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For high quality workmanship and attention to detail miniature collectors
turn to Ral Partha, and it's easy to see why when vou examine the minute
detail of the facial features and clothing on “the Renaissance” figures,
their newest release. The craftsmanship is exquisite.

Look at a Ral Partha figure and vou'll see why they say, “it's the little
things that count”’
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appy holidays from THE DRAGON—but as this the use of poison in D&D campaigns is generally discouraged, this
month’s cover byPhil Foglio (two-time winner of the
Hugo award for best fan artist) illustrates, if you asked restricting its use by players. Those of you who found last month’s piece
Santa for those super life-like miniatures, you might be on Armor of the Far East bylichael Kluever to your liking will be
advised to use a little caution when you open the box.
Phil, by the way, is one of the contributing artistsBays of the

article presents a guide for allowing the presence of poison while

glad to see his follow-up diVeapons of the Far East.

Last month we looked at an often neglected D&D environment, the
jungle. This month another neglected environment, the sea, is exam-

Applause, applause! This month we finally have the winner of theined byGeorge Laking. Mr. Laking and the Mid-Columbia Wargam-

International Dungeon Design ContestlAfter repeated evalua-

ing Society presemhegaflora aquans-the giant water plant. And

tions of the many excellent finalists (including evaluations by the TSRthose of you running campaigns with Druids will fiBdl Fawcett’s

design department), a winner has been selectedFath&assby

article on Druids helpful. Bill details some of the history of Druidism and

Karl Merris. Page 22 lists 2nd and 3rd place winners and severakome views on how to incorporate the Druid character into a game.
honorable mentions. It cannot be over-emphasized how many excel-

lent entries we had, and how difficult the final decision was. We extendut, even though D&D is a great game, THE DRAGOMGasjust for

our congratulations to Karl and the other finalists, and our thanks to alD&D players. For the micro-armor buff, we have a rather lengthy list of

the entrants who made the contest such a success.

WRG rules modifications by Michael Reeseco-author ofTrac-
tics. For theTraveller enthusiastRich Stuart details a variant to add

This month we have several D&D related articles, on a variety ofpolitics and intrigue to the gamBrad McMillan offers some new

subjectsCharles Sagui gives us: Poison: from AA to XXAlthough
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spells for characters with high intelligencesVifizard. And this
month’s Dragon’s Augury contains reviews oamuri and Middle
Sea.Also in the Augury ar&hort Takeson Ironclad andSandlot
Football.

Think about your Friday night gaming get-togethers—then fead
Typical Night in the Life of Nine Ordinary(?) People by Jeff
Swycaffer. And while you're in theDragon Mirth section, check out
Inert Weapons—thefirst of a series byatric Shaw. As explained

last monthFinieous Fingers& crew are still in limbo—we hope to be
hearing more from J.D. sooVormy, on the other hand, forges
ahead, and will expand to two pages next month.

In our regular features this montBary Gygax discusses the develop-
ment of the “other” planes, i.e., those planes outside the prime mate-
rial plane, in TheSorcerer's Scroll. Len Lakofka offers “The
Insectoids” inLeomund’s Tiny Hut. The fantasysmith asks us to pity
the poor hobgoblins as he discusses the use of miniatures in fantasy
gaming in hig=antasysmith’s Notebook And Jean Wells answers
more questions concerning D&D fBage Advice.Remember, ques-
tions should be addressed to Sage Advice, c/o THE DRAGON, P.O.
Box 110, Lake Geneva, WI 53147.

Don't forget, next month we'll have the all-new, greatly expanded
Mapping' the DungeonsDM listing. This new listing contains over
1,000 DMs’ names and addresses and should be a great boon to those
of you looking for new players and/or DMs.

‘I SURRENDER" DEPARTMENT

This job is going to give me ulcers yet. Last month (TD #30) in
approximately this same spot@over to Cover| was busy attempting

to be cute and list some article titles and author credits that were
somehow omitted when TD #29 was put together. To my professional
horror and personal embarassment, when TD #30 came back from the
printer, we found several paragraphs frGaver to Coveand Dragon
Rumblesshowed up &econdtime on page 22 as continuations of
those columns. Nothing like having your explanation of a screw-up
being screwed-up too. Much teeth-gnashing and head-slapping later,
we have (hopefully) resolved some of the problems inherent in our
printing routine. If not, | guess we’'ll start looking for no-fault publishing
Insurance.
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The Premier Magazine of Games and Gaming

This issue marks a couple of milestones
for TSR Periodicals. First, you might notice a
new name on the masthead, that of Corey
Koebernick. As we add personnel to the staff,
each job is altered somewhat, duties and
responsibilities shifted, and hopefully, we be-
come more efficient. In the past, all of us
(however many there were—first it was just
me, then the staff started to grow) were in-
volved in all of the aspects of making this
beast grow and function. That meant that we
all worked on mailing out subs, keeping sub
lists, processing wholesale orders, shipping,
layout, paste-up, design, editing, proofing,
etc.

The jobs have grown at a staggering rate
as we have grown in size and distribution.
Assembling and producing a 56 page maga-

zine is not just 66% harder than doing a 32 that we insert, and other as yet unname

page 'zine—it is two or three times harder.
As we have added staff, different areas of
responsibility have been lumped together
and various staffers have begun to specialize
in certain areas. Corey has taken over all of

BATES|

Con. We have found it worthwhile to meet a
many of our readers, as well as detractors,
possible. We would like to make it to Paci-
ficon, but the high cost of getting there make
it somewhat prohibitive, particularly in view
of the fact that there is considerable con
fusion and uncertainty regarding exclusivity
on sales. Perhaps one of us may get invite
to do a seminar or something, in which cas
we might work out the logistical expense
problem.

This issue inaugurates a new pricing
policy. From now on, when we have a sub-
stantial inclusion in the issue, the cover pric
will be raised somewhat to offset the greate
expense. All in all, 50¢ is pretty inexpensive
for a module, compared to the regular pric
range. The same policy will pertain to game

inclusions. We are fighting hard to hold off a
price increase, but we can't for very much
longer. The inflation rate alone dictates that
we raise it 25¢, and costs keep rising.

This and the next issue will see us com-

the aspects of sales and distribution, from pleting the bulk of our design and style
subscribers, to wholesale sales to distributors changes in the layout of the magazine. W
and retailers, to back issue orders. As the plan to keep on improving, but feel that with

accounting needs multiplied, it became evi-
dent that we would be needing someone like
him soon, and we're delighted to add him to
the staff.

We find ourselves excited about the
prospects for the coming year. TSR
Periodicals has never been in better shape.
THE DRAGON is beginning to hit its stride,
and sales and response are encouraging

We expect great things from our first
calendar, already destined to become a
collector's item. Next year, having profited
from this year’s learning process, our calen-
dar will be the graphic equal of any on the
market, and the special info that we add to it
should be even more entertaining and
complete.

We are going to market a couple of T-
shirts this summer at the cons, and feel that
all of the fans of Finieous and Wormy will
find the shirts appealing.

Encouraged by the reception and re-
sponse to Vol. | of THE BEST OF THE
DRAGON, we are contemplating putting to-
gether a second volume for sale in the late
summer or early fall. This would include
material from TD’s 15 thru 26, all of which
will be out of print before spring. We are
interested in your ideas concerning what
should be included.

We plan to exhibit at ORIGINS, Michi-
Con, WinterCon (again this year) and Gen-

the new format, modeled on THE BEST
OF. . . we will have reached an excellent
state of the art.

As some of you may know by now, we
have not limited our growth by concentrating
solely onTHE DRAGON.TSR Periodicals is
sole North American agent for both of the
professional English gaming magazin&siE
WARGAMERand WHITE DWARF. WHITE
DWARFis very similar to what TD used to be
a year or so ago—a D&D oriented 'zine.
THE WARGAMERSs the English equivalent
of S&T, with a few major differences. For
one, TW contains articles dealing with ALL
types of wargames, not just those published
by the parent company. For another, their
game in each issue is generally better, in both

physical as well as design quality.
Fkkkkkkkkkhkkkkhk

The staff of TSR Periodicals would like to
wish our readers a happy holiday season
Whether you celebrate Christmas, Hanuk-

kah, Winter Solstice or whatever, may it be a
joyous and peaceful season for you an
yours, and hopefully, we’ll share the next
year together on these pages.

R

Editor
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‘. ..and | mean HIGH!"

Dear editor,

| am fairly new to D&D but | know a lie when |
hear one (or more like cheating). People are play-
ing high level characters and | mean HIGH!!!
Somebody was playing a 43rd level fighter! He
said he hadolled the character 3 years ago. This

means he had to get 7452.1 experience points permgagical systems.

day for 3 yeat$ Not only that, he said, “My
fighter has so many experience points, | can’t keep
track.” I've heard and seen so many of these that |
will go chaotic! Another example would be that
somebody asked me, “What is your highest level
character?”

“I have a 6th level Cleric,” | replied.

He said, “That's nothing, | have a magic-user
above the 100th level.”

There are Gods in the game that aren’t as

good as these lies. Some say of unbelievable ar-

mor classes (like -20).
Andy Laska—TX

Cheating, yes, but wholf you refuse to play
with these sorry individuals, they are only cheating
themselves of the feeling of accomplishment that
comes from having honestly earned a level ad-
vancement. To each his own . . .—ED.

‘Agelinterest group’

Dear Editor,

Unfortunately, | share the same problem as
reader Gary Reilly expressed in TD #29—namely
finding opponents/players in my same age/
interest group. I've recently moved and the pros-
pects of trying to find a compatible group are very
intimidating. | was listed in the last International
DM roster and I'm afraid it really didn’t help. I'm
30 years old with a college education and | just
don't have that much in common with the 14-16

the more you get.

the way) | found myself at odds with the world as a have a fantasy calendar out that contains some of
40-year-old lady playing with 12-to-14 year-olds, the best art that TSRP has ever published. Look
then with college dropouts. for it where you buy TD.

Perseverance, however, won me some real- | think you didn’'t read my editorial at all cor-
life Experience Points. | formed my own group of rectly. While we used to wish for the amount of
13-to-18 year-olds, together with another in- publicity that was engendered, we certainly

terested 19-year old DM. weren’'t fond of the impetus that inaugurated
Believe me, our games are not unsophisti- it—ED.
cated, especially as regards the elder gods and

‘An excellent forum’

Dear Editor,

I, too, do not wish to see OUT ON A LIMB
cancelled due to lack of interest. In TD #29, in
response to Brian Wagner's letter, you mention
that this column “. . . will survive yet a while
longer . . . ", and while this does not inspire great
confidence in me, | am somewhat hopeful to its
continuing presence in TD. | would make a
suggestion in case letters start to lag again. Instead
of cancelling this page, run it only as often as

| think in a good game there has got to be
something for everyone, and the younger players
are learning a lot from me; | believe | may be
learning more from them.

| guess what I'm trying to say is that kids are
people too and the more you expect from people,

Best regards, and keep up the good work.
Sonia Brock—Canada

As ever, there are two sides, at least, to every
issue. Anybody else care to comment on this

topic?—ED. circumstances dictate. This is an excellent forum
for readers to express their views and all will be
¢ 1’ somewhat poorer without it.
Thanks! John Beck—CA
Dear Editor,

| just got the October issue of THE DRAGON
yesterday and | just have one thing to say about
it—Thanks! The article on GenCon by Kim
Mohan was really beautiful. Although | didn’t get
the opportunity to attend GenCon this year, that
article really made me feel as though | had. Mr.
Mohan’s ability to express what the con was like
was like nothing | have ever read before. | think he
will make a very valuable addition to your maga-
zine.

The part that | also liked was the Elrohir cover,
it was fantastic as usual. Have you ever thought of .
releasing a book of his and other people’s art- charns. And anyone who gives away a powerful
work? 1 think it would sell well. sword just bgcause_ of a d_|e roll shouldn’t talk

I unfortunately had to come across a part that | @P0ut DMs without imagination.
disagreed with—the editorial. Your general idea He also mentioned critical hits and fumbles

‘Unfounded complaints’

Dear Editor,

. I'll start with Marc Jacobs’ letter in the
August issue. The majority of his letter is com-
plaints about D&D, most of them unfounded. If he
doesn't like the game, why doesn’'t he write to the
Design Department so you can leave litter like that
out of Out on a Limb? He says he doesn't like
random demons nor damage permanency. They
are VARIANTS. No one told him he had to use the

year-olds who seemed to dominate the responsesseemed to be that the disappearance of JamesWere needed. On one fumble chart there’s a

to my listing. It's probably too late for this DM
guide, but maybe in the future, if the DM specified
the age group he is interested in moderating for,
the situation might be improved. At any rate, if
there are any D&D’ers in the Houston area in the
20+ age group, I'd like to hear from them.

Dennis O’ Neil—TX

‘Kids are people too’

Dear Dragon:

I very much sympathize with the problems
expressed by Gary Reilly as regards finding suit-
able opponents to play with.

When | first started outin D & D (via T & T, by

Egbert from MSU's Campus was good for the chance to hit yourse_lf critically. 'I_'hat‘s ridiqulous.
Hobby. | have to disagree because the news Only a character with a dexterity of -6 is that
coverage has given me the unwanted name of much of a kIutz._And what _abo_ut the monster that
Genius and Cultie from fellow students at my needs a 20 to hlt’?_ Every 'hlt WI'|| be critical (most
school. My grandmother actually thinks I'm in a systems say a 20 is a critical hit). | haven't seen a
cult because | play “That Dragon Game.” | hope 900d critical hitfumbles system yet.
you will do your best to clear these matters up in Eric Hoover—MI
the eyes of the general public.

Sincerely,

Jeff Wagner—MI ‘The same article’

Dear Editor,

Strange though they may be, | usually find
myself looking forward to the “Monty Haul”
stories by James Ward. However, | was greatly

(Turn to page 44)

Kim says “thanks” for the nice words. | feel he
has already proved to be a valuable part of the
funny farm we calllD.

While we have no plans to sell a collection of
covers, we have anticipated you somewhat. We

3
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Q!
Poisons from AA to XX

Charles Sagui Assassins and tell him what strength of poison he desires to purchase.
The clerk checks the records, and if the character is allowed to purchase

For every DM there comes a time when he must deal with thehis strength, the clerk will give him what amounts to a prescription for
question of the use of poison by player characters and non-playéte type and amount. This is given to the Alchemist, who provides the
characters other than Assassins. Referees cringe at the thought giadson. Any Alchemist found to be selling higher-strength poisons to
single EIf with a poison arrow felling the Queen of Chaotic DragonsThieves or MUs or selling anything besides “S” strength sleep poison to
while similarly treated bolts from the crossbows of a party kill herother classes will receive an ominous visit from a high-level member of
guards, giving unlimited treasure for little risk. The same Dungeorthe Assassin’s Guild.

Masters will smile as the Assassin’s crossbow twangs and the player The price given under the types of poisons is for maximum damage
character who has been abusing his privileges because he thinks hepéssible, i.e. Water Soluble strength “A” poison that does from 1-10
unkillable fails his save and falls dead. Some method must be found fmints of damage will be priced at 750 gp per vial even though it may in

allow for the presence of poison and yet restrict its abuse by playéact do only 1 HP of damage because of the die roll. The base price
characters. Below is my own set of poison types, strengths, and pricgiven is the selling price; 75% of this price is the cost to the Alchemist for
plus a guide for the restrictions on player characters and non-playeraterial, components, and helpers. If the party discovers vials, of

characters. poison in the dungeon and recognizes them as poison, they may use i
on monsters, give it away freely or coat their weapons. But if they sell

Poison Distribution the poison at any price or to any class, even only to Assassins, they will

First, poison should be restricted to Neutral or Evil characters. Nde the objects of a “hit” financed by the Alchemists. The Alchemists
one who holds himself as Good may use poison, no matter hodecide what poisons or types they wish to make, except for special jobs
Chaotic he/she may be. This restriction applies only to the use &r a particular Assassin which they will do but charge double for. In this
poison on Human or Humanoid types; characters are not restricted imay the Alchemists control the manufacture and Assassins control the
the use of poison upon Non-human monster types in the dungeon. distribution of poison.

Basically, there are three classes which may freely trade for or buy Poison is sold in small vials. One vial of poison is enough to coat six
poisons with few restrictions. Alchemists alone distill and manufacturearrowheads, or eight darts, or twelve needles, or one dagger or speat
poisons. Any MU, Thief, or even Assassin who is found to be manufagpoint. Two vials will coat twice as much as one or, if preferred, a short
turing poisons is told once to cease and desist; if he fails to do so, he wiiword. Three vials will coat a long or broadsword, four will coat a
receive a visitor who will see to it that he stops permanently. bastard sword, five a two-handed sword. Each coating of poison lasts

Restrictions on the use of poison by Alchemists are unreasonabléor two successful hits on targets and the maximum coats per blade is
Alchemists learn to make poison at one strength per level of experienfige. When swallowed, one vial acts as one dose.
up to the fifth, beginning with level O, strength “AA.” At sixth level an Orcs, Goblinoids, and other semi-intelligent types which use sharp
Alchemist can make strength “S” sleep poison that may be sold to anyeapons may, if the DM desires, use poison, but they should use only
class or type. After sixth level he learns one strength for each twsirength “AA” or at most “A”. They produce this from fungi or plants
experience levels the alchemist attains through strength “J” at level 1@&hich they encounter, but they do not have the skills to distill a more
Type “X" may be manufactured only by an Alchemist of 20th level ancbowerful toxin. If in the employ of a powerful higher-level character
type “XX" only by 25th level and above. Alchemists through level 4who is Evil, there is a chance for more powerful poisons up to “C” or
may make only ingested poisons; through 8th level they may mak®” in strength. Poisons found in dungeons with the appearance of
ingested plus water-soluble poison; and through 16th level they mayine or potions are usually distributed in type as follows: 50% ingested,
also produce contact-type poison, including poison gas. 30% water soluble, 10% contact, and 10% poison gas. Poison found in

Assassins are the main customers for the Alchemist’s toxins. Thedeeasure may be of any strength the DM desires, from “AA” to shake up
are powerful and dangerous men and can dictate to Alchemists atite party to “X” or “XX” to finish things.
society at large who may obtain or use poisons. They will be able to Damage from poison is taken at the rate of the minimum possible
obtain (at a price) the type and strength of poison they desire. Assassiktt Points done by the poison, taken each melee round until full
do not have the skill, training, or inclination to spend hours developinglamage rolled on the dice is taken. For example, strength “J” poison
poisons, and even if one should desire to learn the craft of poisahat does 5-100 HP of damage would deliver 5HP of damage per
development, it is forbidden by the Guild. round until the damage rolled is reached or death is realized. If the

Locksmiths are the ones who put poison needles and killer gases §aving throw is made, the victim of the poison takes half the rolled
chests and doors as traps. They received the blessing of the Assasdil@nage at the same rate as normal for strength “AA” through “J".
Guild so that the rich gentry could have their goods protected. Strength “X” or “XX" when saved for take half the victims HTK when

There are a few exceptions to this rule of thumb. All classes may usdully healed and rested. Save versus “S” sleep poison acts as a slow
strength “S” sleep poison in all types in which this is available. Thievespell for three rounds. Undead are considered to take damage as if the)
may, upon paying to the Assassins Guild 500 gp per experience levesaved, and if they save they take no damage.. Creatures that are
purchase poisons of strengths “AA”, “A”, or “B”. They may buy up to naturally immune to sleep will not be affected by sleep poison.

60 vials of strength “AA” per game-year, strength “A” up to 30 vials, or As Gandalf said in Lord of the Rings, “A treacherous weapon is
15 vials of strength “B". Magic Users who desire a more potent missileever a danger to the hand.” This should be applied to those using
weapon may, after gaining permission of the Guildmaster of Assassingoisoned blades. Until it has been washed completely clean of all traces
and paying the Guild 1000 gp per experience level, coat darts af poison, the weapon that has been coated is dangerous to the user
daggers with type “AA” or “A” poisons. They may purchase 30 vials of Each time the weapon is drawn or returned to the scabbard, the wielder
strength “AA” or 15 vials of strength “A” poison per game-year. must save by rolling his dexterity or less, minus 1 for water soluble or

If a Thief or MU wants to use two strengths of poison (three allowed minus 3 for contact, or take full poison damage. The user of a poisoned
for Thieves), they may purchase according to the strengths they aveeapon must also roll his dexterity or less in every other round for
allowed: One strength “B” poison equals two strength “A’ or four water soluble, or every round in the case of contact type, that the
strength “AA” poisons. These poisons are rigidly controlled by the poisoned weapon is used. If more than the dexterity is rolled, a nick or
Assassins Guild; the Thief or MU must go to a clerk at the Guildhall oftouch has occured and the full effect of the poison is taken. Even

4
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though two hits have been made and no more poison damage is giveater the same victim is hit once more by the poison blade and 25 HP
to victims when a hit occurs, unless the blade is washed the user will ifamage is rolled; ten more Hit Points of damage is neutralized and the
unlucky enough to be struck by a part of the poisoned blade whergictim takes the remaining 15 points. Any damage taken before con-
toxin still lingers. Weapons once poisoned, therefore, must be washegumption of the antidote or any damage beyond the strength of the
put away or abandoned after use, or they are more dangerous to thatidote is totally unaffected by the antidote. Strength “X” or “XX”
user than the victim. _ _ _poisons are affected only by strength “X” antidote; to affect “XX”
Poison may be applied only to ordinary iron or steel non-magigoison the antidote must be taken at least one round and not more than
weapons. Silver will not hold poison; the magic radiating from suchfour rounds before the poison is encountered. Sleep poison is affected
weapons will burn it off. Non-magic alloys of metal that are iron-basedby “S” antidote or by antidote strengths “C” and above. Regular
but are well made and have an advantage not associated with magi@itidotes cost 200 gp per point of damage neutralized, “S” antidote
may be poison-treated. The process of treating metal with poison givesosts 2000 gp per dose, and strength “X” antidote costs 30,000 gp per
a dark discoloration to the blade. Any character seeing and recognizingose.
this change in appearance, whatever his alignment, will join the fight
against the user(s) of poison. Because of the limitations above, those
monsters affected only by silver or magic will be bothered only by Poison Types _
contact or gagoison, unless they can be convinced to drink the  Ingested: All types of poison have full effect if swallowed, but only
ingested type. this type of poison can be mixed with food or drink to full effect. All
other types of poison give off an odor or change the color of the
. Poison Strengths . material they are mixed with; also, other types of poison are diluted to
AA—This type of poison does less than six HP of damage (Sug-one-quarter strength if mixed. Only “S” strength is available to Non-
gested poisons are 1-3 HP (d6 x %2), 1-4 (d8 x %2), 1-5 (d10 x ¥2).  Assassins. Strengths available to Assassins are “AA™-J" plus “S” and
A—Does 6-10 HP damage (Suggested poisons 1-6 (d6), 1-8 (d8),'x”. Price to Assassins is 50 gp per maximum Hit Points of damage

1-10 (d10). _ done by the poisori'S” strength poison, if available to adventurers,
B—Does 11-20 HP damage (Suggested poisons 2-12 (d6 x 2)costs 500 gp per dose. Type “X” poison costs 7,500 gp per dose to
2-16 (d8 x 2), 3-18 (d6 x 3), 2-20 (d10 x 2), 1-20 (d20). Assassins.
C—21-30 HP (Suggested poisons 3-24 (d8 x 3), 4-24 (d6 x 4), Water soluble: This type of poison is applied to blades, arrows,
3-30(d10 x 3), 5-30 (d6 x 5). darts or other objects, and when it contacts blood or bodily fluids it
D—31-40 HP (Suggested poisons 4-32 (d8 x 4) 6-36 (d6 x 6), dissolves and does the appropriate amount of damage. If the user of
4-40 (d10 x 4) 5-40 (d8 x 5) 2-40 (d20 x 2). this type of poison is rained upon, falls into a pit of water, or takes a
E—41-50 HP (Suggested poisons 7-42 (d6 x 7), 6-48 (d8 x 6), swim the poisoned blade had better be waterproofed in a scabbard or
8-48 (d6 x 8), 5-50 (d10 x 5). wrapped in waterproof cloth, or else when he needs the envenomed
F—51-60 HP (Suggested poisons 9-54 (d6 x 9, 7-56 (d8 x 7), 6-6Gteel he may find a rather ordinary blade without the extra damage he is
(d10 x 6), 10-60 (d6 x 10), 3-60 (d20 x 3). counting on. Sleep strength is usable by all party members; this is the
G—61-70 HP (Suggested poisons are 8-64 (d8 x 8), 11-66 (d6 xype sold to MUs and Thieves (see above). Strengths available are
11) 7-70 (d10 x 7). “AA"™-“J" plus “X” and “S”". Prices for most strengths are 75gp per

H—72-80 HP (Suggested poisons 9-72 (d8 x 9) 12-72 (d6 x 12), maximum HP of damage possible; strength “S”. costs 750 gp per vial,
13-78 (d6 x 13) 8-80 (d10 x 8) 4-80 (d20 x 4) 10-80 (d8 x 10). and strength “X” costs 11,250 gp per vial.

|—81-90 HP (Suggested poisons 14-84 (d6 x 14), 11-88 (d8 x  Skin Contact: This type of poison takes effect upon contact with
11), 9-90 (d10 x 9),15-90 (d6 x 15). the naked skin. This type of poison is +2 to hit above the number

J—91-100 Hit Points of additional damage (Suggested poisomeeded for the weapon to hit, so that the poison may take effect even
types 12-96 (d8 x 12), 16-96 (d6 x 16), 10-100 (d10 x 10), 5-100though no wound was sustained. This type of poison can do wonders
(d20 x 5). . as a trap, but a little goes a long way. Coins, gems, and weapon hilts

Not every Alchemist will carry each type or strength of poison. If a coated with strength “XX” skin-contact poison and scattered about a
strength of poison is carried by an Alchemist, he will carry only onedungeon level will soon kill even a high-level party, but it will almost as
poison of that strength, so that an Alchemist may carry for type “AA” surely kill a campaign as players decide that there are easier places to

either 1-3 or 1-4 types, but not both. run a dungeon. Strengths available are “AA™-“J” plus “X” and “XX".
Regular skin-contact poison costs 200 gp per maximum Hit Points of
Special Strengths damage possible, strength “X” costs 30,000 gp and strength “XX”
X—Delivers 10 HP per round until death occurs. costs 45,000 gp per vial.
XX—Instant Death. This may be used only by a Master Locksmith, ~ Poison Gas: This type of poison is carried as a liquid, and as soon
or by Assassins only with the Guildmaster’s permission. as it is touched by air it dissolves into a gas. This gas spreads into a cloud

S-Sleep poison. Two rounds after being used, this acts as a sleep’ x 5’ and affects up to four creatures, after which time enough of the
spell on those creatures which are susceptible to sleep. No damage tsexin has been absorbed to neutralize further effects. If more than four

taken. creatures are within the cloud, the DM must determine which four are

If a Neutralize Poison or Slow Poison spell is cast after contact with closest to the center of the cloud, and they are affected. If all of the
the above poisons, any damage already taken is not affected. poison is not breathed in it will last for five rounds, subject to wind,

djinnis, etc. This type of poison is used in more valuable traps, and if

Antidotes somehow obtained it is favored as a missile weapon by adventurers. It

Antidotes are swallowed and come in strengths “AA” through “X”, may also be set on the dungeon floor and activated by missile fire from
plus a sleep antidote. Antidotes are more stable than poisons, delivelong range. Because of the small size of the vial it is -3 to hit by alll
ing a set number of points of poison protection. Type “AA” antidote missile weapons. Strengths available are “F"-“J", plus “S” and “XX".
provides 5 points of poison neutralized, “A” 10 points, “B” 20 points, The price for regular poison gas is 300 gp per maximum hit damage
“C” 30 points, etc. “S” affects only sleep poison but also gives plus 3 done by a particular strength; type “S” costs 3000 gp per vial and
on sleep spells for the next four movement turns. Type “X" acts as aXX" costs 67,500 gp per via[Rare).

Neutralize Poison spell. The strength of the antidote is subtracted from  (DM: The above should be the minimum prices for poisons. They
the amount rolled for damage of the poison. may go up as materials or equipment become scarce for any given

The effects of the antidote last for four rounds after consumption, poison strength or type of poison. The high prices for more powerful
i.e. if a victim is struck by a sword coated with strength “C” poison, 15 is types of strengths help reinforce the idea that high-level poisons should
rolled for damage and the victim drinks a type “A” antidote in the next be used only by high-level Assassins and then only on the most
round, the victim takes 5 HP damage from the poison for the rounddangerous, i.e. high-level, targets; otherwise, there is no profit to the
before and the rest of the damage (10 HP) is neutralized. Two roundéssassins involved.)
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WEAFONS
of the
FAR EAS

Michael Kluever
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The Far East produced an interesting variety of designs of weapons.
The quality of weaponry also varied greatly. The Chinese throughout
most of their history have been a peace-oriented culture. Their weapons| - -
clearly bear this out. Crudely designed and made, they proved clumsy (ljﬁ»--a

to use on the battlefield.

Warfare in Japan was always a prominent element during the
medieval period. Japanese weaponry is not only unique and imagina-
tive, but among the finest in quality produced anywhere at any time. It **
proved its effectiveness time and again on the battlefields of Asia.

I. Weapons of China, Tibet & Korea

China, though a close neighbor of Japan and at war with her =
frequently, never achieved the sophistication of weaponry of her nelgh-
bor. The Chinese sword is a classic example. While in many ways quite 3 ;
unique, the Chinese sword was poorly balanced and an ineffectivéul weapon. Some possessed pulls in excess of 150 pounds. Pulls of 7
cutting weapon. 80, 90 and 100 pounds were common. The arrows were capable

Two specific types of swords became popular. The first is a long, penetrating the finest Eastern armor. During the Han Period the bov
two-handed weapon with an overall length in excess of 3.5 feet. Plairbecame a revered ceremonial weapon. Beautifully manufactured ver
wooded grips were surmounted by a globular pommel, often composednilion bows received high awards of honor.
of brass. A circular brass guard completed the hilt. The blade was The Chinese archer's hand release differed from that of the Wester
straight or slightly curved and composed of poor-quality metal. European archer. Instead of the Mediterrean draw, consisting of the fir

A smaller version of this sword was also popular. Capable of beinghree fingers on the right hand looped over the string, the Chinese
wielded with one hand, it proved to be an equally inefficient weapon. Turkish and Asiatic archers used the thumb draw. This system require

The second type of sword had a thinner, straight blade with shorta thumb ring (Chi Chi), made from jade, bone or metal. From the bas
straight quillons. This sword was much easier to use on horsebackof the ring, on the side nearest the palm, extended a slightly curve
being lighter and more streamlined. This type was commonly used irprojection which was hooked over the string. The first finger was
Korea and Tibet as well as Indo-China. hooked over the thumb to hold it firmly in place while drawn back. Then

The Chinese sheath was simple, consisting of a bar of metal securate finger was removed and the thumb bent slightly, allowing the string
to the top edge and drilled with two holes for suspension cords. Soméo ride over the extension and discharge the arrow.
were elaborately decorated and bore a stark contrast to the plain, crude Such a system enabled Chinese bowmen to pull strong bows (up
swords. 200 pounds) and achieve greater ranges. Arrows in excess of three fi

Chinese polearms had an enormous variety of shapes. Characteriiong with steel heads were used, as were whistling arrows four feet lor
tically, their heads were large and very ornate with curves, hooks, anavith heads four inches in diameter and six inches long.
spikes and were frquently decorated with chiseled figures. The weapons The Chinese quiver, one used commonly throughout the Far Eas
are clumsy to wield, and their thin blades proved ineffective as cuttinghad a series of pockets, each of which held litle more than the arro
weapons. head. This allowed for the separation of different types of arrows an

Chinese maces were straight iron bars with sword-like hilts. Othersprotected the feathers from damage.
had the more traditional ball-shaped heads. One Chinese oddity has the The composite bow of Tibet and Central Asia was closely related t
“long life” character in very high relief repeated six times around thethose of China. The Korean bow was of composite construction like the
head. It not only smashed a man’'s skull, but permanently stamped i€Chinese, but its back was frequently made of sinew and the belly mac
with the character signifying long life. of short pieces of ivory wrapped at the joints, with coils of cane similar tc

The battle axe took on many forms. No single style appears domithe Japanese bow.
nant. The battle axe was never more than a secondary weapon in Korean quivers were long, cylindrical or elliptical boxes housing the

China. entire arrow. A cap covered the top, protecting the arrows from the

It was only with the composite bow and the crossbow that Chinaelements. These quivers were frequently composed of wood, paper
achieved any sophistication in weaponry. The composite bow waSeather.

constructed of laminated bamboo, reinforced with horn and sinew and The Chinese are credited with the invention of the crossbow. Its us

occasionally with strips of iron. was recorded as early as 1200 B.C. The medieval Chinese crossb
Introduced 2000 years before Christ, the Chinese bow was a power- (Turn to page 8)
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Dungeon Module T1
The Village of Hommlet

by Gary Gygax
INTRODUCTORY TO NOVICE LEVEL

The Village of Hommlet has grown up around a crossroads in a woodland. Once far from any important activity, it became
embroiled in the struggle between gods and demons when the Temple of Elemental Evil arose but a few leagues away. Luckily for
its inhabitants, the Temple and its evil hordes were destroyed a decade ago, but Hommlet still suffers from incursions of bandits
and strange monsters . . .

‘This module contains a map of the village and-lands around; a large scale map of the inn, church, trading post, and guard tower
(main floor, upper rooms and cellars), an informational key regarding the inhabitants, and a map and exploration key for a
destroyed moat house, a former outpost of the Temple of Elemental Evil. The whole provides a complete, ready-to-play scenario,
and is a lead-in to DUNGEON MODULE T2, THE TEMPLE OF ELEMENTAL EVIL.

AVAILABLE AT YOUR FAVORITE GAME STORE

TSR Games
POB 756
LAKE GENEVA, WI 53147

Tell them you saw it in The Dragon
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WEAFONS elements. The latter proved inconvenient for quickly removing arrows
The Japanese sword was one of the most perfect hand weay
ever produced by any nation. The Japanese polearm ranks a very ¢
ranged in size from mere toys of about one foot in length to huge fieléecond, preferred by many samurai to the sword.
pieces mounted on carriages like field guns. Composed of horn, wood The Japanese polearm had many unique shapes and varied gre
and sinew, rawhide was used for the string. Smaller weapons weis size. Among the more common were short, triangular blades, lo
drawn by hand. The larger ones used a goat's-foot lever similar to thatide heads, curved blades, hooks, mallets, axeheads and pitchfo
used in Europe. Two distinct types, however, were by far the more popular—tf
The crossbow’s quarrels were made from bamboo and tipped wittNaginata and the Yari.
metal heads. Occasionally, poison was added to the quarrels tips. The Comparable to the European glaive, the Naginata’s long, ridg
crosshow had an effective range of 80 yards with a maximum range afurved blade was up to four feet in length, widening toward its poi
200 yards. Evolving from an agricultural instrument into a devastating weapc
An interesting variation was the repeating crossbow (Chu-ko-nu). Iduring the Heian Period (A.D. 794-1191), it was first used by th
propelled two bolts simultaneously from its wooden magazine, whichfarmer-warriors against the natives. The Naginata rivalled the sword
held a total of 24 featherless quarrels, each approximately 8.25 inch@®pularity during this period. It also proved a favorite weapon of tt
long. The bolts were contained in a box sliding on top of the stock andnilitary units of the various monastic orders, each of which possess
moved into firing position by a lever pivoted to both. The throwing of their own armies.
the lever forward and back drew the bowstring, placed the bolt in  The Naginata’s size made it primarily an infantry weapon. Its uniq
position and fired the weapon. Chinese annals relate that 100 crosslade shape made it capable of ghastly, sweeping cuts at the po
bowmen could project 2,000 quarrels in fifteen seconds. The repeatgrotected thighs and abdomens of the samurai's armor. Its long, el
crossbow was used as late as the Chinese Japanese War of 1894-99ated shaft allowed a firm grip and excellent maneuverability.
Several interesting variations of the Naginata developed. During tf
II. Weapons of Japan Kamakura and Muromachi Periods (AD. 1192-1573), a weapon r
sembling a large, two-handed sword was introduced. Called
While the arsenal of the samurai varied, his primary weapons untiNagamaki, its blade ranged from three to four feet long and w
the final acceptance of firearms were the bow and the spear. The sworflounted on a shaft (or handle) of four feet. It was a favored cava
was a secondary weapon throughout most of the medieval period. weapon. The mounted warrior stood in his stirrups, leaning forwa
The samurai was essentially a mounted archer. His bow varied iover his mount's head and shoulders. By manipulating the Nagamaki
length from five to seven feet, with a few in excess of eight feet. From the figure-eight motion, the cavalry’s slaughter of the hapless light infant
16th century on, the bow was considered almost exclusively a knightlwas horrendous, not to mention demoralizing.
weapon, rather than a peasant weapon. A woman's Naginata was introduced during the Muromachi Peric
The Japanese bow was of composite construction. A cross-sectiqi.D. 1337-1573). Kept on a rack over the front door for home defen
of it reveals that between the two thin strips of bamboo forming its backvhile her samurai husband was away at war, it was a much ligh
and belly were three somewhat thicker strips of bamboo set edgewise ¥ersion of the military weapon.
give greater strength. Forming the outer edges were two strips of hazel- The Yari was a straight, triangular or four-sided bladed spear who
wood. The pieces were lacquered over and bound at intervals withlade length varied from three to eighteen inches mounted upol
rattan. To allow this large bow to be fired from the saddle, the deerskirounded shaft. The weapon’s lightness plus its armor piercing qualiti
grip was located nearly two-thirds of the way down the bow. Whermade it a favorite of cavalry.
fired, the bowstring was first drawn well behind the ear. Especially popular during the Heian Period, the Yari appears
The shaft of the Japanese arrow was made of bamboo. Arrowheadsrious shapes during the Muromachi Period (A.D. 1337-1573).
were of a variety of shapes, each serving a specific purpose. “V” shapeshort-bladed javelin (the Nagi-Yari), a long, straight-bladed weap
heads cut cords on armor, while large, wooden bulbhead arrowgthe Su-Yari), and a three-bladed weapon (the Magari-Yari) we
whistling as they flew through the air, were utilized for signalling or among the more common. The Emperor Muretsu took special delight
frightening the enemy. Other arrows were works of art, delicately fashmaking men lie down on their faces in the sluice of a dam and stabbi
ioned with magnificient cutouts. Many of these were signed by theithem with a magari-yari. The hoko had a hook added to the strai
maker. blade, transforming it into an ideal weapon for parrying or for yanking
The quiver was fastened to the right side of the armor rather than tpassing mounted warrior from his steed.
the back in the European fashion. There were two distinct types. The Though always a secondary weapon, the Japanese sword rem:
first were open racks (Ebira), holding the arrows apart from each othethe symbol of military power. Its design and method of manufactu
and protecting the feathers from damage. The other, the Yadzutsu, aiake it among the finest weapons ever made by man. The swordsn
closed box, had a cover near the end to protect the arrows from theas one of the most prestigious vocations of feudal Japan. The forgo

8



December, 1979 Th' Dl'agon

of a sword was a religious act beginning with the purification of thé\s such, the mountings of the shorter weapon are usually the more
workshop. Many swordsmiths subsisted on a monastic life, including elaborate.

special vegetable diet, vows of celibacy and living an austere life. Many The Tanto was little more than a dagger whose blade was less than
of their labors are considered objects dart and are found in the fineste foot long. It was used as an auxiliary weapon by the samurai, while
museums and private collections. women and tradesmen carried it for protection. This weapon is usually

The completed sword was occasionally tested on the bodies @fborately decorated, as it was a social as well as a military weapon. Or
criminals. Different body cuts were evaluated as to the numbers otcasion it was used for hamkiri.
bodies penetrated. The finer pieces were capable of severing sevenThe sword itself was a slashing or cutting weapon rather than a
bodies with one cut stabbing weapon. Especially deadly was a cut encompassing the las

There were three common types of swords—the Daito, ththird of the blade and its tip.

Wakizashi, and the Tanto. Classification was dependent solely upon The battleaxe and mace were infrequently encountered in Japan
length of the blade. The samurai warrior generally despised the use of either weapon. The

The Daito, or Katana, was the longest sword, with blades alwayfew maces employed consisted of straight iron bars with spherical
longer than two feet and occasionally in excess of four feet. The eight- theads. Japan was one of the very few armor-wearing societies where
ten-inch hilt was sulfficiently large to be grasped with both handsthe battleaxe saw little use. The O-No, resembling a poleaxe, possesse
enabling the wielder to have fantastic cutting power. This was the large head with a convex scroll and a scroll-shaped peen opposite. Th
primary military sword of the samurai. Masa-Kari had a narrow blade with a long point opposite it.

The Wakizashi, a short sword with a blade of one to two feet, was The firearrn was first introduced into Japan in 1543, when a Chinese
worn as an auxiliary weapon by the samurai and was the sole weapjumk containing three Portuguese traders and their weapons was blown
allowed to be worn by certain segments of the civilian population whoff course by a typhoon and landed in Tanegashima. The weapon’s
were granted the privilege of wearing a sword. This sword also provegotential was quickly recognized. and soon blacksmiths and armorers
efficient in severing the heads of defeated foes and was used in p#rroughout Japan were turning their talents to the manufacture of
forming ceremonial hara-kiri. firearms. Despite knowledge of the wheelock, snaphaunce and flintlock,

When entering another's home, it was the samurai's custom to leavilnie matchlock continued to be the principal military firearm until the
the Daito in the vestibule and lay the Wakizashi on mats at his right sidemiddle of the 19th century.

Ironically, it was the firearm that played a prominent role in the
destruction of the local warlords and the samurai. Peasants could be
taught in a matter of days to shoot a matchlock. A number of inaccurate
shots aimed at a massed samurai unit quickly decimated its ranks. For ¢
time, a nationwide revulsion to the use of firearms existed. By the
landing of Commodore Perry in 1854, only scholars were familiar with
the words describing guns. But with the reopening of Japan by Europe.
the firearm was quickly reassimilated into the military and became one
of the chief factors in Japan’s complete reunification and the destruction
of the samurai.
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Sinister Seaweed?

Aquatic Encounters with Megaflora

George Lakin, . ) .
Land, sea and air—D&D goffers exﬁitemem in every climate andwould be likely to notice and attack entrapped ships for food and/or
environment for the adventure-loving, treasure-seeking character! treasure! ) ) i ) )
Most adventures, however, are limited to dry land (dungeon- Another danger—recog‘mzed”by mariners and fishermen alike—is
crawling and the wilderness), since other areas are difficult to reach arifie occasional Megaflora “blow.
even more difficult in which to adventure. This is due primarily to the = The Megaflora bubble domes are at best temporary structures,
fact that in the air the Pegasi, flying carpets and Potions of |:|yin%ioepend|ng for their existence on the dense mat of intertwining branches
Levitation are few and far between, while in the sea Potions of Watet© keep them submerged. Under normal circumstances, the interior
Breathing are of limited duration and effect (diving bells, submarinegressure forces out enough oxygen through the branches to maintain
and SCUBA gear not yet being invented). the dome unchanged even as the plants produce more oxygen. In
To expand D&D adventures to the sea (at least in coastal watersJome cases, however, the interlacing limbs act too efficiently as a cover
the following “environment” has been deisgned by members of théver the bubble and no gas escapes. .
Mid-Columbia Wargaming Society of Richland, Washington. In that case, interior pressure builds up until-with a great thunder-
Megaflora aquans (roughly translated ‘Giant Water Plant) grows clap and sudden rush of water-all or part (50% chance either way) of
abundantly in all seas and oceans, although it flourishes best in warie trapped oxygen bursts through the mat and escapes, throwing
tropical waters. Growing in stands of 20-200 individual plants in depthsshattered trunks and broken branches 20-200 feet into the air in a huge
ranging from 60-200 feet, Megaflora resembles nothing more thafpuntain of water and foam. Ships trapped by a sudden “blow” will first
especially massive, dry-land conifers (spruce, fir and the like). fall into the pit created by the outrushing gas, then to be slammed by
The boles of Megaflora often reach or exceed 7-12 feet in diameteffie inrushing walls of water and hurled skyward with other debris and
particularly in stands growing at depths in excess of 100 feet. Unlikéletritus—a very adequate reason for avoiding Megaflora stands when
conifers, they have no bark but only a tough, fibrous outer shefossible!
protecting the soft, spongy pith. Cutting living Megaflora is very similar  If only part of the gas escapes (a minor “blow”), the interior of the
to slicing dry balsa. Dead specimens will be extremely dry—out olome will shrink proportionately as the top of the bubble escapes.
water—and very brittle (one or two blows with a mace will bring downAdventurers within such a dome will notice a sudden decrease in
even the largest). pressure, followed by nosebleeds and popped ears (10% chance for
The branches of Megaflora are very numerous, forming a thickotal loss of hearing in one or both ears due to ruptured eardrums).
dense complex of interlacing, intertwining limbs. There is no otheThere is also a 10% chance that a minor “blow” will sufficiently weaken
foliage, as the limbs themselves act to absorb sunlight. the remaining branches to allow the rest of the bubble to rise in 1-6
Like its smaller cousins, the common seaweed, Megaflora aldwurs.
produces oxygen in the presence of sunlight. For this reason, no A “blown” stand will be characterized by a clear, peaceful lagoon
specimen will grow to a depth greater than 200 feet, because all th@rrounded by walls of living Megaflora, growing quickly to replace the
infrared rays necessary for photosynthesis are filtered out by seawatimaged interior of the stand. Naturally, this lagoon will be the lair of
at greater depths. various sea monsters—all giant'—garding the scattered treasure of
Because of the luxurious mat of branches and limbs, the oxygehips lost in previous blows.
produced by Megaflora is often trapped in vast bubble domes within  The sole warning that a stand is about to blow is the rising of the mat
the individual stand—the size of the bubble depending on the size above the ocean surface 1-6 hours before the blow occurs. A fierce
the particular stand. The floor of the dome will be littered with a carpefurface storm, weakening of the mat through rot and decay, or adven-
of dry, brittle limbs and twigs. This is due to the withering and dying ofurers hacking a passage through the branches to reach the dome’s
the branches once exposed to oxygen (Megaflora is, after all, a wageiface—all these could cause a stand to blow at the DM'’s discretion.
plant!). For this reason, the interior of the dome will resemble a silent, A third danger lies in the fact that, at depths greater than 30 feet,
dimly lit, dry-land forest, with thick trunks reaching upward to thepure oxygen is extremely poisonous. Thus, any adventurer stands a
“sky” and no undergrowth. chance of absorbing a dangerously high amount of pure oxygen into
Bubble domes will be roughly circular in shape and located withirhis bloodstream while in the bubble. This chance is equal to the depth
the center of the stand, although an extemely large stand (100-26fhe stand divided by ten and expressed as a percentage. For example
“trees”) could contain an odd-shaped bubble. As a rule of thumb, the stand growing at 60 feet would have a 6%-per-hour critical threshold,
top of such a dome will not extend less than 20 feet from the oceamile one at 200 feet would be 20% per hour.
surface. To determine the actual height of the dome from the ocean Checks should be made once per hour per character. Once it has
floor, two formulas have been developed: been determined that a character has exceeded his critical threshold,
(1) For stands growing at depths between 60 and 100 feet, doubi® further checks need be made for that character so long as he
the number of plants found in the stand and divide by ten. remains in the dome. However, upon leaving the bubble for the
(2) For stands between 101-200 feet, quadruple the number sifirface, that character must make a saving throw vs. poison in order to
plants and divide by ten. survive (failing to save means immediate death). Furthermore, for
These formulae will generate dome heights ranging from 4-40 feegvery hour or part thereof that the character tarries beyond threshold,
depending on the depth and the number of Megaflora “trees” growinbe receives a cumulative -1 on his saving throw!
together in a stand. Finally—piling danger upon danger—pure oxygen is extremely
Besides the hazards invented by the DM for such an environmerffammable—indeed, flammable to the point of being explosive! Thus,
there are also natural dangers associated with Megaflora aquans: only flameless light sources (magical or phosphorescent) are possible in
While the stands represent no actual danger to coastal shippingegaflora dungeons, since striking a flame or using fireballs would spell
there is a chance—the number of plants divided by ten and expressgdmediate disaster.
as a percentage—that a ship could become entrapped in the thick mat Any character foolish enough to produce a flame would instantly
of limbs at low tide. Such a ship will float free of the interwovencause the entire bubble to blow—destroying the stand completely in a
branches by itself in 1-12 hours as the tide turns. The danger lies in theassive fireball, inundating the dry area and, quite probably, killing the
creatures who may inhabit or use the stand for their own purposesntire party! In such a situation, each character would undergo 2-3
giant eels, octopi, giant water spiders, sea ogres and the like. Thésgnediate “attacks”:
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(1) The initial explosion of gas would create a 6-20 die fireball of .
incandescent oxygen, depending on the size and depth of the @ @@W
bubble dome (depth of dome divided by ten equals hit dice). VS : 1]

The size of the fireball would be half as large as the initial dome

after the explosion of the gas. Saving throws would be appli- A .
s el b s Sains o v e ot e S S SIS TrOM

(2) Following the initial explosion, the fireball would immediately
rise to the surface with a subsequent catastrophic inrush of : ) o
ocean water onto the previously dry dome interior. Each char- @ W @ @@ @ @ F@
acter would have to undergo a check for system shock as the et g et &
walls of water met with implosive fury. A character saving vs. :
system shock would only take 3-10 (d6) of damage. Failing to
save means immediate death!

(3) Finally—should the character survive—an immediate check
vs. oxygen poisoning would be necessary to determine if he/
she had exceeded the critical threshold at that point. If so, that

. ...Let me thank you for /
bemg such a great company. All the

character would have to make an additional save vs. poison 4 Judges Guild products that have

per oxygen poisoning (above). “8 been my privilege to buy h
This does not include the possibility that, swept up in the wake of excellenytr?. . -;agfeing aﬁyofatnzrt:]eig
the rising fireball, the character might become entangled by the blaste 4 be of the highest quality for the
stumps of Megaflora “trees,” entrapped by the swirling mass of broken Y price. .. .1 have to go now-there’s a
branches and other debris, or pinned beneath the flotsam and jetsam -3 batch of players coming by that

the disaster on the surface . . . ;
. W want -

. and how fast can you grow gills???! 74 table. 9 make Tegel Marior habi

See yaon the 5thlevel,

These are the dangers of Megaflora aguan—now what are th i }S)ryanv: gu?hw¥3{

possibilities for its use?
One simple scenario has already been suggested: the giant s

monster guarding the shattered hulks of 1-3 ships lost in Megaflor % . . I very _much enjoy your
blows. Without depth charges, how does the party dispose of th *{ magazine and installments and ap-
creature-hand-to-fang combat? Magic? How do they raise the trea s J preciate what you're doing for the
ure without a diving bell? And what of the nasty beasties lurking within 4 hobby in general and my campalgn
sunken ships themselves? 7% inparticular,

Another possibility could be the lair of sea elves, sea ogres or the; : Enclosed is a . . .check for a
like. Being “intelligent,” they would obviously take steps to protect o three-year subscription extension.
themselves from a blow by reinforcing the upper mat against storm w3 James Grahm Il g

and other natural disasters, providing some kind of safety valve to allow: Z. Charleston, SC
excess gas to escape and other measures designed to make their g 3 %

both livable and safe. There might (or would) exist a secret passage to &

well hidden, dry-land exit, held with one or more air locks to prevent &
the dome’s collapse. B

Would such creatures actually inhabit the bubble, or would they%'&
store their treasure-with appropriate guardians, traps and warning
devices-&d live nearby? Only the DM would know for sure!

Another adventure could be the lost temple of a sunken city—
complete with its own dungeon and guardian monsters—overgrowr&“‘f'
by a stand of Megaflora aquans. What sort of guardians would they be;
since “normal” monsters would not be willing (nor intelligent enough)
to enter a dome and live? Would the dungeon consist of nothing more
than tricks and traps, with molds, fungi, slimes and oozes predomin-|
ating?

Finally, the bubble domes themselves could form a “dungeon” of
interconnecting “rooms,” complete with “secret doors” requiring the
hardy adventurer to hack his way through dead branches and trunig
for passage. What sort of monsters—what kind of treasure—would
such a dungeon hold?

These are only a few of the possible scenarios which come imme
diately to mind when considering the Megaflora environment. With a
little imagination, other DM’'s can create additional scenarios and
adventures-where only the brave dare enter and only the hardy c4
go-using materials suggested here.

To get all the NEWs, send
for our NEW catalogue today!

§udgm Guild

165 N. Umverstty D1

Lyle’s Hobby & Craft Center

Large Selection of Wargames

38 North Cass Ave.
852-8085 Westmant, [1l. 60559

We now return you
to your scheduled magazine
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assumes that the planes which surround the AD&D Prime Material
Plane are repeated ad infinitum around parallel worlds, then there is an
opening to the true infinity of creativity.

We can concern ourselves directly, however, with only those areas
which are immediate to AD&D. Thus, a parallel world based on
GAMMA WORLD and another rooted in BOOT HILL are proper
considerations, but the planes which surround these milieux are the
purview of the DM. There may be such planes, only some of them or
none. The framework for the parallel world is provided in the game
system; alterations for its adaption to AD&D are given, with respect to
GW and BH, in the DUNGEON MASTERS GUIDE. All other details,
from how adventurers enter the plane to how they can return to the
“normal” AD&D universe, are left to the DM.

This brings us to the delineation of what needs be done to allow the
game master to construct variations based on other planes and paralle
worlds with a maximum of creative latitude and a minimum of routine
labor.

* % %

Obviously, it is impossible to deal with more than a few of the
possible parallel worlds. Those which are based on other TSR games
can be detailed to some extent. Suggestions are easily drawn from suct
conversion modes and can be applied to other publishers’ designs or
the authored mythoi desired by the DM as the framework for alternate
milieux. That leaves the Inner and Outer Planes of the AD&D universe
as the main subject for development. Certain of these planes attrac
more attention, and these popular areas are the ones which mus
receive attention first.

Playing on the Other When ADVANCED DUNGEONS & DRAGONS was still in its
. earliest conceptual stage, Steve Marsh and | exchanged considerable
Planes of Existence correspondence pertaining to the planes. | then had to immerse myself

in the task of setting the design to paper, and for several years Steve an

Details of the various planes of existence which surround and €xchanged only brief letters on an occasional basis. During this
complement the Prime Material Plane have, until now, been left to the'elative hiatus, | also worked up a number of dungeon modules,
various DMs. Because AD&D has many more strictures than doedncluding the series which will culminate in an adventure on one of the
D&D, | felt that maintaining such areas as the purview of the DM Planes of the Abyss Q1, QUEEN OF THE DEMONWEB PITS).
allowed the opportunity for creativity and imaginative input to a degree It so happened that Dave Sutherland had a splendid inspiration
greater than that in D&D. After all, here were virtual universes to order. regarding this setting, so my rather sketchy notes were set aside for use

But on second thought, it is perhaps a bit too much. Outside of & another module, and Dave was given the go-ahead to do the
few facts regarding the principal creatures inhabiting some of thes&cenario. (As of this writing, it is nearly complete, and | hope that it will
planes, there is nothing upon which to build. While a few highly soon find its way into print!) The information in the module should be
dedicated and exceptionally creative individuals have undoubtedlypufficient to serve as a guide for development of the entire 666 “layers”
foundthe time and energy and inspirattonbegin development of the of the Abyss. | expect that extrapolation will allow rather speedy
milieu of a plane or planes, most DMve shied away from the handling of the other lower planes as well, with emphasis on Hell, of
undertaking-at least as a really divergent game system. course, as it is the other most treated/frequented area in campaigns

In fact, upon reflection on the matter, it doesn't mageeat deal of  Still other planes are badly in need of attention.
sense to offer areas totally unrelated to the general framework of The other obvious candidates are the Astral, Ethereal, and Elemen-
AD&D. Games other than AD&D do that. What is needed is a systemtal planes. | have suggested that TSR'’s design staff go to work on
providing ties to the structure of AD&D, but as a skeleton only, thus modules dealing with adventures which feature the Astral Plane and
giving a starting frame of reference for individual creativity. the Ethereal Plane. There will also be encouragement to do modules

which place action on Lower Planes. The Elemental Planes are anothet

Consider the total formlessness of the Plane of Hades, for examplematter, despite my “having heard some of TSR'’s designers express an
AD&D relates that the place is the realm of Neutral Evil. Night hags, interest in doing work involving such planes. Steve Marsh and | are
nightmares, and larva are found there, as the MONSTER MANUAL again engaged in fairly regular correspondence, and just awhile back
states. Daemonkind roam the plane. Certain magic items and spells wilie sent me some material he had written regarding adventures on thes
not work there. So much for the data available on the plane. This iplanes. | hope to be able to find the time to work this material into a
pretty sketchy information, and the DM must be inventive and innova-form usable with AD&D, add my own ideas, kick the whole back to
tive indeed to construct a whole milieu and devise rules for the placesteve for his further commentary and addition; and then we'll hope-
unless he or she resorts to AD&D. fully be able to offer a set of four or more modules which will provide

Now, this is all well and good, but the sheer mass of rules willinteresting adventures, many new creatures (populating the respective
require extensive effort at merely categorizing, noting differences, andElemental Planes), new magic items/forms, and still provide a vehicle
then constructing replacement sections. As the planes are intercofer expansion and extrapolation. o . .
nected to the AD&D multiverse, it is actually TSR’s job, and mine, to Properly done, such modules will be the guidelines with which the
see that the laborious functions are weeded out into what is not a part M can create new milieux. Although | have been, and will be,

a given plane and what is germane. This task must be handled so asitwolved with the development of all treatments of the AD&D planes, |
avoid unnecessary restrictions. It must give a basis upon which tem particularly desirous of having initial, direct input in the writing of
develop a special milieu, but not set forth yet another tight set of rulegnaterial pertaining to the Elemental Planes.

which must be strictly adhered tg.. . %%

This same principle applies to all portions of the AD&D multiverse It is of interest to relate that just prior to the appearance of the
not immediate to the rules, i.e. the parallel worlds and universes. If onexcellent article “Elementals and the Philosopher’s Stone,” by Jeff

12
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Swycaffer (THE DRAGON #27, Vol. IV, No. 1, July 1979), Dave have read this article. That, Dear Reader, is a minor miracle in itself, e
Sutherland and | were discussing the various Elemental Planes, cofully ready games take usually about one year between completion ar
centrating on the borderland areas betwen them, i.e. where Watelease.
touches Air and Earth and where Fire touches Air and Earth. Mr.  Because the subject matter is close to regular AD&D play-man
Swycaffer's ideas were good indeed, andaiporis substituted for ~ elementals and creatures of the Elemental Planes are regular inhat
“moist” and dust is used to replace the term “dry/dryness,” you willants of the campaign milieu and are summoned by spells—
have a good idea as to how the borderlands between Elemental Plardavelopment of information on how to set up and run scenario
will be treated. Naturally, the denizens of these regions, “paradealing with these planes is important. Likewise, such information will
elementals” (not to be confused with Fritz Leiber’s “paramentals”) andenable DM’s to prepare for such activity on the other planes as well.
other things, will also add to the oyerall scope of the game. AD&D is an ongoing game. It offers variety of play and develop-
ment of characters in a linear direction. Unquestionably, the addition c
The ethical/moral concepts of good and evil do not, | believeother planes for adventuring purposes will certainly excite participants
properly belong to any treatment of the elemental arease.But offering them new areas to explore and new challenges.
while there will be no “good” or “evil” elemental type, there certainly DM’s developing their own data will be able to institute new rules
must be elementals of good or evil disposition to complement those afhich they have always wanted to try without disturbing the conformity
neutral bent. of the basic AD&D campaign. The planes offer an endless field fo
Similarly, the attributes of barrenness and fertility, the conditions ofcreative design and play, connected to, but not necessarily a part of, t
pleasure and pain, and the states of beginning and end are not elemgeneral AD&D campaign. These offshoots can coexist and not chan
tal in the sense of the term used in AD&D. The presence or absence the game into some variant which will eventually terminate the grou
light isn't necessarily tied to the elemental principle either, although it isfrom the mainstream of the game as played throughout the world. Th
a very nice touch with respect to the polarity of the “Philosopher'spotential gives the best of both (all) worlds, and the Elemental Plane
Stone.” will certainly provide the best springboard to development of all of the
While certain of the precepts of Mr. Swycaffer’s article will be planes.
evident in treatments of the various Elemental Planes, the whole-will
not be there. This is mentioned so that Dungeon masters reading this In a previous column | mentioned that | would set up an adventur
article will be able to peruse these modules with the aim of undewhere the players would end up in the city streets of the 20th century
standing the methods by which rules and an overall scheme wek#ell, | knocked together some rules, put the scenario together, stock
selected and tied together to arrive at something similar, yet different, ithe place with “treasures” of a technological sort, and sprinkled som
AD&D. If you have opinions which you wish to share with us, pleasemonsters (thugs, gangs, police, etc.) around.
drop me a line. Better still, if you have what you believe is an outstand- Much to my chagrin, Ernie the Barbarian was leading the expedi
ing treatment of one of the planes, why not submit it to TSR’s desigtion. When his party emerged from the subway—and despite tt
department? general blackout in the city due to the power failure caused by the
entry into this alternate world—he stopped, looked, listened and the
There is no question that it will be some time before any significanheaded back for the “safety” of the “real world!” Some people really
amount of material detailing adventures on other planes will be forthknow how to spoil a DM's fun. . . .
coming from TSR. It will take me two or three months to prepare a If any of you have conducted a successful adventure in a mode
rough draft of even one such module, and allowing a like amount afirban setting, please write me about it, including the rules modifice
time for Steve Marsh to work it over, and then no less than six month8ons and additions used. If | get something on this, a future column wi
to go through production, means that the first such scenario (natclude the story and the rules used, along with those | devised. If the
including QUEEN OF THE DEMONWERB PITS, which is due out soon is nothing received, I'll assume that the setting is not popular enough t
now, as | said previously) won't appear until about one year after yowarrant further discussion and drop it.

You Learn Something New Every Day. . . lf you have the 198 0
Days of The Dragon
fantasy art calendar

Did you know that the first human cannonball act was successfully
performed in 1887?
or that Sitting Bull and Rasputin were murdered on the same day, 26
years apart?

or that GenCon XIIl will be held on Aug. 21 thru Aug. 24, 1980?
From the whimsical to the macabre to the bizarre to convention dates,
you’ll find entries for every day of the year. But squares with numbers
and printing alone do not a calendar make. For each of its 13 months,
the calendar offers outstanding fantasy art, indeed, the finest collection
ever published by TSR Periodicals, created especially for Days of The
Dragon.

* % % % %

* % %

8

From January 1980 through January 1981, Days of The Dragon is
functional, informative, entertaining, and decorative. Be advised,
though, that quantities are limited. If you can’t find the 1980 Days of

The Dragon where you normally buy THE DRAGON magazine, order

directly from TSR Periodicals. Send $6.50 plus $0.50 postage and
b3 handling ($7.00 total) to: Days of The Dragon, TSR Periodicals, P.O.
M2 Box 1 10 Lake Geneva, WI153147. Allow 3-4 weeks for dehvery
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from Jean Wells

Before | get into this month’s questions and answers, there is amay have used, is absurd. First, the ring works as per the spell and the
issue that | would like to discuss, hopefully for the last time. maximum speed any object can reach is 1,024" per round. Second,

The subject is dwarven women and whether or not they haveven if you were able to make the arrow reach the speed of light, the
beards. Last spring when we were working on the final editing of thavooden shaft and the feathers could not stand the force and would be
Dungeon Masters Guidé¢tried to get Gary Gygax to change the destroyed. | also doubt that you can control any thing that is going that
section on dwarves so that dwarven women would not have beardfast and it might strike you. Lastly, | know of nothing that can inflict 600
Needless to say, | was not very successful. points of damage. The most damage that can be taken in one melee

What | didn't realize was that for some strange reason (completeljrom one opponent is from a Platinum Dragon, and that is 168 points
unknown to me), | had started something. | did not understand the fufrom his breath weapon.
impact of what | had done until | went to GenCon this year. Many *kx
people stopped me in the hall to either agree with me wholeheartedly, — .
or disagree with me and then tell me that | was crazy. Everyone knows Q“eftmn' :hha": b:;n pla¥1ntg D:"geolni and Dl:aﬂons f‘:;
that dwarven women have beards, they said. It did not stop there. :ver; m°nd S) ,‘; Ae p:m Aok elre a‘;etc a eng':.l
no! We have even been getting mail on this issue. It is not too bad, bu modeus an h‘."°?' S S':mt eus 1n aB eTuf f & ehn°w’,_,un 1
don't like being accused of making an issue out of the subject. € can regain s lormer status, or is Baa.zebu' In cuarge:

. ; P . Answer: WHEW! Either way, I'd say you are in trouble. There are
One thing that everyone who has taken sides in this issue fails A : . . : )
remember is that Gary Gygax wrote thengeon Masters Guidand it 1i‘/)arylng views on this question. One side agrees with you when you say

is his book. He can say whatever he wants to. You can agree with hi at he is in a lemure state, while others say Asmodeus is just banished
or side with me, but either way, the person who has final say in his om the plane you defeated him on. Others go so far as to say that
her campaign is the DM. So, for all the people who have written in t smodeus is not dead, but just waiting to get you when you least expect

; . ; Any way you look at it, you, my friend, are in trouble.
agree with me or to agree with Gary, and for those who haven't yet but e . . .
were planning to, please save your breath. Gnome women don’t ha\@ If he is just in lemure state, then when he is back in full power he is

o ; ing to come looking for you to make sure you don't do that again. If
Eg::gz (g';):s l?t)[jlieng'? idnlrﬁ;n V\?cl)%%)‘ Dwarven women may indeed ha is dead, forever gone, then Baalzebul is going to come looking for

you to make sure you don't get a chance to do it to him. Without all the
cts on how you mananged to defeat him, it is impossible for me to
e you a clear-cut answer. | can make suggestions, but when it comes
t down to what exactly happened and what state he is in, that is a
DM decision.

uestion: What kind of monster is on the cover of the | feel that after several months of playing D&D you cannot be

o ar anywhere near powerful enough to challenge the arch-devil himself.
ggls\l fﬁlos/(\)l AAI,’:\];?,TERS GUIDE @hat are its hit dice, armor However, since you say you defeated him, | would venture that he is

. : ; . just banished from the plane you killed him on. | would also say that at
Marﬁjr;lswer. The manster is an Efreeti and can be found iMtiester the first opportunity, he will bring you to hell to finish you off. Good

All questions that appear in this column have been edited fro
letters received by the TSR Hobbies Design Dept. and some have b
changed to fit a larger audience.

*kk luck. You are going to need it.
Question: Under the Lycanthropy section of the DUN- el
GEON MASTERS GUIDEit states that a paladin caught the Question: I have a magic-user who has bracers of defense
disease. Paladins can’t contract disease. Please explain why armor class 2, a +2 protection ring and a dexterity of 16 giving
you said this. him the armor class of -2. This is wonderful, but the fighters

Answer: Lycanthropy is not a disease, but it is often called one. T&ant to hide behind me and use me as a shield because of my
become a lycanthrope you must contract it like a disease even thougréat armor class. I don’t think this is fair. They say they can
is a curse. If it were a real diseas&emove Curseould not work on  shoot arrows around me and we will all be safe. They also say
it, and a Cure Disease would not have a three-day time limit on ithat since I have the best armor class I should be out in front.
Lycanthropy is very complicated, and paladins are not exempt from itfhe DM is no help, they just bully him. What can I do?
Paladins already have it pretty good; we can't let them have everything Answer: The first thing you can do is stand up for your rights. Your
rosy. armor class is not due to the armor you wear, but your ability to dodge
blows and missiles. They can be hit by what you have just dodged. Also
Question: We are having an argument over an issue that tell them they are cowards and have no right to call themselves fighters!
has us divided. My friends say that with a ring of telekinesis | would not go adventuring with a group of people who used a
they can make an arrow spin at the speed of light and then magic-user for a shield. That is disgusting. They should be thankful you
release it, having it do between 100 and 600 points of damage have such a good armor class. It means that you, being the weakest in
to their target. I say this is impossible! What do you think? hit points, won't be getting hit as often and the party won't greatly risk
Answer: | agree with you. Their idea, based on whatever logic tllelosing their most powerful character, their spell-caster. Tell your fighters
1

*k*k
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to wise up. If they lose their magic-user, they have lost their most potegbu won't have to temporarily retire your female character and lose the

weapon. chance of gaining at all that experience you could be getting because
Tell your DM not to let them bully him around. His word is final, you are with child or just had one. It is not fair, but that is life.
PERIOD. s The reason | don't want to say more is because | am working on an
article forThe Dragorabout women in D&D and some of the problems
Question: Is a wand of fire balls like a staff, in that if you they face. | also intend to cover pregnancy in the different races anc
break it it will cause an explosion? how to handle it.

*k*k

Answer: If you break your wand, all you will have is a broken wand.
The only staves capable of a final strike are Staff of the Magi and Staff of  Question: I am having a romance with a god, but he won’t

Power. rx have anything to do with me until I divorce my present hus-
band. How do I go about divorcing my husband?
Question: Can a god grant an elf the ability to become a Answer: | was kidding when | told my mom | was going to be the
druid? Dear Abby of D&D players. Oh, little did | realize . . .

Answer: No. A god or goddess can grant the ability for an elf to be A divorce is hard to get. It is almost unheard of except for royalty.
his or her priest or priestess, but he can’t bestow upon an elf druidicalAlso, you don't really want to be married to a god (or goddess, for that
powers. Druids get their powers from nature. Now, a god who might matter, guys). He will take you to the heavens and lock you away in his
take pity on your elf may change him or her into a human, but | doubt itcastle where he can keep you out of harm’s way. It has to be this way.
You might also find a wish that will let you change into a human, but it isn't, then you would become too powerful a character. You would
other than that your elf is nevef going to be able to be a druid. have a god at your beck and call and that would unbalance the game

e
Y "
.,
p

(,,»4‘\

Question: I have a female character who has gotten herself )
pregnant. How should I handle this?

Answer: | don't really want to answer this question now, but since WORLD
your letter is not the only one presenting me with this problem, | will say|
this much. Stop fighting, practicing magic and doing other things thal

cause stress. The chances of losing the child are great, and you dd :
need to add more to it. During this time period, medicine was still ~
progressing and it still wasn't too great. Most of it was old wives' tales. 89 MAR KET ST

After you have given birth, it will be months before you can even
begin to get back into shape and practice your skills. Female characteyg CHAR LESTON SC 29401
who find themselves with child soon find themselves retired. This is arj] = Largest selection of fantasy games and figures in the
occupational hazard that should be avoided. Don’t fool around anf] = South. Dealer inquiries welcome.

Tell them you saw it in The Dragon
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FIGHTERS, MAGICIANS,
CLERICS, THIEFS,
ASSASSINS and
even ORCS...

...on a T-SHIRT!

598 Fox ERCH BASIC DESIGL SHIRT

098 luclupes NAME OF YOUR ChARACTER
(15¢ ExtRA For EACH LETTER OVER (o)

SPECIFY: TYPE OF CHARACTER
SHIRT COLOR ~ WHITE |LIoHT BLE | YEIIOW
 SHRT SIZE - 5mAll, meD. | LARGE, Ex Lrrge]
?LE'&SE APP .00 POSTAGE APd HAVDLING
UR. RESIDEPTS HDD 470 SALES TAX
SEPD (HEU oR MONEY ORPER T-0%

WEBBERAN’S BARBARIAN SHOP
440 LEOPBRD PARKWAY
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If You Meet These Monsters,
Don’t Let Them Bug You to Death

Len Lakofka

. . . Welcome €to
The Insectoids are the product of the crossing of certain types of

insects with certain types of goblinoids. Geltar Telomax, the insane ,

Wizard (former druid), was the author of these bizarre matings. He v N

discovered that “Giants” of various species could be produced via the qumu nd S TIH% H(It

spell Animal Growthif the spell was changed to some degree and

combined with a special form of the spermanencySome species

simply rejected the magic over a period of time, but others wersurvived and can procreate cannot intermix in any way, as the genetic

capable of procreating in the enlarged form and producing a speciémlance is somehow destroyed and the result does not live for more

totally unlike the small unenlarged variety from which they were de-than a few years.

rived. The Insectoids produced have quite a range of characteristics. All
Telomax's experimentations were with Kobolds, Goblins and Orcsxan speak, all can use weapons to some degree, some very few can ca

crossed with Giant Ants, Scorpions and Wasps. All other crossings werspells, some can fly, all have good natural armor and all have excep-

doomed to failure as the products either died soon after birth or theyonal senses—especially visual and aural. Each of the five types are

were infertile (and often insane). The 5 types of Insectoids that haveutlined below:

Scorpiorc Koasp Antold Woblin Skag
FREQUENCY Rare Rare Rare Rare Rare
NO. APPEARING 2-12 1-20 3-18 4-16 1-6
ARMOR CLASS 4 6 6 5 3
MOVE 14" 8"/16” 12" 8"/12" 12"
HIT DICE 2-4 1-3 1-3 1-4 2-7
% IN LAIR 70% 80% 85% 70% 20%
TREASURE TYPE %Q 5xM,N %R K,L&M K,LLM&V
NO OF ATTACKS 3 1 2 2 1
DAMAGE/ATTACK 1-6/1 -6/weapon  weapon 1 -4/weapon sting/weapon  weapon
SPECIAL ATTACKS none none see below see below spells (10%)
SPECIAL DEFENSES see below see below limited ESP see below see below
MAGIC RESISTANCE standard standard standard standard 5%
INTELLIGENCE RANGE  1-10 2-12 1-12 13-16
ALIGNMENT El/En EN/EI NE EL EN
SIZE RANGE M S S M M-L
PSIONIC ABILITY none none none none none

Intelligence, Wisdom and Speech

All Insectoids have at least “animal” intelligence. They can under-  Scorpiorcs speak common, “Scorkish” and broken Orcish. They
stand very simple commands in Common and slightly more complexcan move silently as a medium-level thief (70%) and can strike from
commands that are a combination of sounds and of motions that havieehind for double damage if they surprise. Scorpiorcs’ armor comes
become unique to their species. Those with an intelligence of 7 drom their skeleton structure alone; they never use any armor, though
higher are capable of language that can be understood by humans opper-level scorpiorcs might bear a shield.
other races that speak Common. Those with an intelligence or wisdom  Scorpiorcs prefer to dwell in caves or small stone structures. They
of 12 or higher are capable of limited “tribal magic” in the case of can build basic structures if hard pressed though none would have
Antolds and Woblins, while Skags are capable of more complex spellgloors or windows—ijust a single opening for entering and leaving.
up to the 4th level. Scorpiorcs do not get along with other Insectoids and might attack

others (10%) unless controlled, but they will never attack a Skag.

Scorpiorcs

Scorpiorcs are a cross between giant scorpions and orcs. They haloasps
4 legs, 2 pincers and 2 appendages that can be used for locomotion or A Koasp is a cross between a Kobold and a Giant Wasp with
for grasping. The Scorpiorc is 5-6 feet in height. Its forward pincers cardomination in appearance of the kobold strain. They are 2 to 4 feet in
deal 1-6 points of damage each. In its middle appendages it can graspheight and thin. They have two legs and two arms but they also possess
weapon (though not a pole arm, 2-handed sword, missile weapon arset of folding wings. At a distance or in the dark they are 90% likely to
any weapon for which great dexterity is required) and it can gain frombe mistaken for a Kobold though they wear no armor or garments.
the weapon’s magic, if any. A Scorpiorc will never bear a flaming sword They use small, short weapons and can gain from a weapon’s magic if it
nor carry any type of flame. The head of the Insectoid has two eyes ohas any. Those with 3 hit dice can use a light crossbow, though they can
stalks that protrude from a orcish-shaped face. These eyes can rotabaly fire one missile per 2 rounds. Their heads are kobold-shaped but
independently and make surprising the individual difficult (only a 1 in 8 their eyes are segmented and huge, thus making surprise difficult (1
chance). The grasping appendage can be used in climbing or even @hance in 6).
running. Scorpiorcs can advance as fighting types from a beginning Their wings are not very strong and thus they can remain airborne
“level” of 2 to a top rank of 4, though to do so they must be of thefor only 3-18 minutes. Those with 3 hit dice can remain aloft for 4-32
largest size and have an intelligence or wisdom of at least 8. minutes. Determination of hit dice is by random probability: 1-60 = 1

16



December, 1979 Tht Dl'agon

H.D., 61-90 = 2 H.D. and 91-00 = 3 H.D., and only adults are capabléVoblin is in flight or against a motionless target which a Woblin can
of fighting. back up to and deliver the sting.

Koasps prefer to live in hive-like structures with from 2 to 4 levels ~ Those Woblins of at least 12 intelligence or wisdom are tribal clerics
and a central tube for movement up and down within the hive. Thefshamen) capable of using the following speliseate Water, Bless,
sometimes dwell in caves, but only in the passages and rooms near tBgire Light Wounds, Cause Light Wounds, Chant, Resist fire.
entrance. Koasps prefer to dwell in groups and have a limited society Each Woblin can use two spells per day that are selected once a
based on cooperation to maintain the hive. A female Koasp is very rar@lways for that particular Woblin.

She will be protected and guarded by all of the males, even those who Woblins prefer to live in caves and dungeons, the deeper the bette
are not her mates, with a fervor that will allow them to attack as if theyTheir society is complex, integrated and coordinated.

had one more hit die. Skags
A Skag is a cross between a few species, Scorpions, Kobolds, An
Antolds and Goblins being the most likely four involved. The Skag has two legs

An Antold is a cross between a Giant Ant and a Kobold with the Anand walks upright; it has two arms and has a physical strength of fror
being the major contributor to shape and appearance. The Antold hag to 18 (01); thus, it is +1 to hit and from +1 to +3 to damage due t
6 appendages, 4 for locomotion and two have the double advantagessfength. The Skag is well covered with armor-like chitin but it is quite
being used for locomotion or to grasp a small weapon like a dagger or@apable of using a shield, bracers or even a cloak of protection! Ska
short sword. The Antold is capable of delivering a bite with its shargan use all weapons unrelated to flame.
mouth pieces. The largest (3 H. D. ) have a 60% chance of paralyzing an A Skag’s hit dice are partially a function of size and partially of
opponent with their bite unless a saving throw versus poison is madexperience. A Skag can initially dice a size of 2 to 4 hit dice. It can the
those with 2 H.D. have a 30% chance with a s.t. at +1 and those of blearn to be up to three more levels proficient as a Fighter, Magic-User ¢
1 H.D. only have a 10% chance with a s.t. at +2. This percentag@leric. Gaining such an experience level is detailed below (remembe
chance is per melee round and per individual, as all Antolds have salita add this level to natural hit dice):
that can paralyze. Paralyzation occurs rapidly at the rate of the loss of SKAG VETERAN—two to four eight-sided dice due to size for hits
one dexterity point per segment until the victim goes to zero dexterityto be killed (0- 2,000 e.p.).

The paralyzation lasts for 1-6 hours unless cures are applied to the SKAG WARRIOR—Add one ten-sided die for additional hits to be
victim. Any victim already paralyzed can always be reparalyzed by thekilled (2,001 to 5,000 e.p.).

bite of any Antold. Such victims are usually eaten, unless a ranking SKAG SWORDSMAN—Addanother ten-sided die for additional
Antold wants them kept alive for some reason. hits to be killed (5001 to 12,000 e.p.).

Antold also possess a limited form of ESP which can be used to SKAG HERO—Add another ten-sided die for additional hits to be
detect thoughts of any creature with animal or greater intelligence at killed (12,000+ e.p.).
range of 10 feet. Thus, surprising an Antold is virtually impossible (1in  Thus, a Skag veteran has  2-4 H.D.

20) as the creature becomes instantly ready to defend and its sense of Warrior (2-4)-1 H.D.
mental detection direction is infallible. If psionics are used near an Swordsman (2-4)+2 H.D.
Antold, this ESP range is increased to 40 feet. Hero (2-4) +3 H.D.

Antolds with an intelligence or wisdom of 12, regardless of hit dice ~ Experience gained for killing a Skag fighter is per its hit dice, as with
(which is only a function of physical size) are usually (90% chancep monster.

tribal witch doctors. They are capable of the following spAlfeect SKAG Cleric First level—2-4 8-sided dice for hits to be killed;
Normal Fires, Message, Shocking Grasp, Spider Climb, Mirror-image, two first level spells; 0- 4,000 e.p.
Scare. Second level-Add one 6-sided die for hits to be
Any particular Antold can cast only one spell, and only once per killed;
day. The chance of it being any of the 6 listed is equal. 21st and 22nd level spells; 4,001 - 10,000 e.p.
Antolds prefer to live in homes they dig out of soft earth, much as an Third level-Add one more 6-sided die for hits to be
ant colony would be created. The percentage of females is high, and killed;
the mating of Antolds is done in the manner that Kobolds would 2Ist, 22nd and 13rd level spell; 10,001-50,000 e.p.
use-the female laying 2-8 eggs. Fourth level-Add one more 6-sided die for hits to be
Antolds have a loose social structure, unlike the Giant Ants from killed;
which they came. They are mainly independent, though defense of the 2Ist, 22nd, 13rd and 14th level spel0,001+ e.p.
lair will always be coordinated. (Note: Spell effects are per the Skatgsel,not his hit dice.
SKAG Magic-User First level—2-48-sided dice for hits to be killed;
Woblins 2 first level spells; _ ~0-5,000 e.p.
The Woblin is a cross between a Wasp and a Goblin and bears ﬁ&%‘?nd level-Add one 6-sided die for hits to be
many of the physical features of both. The basic body is goblin-shaped, C )
but very thin and clearly segmented. The goblinish head has segmented .%.rf]'l';%t ?nd IZ_EZ((:jond I(:r\]/el Sgel.lf”godl. ]go,?]qto ?-p-b
eyfes andI the rﬁoutg part? of awaslﬁ). The Woblin has ?Inter:jnae that are killed: eve another b-sided die for hits to be
2 feet in length and are fantastically sensitive to smell and air move- - .
ment. The Woblin’s antennae are more important to him for detection |3:f|rsih2l2nd|aAngd13rd Ittra]velgpe(lj, (ZjOa(_)O(f) '6?]’.?0? ek.)p.
than his eyes. In a bright light, the Woblin fights at -1 because strong kil(l)eudr' evel- another o-sided die for hits o be
light harms its eyes. The Woblin has 4 legs and two other appendages 3 first, 32nd, 13rd and 14th level spelf0,001+ e.p.

similiar to hands. In these hands it can carry a weapon of small size like a

dagger, mace, short sword, etc., and Woblins are even capable of usin (Note: Spell effects are per the Skag's level, not his hit dice.)

short bows or light crossbows. Skag Clerical spell list (receives spells like a normal cleric)
The Woblin has small wings. In 40% of the adults the wings are,,, Chant Continual Light Poison Touch

absolutely useless. In another 50% the adult wings work little better ... acer Know Alignment  Dispel Magic ~ Cause Serious Wounds

than aLevitationspell, though horizontal motion is also allowed. These ¢, | ion wounds Resist Fire Glyph of Warding Tongues

adults can stay airborne for only 3-18 segments. The other 10% ©f ... ;i wounds siow Poison Prayer

adults have fully formed wings capable of flight for 4-24 minutes. Thesg, Speak With Animals

adults can even hover and fire a missile weapon (at - 1). Woblins are 4., ;.. Spiritual Hammer

to 6 feet in length and their number of hit dice is a function of size. . ...,
Woblins also have a poisonous sting that can paralyze a victih..s; co
unless a s.t. versus poison is made. The sting can only be delivered if the

Turn t 26
17 (Turn to page 26)
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Some Spells for the Very Smart Sorcerer

Brad McMillan

WIZARD is an excellent game, but it misses several points. While the
rules provide for experienced characters, the spell list stops at 1Q 16.
This in my view is a serious mistake, because when TFT:ITL is released,
campaigns will be started and experienced wizards will desire spells
beyond those listed. In order to help remedy this, here is a list of some 1Q
16+ spells.

IQ 17:

Freedom (T) - Frees subject from any control spells. Can dispel
summoned creatures by freeing them from the spell binding them to the
wizard. In addition to the normal roll to determine spell success, an
additional roll must be made against 1Q. Cost: 4ST.

Heat Metal (T) - Will cause metal (swords, rings, etc.) to heat up.
After two combat rounds the holder or wearer will take 1 hit per round
used. Cost: 1ST/round.

Slip (T) - A specialized Slippery Floor spell affecting only the target.
The target becomes almost entirely frictionless and cannot stand. Target
drops any weapons and crawls at one-half speed. Target gets a savmg
roll against adjDX. Cost: 2ST/round. 3

Stun (C) - The victim is dazed. He cannot take any actions for two
turns and his adjDX is 2. The victim gets a saving roll on four dice against
1Q. Cost:3ST; 4ST to stun beings with 1Q of 16+.

Tongues (S) - While useless in combat, this spell implements a'
limited form of telepathy which allows intelligent beings to converse.
Cost: 1ST.

Weakness (T) - Causes the victim to become very weak, ST is
halved for purposes of weapons usable, and movement is halved. T
victim gets a saving throw on four dice against adjDX. Cost: 3ST/turn.

IQ 18:

Animate dead (C) - Animates one dead body, which is totally ,
under the spellcaster’s control. Such animated corpses have the ST £
DX of the spell caster and die immediately if the spell caster is kille
cost: 6ST.

Apport (S) - Brings any non-magical, non-living object (sword,#
dagger, etc.) to the spellcaster. Items in the possession of an
creature get a saving throw, three dice against adjDX. Cost: 4ST. ¥

Blind (C) - Blinds victim, causing minus 6DX for the spell duration:
Victim gets a saving roll of three dice against 1Q. Cost: 4ST first turn, 3ST
each subsequent turn.

Paralyze (C) - Paralyzes victim. Victim falls down and cannot take
any actions. Does not work on beings with an innate ST of 40 or greater.
Victim gets a saving roll on four dice against adjDX. Cost: 4ST/turn.  ground, and take one hit damage from cuts, brwses and contusions

1Q 19: The wizard’s hex will not be affected. Cost: 7ST.

Enchant weapon (S) - Affects a weapon so that any user gets +1 ~ Raise dead (T) - This will restore life to a corpse, giving 1ST for
to his DX. Cost: 3ST/turn. each ST above 10 used to cast the spell. Cost: 10ST, plus 1ST for eacl

Magic sword (S) - Calls into existence a plane of force which thePCINt of ST restored to the person raised.
spellcaster can use as a sword with no DX penalty. The Magic sword wither (T) - When the spellcaster touches a part of the victim’s

does three dice damage. Cost 5ST/2 turns. body, that part will wither and fall into dust. Cost: 6ST.
Polymorph others (T) - Changes the shape of other living crea- Spell List

tures to whatever the spellcaster desires*. Saving throw is five dice

against ST. Cost: 5ST/turn. 1Q17 1Q 18 1Q 19 1Q 20
Polymorph self (S) - Changes shape of spell caster.* Cost:Freedom Animate dead Enchant weapon Earthquake

5ST/tum. » Heat metal Apport Magic sword  Raise dead
*The person polymorphed can use any natural abilities of the shapg;, Blind Polymorph

polymorphed to, but no extraordinay abilities. Example: A wizard others Wither

polymorphs himself to a dragon. He could bite or claw, but could not
breathe fire. Creatures polymorphed retain their original ST and DX. Stun Paralyze Polymorph

IQ 20: self
Earthquake (S) - Causes a local tremor of fairly high strength. All Tongues
creatures within five megahexes of the wizard will be thrown to theVeakness

18



DragonTocth Fantasy Figures

Buy 3, Get a 4th One
 FREE!

In this inflation fighiting

offen you can purchase 4 o4 oun
new pernsonality sets which nonr-
mally cost $3 a set for only $9
plus $1 shipping and handling, a
savings of $3 o0ff regulan cosis.
Each sei contains a beautifully
sdculpiled fantasy advenfunenr 4in
two dramatic poses: mounted on
an action honse and on foot to
nepresent yourn character in the
various phases of adventurnding.
The unpadinted sets you can
choose grom ane:

P9 Rogue or Thief (See photol
P10 Soxrcenen, sorcering

P11 Swondswoman, swornd § spear
P1? Rictus the Zomb.ie King

P13 Swondsman Kane {See photo)
P14 Sonceness (See photo)

PI5 Clendic in Mitne with Mace
Pl1é Fool on Jesten

P17 Baxrd orn Harpist

P18 Swenrdsman Roland

Send $10 in cash, check ox M.O.
with the coupon befow.

Please make checks or money orders payable to:

Tom Loback, General Artworks
150W 26th Street, #502, New York, NY 10001

Enclosed is $10.00. Prease send the
four sets cincled below zo:

. Name:
Addness:
City:
State & Ilip:

P9 P10 PI1 P12 P13 P14 P15 Pls P17 P1§
~Qffen good until Decemben 25, 1979,

' Meany Chnisimas g§rom DRAGONTOOTH.
'f...-.&i!.‘-‘.}ﬂ_‘ + Lt -

Tellthem you'saw tinThe Dragon =~~~



THE TRIBES
OF CRANE

You. task chief ot the Leopard people wandering
tribe of Crane,. sit in your great wagon awailing
news from your swift searching outriders.
Suddently hoof beats approach. The outriders leap
from their mounts to your wagon flushed with
excitement for they knnow full well the meaning of
their news. But one sector to the North the great
merchant caravan of the Impala people has been
spotted. The order is given “To arms . . . to arms!"
You snap your orders, “‘Gather my captains of
hundreds. Let all know the tactic will be enfilade
right. Now my arms, my mount.”” You heard thaf
Kate, chief of the Impala people, has chosen a
stand and defend tactic twice before; will he
again? You know also [hat the Impala people are
fine warriors as are all the people of the many
tribes. This will be no raid of the strong on the
weak, but rather a mighty clash of the TRIBES OF
CRANE....

The Tribes of Crane is a unique cofrespondence
game, altowing for interaction between players
and the fantasy worid of Crane and each other
through a continuous game that may be entered at
any time.

As a new player you will start as the chief of one
of the many wandering tribes of Crane. Perhaps
your tribe will be of the Sea people or Caravan
merchants.

As chief you will know many secrets of your
people and their lands. but there will be much you
have still to learn of the lost secrets of Crane. 1t
will be you who decide if your people will remain in
their familiar homeland or begin a journey to new

" lands as you slrive to increase your herds. lrain
warriors, and learn of the ancient lost secrets that
can move your people. toward prosperity and
dominance.

The land of Crane is a complete fantasy worle
with a full range of geography from the permanent
ice of the polar regions, to the deserts, and tropical
forests of the equator. s :

Cities dot the continents of Crane providing
centers of trade and homes for the  powerful
Shamans and King Lords.

The creatures of Crane are as varied as its
geography. Cattie goats and the caribou are the
mainstay of the tribes, depending on the geogra-
phy- But horses and the great mancarrying war
hawks are important to the fierce warriors. Many
undomesticated creatures also inhabit Crane such
as the Euparkeria, a hugh bipedal lizard that feeds
on cattle in the grasslands of Crane.

{

fnteracliion belween players is very .common.
Alliance, frade, and combat are always possible.
Compbat is determined in part by a comparison of
tactics -used by the antagonists, the  relative
number of warriors, and the geography.

The games objective is to increase the relative
strength and prosperity of your tribe which is
measured by ditferent criteria. depending upon the
type of tribe, and thus obtain points. Players try to
obtain high average points per turn thus placing
new players on a par with those who have been
playing longer.

The Tribes of Crane may be eniered for $10.00
which includes the lirst three turns, a rule booklet,
and. all necessary material (except return postage).
Thereafter, turns are $2.50 each. If dissatisfied after
the first turn, you may return the materials for a
full refund.” A rule booklet may be purchased

separately for $3.50.

} Send to: SC"'“bEl & SON

P.O. Box 214848.
Sacramento. CA 95821

Address

City___ - State - Zip
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The Celtic world in the era of the Druid

' William Fawcett N ~even maps or road signs would be unintelligible to a classic Druid, who
Druids as we perceive them today are really the romanticized version\ould most likely have the terrain memorized so well as to not need
of the priestjudge class of the ancient Celts. Ranking immediatelysych aids anyhow.

below the warrior aristocracy in prestige, the Druid was a vital and BARDS AND SEERS

influential part of the Celtic culture. The Romans, who were contem-  Because of this lack of literacy, a subgroup of the Druids arose within
porary with the peak of Druid power and development, commentedihe Celtic culture. These are the Bardoi. Separate from the priestlike
many times on their role in the Gaulish society. Posedonius stated thabruids, the Bards were actually a distinct subgroup of the Druids and
the Druids were “held in much honor” and Caesar in his Gaulish Warsreceived many of the same immunities and privileges. The Celtic bard
said that the Druids comprised one of the “two classes of men of somgvas a historian and entertainer, as described in the Player's Guide. Th
dignity and importance.Caesar later instituted a suppression of the Celtic culture was a Warrior/Heroic culture where personal valor and
Druidic religion which virtually eliminated it as a force in the Gaulish feats of arms were a key to status. In such a culture it was a necessity t
provinces. The suppression was most likely inspired more by the basihave a group that could spread the tales of your courage or abilities. This
cally nationalistic nature of the Druid’s political role than by religious was the role of the Bard. Throughout the history of Druidism, it was

concerns. extremely rare for a Druid to act in any way like a Bard, even the use of
THE CELTIC CULTURE rhymes in public.

The culture of the Celts (and Druidism) was widespread and rela- A third, less distinct subgroup of the Druids is also commonly found
tively homogeneous. Celtic tribes from the Bactrian Near East to Irelandn the literature of their contemporaries. These were the Abioi (or Vates
shared many similar traditions and beliefs. Originating in Central and or Ouaties) or Seers. This group would study natural phenomena anc
West Central Europe, stylized art forms have been discovered in Celtithe movements of sacrifices. From these they attempted to predict the
colonies as far apart as Delphi, Iberia, Asia Minor and the Ukraine. Ironfuture. Though Seers were also originally a distinct group, even before
working was a developed industry among the Celts with some primitivethe Roman conquest of Gaul several references can be found to thi
versions of carbon steel being used. The center of the iron industry wa®ruids themselves performing this function. Eventually this was done by
most likely near Paris, judging from the quantity of iron bars and the Druids of Ireland, even as late as the 11th century.
weapons found there. GROVES AND TEMPLES

A very active trade was carried out among the Celtic tribes. Goods  If a description of the Celtic culture has begun to bring forth pictures
regularly seem to have traveled the width of Western Europe and goldf early medieval Europe, it is not surprising The resemblances betweer
and silver coins were commonly used. Many of their trade routes wereghe two cultures are numerous. Both were very strongly based in
followed by merchants centuries later. agriculture. Crops and farming techniques differed little. Some horses

Though viewed as culturally inferior (as was everyone else) by thewere raised along with other herd animals, but these were usually the
early Greeks and Egyptians, Celtic mercenaries were commonly usedize of ponies; most would stand 10 to 11 hands high at best. This is
by the civilized Mediterranean cultures. Tribes of Celts served with thehardly a suitable mount for cavalry, at least shock cavalry. As such, the
Greeks in Sicily in 368 BC and with the Egyptians as late as 274 BC.Celtic warrior or Druid traveled and fought primarily on foot.

Their first appearance is lost in obscurity. The Celts did use a sort of chariot, often an open, solid-wheeled

The Celtic culture was “prehistoric” in that writing and literacy were platform. This is thought to have been derived from Oriental influences.
virtually nonexistent. The Celts never did develop a written languageln the early periods of the culture, the chariot was an integral part of
that was universally used. Later the written languages of nearby culture€eltic tactics. Their use is described in accounts of the Battle of Sentinum
were adopted, particularly Latin after Caesar’'s conquests. Therefore(295BC) and a few were used by the Averni as late as 121 BC. By the
the tradition of Druidism was entirely oral. Poetry and memorization time of Caesar, their use had disappeared from the continent, althoug!
played an important part in Druidic education. This is reflected by the the chariot was retained in Britain and Ireland for several more centuries,
inability of a Druid to use any written magical items. Presumably this to lessening degrees.
includes all tomes, scrolls, and similar types of paraphernalia. Logically, (Turn to page 31)
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ANNOUNCING
The Winners of the TSR Periodicals

INTERNATIONAL DUNGEON
DESIGN CONTEST

As you know, we were two months longer in judging the IDDC Fil’St Place
entries than originally planned, and for good reason. We had som . . “« ”
outstanding entries, and the judging was much more involved than w&ar! Merris San D1§g°’ cA T(lie ;)eil Pass
thought it would be. econ ace

The primary responsibility for judging the entries fell to the two ; p : "
editors; we then involved the design department of TSR Hobbies in theStephen Sullivan Sharon, MA *The Pit of the Oracle
final evaluations. Third Place

The easiest decision, surprisingly enough, was on the winnerp,, p -
which we are proud to present in this issue. Judging an endeavor s.uc'%avIOI Luther Denver, CO “The Halls of Beoll-Dur

as this requires a great deal of subjective evaluation, and we felt the the
more judges we had, the less important that aspect would become. As it Honorgble
turned out, all of us were in complete agreement as to the winner. All of Mention

the finalists were strong entries in more than one area. The winneRjchard Cambra Aurora, CO “Death Keep”

though, had the best combination of imagery, imagination, designpayid Craig Tacoma, WA “The Demon Orb”

deviousness, and originality in one package. When it came time to ran§ohn Hopper Chester Springs, PA “The Pyramid of the Jaguar”
staff, to make the final decisions. : __Kenneth Ritchart Boulder, CO “The Castle of the Thusinsu”

All of the finalists earned their positions. Any of the final modules is Grant Sigsworth Coronado, CA “The Logic of Chaos”
gogd gtn%lngh 'tI?bbe printed, and in months to come, many of thenerald Strathmann Waukegan, IL “The Stronghold of the Black Earl”
undoubtedly will be. . . .

We would like to thank each and every person who submitted an  If you think the above titles sound intriguing, you're right, they are!
entry; almost without fail they showed that they were the products ofHopefully, you'll have the opportunity to be seeing some of these
considerable time and effort. To those of you that did not placdinalists in future issues of THE DRAGON. If you like the idea of a
amongst the finalists, better luck next time. To the finalists, we extend module appearing semi-regularly in the pages &G®MN, DRp
our heartiest congratulations. us a line and let us know.

" Guerilla Warfare on
~ the Planet Sombenr

13| |1 ALK

Rich in natural. resources, human-colonized Somber is
occupied by the 4041st Mykin Clone Regiment and ex-
ploited by the Petrochem Orionid interstellar cartel. in the
dark, towering bloodtree forests there are swelling bands of
human guerrillas; in the coastal dunes are the sympathetic
native Glyphs. They have a common goal: drive out the

oppressors and establish planetary independence.

The ongoing campaign - pits the guerrilla bands of
rebelling- colonists against the high-technology Mykin mili-
tary machine. Infantry troops of both sides glide through
the bloodtree forests in individual whisper suits on missions
of patrol and ambush, with the Mykins able to call in fire
support from gun platforms, hovercraft, and flex-missiles.
However, the action is not entirely military . . .

Game Designers’ Workshop
Department D 4.
203 North Street

- Normal, Illineis 61761

Equally important is the political maneuvering as each
side attempts to gain the loyalty of the uncommitted colo-
nists of the major towns: Propaganda, military victories,
and violent political action are the weapons of this cam-
paign. Players may utilize assassinations, riots, kidnappings,
arrests, and executions to win the hearts and minds of the
populace.

Bloodtree Rebellion includes one operations map, three
city maps, 480 counters, and complete rules and charts,
The scale is 5 kilometers across each hex, bi-weekly turns,
and military units in squads, platoons, and companies. This
richly detailed game of future guerrilla warfare/political
struggle is available from select hobby and game stores or
directly from Game Designers’ Workshop.- . . Boxed. $12.98 -

BLOODTREE
REBELLION

Tell them you saw it in The Dragon




AT THE AMERICAN LEGION HALL 735 HENRY ST.

8.00 am — 12:00 pm Sat.
- 8:00 am - 6:00 pm Sun.

‘Allvof TSR's Mini-Cons are non-commercial gaming get-togethers! Theyre just fun,food and games, games, games!’

We play; ,

DUNGEONS & DRAGONS EMPIRE OF THE PETAL THRONE
ADVANCED DUNGEONS & DRAGONS LEGIONS OF THE PETAL THRONE
SWORDS & SPELLS ~ FIGHT IN THE SKIES
METAMORPHOSIS ALPHA RAIL BARON

GAMMA WORLD MAH JONGG

and any game that you'll bring we'll play too !

The cost is $1.00 2 day, paid at the door. A schedule of events will be posted at the door.

IF. YOU HAVE A GAME YOU WANT TO JUDGE, PLEASE CONTACT JOE ORLOWSKI.

_ TSR HOBBIES, INC.
fFor further information contact, JOE ORLOWSKI
. P0 .BOX 756
LAKE GENEVA

w I 53] 47 Tell them you saw it in The Dragon
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The Traveller Politician:

Diplomacy and Intrigue in the Traveller Universe

Rick Stuart
Terms of Office

The current TRAVELLER role-playing system offers players oppor- Having successfully entered a service branch, players proceed
tunity in abundance to create characters of high skills in an effort to wirthrough individual two-year political “terms of office.” During a player’s
fame and fortune through a military career. But fame-and for thafirst term he automatically rolls twice on the Power Base Table (lll) to
matterpower—are to be had by means other than strictly military. For determine his initial clout. Beginning with his second term of office, the
players looking for alternatives or for characters mustering out andbllowing procedure is used.
looking for a new career, the following variant is offered as an introduc-  During each two-year term, players must first roll a saving throw
tion into Imperium politics. Utilizing this variant, players hold terms of against political opposition. Unsuccessful attempts require players to
office, build individual power bases, cultivate influence, and with a littleimmediately consult the Political Opposition Table (IV) and apply the

luck-and a lot of credits—reach for the summit of Empire. results as rolled. If an assassination attempt is called for, the player must
immediately make a two-dice roll greater that the gamemaster’s to
Entering the Political Arena survive the action.

Players enter Imperium politics in one of two ways: either at age 18 Given a successful saving throw vs. opposition, players may again
in lieu of a standard military career, or following their mustering out of aconsult their Power Base Table (lll) or may instead attempt to gain a
given service branch with at least 12 years (three terms) experienceromotion (Elevation) within their own respective branch. An unsuccess-
Like the military, the political sphere is divided into distinct branches, ful attempt at elevation, however, necessitates an immediate additional
briefly noted as follows: saving throw vs. opposition.
Administrative Politics: responsible for routine functions of Imperial Having garnered their increase in clout or an elevation in their given
bureaucracy. term, players now must roll successfully on Table | for reappointment to
The Judiciary: concerned with the daily enforcement of Imperialan additional term. Given successful rolls, there is no theoretical limit to
policies. the number of terms a player can hold, but failure to meet a reappoint-
The Security Mandate: Charged with the overall defense of thenent roll effectively ends one’s political career.
Imperium, as such working with local officialdom coordinating military
activities. Transfer Between Political Branches
The Diplomatic Corps: Deals with the “foreign relations” aspects of ~ While certain branches of politics are “safer” than others with
empire at various levels. respect to opposition, not every branch affords players equal opportunity
The Secretariat: Formulates Imperium policy, reserving the majorityfor advancement. Accordingly, players may wish to transfer from one
of executive powers unto itself. branch to another after a time. To do so, players must first achieve level
To enter Imperium politics, a player selects a given branch and roll§our within their own political branch. Thereafter they may transfer if
for acceptance on Table I, meeting his qualifications roll with the help ofthey successfully make a saving throw against political opposition.
suitable modifiers where applicable. Allowing for internal politicking and the limited availability of open slots
Failing to meet a given qualification roll, the player may select ato be filled, saving throws against opposition in this instance are done
secondary branch of service, repeating the procedure but with a -2DMith an automatic -2DM. A successful roll will allow the player to enter
penalty. If a character age 18 fails on his second qualifications attemphis new branch at the same attaiteaklas currently held-not necessar-
he is subject to standard military draft as per Booklet I. A player withily the same title!
prior military service may not be drafted again, but failing to meet
qualification rolls twice prohibits any further attempts and the player Benefits and Privileges
must start looking for another line of work. Politics, naturally enough, offers certain material benefits and ad-
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vantages which those in the military must of necessity do without TheClass) on interstellar transport without costs at any time-even to t
Power Base Table Ill below notes various benefits or advantages thaixclusion of other passengers.

can be accrued while in office. Some, requiring brief explanation, are  Rebate: Financial kickback arrangements. Player rolls 2d6 (x
noted below: 1,000 crs. per point for annual rebate. This rebate lusts only until playt

Appeal: Right of personal appeal to Emperor to overturn a con-is elevated to the next level, although subsequent additional reba
viction of a lower court Success of appeal is judged by standard Politicahay be collected. Each term player must roll 1d6. Roll of “6” indicate
Opposition roll, with an automatic modifier of +2DM. detection, and player must renounce rebate and make immediate sa

Bear Arms: Right to bear arms in contravention of local planetary throw against political opposition.
law levels. Title: Player has been awarded a noble title. Player’s social stat

Cash Grant: Basic grant of salaries and/or pay increases. Roll 1d6 automatically raised to “11” (Knight/Dame). If player already holds ¢
(x) 10,000 credits per point fannualincome. nobility his social level is then automatically raised by “1.”

Escort: Player has right of personal escort in contravention of local
law levels. Roll 2d6 for number of individuals. These may be armed with
any type weapon, with the exclusion only of energy weapons where This variant is specifically designed to allow players the maximur
normally prohibited. benefit from their educational-intellectual-social backgrounds as possit

Estate: Acquisition of personal property. Roll 2d6 (x) 10,000 in contrast to strictly physical ability per se. This notwithstanding, there i
credits value per point More than one estate may be jointly owned andittle reason why a civilian character generated by the above vari
player may resell property using Commerce Value Table as perannot easily fit into a referee’s campaign, given a little imagination ar
TRAVELLER BookKlet II. effort.

Feudatory: Player—if already noble-receives grant of local au- The above suggestions are given as guidelines and not dogm.
tonomy in a given stellar system. Roll 2d6 for number of habitableiruths. Players and referees are encouraged to experiment and mo
planets in this “fief.” Thereafter, roll 1d6 (x) 10,000 crs. per point for the above as suits their tastes. In any event, the TRAVELLER politice
annual income in revenues received from each planet, minus 10% ohas now come into his own. Enjoy!

December, 1979

total as annual "gift” to the Emperor. If player is non-noble, roll again.
Hereditary Noble: Player's noble status made hereditary. All
family members raised in social status to one level below family head.

Each may roll 2d6 (x) 10,000 crs. per point for immediate inheritance

from the Imperium.
Right of Passage: Player has right of reserved passage (High

Levels 7+ roll 3d6.

Table III: Power Base
All Service Branches: Levels 1-3 roll 1d6; Levels 4-6 roll 2d6

Roll Secretariat ~ Dplmt. Corp ~ Security  Judiciary  Admn.
. Paliti R : 1 Cash Cash Cash Cash Cash
Table I: Political (gll'laggg)es Requireruents 2 Cash Cash Cash Cash Cash
3 Forgery Bribery Cash Cash Cash
: ; : 4 Bribery +l Soc. Rebate +1 Int. Cash
Diplomatic Security 4
: . 5 Cash +1 soc. Rebate +1 Educ. Bribery
_ Secretariat  Corps Mandate Judiciary Admn. 6 Estate + Int +1 Educ.  +1 Educ. +1 Educ.
Qualif- 9+ 7+ 6+ 6+ 4+ 7 Estate Estate +1Soc.  +1 Soc.  + Educ.
ication 8  Passage Estate +1 Soc.  +lSoc.  + Educ.
Opposition 9+ 8+ 6+ 5+ 4+ 9  Rebate Passage Bribery Rebate  Cash
Saving Throw 10  Escort Passage Forgery Rebate  Rebate
Elevation 9+ 8+ 8+ 7+ 5+ 11 Rebate +l Soc. + Soc.  Title Forgery
Roll 12 Bear Arms Rebate Escort Title Title
; 5+ 6+ 5+ 3+ 13 Bear Arms Court Inf. Passage  Estate Estate
Reappointment 5+ 14 Court Inf. Court Inf. Cash Escort Cash
P PP 15 Court Inf. Court Inf. Bear Arms  Court Inf. Estate
: + . + .
DR Modifiers: - Qualification OAfflilcgﬁgﬁE%?iorlsl?ew/i(iol(;vléle gfl 10+, 16 Hereditary Nbl. Cash Bear Arms  Court Inf.  Cash
Opposition: All branches +2DM Education 10+ 17 Feudatory Feudatory ~ CourtInf. ~ Appeal ~ Title
Elevation: All branches + ( )DM Bribery or Court 18 Appeal 'I::&rednary CourtInf. ~ Appeal  Appeal

Influence

Abbreviations: Court Inf. = Court Influence

Hereditary Nbl. = Hereditary Nobility
+1 = +1 Education, social Standing, Intelligence

Table II: Rankings

Level Secretariat Dplmt. Corps Security Judiciary Admn.

1 Director Page Agent Councilor - Administrator
2 Comptroller Dept. Envoy Chief Banister  Technocrat
3 Dept. Envoy Envoy Asst. Gvm. Prosecutor Director

Table IV: Political Opposition
(roll 2d6)

4 Envoy Senator Governor Justicar  Comptroller Roll  No effective opposition.
5 Envoy Extra. Viceroy Senator  Asst. Gvrn. Asst. Gvm. No elevation attempt permitted next term.
6 Senator Quad. Leader Viceroy Governor Governor 2-3  No subsequent elevation attempt permitted in this branch.
7 Viceroy Minister Senator -2DM next elevation attempt-all branches.
8 Quad. Leader 5-6 -3DM next elevation attempt-all branches.
9 Minister Pay-off to opposition required: Roll 1 die (x) 10,000 crs./pt.
10 Emperor 7  Same as (7), only roll 2 dice.
9 Lose all existing court influence; if none then treat as (8).
Abbreviations;  Asst. Gvrn. = Assistant Governor 10+ Assassination Attempt.

Dept. Envoy = Deputy Envoy
Envoy Extra. = Envoy Extraordinaire

Players may use current Bribery or Court Influence levels as (
Quad. Leader = Quadrant Leader

DM on assassination rolls.
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Convention Schedule 1980

WINTER FANTASY 4 (Jan. 5-6, 1980)—A mini-convention spon-
sored by TSR Hobbies, Inc., at the American Legion Hall, 735 Henfy
St., Lake Geneva WI. No pre-registration necessary, but further infg
mation is available from Joe Orlowiki, TSR Hobbies, Inc., P.O. Bo
756, Lake Geneva WI 53147.

=
'

ORCON IV (Jan. 18-20, 1980)—Sponsored by the Armchair Stratd
gists Club at California State University - Fullerton. Contact: Th
Armchair Strategists Club, c/o University Activities Center, CSU-F
Fullerton CA 92634.

1%

WARCON ’80 (Feb. 1-3, 1980)—The largest annual wargaming
convention in the Southwest. WarCon is sponsored by the Texas A&M
University gaming club, GROMETS, and will be held in the Memoria|
Student Center of Texas A&M University. Contact: WarCon '80, P.Q
Box 5718, Texas A&M University, College Station TX 77844.

GENCON SOUTH (Feb. 15-17, 1980)—The event is scheduled tg
be held at the Ramada Inn in Jacksonville Beach, Fla. Contact: G¢n-
Con South, 5333 Santa Monica Blvd. North, Jacksonville FL 32207

DUNDRACON 5 (Feb. 16-18, 1980)—To be held in the newly]
expanded Villa Hotel in San Mateo, Calif. For general informatio

The article entitled “Solo Dungeons & Dragons Adven-
tures” on pages 66-67 in “Best of The Dragon” is incomplete.
Because of an error during the reprinting of the article, the first
section of Table V does not appear.

Following is the missing section. It should be inserted after

Tabl
Size

original article, published in The Strategic Review, Vol. 1, No 1:

TABLE V. CHAMBERS AND ROOMS: (Roll for Shape and Size,

A “Best Of?’ Boo-boo

e IV and before the sub-table entitled “Unusual Shape and
" which was actually the second section of Table V in the

Shape and Size : then Exits, then Contents)
Die  Chamber Shape and Area Room Shape and Area
1 Square, 20'x20’ Square, 10'x10’
2-4  square, 20'x20’ Square, 20'x20’
5 Square, 20'x20’ Square, 30'x30’
6 Square, 40'x40’ Square, 40°'x40’
7 Rectangular, 20'x30’ Rectangular, 10'x20’
8,9  Rectangular, 20'x30’ Rectangular, 20'x30’
10 Rectangular, 30'x50’ Rectangular, 20'x40’
11  Rectangular, 40°x60’ Rectangular, 30'x40’
12 Unusual Shape and Area, see sub-table below—

contact DunDraCon V, 386 Alcatraz, Oakland CA 94618. For room
reservations: Villa Hotel, 400 South El Camino Real, San Mateo CA
94403.

WISCON 4 (March 7-9, 1980)—Organized by the Society for the
Furtherance and Study of Fantasy and Science Fictio), (@Fcon-
junction with the University of Wisconsin Extension. Information is
available from SE Box 1624, Madison WI 53701.

COASTCON ’80 (March 14-16, 1980)—To be held in Biloxi, Miss.
For information, contact Larry W. Reese, Corresponding Secretaryl'
Coastcon, Inc., P.O. Box 6025, Biloxi MS 39532.

Leomund’s Tiny Hut

(From page 17)

Skag Magic-User spell list (learns spells as a regular magic user but
only those listed can be used by them—all of these are at +15% for
SKAG MU to learn!)

Affect Normal Fires Continua/ Light  Clairvoyance Confusion

s

Charm Person Detect Invisible Dispel Magic Dimension Door
Comprehend Languages ESP Fly Fear
Dancing Lights Knock Hold Person Wall of Ice
Detect Magic Levitate Monster Summon |

Hold Portal Ray of Enfeeblement Suggestion

Jump Scare

Light Web

Magic Missile

Shield

Sleep

Spider Climb

Skag Magic-Users fight as monsters per their size hit dice alone
while Clerics can add their clerical level(s) to their fighting ability dice.

The Skags are most feared and respected among the Insectoi
and insectoid populations are often run by one or more Skags. Ska
are capable of building fairly complex structures but they prefer cave
and dungeons.

The Skag has a head that is very similar to that of a grasshopper; tl
large eyes work independently, and the long antennae are sensitive
smell and air movement, thus making surprise very difficult (1 in 10
chance). The adult Skag is from 6 to 8 feet tall and Is very imposing,
H. D. figures will run in fear from an adult Skag unless a s.t. versus magi
is made. 1 and 2 H.D./level humans and humanoids are allowed a f

‘SANDLOT W
FOOTBALL

A TACTICAL FOOTBALL GAME

® Each unit represents an
individual player

® “Choosing sides” allows for a
different team each game.

] Man-to—man play on every down

©® Mini-game priced at 53.50*
+ .50¢ postage
and handling

®.Order from:
JAD Publications
P.O. Box 3494 Dept. DO
Peoria, lllinois 61615

* llinois Residents include 5% sales tax.

Tell them you saw it in The Dragon

saving throw at 10 feet, but at +3.
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Centers for Wargamer,
Fantasy Gamer and Miniaturist

Six centers for the wargamer and fantasy buff, each store conveniently
located in or adjocent to a major metropolitan area — and each organ-
ized as o one-stop shopping center for your goming needs and require-

ments.

Strategy and Fantasy Worlds feature

* Militery and Fantasy Games — a wide selection -— new and standard

— bestselling and “hard-te-find”

* Military and Fantasy Miniatures

*

Military and Fantasy Accessories and Magazines

* Military and Fantasy Books — history, reference, wargaming — in-
cluding a full choice from the country’s leading military publisher . . .

HIPPOCRENE BOOKS

Some of the newer titles from HIPPOCRENE:

WARGAME TACTICS by Charles Grant.
Development of tactics from earliest
times to American Civil War, 224 pp,
15 line drawings, $14.95

BATTLES WITH MODEL TANKS by Don-
ald Featherstone & Keith Robinson.
Information and guidance for table-top
reconstruction of tank battles all pe-
riods. 160 pp, illus with maps, $12.95

THE BATTLEFIELDS QF BRITAIN by john
Kinross. Guide ta location, chronology,
reasons for and results of more than
fifly great battles. 128 pp, 181 illus,
$14.95

JAPANESE ARMY HANDBOOK by A. ).
Barker. Concise evaluation of taclics,
organization, machines, morale and men
of World War 11. 128 pp, 160 photos &
line draw, 4 pp color, $15.95

ANATOMY OF THE ISRAELL ARMY by
Gunther Rothenberg. The record of how
a paotent military force was created in a
remarkably short time. 256 pp, 40 pho-
tos, $17.95

BATTLES OF WORLD HISTORY by wal-
ter Markov & Heinz Helmert. Sixty bat-
tles from antiquily through World War
Il presented in lavishly mounted vol-
ume. Military Book Club selection. 440

pp, 200 illus, over 50 in color, 40 battle
plans, $35.00

THE NAPGLEONIC WARS: An Hlustrated
History 1792-1815 by Michael Glover.
Military, naval, economic and diplo-
matic history, cavered in this record of
era. History Book Club Selection. 240
pp, 100 illus, 7 maps, 13 color illus,
$22.50

WARGAME DESIGN by Strategy and
Tactics Sraff. History, production and
use of conflict simulation games by a
team of experts. 192 pp, Maps, $9.95

MEN-AT-ARMS i
four new titles in this celebrated series
plus selected backhst utles available.
Each: 48 pp, illus throughout with eight
full-color plates. Paperbacks $6.95 each

BENGAL CAVALRY REGIMENTS
1914 by R. G. Harris,
Warner

1857-
illus by Chris

BYZANTINE ARMIES 886-1118 by
Heath, illus by Angus McBride

lan

INIDMAN  INFANTRY REGIMENTS 1860-
19314 hy Michael Barthorp, illus by Jef-
frey Burn

NAPOLEON'S GERMAN ALLIES {3): SAX-
ONY by Otto von Pivka, illus by Richard
Hook

STRATEGY AND FANTASY
WORLD stores are located at

Croasdaile Shopping Center
1821 Hillandale Road
Durham, N. C. 27705

Tel: (919) 383-4766

103 East Broad Street
Falls Church, Va. 22046
Tel: (703) 532-2477

505 Cathedral Street
Baltimore, Md. 21201
Tel: {301) 752-8268

Valley Forge Shopping Center
King of Prussia, Pa. 19406
Tel: {(215) 265-8562

Colonial Arcade

530 Euclid Avenue
Cleveland, Ohio 44115
Tel: (216) 621-2293

201 Massachusetts Avenue
Boston, Mass. 02115
Tel: i617) 267-2451

Come in and browse at any Strategy and Fantasy World store. Most
are open 10-6 Tuesday thru Saturday. Phone the store near you for

further information.

If you can't get in to see us, send your order to

any Strategy and Fantasy World or to its Mail Order Department

171 Madison Avenue, New York, N_ Y.

10016.

Strategy and
Fantasy World
Sponsor of
Origins 79

Teﬂ them yvousaw itin TheDmgon




ost mn a world .
without challenges

Discover new challenges with a Schubel & Son
géme. Indulge your fantasy as a medieval warlord.
Face plagues and sieges....display your cunning
and diplomacy. Or command a space fleet and ex-

plore the realm of interstellar urknown.

Become a hero in the role playing of Dungeons &

@
Wt

B

Dragons. Learn the rules of classic warfare.
Discover these games and more in the new.Schubel
& Son sixty page catalog. Schubel & Son also car-

ries an unmatched selection of miniature figures for

wargamers and collectors. From hobgloblins to

Wyverns Schubel & Son has it all.

Find the world of Schubel & Son

Just $2.00 gets you started in a world of fantasy
and challenge. The Schubel & Son catalog is full of
board games, role-playing games and miniature

figurines.

Anyone 14 and over can play. All products are

completely guaranteed. Begin building your fantasy

F-_ L X L K % ] _—_“—___—_—‘
world. Send for your Schubel & Son catalog of | |
games and miniatures today. | Send to. SChUbEl & SON |

: | P O Box 214848 |

l Sacramento, CA 95821 I

| Please send me Schubel & Son |

| catalogs at $2.00 each. Enclosed $ ___ -

] name__ |

= Add(ess :

| City State Zip |

Tell them you saw it in The Dragon
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, Poor Hobgoblin
GO
ja \@\\,\/

"IS THERE A READER WHO KNOWS NOT THE VALUE OF MINIA- counter for combat/encounter situations. They not only show the or
TURES? LET HIM CEASE READING LEST HE FIND OUT. of march at any encounter, but also show which figure is where dur

When Ye Fantasysmith started this column, a wee voice deep in hg®mbat. The main advantage of this is to keep combat segments of
consciousness asked “Why fantasy miniatures?” The voice grew wit§@me clear and fast-moving. There is nothing so disruptive to the fun
each week that passed until it resembled the din of several hobgoblif@@ming as an explosive argument stemming from the question
Enough! It is time to confront this blunt question with several pointed'Who was killed by that fireball that just hit us?” Use of miniatures ir
answers. Watch out, hobgoblins, you don't have a chance!

APPLICABILITY OF COMMENTS

Fantasy miniatures are primarily used in fantasy gaming. There-
fore, most of my comments will be directed towards this section of the
readership. But there are several miniaturists out there who are now
producing very creditable fantasy display pieces in 25mm and larger
standards. This segment of the hobby will be addressed also.

Most of the points made here were validated by a group of fantasy
gamers who were interested enough to sign up for a class on “Minia-
tures and Fantasy Gaming.” They provided an ideal audience a
discussion panel. Among them were miniaturists who like to produc
display pieces, and both new and veteran fantasy gamers. YOU cqn
add to their ideas by simply writing a letter to “FANTASYSMITH,” c/o
THE DRAGON.

FANTASY MINIATURES AS COUNTERS
In fantasy game play, figures are most useful in serving as a visu

shots can the
elves get off
before the orcs
are upon them?

game play is illustrated in sketches that accompany this article, anc
an upcoming article, “Hobgoblin Encounter.”

Those players who regularly use miniatures on a ruled “garn
board” need never slow or halt their play to argue about:

(1) Any individual or group of characters’ ability to move from
point to point during a melee.

(2) The width of a hall or room and its effect on combat. This |
especially true for multiple character actions.

(3) The effectiveness or applicability of any striking or missil
weapon that is affected by distance or height factors.

(4) Whether any missile weapon will be blocked by any part of th
scenery or one's own party.

VISUALIZATION

But do we really need finely animated and detailed miniatures f
play counters? Certainly, unpainted miniatures can be used. For
matter, so can chess pieces, small coins, toothpaste-tube caps, or a
the small bits and pieces of scrap that are normally found about
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Wizard Flihting man Bowman (Ff)

home, office, and workshop. Why insist on painted miniatures? knows what colors lurk in the annals of fantasy? Only you do, and no
Surely, some type of counter is better than none at all, but thene can tell you differently.
painted miniature is more than a counter. It helps the player enter into  While fantasy modelling doesn’t require the strict accuracy that
the spirit of true fantasy by allowing quicker and better visualization of auistorical modelling does, it still allows the modeller to use his favorite
fantasy situation. When figures are of the proper scale, relative sizeslustorical sources. This is a definite advantage. Any period of history
player characters versus monsters are emphasized. Visual indicatigmior to about 1200 can be used as a source of inspiration for ancient
of figure capabilities are also immediately apparent. The magic usersedieval fantasy miniatures. And if you really want to model your
staff, cleric’s mace, dragon’s wings, and orc’s arrows need no furthéigures after some other period, you can do so within reason. Your own

explanation. favorite sources of inspiration may be interesting to others. Why not
send in their titles?
CHARACTERIZATION ORIGINALITY IN SCRATCHBUILDING

_ The tiny figures used in play give opportunities for fuller use of  For serious modellers, fantasy miniatures often have something
imagination and even for expansion of the player character. Several gfat is lacking in most other forms of modelling—the challenge of
the newer characters-those of Ral Partha's Wizards, for exampleproducing a finished figure without somebody else’s model to follow.
are detailed and well-cast enough that their facial features aCtuag’r?ginality, craftsmanship and technical skill is thus at a higher premium
show personality. (The Ral Partha figures referred to have already beg} ‘original fantasy modellers than for the 125th person to complete a
seen in this magazine.) Developed character personalities create a ngi§rama of part of Waterloo. Because of the 1/72nd scale of fantasy,
dimension in role-playing fantasy. Isn't it more interesting to imaginethe physical problems of creating settings and animation of large mon-
the reaction of @ensiveelf or acantankerousiwarf? _ sters are minimized. You don’t have to build them as large as you

Even when actual character traits are not identifiable from facialyould in, say, 54mm standard. This allows additional modelling free-
features, the position and painting of the figure will suggest them. Thigjom, since lighter materials can be used for dioramas or scratchbuild
projection of character traits increases player involvement and enjoying. Craftsmanship and skill are harnessed to imagination rather than tc
ment, and can make for more energetic and inventive play. Addingrength of materials or other such physical laws. Great satisfaction ca
traits to all characters, including henchmen, hirelings, and humanoige obtained by turning out a competent piece that no one else ha
opponents, will suggest new situations and new solutions for old oneshought of yet.

Most fantasy players use the same miniature figure to represent the |t js this satisfaction thaEantasysmith’s Notebodk aimed at
same character, no matter what the level or physical condition of thgycreasing. Precious little about fantasy miniatures has been writter
character is. By using the same figure, it is easier to remember characff¥fore now. Figures are regularly reviewed in hobby magazines anc
traits and personify the character. This figure becomes an “alter ego” {gainted pieces are on display at the hobby’s conventions and at hobb:
some players. As long as some balance is kept in the player's mind, tt§fiops. But there is no guide for those who want to get from the raw
makes for more enjoyable and realistic campaigns. The character Yaigure to the finished work. Standard military miniature painting gives
relate to will not normally do foolish things such as attack a group of firecjues (see list of good sources), but may not cover those areas that ai
giants without a lot of assistance, and will think out a way around thex particular interest to the fantasy modeller. This column’s continua-

obstacle they represent. tions, plus the acknowledged suggestions of you readers, will fill that
gap. Future articles in this column will continue to expand on the theme
ADDITION OF COLOR AND PAGEANTRY of fantasy modelling and the satisfaction it can give the hobbyist.

Painted miniatures can be depended upon to add color to gaming.
This is literally true. Color, animated form, and figure activity add visual SUMMARY o . .
interest and pageantry to games. Miniature modellers are particularly Fantasy modelling is always open to question: Why, indeed, do
fond of the lack of restrictions fantasy modelling allows. Standarg/ou need fantasy miniatures? The answers given above can be sur
uniforms and colors are not required since there is no historical restri¢narized. Aside from their intrinsic beauty, they are useful in defining
tion. Even restrictions placed on ancient and medieval figures aifgntasy gaming action as well as strengthening the fantasy involved ir
waived for fantasy figures. For instance, it is very possible for someontple-playing games.
to tell you that the Roman centurion that you just finished painting Fantasy modellers sometimes need reasons for their hobby, espe
needs to be repainted. For instance, the “expert” says that Romagiglly when confronting those who do not understand it. The reasons
historically had no bright blue dye for cloaks and other cloth items. Ifgiven in this article, together with the native inspiration of the reader,
however, you were to tell this miserable snob that this wasRoben  may be enough to convert a dedicated scoffer into a role-player wh
centurion, but a commander in the Omnipotent Asure Legion fronswears by finished fantasy fancies.
Empire of the Petal Thronéhere could be no valid criticism. Who (Turn to page 44)
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Druids

(From page 21)

Perhaps the widespread forests that covered much of the Celt
lands limited the tactical advantages of the chariots. These same fores
gave rise to a large number of timber-based industries. These dee
and—to the Romans, from whom we have most of our information-,
ominous forests. (Hades was surrounded by a dark forest) were a bagi
factor in the Celtic culture. From Roman writings has been passed down
the importance of oak and mistletoe. Since it was one of the basic parts
of the economy in their culture, it is not surprising that the forest itself
and the powers behind it took a primary role in the Druidic religion.

The Celtic culture of the Druid was not a peaceful world. Warfare
was a constant fact of life for the Celtic tribes. Wars on all levels were
common, especially petty warfare between tribes or families. Simply
put, in a warrior culture it was necessary to have wars in order to provide
a means for the warriors to practice their trade and achieve distinction . W B e :
Reflecting this is the large number of fortifications which have been 4 T a SQUARE TEMPLES
uncovered from this period. Most of these are earthworks of varyin ; , | ® ROUND TEMPLES
sizes on hilltops or in the centers of large plains. X

The weaponry of the Celts would be familiar to any D&D player in Distribution of Romano-Celtic temples
that they favored the sword, spear, and shield. Armor was uUncommonyEMPLES AND GROVES

as were helmets. Again, this may reflect the emphasis on individual ~There ar rorisinaly. virtually no ancient references to Sacre
courage and heroism in their culture. The Celtic warrior fought with hisﬁﬂ ere are, surprisingly, virtually no ancie

fellow trib d allies. Th ional outstanding lead (Groves as places of worship. It is possible that part of this traditior
ellow i esmenl atmb a |tes. e oct:ca3|onﬁ1 Ou\iar‘? Ing e%_oel:r COU§ased upon the use of clearings for the teachings discussed ak:
s Caesar, Celtc tactics were 1o rush forward frontally and over PSS may have been added by Caesar's reference (o a great a
whelm the enemy. with little in the way of formation. ‘assembly in a “Sacred Place” in the territory of the Camutes. possi

G y . . near Milan. Most references to a “Sacred Grove” are found in literatt
_ With this large number of antagonistic tribes (Ptolemy lists 33 m"’Uordating from the 18th century and later. There was during this perio
tribes in Britain; one in Ulster contained 35 smaller tribes), the Dr“'dsdefinite effort in Britain, spurred undoubtedly by the nationalism of t

were the force that united the culture. British Empire, to show that the British Druid was actually a dire
THE ROLE OF THE DRUID descendant of Noah. This led to a correlation between the Drui

Perhaps the most important role that the Druid pIayed was as groves and those described in the Old Testament as used by the Je
mediator of disputes. Strabo stated that the Druids were able “to restra
the hands of their fellows.” Diodorus, a few centuries later, stated mp@ 2 ¥,G-8€S-STI€ LI9SZ “ YR g Jepy)
broadly, “thus evendamonghthe most sell(vagehbarbarllgns anger yields to
wisdom.” The Druid was the peacemaker who could intervene in ahffi §-88€ XO0d "O°d S I uenIey
armed dispute. Because of this and the Druid’s role as the judge in givi N-88% 1°0 L had N ¢ l“
matters, the person of the Druid was inviolate to all Celts. He was notjto
be interfered with or harmed by any man. To do so was to be cursed umop opisdn pa1uud ;Y souznvus
an outcast from all the tribes. Anod jl Uaa2 — 152q Y] 2avy 0] SSUNYIID5] NOA JUDM dM

In return for their special status and protections, Druids were asked "oloW pUe ‘AIJUBJUL ‘JOZIIMO] S} :U00S Furuio)
to hold themselves above all partisan activities. A Druid was ideally -doys Aqqoy InoK 1 way} 10) JSY "j2a4 J0O] SAIIYIA U0
i aone. To vty iom s was (0 cease 1o urcion 20 & Did n ofe. e % Q0E/1 38311 — Sutse) (219 1105 3 U1 ) o WIoH
of his most vital roles, a role that was needed to keep the Celtic cultlire Apury — vauisijeI0 1534 S,s10ue(d IO Jo 2U0 Aq PaLaPOI
from fragmenting from its own internal pressures. (Some additio
spells and abilities are suggested later to reflect the “peacemakler”
aspect of Druidism.)

During the more recent centuries, the Irish Druid varied greatly fro
his earlier namesake. Referred to often as the Aes dana (men of sp¢cial
gifts), the Druid in Ireland eventually became a partisan member of a
tribe or group. Also, the role of seer was often expected of the Irish Drgid
in later centuries. There are even some Irish ballads that tell of a Drbid
joining others to shame a hero into joining a battle. Conchoban, a farhed
chieftain in Ulster, was the son of Cathbad, a renowned Druid who Had
himself led a warrior band in his youth. With only these later exceptionk,
however, the role of the Celtic Druid was that of neutral arbitrator.
THE DRUID AS TEACHER . : HE o

The Druid was basically then only “educated” class in the Celtic uel, a"SS[I’\ PUE ‘ATD
culture. They often served as teachers to the youth of the aristocrdcy. ’i“BL '(ABQH 9‘11 1JYSLI 0] JJ3] ‘MO[2q UMOYS "SAIN}
Great prestige was available to a noble whose sons were instructed py a -gruru JO ameq € SOUI0D9q JWIESOIOHA J-S JISSE[D 3}
well-known Druid. this role as teacher-especially as itinerant teagh- C pue — A Y] 18O asny ayy
er—also helped to link together the Celtic society. It is not unreasongble yuswardwod syuey pajreiap

to introduce into your campaign the fact that a Druid would be fefl

housed, and even rewarded by a noble in exchange for instructing|his Alngnneaq 353y L i YN0
children. This could be easily treated in the same manner as you t WOJ sjiun IS[Jewis oy}
the exchange of their subgroup, the Bard, of songs for hospitality. As|per TUATIVIIVAV MON

tradition, much of this teaching was done in sacred caves or in clearifi
in the everpresent deciduous oak forest.
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patriarchs. The image caught the public’s fancy and has been an integraleapons substantiates the statements that the Druids believed in an
part of the Druidic myth ever since. afterlife. It was, it seems, common for a Celtic chief to have burned with
Actually, the remains of numerous temples have been foundiim virtually all of his possessions. Julius Caesar describes the funeral of
throughout the areas dominated by the Celts. Generally these weaeCeltic noble as being “splendid and costly” in view of the standard of
made of timber and were square or rectangular in shape. Most consistéiding.
of an outer wall and a central building (see diagram). Often a larger There are many references to the use of the symbols of the forest in
earthworks surrounded the entire area and possibly some nearby dwélie Druidic religion. Oak and mistletoe are a recurring theme. Druidic
ings. Several graves, possibly of the priests, have been found within thiemples were almost always wooden and their images carved from
temple grounds. Both men and women did serve as Druids, and one bardwoods. The favorite magic referred to is the ability of the Druid to
the richest graves yet found is that of a female who is speculated to hagarse those who defy his decisions (most likely a banning rather than a
been the priestess of the temple. spiritual curse). As the major center of literacy, the Druid was also the
expert in medicine, especially in the use of herbs. Pliny gives us several
accounts of “charms” the Druids wrought using herbs, mistletoe, and,

® . . .
PPN ., @ in one case, sea urchins.
e 0990 Pes oo e ‘; L The Druids were a class of well respected, protected, and learned
e POST-HOLES~ 4 @9 men who served a vital role in Celtic society. Together with the Bards
® « B A o.. and Seers, they formed the priesthood and literate class of the Celts for
P : 3:. [ the entire history of the culture. The Druid himself served many related
® S. o functions. In times of war, or in armed disputes, the Druid was a
® mediator. In peacetime the Druid was the civil judge, educator, and
®
® source of needed knowledge in matters of all types. Always, the Druid
L - *e was the priest of the Celtic culture.
{ . @
@ °® .‘3@ DECLARATION OF PEACE
o © ‘.Q A new Druidic ability
o Paco ple Although the Druid, due to his involvement with life, is unable to
‘@', :. f’" » % turn undead, his role of the peacemaker gives him a similar ability with
most humanoids. Before or during any armed combat if he has not
0 10 20 struck any blow, a Druid has the ability to make a Declaration of Peace.
truck bl Druid has the ability t ke a Declaration of P
- : ) 3)0 This declaration has a 10% plus 5% per level (15% 1st level, 20% 2nd,
e | etc.) chance of causing all armed combat to cease for two rounds per
 — 2 tc.) ch f ing all d bat t for tw ds p

level of the Druid. This does not affect magical combat in any way, nor
will it stop a humanoid who is in combat with any non-humanoid
Plan of timber built temple at Heath Row, Middlesex opponent. Once the combat is stopped, any non-combat activities may
take place such as cures, running away (and chasing), blesses, magic of
any form, or even trying to talk out the dispute.

After peace has been successfully Declared, combat will resume
The origin of the word “Druid” is not clear. It is possibly the Latin when the effect wears off (roll initiatives), or at any time earlier if anyone

(Druidae) translation of the Gaulish Druvis or Druvids. The actual ternf/10 iS under the restraint of the Declaration is physically harmed in any
was most likely coined by Greek or Roman authors. “Drus” is Greek fai‘@y- This could be caused by an outside party or even by magic, which
oak tree and “Vid" is the Indo-European phrase “to know.” It would be!S hot restrained by the Declaration. A fireball going off tends to destroy

an appropriate derivation for a religion based in the deciduous forests@fEn & temporary mood of reconciliation. Once a Druid strikes a blow or
Central Europe. causes direct harm in any way to a member of a party of humanoids, he

ermanently loses his ability to include any member of that party in a

The Druids actually seemed to have a pantheistic religion. The . ; . C
were many gods, many of whom were undoubtedly based in the Natdggclaration of Peace. The Declaration of Peace affects all those within
that surrounded the people and upon which they were so dependen hﬁ‘: jr%g?gn?:‘;tshe Druids voice, a 50" radius which may be modified by

seems likely from the variation of the wooden votive images found that
there was a tendency for some cults to become quite dominant in an
area. Again, it is from the 18th-century idealized view of the Druid as DRUIDIC MAGIC ITEMS
“pure primitive” being closer to the Natural Truths that we get much of ~ The cauldron played a large part in Druidic ceremonies. Below are
our view of the Druid as being concerned primarily with the things of thelisted several types of cauldrons that might be used by a Druid. All are
woodland. It is likely that many Druids were quite knowledgeable in theusable only by them. Cauldrons are made of iron, 1 to 1% feet in
area, but little of the literature about them even refers to that knowledgajiameter, and rather heavy.
until their renewed popularity in Britain. It is perhaps more valid to  Cauldron of WarmingThis cauldron has the effect of being able to
speculate that the Druid would be just as concerned with agriculture. warm any liquid placed in it to its boiling point without the aid of a fire or

The Druidic religion had its darker aspects also. References to thesther outside heat.
are common in contemporary literature of Rome, but have tended to be Cauldron of Foretelling:The possessor of this cauldron can cast one
glossed over when the later, romanticized Druid was discussed. Humaxtra augury spell per day by concentrating on the swirling of mistletoe
sacrifice was evidently not uncommon in the practices of the Druidsin the water within it. The augury takes effect as the water is magically
Several of their religious decorations feature the image of a giant godeated.
drowning a victim in a sacred cauldron. Cimbri, a Celtic chief, is re- Cauldron of Healing:Once per week this cauldron will turn a
ported to have sent to Augustus Caesar “the most sacred cauldronrimixture of crushed pearl (100 gp worth), mistletoe, and wine into a
their country” as a diplomatic gift, sacred cauldrons of iron being gotion that will heal 1-4 points of damage.
common part of Druidic ceremonies. Strabo, recording the event, then Cauldron of Restoring Freshnes&ny herb left in this cauldron
goes on to explain that the cauldron was used to sacrifice prisoners o¥ernight and sprinkled with salt, sugar, and ground pearl (100 gp) will
war by having their throats slit over it. The human skull is often foundbe restored to the condition it was in one day after being picked. This will
among the votive gifts in temple sites. One dominant cult in Gaul is, imot restore any herb that was consumed or turned to dust.
fact, referred to as the “cult of the severed head” in reference to the Cauldron of Fresh WaterThis cauldron fills three times per day with
main item used in decorating the walls of their temples and forts. pure water.

The fact that the Druids buried their dead with useful utensils and Cauldron of AmbrosiaOnce per week this cauldron produces one
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gallon of a golden wine with an exquisite taste. This may be sold for a  Black Hellbore (Hellboris Niger): This was attributed by the Frenc
minimum of 50 gp or has a 50% chance of distracting any non{o cause witches to become invisible and so be able to fly undetec
intelligent monster, if splashed before him, with its tantalizing odor. This The dust from three roots of this herb will cause whom or whatever i
wine sours to vinegar in one week. sprinkled over to become invisible for 3-8 turns. If the dust is washed

Cauldron of BlindnessThis cauldron taints any edible placed within blown away, the wearer becomes visible. This herb does not lose
it so that when it is consumed or rubbed over the body, blindness for 1-Botency over time and so can be accumulated.
days ensues. It is otherwise indetectable from a Cauldron of Warming Linden Tree Leaves (Tilia Vulgare): When crushed into wine, the
or a Cauldron of Restoring Freshness. are said to give the drinker a glimpse of the future. Treat as a very limif

Cauldron of EntrancemenThis cauldron appears to be a cauldron augury spell. A side effect is that it causes the user to also become:
of Foretelling, but any Druid using it is entranced by it and cannot teadrunk immediately after the augury.
his eyes away (as a charm). If he is physically removed from this The Centaury (Esythraeci Centarium): A love philter.
cauldron, the shock will render the Druid unconscious for 1-4 hours. Moonwort leaves (Botrychium Lunaria or Lunaria Annua): The

Cauldron of CreaturesOnce per week this cauldron allows a Druid cause any horse that trods on them to go lame.
to become polymorphed into any natural animal, bird, or reptile. Thisis  Sweet Basil (Ocimium Basilicurn): When mixed with horse dung,
done by sprinkling into fresh water a powder made of crushed rubyill produce a scorpion of normal size, but of double potency, as rela
(500 gp minimum value), mistletoe, mandrake, and some part of thé1 the 17th century Decameron.
creature desired. The polymorph will last for up to one week, but can be ,
ended at any time by the Druid who is changed. Treat otherwise as \@hite Magic
Polymorph Self, but the Druid is only rendered unconscious if he fails Mistletoe is vital to Druidic spells and is treated fully in the Player
system shock. Guide.

Cauldron of the Arch DruidTraditionally the possession of the Arch Benedicta (Geum Uranum) protects against venoms when w
Druid, this cauldron has the powers of all the cauldrons listed abovearound the neck; add +2 to all saving throws. The effect lessens
Each power may be used once per week. Druids lower than 10th levileeks after picking.
have a 50% chance of not getting the power desired. (Roll a 10-sided A sprig of Rue (Rata Graveolens), when dipped in holy water a
die for the effect. On a roll of ten the cauldron cracks and is useless.) rubbed on the body, will add +1 to saving throws against evil creatur

This effect uses up the sprig and lasts for four hours.
The Sacred Herb (Verbena Officinalis) was actually used by
Druids in their “lustral water.” When drunk with wine, it causes +
HERBS . . ~ strength and uncontrollable lust for 3-8 turns.

The Druid was, as mentioned, an expert in herbs and their use. The Hypersicum (over the phantom in Greek) is an herb that a
During the Middle Ages, dozens of herbs were said to have had magicall to any cleric’s die roll for turning undead. The herb must t
powers. A majority of the herbs listed below should be comparativelyconsumed in the round immediately before the Turn is attempted -
rare and difficult to find. Due to their usefulness, they will never be foundthe effect lasts for only the round after consumption.
growing near areas of human habitation or along roads or other places Charlemagne’s Herb (Carolus Magnus) was said to have been g
where easily found. A Druid should probably need to make a speciab Charlemagne when his army was struck by a plague. This very
effort to seek out these plants in remote forests and clearings. Even thefflerb cures any disease if consumed within three days of being picks
potent herbs would be hard to find. Possibly a 3% per level likelihood of | ycopodium is said to have been used by Druidic nuns on the
discovering and recognizing any one herb, with the probability doubledsain in the Loire valley. It was picked with a very complicated ritu
if only one particular herb is being sought, would give the appropriatq25% chance minus 2% per level of error) and was said to bring g
level of difficulty. . S luck. Treat as a +1 luckstone for 30 days after picking.

The herbs of the Middle Ages were divided into those used for Black  The root of the Peony (Paeonia Qfficinalis) or the paeonia to :
Magic and those used for White or Protective Magic. Listed below areGreeks, was felt to have been blessed by Paeon, the giver of light,
several examples of both types. Listed with each herb’s common namge ability to protect the wearer against magic. The dried root worn i
is its botanical or Latin name to assist those who wish to do furthgsouch on a leather thong around the neck will add +2 to one sa
research into their “powers.” In nearly all cases the usefulness of th@row against magic and then turn to useless dust. If worn, it will reac
herb is limited in duration. Once the leaf, root or whatever has wilted othe first spell thrown at the user.
dried, its effect should either disappear or be greatly diminished. Springwort or Blasting Root (Euphorbia), if eaten by a thief imm
Black Magical Herbs diately before an attempt is made to open a lock, will add 10% to

Satan’s Feces (Ferula Assafoetida): The roots of this very rare heithief 's likelihood of success. The root loses 1% of this effect for ev
act when eaten to give the user protection from any devil (not demonyeek since it has been dug up to a minimum of 5%. The entire root |
summoned by him in the same manner as a pentagram. The durationtie eaten, and the effect of several roots would be non-cumulative.
limited (1-8 turns) and varies with the freshness and potency of the root.  Scarlet Pimpernel (Anagallis Arvensis) is said to have sprung fr

Devil's Hand (Orchid Gymnadenai): The orchid has often beerChrist's blood at Calvary. It was thought to be a potent cure for |
associated with Satan in mythology and you may wish to include severahagic of witches. The leaves when eaten act as a dispel magic :
types of the beautiful, but foul-smelling, flower in your campaign. If equal in level to the level of the Druid who picked the plant. After !
struck with the blossom of this plant while being cursed, a character wiltlays this ability is lost and the leaves become a mild narcotic causin
have 3 subtracted from his saving throw. user to sleep for 1-4 hours.

Mandrake (Mandragora Officinarum): The mythology of the Man-  Mugwort (Artemisia vulgaris) was said to protect against “flying e\
drake could be an article in itself. Sug% sted here are two of the moit&ings.” If a fresh sprig of the plant is carried so as to be visible frc
common powers attributed to the herb. The fruit of the Mandrake isibove, the wearer will be undetectable by any evil creature that i
called the “devil's testicles” and is used in ceremonies relating to fertility. flight unless the monster saves versus spells at -3. If the creature
This plant is greatly treasured by evil Magic Users, as it is needed in tleave, it will be attracted to the wearer before all ordinary party membe
creation of orcs and greatly increases the fecundity of any goblin-class Coco de mer (the seed of the Lodocea) was thought to &
monster. The root of the Mandrake has been granted by myth to haygreventative for poisons. If a poison is drunk from a cup made from
healing abilities (and so should really be considered white magic)very large seed, it will have no effect. Needless to say, this seed is
Consuming the root will cure 8 points of damage, minus one for everyrare and highly prized by kings, lords, and others who might be
day since the root was picked. object of assassination attempts. The cup keeps its potency for 1 ye

Giant Puffball (Calvatia Gigantia): This large fungus can be upto 1'  You will probably wish to add your own herbs to this list. Mar
across. When burst with the proper incantation, it will act as dust oflrugs we are familiar with today, legal and illegal, are the products
sneezing and weeping for a 10’ x 10’ area. It is rather fragile and willherbs. You may even wish to add some of your own inventions
burst with any hard blow. have beneficial effects and annoying side effects.
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WRG Rules Modifications:

General Rules Armor & Infantry 1925-80

Michael Reese

Morale i to action exceeds 50% casualties. For morale checks involving the los
Delete the morale rules provided. _ o a leader Soviets do not use the +2 morale bonus.
Morale checks can be done for whatever sized unit is affected. Melee

a. If a leader is lost then the roll MUST be for ALL units under that If opposing infantry come into contact they melee. Each pla
leader's command. throws one six-sided die. Throw one time per bound. Higher num

_ b If @ small unit (vehicle or fire team) in a platoon, company, batins On ties both sides are locked in combat and the melee conti
talion, or larger unit is lost the check can be for any of the mentioned . e opponent's bound. A larger unit cannot have losses excee

units,l at theh p|iy(ejr’sudi_scrett1i_0r;]. This. decisi0r|1| must be madell_)efo]rce ﬂ;g]e smaller unit involved in the melee. This may result in squads being
morale is checked. Using higher units usually negates penalties for ed from squad size to fire team size.

casualties but also bonuses for supporting armor and commanders difiers:
the danger_of snake eyes being t_hrowr_l is always there. Add “1” per extra fire team over enemy’s strength.
¢. Units separated from their main force (such as two tanks from aqq «1» it enemy is neutralized
platoon of five) by a distance of 200 meters or more can be considered Add “17 if your unit is a comm.ando paratrooper, or ranger
a separate unit. . . Subtract “1” if attacking up-hill or an enemy in a structure.
d. If a check is made and the morale fails then the same sized Un& hiract “o” it attacking a unit on a river bank from the river
must keep checking. Thus, if a platoon size check is made and fails th?ﬂfantry '
the platoon must recover. A check for the company to regain the plaModern Organization

toon's morale on the_ next turn cannot be made. A. Units are organized as fire teams (FT) of 3-5 figures on a

Check moralc_e when: . inch square counter. Counters can be used without the figures as wel
L. A unit su_ffers casualties. . - B. The fire teams are labeled as to the main type of firepower t
2. An ARV is penetrated or immobilized. carry and any antitank weapons they have. For example a LMG fire t
3. Your unit leaves cover _a_nd advances into fire or performs or Azarries a light machinegun as its main weapon. A Rifle-DRAGON f

tempts to perfom_‘ an heroic, suicidal act. team with 3 LAWS would carry rifles as their main weapons plus a DR
4. Your unit is surrounded/cut-off or over-run. GON antitank missile launcher and 3 LAW antitank rocket launchers.

Check morale by deciding on the size unit making the check and th eapons Use
throwing two six-sided dice and modifying the result using the table bea ~ £or small arms fire the following applies:

ll\(l)IV(;DIFIERS 1. For a LMG fire team use the Bipod MG classification
X . . ) 2. For a Rifle team use the appropriate rifle classification

-2 Unit has lost its ranking member, officer, NCO, or team leader 3. For a US Recon team or any other team of 5-8 men wit
-2 Unit being enveloped or overrun LMG and rifles use the best choice at the range fired between the b
-1 Unit strength is at or below 3/4 of full level LMG and appropriate rifle classification.
'2 ldn'.t strengtrr\‘ IS at or bgl(l)w l{aOffﬂfJ"lllelveH B. The above weapons include the fire of the entire fire team. In a
~4 Unit strength Is at or below 1’4 of Tull level = tion individual antitank weapons may be fired/launched at the same |
-1 Neighbor within 250 meters was eliminated this or last turn and at the same or separate targets from the small arms fire
+2  Unit encouraged by a friendly unit to its front it can see _ 1. Antitank weapons include individual antitank rockets, infant
+1 Unit steadied by presence of higher ranking leader than itSiitank missiles. and recoilless rifles.

commander within 200 meters 2. Antitank weapons do not include HE, smoke, or antita

+1 Unit supported by armor within 200 meters hand grenades.
+1 Unit supported by artillery suppressing nearest enemy post ¢ Hangd grenades, if thrown, are considered to be thrown by the e

L +1f UODit no Ionrg]]er under filre_ fire team at one time and only antitank weapons may be used at
OSS?S or % sfrength are cumLiative. same time as grenades are thrown. Maximum range is 25 meters an
Morale State chance for a hit is one chance in six (a “6” on a six-sided die). No mc

-7 to +2 Unit disintegrates into a rout, flees as fugitives or surren-¢
ders, abandons weapons but not AFV*. If unit retreats off of the board oﬂrerS of the accuracy are used.
three melee checks in a row result in a rout result the unit is lost. UniEffect of Fire
may not fire. (*unless AFV is immobilized or under air attack) A. Small arms fire from a fire team neutralizes one target.
3to4 Unit retires in good order to a less threatened position, evé. Hand grenades hitting a target neutralize one target. Treat as
cuates penetrated armor but saves weapons unless in a melee. Evacuaegar for HE, and portable Antitank weapons 60mm in size for AT g
an immobilized vehicle. Retiring units may fire. nades. Grenades in a foxhole or open-topped AFV is a “2” to KO.
5to 7 Units refuses to leave protective cover, will drop to groundC. “Other AT weapons” neutralize one target.
in the open and take whatever cover is available in present position. AF¥ Stacking limit is one squad. Stacking over one squad or two
will halt and not advance but may retreat. Personnel evacuate a perigams is allowed but if fired upon and hit every unit in the stack is n

trated AFV. tralized and rolls for KO. Grenades hitting any size stack neutralize the
8 or greater: Unit acts freely. May reenter evacuated armor. Newtire stack. Roll for each unit for a KO. (stacking refers to infantry un

leader takes over. made of counters)

WWII.  Japanese troops have +2 morale E. Losses by infantry are by counter except in a melee the equal of

MODERN 1950 - present. Israeli & Chinese have +2 Morale a squad counter may be lost in which case a fire team counter rep

Soviet forces engaged have +2 morale until the entire force committedtie squad counter.
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WWII Organization Observation Rules

A. A counter is used as a squad instead of as a fire team as in modeéxns There is a blind area 200 meters deep behind a forest or town wi
except for certain units such as the recon fire teams carried in tlmking down from or up to higher terrain. This blind area increases |
German 250 halftrack series and teams such as medium machinegur2@ meters for every 1000 meters. Thus from 1000 to 2000 meters
bazooka teams and HQ units. blind area is 400 meters, from 2000 to 3000 meters 600 meters, etc.

B. The squads are labeled as to the main type of fire power and h@&y Ridgelines (i.e., hill topographical crests) in any but desert terrain &
many fire teams they consist of and what extra weapons they carry.cAnsidered to be “. . . bushes, trees, rocks, . . .” for hull-down AFV. Fi
German or British squad is normally a LMG Squad. The German squiadly exposed AFV they are considered to be open terrain. Ridgelines :
would have a LMG-Fire team and a Rifle-Fire team. The British squaalso considered “. . . bushes, trees, .for"any non-vehicle unit. Vehicles
would be the same. In Moderns we use two counters. In WWII only omeoving over a ridgeline are considered moving over open terrain. Ridc
counter is used. A Russian rifle squad would have two Rifle-Fire teams.liAes in the desert are considered open terrain.

U.S. Armored infantry squad would have two rifle teams and a bazooMovement

team. A U.S. Leg infantry squad would have three rifle teams. Other wea- Movement off roads in towns is one-half (1/2) open country spee
pons, LMG teams for the Soviets, MMG or HMG or mortar teams wouldue to the restrictions moving among buildings in the narrow streets of
have a separate counter representing the weapon and crew. WWII Gewn.

man teams can be equipped with panzerfausts as if a modern team Widk & Aircraft

LAWS. A. Flak rules in the WWII WRG ARMOUR & INFANTRY 1925-50 has
C. Each team in a squad gets to fire. Thus a German LMG squad, tee firing/moving sequence changed to that of the 1950-80 set. Her
presented by one counter, could fire twice at different targets. The LM&rcraft attack at the end of their move after flak has fired rather than |
team in the squad would fire as a LMG and the rifle team as rifles. Afgre they move. Flak may fire at the aircraft if the aircraft move into rang
panzerfausts carried could also be fired. of the guns anywhere during their movement. Flak guns firing at aircr:
D. Losses are by squads/counters. A squad hit by the fire from anothgihnot fire again on their following bound. Aircraft shot down or abortin
squad’s fire team can be lost. It is neutralized and a die rolled forAKO. their mission do not get their fire.

squad with a LMG team and rifle team and two panzerfaust could, theB:- Aircraft do not take morale checks. This includes helicopters.
retically, KO two tanks and two enemy squads in the same fire turn.

E. Handgrenades work the same as for Modern. Vehicle Capacities

2 Motorcycles w/sidecars @ . . . . ... .. Fire Team
Smoke /4 Tontruck . . .................. Fire Team
A. Smoke is always fired first. Other weapons fire after smoke by ind¥4 to 1-1/4 ton truck . . . .. .. ....... Squad
rect or direct fire weapons is fired. Smoke drifts at the beginning of a fipe1/2 ton truck . . ... .............. 1-1/2 Squads
phase of a bound. Smoke is removed at the end of a fire phase of ®ntruck.. .. ................... 2 Squads
bound. APC 250, Bren carrier, M114,
B. Change drifting smoke from drifting one puff per turn to drifting twav113-1/2, BTR40, BRDML1, etc. . . . . . . Fire team
puffs per turn. It is removed at the rate of three puffs per turn. APC 251, M2 or M3, M113A1,
B1. Smoke projectors fire twice before needing to be reloaded. TheyP, TROJAN, MARDER, etc . . . . . .. Squad
take one turn to reload but must be reloaded from outside of the tank. “Priest” Kangeroo . . ... ............ 2 Squads
C. Individual direct fire using smoke ammunition uses the followingherman-Ram Kangeroo. . . . .. ... ... Squad
table if the round misses using individual direct fire. TankorSG........ ... .. Squad on outside of vehicle
Roll a six-sided dieH I Armored Car. .. ................ Fire team on outside of vehicle
1. 100 meters short 4. 100 meters long You may overload by 50% (rounding up for 50% of a fire team) bu
2. 50 meters short 5. 150 meters long the vehicle unloading cannot move.
3. 50 meters long 6. 200 meters long @ cannot overload

SMOKE AMMUNITION should be severely limited only to AFV who ) ) . . . . .
would normally be in a direct support role such as the US M7 or M8 eapon Set-up/Take-down Times (Limbering & Unlimbering)

. . . i i - i LT
howitzers, German SG guns and infantry support howitzers, and Soglé\f;ﬁr’] ';m? b?ensggliﬁ?ns mret,arz 0-37mm gun or light mortar ns
Su.

(includes 57mm gun & 3" mortar) . .. ......... ... ... 2.Turns

D. Units may not fire through smoke. There is a blind area behi'?%mm thru 90mm guns @ 4 Tur
smoke of at least 500 meters when looking up to. or down from highgpe gun or heavy mor.tz.ir. (120107mm) """""""
terrain. :

. . . ludes 100mmgun) . ......................... 8
E. WIND DIRECTION. Use an 8-sided die. “1” is toward one player. 12((I)r:r$r:1j ()erslargerpg]ugun) 6 T%n_?_um
1. No é‘”nd 2 l;lgsw(ljnd SP- Artillery:  weapon 120mmorless ... ............... Turh
g' 3(5) degrees '7 570 edgrees weapon greater 122mm . . ... ... ... ... .. 2 Turn
4' 135 ggrees 8. 315 degrees @ 8.8 cm Flak 37, Pak 36 and 41 can be prepared to fire against gro

: egrees . egrees targets in 2 turns but cannot engage 360 degrees but only 22-1/2

Artillery/Indirect Fire grees to each side.

A. Indirect area fire and direct area fire at targets over 1500 metessdern weapons set-up in half the above times but no weapon liste
away (direct area fire only and by guns and howitzers only) use a madikes less than one turn. Sequence for a Pak 40 75mm AT gun would
fied map fire procedure. The chance for the firing weapon(s) on the fitlseé vehicle moves up to the position and the gun is unlimbered (1st tur
turn of indirect fire to hit the target specified is a “5” or “6” using a six-sidGun spends the 2nd, 3rd, 4th turn setting up. Turn 5 it can begin firin
ed die. If fire is continued on the next turn on the same target the chamoelimber reverse the sequence with the gun limbering and moving «
becomes a “4”, “5”, or “6” to hit using a six-sided die. The chance to Hite 4th turn after beginning to take-down.

increases by 1/6 every turn fire is continued on the same target. MisPeawn & Dusk

when made have their direction determined by using a “four-sided” di¢hen Dawn or Dusk occur the visibility (maximum) increases or de
after the first round. Two six-sided dice are then thrown, one for directioreases at the rate of 250 meters per bound (500 meters per turn)

(as in Map-fire) and the other for distance (as in Map-fire). Fords
It is not necessary to use all of the guns in a battery/battalion to registeford (crossing place) on a river is found by a unit (infantry or vehicle
the entire battery/battalion. crewman) searching on foot a 100 meter area on the bank (50 meter:

B. Forward Observers for a battery have direct communication widither side of the searching unit) taking an entire turn to do so. TI
their battery and can call in fire immediately, but only from their battery. chance of finding a ford and the type of ford is determined by a die ro
C. It ALWAYS takes a turn for artillery to change observers no mattéise a six-sided die.

where the weapons are located (on or off-board). 1-3 No crossing place
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4-5 Crossable to amphibious vehicles only
6 Ford. Is also crossable to amphibious vehicles. Roll again for type o
ford.
1-4 Bottom is firm. Schnorkel equipped AFV may cross
5-6 Shallow ford. Vehicles may cross as well as other units.
Rivers
Type A. Crossable to all units.
B. Crossable to some units. Roll for fords. Can be crossed only a
fords.
C. Non-fordable. Roll for crossing points for amphibious units
only.
The majority of water obstacles are Type A and B.
Bridges
The rules do not allow during a game preparing bridges for demolition.
However, a simple rule is to allow each engineer squad that reaches
bridge to roll a twenty-sided die for the number of turns it takes to pre-
pare the bridge to be blown. If more than one squad are available use t
lowest number rolled as the number of turns to prepare the bridge to
blown.
Buildings
Weapons of 65mm or less cannot destroy a building.
Destroyed buildings burn resulting in a smoke screen downwind Six
inches (150 meters) long. Burning buildings burn the entire game.
Mortars
Mortars from 75mm to 120mm can KO open topped AFV only. Chance
to knock out is a “6” only. Mortars at least 1220mm can knock out E and H
armor only. A “6” to knock out.
Fire & Smoke )
Units may fire their main guns and then their smoke projectors in thd

(QJ

Welcome To

ARDUIN

same turn (projectors only as fitted to early Tiger | and Chieftain MBT,
not smoke mortars as in Sherman M4’s). Penalty to hit the tank firing an
using its smoke projectors is a +2 (in addition to any other penalties. Thi
is the only case where a unit can fire thru smoke).

Immobilization (optional)

If a vehicle is hit by individual direct fire and cannot be knocked-out by
the firing weapon roll a twenty-sided die. (This die can be rolled with the
6-sided die rolled to see if the target is hit.)

FRONTAL SHOT: 1 or 2 the vehicle is immobilized

FLANK SHOT: 1,2, or 3 the vehicle is immobilized

Wheeled Vehicles: Roll three 6-sided or one 20-sided die for the numb
of turns immobilized. Crew must evacuate and remain unneutralized t
repair.

Tracked/Half-tracked Vehicles: Immobilization lasts from 60-240 bound
and can be permanent (i.e., 30 minutes to two hours to repair, if possibl
In a tactical game treat as permanent.

Recovery: A good recovery team can hook-up tow cables or tow-bars i
two friendly bounds.

Flank

Flank armor is now considered to be from 45 degrees to 315 degre
rather than through the opposite corners of the AFV/vehicle. Zero dg
grees is to the front.

Fire & Move from Sight:

Units in sight by firing can go out of sight in three ways:

1. Fire and move out of sight.
2. Move out of sight but don't fire.
3. Don't fire and go out of sight but don't move (neutralized or im-

mobilized usually)

Fire can be returned against units in situation 1 and 3 above but not 2.
Into Sight by Fire:

Units coming into sight by firing their weapon(s) for the first time have

+2 penalty added to any unit firing upon them in the following boundjl
On the second turn they are in sight by firing there is no penalty if they r
main in the same location.

Units coming into sight by firing their weapon(s) in periods of limited
visibility (such as at night) have a +2 penalty on every turn they are fire
on (this is in addition to the above penalty)

Penalties

Penalties should be an addition to the chance to hit (a 4 becomes a |).
Bonuses (see WWII Veteran rules) should be a subtraction to the die rdyl.

(4 becomes a 2).
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Now available from Grimoire Games

The ARDUIN TRILOGY

Vol.1 = The ARDUIN GRIMOIRE
Yol.II WELCOME TO SKULL TOWER
Yol.II1 The RUNES OF DOOM

Each Volume is 100 pages, crammed with new spells,

- monsters, treasure and character types. PLUS a
definitive system of rules to satisfy the most demand-
ing FRP enthusiast.

Special Offer: by mail only

Any one volume for $9.00; any two for $17.00; all
three for $24.00. All orders include postge and hand-
ling. California residents add 6% state sales tax,
Please mail check or money order to:

Also available; the Arduin Dungeon Set.

#1 CALIBAN levels 8+

#2 The HOWLING TOWER /evels /-4

#3 The CITADEL OF THUNDER /evels 5-8

Each dungeon is $6.50 for one; $12.00 for two: all’
three for $16.50,

GRIMOIRE GAMES
P.O. Box 4363D
Berkeley, CA 94704

Tell them you saw it in The Dragon
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ships (the only way of getting from island to island),
troops unattached to any province, and the dread-
ed assassin caste, the ninja.

Al of the various holding counters are placed in
a cup at the game’s beginning, and each faction
picks ten, distributing them among any leaders to
be started. A player can choose to start as many
warlords as he wishes, up to the number of pro-
vince holdings he has, though it is usually wiser to
start fewer leaders and make them more powerful.
Holdings can be placed upside down, so as to hide
their exact nature until used in combat, when they
must be revealed. Players can transfer holdings
between lords in the same area at the start of a
movement phase. New holdings enter the game
every turn; each player completes his move by
drawing from the holding cup. He may assign the
new holding to any existing lord, start a new lord if
the draw counter is a province, or hold the counter
in reserve to be assigned later.

Samurai'sbasic mechanics are quite simple.
Each player begins his turn by rolling three dice (for
results of 111 to 666 rather than 3 to 18) and
best. Each participant assumes control of one ofconsulting the event table. Events can range from
Japan’s great warrior clans, the specific ones repre-earthquakes and tidal waves to peasant rebellions
sented being the Taira, Minamoto, Hojo and and Mongol invasions. This can entail loss of prov-
Fujiwara. Family ties have always been tight among ince and troop counters, or even the death of cer-
. . the Japanese, and extended clans often served thin affected lords.

Prody.f:ed by: Heritage Models, Inc. functioﬁ of political factions in the West. Movement follows the event phase, and is
Retail: $13.00 Each clan is denoted by a symbol and counterhandled very simply. Generally, lords may move

The tumultuous history of Japan’s feudal color. Clan leadership takes the form of ten war- four provinces, though provinces containing hos-
period has remained a backwater as far as wardords per clan; their land holdings and samurai tile units count double for movement, and lords
game publishers are concerned, despite the exabilities are kept track of on a separate display for must stop upon entering a mountain area. Road
cellent subject matter and the myriad of possibilites each player. Some of the names chosen are unmovement can speed up things considerably, since
presented. For more than 700 years, Japan wagamiliar (and one appears to be misspelled), but forit is unlimited as long as the road followed moves
ruled by an elite warrior class, which sat atop the the most part the warlords chosen represent truehrough friendly towns or castles. Sea movement is
pinnacle of a feudal system that was, in many ways, and important leaders. The importance of the war- accomplished by boarding a boat at a port and
remarkably similar to that a world away in Western lord to the feudal system cannot be over exaggerat-entering one of the large sea areas on the map.
Europe. ed; it is to the individual, and not his clan as a Armies must debark at ports as well. Sea move-

It was a period of strife when armed might, and whole, that retainers, and titles to land rights (shiki) ment is not used much, since ship ownership is not
those who wielded it, ruled. Warlords held power, go. This fact is well represented in the game. common and most action takes place on the main
not at the consent of their subjects, but through  The game map depicts the southern threeisland of Hokkaido.
their ability to coerce and threaten islands of the Japanese archipelago. Land area is There are three types of combat in the game:

Japan was a divided country. The Emperor divided into a myriad of provinces for both move- personal challenge, battle, and siege. All may take
held power in name only; true political power rested ment and economic purposes; a few of the largerplace only between lords and their armies in the
in the daimyo, the feudal warlords of the various provinces are subdivided into spaces for movementsame province. If more than two clans are repre-
contending clans. This period in Japanese history is purposes only. Titles to provinces, as well as castles,sented the third or fourth clans may join either side.
indeed a fascinating one, and one with which this ships, troops and high government positions are  Before open-field battles, the attacker may is-
writer has had some contact, having done under- kept track of through the use of counters. Thesue a challenge to the defender, and name one of
graduateresearch on just theapic. counters denoting ownership of provinces have thehis lords as champion. The defender may refuse,

With this background, ivas witheageren-  province name, grid location on the map, and thebut the subsequent loss of face causes twenty-five
thusiasm that | purchased Battleline’s new game, number of troops which control of the province strength points to desert. If the combat is joined,
Samurai,when | chanced upon it at a local hobby nets for the owning warlord. players compare the samurai abilities of the lords
store. | was hoping to find an intelligent yet play- Provinces are assigned to warlords by placinginvolved (initially one through three) and obtain a
able, and above all, knowledgeable game on thethem in that warlord’s holding box; the first pro- differential.
subject. Happily, | was not disappointed on any vince assigned to a leader in his home province and  Both players roll two dice and consult the table.
count. its loss in combat forces the lord to commit seppuku Results are either wound, double wound, kill or

Samuraiis not a game that seeks to portray a (hara-kiri). Ownership of a province gives the run. A warlord is killed by the kill result or the
specific battle or a certain campaign. Instead, the player control of all towns in the area (but not accumulation of five wounds. After any round, a
time frame is amorphous, though from the clans castles or monasteries), but its most importanford may choose to run, but doing so results in an
represented and the general sense of the gamehenefit is to furnish troops to the leader’'s army. The even greater loss of face than refusing to fight at the
one can guess it at approximately 1156 to 1333, a number of troops varies according to the historical onset, and forty strength points of troops are lost.
period of particular strife in JapaBamuraigives richness of the area, and runs from ten to seventy\Winners of the combat go up one in samurai ability,
the feel of the time while ignoring exact historical five. while surviving losers go down one.
details, something easier to get away with when ~ Warlords may also gain control of specific After personal combats, the battle itself is re-
dealing with a subject that most gamers will have castles or Buddhist monasteries and the associateolved. There are two CRTSs, each using two dice
only a slight knowledge of. In actuality, the hold- troops and intrinsic garrisons. Such places serve asesults. One is for groups of 50 troops and the other
ings of the various clans contending in the game valuable staging and regrouping areas because df for group of less than 50. Each player totals the
may be quite different than those actually held, and their garrison power and the fact that they must bestrength of troops from provinces, castles, titles and
clan warlords can enter the game at a point in the besieged to be taken, a process that favors theuch and rolls on the first table for each whole
chronology quite different than history’s record defender. group of 50 owned and on the second table for any
shows. Nevertheles§amuraidoes quite well in Possession of high government offices and titles leftover group of less than 50. For example, an
simulating the broad general characteristics of is also indicated by use of a counter. The titlesarmy of 165 would roll three times on the first table
Japan at this time, while still retaining a playable include such positions as General, Armorer, Diplo- and once on the second. Results are in numbers of
format. mat, Chancellor, General of Invasions, and others.troop strength points lost, or for very high numbers,

Samuraiis a game for two to four players. These will give the warlord additional troop death of a lord (and subsequent loss of all of his

Game Review

Samurai

Having tried it with each arrangement, | can
recommend that a full complement of four is the

strength, and in some cases special bonus strengtholdings). The combat system is interesting and
in certain provinces. Other types of holdings areunique.It allows roughly equal armies to compete
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with equal effect rather than the somewhat bizarre
situations that occur in other games when nineteen
points attack twenty and are forced to roll on a 1:2
odds column. After both sides have completed all
the rolls they are entitled to, losses are extracted,
with each side losng holdings at least totaling the
number lost. If neither side retreats to an adjacent
province or friendly castle or town in the area,

subsequent rounds of combat may take place, until
one side is eliminated or retreats.

Sieges are handled a bit differently. In addition
to his normal army strength, the defender may add
the value of the town, castle or monastery’'s gar-
rison. A differential is obtained in blocks of fifty and
a single die is rolled to yield both attacker and
defender losses. Only one round of siege is con-
ducted per turn, making sieges a lengthy affair.

The object of the game is to become Shogun
and retain that title at the end of twenty turns. To do
so, a player’'s clan must become the court clan, and
this is accomplished by gaining two of the four
Imperial articles (the Emperor, the royal heir, the
ceremonial regalia and the castle of Kyoto). The
first three are initially placed in three well defended
fortresses that must be stormed, while Kyoto is the
most powerful city on the board. Because of their
importance to victory, and the advantages the title
of Shogun brings to the holder, the Imperial articles
are the focus of action in the game as players battle
to gain their possession.

The game includes a number of interesting
special rules. Players may exchange warlords as
hostages to insure good faith. Lords may use the
dreaded ninja assassins in attempts to kill powerful
leaders of the opposition, though failure of the
attempt (at best a 50/50 proposition) means the
lord sending the ninja must commit suicide. Op-
tional rules include combat at sea, plus more realis-
tic rules for wound and garrison recovery.

Samurai is a nice game physically. The coun-
ters are attractive and colorful, and the map is very
well done. Rules are presented in a handy, illus-
trated booklet. The game plays quickly, since fac-
tions quickly group themselves in one or two
armies, and since most counters are kept track of
on the clan charts, players only have to move one
or two counters. Two or three hours will suffice for
players who know the game.

One of the nice things about the game is its
balance, especially when four play. Battles are ex-
tremely bloody, and major fights to the death over
imperial articles often leave the victor exhausted
and unable to quickly follow up his win, allowing
the others to gather the strength to oppose him
once again. Barring extremely poor luck, each fac-
tion has a time of power; the key is in timing the use
of the powrer, and avoiding squandering of force,
so as to gain and maintain an upper hand. The
totality of the game is such that it nicely approaches
the situation in the historical Japan of this time.

—Tony Watson

Vol. IV, No. 6

As | said earlier, the game is so good that it
transcends all of the rules problems. It is an ex-
citing, accurate simulation of naval warfare during
the American Civil War. In the most basic sense,
IRONCLAD is like armor miniatures on water.
Each ship has its own peculiar armament, armor
. and sailing/floating characteristics, and each gun is
Retail: $20.00 fired singly and its results determined before the

The boardgameMiddle Sea,designed by next in the salvo/broadside is fired. These, great
Terence Donnelly and Will K. Backhause, does an armored barges chuff into range, circle and feint in
excellent job of representing an era which man hasan attempt to get some advantage, and then pro-
been fascinated with since it happened. The gameceed to pound each other into smoking junk.
bills itself as an experience that deals with eco- When the adversaries close to short range, it gets
nomics, warfare, and diplomacy in the Mediterra- very nasty and is usually pretty brief. Very few of
nean world. After buyers get over the brief shock of the many scenarios presented take more than 60
the price and look hard at the game, they find that it or 70 minutes to play out. There are scenarios that
allows a large number of players (from 2-12 at its are ideal for solitaire, some for two players,, and
upper, easily playable limit) to fight the Crusades some that are ideal for multi-player games.
again. Cruddy rules aside)RONCLAD is a super

The game components are first-rate. The boardgame, and is available from Yaquinto Publica-
is beautifully designed and divided into provinces tions, POB 24767, Dallas, TX for $15.00. | recom-
with an emblazoned shield of Christian or Muslim mend it highly.
or pagan design for identification of political
boundaries. Each province is also marked with the ~ Every once in a while you run across an un-
ability of its leader (numbers of armies that leader usual game that for whatever reason captures
can control). Armies, fleets, cavalry, and the fortifi- your fancy. SANDLOT FOOTBALL is such a
cations and towns that are built are noted on cardsgame. Designed, marketed and printed by an in-
that are kept at the side of each player so that thedividual, SANDLOT FOOTBALL epitomizes
only things on the board are those handsome shieldhose pickup games that most young males have
counters. engaged in at one time or another in their lives,

In the play of the game, one selects what onewhether it was at age ten or in college in the
wants to play politically (Christian. Muslin. pagan) dorms. A far cry from SCRIMMAGE, that absymal
and gathers provinces which act as a base offootball parody published by SPI some years
operations for further conquest. One gathers taxespack, SANDLOT FOOTBALL doesn’t purport to
collects tributes, and sacks areas for gold, to makebe regular football, as played by the NCAA or
further armies, fleets and spy rings to continue NFL, but rather that more disorganized, wide-
gathering gold. In short, with a minimum of muss open fun version of football practiced in vacant
and fuss, one can play a Richard the Lionheartedlots everywhere. As the cover states, downfield
or a Saladin and have a roaring good time back inblocking and clipping are encouraged.
an era when kingdoms could be made or broken The game is not perfect, and some of the rules
with the strength of one good sword arm. could be better drafted and explained. Without

_James Ward Some sort of mutually agreeable time limit on each

move sequence, it can drag on too long-we
Short Takes &

Game review

Middle Sea

Produced by: Fantasy Games
Unlimited

* k%

found three to four minutes per player per move
L] L]
First Impressions
enjoy an occasional sports-oriented game for a
reactions to those games is only now being felt, as
Quite simply, | feel thatRONCLADis one of
In terms of coherence, cohesion, complete- HOBBY

sequence to be about right. There are very few
T. J. Kask X . .
change of pace. It sells for the incredibly low price
it takes some time for that many titles to be digest-
the best releases of the year. Not that it is without
CENTER

rules; it is rather straightforward in that regard.
For whatever reason, we have been fascinated
with it, and | recommend it to all gamers who
YAQUINTO GAMES made quite a splash this of ¢350, plus 50¢ postage, from JAD Publica-
summer when they seemingly came out of no- tions POB 3494, Peoria IL 61615.

where with a line of eight brand new games. The

ed by the market. While | can’t speak for all of their

titles, if IRONCLAD is any example, they must

have done pretty well by now. NAS SAU

fault or flaw; far from it. However, the fact that it

manages to transcend these problems is tribute to

the soundness of the design.

ness and clarity, the rules are the pits. Not since the
celebrated demise of Taurus Games has such 3
sloppy set of rules been marketed. It is obvious
that, in the rush to get all of the new titles out in a4 A

time for the summer con season, the comers thalﬂ 142 Nassau St.

were cut involved editing and proofreading. Princeton, NJ 08540

- 609-924-2739

IRONCLAD'’s rules are rife with misspellings,
typos, mistakes and stripping errors. This doesn't

really, become apparent until you try to play out Miniatures & Games,
the introductory scenario. If you follow their lead, including a complete
you will promptly proceed to run aground. line of D&D© products

Happily, Yaquinto is reprinting the rules. Any-
one who has a set of the first edition can obtain the
new printing by sending the cover of the original
set in a 8% x 11 SASE to them.
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Dragon’s Bestiary

Created by Ed Greenwood

FREQUENCY: Rare

NO. APPEARING: 1-20

ARMOR CLASS: 7

MOVE: 10”

HIT DICE: 2-4 Hit Points

% IN LAIR: Nil

TREASURE TYPE: All possible (guard-
ians)

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-4 blow, 1-6 grip
(on unarmored target only)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Magic weapons
have only normal weapon effects
MAGIC RESISTANCE: Immune to all
mind-related and polymorph spells
INTELLIGENCE: Non-

ALIGNMENT: Neutral

SIZE: S (e.g. human hand)

PSIONIC ABILITY: Nil
ATTACK/DEFENSE MODES: Nil

Crawling Claws are said to have been
the invention of the necromancer
Nulathoe, who devised a series of spells
whereby small parts of once-living bodies
could be almost perfectly preserved, and
(once animated) controlled. Nulathoe’s
arts were too crude to be practical in con-
trolling organs of any complexity, and at
his death only their most useful appli-
cation—the control of hands or paws—
survived, through his two apprentices.

Creation of a claw requires an intact
human hand, or a claw (which must be
from a creature existing entirely upon the
Prime Material Plane), either freshly
severed or in skeletal form. Creation is
usually a cooperative effort, and is begun
with application of Nulathoe's Ninemen
(a 5th-level Magic-User spell involving
the fresh blood of an animal of the same
biological class as that of the claw and the
destruction of a moonstone of not less
than 77 gp value, which is powdered and
sprinkled over the claw) or a similar spell

researched by the magic user concerned.

This serves to preserve the claw, protect it
against decay and corrosionand
strengthen its joints with magical bonds.
Within four turns after casting the Nine-
men, an Animate Dead spell must be cast
upon the claw.

Claws are controlled either directly or

LI

Claw/

LT
M

by ‘programming’ (see below) and can-

not be changed from one method of con-
trol to the other after the final incantation

is made. This spell either names the con-
troller, who must be a Magic User or

Cleric involved in the creation, or (in the

case of ‘programming’) contains a com-

mand stating (in 24 words or less) what
action the claws are to take. This operates
in the same way that a Magic Mouth spell

can be set to speak when a certain condi-
tion is met—i.e. “a bearded man in black

and silver approaches the altar.”

Direct control, on the other hand, is
enacted by concentrated force of the will.
This cannot be maintained for more than
three consecutive turns without a 1-turn
rest, and must be exercised within a
1" + Y"llevel of controller) range. It is
imperfect, precluding actions requiring
manual precision. Ongoing control ob-
viously prohibits spellcasting on the con-
troller’'s part, although control can be
maintained by an individual who suffers
injury unless unconsciousness or loss of
over half total HP occurs. Claws will con-
tinue to enact their last command if their
(direct) controller withdraws control or is
slain.

Claws move in the manner their
name describes, scuttling upon their fin-
gertips. They can grip with crushing force,
and leap for short distances (up to 1%")
to strike or clutch. They may be com-
manded to seek specific targets (e.g.
jewelry, throat, eyes) and can drag small
objects (or in groups, larger items such as
spears or swords), but cannot lift or wield
them. Large numbers of Claws are
needed to shift objects of any weight.

Claws cannot be turned, but a Resur-
rection spell will render them immobile.
Note that neither Death nor Raise Dead
spells have any effect. Edged weapons dd

them half damage; magical weapons
have only normal weapon effects. Cold
makes Claws more brittle, so that one pip
is added to each die of damage they take.

Claws are commonly used as
guardians, lying within chests, atop or
amidst the treasure. They can sensq
vibrations and temperature differences,
and locate targets accordingly when not
under direct control. Claws created to-
gether have a (very) limited form of inter-
communication; when one Claw has
located a target, all of the other Claws will
move towards its location.
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A Typical Night in the Life
of Nine Ordinary (?) People

Jeff Swycaffer

It is Friday the 13th, and the wall clock, although it had been
keeping perfect time, is stopped at 10:28. In the illusory half-light,
sourceless and unnatural, the room and its inhabitants are distinctly
revealed.

The Fat Man sits on the couch, his feet on the coffee table; he sipsa
Dr. Pepper. He is unaware of the small piece of paper stuck to the
bottom that reads “Poison.” He is watching the unchanging television
screen, where a horseman sits astride his motionlessly galloping horse.

Hal, who put the “poison” on the drink, watches with evil glee as
the Fat Man drinks. He has just earned two points in the ongoing game
of “Assassin.” He, however, is unaware of the small alarm clock taped
to the bottom of his chair. When it rings, Chaim, also an amateur killer,
will have earned five points.

Chaim, the mad bomber, who bears a remarkable resemblance to
Charles Manson, is sitting frozen in mid-gesture at the paper-strewn
table, where he is refereeing a game of D& D. Pavel and Gerry, his
players, are halted in their seats while rolling motionless dice.

Chet and Didi are playing with the five-week-old kittens, Didi
showing Chet the correct method of lifting one. Joanie stands behind
Chaim, admiring the new pewter 25mm uglies that face Gerry’stwo
magicians.

The cat, ignoring her children’s anguished mewings, sleeps soundly
in the corner.
Raberto is conspicuoudly absent, unaccounted for.

The lights come up, the television springs into action, the dice fall to
the table, and life, of a sort, returns to the group of gamers.

“You no more understand human rights than did Joe Stalin,” the
Fat Man chides Chet, and finishes his drink.

“That was avilething to say,” exclaims Didi airily. “1t was true, but
vile.” She winks at Chet, and hands him another kitten.

“You've just been poisoned, Fat Man,” crows Hal.

“What?' He inverts his empty bottle. “You baboon!”

“Right on!” acclaims Chaim from the table, applauding, in a sense,
his own future triumph as well as Hal’s. He checks his watch. Any
second now, he muses, and grins inwardly.

“Crumb!” barks Gerry. “Fish, lice, and insect salad!”

“Go ahead and roll it again,” smirks Pavel. “It won't be any
better.”

“Gimme your calculator, Chet, or I'll break all your arms.”

“Here,” groans Hal. “I'll take it.” He stands up and passes the

calculator to Gerry. From there he walks into the kitchen, followed by a
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“No saving throw?!”

At 11:30 Roberto arrives secretly, having parked three blocl
away. Silently, he climbs the tree to the roof; carefully he places
gigantic firecracker inside a coffee can. With a burning cigar for a fus
he estimates six minutes’ delay. He jumps down, picks up the bag
drinks he’s brought, and saunters in. “Hello,” he drawls.

“Quick, it's Roberto!” shouts Chaim. “Where’s my slingshot?”
Welcomed more for the drinks than for himself, the roofwalker sits o
the couch by the Fat Man.

“What's on t.v.?" he asks casually, bracing himself for the explosion.

“Some crummy cowboy movie,” Chet explains.

“It's a great movie, you clown!” objects the Fat Man angrily.

Roberto grits his teeth, waiting for the firecracker.

While he fights the goblins, I'll knife him in the back.
| can't wait for them to open that secret door.

As he defends, I'll fireball him.

He didn’t check! | could have poisoned him!
Those guys are crazy.

When will it be our turn to D&D?

Stupid Cigar!

I'll never admit it to him, but this movie’s not bad.
Yeah! Stupid Banditos! Get him, Yul!

and the ghostly unlight grayly illuminates the scene.
“You have seen enough?” said The Spider to The Snake.
“I have seen enough,” replied The Snake to The Spider.
“What is your conclusion?” asked The Spider.

only as food sources.”
“Are we then agreed?”
“Your terms are wholly adequate.”

gray, unmoving timelessness.

unanimous cry of “Get me one too!” At that point the alarm clock rings,
theoretically blasting Hal's empty chair into hypothetical, smoking
splinters.

“Ants!” curses Chaim; under cover of the “bomb’s” distraction,
Hal poisons Chaim’s coke.

The evening wears on. Pavel and Gerry each simultaneously
doublecross the other, throwing their lot in with the goblins. Chaim
unpoisons his drink (by noticing the label). While watching television
the rest argue politics, except Joanie, Didi, and Chet, who argue about
television and ignore politics.

“Whaddya mean, you've never seéhe Magnificent Seven?
Everybody’s seen -”

“How many dice has he got?”

“No, no: by thebackof the neck.”

“-And in a free-market economy-"

“Is there any more Coke?"

“-So when the banditos ride into town-"

“How many Dreiburgundians does it take to quell a riot?”

“Who poisoned my milk?"

“Three whole weeks and you've only finished one turn?”

“War in the Pacificis a good game. Slow, maybe -"

“Where's Roberto?’

“Sure, but he promised that when running for governor in ‘68-"

“Gimme a quarter, or I'll tell Pavel where the bomb is.”

“-And then Yul Bynner-”
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At midnight the room freezes back into immobility. The lights fade

“They are totally alien to us,” said The Snake. “We cannot corr
prehend the trending of their thoughts. Therefore they are of use to

The Spider and The Snake pressed each their imprint upon
Document of Accord, and left it as a seal upon the closed subspac
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YOU READ, CAN YOUT"

)

G

- uﬂ
DanEROUS

\ Encounters ™ s
- '.-"-"Qxf
}::""' okl ) = ? =
4 ﬁﬂRHlTﬂ:;l.':&?ﬂﬂﬂ PE ™ { Tiur Thors Sexes il :&5
Y?'H"IH- MownTED | {:r#ﬁn_ Heavy \




December, 1979 ‘“‘H llragﬂn

HELL 1S ONE HELLOVA ™\
BIG PLACE, LITTLE BUDVY...
SUPPOSE THEY GOT BLOWN
OUT OF THE DEEPS W
BY SOME VOLCANIC

IVE GOT A THEORY...
ALL THESE LITTLE, BLUE
PEVILS CAME FROM HELL.
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excellent color plates for detailing. If you want to work this precisely in
25mm, you'll need a magnifying glass and superior patience. The book
sets an excellent standard, however. Available at Strategy and Fantasy
World stores, $3.50.

Simon Goodenoughlilitary Miniatures, Chilton Book Company,
Radnor, PA. 1978. 127 pp. Superior photography, excellent drawings,
outstanding text: an inspiration! Certainly better than good enough.
Fine list of suppliers of 54mm figures. Especially good in conversion
methods. Available from BLUE EAGLE of Santa Monica, Calif., and
from Strategy and Fantasy World. $9.50.

OTHER REFERENCES: Try to get a look at these in your local
, ob Bard,Making and Collecting Military MiniaturesRolton

STANDARD MODELLER'S REFERENCE BOOKS : :

Even though military miniatures (standard regimentals) are ncg;.ggjgr’theovngoék' z}ngirdeigs?gt%srﬁgr? d overall introduction to the
precisely the same as fantasy miniatures, much good, basic informati Henri Lion%& \)lalentine Beer! Wav Soldier Center. Boston
is contained in works already produced by miniaturists in the last fe 1979. Good reading when yoa/’re ngt’ in the mood to work. Lion
ggﬁ,r"s‘hg/l\?:ttc?ga dggffﬁgﬁ g)c\illl/;ia(:rgs'lz[ﬂgyp:rlgtglrl %fcgén;grgggrggin? s a lovable style that insists that the miniaturist identify with what he
however.Fantasysmith’s Notebools not intended to supplant these Spamts. This psychology is great for painting a Napoleonic hussar, but

; could be dangerous when you paint that Balrog from Dragontooth

works, but to supplement them. Here they are: ) _ (Tom Loback #DE4). The book goes well with Sinatra records.

BEST BUYS: These works are all paperbound and inexpensive Michael Blake Making Model SoldiersStanley Paul & Co. LTD, 3
but still are comprehensive. They have excellent pictures and soufizroy Square, London, WIP 6JD England, Britain. 1975. 144pp. An
advice in their text. ) . Englishman’s way is at least as good. Special painting methods for

Peter J. BlumThe Model SoldieManual, Tricom Press LTD, display and wargame figures. Available at Strategy & Fantasy World.
1013 Madison Ave., New York, NY 10021. 1970. 39pp. With illustra- $9.00.
tions by Clyde A. Risley, this is probably THE best book to start off with.
About $2.50.

Brian Fosten & Roy Dilley, Painting ari2ktailing Military Minia-
tures,Almark Publishing Co. LTD, 49 Malden Way, New Malden,
Surrey, KT3 6EA, England, Britain. 1977. 36pp. Finely illustrated,

otgr. e Motebook
AT bty the
N %J\g Poor Hobgoblin

Q.
jan

haunt the bookstores weeks before the next issue
is going to come out in hopes of getting an early
one. | do have one criticism, though. | know it's

‘Important mistake’

Dear Editor,

| don't mean to be picky, but | believe that this
is an important mistake. In TD #27, on page 29, in
your article “Giants in the Earth,” you said that
Fafhrd fights with Greywand in his right hand and
an axe in his left.

This is incorrect, as Fafhrd lost his left hand in
“Swords and Ice Magic.” (If you want to know
how, read the book.) In its stead, he wears a hook.
He also has adapted a long bow to fit into his
stump. This fact, however, makes him even more
awesome than ever.

Bert Calfee—CA

(From page 3) I consulted with Mr. Schick on this and he
annoyed by “Monty Strikes Back” in your August eXplained to me that Eafhrd listed in GITE repre-
1979 issue. This is because the same article S€Nted an “average” Fafhrd, as he appears

appeared in the December 1978 issue of your throughout the majority of the cycle. Certain other
magazine. | don't see how this could have hap- characters, past and future, will be similar in that

pened and am interested in hearing an explan- regard.—ED.
ation.

| agree totally with Jean Wells about Dwarven
women having beards. Concerning the remark
about never meeting a female dwarf without a
beard, the players in this area have never met a Dear Editor,
dwarf woman with a beard! This also seems to be We would just like to inform Marc Jacobs
a matter that would fit better under the description
of Dwarves in the Monster Manuals or Players
Handbook rather than in the DMG. It makes no
difference though since each DM can decide for
himself if female dwarves have beards. They
won't in my campaign.

‘Expletive deleted’

(expletive deleted!)The beauty of D&D is that it is

a wide variety of ways.
Mony Link, Trevor Link,
Rick Caldwell, Dann Caldwell—PA

Curt Hicks—TX
3 (] ’
We used the wrong galley of type at the last A matter of opinion
minute. Monty Haul went into that particular issue
at the last minute to replace a piece that didn’t Dear Editor,
come thru on time. So sorry . . . .—ED. First of all, your magazine is fantastic. | always
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tough to get a magazine as big and of such great
quality asThe Dragonout, but the times you guys
release your issue fluctuates as much as the
weather. I'd really like to see something done
about this. Perhaps a little estimate in each issue as
to when the next will be out.

The main reason I'm writing has to do with
your featureOut on a Limbl think it's an excellent
idea in theory, but | wish you would censor letters
that are full of unjust criticisms, and other crud
from the good informative letters.

Of course such things are a matter of opinion,
but it seems to me that the last letter in Out on a
Limb in #28 (Marc Jacobs’) was obviously in the
former category. | quite agree with Mr. Kask's
comments on the letter. So why don't you apply a
flaming sword to the letter, instead of wasting
valuable room on it. If you're that hard up for
letters | feel that Out on a Limb should be discon-
tinued. | would really like to see more letters of the
other kind that were in that issue (Don’t worry,
guys! Three out of four ain’t bad.).

Thanks a lot for taking time to read my letter.

Jeff Fleming—MI

We try to have. . . LIMB represent a cross-

(whose letter appeared in Dragon #28) that he is asection of the mail we get. Until just recently, we

seldom ever got kudos—just lots of bitches and

an open-ended game which may be interpreted ingripes. | think it is useful to the readers to see how

our mail runs, tone-wise, to see what we deal with
in the course of a month.

As to our erratic appearance time, we are not
too much to blame for that. In fact, we have been
getting recent issues out closer together as we try
to get back on to the schedule we have set our-
selves. More often, it is the distributor that delays
for one reason or another, over which we have no
control.—ED.
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WAR GAME HEADQUARTERS

AN OPEN CHALLENGE TO ANY AND ALL GAMERS

We challenge you ta find any gaming estabilishment that can provice
better and faster mail-order service than the THE COMPLEAT STRATEGIST.
We ship all items in stock within 24 hours, (Another part of the challenge
is that we stock over 90% of ALL games in print, an enormous stock of

figurines , many books, and all necessary accessories),

Far those of vou wha enjoy adventure - the type of adventure where
you send your mongy and then hope day after day that your game is
coming - you will not be disappointed by THE COMPLEAT STRATEGIST
Sanding an order 1o us is not an adventure, it is a sure thing,

Upan receipt of vour order, we ship. |1 by some chance we are out of
stock, we ship what is aveilable, If we cannot fill your arder, then we just
return your mangy, You can't lose -- so there is no alament of chance, No
fun - but great service. We are an established fact of wargaming - cur
religbility is legion. We are proud of our service record.

Far ene of tha sure things in life use ane al thisa thrae optiens:
1. Sened 1o cur free cotstog

IM & RUSH
2 4. Call uy at (2121 635-3360, Mondey throwgh Saturday betssesn 1030 &AM pod § D PR
B, Give us vour MesterTharge ar VISA/BankAmerdcard number. Thers = a 57,00 haniling

charge e all e ordors (510000 minimiem changsd

O Gl widiiir S,

[
Sand a chack ar money order foe the retml price of thd g you st Linclude 5100
Findlirg chiorge |
Allows 1 LB, Paszal Service OR LLP.S, 1o deliver your grcés
B Yol Qame,

Al tha aptions are sure things. WE FEEL ADVENTURE IS PART OF PLAY ING GAMES,

MOT GETTING THEM.
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MIMEVEE & BLAAGEE

WIRSTER MANILLE
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MIGRO 2o
SUBSGCRIPTIONS i+*

Mow — by popular request — gamers can SUBSCRIBE 1o
Metagaming's MicroGames! You don't have to look for them in
stores, or place a new order every couple of months . , . now you
can gef each MicroGame and MicroQuest AUTOMATICALLY —

as soon as i's released!

The Micro Subscription will bring you every newly published
MicroGame and MicroQuest, It WONT bring vou old Micros already
in print — nor will it bring vou expansion seis or play-aids released
in Micro-sized packages. Just new, complebe games siraight from e g
the designers. and exciting new adventures from The Fantasy Trip.7 & %}

s Remember the exciting fantasy and s-f game adventures you've I
already seen in the MicroGames? Well, there’s more to come, More
science fiction and fantasy — and, by mid-1979, Metagaming will be
publishing MicroGames with modern and historical themes as well.

ATy
' ras

And — as an added bonus — the Micro Subscription rates are
figured on the basis of a $2.95 cover price. Since some Micros are
larger {and priced at $3.95) you get an extra break: the bigger i,

games at the same low price! p’z&"%
| T L ngueiae

Subscribe today, The price is right . . . only $19.95 for the next
zix Micros, or 536,95 for the next TWELVE — delivered to your door.,
And subscribers to THE SPACE GAMER still get a discount, as they
do on all .'!.I-.rlug;:ming products: 6 Micros for 515,95, or 12 for
22995 (And if vou're not subscribing to TSG, think abouf if, Six
great issues of the best in science-fiction and fantasy gaming for 58, "'"EJH:
or twelve for %15 — plus the great TSG subscriber discounts!)

Send vour order today — and get ready to have fun!

W
Please send me o Micro Subscription for the next ... Microtsones and
MicroQuests. T (am) (am not) a subseriler 1o The Spoce Gamer,
Please send me ........ Bses of The Spece Gamer, [ understand that this

gualifies me for TSG discounts on all Metagaming products, ingluding those 1 am
ordering mow,
Enclosed is my check for 8,

S0 METAGAMING
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THE FELL PASS

Legend and Introduction

Along the caravan routes that tie the
Cities of the West to the Kingdoms of the
East, many tales are told of the mountains
called the Towers of the Sun. One of these
legends concerns a dark road said to be hid-
den among the twisty trails that spiderweb
the mountains. Into the earth the road leads
into and through a series of vast caverns filled
with treacherous traps and cunning mon-
sters. Yet dangerous though the path is,
many a party of adventurers have been
tempted to walk it, for the stories say that the
loot of a hundred lost caravans lies con-
cealed along that evil way.

The dark road is called the FELL PASS.

Tread it carefully, friend.

General Notes

The location of the Fell Pass has been left
vague so that the prospective Dungeon
Master will have no trouble slipping it into his

or her campaign. The legend assumes that it

lies somewhere near established trade
routes, so misleading or enticing players into
the Pass should prove no problem. Indeed, it
is perfectly possible for a party of characters
to enter the Pass without realizing they have
entered a “dungeon.” In fairness, the Dun-
geon Master should “remind” the players of
the legend of the Pass if they should come
upon it, so that they will have some idea of
what they are getting themselves into. Most
parties will want to enter the Pass despite, or
even because of, such warnings. (Heh, heh,
heht)

Although the Fell Pass is described here
in the manner of a dungeon, technically it
may be considered a wilderness area. Thus
Druidic abilities, specifically the usefldetect

Snares and Pitspell, should operate inside ==

the Passexceptin the area of the Dwarf
Diggings, which are not a work of Nature.
The Dungeon Master should become
completely familiar with the contents of the
Fell Pass before conducting an adventure
through it. Much detail is given in the Pass
Key below, and the Dungeon Master is re-

On the north wall there is scratched a message in
dwarvish letters. It reads, “For the love of your ances-

tors, TURN BACK!”

The West End (Map 1)

General: The Fell Pass is a system of geo-
thermal caverns, a fact which will be readily
discernible by dwarves, gnomes or other
characters with a special knowledge of geo-

of the world could travel the mountains in
safety. And, incidentally, this brave act would
also enable the Prince to claim the mountains
as his own territory. This is in accordance
with the dwarf ethic ofloing well while doing
ood.
Prince Huruch, however, did not do well.

logy. There are no stalactites or stalagmites ;g attempt to purge the Fell Pass failed.
here as in a limestone cavern. Unless other- afier a few early victories, word was sent

wise indicated, floor, walls and ceiling are of

from the Pass of a new and terrible power

fairly smooth, grayish-brown stone. Most of ihat had entered the West End. Shortly

the galleries are wide enough and smooth thereafter, all communication with the Prince
enough to allow passage for horses or pack ang his party failed. From that time since,

animals, although not carts or wagons. Ceil-
ing height varies from 12 to 20 feet.
As might be expected in a geothermal

neither the Prince nor any of his followers
has been seen or heard from.
The new power in the West End is Vlog,

cavern, it is warm and humid inside the Pass. ge|f-proclaimed Lord of Ogres, who has
The West End has the highest altitude of the ¢jaimed the Diggings as his lair (see item
three parts of the Pass, so the temperature iS413)

a comfortable, though moist, 72° F.

01: THE PIT OF BONES: This pit is four
feet deep and nearly filled with a variety of

ination of these remains will reveal that half

02: FALLEN ROCK: This entrance to
the Dwarf Diggings is blocked by loose
rubble. Clearing this rock to allow passage

weathered bones. A more than casual exam- Will take 6 turns.

The sound of the passage being clearec

of the bones are those of horses and pack is certain to alert the dwellers in the chamber

animals, while the other half is a mixture of
human, dwarf, orc and centaur bones.

beyond. These are eight giant bats. The bat:
are not terribly bright and will attack any
intruders.

For game purposes, the giant bats may
be treated as giant rats with wings. Note,
however, that bats rely on their keen hearing
and acute sense of smell rather than thei
eyesight, and thus can easily overcome spell
of Darkness, lllusiorand Invisibility.

8 Giant Bats—AC 7; HD ¥%; Move
127/18"; DIA 1-3; HP—1, 3, 3, 3, 1, 2, 4, 4.

The chamber beyond the fallen rock is
empty. On the north wall there is scratched a
message in dwarvish letters. It reads, “For
the love of your ancestors, TURN BACK!"

03: SECRET PORTALS: These three
camouflaged entrances to the Diggings

The bones are just bones, and there is appear to be made of natural stone, but ir

minded not to reveal more to the players nothing dangerous or valuable in the pit. The fact are of a substance similar to self-sealing
than their characters can reasonably per- pit was dug and filled by an earlier band of rubber. A character can, by firmly pressing
ceive for themselves. Divining the rationale adventurers as a warning to travelers entering against the surface of the portal, push
behind bizarre events is a major part of the the Pass. So far, the warning has fallen on through the wall to the other side. The hole
challenge of a good dungeon. blind eyes. made by the character's passage will “heal”
THE DWARF DIGGINGS: Items #02 instantly, as will attempts to cut or chop
through #15 comprise the Dwarf Diggings, through the portal.
all that remains of an outpost pioneered by Horses and pack animals will not
Start: As there are two ends to the Fell Pass, Prince Huruch the Proud, the noble son of a voluntarily pass through these seemingly
a journey through the Pass may begin at powerful southern king. After establishing solid walls.
either the West or the East End. For simplic- this stronghold in the Towers of the Sun,
ity’s sake, the Pass will be described here Prince Huruch had planned to clear the Pass
West to East.

PASS KEY

04: GUARD ROOM A dwarf-sized table
of its foul denizens so that the good peoples and three chairs occupy the center of thi

M3
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room. Shield-sized clay disks, glazed to depict net (position marked by “X” on the map). If goblins. Goblin-bags are visible on the belts

dwarf hunting scenes, hang on the northweststepped into, the net will snap up, suspend- of the goblins. The rank smell of the bear and

and southeast walls. ing 1-2 characters from the ceiling, about 12 its victims is easily discernible outside the
feet above the floor. At the same time, a loud door to this chamber.

05: GUARD ROOM: Two ogre lookouts gong will sound three times. The bear will awaken at any sound louder
sit with their backs to the secret portal, listen- The gong is an alarm, obviously. The than a fingersnap. And even if a party enter-
ing for intruders passing through the galley second turn after the trap is sprung, four ing this room is quiet, there is a 1 in 10
outside. They will detect a party of a chance ogres bearing clubs will come charging in. An chance per turn that the bear will awaken
of 1-4 (d6) or a 100% chance if the party additional ogre will arrive every turn there- anyway. Cave bears are notoriously territor-
stops to examine or search for the secrebfter for six more turns. ial, so the bear is sure to attack any group of
portal. Extricating the character or characters intruders, defending its lair to the death. If the

If the ogres detect a party, they will not caught in the net will require three turns of players choose to jump the bear while it
attack it, but will instead run to chamber #13 cutting with a dagger or sword. A character in sleeps, they will get 1 free melee round and a
and inform Vlog, their leader. Vlog will then the net may attempt to free him or herself if +4 to hit in that round.
organize an ambush which will jump the the character has a dagger handy. No other A search of the goblin-bags will reveal
party in the galley outside of chamber #4 or weapon can be brought to bear by a char-that one is empty, another contains 80 g.p.
#14, depending on the direction the party is acter entangled in the tough, silken strands. and the third contains a vial of dark brown
traveling. Because the ambushers will be  Applying fire to the net will free the liquid that tastes like bad whiskey.

leaping out of a secret portal, the ogres will trapped player or players immediately, but

The liquid is in fact &otion of Fire Resis-

almost certainly (1-5, d6) have the advan- will also ignite the rest of the silk in the room. tance.

tage of surprise over the party.

Since the ogre lookouts are listening for
movement in the galley outside, they can be
easily surprised (double normal chance) by a

party entering through the northeast door of are bundles of sik. Genuine wild spidersilk is

the guard room.
Each of the two ogre lookouts has a bag

with him containing stale bread, some meatg.p. apiece.

of doubtful origin, 2-12 s.p. and 1-6 low
value (10 g.p.) gems.

2 Ogres—AC 5; HD 4+1; Move 9", D/IA
1-10; HP—14,29.

06: DEMENTED GOBLINS: This cham-
ber is littered with smashed crates, broken
barrels and miscellaneous rubbish. In a circle
in the center of the room squat eight heavily
armed goblins, staring at one another.

The goblins are in a cataleptic trance. If
anyone attempts to eavesdrop on their
thoughts (byESP,a Helm of Telepathgr

All persons in the burning room will take 1-8

1 Cave Bear—AC 6; HD 6+6; Move
points of damage every turn that they remain 12”; D/A 1-8/1-8/1-12 (hug on 18+ for
inside. 2-16); HP 46.

The silk-wrapped bundles in the corner

12: WATER HOLES: By the south wall
'of this chamber are two open pits, each 3 feet
in diameter. A lone ogre squats over the
western pit. He is (ahem) making use of the
facilities.

A party bursting into this room has a

rare and valuable and these seven bundles
each weighing 12 pounds, are worth 300

10 Ogres—AC 5; HD 4+1; Move 97
D/A 1-10; HP—23, 26, 17, 15, 18, 15, 18,

12,14, 28. double chance of catching the ogre with his
09: MEETING HALL: Against the west pants down. The ogre has no items of value

wall of this room is a semi-circular table and on him.

behind it are five high-backed chairs. Before The western pit is exactly what it appears

the table are three rows of benches. All ofto be: a bottomless pit. A stone dropped into

these furnishings are dwarf-sized. it will not return an echo. A character
The walls of the room are “decorated” dropped into the pit will not return, either.

with ogre obscenities, scrawled in dung. Warm, humid air rises from the eastern pit.
Otherwise, the room is empty. 32 feet down there is a 3-foot-deep pool of

very hot (210° F.) water. Characters not

10: BARRACKS: This room is littered resistant to heat will suffer 1-4 points of

whatever), he or she must save vs. magic orwith broken beds, tables and chairs. Small, damage every round that they are in contact

fall into a similar insane state for 2-8 game
hours. Upon recovery, the eavesdropper will
only recall a terrifying vision of a burning
darkness in which drift many bright yellow
eyes.

If a party charges into the room, the gob-
lins will turn to look but will not otherwise
react. If attacked, the goblins will merely
blink their big, red eyes and whimper piti-
fully. If interrogated in the goblin tongue,
they will only gibber and whisper something
about, “Eyes! Eyes! Awful, yellow eyes!”

(These goblins have obviously met up
with Xorddanx the Eye Tyrant, master of the
Lower Caverns. See Map 2.)

Each of the goblins wears a goblin-bag
on his belt. Between the eight of them, the
goblins have 32 c.p., 8 g.p. and a brass ring.

07: STORE ROOM: This room is empty,
even of dust.

08: SPIDERSILK SNARE: The floor,
ceiling and walls of this room are festooned

harmless spiders scurry amidst the decay.with the water.

The ancient aroma of death hangs in the air. At the bottom of the pool is a finely
Hidden under the junk in the southwest wrought gold chain, worth 60 g.p.

comer is the carcass of an ogre. The right side 1 Ogre—AC 5; HD 4+1; Move 9”; D/A

of his head is caved in and a truncheon 1-10; HP 22.

The western pit is exactly what it appears to be: A
character dropped into the pit will not return.

stained with dried blood and brains lies
beside him. would-be Ogre Lord. In the center of the

A search of the body will discover room is a roaring, shapping fire. Around the
nothing, but under the body is a concealed fire are 12 ogres and ogresses, laughing,
trapdoor, one foot square. Beneath the door scratching and carrying on. Anyone standing
is a compartment that holds a locked iron outside either of the two entrances to this
chest. In the chest are twelve bottles of amber chamber are certain to hear the ruckus the
liquid. The liquid has a very sour taste, but ogres make.
otherwise appears harmless. Slabs of meat are being roasted on spits

The liquid is spoiled beer. A dwarf kept over the fire. One ogre can be heard to ex-
his private stash here. claim, “I sure hope this bastard tastes better
than he fought!” There is a wineskin in every
hand, except the hand of Vlog.

Slouched in a massive stone chair against

13: VLOG: This is the hall of Vlog,

11: CAVE BEAR'S LAIR: The ogres

with streamers of spidersilk. In the northeast have a pet, a very large (14-foot) white bear.
corner are seven man-sized bundles, alsoThe ogres wrestle with the bear for sport.
covered with silk. Presently it is asleep against the east wall.

Concealed on the floor under the silk is a Around it are the half-eaten remains of three

M4

the south wall is Vlog, an enormous ogre
clad in a white bearskin. Gold and jewels
fairly drip from him. He cradles a peculiar-
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The Dragon

looking two-handed warhammer in his
arms. He does not carouse or laugh as his
followers do. He simply sits and stares into
the fire, apparently fascinated.

Anyone who attempts to eavesdrop on
the Lord of Ogres’ thoughts will discover an
odd thing: Nobody’s home! The only
thoughts that stir sluggishly through the mire
of Vlog's mind are simple reflections of the
ratiocinations of a far more powerful entity.

This entity is Casrac the Mountain-
Splitter, the great warhammer which Vlog
possesses. Casrac is the legendary hell
hammer that sundered the ensorceled portal
of the Fortress of Wizardry and slew the noble
gold dragon, Tlactorilliac. It is intelligent,
aware and thoroughly Chaotic Evil.

For game purposes, Casrac may be
treated in the same manner as an egoistic
magic sword. Its intelligence is 12, its egoism
18. It will always attempt to control its bearer,
even if the bearer is of the same alignment. It
has a +2 hit probability and does 2-16 points
of damage when it strikes. It also has two
extraordinary abilities. The first is a magic
resistance of 25%, and it passes this resis:
tance along to its bearer. The second is the
ability to shatter any normal door with a
single blow and a 25% chance per attempt of
bursting any magically sealed or held door.

Make no mistake, Casrac rules here. The
Dungeon Master is strongly urged to play this
role forcefully. There is something very
unusual about an ogre who covers himself
with treasure in a room full of thieves. Players
who ignore this clue, who ignore Vlog's great
size and obvious strength and who ignore
the odd weapon he carries deserve no mercy.
Vlog will drink their blood.

A party that breaks into this chamber is
certain to be attacked. The followers of Vlog
have great confidence in their puppet-leader
and will not check morale as long as Vlog
lives. Conversely, if Vlog is overcome, the
ogres will immediately check morale and
those who fail the check will bolt.

Casrac has a deep antipathy towards
magic-users which will force Vlog to attack
magic-users before any other target. If the
encounter goes against Vlog, Casrac may
attempt to bargain with the opposing party.
But note that a part of any such bargain will
be the “surrender” of Casrac to the party’s
leading fighter! Casrac will, of course,
immediately attempt to seize control of this
fighter, thus re-establishing itself in a position
of power. Clever Casrac!

Each of the lesser ogres carries a smal
sack containing 4-40 g.p. Vlog himself wears
a jeweled collar and belt, gem-studded
bracers and a gold earring, altogether worth
5,300 g.p.

Vlog—AC 4; HD 7 (+2 to hit, 25%
magic resistance); Move 9”; D/A 2-16, HP
33

12 Ogres—AC 5; HD 4+1; Move 97,
D/A 1-10; HP—24, 21, 15, 18, 13, 19, 16,

19, 14, 22, 17, 18.
‘”09 alld leis *frierd” Gasrac 14: GUARD ROOM: This room is empty

save for two shield-sized clay disks mounted
M5
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Players who ignore Vlog deserve no mercy . . .
Vlog shall drink their blood.

on the east and west walls. These disks are covered with bioluminescerray Ooze.lt
painted to represent dwarf battle scenes. will engulf and attempt to devour the first
person who touches it. If someone prods the
15: THE CRACK: This open shaft drops Ooze with a pole or something first, he or she
40 feet, then turns to become a sloping Will discover that the thing has a soft texture,
passage that leads to the Lower Caverns but this action will not goad the creature into

(Map 2, #l). attacking. Only contact with living flesh will
attract it.
16: SIGN OF BATTLE: Arrowheads, 1 Gray Ooze—AC 8; HD 3+3; Move

sword shards, rivets lost from armor and 1"; D/A 2-16; HP 22.

shields and other telltale signs mark this as a .
place of battle. Yet there are no bodies. 20: MANTICORE DEN: The floor of this
Moreover, there are no indications of cave is covered with fine black sand. A musky the Pass.

obvious enemies or treasures. animal odor hangs in the air. Otherwise, the 3 Griffons—AC 3; HD 7; Move 127/30";
The area appears empty because it is room is featureless. . D/A 1-4/1-4/2-16; HP—36, 32, 28.

empty. This should serve to put players on ~ Under the sand on the north side of the

their guard if the Pit of Bones did not. cave is a deep depression. If the party sifts ~ 22: ILLUSORY ROCK: To the unaided

through the sand in this depression, they will eye, the east wall of this cave is a featureless

17: THE KILLING GROUND: This cave  immediately uncover 12 strings of cheap blank. But, in fact, the eastern wall is an
is marked with battlesigns similar to those in costume jewelry, worth 5 c.p. apiece. After illusion. This illusion cannot be dispelled but
#16, above. But when a party enters this an additional turn of sifting, the party will find likewise it offers no resistance. It can be de-
area, each member will experience a sudden 8 cats-eye gems of fair quality, each worth 35 tected in the same fashion as a secret door.
20° F. drop in temperature. g.p. After three more turns of digging, the

Detect Evil, Detect Goodnd Detect ~ party will discover a horde of electrum  23: THE HAND OF EDURLAG: Beyond
Magic spells will all register positive in this ~ pieces, 1,070 in number. Further searching the lllusory Rock is a passage which leads to
area. If the party is carrying a good light will uncover nothing of value. this chamber. The dominating feature of the
source, there is a 10% chance that someone  While all of this is going on, there isa 1in chamber is an enormous brown hand, 16
in the party will realize that there are some 6 chance per turn of a pair bfanticores  feet across the palm, which thrusts up
shadows on the walls that do not correspond returning to the cave. Since the cave is the through the floor.
to anyone in the party. manticores’ den, the beasts will not be The hand will be motionless until a char-

The strange shadows are Shadows. friendly. acter approaches within 10 feet of it. Then
There are seven of them altogether. If left 2 Manticores—AC 4; HD 6+3; Move the fingers of the hand will begin to writhe
undisturbed they will not attack and they will 12°/18"; D/A 1-3/1-3/1-8 plus 6 volleys of 6  and reach imploringly toward the player.
not leave the Killing Ground. If questioned missiles, 1-6 per hit; HP 22, 19. If anyone has the guts to climb up into
(via Speak with Monsters or similar means), the palm of the hand, a soft glow like starlight
the Shadows will merely say that this is a 21: GRIFFON PERCH: As the party will suddenly suffuse the chamber and a
place of ill omen and that the party would be approaches this point, any horses or pack sweet, feminine voice will speak from the air,
well advised to leave. The Shadows will cer- animals with the party will begin to display saying, in Common,

tainly fight if attacked. signs of nervousness. There is, however, no Know thenthat this was the fate of
These Shadows are the negative material obvious sign of danger. Edurlag, heroic Storm Giant of the

after-images of several men, good, evil and 30 feet above the point, concealed above  Great North, who dared the terrors of

otherwise, who were massacred on this spota projecting ledge, are thr&iffons. If a the Demondance, battled the Legions

by the ogres of the Diggings. In this weird party with animals passes beneath them, the  of the Abyssind rescued Ningillan the
afterlife they exist only to avenge themselves Griffons will pounce upon them and attempt White, Queenf ElvesMagnified to

upon their slayers. If the ogres stage an am-to carry away one or more of the beasts. this wondroussize and imprisoneth
bush here (see item #05 to determine this), If the Griffons have the advantage of sur- the living rock of the Towers of the
the Shadows will leap to the defense of the prise, their attack is automatically successful; Sun, shackledby the awful power of
part_}(. . _ 1-3 horses are lost along with any baggage  She WhdDied, Edurlag yetivesand is

he darkling protectors do not require or they bear. counted blessed by the Elvish people.
expect any gratitude from those whom they Lacking surprise, the Griffons will attack Knowthen that Edurlag shall walk
aid, but a word of thanks from the party the nearest animals with their claws while again. Followers of Evil, beware!
would show some class. defending with their beaks. If, in a single At the conclusion of this speech, any

7 Shadows—AC 7 (+1 or better to hit); melee round, a Griffon is able to hit with both characters of good alignment in the palm of
HD 3+3; Move 12”; D/A 2-5 plus 1 point  claws while sustaining no damage itself, then the hand will receive the benefits offau!
strength drain; HP 22, 15, 14, 18, 13, 26, the Griffon will be assumed to have made it spell. Neutral characters will be unaffected.
11. back into the air with its prize. Evil players will be mercilessly crushed by the

The Griffons will fight until two are dead  giant fingers, each receiving 6-36 points of

18: THE HOLE: Here there is an opening or two get away with food. The other one will damage.

to a down-sloping galley that leads to the then withdraw if possible. The hand will only perform in this man-
Lower Caverns (Map 2, #4). The Griffons will not pursue a partyto ner once per day.
19: ROCK OF PHAGES: Here is a While no shreds of flesh remain on the bones, the

boulder-sized object surrounded by a nim- .
bus of bluishwhite Tght. A sickly-sweet smel marks and breaks in the skeletons suggest that the

pervades the alcove the object rests in. victims were severely beaten and tortured.
This a trap. The object is a boulder
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leather bag. This bag contains 800 s.p., 8

mouspPit Viperswill flow from these holes as @ f,A'J R (f’ g TN ',/,;/gé
the party passes. Each snake is mottlefer—g @ RN © /“ /; 1 )‘\5 "
brown in color and about 4 feet long. Recall gV 2 D /4? \\\“_ )
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A careful search of the snakeholes will be J))) RN A&
rewarded with the discover of an ancient —= % S ./ w&_ %
Potion of Cloud Giant Strengténd three 4((

baby Vipers that will bite the first person to

reach into the bag. One of the Griffons which lurk herein
12 Pit Vipers—AC 5; HD 1+1; Move

12"; DIA 1-2 plus poison; HP 7, 8, 9, 6, 8, 3,

3,4,6,8,7,09. The Lower Caverns (Map 2) diameter, populate this chamber. In the cen-
3 Baby Pit Vipers—AC 6; HD %%; Move GENERAL: The Lower Caverns are the ter of the room is a cairn of boxes, crates and
6”; D/A poison only; HP 1, 1, 2. deepest and gloomiest parts of the Fell Pass. chests.

The temperature is a muggy 96°F. A steamy  The fungi are harmless. Searching

25: MURDERERS MOST FOUL: The mist reduces visibility, even infravision, by through the stacked crates and chests will
terrible stench issuing from this cave half. Throughout the caverns there is an in- take a considerable amount of time (20
announces the presence3ofrolls who lurk cessant cracking-popping sound, as if the turns, if the party applies itself) and for the
here and prey upon luckless passersby. Thestones themselves are restless and uneasy. most part the search will only reveal decayed
Trolls are not particularly alert, so a quiet, goods and sundries cast off by merchant
cautious party should be able to sneak by  01: THE CRACK: The passage down caravans lost long ago: bolts of mildewed
without arousing the monsters. from the West End (Map 1, #15) empties out cloth, rotted silks, moldy herbs and spices, a

The Trolls’ cave contains, in addition to here. child’s coffin (mercifully, unoccupied), a
the Trolls themselves, a great litter of skins case of wine that went to vinegar years ago,
and bones, all covered with a deep blanket of ~ 02: GRAY FUNGUS GLADE: Parasol- and many other such things.
white mold. If the trolls are disposed of and a shaped fungi, varying in height from 1 inch There are two items of special interest.
careful search is made of the cave, nothing of to 15 feet, pack this chamber. The fungi have One is a jewelry case, locked and trapped
any value will be found. a sharp, sweet odor. with a poisoned barb.

3 Trolls—AC 4; HD 6+6; Move 127" If a party enters the fungus glade, it is The poison on the barb is old and has
D/A 2-5/2-5/2-8; HP 26, 34, 31. certain that one of the giant growths will long since lost its virtue. A character stung

dump a load of spores upon them. The with it will not be harmed, but the wound will

26: THE BREEZEWAY: Warm, wet air  spores have no immediate, obvious effect.  hurt like mad for the rest of the game day.
blows through this opening. Here the galley In fact, the spores are completely harm- Inside the case are six fine gold chains,
slopes downward and leads to the Lower less to living creatures. They will, however, each worth about 75 g.p. Note, however,
Caverns (Map 2, #5). infest and spoil any bread, meat or cheesethat these chains radiate a faint aura of mag-

Just inside the opening is a large, flat rock that the party is carrying. Further, if the party ic, giving away the fact that these chains are
set nearly flush with the floor. Beneath this is has with it the body of a fallen comrade of Fairy Gold, which, as everyone knows,
the secret cache of the robbing Trolls from (keeping it with the intention of resurrecting disappears when exposed to direct sunlight.
#25, above. If the passing party detects this, the character later), the spores will complete- Until this happens, though, it is indistinguish-
it will require a combined strength of 54 to lift ly and thoroughly poison the body, thus able from real gold, even to a dwarf.

the stone. (If the trolls have not yet been eliminating the possibility of a successful re- The other item of interest is a locked

dealt with, the sound of this activity is certain vival (except by avish, of course). strongbox which contains 8 tubes, each 1

to bring them running.) These mushrooms are themselves, inci- foot long and 2 inches in diameter, made of
Under the stone is a hollow space filled dentally, quite edible. waxy black paper. One end of each tube is

with pretty rocks. Rummaging through the marked with a red stripe.

rocks will uncover nothing of value, but if a 03: CHAMBER OF CHAINS: Firmly The tubes are fireworks similar to Roman

party goes to the trouble of clearing the anchored in the ceiling and walls of this cave candles. When the end marked with the
pebbles out of the hollow space, the party are many sets of manacles, forged of stain- stripe is lit, a tube will spew forth a 15-foot
will find a crack in the floor which is lit with an ~ less steel. The skeletons of several men, stream of multicolored flecks of fire. This
eerie glow. In the crack is an oaken chest, a dwarves and elves dangle from them. While pyrotechnic display is harmless, but is im-
sheathed dagger and a gleaming, goldenno shreds of flesh remain on the bones, thepressive enough to frighten most unintelli-

shortsword. marks and breaks in the skeletons suggestgent monsters and to cause creatures of low
The lock on the oaken chest is covered that the victims were severely beaten and or semi intelligence to check morale. One
by aLeomund’s Tragspell. Inside the chest tortured before they were killed. tube will bum for 1 full turn.

is a gem-encrusted goblet of obvious value,
worth about 5,600 g.p. What is not obvious 04: THE HOLE: Here is the opening of 07: TREMBLING ROCK: In the center
is that the goblet is atem of Commanding  a passage which leads down from the West of this galley is a circular area, 20 feet wide,

Water ElementalsPure water must be End (Map 1, #18). which is more darkly colored than the sur-
poured into the goblet to make it perform this rounding stone and streaked with white
function. 05: THE BREEZEWAY: A steady mold. Many tiny plumes of steam vent from

The sheathed dagger is just a common breeze blows into this tunnel which leads up cracks in the floor within the area. A player
dagger, but the golden sword is obviously of to the West End (Map 1, #26). who steps into this sinister circle will sense a
a magical nature. It is @word +1, +2 vs thrumming vibration beneath his or her feet.
magic-users and enchanted monstdisis 06: RED FUNGUS GLADE: Globular, No, this is not a trap. It is merely an
Lawful in alignment and is not intelligent. red-and-white stippled fungi, 1 to 8 feet in interesting phenomenon of the Lower Cav-

M7



The Oragon Vol. IV, No. 6

v o sl e e %" Xorddanx the Beholder is old and evil, and it did not

trap. Make them fear what they do not un-  [jve to be old by being stupid. .
derstand (a safe, though ignoble, philgsophy).

09: MIST OF MISDETECTION: This  of this corridor are the dismembered bodies
chamber is filled with a strange purple vapor. Of three elves. Portions of the bodies are
However, a party passing through this fog missing; those parts that remain have obvi-
will suffer noobviousil effects. ously been chewed. . _

The vapor will cause warning and detec- There is a secret door in the wall behind
tion spells and devices to fail. This effect lasts the bodies. This is in the form of a large stone
for 1 game day. Spell-casting characters arethat will require a combined strength rating
allowed a saving throw vs. magic, but magi- Of 36 to move aside. When this has been
cal items always fall under the vapor’s in- done, a cloud of poisoned darts will fly from
fluence. the opening behind the stone, dealing 1-4

hits to each player involved in shifting the

. ) , rock. The hits will do no damage but each
10: STRANGE SNARES: There are five || require a saving throw vs. poison.

1-foot-diameter holes in the north wall of this If the Jackalweres in chamber #11 have

galley. not yet been dealt with, they are 90% likely
It a party approaches or attempts to passty hear the stone being moved. They are

by these holes, 5 Giant Snakes will emerge certain to investigate this, since their looted

and attack. The snakes are venomous bufreasyre is behind the stone. And, being pos-

their venom is peculiar; a character who is segsjve by nature, they are certain to fight to

bitten and fails to make a saving throw vs. yeep it.

poison does not die, but instead becomes |, the space behind the stone are a multi-

noncorporeal! The sn_akes’ venom acts in they,ge of sacks, purses, bags and wallets. Alto-
same manner asration of Gaseous Form,  gether, these items contain some 44,500
rendering the affected player completely in- c.p., 1,600 s.p., 460 g.p., a modest sapphire

substantial for 10 turns. A character in this \,oth 50 finelv crafted ieweled d
PSYCHOPATHIA  GARGOYALIS: form is naturally immune to normal physical wcc))rrth 9509‘&]%’_1613 |Ci:|yo?r?o|grlgse;/v ﬁq%id :r?dg:r

There are a number of groups of Gargoyles attacks, but is also unable to handle normal )

stationed at various points in the Lower Cav- material objects. The character’s clothing, |0C|$hdé lﬂgﬁé t,)r? L{ﬂg k\),?acjkis &olymorph

erns, so, to avoid unnecessary duplication, arms and armor will all fall to the floor. The Potion that will transform the imbiber into a

herewith are a few notes of description and player will have to drift around naked until Gargoyle for 6 plus 1-6 tums.

explanation. the effect wears off. I the brass-bound book is opened, it will
As s true of Gargoyles everywhere, these  n_this connection, note item #11 pe found to be an accounts ledger BUt, con-

denizens of the Fell Pass are winged mon- (pelow). cealed in the inner lining of the biriding’ is a

sters, reptilian in aspect and chalk-white in 5 Giant Snakes — AC 5; HD 4+2; MOVe  Scroll of Protection From Magic

color. They are neither clever nor friendly. 15" D/A 1-3 plus poison; HP 17, 20, 18, 19, gic.

Torturing the weak and the helpless is their 10.

favorite pastime. 13: THE CHAMBER OF XORDDANX:
Each of the Gargoyles of the Lower Cav- 11: THE WAY OF THE JACKAL: 4 At the center of this cavern is a bright pink

erns, however, carries a special mark. EachJackalweres are concealed within this cave.pool of molten metal. Its heat is fierce; the

wears a leather thong about its neck from They have staked out the adjacent passagéemperature in the chamber is 130°F. The

which hangs an irregular yellow crystal. With the intention of robbing and eating hap- ruddy light of the molten pool etches intense

These pendants brand the Gargoyles as théess travelers. shadows on the rough-hewn walls and

slaves of Xorddanx, Eye Tyrant and undis- The Jackalweres know about the ceiling.

Opposite the entrance to the chamber, 5

There are a number of roups of Gargoy/es feet above the uneven floor, there is a wide

i 1 i i shelf of rock. Upon this squat 8 very large
stationed at various ,DOII’)Z'S In the Lower Caverns. . . Gargoyles, Xorddanx's elite guard. They are

Torturing the weak and helpless is their favorite quiet and controlled, confident in their pow-
] er and the power of their master.
p astime. As the party enters or is dragged into the
puted master of the Lower Caverns (see item Strange Snakes (#10). If they hear a party chamber, Xorddanx itself will appear, float-
#13). All of the Gargoyles here are very loyal fighting the snakes (90% likely), they will ~ ing slowly from its place of concealment in
to Xorddanx and none would voluntarily act wait until the battle is over and then confront the cavern ceiling. It will examine the party
against its master. Presently, the Gargoyleswhat remains of the party. If the Jackalweres With its analytical, unpitying gaze. .
are under orders from Xorddanx to capture are not too badly outnumbered, they will ~ Xorddanx theBeholder is old and euvil,
any intruders they see, if possible, or slay attempt to slay the characters who are still and it did not live to be old by being stupid. It
them if necessary. Characters taken prisonermaterial, thumb their noses at the rest, andwill not hesitate to negotiate with a party,
will be brought before Xorddanx for make off with all the loot they can carry. even a lawful one, if the party is strong
questioning. Otherwise, being intelligent creatures, €nough to seriously threaten its safety. But it
the Jackalweres will only challenge a party if iS @ stern and hungry bargainer and is pos-

08: GARGOYLE GUARDS: 3 Gar- the party is not obviously overwhelmingly Sessed of a tremendous will, strong enough
goyles squat near the opening of this cham- powerful. to dominate and organize the normally in-
ber. They are alert and ready to confront any 4 Jackalweres — AC 4 (iron or +1 wea- tractable Gargoyles of the Fell Pass. It will
party that comes within sighting distance. ~ pons to hit); HD 4; Move 12”; D/A 2-8; HP  only accept a deal that accrues it some bene-

3 Gargoyles — AC 4 (+1 or better to hit); 18, 14, 14, 25. fit. Most agreements with Xorddanx will re-
HD 4; Move 97/15"; D/A 1-3/1-3/1-6/1-4, quire the party to sacrifice one or more of its
HP 24, 23, 21. 12: JACKAL'S MEAL: At the very end  members.
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If a party decides to do battle with Xord-
danx, the Eye Tyrant will withdraw to a point
above the molten pool where it can use its
magic while remaining out of reach of wea-
pons. It will usually employ its eye &leepto
take out low-level types, while concentrating
its eyes ofDeath, Disintegrationand Anti-
magicon the high-level characters. It will
leave physical combat to its guards.

The handling of Xorddanx must be left
mainly in the hands of the Dungeon Master,
but it is intended that Xorddanx be a very
dangerous character, so the referee is en-
couraged to show no mercy. A low-level
party has no business thinking it can take on
a menace as obviously great as Xorddanx.
High-level parties often need to be taken
down a peg. Be strong!

Xorddanx keeps its treasure horde in its
hiding place in the ceiling. Access is through
a Beholder-sized hole which leads up to a
spherical chamber. In the chamber are four
locked and trapped strongboxes.

The first box, bound in iron, will release a
30-foot-diameter cloud of poison gas when
opened. Inside are fifty gold ingots, each of
150 g.p. weight.

The second box, bound in brass, will
launch a volley of siMagic Missilesat the
player who opens it. Inside are three vials of
liquid. These arePotions of Dragon Control,
one each for red, white and blue dragons.

The third box, bound in copper, will do
3-18 hp of electrical damage to whoever
touches it. Within are two tubes. The first
contains a scroll bearing the spellRifby’s
Interposing Hand.The second contains a
scroll with Bigby’s Clenched Fistvritten
thereon.

The fourth box, bound in steel, is coated
with an invisible contact poison. This will
affect all who touch it barehanded. Inside is a
Ring of RegenerationWear it in good
health.

Xorddanx, Beholder — AC 0/2/7; HD 13
(approx.); Move 3"; D/IA 2-8; HP 63.

8 Gargoyles — AC 5 (+1 or better to hit);
HD 4; Move 9"/15"; D/IA 1-3/1-3/1-6/1-4;
HP 31, 27, 30, 26, 32, 29, 31, 32.

14: THE LOCKUP: This chamber has
been sealed with an iron wall. In the wall is a
heavy door, locked and barred on the out-
side.

Imprisoned within are6 Centaurs,who
are being held here for the later amusement
of the Gargoyles. As might be imagined, they
are nearly mad with anxiety and are likely to
trample whomever opens the door of their
prison unless that person is quick to declare
himself or herself a friend.

The Centaurs will offer to join a party that
will agree to take them out of the Pass. While
none of the Centaurs is armed, they can all
kick like mules (so to speak).

6 Centaurs — AC 5; HD 4; Move 18"; D/A
1-6/1-6; HP 22, 15, 25, 14, 19, 16.

15: GARGOYLES AT PLAY: A party
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approaching this chamber is sure to hear the ing, pale toadstools crowd this chamber. Be- THIS BONE, YAPPING DOGS, AND DIS-
loud arguing and sound of fists hitting flesh tween the giant fungi hang sheets of denseTURB ME NO MORE!" So saying, the Djinn
coming from inside. The voices are recogniz- spidersilk, and many.arge Spiderscan be  will hurl a small bag at the party, become
ably those of Gargoyles. seen scuttling about in the shadows. gaseous and vanish into the geyser plume
~ There are 7 of the creatures here, watch- There is an opening in the east wall of the once again. The bag contains 30 pieces of
ing 2 more slug it out for possession of a chamber. The tunnel beyond the opening issilver.
sizable blue diamond worth about 1,400 g.p. a smooth tube that corkscrews upwards and ~ Smart-aleck players may answer the
Since they are all preoccupied, the chances |eads to the East End (Map 3, #l). Djinn’s challenge by saying, “The letter ‘e’
of a party gaining the advantage of surprise The spiders will not bother the party if it comes at the end of life.” This flippant an-
are doubled. _moves quickly through the chamber. But if it swer will enrage the Djinn. “MISERABLE

9 Gargoyles — AC 5 (+1 or better to hit);  lingers, then beginning in the turn after the JESTER!” the Djinn will shout, “LOOK TO
HD 4; Move 97/15"; D/IA 1-3/1-3/1-6/1-4;  party entered, the spiders will begin to attack YOUR HEAD!" The Dijinn will then fly at the

HP 22, 26, 15, 10, 24, 15, 19, 12, 9. at the rate of 1-4 per turn. There are 20 largeoffending player, scimitar swinging. If, as is
. ) spiders altogether. likely, the Djinn slays the wisemouth, the
16: TANGLED WEBS: This galley is Well concealed in the Northwest end of Djinn will indeed take the character’s head,

clotted with 55 feet of spiderwebs. Visible in - the chamber are the bones of a party ofthus preventing any normal attempt to resur-
the midst of this mass of silk are several man- adventurers that did not make it. Their skele-rect the player. Head in hand, the Djinn will
sized bundles wrapped in silk. tons are seen to be clutching a large canvashen disappear into the geyser.

The spiders that spun these webs are pag. Further attempts to rouse the Djinn will
long gone. The danger here lies in the bun- " the bag are 2,600 s.p. and a beautifullyresult in the geyser erupting, delivering 6-36
dles. In this hot, damp environment, the wrought silver web belt worth 1,960 g.p.  ~ points of damage to all within a 20-foot radi-
bodies wrapped inside the bundles have 20 Large Spiders — AC 8: HD 1+1: Move us of the geyser (saving throw allowed).
reached an advanced state of decay and are15”; D/A 1 plus poison (saving throw +2); If the Djinn is defeated in combat, the
ripe with deadly bacteria. If the bundles are {p3 36,2 6,2,3.2,7,7,9,3.5,6,6,4,8,7,5,9. Djinn’s body will vanish but his sword will
poked or prodded in any way, they will remain behind. This is a +&haotic Good
burst, releasing a noxious cloud of germ- 20: GEYSER DJINN: There is a low rise scimitar.
laden vapors that will fill the web-enclosed in the middle of this galley. From the peak of 1 Djinn — AC 4; HD 7+3 (+3 to hit
section of the galley. Fire applied to the this rise vents a plume of steam shot throughprobability); Move 97/24"; DIA 2-16; HP
bundles will destroy them safely. with scintilating white lights. 34.

The players exposed to the bacterial  |f 3 character climbs the rise or if the
cloud must save vs. poison or suffer the ef-

fects of aCause Diseasspell. Naturally, a
Cure Diseasepell will instantly reverse the
progress of the iliness.

21: GARGOYLE GUARDS: In this
chamber are three more members of Xord-
danx’s Gargoyle army. They lurk in the
shadows behind the entrance, ready to

pounce on any intruders who enter or pass
17. THE BREEDING GROUND: A pe-

culiar squawking, chittering sound can be
heard by a party approaching this cave.
Within the cave are 11 Gargoyles who are
keeping close watch over a dozen Gargoyle

eggs.

ggThe Gargoyle eggs rest in a pit on the
south side of the chamber. The pit appears to
be nearly filled with golden sand. In fact, the
“golden sand” is actual gold dust, 4,000 g.p.
worth.

Naturally, the Gargoyles are not going to
let anyone get near the pit of eggs. They will
defend their “nest” to the death.

11 Gargoyles — AC 5 (+1 or better to hit);
HD 4; Move 9"/15"; D/A 1-3/1-3/1-6/1-4;
HP 22, 15, 12, 20, 26, 19, 17, 16, 26, 19,
22.

18: THE RACK: In this chamber is a

by.

y 3 Gargoyles — AC 5 (+1 or better to hit);
HD 4; Move 9"/15"; D/IA 1-3/1-3/1-6/1-4;
HP 16, 21, 17.

22. THE STRANGLING POOL: On top
of this scummy stagnant pool floats a mass of
mottled green-and-brown weeds.

If a character approaches within 5 feet of
the pool, 5Strangle Weettonds will rise up
out of the pool and attempt to grab the char-
acter. If the character is caught and crushed
(as per the Strangled Weed description given
in the Monster Manual), the body will be
dragged into the pool.

If the pool is carefully dredged (and it will
take at least 12 turns to do a thorough job),
the party will uncover the remains of many
former victims of the weed, as well as 12 c.p.,

heavy wooden table equipped with iron Plume of steam is disturbed in any way, a 14 S:p 15 g.p., &1 shieldand 12+1
chains and manacles. The table is coveredMighty Djinn will suddenly materialize out of ~ Magc _arrows. - -
ith dark stai ' the plume. Brandishing a shining, silvery _, 2 Strangle Weeds — AC 6; HD 4; Move
with dark stains. imi NN Wi i i 0"; D/A special;HP 16, 16, 14, 22, 20.
This is the gargoyles’ “playroom,” where scimitar, the Djinn will bellow in a terrible
the monsters break the bodies and spirits of V0ic€, "MORTAL FOOL! KNOW YOU
those unfortunate enough to fall into their WHAT COMES AT THE END OF LIFE? 23: FOG OF FORGETFULNESS: A
clutches. The correct response to this is, of course, curtain of shimmering chartreuse mist hangs
“‘Death comes at the end of life.” To this the across this passage. Characters passing
19.: WHITE FUNGUS GLADE:Tower- Djinn will reply, “EVEN SO! NOW TAKE through this curtain will feel no immediate il
effects.
- The chamber beyond the curtain of fog is
Well concealed in the northwest end of the chamber ~ apparently empty. But if one of the charac-

ters whoentered the chamber is a magic-

are the bones of a party of adventurers that did not e or cleric. and if this character comes

make it ... within 3 feet of the northeast wall, bright
letters of lllusionay Scriptwill suddenly ap-

M10
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pear on the wall. The message of the script is
in Common, and reads,

“Woe to you, brother magicker! For

know you now that the emerald mist

which closes this place is a product of
awful conjury, and shouldst thou
again penetrate yon sinister barrier,
you shalt surely become bereft of
thine eldritch arts and skills, diminish
and become as mortal man. Know
you this and weep, for it is true. So
writes Tygard tiJulian, the once-
wizard.”

In actual fact, this isot true. Tygard
tiJulian was a senile old man who blamed
“terrible, unseen enemies” for his deteriorat-
ing magical abilities. The green mist is com-
pletely harmless. However, there is no way
that the spellworking character can know
this. The spellworker might ask him or her-
self, though, how tiJulian, who apparently
fell victim to this “curse,” was able to etch his
lllusionary Script if he had lost his “eldritch
arts and skills.”

24: THY NAME IS MUD: This chamber
appears normal, except that the floor of the
cave is perfectly level and smooth. In the
center of the floor are several cloaks, coats
and small sacks, tossed together in a heap.

The East End (Map 3)

GENERAL: The mean temperature of
the East End is 85°F. and it is uncomfortably
humid. The floors, walls and ceilings of all of
the corridors and chambers of the East End
are slick with condensation and fuzzy with
grayish-green moss.

THE TREADMILL: On the map there is
marked with stars an elliptical route. This is
the Treadmill. If a party crosses or travels
along this route for any distance, roll for a
wandering monster encounter. Tirst such
encounter indicated will be a meeting with
Sister Felicity Grace, High Priestess of the
Church Militant of Uldra and prisoner of the
Treadmill.

Sister Felicity is a charming, fortyish
woman, wise in clerical magic and strong in
battle. She is Neutrally aligned. As she will
freely explain to any party she meets, she is
on a pilgrimage for her goddess, and while
seeking a safe route through the Towers of
the Sun she accidentally wandered into the

Fell Pass. She is eager to find a way out and

would be glad to join a party with a similar
interest.
Given her alignment, her high charisma

and her useful clerical skills, the Dungeon

Some years ago, a passing druid used aMaster should consider it likely that the party

Transmute Rock to Muspell on the floor of

this chamber, and in so doing was able to

eliminate the monster that once dwelt here.
But, due to the unusual heat and humidity of
the Lower Caverns, the mud never entirely
dried. So, should a player enter this cham-
ber, the floor will give way under the player's
weight and the player will be hip-deep in
hungry brown ooze. The player will sink and
suffocate in 1 turn unless he or she can fly or

will accept Sister Felicity as a traveling com-
panion, even if this is against the party’s usu-

al practice. If she has to, she can even offer a

bribe of diamonds (up to 12, each worth 500
g.p.) to the party, although she will only do
this as the very last resort.

Sister Felicity has an excellent reason to
want out of the Pass. She is, to borrow Fritz
Leiber's elegant phrase, “under the thumbs

of the gods.” For ten years now she has been

levitate, or someone outside of the chamber doomed to circle around and around the

throws the player a rope.

The heap of cloaks, coats and sacks con-

tain nothing of value. They are just the visible
remains of an earlier party of adventurers
who were trapped by the mud.

25: THE LOW ROAD: Beyond this
opening is a gallery which climbs upwards to
the caverns of the East End (Map 3, #2).

26-27: THE LOOP: Due to a peculiar
space-distortion effect, the tunnel that con-

path of the Treadmill, unable to leave it be-

cause of a curse that prevents her from
seeing the true path. She hopes to escape

this fate by following a party that can see the
way out, not realizing that by joining this
party,she extends her curse to them.

What this means is that as long as Sister
Felicity accompanies the party, the party can
only follow the starred route of the Treadmill.
Furthermore, the illusion/confusion com-
ponent of the curse will prevent the players
from realizing that they are traveling in cir-

nects these openings seems to slope upwarcC!es: They will instead think themselves lost
regardless of the direction of travel. A party [N an infinite, subterranean labyrinth.

passing through the Loop will think it has
climbed fifty or sixty feet, when in fact it has
remained on the level of the Lower Caverns.

\ W

The only way to escape this trap is to

Thurast Dwarfslayer

The Dragon

abandon, drive off or kill Sister Felicity. Only
after this has been done will the party be able
to see the way off the Treadmill other
methods of escape must fail.

(And this, you see, is the true nature of
Sister Felicity’s curse. She is condemned for
life to be cast out or attacked by those she
befriends. Perhaps one day whatever gods
there be will take pity on her and free her.
But do not stand on one foot waiting for this
to happen.)

Sister Felicity wears+3 enchanted
chainmailand carries 12 500 g.p. gems in
her belt (as mentioned above).

Sister Felicity Grace, High Priestess — AC
2 (+3 chainmail); HD 9+2 (10th level);
Move 12; D/A 2-7 (mace); Str 14; Int 13; Wis
15; Con 12; Dex 12; Cha 18; HP 44. She wil
hold these spells when encounter€dre
Light Wounds (2), Command, Protection
from Evil, Hold Person (2), Speak with Ani-
mals, Silence, Continual Light, Cure Dis-
ease, Dispel Magic, Cure Serious Wounds
(2), Neutralize Poison, Flame Strike (2).

01: THE TUBE: Through this opening is a
smooth, round tunnel that spirals down to
the Lower Caverns (Map 2, #19).

02: THE LOW ROAD: This gallery
leads down to the Lower Caverns (Map 2,
#25). As the party passes through the open-
ing, the sound of ringing, maniacal laughter
will reverberate throughout the chamber. It
will seem to come from every direction and
has no apparent source.

03: THE INVADERS: An orc raiding
party is bivouaced in this cave, preparing
itself for a sortie into the Lower Caverns.
Guards, alert, armed and ready, flank the
entrance. There is no possibility of surprising
these guards unless some form of invisibility
is used.

The leader of this troop is Thurast Dwarf-
slayer, a cunning orc who is far more danger-
ous than he appears. Thurast keeps four
largeDire Wolvesat his side at all times, and
he controls these brutes with Hng of
Animal Control,which he keeps hidden be-
neath his right gauntlet. His armor +1 plate
and he carries a +2 scimitar. These extraor-
dinary aids have made Thurast mighty in
battle, and thus his followers are exception-
ally loyal (for orcs).



The Dragon

e
.y

e

? )
’Mo

‘o?o’o’,‘ M W
’ ‘ ‘\o |
‘ ’ ’

.,‘M $AA

1“’

W

h‘m
YW
"“"N

(

N

/4
/

i,

Sister Felicity Grace

Mi2

Vol. IV, No. 6

The followers of Thurast wear chainmalil
and bear normal scimitars.

Each of the orc regulars has 2-12 g.p.
stashed in his field pack. Thurast himself has
190 g.p.

Thurast Dwarfslayer — AC 1; HD 2 (+2 to
hit); Move 9”; D/A 1-8; HP 16.

4 Dire Wolves — AC 6; HD 4+4; Move
18"; D/A 2-8; HP 26, 27, 28, 25.

16 Orcs —AC 5; HD 1; Move 9”; D/A 1-8;
HP—3,5,1,2,5,7,5,2,7,8,5,6,2,6,6, 3.

04: THE SWORD IN THE STONE: A
broadsword is sunk to the hilt in the north-
west wall of this alcove. Strange runes and
glyphs are visible on the swords grip. The
sword radiates a clear aura of magic.

If a fighter of level 4 or greater grasps the
sword, both the fighter and the sword will
abruptly vanish, teleporting to the Circle of
Skulls (#05A, below). If any other type of
character or more than one character grasps
the sword, the offending player or players
will receive 2-12 points of electrical damage
(%2 saving throw allowed).

05A: THE CIRCLE OF SKULLS: The
fighter will find himself or herself deposited
here, sword still in hand, in a dimly lit cham-
ber whose walls are lined with the skulls of
creatures of a dozen human and inhuman
races. The skulls are all whispering to each
other, and chanting aloud, “No escape but
death .. .no escape but death . . . no escape
but death . . . .”

Through a low archway in the northeast
wall can be seen a short passageway leading
to a brightly illuminated room.

05B: THE CIRCLE OF CONFLICT: A
raised dais 10 feet in diameter is the only
object in this room. The dais is seemingly
made of fine, white marble, yet it shines with
a brilliant white light.

When the fighter steps onto the dais,
three things will occur simultaneously:

The fighter and the Sword from the
Stone will instantly shrink until the fighter is
but 6 inches tall. From the fighter’'s frame of
reference, it will appear that the dais sudden-
ly expanded into an arena 120 feet in dia-
meter. The fighter’'s clothes and regular
equipment will likewise seem to grow to out-
landish size. On this scale, only the Sword
from the Stone will be usable as a weapon.

Secondly, a dome of the same material
as the dais will clamp down over the arena,
thus preventing the fighter from leaving the
area.

And finally, aFlesh Golembearing a
sword identical to that of the fighter will ap-
pear in the arena. Wordlessly, the monster
will advance on the fighter and engage
combat.

This fight has been rigged. The fighter's
sword, though magical, will not be able to
harm the Golem. Nor can the Golem be hurt
by its own sword. The only possible outcome
of this combat is the death of the fighter,



December, 1979

hacked to pieces by a monster against which==
the fighter is helpless.

But this death is not final. The death is
real, yes, but the power that built this trap can
also raise the dead. After his or her defeat in
the arena, the fighter will reappear back at
the alcove of the Sword in the Stone (#4),
physically fit but mentally in shock. There is a
50% chance that the terrible “death experi-
ence” that the fighter just endured will so
unnerve the fighter that he or she will re-
nounce the profession forever and take up
some other class. Modify this probability
downward 5% for every level the fighter has
achieved above the 4th. Subtract 10% for

every time the fighter has been previously passage slopes sharply down and then upwill also accept sacrifices of valuables or

resurrected. again, creating a basin which is filled with a
(The trap of the Sword in the Stone was viscous, brown liquid.
constructed ages ago by a mighty wizard  The liquid is identical td@il of Slipperi-

The only possible outcome of this combat is the
death of the fighter, hacked to pieces by a monster
against which the fighter is helpless . . .

magic items, but in this case her response will
only be a convincing lie.

The sphere that holds the old woman is
completely resistant to physical and magical
attack. The old woman cannot be threatened
or harmed, but neither can she harm the
players, except through her lies and deceit.

10: EYES OF DARKNESS: Hidden in

who despised fighters. The rationale is that, ness.Characters who step into the puddle this chamber, concealed among the cracks
having experienced the terror of falling be- will not be able to keep their footing unless and irregularities of the ceiling, are many tiny
fore a warrior's blade, the fighter will be un- they are equipped with crampons, spiked Bats.They are timid creatures but are attract-
able to inflict the same terror upon others. Of boots or similar footgear. Without such €d by any sort of fire. If a character bearing a
course, long experience in battle will make a equipment, the puddle can only be crossedtorch, lantern or the like enters this chamber,

fighter less susceptible to this sort of condi- at a slow crawl, 3" per turn.
tioning.)

Flesh Golem — AC invulnerable; HD 9;
Move 8”; D/IA 2-8 (by sword only); HP ef-
fectively infinite.

06: THE POOL OF SOULS: A slow but
steady tink-tink-tink of dripping water
echoes through this chamber. A pool of
black liquid covers the northeast half of the 09: THE STAIRWAY TO ELSE-
cave. Wisps of steam dance across the sur-WHERE: A series of hand- and foot-holds
face of the pool. are cut into the southeast wall of this cham-

If the pool is disturbed in any way, 4 ber. They lead up to the ceiling and stop,
Wraiths will rise from the pool and attack the apparently going nowhere.
party. Characters that become Wraiths will If a character climbs this ladder to the top,
be spiritually bound to the pool, as their new he or she will abruptly vanish. The effect is
“masters” are. very similar to a rope trick, for there is an

The inky liquid of the pool is completely invisible extra-dimensional space at tiog@
opaque, but if players grope around in the of the ladder. Characters can move from the
pool for two turns, they will discover 18L space to the ladder and back at will.
magic arrowsadagger +2 vs man-sized The space at the top of the ladder is a
opponents, +3 vs orcs, goblins and kobolds, circular room, 30 feet in diametewith
750 g.p., 460 s.p., andStarabs of Death. greenish, glowing walls. Hovering in the cen-

4 Wraiths — AC 4 (silver or magic wea- ter of the room is a crystalline sphere, 4 feet
pons to hit); HD 5+3; Move 12"/24”; D/A  in diameter, which contains the wizened
1-6 plus drain 1 life energy level; HP 22, 24, body of a very, very old woman.

30, 27. If a character comes within touchidg-

the bats will immediately swarm around the
character. The little creatures will not attack,
but they will flap about and obscure the
player’s vision, and they will follow the play-
er until they are killed or driven off.

30 Bats — AC 7; HD ¥; Move 3"/18";
D/A 0; HP (any hit will kill).

11: THE HOWLERS: 12 skinny adoles-
cents lounge around a small fire in the mid-
dle of this cave. They all carry swords but
wear no armor.

If approached by a party, the teenagers
will prove to be arrogant and nasty. They will
refuse to answer any questions about them-
selves or about the Pass, and will rudely
advise the party to “shove off, or else!”

If attacked or threatened, the adolescents
will revert to their true Werewolf forms. Being
young and stupid, they will attempt to take
on any party, regardless of its size and
strength, but they will retreat if they sustain
more than 25% casualties.

Each of the Werewolves has 2-20 g.p.
stashed away in his or her backpack.

12 Werewolves — AC 5 (silver or +1 or
better to hit); HD 4+3; Move 15"; D/A 2-8;

tance of the sphere, the old woman'’s eyes Hp 17, 18, 22, 30, 12, 20, 25, 26, 20, 21, 22, 20.

07: BLACK FOG: This area is choked will open. “Ah, my pretty,” she will say in a
by an oily black mist. Characters passing voice dripping with ancient evil, “have ye
through this noisome fog will experience come to give old Gran’ a present? What is it,
coughing fits, dizziness and nausea. now? What will you give me?” A sly, hungry

Aside from the effects described above, look will cross her time-ravaged face. “For
the black fog is harmless. Note, however, the gift of a life, old Gran’ can tell ye a
that this unpleasant and sinister encounter issecret.”
sure to weaken the morale of the non-player  For a blood sacrifice, the woman in the
characters accompanying the party (-2 onsphere will answer one question. Accuracy
all morale checks for the next 20 turns) and completeness of the answer will be near

total. (Human sacrifice is not necessary; an

08: PUDDLE OF SLIPPERINESS: This animal will do.) The woman in the sphere

M13

12: THE TERRACE: This area is outside
of the Fell Pass, but there is no way down
from here except by flight or a hazardous
climb down a 600-foot, sheer cliff face. Non-
thieves and non-monks will very probably
die if they attempt the climb; Dungeon
Master discretion is advised.

13. CURRENT EVENT: At the rear of
this cavern is a dull, black monolith. Close
examination will reveal that the block is of
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. . The eyes belong to a pack of normal wild
AS the party passes between them, the glants will Rats. The rats are not a threat and will retreat

leap out of hiding and begin raining stones upon the i i3 G Gl U LM [ ETFTaieetlys)
party. This is a Hill Giant’s idea of fun. . . Tl o o

. . . . of rocks collected in the north and south
iron and that it is completely unmarked and what appears to be a collection of rare silver gn4s of this area. Concealed behind each of

featureless. coins, worth some 5,000 g.p. to a collector. e two rockpiles is a young, prankistill
This is a trap. The monolith is electrically In fact, these coins are inexpensive replicas giant. As the party passes between them, the
charged, and a player who touches it will of the actual coins, and are really silver-plat- giants will leap out of hiding and begin rain-
receive 1-4 points of damage per turn that he ed copper, altogether worth 50 s.p. Only a ing stones upon the party. This is a Hill
or she is in contact with it. Note that the dwarf or an expert numismatist will recognize gianrs idea of fun.
electrical current will cause the character's the coins as fakes (as will any collector that
muscles to lock, paralyzing the character. A the players try to pawn the coins off on).
second character touching the first will also 2 Wyverns — AC 3; HD 7+7; Move 6"-
be paralyzed, as will a third, a fourth, and so /24"; D/A 2-16/1-6 plus poison; HP 28, 26.
on. These trapped characters can only be

The giants are not serious enemies, and
will retreat from a forceful attack. They will
not pursue a fleeing party. They will, how-
ever, laugh uproariously and shout obsceni-
ties at the retreating adventurers.

freed by someone using a non-conductor 2 Hill Giants —AC 4: HD 8+1: Move 12”;
(like a pole or a rope) to push or pull the 15 THE LONG STEP: The tunnel p/a 2-16, also hurl rocks for 2-16 hp; HP 20,
characters out of contact with the block. down from the wyvern’'s lair ends suddenly o4

with a sheer, 600-foot drop into a rocky,

14: WYVERN LAIR: A mated pair of pine-strewn wilderness. Flight is the only safe
Wyvernsguard the opening in the northeast means of descent from here. Only thieves
wall of this cavern. As one of the beasts is and monks have any chance at all of surviv-
always awake at any time, they are difficult to ing a climb down from this height.
surprise. In a circle around them are the skins 19: LAST WORDS: Carved here in the
and bones of many earlier kills, as well as 16: RAT HOLES: Several ominous- letters of the Common tongue are the words,
several large bags and chests. looking holes, each 1 foot in diameter, are “I'D TURN BACK IF | WERE YOU!

Three of the bags contain gold dust, each dug into the west wall here. From within the A trail of dried blood leads from this in-
500 s.p. worth. One of the chests contains holes peep dozens of tiny, red eyes. scription to the edge of the cliff.
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. (\ @ came enamoured of fantasy and science
(

) u@ fiction at an early age; the first books he
checked out of a public library were
%‘ %Y. Eager'sHalf Magic and Heinlein’sThe
R 2 N N Rolling Stones. _ _

' ey He was initiated into the mysteries of
Dungeons &Dragonén college. Glanc-

18: EXIT: Here the Fell Pass opens. The
trail proceeds south down the mountainside.
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R e ing through a friend's notebook, he in-
il -~ ' nocently inquired as to what a “Ring of
Karl Merris and Friend Regeneration"could possibly be. The

answer astounded him. In the years

since he has done his best to remain astounded and to spread his astonishment to others.

He prefers refereeing to adventuring. This, he explains, is because he enjoys devoting hours to desigr
maps, traps and monsters even if his players smash them to pieces in a few minutes. He denies th:
preference is due to the absurdly high mortality rate among his own player-characters. (He had a chare
that reached the eighth levaice.)

When not weaving the destiny of his private cosmos, the author is a systems programmer for a comp
consulting firm.

He sincerely hopes that everyone enjoys fighting for his life in the Fell Pass.
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