnew 99:99? Pwrwys FfF?PF P?F??? raee?“ fie??? PFHF“ ‘*-DUE"--JDU L-. U11‘;
Destructien A (01 - 80), B (81 - 95), F (96 - 00) Effeets by Teueh Only

01-10
ll-15
16-25
26-30
31-40
41-45
46-55
56-60
61-70
71-74

75
76-88
89-96
97-99

10

Number ef Levels DrainedfRate:
1,11 1 5
2f]
3/1
9 ,1’ *

2 - 20/2
2 - 200/2

Generate Illusiens
Cause Fear
Sheeting Stars

Peisened (Die equal te number ef deviee, er 8) 01 35
Greund-Zere Effeet 36 00

0 - 0
51-70
71-80
81-90
91-98
99-00
A(0l-70),H(71-80),l(81-90),J(9l 00)
A(0l-60),C(61-70),D(71-80),]-[(81-90) K(9l 00)

85),C(86-00)
A(01- 80),'F (81 -00)
A{01 -80),F(81-00)

When Summening Demens, there is a 10% ehanee per
level ef the Demen summened that the Demen will
attaek the Summener

9,9,ll
, 10, 10,12, 12, 14

3,1513,1

01-30
31-55
56-75
76-85
86-93
94-98
99-00

*As 9 Step Drain Swerd

A (01 - 00)
Creek: Rell again te see what it resembles
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% Rel] Items Funetien Type ef Items and Pereentages
01 - 04 Ieun Stene B (01 - 00)

Celer Shape Use
Vielet Sphere +1 Level te Spells
Azure Sphere +l te One Rell
Crimsen Sphere +2 te Saving Threw .
Pink Ellipseid +l /die te Hit Peints
Yellevv Ellipseid Abserbs 10 - 40 Spell Levels, thru 4th Level
Green Ellipseid Abserbs 20 - 80 Spell Levels, thru 8th Level
Lavender Spindle Sustains witheut Feed/Water
White- Prism Regeneratien 1/tum
Clear Prism Steres 2 - 12 Spell Levels

Etherialness D (01 - 50), D (51 - 75), E (76 - 90), Np (91 - 00)05-06
07-09

10-ll
12-13
14-25

26

27-28

29
30-31

32

33
34-36

37- 39
40 - 42

43
44
45
46
47

Anti-Magic
01- 70 Persenal B (01 - 50), D (51 - 75), E (76 - 90), Np (91 - 00)
71- 90 5'Radius A (01 -30), B (31 - 55), C (S6 - 70), D (71 - 80), J (81 - 00)
91- 99 l0’Radius A (01 - 20), B (21 - 30), C (31 -40), I-I (41 - 55), K (56 - 00)

00 Talisman - Intelligent Item that Prehibits Magie fer a Radius ef 2 - 8 Miles
Stene-Flesh A (01 - 60), I (61 - 70), N (Oil 71 - 00)
W'ishes(l -3) B(01-75),C(76-00)
Vs. Varieus B (01 - 30), C (31 - 45), K (46 - 60), Mf (61 - 75), Np (76 - 00)

Types: +5 vs. Fire 01 - 25
+4 Celd 26 - 50
+4 vs. Eleetrieity 51 - 75
+4 vs. Magic 76 - 00

Regeneratien B (01 - 35), D (36 - 60), E (61 - 85), F (86 - 00)
l/turn 01 - 80 -
2/turn
3/tum

Summen Being B (01 - 50), C (51 - 80), N (81 - 00)
Djinn
Efreet

81-98
99-00

01-80
81-00

Table Seven
Entraerdinary Items

(96 - 00)

%-Refl
01-12
I3-25
26-38
39-51
52-64
65-76
77-86
87-94
95-00

Wind Walker Centrel A (01 - 30), B (31 - 40), H (41 - 80), Np (81 - 00)
X-Ray Visien B (01 - 40), D (41 - 70), NP (71 ' 0'3)
01- 75 Spell Turning B (01 -60), c (61 - ao),e(91- 95), E (96 -00)
as-ee Spell Stering B(0l -so) c(s1-a0),e(a1-95).e(96-00)
Many Wishes
Strength

18
18/ 51
18/76
18/91
l8,'96
18/00

Pelymerph Self
Speed
Pewer (as Staff ef)

As fer Wishes, 12 - 13 abeve
B (01 - 10), F (ll - 25), Mf(26- 70), Np (71 -00)
01-30
31-50
51-70
71-80
81-90
91-00
B (01 - 20), lvlf(2l - 55), Np (56 - 00)
A (01 - 15), B (16 - 25), D (26 - 30), G (31 - 45), Np (46 - 00)
A (01 - 75), C (76 - 90), E (91 - 00)

Wizardry (as Staff ef)A (01 - 80), C (80 - 00)
Beguiling A (01 - 70), B (71 - 90), I (91 - 00)
Abserptien A (01 - 70), B (71 - 85), F (86 - 00)
Lerdlv Might A (01 - 60), D (61 - 85), K (86 - 00)
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Basie Swerd Abilities
Alse, Abilities fer Other Weapens

Intelligence Mental Pewer Cemmunieative Ability Special
l 6 Nene Ncmc

7
8
9
10
ll
12

01-15
16-30
31-40
41-50
51-60
61-70
71-80
81-90
91-95
96-99

00.._.........._...._................._.i

One Primary Empathy
Twe Primary Empathy
Three Primary Empathy

* Three Primary + Languages Speech *HigllE5t Intelligence [JUS-
As 10 + Read lvlagic Speech sible fer ether than Swerds,
As 1 1 + One Eiitrserdinai-y Telepathy Hammers, and A:-res.

Eiitraerdinary AbilitiesPrimary Pewers

Nete Shifting Walls and Reems
Detect Sleping Passages
Lecate Secret Deers
Detect Traps
See Invisible
Detect Evil and,/er Geld
Detect Metal and what kind
Detect Magic
Detect Gems (Number and Size)
Take Twe Rells
One Eiitraerdinary Ability

Tables A Threugh N

A: Wand Types
01 - 75 Wand (1 - 100 Charges)
76 - 90 Staff (2 - 200 Chsrsss) n; Winds K: Flags L: 2-e an
91 - 00 Sceptre (1 - 1000 Charges) Trumpet Banner Tapestry

01-10
ll-20
2]-30
31-40
41-50
51-59
60-68
69-75
76-82
83-85
86-89
90-93
94-95
96-97

98
99

Clairaudience
Clairveyance
ESP
Telepathy
Telekinesis
Telepertatien
X-Ray Visien
Cliann,/Held Persen 1/day
Levitatien
Flying
Healing
+1 - 10 Strength l/day
Invisibility (2 - 24 turns 1/day)
Speed (l - 10 turns l/day)
Rell Twice
Rell Three Times

Types ef Items 00 Rell en Table X en Cedified Weapen
Capabilities Tables

*i*~l-*-Ii-I-irliir -iiE 

Hern Pennant Curtain
B: Jewelry E: Cleak-Type Pipe Flag Painting

(Use Whatever Fits) Cleak Bullrearer Rug
Ring Necklace Rebe
Breech Earrings Cape I: Percussien
Bracelet Amulet lvlantle Drum
Gem Orb Bell
Pendant Other F: Gleve-Type Chime r,

C: Figurines Gauntlets
ldel Greaves .1: Strings _,-_
Figurine Lyre
Statue G: Feetgear Harp
Statuette Beets Lute

Gleves Cymbals

-‘C.
"'--._

-I--.iI='*

M: Centainers (Dry)
Small Bag
Large Bag

' Pack
Peuch
Saddlebags

;.;..--:-"-- Small Case
Large Case

‘Fig N: Centainers (Liquid)
Sandals Mandelin Wiflcflkilt

D: Headgear _ _ Bettle
{)1 - 49 Headband Fer All Centainers: If it makes any difference, 1 - 8 is Jug
41_ 70 Cap Small, 9 - 10 is Large. When desages are being censi- 51¢»,-in
71- 91] Helm dered, small can held up te three, large up te eight. Of Chalicg
91- 00 Tiara ceurse, a small ameunt ef petien may eccupy a large Mug
Pewer increases. usually. ius- Mf- A Dry Centainer with Feed inside Geblet

frem 01 - 100 Np - A Liquid Centainer with a Petien inside Vial
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SIMPLETO S TO

by Vic Mather

B

The tewn ef Yen Siha has been plagued recently by invasiens ef Arctic
creatures. Believed te be led by a mad yeung Wizard, the mensters have invaded
the sanctity ef the Temb ef Simpleten, an evil here ef the past, using it as a
headquarters. Lecal Merchants, fearful ef less ef trade, have effered 30000?
fer the head ef the Magic-User.

Judges Hetes

Simpleten's Temb is a shert adventure fer 6-8 characters ef lst thru 4th
Levels. If the characters are new, the Judge may'wish te supply them with a
map cf parts ef the Dungeen, a Magic Item, er a higher level "guide". The
Dungeen was especially designed as a challenging "first adventure" fer a large
greup, effering geed treasure te survivers. The trek te the temb is a %_days
yeurney frem Yan Siha ever relling hills and marked trails. Because the area
is well patrelled, generally ne strange enceunters will eccur. The initial
entrance te the temb is a weeden deer en the side ef a cliff and is easy te find.

DETAILS 0F THE GOBLIN STRUGGLE

Twe leaders, Blackheart and Depe, are vying fer pewer amengst the Geblins
in the temb. Each has several Geblins en his side. This turmeil is reflected
in melee in that ne Geblins ef differing factiens will aid each.ether, and en
any given reund there is a l in 6 chance that ene Geblin will attack anether
ef a different greup instead ef the player characters.

KEY T0 THE TUHBS 0F SIHPLETON
(Special Areas)

A) This used te be a pit but was filled in with.dirt because the cThmsy Geblns
eften fell in. It new appears te be a large meund ef dirt. Any leud discussiens
ef this pile will alert the Geblins in Reem 4

B) This water—fi11ed 15' stretch ef cerrider is 5' deep, just deep eneugh te
disceurage the Geblins frem venturing further. The under water secret deer will
enly be neticed 1 in 10 er if actively searched fer, 1-6. Remember that searching
fer secret deers under water can be hasardeus te ene's health.

C) Frem this peint until peint D, the temperature is 20°F.

D) Frem this peint en the temperature is 0°F. These net wearing apprepriate
clething fight at -2 te hit.

RODMS

1) This area is a vestibule te the teb eemples. There are 6 Suits ef Armer
en the walls. They belenged te Simp1eten's ancesters and were buried with him
when he had ne heir. The 3 sets ef Paltemail, 2 Chainmail Suits, and 1 Ring-
mail Armer, will fit these between 5'7" and 6'1" byt are censidered sacred in
tewn and these wearing them will be leeked upen with disfaver regardless ef
methed ef acquiring_the armer.
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2) A Goblin Guards: LE, HD:l-1, AG:6, Dam:1-6, Aligned with Boao, HTK:l, 2,
Aligned with.Blaokheart HTK:3, ?. They are debating the merits of the two leaders
fairly loudly. Eaoh has 5GP and there is a BUGP Gem hidden under one of the
four beds.

30 A Goblins fight here. LE, HD:1—l, AG:6, Dam:l—6, Boso aligned HTK:1, 2,
Blaokheart's HTK:A, 1. The fight is non—lethal oombat, but'will not stop when
the party enters. The-room.is dirty and dusty. l8SP are soattered on the floor
as a result of the brawl.

4) 3 Goblins of the Blaokheart group live here. LE, hHD:l-1, AG:1-6, HTK:l,
6, 4, Dam:l-6. They are ourrently in a oirole soheming to kill Boao. They will
be surprised on a roll of 1-5 if the party is quiet. Eaoh has 3GP. There are
straw mats in this room as well as bones scattered through the room.

5) This is the Goblin leaders area. On one side of the room.Blaokheart and
his Subohief, Tom: LE, HD:l—1, AG:6, Dam:1-6, HTK:A, 3, sit nervously. Gn the
other side, eyeing them, are Boao and his Subohief, Dope: LE, HD:1-1, AC:6,
Dam:1—6, HTK:?, 1. All four are'waiting for some word from the other Goblins
"who are supposedly having a vote. If intruders enter the four will try to run
to Area 6 and fight along side the Skeletons.

6) 3 Skeletons: N, HD:1, AC:?, 5, l, Dami1—6 serve the Goblins. They were
given as gifts by an evil Magic-User whom the Goblins onoe saved. A table and
A ohairs as well as a strange purple vase are in this room.

F) A small, young, sleeping Purple Dragon: N, HD:6, AC:A, HTK:l2, Dam:1-4/
1—A.2—l2, (foul smelling gas). Speoial ** If breath is saved against, no dam-
age is taken. The Dragon also has two Spells: 1Magio Missile and Fear. This
Dragon has been living in luxury, keeping the Goblins in oonstant fear. He
will bargain with the party, but will always greedily demand large sums of
treasure. Under no oiroumstanoes, however, will he join up with any group.

S) The Dragon's Treasure Room: 150UGP, 10 base 25GP Gems, and a Whistle of
Monster Summoning Ill is the entire hoard of this young Dragon. The Whistle
"will funotion as the spell only 5 more times. On the 6th and subsequent times
the summoned monsters will turn on the user.

9) A 3rd Level Monk: LN, HD:A, AC:S, STR:l5, INT:12, WIS:15, DEX:1?, CON:l3,
GHAR:S, HTK:9, Weapon: Hands (1-6). The Honk.has two pets, (Stirges), to pro-
teot him, N, I-[D:l+l, AC:8, I-ITK:4, 6, Dam:l—3 + Blood Drain. He will bargain
'with.the party but he likes living where he is and wll not move. He is looking
for volunteers to set up a monastary in the tomb.

1G) Monk's living area oontains mostly eheap furniture.

ll) This is a beat-up library of Simpleton;s books. Most of the books have
been devoured by rats but a few ean still be read. iMost of these are merely
old fiotion worth about l0UGP total.

12) .The Gave: Aoeessable only by the submerged Secret Door. Should the party
get in here, they will find 3 Gems worth 500, 335, and lDOOGPs eaeh. The floor
of this oave is very slippery and there is a 20% ohanoe of the first oharaoter
entering slipping and losing l-4 HPs.
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13) The office of the Library. Inside is a rickety desk, a few more books,
and some tobacco of charming. (When smoked it acts as the spell of the same
name).

14) This is the Tomb of Simpleton. Eventually he'will become a'Wight but
because he has only been dead a short time, he is a %‘Wight or a "Spite", HD:
2+2, AC:6, Dam:l-4, HTK:8. He has not yet acquired all of a normal Wight's
powers, so normal weapons will affect the spite, though at -5 to hit. Silver
and Magic Weapons hit normally. )Also the spite only has limited Energy Drain
powers, so it takes 2 hits for the spite to drain a level.

15) Simpleton's Treasure. A.large brown vase and several smaller trunks contain
1DOGGPs, 35UEPs, and SOOSP as well as a-+1 Shortsword. )A1so in the room is a
table, several rugs, and broken wood.

16) An injured Yeti: HD:A+A, Dam:Claws 1-6/1-6, HTK:12, lives in this snow
filled room, guarding the Wizard. He has been rewarded greatly and his treasure
includes 500GPs. ‘A Potion of Water Breathing is hidden under the snow in one
corner of the room.

17) This is the home of the Weather Wizard: LVL 2, CE, STR:8, IHT:l7, WIS:lA,
CON:1D, DEX:1U, CHAR:l5, HTK:3, AC:9. His real power lies in his Bracelet of
Winter Animal Control. He also has a-+1 Dagger and a-+1 Ring of Protection.
Elsewhere in this simple roo.is 230DGP and Potions of Treasure Findiag,and
Sweet Water. Spells now at his command are Jump and Burning Hands.

18) The Wizard's pet, a Lynn, HD:2+2, AC:6, Dam:1-2/1-2/1—A, HTK:9.

19) The storage chamber of the Wizard's Magical Books. .A glowing silver boa,
(value 15OGP), stores the books of the Magic-User. His Spell Book contains
Read Magic, Write, Find Familiar, Jump, Sleep, Burning Hands, Protection from
Good, Feather Fall, and Nystul's Magic Aura. There is also a Scroll with Knock,
Fireball, and Jump. Besides the boa, the room contains assorted Swords, Arrows,
and Military Gear.

WAHDERlHGiMONSTERS

1) 1-6 Giant Rats: HD:%,.AC:?, HTK:1, 3, 4, 2, 3, 1, Dam:1-3-+52 chance of
Disease per hit.

2) 1-4 Rats: HD:1/S, AC:lD, HTK:l, 1, 1, 1, Dam:1 + 20% chance of Disease
per hit.

3) 1-2 Sitrges: HD:1+1, AC:S, HTK:?, A, Dam:l-3-+ Blood Drain.

4) 1-2 Badgers: HD:1+2, ac=4, HTK:5, 6, Dam:1-2/1-2/1-3.
5) 1 Giant Badger: HD:3, AC:A, HTK:1D, Dam:1-3/1-3/1-6.

6) l—A Small Snakes: HD:h, AC:9, HTK:1, 2, 1, 1, Damiflll + Poison (+3 Saving
Throw).

WANDERIHG MONSTERS FACTS

Giant Rats and Rats frequently tunnel near the Dungeons and will sometimes
wander into the actual corridors. Small Snakes will hide in tiny crevaces and
speedily move to strike at feet or legs. Stirges live in the nearby forests
and will often go into the tombs to search for new victims. There is a Badger
Colony deep beneath the Dungeon and the more curious will venture to the cor-
ridors to look for food.
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BY MATT RINGS

lvIicro~computers are becoming a part of l in debugginga program).
everything, so why not D&.D'? l’m glad you feel
that way because that is exactly what this article
is concerned with, D&D programs.

First of all l didn't want a program to take
the place of the Judge, that would take all the
personality of the game away and would require
far too much time to write. So, the programs I
Fmally ended up with are just helpers for the
Judge. I don’t claim that they are terrific, but
they get the job done.

About the Programs
Program l is the treasure table in book

2, page 22. A little explanation is probably in
hand so:

Line # Information
l - 10 Preliminary stuff, data reading
90 Beginning of main program loop

100- 160 Treasure type input and conversion
of input to a number (P)

210 Beginning of five loops for each money
type

220, 230 Percentile check for each money type
240, 250 Minirnum and Maximum set for dice roll

260 Dice roll for “the number of each"
money type

2".-'0 Printing of number and money type
290 Rerun input

300- 395 Data

I hope that clarifies some things, but for a
better understanding of how it works, just run
through the program in your mind doing exactly
as the computer would do. (‘r’ou"ve also got lesson

,, ,/l///
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Program 2 is for those who want to create
their own treasure table. It allows the user to in-
corporate their own dice rolls and percentile
rolls. It and the other programs are self—explanatcry
using the self-stepthrough method. (Alot of "self",
eh?)

Putting it all together
Those of you with tape recorders for program

storage and retrieval will most likely want to con-
struct one large program using all your D&D
programs as subroutines. It is easily constructed
using a few small beginning statements asking for
the now subroutined program of your choice.
When you are through with that particular sub-
routine it returns to the beginning statements
awaiting your next input. Change all the existing
line numbers to new ones and remember to change
all of the GOTO and GOSUB statements to the
corresponding new line number. (Got that? Good.)
l‘m sure you can cope with any unforeseen disas-
ters...

A few last comments on Program 1. In line
100 when you are asked for an input, I hope you
realize your choices are limited to those included
under TS in line 2. (Al, A2, A3, Bl , etc.).

I wish more Judges would send in their
own programs, they would be much appreciated
by myself and others.

If there are any questions or if you would
like to swap some programs not necessarily con-
nected with D&D feel free to drop me a letter at
Judges Guild RR 3 Box 9, 1221 N. Sunnyside Rd.,
Decatur, IL 62522.

I hope at least a little enjoyment is gotten
from these because that‘s what they ‘re for.
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1 EL5IUIWT1k11:153;L${57 PRINT PLEHSE HHIT H HUNENT
2 LETT$="HlH2H;B1C1U1ElF1ElH1I1
E FURI=1TUq REHDL$(I? HEHT
4 DHTHCUPFEF EILVER UULBJGEHS JEHELRV
1E FURI=iTUli FURJ=lTU15 REHDT1uIJJJ HEHTT NEWTI
9E FURH=1TUlU@@

INPUT INPUT TRFE R$
C$=un T _“““

FURF=lTUEl5TEP¢
E$=HID$FT$»P@2)
IFR$=L$THEN2@BELSEHEHTF
IFR}E@THEH1@@
I1=fiR+1)H2
FURI=1TU5
Pi=RHU 139“
IFPl}TlflIlJI*37THENPRIHT NU L$£I? GUTUEBQ
L=T1€I1»I*i*EJ"1
H=T1fiI1@I*i"1?
R=RHD~H*L*+L
IFI{4IHEHFPIHTFF1@E@»L$flI3EL5EPRIHTR;L$kII

ififi
123
125
136
155
165
E66
215
29$
23$
E45
25$
25$
EFE
EEG
E99
EH6
31$
328
33$
34$
E55
35$
355
38$
E95
1fl€I I 1
-|- FI Q

1 DHTH CfiPPERJSILvERJGULDJGEH5JJEHELR?
EIHHKS) H{5}J5{5)JL1${5} FURL=iTU5 REHDL1$(L) HEHTL CLS

23 INPUT"NUNSTER T?PE"JH$ PRINT PRINT"PERCENTRGE5"
FUR P=1TU5 PRINTL1$(P} INPUT "JHKPF NEHTP

E2 FRIHT;PRIHT"DICE ROLLS‘
36 FURJ=1TU5 PRIHTL1$(J} INPUT‘ "¢H(J};S(J) NEXTJ CLS PRINT PRIHTH$
4% FURI=iTUq LETM=RND(1@) GU5UB1HB IFI=5THENEND

NEHTI
IFR}H(I)THEN2@B

113 LETH{I)=H(I)-1 LETC=RND(5(I3-H(I))+R(I)
IFI}3THEN14B

139 PRIHTLi$(IJ,C*1E@@ RETURN
FRINTL1$(I},B RETURN
IFIFETHENQRB
PRINT NU‘ L1$(I) RETURN
PRINT“NU“ Li$(I) RETURN

ifi

21'

59
188

129

14$
2&6
219
22$
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HEHTI
INPUT EU HGHIN#-TRPE H 1 Z9 IFZ9=1THENNEXTQEL5EEND
[:*|':I Eu 1: 6* 39.1 2.1 12; 6: 36: 56.: 6

DFTTF1‘ 1. 4.1 .=;E1 1.- 4 2”?’ 1, E JG: .LlEl.- 46» 59; I113 43» “IE1 If
U E1 F1 E1 Eh 5, FE!’ 5lZL- 113.- GEL ISEL 15.1 BEL» SE1
E ‘:19 l.~ I5 25; 1.1 L1} *5» 1’ I5» 25¢ 11- 6 E5
J. ELL J. 4.- IiEl.- Eh E; Eh 1.- 4 25; 1» 4.- 5
3; iEl.1 fl. 12 15, 1.; 5 GEL 11 Eh 39¢ 1.- Eh EIEI
15 5 l iE13EJiJ8J25Ji 1H 15,1116 ifi
U U E “B11511 id 4q E424 EHJEJL4 EB

E1 Eh B E1 EL 1I3.- -=1I3.- ?"5.» 3 1E1, E5» 1» 19, 11"":-
24 ¢9 1,1@@,5E;1H EEJF5 1J1@E;5@;l@,4B@5E
B U B H-U B U Begalfi SB 2:16 QB

DHTRH
DHTH1
DHTH1
DHTR1
DHTH1
DHTHH
BHTHE
DHTHE
BHTHB

H

PTOgrama#1

,_,/‘

1|-|—-

‘h

FTflgrama#2
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Prugram=#3

13 CLS:DIHZ(3iB)lLETD1'=B
29 PRINT:Il‘PUT"T'1'F'E IN Fl'~|'|' IEIG-IT BCIIJSES OR SLBTRFISTIEI-lS".=B2
39 PRIHT:F'RINT"T‘r‘PE IH I-EIGI-lTS(P£GFiTI'I'E TO SLBTRFIZT). 9999 TO FINISH"
4-B FlIRI=:1TU3B: Il'PUTZ(I) : IFZ(I )=9999Tl'El'E-B
59 LETD2=D2+Z(I):IFI=3BTl-EFPRIHTDZJ ISTHIT FIFIIH USIH3 THIS I-EIGHTIELSEIEXTI
6'-B LETD2=D2+B2:IFD2{35BTl'EIPRINTD2J IIIIRFII PINE 1.21!-I. /TLIIN. REFIZTICII I5 ilfilfi. TO BETTER"
7'3 IF(D2)349)FIO(D2(7N)Tl-EFFRINIIIDZJ 'l'EHW IIIVEIENT SIN. ITIRH. REFIIITIIIIII IS l"IIi’l'l=I.. PD EHSES
BB IF(D2)'699)FI'IJ'(D2(1B5B)T|-EIIPRINTD2! "ED FIWEPENT BIN. HTLHII. REFIIJTICII IS SLGEDI
99 IF D2I>1fl49 Tl-EIIPRIHTDQI "E 3 TO 4 IN. /TLRN. REFIZTICIIIS FRE EVERY SLUIEDI
1% FRI!"-lT:II'~PUT"DO '|'UU IIBNT TO HFLRZE FIIJTPER TIl'E(1=VES)"iE2:IFE2I1THEH2$ELSEEl'l3'

Prugram=#H

1 GL5 I
2 PRINT: INPUT " T\r'F'E IN HUVEIENT RFiTE".= Fl
3 P'RINT:PRIHT“EHF’LDRING".i Fli "FEET/IRDLIMTI CIR"; FL-'16; "FEET./SEGMENT"
4 F'RIHT:P'RINT“NFfl.KING Klfilfll-IH RlJUTE"iF|='l*5.i"FEET.-*’RElLl'I1IIl' ElR".=H#'5; "FEET;-’SEl3I‘1EHT“
5 PRINT PRIHT"RUHNIHG IS"sH*1B;"FEET/ROUND flR";H;"FEETfSEGHEHT"
s PRINT IHPUT"GU HGHIH(1=?ESJ";@;IFG=1THH2
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y name is, or rather was,
Jack Stern, and the story
l'm about to tell started
back in 195?. I was just

sixteen then, one of the older residents
of the Stamford Urphanage, growing
up in a world of half-fantasy, half-
reality. On my sixteenth birthday a
member of the staff had giyen me a
copy of J.Fl.Fi. Tolkierfs Lord of the
Rings Trilogy, knowing of my loye for
good fantasy stories. The part of the
book that impressed me most was the
thoroughness of To|kien's account of
Elyes. It seemed impossible at the time
that anyone could giye such e yiyid
description of a fictional race. I
searched my own collection of fantasy
for other stories about Elyes, and seen
discoyered that many of them were
yery similar to The Lord of the Hirlgs
in their description of the Elyen race.
Dyer the next few months, l haunted
bookstores searching for oth er accounts
of the fabled raee. Again, some of
them described Elyes in a manner net
unlike Tolkien. l seen became ob-
sessed with the idea that Elyes really
did exist; it was the only reason l
could come up with fer the parallel
accounts in fantasy.

Elyer the next year, I nurtured
and deyeloped my theory, always
searching for more proof - whether in
fact or in fantasy - that the Elyen raee
really did exist. Then, as the number
of fantasy stories being published di-
minished and peer group ridicule
increased, l shelyed my pet theory fer
later reference and tumed to more
conyentional obsessions.

All too seen my eighteenth
birthday rolled around, and I left the
orphanage to work my way through
college. For two years I was too
busy with my Botany major to eyen
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think about Elyes. Then in the summer
after my sophomore year, l picked up
my archery equipment and headed fer
C-anada’s Northwest Territory to do
some serious bewhunting. That was
the last time I saw human ciyilization
fer quite some time.

Being a former Bey Scout and
an experienced camper, I had little
trouble camping out in the Canadian
weeds for a couple of weeks. After
two weeks of sheeting nothing but an
occasional rabbit fer dinner, I decided
to try hunting in the dense weeds off
my map, in hopes that there would be
some good-sized deer or bear to hunt.
When the sun rose, so did I, and I
packed up my camp and headed for
the dense forest. It took me two days
of almost non-stop walking to get well
into the forest, and another day to
find a place suitable fer camping. I
set up my camp, and set out to do
some preliminary scouting around for
tracks and ether signs of game. As I
soouted about, I saw ahead of me the
figure of a small child walking slowly
through the weeds. I figured she was
lost, so I began to moye closer to see
if I could help her. Eyen though I
moyed as quietly as I could, she must
have heard me, fer she suddenly tumed
to face me. The sheer beauty of the
blonde, almond-eyed child stunned me
for a moment. Then a gentle breeze
tossed her hair back to reyeal a pair of
pointed ears. I would haye swom an
oath just then, but my lower jaw was
busy sinking toward my chest.

Before I could utter a sound, I
caught a glimpse of a pair of yellow
eyes moying toward us from the side.
l tumed, and found myself face to
faee with a huge grey wolf. The girl
took one look at the beast and belted
fer the nearest tree, but the wolf
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gaye chase. Seeing that the wolf would
get to the child before she could reach
safety, I raised my bow, drew, and
fired. Almost instantly, the beast
pitched forward into a heap, and the
girl scampered up a tree with incredi-
ble speed. I walked oyer to the wolf's
body, rolled it oyer to retrieye my ar-
row, and receiyed my seoond shock
of the day. My arrow was there, deeply
embedded in the creature's shoulder,
but there was also a second arrow in
the body, buried firmly in its skull!
When l tumed around to locate the se-
cond archer, i discoyered that I was
at spear-point. The wielders of the
spears were all brown-haired, almond-
eyed, pointy-eared men wearing light
armor and green cloaks. l also notioed
that one of them was holding a bow.

At that point, the girl-child
scampered down the tree and placed
herself defiantly in front of me. She
began speaking to the speapholders
in some language that I didn't recog-
nize. Then, as a final note, she gestured
up at me and said, 'IMellonl'I

I yented an audible gasp, for
“mellon“ is Elyish for-"friend", ac-
cording to Tolkien. The spear-tips
dropped a bit, and the Elyes holding
them stared at me expectantly.

“Yes,” I said, "Mellon". Then I
dropped my bow and belt knife at my
feet.

The Elyes put their spears away,
and one of them picked up the child.
Another Elf came toward me, picked
up my weapons, and examined them.
He stared at me for a few seconds,
then cocked his head in an attitude of
listening. Then, apparently satisfied
with what he heard, he handed me my
knife Ell'lCl bow, and motioned me to
follow him.

The eight of us walked in silenoe
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fer abeut three miles, when ene ef the
Elves burst inte seng. Une by ene, the
ethers ieined in, each ene adding a
new ceunter-rneiedy with a different
set ef lyrics. They centinued te sing
as we hiked deeper and deeper inte the
weeds, and I began te feel as if I was
being drawn inte the music itself. As
the painfully beautiful tune went ene,
I lest all sense ef time, directien, and
distance. Almest befere I knew it,
we had entered what ceuld best be
described as a perfectly cameuflaged
village, pepulated entirely by Elves.
As we walked threugh, the inhabitants
stared at me, mere with curiesity than
anything else. I was breught te a Ieng,
lew building with deuble deers, and
the Elf helding the child went inside.
Several minutes later, he came eut,
accempanied by an elder Elf.

"filly name. . .is. . .Arakane,"
said the eld ene haltingly. “It. . .has. .
. .been. . .a leng time. . .sinee. . .I have
speken with. . .a man.“

“My name is Jack Stern," I
replied. ”Take.yeur time."

"We are grateful. . .te yeu. . .fer
aiding my. . .grandaughter, Arlen, but
. . .in deing se, yeu. . .have breught a
great. . .preblem upen yeurself."

“What de yeu mean?“
“We nnetpermit yeu. . .te

leave here. fer yeu might. . .reveal eur
lecatien. . .te ethers."

“I swear that I will net tell any-
ene.“

“We cannet take the chance. . .
. .that yeu will de se. . .accidently. I
am afraid that. . .we cannet keep. . .
. . .yeu here. . .against yeur will, but
I hepe. . .yeu will cheese. . .te stay
with us.“

I eentemplated my eheiees. I
ceuld return te the werld ef my ewn
peeple, a werld in which I had ne
family, er I ceuld remain here and
spare the Elves the werry ef being
discevered, yet maybe never see Hu-
man civilizatien again. It was a difficult
cheice.

"There is anether reasen. . .why
we want yeu. . .te stay,"said Arakane.

“And what is that?"
“I den't think. . .that Arlen. . .

. . .weuId allew yeu te leave. She likes
yeu,” he said, smiling.

I leeked ever at the child whem
I had feund in the weeds, and smiled.
She smiled back, and blushed. I turned
back te Arakane.

“I will stay here,” I said.
Arakane smiled breadly, sheek

my hand, and then translated fer the
rest ef the Elves. Instantly agreat sheut
ef jey went up, and I was accepted
inte their village.

Frem that time en, life seemed
te have new meaning fer me. I was in-
vited te live with Aral-<ane's sen,
Chilbeleg. ene ef the Elves whe had
breught me te the village. My eriente-
tien te my new way ef life was te be
eenducted by Chilbeleg, his wife. and,
ef ceurse, little Arien. I seen learned
basic Elf-speech, as well as learning
swerd-play and spear-threwing and
participating in the Elves’ daily archery
practice. I reveled in every day, and
seen I was given my first Elven name
by Arlen.

I had spent a Ieng night just
walking in the weeds, and was in the
precess ef eversleeping, when I felt
semething tickling my ear. Figuring it
te be an insect, I slapped at my ear
witheut epening my eyes. I felt the
tickling again, then heard semeene
giggle. I epened ene eye, and saw
Arien standing nestt te my bed helding
a deve feather. I grewled at her play-
fully, and she giggled again and said,
“Time fer breakfast, Kalenl” when I
teld Chilbeleg hew his daughter had
addressed me, he began te laugh.

“She called yeu ‘Shining fine’,
and it's as geed a name as any,“ he
chuckled. “New sit dewn and eat,
Kalen.”

Se frem that time en, the entire
village knew me as Kalen. I centinued
my study ef the Elvish language, and
very seen had matered eneugh ef it
te jein in many ef the sengs that were
censtantly being sung. I traded in my
eld hunting bew fer an Elven bew, and

seen my archery skill rivaled that ef
the best archer in the village. I began te
study betany again, and I seen learned
the Elf-name fer every green, grewing
thing in the ferest. I alse learned that
the reasen ne ether men had stumbled
upen the village is that there is an en-
chanted circle areund it, the enchant-
ment being designed te make intruders
decide te gp a different directien. We
all wendered at this, fer when I had
feund Arlen wandering, she had been
inside the pretective ring. In ether
werds, the enchantment had apparent-
ly had ne effect en me.

As my “training” advanced, se
did my skill with spear and swerd. I
began te hunt fer feed with the ether
men in the village. Everyene was sur-
prised when it was discevered that I
ceuld meve threugh the weeds almest
as silently as an Elf.

One day. Chilbeleg came te me
with a very serieus leek en his faee.

“lialen,” he said, “the questien I
arn geing te ask I de net ask lightly er
witheut reasen."

“What is it?" I asked.
“De yeu have Elven bleed in

yeu?"
I stared at him. My having Elven

bleed weuld certainly Eitpiilifl a let ef
things: My skill at archery. bew, and
spear; my quick mastery ef the Elven
language; my interest in betany and
leve ef the eutdeers; my ability te
stalk and hunt like an Elf; my ability
te pass threugh the enchanted circle.

“I den't really knew," I replied.
“ls there seme way we can find eut
fer sure?“
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“Perhaps. All Elves have a racial
memery. er knewledge that is in-
herited rather than learned. Certain
peeple in the village can scan yeur
rnind ef this racial memery. and if
yeu have ene, they can trace it back te
yeur Elvish ancesters."

“When can we begin?"
"New, if yeu weuld like.“
Chilbeleg teek me te ene ef the

elder Elves in the village, and teld
him ef the idea. He agreed te de the
mind-scan. He sat directly in frent ef
me, teek my wrists In his hands, and
clesed his eyes. Seen I felt my eyelids
dreeping, se I clesed them. I saw my
life run quickly backward te the peint
ef my birth, and then beyend! Me-
meries I sheuldn't have had fleeded
inte my mind like water ever a breken
dam. The scenes sped up until they
were merely a blur in my mind. Sud-
denly, they stepped. I heard the eld
Elf say te Chilbeleg, “He dees have
Elven bleed in him. His ancesters
married Elves net ence, but three
timesl Yeu had better take him heme
new, fer he needs rest.“

I felt myself being lifted frem
my chair, and remembered ne mere
until the nekt merning.

When the news ef my Elfheed
get eut, a great party was held in my
hener. Altheugh the feed was superb
and the peeple warm and cheerful, I
was in.lew spirits. Arakane neticed
this and asked my why.

“The mind-scan did mere than
just determine my lineage," I said.
“It alse reminded rnc ef all ef the geed
things that happened te me befere I
came te the village.”

“De yeu wish te leave us, then?"
he asked.

“Yes. I have grewn te leve this
place and the peeple in it, but I still
feel the need fer human eempanien-
ship."

“De yeu realize that if yeu leave,
yeu cannet return? We cannet risk
semeene fellewing yeu.”

“I de realize it. but l’m afraid
that enly geing back will cure my
hemesickness. Say geed-bye te Arien
fer me, weuld yeu? I den't think I
eeuld face her myself."

“I will. Farewell, Shining One.“
he said. I sheek his hand, and then
went heme te pack.

I left that evening, and even
theugh my heart was heavy frem
leaving my adepted heme, I felt a
measure ef anticipatien at geing back
te Human civilizatien.
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What I feund when I reached
New ‘ferk was net what I had expected.
Ely my reckening, I had been with the
Elves fer feur years. Aceerding te the
calendars, hewever, it was new I973 -
a lapse ef almest twenty years! My
first erder ef business. I decided, was
te get seme meney. As luck weuld
have it, there was an archery teurna-
ment ceming up, which I entered.
The ether entrants in the teurnament
were very geed, but they were ne
match fer a Half-Elf wielding an Elven
Lengbew. When the centest was ever
and I had pecketed the prize meney,
a fat man with a smelly cigar came up
te me and said, “Eley, it's tee bad
yeu can't be in the Olympics in 1980.
We'd beat them damn Russians fer
sure!”

I ceuldn"t believe it; the Olym-
pics being used as a pelitical war
rather than being just a meeting ef
athletes?

After finding a place te stay. I
went eut te find a regular jeb. I fi-
gured that, with my skill and knew-
Iedg-e ef betany, it weuld be ne
preblem te land a jeb with a gardening
firm. But everywhere I went, it was
the same. Either I was teld I eeuldn't
get a jeb witheut a unien card, er I
was turned avvay because they theught
I was a fereigner II new speak with a
definite Elvish accent).

I began leeking up my eld cel-
lege friends fer help. That idea didn't
werk, either. Ivlest ef them believed
that they hadn't heard frem me be-
cause I just didn't feel like writing te
them. Clthers turned me away because
they ceuld sense that I was different.
The rest refused te believe that I really
was Jack $tern that they knew in
cellege II was legally dead, yeu knewl.

Te werk eff my frustratiens, I
denned my walking garb, slung my
hew ever my sheulder, and went fer
an evening walk in Central Park. I
neticed that the air was net sweetened
by the presence ef trees. Net enly did
the air stink, but three different men
tried te mug me. "r'eu've prebably
read the newspaper stery abeut three
men feund in Central Park, all having
been killed by an arrew in the threat.

I was thereughly disgusted.
Where the Elves had accepted a tetal
stranger inte their village immediately,
the se-called “civilizatien" ef Humans
had tetally rejected ene ef their ewn
children. Sickened by this ireny, I
turned my back en the Human raee
and meved back up te the hlerthwest
Territery, far frem beth the Elves and
civilizatien.

My seclusien was shert-lived.
That winter, en ene particularly bitter
night, a snew-white ewl flew right inte
my cabin deer. I epened the deer and
breught the bird inside. When it be-
gan pecking at its leg, I saw that there
was a pieee ef parchment tied te it. I
unwrapped the nete, which reed:

Kalen-we are in desperate need
ef yeur help! Packs ef starved welves
have been attacking eur village and
ether Elven villages in the territery.
In an effert te cembat the welves,
several villages have banded tegether.
but it is te ne avail. Please Hurry!

Chilbeleg

Instantly I gathered my be-
lengings and headed fer the village.
Anyene whe fellewed me deserves te
find the village, because the speed at
which I traveled was beyend mest men.

When I reached the village, I
was greeted with carnage the likes ef
which I had never seen befere. Almest
everywhere there were welves feeding
en the carcasses ef peeple I had knewn
and leved. With a bellew ef pure.
unbridled rage, I drew my swerd and
charged right inte the nearest greup ef
welves. I swung fiercely, here piercing
a welf’s heart, there cleaving a head.
Other greups ef welves heard the
seunds ef battle and rushed ever. I
met them gladly, knewing nething
but pure destructien in my berserker
fury.

I had killed perhaps ferty ef the
beasts and saw ne mere, when I heard
a scream. Flushing teward the seund, I
saw an enermeus grey welf chasing
twe Elf-maidens. My heart leapt when
I caught a glimpse ef the smaller ene--it
was Arienl In my madness, I drepped
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cellapsed in a snew bank, cevered
with bleed, beth my ewn and the
welf's.

Chill;-eleg with several bandages en my
arms and bedy. As I lay there thinking
en what I had dene, the deer epened
and in walked a gelden-haired beauty,
whem I recegnized as the girl whe had
been with Arlen at the time ef my
battle with the welf.

and smiled a dazzling smile. Then she
bent ever and kissed me.

my blade and charged straight at the
welf. It saw me ceming, and changed
ceurse te meet me. The welf leaped
and tere a leng gash in my arm. In
answer, I grabbed It by the threat, and
we relled areund en the greund. Fi- '
nally, I ended up en tep ef the beast,
threw a chekeheld areund its neck, r
and tere its head cempletely eff. I /

I
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I weke up in the heuse ef

"Awake at last, I see.” she said.

“What was that fer?" I asked.
“Fer saving my life and my

ceusin's life."
“Arlen is yeur ceusin?”
“"|’es. My name is Finlaurendil,

and I'm Chilbeleg's niece. When eur
village was attacked by welves, we

The ‘eath
by ...odcl

Kaiard was a large man in his late twenties
with leng, dark hair dewn te his back. He strede
tall amidst his Dwarven friends, even with ether
humans, because he was a Human Giant ef eight
feet tall.

He and his friends were tracking a band ef
Ores threugh a deep valley.

Upen entering the valley, they saw the large
band, with the fnes rearing and the disgusting
eder ef burning flesh. Kaiard pletted eut an
ambush.

The Dwarves split inte three greups and
Kaiard, with a few geed men, led them frem
a narrew passage te the rear ef the band where
he stepped, abeut 100’ frem the Orcan tribe.
With a lend war-like scream, he ran tewards
the center ef the tribe. The Dwarves streamed
dewn-the valley in great anger, swinging their
Axes, Swerds, and Merning Stars, killing Ores
with ene blew.

l_  
...-A-_. l

meved here. We theught that it weuld
be safe, but feund that this village had
the same preblem. That is, until yeu

lj shewedup."

Finlaurendil laughed.

then winked and went eut.

bey.

/ffjiassM
back ef the third velume.

Human raee, I thumb my nese
atyeu.

Kalen

ell
.....amost

Kaiard ran fer the great Chief, slashing at
Ores with his mighty gelden swerd, Clenus.
He met eye te eye with the Chief, seeing fear
in the eyes ef his enemy. Abeut 10 Ores were
between the raging giant and the Orcan Chief.
They grabbed his arm and steie his swerd. He
sheek them eff and ran fer the Chief, leaving
the swerd back.

The Chief blindly thrusted with his large,
Twe-Handed Swerd, striking Kaiard. He backed
eff slightly, trying te disledge the swerd. His
hands gripped the bleedy handle, and falling
slewly, teek a desperate swing at the Chief.

Kaiard saw red threugh his clesing eyes;
he fell. He felt a large bedy fall en his and a
warm sensatien en his arm. Then he felt mere
different then he ceuld ever imagne. He felt
a new sensatien, strength returning. He fell dewn
ence again and bit the dust ef the earth until
he breathed ne mere.
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Just then the deer burst epen,
and Arien came racing inte the reem

“I<ZaIenI" she yelled, landing
neat te me en the bed. I sighed, and

“l’ll see yeu later,“ she said

As I fended eff the affectiens
ef my adeptive sister, I theught back
te a time when a man named Telkien
gave a dream te a sixteen-year-eld

Well, that's my stery, fer better
er werse. It is written in Elvish be
cause I ne lenger remember hew te
write in English--I have turne_d my
back en the entire Human race Ithis
deesn't include deveut fellewers ef
Telkien, fer they're all Elves at heartl
All it will take is semeene whe has
read The Lerd ef the Rings te trans
late this stery, using the chart in the
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Theugh already teday there are numereus predic-
tiens that there will be a cemputer in every heme, te date
in Traveller there is little reference te cemputers being used
ether than in Gevernment, Military, and Ships. Extepela-
ting frem teday's trends, it seems valid te predict that there
is at least the Iikeliheed ef seme type ef cemputer being
present even in nen-business lecatiens. Such a devise weuld
be extremely useful te many types ef individuals.

A mini-cemputer weuld be feund en planets with a
tech level ef ? er abeve. This is net a sephisticated cempu-
ter such as is feund en a starship, but rather semething
cleser te what is available teday fer heme use. Such a unit
weuld be affected by the stresses ef Jumping and se are
net usable en ships capable ef interstellar travel. A suitable
cemputer stere is 00% likely te have seme sert ef mini-
cemputer available at any time. The sephisticatien ef the
unit weuld be a functien ef the tech level ef the planet.
The cest ef the units weuld average a mere 10,000 and is
deubled fer each pregram the unit is able te run cencur-
rently up te a maximum ef feur. (i.e. a unit with a capacity
ef twe cests 20,000; three 40,000; and feur 80,000 credits.I
Mini-cemputers capable ef three er feur functiens are enly
available en werlds with a tech level ef 10 er greater.

The standard unit available includes beth a screen
and a printer. Fer CFI 1,000 a battery pack is available that
will ensure yeu unit functiens fer up te six weeks in the
event pewer is cut eff. Pregrams are changed by a precess
similar te that used in a starship. In size, the mini-cemputer
weuld be perhaps 1' square and weigh 20 te 25 peunds. It
weuld be sensitive te almest any ferm ef attack by energy
er-slug weapens, but weuld held up fairly well te expected
damage Ii.e. being drepped). In very high technelegy werlds
there is the pessibility that vehicles ceuld be equipped with
a variatien ef these units. Increasing their cest significantly
ef ceurse.

Un certain planets all cemputers seld may have been
emplanted with menitering devices that will enable a central
cemputer te detect at least the mest flagrant abuses ef their
abilities. Flemeving these devices ceuld alse lIl'iggEI' an alarm.
It is alse pessible that terminals eeuld be purchases that
weuld allew a sert ef timesharing en central cemputer
units en seme planets with streng central centrel. The acti-
vities ef these weuld alse be clesely menitered and in many
cases the use ef persenal cemputers instead weuld be banned
Ifer either cemmercial er security reasens}.

A wide variety ef seftware is available fer these
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units. Mest can be purchased cemmercially, but seme is
ef dubieus legality and may be mere difficult te ebtain. In
mest cases a specialized use weuld require the additien ef
mere hardware te the basic unit. Listed belew are several
ef the mere cemmenly desired pregrams with their effects,
cests, Iikeliheed ef availability, and the cest and nature ef
any hardware needed. Ilf the pregram is available the hard-
ware is assumed te be purchasable threugh the same seurce.I

Heusekeeping I: 100% available, CH 100. Appli-
ances made en tech levels high eneugh te preduce mini-
cemputer are made cempatible. This pregram dees basic
heusekeeping cheres, alarms at set times like an alarm
cleck, turns en lights, takes recerded phene messages, and
mest similar heuseheld cheres.

Heusekeeping II: 100% available, CH 300. This pre-
gram is capable ef all the Heusekeeping ene has and alse is
capable ef fairly detailed feed preparatien, heusekeeping
fer extended perieds unattended, and seme recerd keeping
and cealating.

Flecercls I: 100% available, CFI 200. This pregram
will enable yeur unit te keep and recall ledger type recerds,
phene numbers, lists, etc.

Flecerds II: ?5% available, CFI 500. This pregram
allews a fairly sephisticated sterage ef data and is ceded
se that it can enly be accessed with a user cede.

Scrambler: 50% available, CH 1,000. This pregram
will scramble any infermatien entered inte the cemputer se
that any tapping it witheut the cerrect key entry will recieve
gibberish. A very sephisticated unit is required te break a
scrambler cede, these units capable ef deing se are nearly
all centrelled by the gevernments.

Cem$cram I: ?5% available, CFI 1,500. Twe units
cennected by a CemScram in each are capable ef scram-
bling and then reserting any data exchanged se that it can-
net be intercepted witheut great effert and facilities. It
is necessary that a cerrect cede be entered inte beth units
befere the exchange begins. A Scrambler Cemm unit is
needed at CFI 5,000.

CemScram ll: 25% available, CR 5,000. Operating
similarly te CemScram I, this mere sephisticated pregram
alse cendenses the signal and sends it as a pulse. This makes
interceptien difficult when radie rather than line trans-
missien is used. The Scrambler Cemm unit fer each end
cest CH 20,000. Fladie equipment fer sending the signal
is the standard type.

Intruder I: ?'5% available, CFI 2,000. This pregram



will sound warning signals, send phone messages to the
authorities, and take whatever other passive actions desired
if an intruder enters a designated area. An intruder will be
any moving object greater than 2” in anv dimension. Two
tvpes of detectors are commonlv available: Sonic and
Hadar. The Sonic is considerably less e:-tpensive. CH T50 per
unit, but can be jammed or bvpassed bv devices available
illegally. The Radar tvpe unit is much harder to bypass and
is favored where finances allow. It costs CH 5,000 per unit
and is often found in commercial establishments. intruder
I can handle up to three separate detection units.

Intruder ll: ?5% available, CH 5,000. This program
includes all of the functions of Intruder I and also is capa-
ble of handling up to ten separate detections units and giving
a visual representation of the nature and location of anv
intruders detected. Detections units are needed as above.

Intruder Ill: 40% available, CH 25,000. This is a
verv sophisticated program which does all of the other ln-
truder functions and is also capable of two more. This
program enables the computer to distinguish up to three
individuals bv their form, encephagraphic patterns, ete.,
as friendiv and ignore their presence in an area being pro-
tected. This program can also be set to onlv react to certain
individuals, if sufficient information can be attained upon
them. It can also be set onlv to react to such things as a
figure holding a weapon shaped object, etc. This program
is often used in the personal offices of powerful officials
and leaders. The additional detects needed cost CH 10,000
per 20' ts 20’ area to be protected.

Intruder IV: 20% available. CH 30,000. This pro-
gram has all the features of the other Intruder programs,
but is capable of a limited response to an intruders presence.
lf available comrnerciallv, the unit will only be able to
dispense a sleep gas when tripped. If purchased through less
savorv channels, a more deadlv response can be activated.
This could include poison gas or even preprogrammed
laser fire. The auto fire unit costs CH 2,000 commerciallv,
and three to ten times this illegallv. The sleep gas costs
CH 200 per capsule and is set up so that it can onlv be
activated bv the Intruder IV program.

Copier: 15% available, CH 10,000 to 30,000. This
program is rarelv available legallv. Clriginallv developed to
allow the close studv of fragil documents, this program
makes an exact copv visuallv of anv document placed un-
der a special scanner. These forgeries, or copies depending
on their use, will pass casual inspection and tend to be of
better qualitv than hand made versions, ei-tcept bv experts.
A close inspection with anv tvpe of magnifving equipment,
even a small glass, will c|uicl<lv reveal the nature of the
document. The qualitv of the copv can be enhanced bv a
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forgerv skill, but is limited bv the abilities of the devices
used. A true master forger can easilv produce a better pro-
duct. The copv is made on whatever paper is inserted and
most government forms are on papers of a special tvpe
similar to how paper monev is handled todav. Scanner-
Copier costs CH 30,000 or more.

Truth I: 15% available, CH 5,000. This program will
make a mini-computer capable of acting as a crude po!v-
graph. When the individual is hooked up to the measuring
devices the computer will judge as to whether the response
was true. If the individual demonstrates that a false re-
sponse was given then a light flashes. This program can be
deceived and anv individual attempting to do so has a 20%
chance of controlling their reactions to a question. Further
10% of the time, this program will produce a false response
to a truthfully answered question. Sensors cost CH 3.000
and must be attached to the individual.

Truth ll: 10% available, CH 50,000. This program is
normallv onlv available to government agencies. It acts as
above but an individual onlv has a 10% chance of fooling
the svstem and there is onlv a 5% chance of an error in
interpretation giving an inaccurate false. Sensors are also
used.

Truth Ill: 5% available, CH 00,000. This program
acts as above in Truth ll, but is capable of interpreting
signals from remote devices. This means that there is the
possibilitv that an individual could be checked without
their knowing it from hidden sensors. These sensors are
verv sensitive and can onlv be focused on one spot {such as
a carefullv placed chair}. Large commercial corporations
have been known to use such devioes to give them an edge
in negotiations. Someone with both Med I and Electronic ll
are needed to place the sensors. if they can be found, such
sensors cost upwards from CH 100,000.

There are manv other possible programs available
of more specialized natures. lvlanv of the offices and homes
of the wealthv and powerful contain several of these small
units for a varietv of purposes. Those obtained on the
blackmarket should have a greater likelihood of malfunc-
tioning (2 - 0%} with normal programs and double that with
self-produced or other untested programs vou might pur-
chase. All units would have a 1% chance of failing to
function or functioning erraticallv for everv vear over 10 it
is old with this also doubled for "unusual" programs.

Bv the careful use of the abilities of these small
computers, a whole new aspect to the risks of crime in the
future can be added. Futher, these units can serve as excel-
lent vehicles for the Judge to transmit information he
wishes to impart to the plavers.
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est PACIFIC ORIGINS 1931 est
* DUNGEON MASTER/REFEREE SIGN-UP SHEET if

If you would like to be part of the operation of the 1931 PACIFIC ORIGINS Convention
(July 3,4,8i5 at San Mateo, Calif.) by running an "Official" Fantasy/Science Fiction adventure
at the convention, please fill out this form (or a copy of itl and mail it to

PACIFICON - P.Cl. Box 5333 - San Jose, California 95150

Persons running "Official" games will receive free ao'rni'ssi'on to the 1981 Pacific Origins
Convention, based upon the following schedule
Player hours run Admission
16 to 4? hours 1 Day free admission
48 to 95 hours Free admission to the entire convention
90 to 143 hours Free admission for yourself and 1 assistant to the entire convention
144 + hours Free admission for yourself and 2 assistants to the entire convention

To calculate your player hours multiply the number of players you will run by the number of
hours of the run. If you are running more than 1 adventure add the times together for a cumlative
total hours. Tournaments are run on a different basis, we will inform you if need be on them

NAME Phonel l
ADDRESS A e
CITY /STATE /' ZIPCODE 
Accuracy:
P = Pure game, follows the publishers rules to a 90%-+ accuracy.
V = Variant, personal modifications, accuracy ?5%+.

CHDIII

You may run from 1 to 4 adventures, fill out the spaces below for each adventure
ED Bi D, etc.l Accuracy hlo. Players Ho. Cl'ia=ractors.iPlayer Levels lslijl ‘ijé. i_enhgtl‘i|___lhoursl Title of Adventure

 

 

 

 

 

Would you like to aid in running a tournament? .___.__
Would you like to run a tournament ? . . (On a separate piece of paper give a full description

of your tournament, and how you will run it and award prizes.)
Smoi'<ing.'
____ YES. you DD, if the players don't like it, tough.
_._._. NO, you DON'T, and you DON'T like smoke, if the players don't like it tough
- DON'T CARE, you don't but are not paranoid about smoke, you will allow (some) smoking

= Base, many personal modifications, uses rules as a starting base, accuracy 50911.-.+
= General, a personally developed system that generally uses the format of an existing game
= Original, a personaily developed game that follows no existing game system

 

 '

 

 .

under your control. (ie. 1 cigarette at a time, no cigars, etc.)
Preferred Day/Time is):

Using numbers from 1 to 10, with 1 being the day/time you most prefer indicate when you would
most desire to run your adventurelsl. lf you have offered to run more than 1 adventure you may elect
to designate them 1A, 3C, etc. You may use a number more than once. We will try to give you what
you desire, but it may not always be possible.
 l£Lfl  flLJ§Al_ SllNDAY(-01135-1
10 ami 10 pmi 2 am__. 2 pm__._. 2 am _..__
2 pm______ 6 am__ 0 pm___ 6 am __
0 pm.___. 10 am__ 10 pm___ 10 am?
__._._ Check here if you want a ND SMOKING room and you don't care when you run We will still try

and give you the timelsl You desire.
Thank You Michael Mayeau Fantasy Director
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The following is a detailed description of a melee fought using the Runefiuest Combat and Magic rules. lt would be best
understood by those with a copy of Runefluest {second edition} and Cults of Prax. The article was written. hopefully, to aid
in understanding some aspects of the Ftunefluest game system.

The Situation

A small band of Trolls and Trollkin have decided to raid the outskirts of an Elven Forest. As it happens, they have
selected a section of the forest which is defended by an Elf, three Runners, and a Human friend [who happens to be a Rune
Priest of the Hu'makt cult}. The Elf is a Rune Priest of Aldrya and the Mistress Hace Troll is a Rune Priestess of liyger Litor.

The statistics for the beings are as follows:

MISTRESS RACE TROLL IA on mapl 1-4 Right Leg Ti?
STH 25 CON 1?SlZ 19 INT 15 POW 10 DEX 13 CHA 1? 5-0 Left Leg ii?
Lead Maul (2DS+2D5l 95% SH 4 Parry I15) 90% 9-11 Abdomen Iii? -_-
Spells: Bludgeon 4; Repair; Demoralize; Dispell Magic B; 12 Chest ?iB -:

iifi
H5
Ti?

as\\
lKnown by Allied Spirit in Maul) Healing 5; Disruption; 13-15 Right Arm
Protection 4 15-18 Left Arm I L,
Hune Magic: Shield 4; Multispell 1; Medium Shade; Blinding 19-20 Head ‘.10
Skill: Spot Hidden sex Total Hit Points . . .20 l
Defense: 15%
Allied Spirit: INT 11; POW 22

MI-

DARK TROLL {B on map) 1-4 Right Leg EH5 H;
STR18 CON 11 SIZ 13 INT B POW 13 DEX 12 CHA15 515 Left Leg 5i5 T
Maul l2D8+1D6l 55% SR 5 Parry 1151 50% 9-11 Abdomen 5i5 ..
Spells: Bludgeon 3; Healing 2; Disruption; Derrioraliae 12 Chest fiifi
Defense: 0% 13-15 Right Arm E"ii4

5i4is-is Left Arrn -.
19-20 Head fii5 y‘ fi___,....

Total Hit Points . . .13 " ;¢

TROLLKIN {C on map} 1-4 Right Leg 3i3 $3 -A
are 10 con seize INTBPOWB oisx 11' CHAS s-e Left Leg sis lg
Mace l1D6+2} 25% SR e Parry i201 sex e-11 Abdomen 3/3 '
Spells: Healing 2 12 Chest 3i4
Move: 5 Defense: 0% 13-15 Right Arm §__a_f__,g._.--"'..-|E_;'.,f.f /312

15-15 LeftArm 3i2 I’ I __ __ _ 0
19-20 Head 4i'3 C
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TROLLKIN lO on map} 1-4 Right Leg
STH 'l5CON 10512 'l2ll'ilT 10 POWQDEX 13 CHA5 5-3 Left Leg
Maoe l1D6-I-2} 35% SR 6 Parry 1201 35% 9-11 Abdomen -
Spells: Disruption 12 Chest
Move: 6 Defense 10% 13-15 Right Arm

16-19 Left Arm
19-20 Head

Total Hit Points .

TROLLKIN lE on map] 1-4 Right Leg
STRSCON 12SlZ9|NT11POW?DE)(11CHA9 5-9 Left Leg
Spear l1D6+11 35% SR 6 Parry 1151 35% 9-11 Abdomen
Spells: Bladesharp 1 12 Chest
Move: 6 Defense: 0% 13-15 Right Arm

16-19 Left Arm
19-20 Head

Total Hit Points .

TRDLLKIN IF on map] 1-4 Right Leg
STR11CDN9S|Z12lNT?PDW9DE)(10CHA6 5-9 Left Leg
Spear l1D6+1} 30% SR 6 Parry I151 30% 9-11 Abdomen
Spells: Disruption 12 Chest

13-15 Right Arm
16-19 Left Arm
19-20 Head

Total Hit Points .

RUNNER (1 on map) 1-4 Right Leg
STR 6 CON 10 SIZ 9 INT 10 POW 12 DEX 12 CHA 9 5-9 Left Leg
Whipstick l1D5l 35% SH B Parry (101 30% 9-11 Abdomen
Move: 519 in trees Defense: 0% 12 Chest
Spells: Healing 2; Mobility 13-15 Right Arm

16-19 Left Arm
19-20 Head

Total Hit Points .

RUNNER 12 on mapl 1-4 Right Leg
STR12CDN1?SlZ?lNT11'POW9DE}{'l6CHA5 5-9 Left Leg
Whipstick l'lD6) 45% SR 6 Parry (101 40% 9-11 Abdomen
Move: 519 in trees Defense: 15% 12 Chest
Spells: Healing 2; Disruption 13-15 Right Arm

19-19 Left Arm
19-20 Head

Total Hit Points .

RUNNER 13 on mapl 1-4 Right Leg
STR10CDN16SIZ10lNT11PDW9DE)(16CHA11 5-9 Left Leg
Whipstick l1D6l 40% SR 6 Parry 1101 35% 9-11 Abdomen
Move: 519 in trees Defense: 5% 12 Chest
Spells: Healing 2; Befuddle 13-15 Right Arm

16-19 Left Arm
19-20 Head

Total Hit Points .

ELF I4 on meal 1-4 Right Leg
STR 12CDN 12 Sl2?lNT16 POW 19 DEX 15CHA 15 5-9 Left Leg

Copper Staff l'lD9l 75% SR 4 Parry 1151 75% 12 Chest
Move: 9 Defense: 15% 13-15 Right Arm
Spells: Multimissile 4; Speedart; Fire Arrow; Harmonize; 16-19 Left Arm
Extinguish; Invisibility; Repair; {known by Allied Spirit) 19-20 Head
Healing 6; Protection 4; Disruption Tntal Hit Paint; g
Rune Magic: Arrow Trance; Shield 4; Multispell 1
Magic: 9 point Power Storage Crystal
Allied Spirit: INT 11; POW 14

314
314
314
315
313
313
414
. 1 0

314
314
314
315
313
313
414

..11

313
313
3/4
314
312
312
413
. .9

014
014
014
015
013
013
014
. 1 0

016
016
015
01?
015
015
016
. 16

016
016
016
017
015
015
016
. 1 6

214
214
414
215
213
213
514

..12
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HUMAN I5 on map) 1-4 Right Leg

Iron Broadsword l1D9+1+1 D4} 95% SR 5 Parry 130} 95% 9-11 Abdomen

916
STH15CON15SlZ12lNT14POW19DEX1?CHA14 5-9 Left Leg 916

916
91?Move: 9 Defense: 55% 12 Chest

Spells: Protection 4; Bladesharp 4; Healing 6; lknown by 13-15 Right Arm 915
Allied Spirit in Sword} Strength; Ignite; Dispell Magic 4; 16-19 Left Arm
Demoralize; Befuddle 19-20 Head

9,5 /'75:: £5
915 Es»0.yz'? O/veRune Magic: Shield 4;Severe Spirit; True Sword Total Hit Points . . . 16

Allied Spirit: INT 9; POW 19

The Battle

As the situation unfolds the Troll party is moving towards
the woods. The Elf party is concealed in the woods. The
battle begins when the Elves spot the Trolls. The Trolls
have not yet seen the Elves.

Melee Round One

1} Statement of Intent: The Elf and the Human will cast
defensive spells while the Runners hold their position.
The Trolls, being unaware of anything out of the
ordinary approach the forest as before.

2} Movement of Non-engaged Characters: The Trolls are
moved fonivard the appropriate distance.

Resolution of Attacks:

3} Strike Rank 1 and 2: Nothing happens.

4} Strike Hank 3: the Human's Spirit casts a Protection
4 while the Elf's Spirit casts a Protection 4. Each of
these spells has a 95% chance of success las no one is
attempting to resist them}. The Spirits roll 42 and 23
{on percentile dice}, so the Protection spells work.

5} Strike Rank 4: The Human attempts to cast a Shield
4. He rolls a 9?. That means that the Shield spell was
not cast properly. It must be crossed off the character's
spell list but it does not take effect.

6} Strike Rank 5: The Elf attempts to cast a Shield 4
and rolls a 34, so the spell works.

Note: lt might help at this point to clairfy how to calculate
the Strike Rank at which each spell is cast. As each of the
four spells used 4 points of Power, they each (according to
the "Strike Rank Table") use 3 Strike Ranks for that. Size
and weapon length are not relevant to the casting of spells.
The final consideration is the Dexterity of the casters. Both
Spirits have a Dexterity of 20 which adds no Strike Ranks
so their spells go off during Strike Rank 3. The Human has
a Dexterity of 1?, which adds 1 Strike Rank (spell goes off
in Strike Rank 4} and the Elf has a Dexterity of 15 lspell
goes off in Strike Rank 5}.

'1} Strike Rank 6 through 12: Nothing happens, how-
ever, at the conclusion of the Melee Round, the judge
decides to allow the Trolls a chance to spot the Elves
by making a "Spot Hidden" roll. The roll is a 1'4. As
the Mistress Race Troll has a ?5% chance to Spot
Hidden, the roll is a success and the Trolls have seen
the Elves.

9}
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Bookeeping Phase: Each of the two Spirits who cast
spells must deduct 4 points from their current Power.
Furthermore, both the Human and the Elf must cross
off their Shield 4 spell. The Mistress Race Troll should
put a check by her Spot Hidden ability to indicate a
successful use of that ability.

Melee Round Two

Statement of Intent: The Elf will cast an Arrow Trance
on himself and shoot at the Dark Troll. The Elf's Spirit
will cast a Multispell 1 and shoot 2 Disruptions at the
Dark Troll. The Human will cast a Severe Spirit at the
Mistress Race Troll while his Spirit will cast a True-
sword onto his sword. The Runners will all charge into
battle to engage the enemy. The Mistress Race Troll
lthe only one of the Trolls to have spotted the enemy
at present} will alert her friends while casting a Protec-
tion 4 spell on herself. Her Spirit will cast a Shield 4
spell onto her as well.

Movement of Non-engaged Characters: The Runners
are moved forward as are the Trollkin and the Dark
Troll. The judge decides that the combination of the
Mistress Race TroIl's warning and the sight of charging
Runners will be enough to allow the other Trolls to
react to engage the Runners. For the sake of simplicity
the judge rules that they will not'be able to engage in
melee until the next round.
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Resolution of Attacks:

31

41

5}

61

Tl

9l

91

Strike Rank 1: The Human's Spirit casts its Truesword.
It rolls a 91, so the spell works.

Strike Rank 2: The Elf casts an Arrow Trance. He rolls
a 33, so the spell works. Also the Elf's Spirit simulta-
neously casts the Multispell 1 and the two Disruptions.
The roll for the Multispell is 99, so it works. To deter-
mine if the Disruptions work, it is necessary to compare
the Power of the Spirit to that of it's target. The Spirit
currently has a Power of 10 lthe original 14 minus the
4 used last melee round}, while the Dark Troll has a
Power of 13. Cross indexing these two powers on the
"Resistance Table" yields a 35% chance of success. The
die roll is a 24, so the spell works. Each Disruption
does 1D3 Damage. The rolls are a 2 and a 1, totaling
3. Then 1D20 is rolled to determine the location hit, a
16 is rolled which {according to the "Humanoid Hit
Location Chart"} is the left arm. The Dark Troll's left
arm is reduced from 4 to 1 Hit Points (as this does not
reduce it below 0, the arm is still functional} and his
Total Hit Points drop from 13 to 10.

Strike Rank 3: Both the Human's Severe Spirit and the
Mistress Race Troll Spirits's Shield 4 take effect in this
round. As the Shield would block the Severe Spirit, a
determination must be made as to which spell takes
effect first. This is done by comparing the Dexterities
of the two beings. The Human has a Dexterity of 17,
while the Mistress Race Troll's Dexterity is only 13.
The Severe Spirit goes first. To judge whether the spell
works, we must compare the two beings' Powers. Both
have a Power of 19, so the spell has a 50% chance of
working. The die roll is 54, so the spell fails. Then the
Mistress Race Troll must roll to see if her Shield 4
works. The roll is 22, so the spell works.

Strike Rank 4: Nothing happens.

Strike Rank 5: The Mistress Race TroIl's Protection 4
spell is cast. She rolls a 93, so the spell works.

Strike Rank 6 through 9: Nothing happens.

Strike Rank 9: The Elf fires one arrow. llt is fired in
this Strike Rank because it takes 5 Strike Ranks to pre-
pare a weapon and the Elf's Dexterity adds another 2
Strike Ranks. This totals 7 Strike Ranks. As the Elf's
last action was in the second Strike Rank, this action
takes place in Strike Rank 7 + 2 = 9.} The Elf fires the
arrow at Trollkin C. His base chance with an Elven
Bow is 75%. The Arrow Trance doubles that to 150%.
The Elf rolls a 25 which hits and impales {the chance
to impale is 115 the chance to hit or, in this case, 30%}.
The base damage of an Elven Bow is 1D9+1. An impale
does additional damage equal to the maximum possible

MELEE zoom? 71-/o
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abdomen so there are twelve points of extra damage
Six points of extra damage to the abdomen is enough
to kill, so Trollkin C is clearly dead.

10} Strike Rank 10 through 12: Nothing Happens.

11}

ll

2}
with a normal roll or, in this case. 9. Thus the impale-
ment will do 1D9+1+9. The die roll is a 9 so the total
damage is 19 points. A D20 is rolled to determine loca-
tion hit and a roll of ‘I0 indicates a hit in the abdomen.
The Trollkin has 3 points of armor in that location so
the actual damage is reduced to 15 points. However,
the Trollkin can oniy take 3 points of damage in the

5|! The DUNCEONEER JOURNAL

Bookeeping Phase: Two points of Power is deducted
from that of the Elf's Spirit and the Spirit puts a check
by its Power to indicate a successful spell attack. The
Elf puts a check by his Elf Bow attack because he has
used that skill successfully. It is also in the bookeeping
phase that a record is kept of the duration of those
spells (such as Protection} which are not instantaneous.
However, this battle will end up lasting less than the
full duration of any such spells, so this factor will be
ignored.

Melee Round Three

Statement of Intent: The Elf's Spirit will do nothing
except be prepared to heal the Elf should it become
necessary. The Elf will shoot at the Mistress Race Troll
with a Multimissile 4. The Human will close and attack
Trollkin D. The Mistress Race Troll will cast a Multi-
spell 1 and two Disruptions at Runner 2. The Mistress
Race Troll, herself, will cast her Blinding spell at the
Elf. The Dark Troll will heal himself and then attack
the nearest enemy. The Runners and Trollkin will all
engage the nearest enemy (see map}.

Movement of Non-engaged Characters: The Human is
moved adjacent to Trollkin D and the Elf is shifted to
enable it to shoot its arrow at the Mistress Race Troll.



Resolution of Attac s: _ .
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3} Strike Rank 1: Nothing happens.

4}

5}

Bl

71

Bl

9}

Strike Rank 2: The Mistress Race Troll's Spirit casts a
Multispell 1 and two Disruptions. The die roll is a 59.
so the Multispell works. The Spirit's Power is currently
22, while Runner 2's Power is 9. The is gives the spell a
95% chance of success. Unfortunately, the die roll is 00
and the spell fails.

Strike Rank 3: The Mistress Race TrolI's Biinding spell
will not effect the Elf because of his Shield 4 spell.
However, the Troll should still roll the dice and the
judge should only reveal that the spell failed, not why.
In this case, the die roll is a 96, and the Troll has no
idea why the spell failed.

Strike Rank 4: The Dark Troll casts a Healing 2 on
himself. He rolls a 04, so the spell works. His leg goes
from 1 Hit Point to 3 and his body from 10 to 12.

Strike Rank 5: Nothing happens.

Strike Rank 6: Lots of different things happen in this
Strike Rank. Instead ofdoing them in their exact order,
we will divide them into separate melees and resolve
each one in turn.

Trollkin D and Runner 3 are fighting each other and
they both strike in this melee round. As Trollkin D's
Dexterity 119} is higher than Runner 3's l16}, Trollkin D
strikes first. Trollkin D hits 35% of the time, but rolls a
65 and misses. Runner 3 parries 35% of the time, but
rolls a 65 and misses. In return, Runner 3 hits 35% of
the time but rolls an 91 and misses and Trollkin D
misses his 35% parry with a roll of 46.

Trollkin F and Runner 2 are fighting each other.
They also both attack in this Strike Rank. Trollkin F
has a Dexterity of 10 while Runner 2 has a Dexterity
of 16. Thus, Runner 2 strikes first. Runner 2 has a 45%
chance to hit but rolls a 57 and misses. Runner F has a
parry of 30%, but misses it with a roll of 34. In re-
sponse, both the attack and parry are missed.

Trollkin E also attacks in this round. He hits 35% of
the time and rolls a 12, which hits. His opponent,
Runner 1, parries at 30% and rolls a 10. As the Spear
will not damage the Whipstick las a Spear is a hafted
weapon} and the damage the Spear can do is less than
the maximum the Whipstick can take, there is no need
to roll the damage for this attack.

Strike Rank 7: The Elf shoots at the Mistress Race
Troll. Due to the Multimissile 4, here will be five ar-
rows lonly one of which is the real arrow}. They all hit
at 150%. The Elf rolls 6?. 50, 66, 75, and 59. All five
arrows hit, but the maximum damage an arrow can do
is 9 f1D9+1} and this is less than the armor of the Troll,
so they will have no effect. lNote: The Elf will still roll
damage for the arrows as he would not know how
much armor the Troll has.}

10}

11}

12}

1}
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Strike Rank 9: The Human attacks Trollkin D. He hits
95% of the time and rolls a 47, which hits. His damage
is 1D9+1 (doubled by the Truesword to a maximum of
9} +1D4 {for Strength and Size}. He rolls a 4 and a 3.
The damage is l4 + 1} x 2 = 9 + 3 = 12. The roll for
location (on 1D20} is a 1,which refers to the right leg.
The armor stops 3 points, but the leg takes another 9
reducing it from 3 to -6. The leg is chopped off. Fur-
thermore. the Troilkin's Hit Points go from S to 2 [in
one blow. only Hit Points equal to double that of the
area can be lost off the body's total}. Trollkin D falls
to the ground, out of action.

Strike Hank 9: The Dark Troll attacks Runner 1.
He hits 55% and rolls a 45. The Runner has already
used his parry so the blow actually lands. Damage is
2D9+1D6. The rolls are T, 4 and 3 totaling 14. The lo-
cation is 4, the right leg. As the Runner has no armor,
his leg goes from 4 to -10. This chops off the leg and
reduces his total Hit Points from 10 to 2.

Bookeeping Phase: Trollkin E, the Human, and the
Dark Troll all check the weapons they hit with. Runner
1 checks his parry. The Elf deducts four points of
Power from his Power Storage Crystal to account for
the Multimissile 4 spell.

Melee Round Four

Statement of Intent: The Elf will shoot at the Dark
Troll with a Multimissile 4 lhe has a clear line of fire
because Runner 1 has fallen down}. The Human will
charge to attack the Mistress Hace Troll. His Spirit will
cast a Bladesharp 4 on his Sword. Runner 1 will heal
himself; Runner 2 will fight Trollkin F; and, Runner 3
will charge the Mistress Race Troll. The Mistress Hace
Troll will charge the Elf. The Dark Troll will finish off
Runner 1 with an aimed blow to the head in Strike
Rank 12. Trollkin D will moan in pain lhe is incapable
of any other action because he doesn't know a Healing
spell}. Trollkin E will finish off Runner 1 and Trollkin
F will fight Runner 2.
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2} Movement of Non-engaged Characters: The judge rules
that the Mistress Race Troll cannot get to the Elf be-
cause of the intervening trees. He also rules that the
Human and Runner 3 will be blocked off from the
Mistress Race Troll by the melee around the fallen
body of Runner 1 {see map}.

Resolution of Attacks:

3} Strike Ranks 1 and 2: Nothing happens.

4} Strike Rank 3: The Human's Spirit casts a Bladesharp 4
rolling a 43. The spell works.

5} Strike Rank 4: Runner 1 casts a Healing 2 spell rolling
a 64. The spell works and his leg goes from -10 to -9,
which does not allow him to use it. but it does stop the
bleeding.

6) Strike Rank 5: Nothing happens.

7} Strike Rank 6: Trollkin E attacks Runner 1 with a 55%
chance {plus 20% because opponent is on the ground}.
He rolls a 99 which is a fumble. On the Fumble Table,
he rolls a 47, which says that he loses his next attack
and parry.

As before, Runner 2 gets to attack before Trollkin
F. He rolls an 19, which hits. Meanwhile, Trollkin F
rolls a 10 on his parry. The Whipstick does 1D6 {a 5 is
rolled} damage to the Trollkin's Spear, reducing it
from 15 to 10. In the response. Trollkin F misses and
Runner 2 makes his parry, doing another 1D6 to the
Spear. The roll is a 2 lowering the Spear from 10 to 9.

9} Strike Rank 7: The Elf shoots another Multimissile 4
arrow, this time at the Dark Troll. The Elf's 5 rolls are
03 {for the real arrow} and 53, 29, 12, 46 {for the
others}. A 03 is both an impale {as it is less than 115
of that needed to hit} and a critical {because it is less
than 1120 of what is needed to hit. The damage for this
-arrow is thus 1D9+1+9. A 6 is rolled making the
damage 16 and for location, a 19 is rolled, which is the
head. As the hit is critical, the armor is ignored. The
The Dark Troll can only take 5 points in the head so he
is instantly kiiled.

9} Strike Rank 9 to 11: Nothing happens.

10} Strike Rank 12: The dead Dark Troll obviously does
not get his chance to strike.

11} Bookeeping Phase: The Elf uses the remaining 4 points
of Power in his Power Storage Crystal. The Human's
Spirit uses 4 points of Power, dropping his Power from
14 to 10. Runner 2 checkes his hit and parry with the
Whipstick and Trollkin F checks his parry with the
Spear.
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Melee Round Five

1} Statement of Intent: The Elf will back up shooting at
the Mistress Race Troll with a Speedart spell on the
arrow. The Human will charge at the Mistress Race
Troll. Runner 1 will do nothing. The other two Runners
will fight the adjacent Trollkin. The Mistress Race
Troll will go after the Elf fighting anyone who gets in
her way. Her Spirit will cast a Bludgeon 4 spell onto
her Maul. The two Trollkin will engage their respective
Runners {although Trollkin E can do nothing because
of his fumble last round}.

2) Movement of Non-engaged Characters: The judge
determines that due to the Elf's greater speed in trees
he will be able to avoid the Mistress Race Troll long
enough to allow the Human to intervene. The judge
rules that they will reach each other on Strike Rank 5.

Resolution of Attacks:

3} Strike Ranks 1 and 2: Nothing happens.

4} Strike Hank 3: The Mistress Race Troll's Spirit casts
the Bludgeon 4 spell {rolling a 45}.

5) Strike Rank 4: The Elf shoots the arrow. It has a 150%
+ 15% chance to hit. The Elf rolls an 09, which is a
critical impale doing damage of {1 D9+1+9-I-3; the roll is
a 2} 15. The location is {on 1D20} 20. This is the head.
As the Mistress Race Troll can only take 1' points in
the head, she is dead.

At this point, the judge will end the combat, as the re-
maining Trollkin will run away. It is possible that they will
be killed trying to escape, but it is very unlikely that they
will hurt anyone. Probably the Elf {still in an Arrow Trance}
will wipe them out as they run off.



RUNELETTERS
by Paul Jaquays {Part Ill

Welcome to a second edition of Runeletters, the
Fanzine within a zine. Runeletters is an informal letter1
article mostly written by Paul Jaquays and devoted to the
discussion of Runequest.

Since the first edition of this coiumn appeared in
The DUNGEDNEER 14, there has been no rush of mail
forwarded to my door concerning any of the topics I threw
out for discussion, so I will assume that nobody wrote or
the editiors neglected to forward any pertinent mail.
[.S'onfy. Paai, we didn '1 gar any inizii - ed'.]

This time around I thought that I would do a few
things I had mentioned the last time around. Namely,
discuss non-Glorathan HO, throw out a couple of questions
that I had concerning the rules {real niddling things that,
even so, meant a scenario going one way or the other},
quickie review a couple of Runequest products that are
available, illustrate a pair of new monsters from one of the
campaigns I play in and, of course, discuss what I all know
you are dying to hear, “What has Paul Jaquays done sini::e
he no longer works 1fsi1i iii-ite,i for Judges Guild" {What?!?
What do you mean you don't care what I've been doing?
I'm hurt. Just for that, I'll synopsize anyway.)

Since leaving Judges Guild, Paul Jaquays has be-
come a full-time, free-lance artist, continuing to work in
the gaming industry for a variety of companies firicitidfrig
JG] but, also, becoming involved in advertising, children's
illustration, institutional promotion and editorial illustra-
tion. {See. . . that hardly took up any space at aIl.}

With the more interesting material out of the way,
I think I can satisfactorily deal the remainder of the "mun-
dane commentary" in this piece.

First, a couple of monsters. These two were taken
from a campaign that I run a character in. Handy Cox, the
Author, has graciously consented to let rne make use of
them in this column {graciously my eyel He'll take the
check and walk with it, just like I would}.
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CHAR. Ave Score
STR 2D6+19 24 Move: 6
CON 2D6+12 19 Hit Points: Average 17
S12 1D4+2 4-5 One Chaotic Feature
INT 2D6 6 Treasure Factor: 16
POW 3D6 10-11 Defense: 0%‘
DEX 3D6 10-11
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WEAPON SR Attack
Grapple 10 65%
Armor: 9 point skin due to their extreme density. No other
armor is worn.

Created by the same desert people responsible for
the Trodan, the Morth is a transformed humanoid. Through
an awesome and disgusting ritual, the dead body is con-
densed into an extremely dense Dwarvish creature and then
animated similar to a Zombie. As a result of this unnatural
act, a Chaotic feature is bestowed upon each Morth during
its creation. Morths are detectable as Undead.

However, the Morths are not true Zombies. They
have a limited Intelligence and normal Power. They are
affected by disruption, but such spells as Demoralize, Be-
fuddle or Harmonize have no effect on them. They may
cast no spells. Unless directly commanded to attack by
their Creator or Master, Morths will only seek to grapple an
opponent and keep him subdued.

Fire and cold have no effect on the Morths except
in the form of Rune Magi_c such as a Fire Elemental or Sun
Spear.

Morths are always clothed in a hooded robe. If the
robe is torn away, a waxy-skinned, hairless, dispropor-
tionately large featured, eyeless thing will be seen. When
killed, the body will ooze a thick yellow fluid out of wounds
and all body openings; eyes, mouth, nose, etc., and will
deflate into a mass of foul-smelling yellow-gray puss.

The DUNCEONEER JOLIRNAL E1
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CHAFI. Ave Scare
STH 4DB+'l2 26 Mbve: EH2
CDI‘-I 2DEi+Ei 13 Hit Pdints: Average 13
SIZ 2D6+24 13 One Chaetic Feature
INT 2D6 7' Treasure Factbr: 19
POW 3DEi ‘ID-11
DEX 1DE+12 16
CHA ZDB 7'

WE APDN SH Attack Damage
Bite 5 5lIl'% lDB+3[ll5+2DB systemic pcis
Claw‘ 5 50% lDfi+3DEi
Wing Beat“ 6 40% 1D8“*
Armcur: B peint skin Skills: Listen 65%

H Can wing-beat enly while an the greund. Can wing-beat
pne attacker per wing plus bite pne dppbnent. Elcrth wing-
beats are simulataned-us.
‘H Average cf BIZ-STH cf Trddan against average cf SIZ-
STH cf victim pn resistance table fpr knpckdc-wn df lD3
meters distance.

This large, wyvern-like creature bf chaps was bred
frcm the magical unipn pf lizards and bats. The Trcdan has
large bat wings and a thick, leathery skin that prctects it
frem much damage. The bat-like lizard head is able tc bite
and inject a systemic pciscn up tc three times daily.

The Trddan were created by a chads-serving desert
race fcr use as mdunts and pr-btectcrs. It is rumpred that
while their human creatcrs were destrcyed cr driven inte
hiding, the Trpdan still rbam the merciless deserts, awaiting
the return cf their masters.
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News and Fleviews

The fellewing are seme mini-reviews cf several
newly available Flunequest prdclucts frpm Judges Guild and
Chapsium, plus a view bf ceming attractions. The first
three are frbm Chacsiurn, Inc.

@111
‘Q:

_I-

rodan

4’

I.'IZ..\

1T F95“

Flunequest, 2nd Editipn: If ybu play Ftunequest
and ypu dc-n't have this bdpk, ycu’re missing a lpt pf clarifi-
caticns and additicns. Basically, the same back, the 2nd
Editipn has been reset in areas inc mbre typewriter type-
face) and spme new, Djltififlfli rules added. The presentatibnf
ccver lacks better in cdldr anyway. Armer has been restruc-
tured tp types cf armbr, rather than by just Iccatipn. A
randcm enceunters table has been added and several m-are
cf J-chn Sapienza handy character sheets, much imprdved
ch the first dnes.

Cults bf Pratt: A must if yeu are running a campaign
cf any ltind, where characters den't just “get” magic and
abilities withput wprrying wherefcre they came frdm. Pru-
vides a view inte the structures cf Glpranthan seciety and
mythclbgy. Even if ycu are designing ydur pwn deities fbr
a persbnalieed panthedn, the gcds listed are a great guide.
Of the three campaigns running in my area, twe are using
variantfamalgamatidns cf the COP deities (the third is nct
using gcds pf any kind, but then again he alsc designs
things like Trpdans and Mdrths whple steal frbm hcnest
adventurers. . .grumble. . .grumblel. Of the fifteen gdds
written up, there is nary a ene that is net useful. Highly
reccmmended.

Fe-es: by David Fcrthcffer. At less than a penny a
mbnster, ycu can't gc wrpng. Fpes prbvides ever 1200
pre-rclled Flunequest mpnsters, ready tb play. Listed are all
the intelligent creatures frpm the Flunequest rules, divided
up by general type (all dragcnewts tpgether, all trblls tb-
gether, etc.) and further subdivided intc categories pf
average, better, best. There are even a few turkey mensters
like a pp-pr dream dragpn. Alse included are a a set cf stan-
dard lnn eccupants tc amuse and entertain players, ndt tc
mentien relieve them cf any jingly burdens. This beck is
COMPLETEII {even dewn tp the Nasty Tart Cpllectcr and
Cp.). The physical presentatibn is up tp par with Chapsium
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