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PLEASE NOTE: The TABLE OF CONTENTS is at the back of the book.
FORWARD

This volume of the Grimoire is a mixed bag of magik and rules interpretations, fine art and
mystic artifacts, and just a small bit of madness. 1t is the result of a year's hard labour,
and a work that will complement Volume I very nicely. This volume was to be the last, and
§f it indeed is that, then you, the readers, will know that you have all of the information
you'll ever need in this book and the first. If, h » public d d requires that a
third volume be penned, well, you can rest assured that I will 111 it with things undreamed
of and most wondrous to behold. I can drew from over a thousand spells, over three hundred
monsters, over a thousand magikal artifacts and weapons, and much, much more.

So whatever happens, rest assured that 1 will be around for years to come with, if not another
volume of the Grimoire, then several new games I already have on the drawing board, more card
sets, and perhaps a fantasy novel or two. You've been an appreciative public, and many of
you have become pen pals and friends. Thanks for it all.

DAVID A. HARGRAVE

ATl of the beautiful art in this book s the work of Brad Schenk, a.k.s. MOrno. This {s one
artist you'll be hearing from in the future for sure! Thanks, Brad. ( Except For a couple

of late entrys by our origanal artiet Erol Otus )
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NOTES ON CHARACTER FUNCTIONS, CAPABILITIES, AND CHARACTERISTICS

Constitution plays an important part in determining the hit point value of a character.
Essentially, the higher the constitution, the higher the bonus possibility for players.
The hit point bonus starts at 15. At that point, it is ome extra hit point per level of
the character. At a constitution of 16, the bonus is two per level; at 17, it is three per
level, and at 18 it is four per level. But remember, at no time cen the total constitution
point bonus exceed the actual rolled ug hit dice according to level. Al1 bonus points in
excess of that normally rolled for by level is simply lost. So, if a mage of the fourth
level rolled his 4xfour sided dice, and got nine hit points, and if he had a constitution
of eighteen which entitled him to four extra hit points per level, he could only take up to
what he rolled on his hit dice (i.e., an additional nine hit points, losing the other seven
he was entitled to), for a total hit dice of eighteen. Simple, and to the point.

Constitution has another function in the game that directly relates to a character's ability
to survive. It works thus: For every constitution point over fourteen, that person can
travel, on foot, an additional mile each day, but only if he/she has a matching strength
point! Thus, a character with a constitution of 17 and a strenyth to match can go an addi-
tional 3 miles on foot each day. Additionally, for each constitution point over 14 that a
character is, a resuscitation try may be made (everyome gets ome chance at least). This is
for drowning victims and the 1ike. The percent chance of success is based on multiplying
the character's constitution by 3% and then trying to match the results with a percentile
dice throw. For instance, a character has a constitution of 17, and he has just drowned.
You would multiply his constitution (17) by 3% and get a base chance of success of 51%.
Because his constitution was 3 points over 14 there would be ¢ chancea to revive him (the
basic chance plus 1 for each point over 14). And all that has to be done to succeed is to
roll that 51% or less on the firet try. Because for every try after the first, the base
percentile chance is halved (to the nearest lower percentile)!

There still seems to be quite a bit of concern over just what role alignment plays in
fantasy games and in fact much confusion on just what alignment is. Well folks, I have the
one true answer! Alignment is WHATEVER THE RULING GOD(S) OF ANY PARTICULAR UNIVERSE/WORLD
SYSTEM DEEM IT TD BE! Simple, short, concise and to the point! It is what each DM sees

it to be. End of debate, end of problem.

Ego is really misunderstood by many players, even though it is a simple and functional part
of every character (or should be). Here is what it does: For every point of ego over 14
that a character has, add plus one (+1) to his save versus "fear" or other psychic probes or
attacks. Whis {s this so, you ask? Well, simply put, ego is the measure of "self” that a
character has. It is his manifestation of his "strength of existence”, much 1ike intelli-
gence is his manifestation of his knowledge and ability to learn and retain it. 1t is the
power of his "persona.” Remember, this shows his resistance to aii forms of psychic probes
or attacks, ¥ncluding hypnosis, mesmerism, “charm magik," telepathy and the like. It is his
ability to deny outside influence and to assert "HIMSELF."

MISCELLANEOUS NOTES
A11 monster attacks that hit for more than 106 in damage aet the bonuses for strength just as

a player character does. Monsters should have just as many breaks as the player, so that
game balance does not suffer.

TRUE STRENGTH FUNCTION CHART 2

Door Opening Ability Attack Damage Crapple Carry Break Wall One Hand
Strength by Hand  W/Crowbar + or - + or - Chanoe Weight Ability Weapon Use

1 1% 21% -5 -4 1% 21bs. N S 1

2 2% 22% -4 -3 ki3 51bs. 0 MT

3 3% 23 -3 -3 5% 10 1bs. N AE

4 4% 24% -2 -2 6% 15 1bs. E L M

5 5% 25% -2 -2 7% 20 1bs. LS

6 6% 26% -1 -1 8% 30 1bs. 1/4"wood Dagger

7 7% 27% -1 -1 9% 40 1bs. 1/2"wood Dagger

8 8% 28% Even Even 10% §0 1bs. 1" wood Shortsword
9 10% 30% Even Even 15% 65 1bs. 2" wood Broadsword
10 20% 204 Even Even 20% 80 1bs. 3" wood Bastard Sword
n 25% 45% Even Even 25% 95 1bs. 4" wooed Ditto

12 30% 50% Even Even 30% 110 1bs. 5" wood Ditto

13 35% 55% Even Even 35% 125 1bs. 6" wood Ditto

14 40% 60% +1 + 40% 150 1bs. 1" stome Oftto

15 45% 65% +1 + 45% 175 1bs. 2" stone Ditto

16 50% 70% +2 +1-2 50% 200 1bs. 3" stone Ditto

17 55% 75% +2 +1-3 §5% 225 1bs. 4" stone Ditto
18 60% 80% Specfal Special Special Special Special Special

19 90% 100% +4 1-10 95% 400 1bs. 1' stone 2 Hand Types
20 99% 100% +4 2-12 99% 450 1bs. 2' stone Ditto

21 100% 100% +4 2-16 100% 550 1bs. 3' stone Large Items
22 100% D D 3-18 D 650 1bs. 4' stone Ditto

23 100% 1 1 2-20 1 750 1bs. 5' stone Oftto

24 D T T 4.24 T 900 1bs. 6' stone FROM

25 1 T T 3-30 T 1,150 1bs. 7' stone THIS

26 T 0 0 4-32 0 1,400 1bs. 8' stone POINT

27 0 . . 6-36 . 1,800 1bs. 9' stone ON,

28 . . . 4-40 . 2,200 1bs. 1" steel ONLY

29 . . . 4-48 . 3,000 1bs. 2" steel SHEER

30 . . . 5-50+ . 3,800 1bs. 3" steel SIZE

More . . . Special . More Special MATTERS!

NOTES

1. Grapple Chance refers to the percent chance of holding onto an opponent a person has
grabbed after he has made a normal attack chance roll.

2. Carry Weight refers to the total ht a person may carry/have on his body (including
armour, shield weaponry and the like). Dead 11ft capability is approximately 75% of the base
weight allowed.

3. Break Wall Ability refers to the thickness/type of wall that a person may batter through
in one minute.

4. The following chart uses the above listings, so just 1ine up the proper number/column.

w** The percentile "18s" are only rolled for on a 20% chance after the "18" is originally
rolled.

Eightesn Strength Special Chart

Base 18 60% 80% +3 +1-4 60% 250 1bs. 5" stone As for 17
18/01-25% 70% 100% +4 +1-5 70% 275 1bs. 6" stone Ditto
18/26-50% 80% 100% + +1-6 80% 300 1bs. 7" stone Ditto
18/51-75% 85% 100% +4 +1-7 85% 325 1bs. 8" stone As for 19
18/76-100%  88% 100% + +1-8 90% 350 1bs. 9" stone Ditto




3 TRUE STRENGTH FUNCTION CHART, continued

SPECIAL NOTES

1. For game purposes, one foot of wood equals one inch of stone; one foot of stone equals
one inch of steel (six inches of steel is equivalent to one foot of iron).

2. There {s a percent chance of losing one's balance and having to make an agili
while opening doors. See the following chart: 9 91ty roli

Door Opening Fall Chance Chart

Try Unaseisted N/Croubar
1st 5% 15%
2nd 25% 45%
3rd 45% 75%

Note: Only three tries are allowed per door per game. Failure means it's stuck.

GIANT STRENGTH EQUIVALENCY CHART 4

NUMBER EQUIVALENT GIANT(S)

19 re, Deodanth, etc.

20 Hi11 Giant

21 Stone Giant

22 Titan

23 Cyclogs

24 Tri-clops

25 Frost Giant

26 Fire Giant

27 Cloud Giant

28 Storm Giant

29 Hell Giant

30 Star Gfant

To determine where any other monster fits, simply compare each of the 1isted types’ hit
damage capability, and when you have found one that matches the monster in question, then
you have found a rough equivalency. With a Vittle adjudication for any special attributes,
such as claws and the 1ike, a more precise determtnation may be made.

FEMALE ATTRIBUTES CHART

DIE ROLL BREASTS WAIST BIPS
01-05 30 16 A
06-10 k) 17 S
11-20 32 18
21-30 33 19 F
31-35 34 20 0
36-40 35 21 R
-45 36 22
46-50 37 23 B
51-60 38 24 R
61-70 39 24 E
-75 40 25 A
76-80 41 26 S
81-85 42 27 T
86-90 43 28
91-95 44 29 R
96-97 45 30 0
97-98 46 3 L

99 47-50$r011 32-34$r011 L
100 51-60(rol1 35-36(rol

Remember that these rolls cA¥ have an effect on the charisma of the lady in question. For
instance, 1f the lady's waist is 34 or so, and she only has a 36 bust, it's obvious that
she's fat, thus reducing her looks.

In combat, one tends to find oneself haggling over who can do what. Therefore this DM
insists that a1l who play in this world read and heed all that is in the Arduin Grimoire.




5 TRUE CHARISMA AND ITS MEANING IN GAME PLAY ~_

Charisma 1s the one facet of a character's personality that always seems to be not really
understood. There is no reason for this, as charisma as applicable to game play 1s really
quite simple. The following chart lays it all out for you, so read on!

CHARISMA CHART

Character's Lie Norale Love

Charisma Bonus Bonus  Factor Actual Looks Notes and Other Comments

1 -40% ~30% -90% Too hideous to look at. Would scare a Troll!

2 -35% -25% -85% Extremely ugly; yugh! Poop is prettier!

3 -30% -20% -80% So ugly most people flinch when they see him!

4 -25% -15% -70% Very ugly, or badly scarred. Sickening to see.

5 -20% -10¢  -60% Ugly as Quasimodo! Not at all nice.

6 -15% -5% -50% Pretty ugly, kind of 1ike a goblin or Troll.

7 -10% Even ~40% Ugly, but probably acceptable by most people.

8 -5% Even -~20% Just not good looking. 0K, not too bad.

9 Even Even -5% Low average looks. Rough around the edges.
10 Even Even Even Average to fair looks. Everyman, as it were.
n Even Even +5% Fafr looking. 0K in an average way.
12 Even Even  +15% Better than average. 0K, but no Romeo.

13 Even +5% +25% Nice looking. Bring home to Mom.
14 +10% +10% +40% Very nice looking. A good catch.

15 +20% +15%  +55% Exceptionally good looks. Definitely a winner.
16 +30% +20% +70% Stunning good looks. Movie Star material.

17 +40% +25% +80% So good looking, jealousy is felt by all around.
18 +50% +30% +90% A dream, a vision. One in a million.
19 +60% +35% 4958 A God or Goddess. Not humanly real.

20 +70% +40% +98% Undescribable, a mirage. Not even belfevable.
More Than Variable Varies VYarfes

1. The Lie Bonus refers to any plusses or minuses you may have in a lying or other untruth-
ful situatfon.

2. The Morale Bonus refers to how much you affect your hirel#ngs and other friends in any
situation calling for leadership or Toyalty (e.g., combat, voting):

3. The Love Factor is how much you affect the opposite sex while trying to woo them. This
does not apply in every day type situations, only when a conscious and sustained effort is
being made to engender love in someone.

4, The actual looks and other comments speak for themselves.

MORALE CHART FOR HIRELINGS, ETC. 6

Morale is rolled for in any combat situation, or other circumstance when the leader or
person who has hired them must know 1f they will back him up. The roll is on percent dice,
and 1s rolled every melée round. Pay, length of service, etc. all add or subtract from the
percentages.

Morale Chart
Dice Roll Reaction in Combat Situations Reaction in Non-Combat Situations
1-10% Flee in terror, never returning. W11l leave the leader in disgust.
11-20%  Flee in terror for 1020 melée rounds. W1l leave after the situation is over.
21-25% As above, for 1010 melee rounds. Wi11 leave after his contract expires.
26-30% As above, for 104 melée vounds. Wi11 need double pay to rehire.

31-40% Stand indecisively for 1-3 melée rounds. Will be indifferent to the situation.
41-45% Fighting retreat for 1-3 melée rounds. W11l support the leader half-heartedly.
46-50% Fighting retreat for 1 melée round. Wi11 support the leader.

51-60% Stand and fight. As above.

61-65% Advance fighting to the leader. As above, but willingly.

66-70% As above. As above, but even unto any situation.

Nn-75% Charge precipitously to leader's aid. As above, but aggressively.
76-99% Screaming berserk charge to leader's aid. Vehement and loud, as above.
Absolute support, no further rolls needed.

100% So loyal, no further rolls needed.




7
Die Roll Hair
1 L/Brown
2 Brown
3 D/Brown
4 Auburn
5 Red
6 Black
7 Blonde
8 L/Blonde
9 D/Blonde
10 Grey
n Silver
12 Golden
13 Bald
14 Roan
15 Yellow
16 Orange
17 White

18 2 Mixed**
19 Grey/mix*+
20* Special

*Re-roll on the "Special” Chart below for really different looks and surprises.

OPTIONAL CHARACTER APPEARANCE CHART ///

Eyes Sear(s) Birthmarks Pigmentation Exotie Things
Hazel None Crescent Light Tan None

L/Brown 1" Star, 5 Point Medium Tan Cyclopic eye
8rown 1-1/72% Star, 6 Point Dark Tan Six fingered, etc.
D/8rown None Star, 8 Point Milky White Double thumbed
Grey 172" Triangle Caucasian Pointed ears
L/8lue 1/4" X" Amber Fang mouthed
Blue None """ Pale Grey A1l double joints
8lack 2" Snake Pale Blue Gi11s and lungs
Yellow 3" Bird Yellow White Webbed toes, etc.
L/Green None Spider Pale Orange Two hearts

Green 4" Sword Pale Green Very hairy

Amber 5" Norns Pale Silver  No body hair
Aqua None Pentagram Pale Gold No belly button
Violet 6" Circle Light 8rown Hermaphrodite
Tan ™ Square Medium Brown Transparent skin
Gold None None Dark 8rown Scaly skin
Sflver 8" None 8lack Double pupilied
Bronze 10" None Ochre Reptile tongued
Copper 1' None Grey-Green Cat clawed
Special Special Special Special Tatled (1-6')

Ro11 once

for each characteristic on each table desired; none are mandatory.

SPECIAL CHART
Die Roll Hair Eyee Birthmarks

1 Purple Purple Wolf's head

2 Green Orange Leaping panther
3 Blue Pink Dragon

4 Pink Scarlet Sun Disk

5 Scarlet Pupilless** Ankh

6 Saffron 2 mixed** Thunderbolt(s) (1-3)
7 Maroon 3 mixed** Comet

8 Cyan Maroon Crown

9 Magenta Cyan Heart
10 Lavender Magenta Griffon

n Transparent Red Unicorn

12 Tentacles White Pegasus
13 Quills Clear Lion
14 Feathers Metallic** Raven
15 Crested Glowing** Scythe

16 Horned No Eyes*** Hammer

17 2 mixed** A1l Pypii** Infinity Sigil
18 3 mixed** Invisible**** Tree

19 Vipers Prismatic Flower (choice)
20 Changeable** Flaming** Eye

**Means roll for the color(s).

or weather condition.
Remember, the birthmar|
than a player aid, and

Pigmentation

Metallic**

Half and half**
Chequered**
Striped**
Fluorescent**
Chameleon-1ike
Pearlescent
Purple

Maroon

Cyan

Scarlet

Red

Shiny Ebon

Deep Blue
Emerald Green
Gem Sparkled**
Shifting always**
Lavender

Yiolet
Prismatic

#***Means that although there are no eyes, sockets or 11ds
(befng born without them), you have a "Radar Sense" that is accurate up to 50' in any light

*x#*+tMeans that the eyes are there, but 1t looks 1ike empty sockets.

ks are at¥Zized,
a genera

and not really exact.

ized fun-adding ingredient for fantasy gaming.

and make up your own charts, and really get into things!

L = Light D = Dark

This chart s nothing more
Go ahead,

NEW CHARACTER TYPE
STAR POWERED MAGES

Star Powered Mages are essentially nothing more than norme)l mages with a built-in receiver
for "Cosmic Mana Power." What they can do is severdly 1imited because of the mature of that
receiver, and its potency. Here's how it works: At birth, a child has & special matrix gem
surgically implanted into its forehead, leaving a small star-shaped device protreding. These
crystal devices are very rare, as their means of manufacture has long since been forgotten,
and each device can "tune” itself to only one living being. When that betng's soul is de-
stroyed, or passes on to a higher plane, then the crystal destroys itself in a blaze of
energy. The crystal always mirrov the “soul” of its wearer, and changes color according to
its Karma. Thus those of evil have stars of glowing, deepest black, and those of a good and
kind nature have stars of blazing pure white light. Those souls not committed to their good
or evil have stars of brilliant blue, being darker or 1ighter according to their leaning.
This matrix allows the symbiotic user to furmel cosmic power through it and themselves
and into spells. Howaver, this only works at might and under direct starlight. Indoors or
on cloudy nights the receiver does not work. The crystal also stores mana power equal to

the normal mana of its owner, so that effectively a Star Powered Mage always has at least
double the power/mana of other mages of comparable level, intelligence, etc. The crystal
also allows the mage to funnel extra power (at night only, under direct starlight) into any
spoken spell and in any amount desired. However, for every 10 mana points pumped into & spell
through himself, there is a 5% chance of the flow becoming self-perpetuating and ruming wild,
When this happens, there is a 90% chance (less 2% per level of the mage) of the mage himself
being 1iterally sucked into the spell's power and being frrevocably destroyed. The 5% chance
per 10 mana points is reduced in risk by 3% per level of the user. Also, when the runaway
begins, the me?e has one chance to stop it, with a 3% chance per point of 1nte11!gence.
However, the flow will sti11 run for 1-20 (rnll) melee rounds, draining the mage's cwm mana
at a rate equal to the power of the spoken spell, each melée round, and causing unconscious-
ness for 5 minutes for every melée round of the runaway.

The crystal star imprints upon itself, from microsecond to microsecond, the totality of the

being 1t is tuned to. Thus, under direct starlight, it will, 1ike that fantastic machine of i
the Krell in that magnificent film "Forbidden Planet,” repair, restore and regenerate its host

from micr d to micr d. Instant and total regeneration. The drawback to this is

that once damage equal to twice the normal total of the host has been regenerated, the ruma-

way problem rears its ugly head again. Now remember, this is twice damage a1l within a maxi-

mum of three melée rounds. The mage has a base of 25% of stopping the runaway and burnout,

plus 3% per each point of constitution he/she has. It is an either/or situation in this case,

however; efther stopped or burnout. During the daytime or in a situation where direct star-

1ight is not available, the crystal will trap the soul, keeping it safe until it does have

access to direct starlight, at which time it will totally reconstitute and rebuild the t
person, taking one hour per level and ten minutes per hit point of said person. The crystal
is 100% impervious to fire, 1ightning, and can withstand blows of up to 75 points in strength.
Acid dissolves it at a rate of one point per minute, and it has points equal to its owner.
However, cold makes it brittle and susceptible to blows of only 25 points in power, and 35
points of sonfcs will cause it to explode and irrevocably destroy itself and its wearer.

The star makes the wearer highly susceptible (-4 saving roll) to all forms of psychic probes
and attacks, but compensates by giving the wearer natural ESP at start, changing to natural
Telepathy at the 12th level of experience that the mage reaches. As there are no known
“Names" or other designations for different levels of attainment for Star Powered Mages as
there are for other more “normal” mages, feel free to make up your own.

Just remember that the Star Powered Ones sided with the Titans against civilization meny
thousands of years ago in a war to the death for supremacy of the Multiverse. They lost,
and have now almost been forgotten. Remember, I said almost, because the memory of men,
elves, dwarves and the like run long, and they still hate with a cold fury those that almost
destroyed alll So tread with care when you play one of the Star Powered kind, lest bloody
vengeance creep up on you!




NEW CHARACTER CLASS
9 /
THE RUNE SINGER
This character class is a magik user that uses sound and music much in the same way an I11y-

sfonist uses 11ght, shadow and the 1ike. The magik thus performed for each is temporary and
of a less substantial nature than that of the "True Mages."

However, 1ike the Rune Weaver, the Rune Singer can “weave" power and durability into their
magik. One by continuing incantation and ritual, the other by a continuous singing of the
words of power and tunes of magikal might, interweaving and strengthening it as it goes along,
or even building up power on power until it is released in one climactic stanza of sheer
thaumaturgical song/spell.

As a generality, these type mages can use or do any magik or spell that any other mage can
do; however, for every level a spell is, 1t takes ome (1) minute to sing to completfon.

This is reduced by one melée round (six seconds) for each level the Rune Singer is in ex-
perience over the third (3rd). Thus a twelfth level Rune Singer singing a sixth level magik
song takes 51 melae rounds or 5.1 minutes to complete it. That s, sixth level = six minutes
= 60 melée rounds minus one melée round per level over the third, or 9 melée rounds. And 9
from 60 is definitely 51 as shown above. Now I realize that that's quite a long time for
any mage to be trying to cast, weave or sing any spell, expecially in a combat situation.
However, they have one thing that seems to make up for any bad point they may have. And that
is the ability to "Song Weave" any magical songs and words of power together that they choose
to learn to do. Thus they could, for instance, sing a song spell that is not only a "charm"
type magik but is a "sleep” type magik as well! Whenever two or more spell.songs are sung/
voven together, to determine how long it takes to complete 1t simply add them wp and then
average them. The only drawback to this type of operation is that for each separate magikal
Junction there is a ten (10) percent chance of a "magik fumble.” This is reduced by ome
percent per level of experience cver the firet. For each combination type song/spell the Rune
Singer wishes to learn, consider that it takes one (1) week per each level of the two or more
spells w?‘th". Thus, two fifth level spell/songs that are to be sung as a "duality" would
take ten {10) weeks to learn. The cost would depend on the cost of acquiring each spell in
question, and nothing more.

Remember, Rune Singers are mot "Bards" that sing for their supper and for the amusement of
others. They do use musical instruments though, usually specializing in only one type. Note
also that they are "plus one" with the musical instrument type that they choose to specialize
in, are "even on" with a1l others of the same class (e.g., horns, drums, etc.) and "minus
one" with all other instruments. Much 1ike warriors and their "weapons classifications."

Rune Singers are an offshoot of Rune Weavers, and are the second oldest type of magik using
class around. Due to the long time necessary for the completion of their musical magik, they

are a rare breed indeed, although much respected and even revered in some parts of the multi-
verse.

One final note: There are Rune Singers of a Priestly or clerical nature as well as of the more
usual type. They are, however, even rarer than Rune Weavers (which are almost never seen),
and 2 near legend to most.

Remember that Rune Singers carry mo weagana and never wear armour of any kind. A magik dagger
or knife might be carried, but nothing larger, and even then this is so seldom as to be nearly
unheard of. They prefer to rely upon their magikal music for their protection, and think
that any other way is silly and barbaric (yes, they do tend to be a bit smug and concefted.
That's why to be a Rune Singer a person must have an ego of 14 or more), A1l else that they
are depends entirely on each person's own cultural and social factors within their own indi-
vidually designed universes. I hope that this difficult to play, but uniquely rewarding
character class will bring you many hours of enjoyment. They are FUN!

LEVEL

Ist
2nd
3rd
4th
5th
6th
7th
8th
9th
10th
12th
14th
16th
18th
20th
25th
30th
40th
50th
75th
100th

Up by
1y no
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RUNE SINGER EXPERIENCE AND SPECIALTY CHART

DESIGNATION/NAME EXPERIENCE POINTS SPECIAL ABILITIES ACQUIRED WITH EXPERIENCE

Initiate
Novice
Tunesmith
Tune Weaver
Tune Master
Small Singer
Singer

Song Weaver
Mas ter Singer
Rune Singer
Song Master
Glue Singer
Red Singer
Silver Singer
Golden Song Master
Black Singer
Moon Singer
True Singer
Doom Singer
Hell Singer
Star Singer

40,000 per level hereafter.

None
3,300
6,600
9,900
13,200
16,500
21,500
26,500
31,500
41,500
61,500
81,500
101,500
121,500
141,500
191,500
291,500
491,500
691,500
1,191,500
1,691,500

None

Can "Sing Call” birds (one HD per level
over the 2rd. They will scout, etc.)

As above, but €or small animals (mice, etc.)

None
Can boost morale by 1 point per level hereafter.

None

Can "deaden” all sonic attacks on a one for one
basis, their level vs. its power.

Can "Sing Call” larger animals like weasels,
foxes, dogs and the like.

As above but for puma/wolf sized animals.

As above but for any larger type of animal or
even lesser mythic types (1/2 animal'HD).

Can self heal himself by "Heal Singing.

As above, but for heavy wounds.

Can "Passong" through rock at 1'/level hereafter.

None

Can “Song Cure" disease and insanity.

Can "Sing Call" greater mythic creatures.

Can "Gate Song" open any knowm "Gate.”

Note that all of the above special abilitfes cost absolute-

"song points." To determine a Rune Singer's "song points” (which are 1ike a regular
mage's mang goints). simply add the character's charisma, !nte]!igence aad dexterity, divide
by two and then multiply by his/her experience level. You'll note that tnis means th:t Run:
Singers will usually have more song/mana points to work with than other mages. This is jus
another of this class' advantages.




u THE BARD AS A CHARACTER CLASS

Bards in the true sense of the word are people that use song and story to make their 1iving.
They travel from place to place, telling all of the gossip and true events that they know
about in song and rhyme. Thus they are usually accepted wherever they travel, although most
parents tend to keep one eye on the silver and the other on their daughters when a Bard {is
around! Bards have many good and bad points, and are usually also Thieves or other less
"savoury" occupations on the side. They never wear armour and usually use rapiers or other
1ight weapons, as they prefer speed over ironmongery. To be a 8ard one must have a charisma
of at least 14, and a dexterity of at least 13. See VYolume I of the Arduin Grimoire for the
experience point/level chart, but remember, if they have a dual nature, then their experience
points must be shared between the two.

Bards are able to understand Rune Singer magik to a certain extent, and can usually function
as a Rune Singer one fifth their own level. However, there is an ever-present chance of a
"Magik Fumble® with a 65% base chance less 2% per level over lst. So most Bards stick to
singing non-magik songs and 1ike 1t just fine, thank you!

However, they do get a few special abilities, as shown below:
BARDIC ACQUIRED ABILITIES PER LEVEL CHART
LEVEL ACQUIRED ABILITIES ACCORDING TO LEVEL OF EXPERIENCE

1st *Have a 5% chance per level of earning money by singing and playing.
3rd Have a 5% chance per level hereafter of “wooing” the opposite sex by song.
Sth Have a 1% chance per level hereafter of "calming” wild animals and the 1ike.
8th Always get silver or better coins for performing hereafter, if liked.
10th  “Sing Call” like a 1st-level Rune Singer.
15th  Can boost morale 1ike a 6th level Rune Singer by singing battle songs, etc.
20th  "Sing Call” 1ike a 3rd level Rune Singer.
25th  Always get go!d coins or better for performing hereafter, if liked.
30th Can "deaden® all sonic attacks like an 8th level Rune Singer. but only at 2 for 1.
50th Can "Sing Cal1" like a 10th level Rune Singer.
100th Can “Heal Sing" 1ight wounds for himself 1ike a 20th level Rune Singer.

* This percent is increased by 5% per charisma point over 14 (to a 20% maximum "plus"). The
Bard earns coppers, silver or gold (1-10 per person) on a 1-3 die roll if they like him,
based on a "reactfon roll.*

SPECIAL NOTE ON THIEVES AND THIEVERY

Thieves in fantasy role playing games are a unique and challenging character type to play,
especially successfully. Here are a few helpful hints that may make it easier.

To begin with, a thief should NEVER be put into a striotly oombat only Situation unless there
is absolutely no help for 1t. Thieves are NOT fighters, and canmmot hold their com in combat
situations. A thief's job 1s to open locked doors, treasure chests and other locked enclo-
sures, and to deactivate any and all mechanical traps that may be defending them. They are
occasionally used to sneak into various areas to try to steal some very portable treasure
(magik or otherwise), if it is felt that direct assault is unfeasible.

And most of all, they are a character type that allows the game player to have a full range
of abilities and possibilities not confined to the more traditional Mage, Cleric or Fighter
type. Just remember to play them as thieves and mothing else and all will be well.

CHART FOR TRAP ACTIVATION

LEVEL OF TRAP % ACTIVATION CHANCE % DELAYED ACTIVATION CRANCE % RESET CHANCER

Ist 25% 5% 1%
2nd 30% 0% 4%
3rd 35% 15% %
4th 40% 20% : 10%
5th 45% 25% 15%
6th 50% 28% 20%
7th 55% ki1 25%
8th 60% 34% 28%
9th 65% 37%. 3%
10th 70% 40% %
11th 72% 423 37%
12th 74% 44 40%
13th 76% 46% 43%
14th 78% 48% 46%
15th 80% 50% 49%
16th 82% 52% 52%
17th 85% 56% §5%
18th 90% 58% 588
19th 95% 60% 61%
20th 99% 65% 65%

The LEVEL of the trap indicates its sophistication, deadliness and difficulty in being dis-
armed. A simple 1st level trap may be a spring loaded sword blade that zips out to stab the
lock opener. A simple 3rd level trap would probably be a spring loaded poison coated steel
needle that pops out to prick the finger of the thief. A-good 7th or 8th level trap might
be a fragile glass vial of deadly poison gas fnside the lock that a carelessly-used lock
pick could shatter, thus slaying the holder. The level of the trap is determmined by the DM,
but a good general idea would be a fifth level trap on the fifth level of a dungeon, and so
on.

The 8 ACTIVATION CHANCE refers to the chance a thief has of tripping the trap WHEW FE IS
TRYING TO DEACTIVATE IT. A trap ALWAYS goes off when the lock, etc. that it guards s opened.
Also remember that if the thief successfully deactivates the trap, this table is ignored.

The % DELAYED ACTIVATION CBANCE 1{s rolled for by the DM, when the trap fails to go off on
the percentile chance while someone is trying to deactivate it. Delay 1s 1-20 seconds.

The % RESET CHANCE is always rolled for by the DM after a trap goes off, to determine if it
has rearmed 1tself automatically. If it does rearm itself, then it must be deactivated or

fired all over again. This step is repeated as often as necessary or until the trap has been
deactivated.




13 8PECIAL NOTE

For every level that a thief is over the level of the trap that he is tryin

9 to deactivate
or over the lock he is trying to open, he gets a bonus of plus 5%. T 4 .
the trap or lock being of a level ove;' the thief. prue here 15 no pemalty for

THIEVING AND RELATED ABILITIES CHART

This chart shows the BASE percent chance FOR SUCCESS th
AR Mottt ; at thieves and other related types
LEVEL CLIMB BIDE STEAL

LOCKPICK  DEACTIVATE CON PICKPOCKET LIE

Ist 5% 10% 5% 5% 3% 7%
2nd 8% 15% 7% 8% 5% 9% ;z }g:
3rd 1% 20% 9% 1% % ng ng 20%
4th 15% 25% 12% 15% 10% 15% 15% 25¢
5th 20% 30% 15% 20% 15% 20% 20% 30%
6th 25% 331 20% 25% 20% 25% 25% 33
Tth 30% 36% 25% 30% 25% 30% 30% 36%
8th 33% 394 30% 33% 30% 33% 33% 39%
9th 36% 42% 33% 36% 332 36% 36% 42%
}g:: 39% 45% 36% 39% 36% 39% 39% 45%
2 2% 50% 39% 42 39% 42% 42% 50%
th 45% 52% 42% 45% 42% 45% 45% 52%
16th 50% 54% 45% 50% 45% 50% 50% 54%
18th 52% 56% 50% 52% 50% 52% 52% 56%
20th 54% 58% 52% 54% 52% 54% 543 58%
25th 56% 60% 54% 56% 54% 56% 56% 60%
30th 58% 64% 56% 58% 56% 58% 58% 64%
40th 60% 68% 58% 60% 58% 60% 60% 68%
50th 64% 75% 60% 64% 60% 64% 64% 75%
75th 68% 80% 64% 68% 64% 68% 68% 80%
100th 75% 85% 68% 75% 68% 75% 75% 85%

These are the maximums allowed for each category subject to the below-11sted modifiers.

CLIMB means the percent chance of not falling while in a non-su
pported situation.
HIDE means the percent chance of not being seen in shadow, night, or similar situations.
STEAL means the percent chance of not getting caught while taking a visible object.
LOCKPICK fs the percent chance of opening locked enclosures, etc., successfully.
gﬂmzvgs ;: 'g\etpe:cmt ccance of diiam;ng :uoccaaﬂdly any lock-associated trap.
[ nt chance of sucoessfully bilk intell§ i -
"c;;ggk%hmah :gnversation . erylf ng gent beings out of their own poses
means the percent chance of stealing successfully objects directly off le
LIE s the percent chance of successfully talkin ur w f : i Pehich’
s e b R iy y g your way out of any situation in which you

SPECIAL CHARACTER TYPE ADDITIONAL ABILITIES

1. Elves get
2. Hobbits ge

: Tus 20% to "IDES‘EIW 10% to LIE and a plus 5% to CON ‘over the normal base.
3. Kobbits get ick
t

lus 20% to STE Zus 10% to CON, and plus 5% to PICKPOCKET, etc., etc.

3 1us 208 to LOCKPICK; plus 108 to PICKPOCKET and plus 5% to CLIMB, etc.
. Dwarves ge lus 20% to DEACTIVATE: plus 10% to LOCKPICK and plus 5% to CLIMS.

5. Half-elves get a plus 10% to HIDE and a plus 5% to CON, etc., etc.

6. Humans get a plus 10% to LIE and a plus 5% to CON, etc., etc.

p
ap
ap
ap
t

NEW CHARACTER CLASS 14
SAINT
Basically, a saint is a cleric that FEVER uses arms Or armour because of his or her complete
and total belief in their God(s). In return for that unshaken and unswerving dedication,

said God(s) give their pious follower extra powers and benefits. The chart below lays it all
out in a simply and easy-to-follow way. 1 hope you enjoy this new class.

LEVEL AC ;1 SAINTLY AWD SPECIAL ABILITIES ACQUIRED THROUGH DEVOTION AND PRAYER

1st 9 1 Add 15% to "reasoning" ability.

2nd 8 142 Read all olerical magik naturally.

3rd 8 2 “Speak fn Tongues" (add 1 new language per each 3 levels).

ath 7 242  Detect undead naturally (25% base plus 1% per level hereafter).

S5th 7 3 Add 25% to "reasoning® ability.

6th 6 342  Naturally detect poison at 25% base and 1% per 2 levels hereafter.

7th 6 4 Once daily create water for 1 person, uppin? by one person x 2 levels.
8th 6 442 As above, but for food {for person or animal, his choice).

9th 6 5 Add 35% to "reasoning" ability.

10th 5 6 Thrice daily, he himself can "glow" with clerical 1ight (1 minute/level).
Mth 5 7 Naturally "calm" non-magik animals (25% + 1% per Tevel).

12¢th 5 8 "8less" hereafter at double value.

13th 5 843 50% accurate weather prediction plus 1% per 2 levels hereafter.

14th 4 Acquire natural infra-vision and detect evil, by touch, 75% accurate.
15th 4 943 100% protection vs. undead paralysis, and +5 save vs. undead "charms."
16th 4 10 Detect alignment (75%) by touch. Add 15% to "reasoning” ability.

17th 4 10+¢3  50% accurate bump of direction, up 1% per 2 levels hereafter.

18th 4 1N Naturally "deflect" hostile magik, 10% base up 12 per 2 levels after.
19th 4 1143  Naturally "knock" a1l non-magically locked enclosures.

20th 3 12 Speak to all animals (non-magik) and literally walk on water.

25th 3 One Speak to plants. Add +3 vs. undead charms. +) save vs. all 1ife drains.
30th 2 Point Naturally heal 1ight wounds. Exorcise lesser demons (as spell).

35¢h 2 Per  Walk on amy real surface. Heal 1ight wounds for “monsters."”

20th 241 Level 100% undead charm proof. Naturally *wind walk.” Now +3 vs. 1ife drain.
45th 242 A Exorcise greater demons (as spell). Heal heavy wounds for all.

50th 2+43 L Astral projection. Cure disease {as spell) for all.

60th 2+4 W Cure blindness (permanent) for all. +5 save vs. all "Death” spells.
70th 2+5 A Walk on phantasmal surfaces. 100% widsad 1ife drain proof.

80th 2+6 Y Now +8 vs. all death spells. Raise dead men naturally (as spell).
90th 246 S Rajse dead men fully. Raise dead monsters (as spell).

100th 247 Remove all curses 100th level or less, including up to triple wish type
curses. Call for the help of the “Heavenly Host® of his/her God. Banish
211 undead to 1imbo forever, no save, by gesture.

NOTES

Remember, Saints will never fight, no matter what the provocation, and they will always at-
tempt to "reason" with intelligent types. If they succeed, that means there will be absolute-
1y no fighting by either side. Saints will, however, try their utmost to send all undead to
their "proper rest,” and banish all greater and lesser demons back to their respective hells.
Speaking of which, Saints never flee in terror from undead or demons (although strategic re-
treats are common!). When a "hostile” spell is deflected," roll for the direction it will

9o (up, down, left, right or straight back). Safnts will always try to convert their travel-
1ing companions to their religion, in a friendly but persistent manner. Saints may never keep
more than 100 G.S., nor may they ever use more than one each magtk: ring, robes, amulet, and
one other item. However, they will expect a full share of treasure so that they may endow
their church or favorite charities. They detest evil in all of its forms and will do their
utmost to see it rid from the mitiverse, That is, of course, unless they are "Black Anti-
Safnts” of the fell and evi! Gods! And brother, if you think glafn old anti-clerics are mean,
you should see these 1ittle wonders in action! And of course aints can do anything a normal
cleric can do, with’n the restrictions Tisted above.
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MARTIAL ARTISTS AS CHARACTER TYPES

Most of the varfed classes of martial artists such as "Monks," Ninjas," "Shao Lin Priests,”
and the 1ike have proved to be unplayable as characters in f;ntasy role playing games. ;ﬁe
matn reason seems to be simply too much power and no compensating 1imfting factors. However,
the martial artist s such a fascinating and unusual type of character class that it should

:::ﬁ:ignored. Therefore, the following chart 1s designed to give players a viable martial

LEVEL OF

WEAPONLESS WEAPONED CLIMB HIDE # ATTACKS SPECIAL
CHARACTER ATTACK ATTACK ABILITY ABILITY PER TURN ABILITIES
Ist +1 even 5% 5% 1 hand or foot 1
2nd -- +1 8y 10% as above 2
3rd +2 -- 1% 15% as above -
4th -- +2 15% 20% two hand/foot 3
5th +3 -- 18% 25% as above --
6th - +3 21% 30% as above --
Tth +4 -- 24% 35% as above -
8th -- +4 27% 38% three hand/foot 4
9th +5 - 30% 4% as above .-
10th -- 45 35% 44% as above 5
11th +6 - 40% 47% as above --
12th +7 -- 45% 50% four hand/foot 6
15th +8 +6 50% 52% as above ?
18th -- -- 52% 54% as above 8
20th +9 - 54% 55% as above 9
25th +10 +7 56% 56% five hand/foot 10
30th 1 .= 60% 57% as above n
35th +12 -- 64% 58% as above 12
40th +13 -- 68% 59% as above 13
50th +14 +8 72% 60% six hand/foot 14
75th +15 -- 75% 66% seven hand/foot 15
100th +16 +9 80% 72% eight hand/foot --

CLIMB ABILITY and HIDE ABILITY means exactly the same as for CLIMB and HIDE in th i
on "Thieving and Related Abilitfes.” v e n the section
WEAPONLESS ATTACK means the plus or minus inherent in attacking an opponent as shown on pages
55 and 59 (Weapon Attack Chart and Main Combat Table) of the Arduin Grimoire Volume I. The
bare human hand/foot usually has a tremendous drawback towards attacking armoured targets,
which the aforementioned charts so i1lustrate. Martial Artists, as shown above, however,
get bonuses which reduce these penalties greatly.

WEAPONED ATTACK refers to any weapon(s) that each specific type of Martial Artist would be
prone to use. For instance, Ninjas would use Shuriken, Katanas, and the 1ike, while other
less militaristic types might use 80 sticks, quarterstaffs, Nun-chucks, or even a spear,
short pole am, sword or some other weapon {or no weapons at all). Just remember that the
plusses are for weapons those particular types ARE XNOWN FOR, and for no others.

The NUMBER (#) OF ATTACKS PER TURN means just exactly that, how many times a turn a Martial
Artist may attack each MELEE ROUND/TURN. The attacks are subject to all of the 1imitations
outlined 1n the following section.

SPECIAL NOTES ON UNARMED COMBAT

1. Each "Foot" attack is the equivalent of TWO "Hand" attacks. Thus a third level Martial
Artist may attack twice with his hands or once with his foot and so forth.

2. Martial Artists, UNLIXE CLERICS, attack on the column that designates their level, and
NOT one column back.

3. For every class of armour above "9" an opponent has, there is a 5% chance that the Mar-
tial Artist will injure himself when he strikes his target, doing 1/4 the damage he has done
to his victim TO HIMSELP as well.

SPECIAL NOTES ON UNARMED COMBAT, continued 16

4. For every level a Martfal Artist is, he reduces his percent chance of injuring himself
(see #3 above) by 2%.

5.

for attack purposes.
The "8rawl Chart" in Volume I may be used in ocombat by Martial Artists.

NOTE:

-
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"Foot" attacks do 50% MORE damage than "Hand” attacks, They also have 50% more reach

ACQUIRED ABILITIES CHART FOR MARTIAL ARTISTS, ETC.

ABILITY
Pain Control

Cat Walk
Simple Deflecting

Cat's Sense
Advanced Deflection
Regulate Temperature
Cat's Nose

Absolute Deflection
Metabolic Control

Metabolic Healing

Target Sensing

Self Hasting
Weapon Mastering

Defy Death

Ribbon Dance, also
called the Doom

Oance or the Dance
of the Death Angel.

EXPLANATION OF ABILITY

The abflity to become “disconnected" from pain within one's own
body. 33% base chance, 4%/level thereafter.

75% base chance to move silently, 1%/level thereafter.

May deflect/parry all non-edged weapons, or weapons with hafts,
inetead of striking.

33% base chance of not being eurprised in any situatfon, increas-
ing 5%/1evel thereafter.

As for simple deflection, but for edged weapons also.

The ability to control one's own bodily temperature in hot/cold
situations, starting with a 30 degree base, increasing 5 degrees/
level thereafter.

The ability to emell and identify herbs, poisons, spoor, etc.,
with a 33% base upping 3%/level thereafter.

As for the other two deflections, but pertaining to all slow
missiles, up to and including arrows and the 1ike.

The ability to control one’s bodily functions up to and including
the stopping and restarting of one's heart (for one minute plus
one minute per two levels thereafter).

The abf1fty to heal oneself up to one damage pofnt per each con-
stitution point plus one point per level hereafter, each and every
day at the rate of one per each minute in quiet meditation (1ight
wounds only).

The ability to identify and home in on targets in complete dark-
ness with a 65% base, up 5% per two levels hereafter. The base
range is 15', up 3'/level, etc.

Advanced metabolic control, self explanatory; however, for each
minute hasted, 3 minutes' rest is required.

Allows the martial artist to use one new weapon per intelligence
point over ten, as if it were one of his regular types. Each
takes a week to learn.

The person can "postpone" his death for one melée round per con-
stitution point over ten he has, plus one extra round per experi-
ence level hereafter.

The martial artist can "Final Strike" him/herself and operate
with twice his normal attacks and self-hasted speed for 3 melée
rounds and one per three levels of experience hereafter. However,
at its end, he will literally self-destruct (heart bursts, brain
boils, etc.), and irrevocable death ensues. In this state he is
totally unkillable, even by critical hits and the 1ike, subject
only to being able to see/sense his target(s) and being able to
reach them.

Martia) Artists of whatever type have their own sets of values and way of looking at and

1iving 1ife.

1f a person is to play such a character, he/she should research the history

and habits of the kind to be played. Authenticity moderated by playability (as set down in
the guidelines) should be the name of the game. Play the character as it was 1ived histori-
cally, and not as portrayed in the Hollywood schlocks! If done properly, the character will
be an asset to any campaign/world. So enjoy!




17 SPECIAL PHYSICAL ADDITIONAL BONUSES
1. ALl get a plus 5% f oh .oroT‘lva“ aud Mavtial TYs)
. p or each point OVER FOURTEEN (14) of of the physical
that govern the specfal ability in question. Those physicnﬁttr!buteg {'s’ec::a ateributes

;. For %})ﬂ 13'5 AGILITY.

. For £ {t's INTELLIGENCE, AGILITY and DEXTERITY

:' IF’or SOTEM R Rt A combined, then averaged.
. For LOCKPICK {it's DEXTERITY and INTELLIGENCE combined t

e. For DEACTIVATE t's the same as LOCKPICK. hen averaged.

f. For CON it's INTELLIGENCE and WISDOM combined then averaged.

g. For PICKPO?KET 1t's DEXTERITY and AGILITY combined then averaged.

h. For LIE it's CHARISMA and IRTELLIGENCE combined then averaged.

SPECIAL NOTE: Luck-inducing ftems add a 20% plus on and of the above base percents.

NEW CHARACTER TYPE
NORMALS
Normals are simply every character type that you might find everywhere in 2 game, but with

no stats or player to handle them. They are the Inn Keepers, Shop Keepers, Ferry Boat Pilots,

Street Sweepers, etc., that teem around characters in a lete world. 1

Ard;in Grimoire, their experience level points are givenogzpthut each may :dx:::rirll gegf
g: ession. What constitutes earning experience points will depend on their profession.

s mcutters. for instance, would get points for successfully cutting gems, and the rarer or
: r }o cut a gem {s, the more experience would be gafned. A bootmaker would earn expe-
;eace t:r m::dng and selling 2 fine pair of boots. The higher level the customer and the
» :: e price, the more experience points. These are just examples, to give you an idea
gw work 1t. It would be 1iterally impossible to ?1" a complete and comprehensive set
:" c:t;::n:o: h:: 2:"::::5 ::dproﬁa{ons that abound in a world. However, with the experi-

’ a e common sense
whatever he needs, and in very short order. So go éo'?i':' OR can work cit his om stats for

NEW CHARACTER TYPE 18
OUTLAM

The classification "Outlaw” covers all types of brigands, highwaymen, bandits and the like.
Like the Martial Artist class, this class s also a generalization within which a player can
construct a character to suit his own world's cultural situation.

To begin with, a1l Outlaws utilize an eight-sided die (minus one point per die) for experi-
ence points. They also generally wear only the 1ighter types of armour, such as studded
leather or 1ight chain or scale. This s to facilitate fast etaways after their nefarious
deeds are done. Whether they use shields depends on their cu tural orfentation. The same
can be said for their choice of weaponry; however, under no circumstances will they use en-
cumbering or unwieldy magons such as halberds or other pole arms. They will also usually
favour some form of missile weapon, preferably one that can be used while mounted and on the
move. Because of their constant need to move around and to have to survive in the open, no
Outlaw can have a constitution of less than 15, nor can they have a wisdom greater than 9
(really, it's not wise to flout the Taws of the land!).

They must be able to do many of the things that thieves can do, and that {s reflected in the
following chart. They must also have connections with both the Slavers' Guild and the
Thieves' Guild, in both cases so that they can sell their spoils. As well as earning expe-
rience points for fighting, Outlaws earn points for selling what they take. They receive
ten points for each 100 G.S. they get for a prisoner and they get one point for each one
hundred G.S. value of goods that they nfence.” Their relations with both the thieves and
the slavers is somewhat strained, because the Outlaw encroaches on their territory; however,
the expedience of their position requires getting along. Sti11, there is always ample room
for death and fighting at the slightest provocation among themselves.

LEVEL DESIGNATION ACQUIRED ABILITIES BY LEVEL OF EXPERIENCE

1st Highwayman Plus 15% escape and evasion outdoors.

2:: ----- Add +1 with any one type of missile weapon.

Id mmem=  mmems

4th Bandit Begin novmal "Thief" abilities, but at double the experience
Sth -=--- "cost."”

6th ===~  ==e==

Tth ce-w= cmma—

8th Brigand Add +1 to any single type of weapon for pm-q‘ purposes only.
9th ----- Add plus 15% for moanted agi1ity dice rolls.

10th Outlaw Add the ability to “track" any traf) with a 33% base success
1MNth -=c-- chance upping 2% per Tevel hereafter.

12th =---- Add +] to any single weapon type's attack.

Add 25% to the base swimming ability of the character.

Add 20% to their ability to give morale to their men.

Add a +2 save vs. all poisons (not venoms).

Add the ability to disguise oneself with a 33% base success
chance, upping 2% per level hereafter.

Add +]1 to parry ability with any weapon.

Add +1 to attack ability with weapon.,

Add the ability to use any misstle weapon at +1.

15th Master Outlaw
20th Black Rider
25th Black Raider
35¢th Raid Leader
45th Raid Master
50th Riever

75th Black Riever
100th Star Riever

Remember, Outlaws are characters that k111 only when necessary, much preferring to ransom
thefr captives. In fact, most Outlaws will do battle with other Outlaws that ki1l rather
than capture. They do this because the Tocal law types (Militia, King's Guard, etc.) will
move very quickly to root out a murderer, but will usually tell a kidnap victim's family

to pay the ransom, as their son, daughter, etc., {s perfectly safe, and they can rely on a
safe return 1f prompt payment s made. That is, of course, unless the victim is 2 highborn
noble, in which case the law will usually move very rapidly indeed! At any rate, most Out-
Yaws will not let & murdering few ruin all of their business! So play accordingly, and have
fun telling all and sundry to sStand and Deliver!"




19 NEW CHARACTER TYPE
SLAVERS

Slavers are a combination of Outlaw and Thief and Warrior, and as such they have many of the
advantages and disadvantages inherent in those classes. They use a six-sided die for hit
points, and never have a cruelty factor of less than 75%. Their ego must always be at least
15, and they must have a strength of at least 12. A1l other statistics are as normal for
their ractal type. Elves are never slavers, nor are dwarves. They never wear plate or other
highly encumbering armour, favouring studded leather and light chain, with nearly never the
use of a shield. They love whips, nets (weighted), and scimitars or falchions. They almost
never use their weapons, though, preferring to whip or net their victims into submission.
ztrzqgel{ enough, Hobbits are occasionally slavers, and when they are, they are some of the
rueles

Slavers aquire points just as any warrior does, but he also earns them for the capture and
sale of slaves. He earns 150 points for every level of slave he captures, and 10 points for
every one hundred G.S. they bring on the market. Slavers always fight one column back on the
attack chart when using any weapon: except nets or whips. With those two weapons, however, a
slaver 1s +2 and +4 respectively. Slavers tend to be loners as they usually trust no one
except close blood kin. However, they usually always have a band of hired cutthroats and
mercenaries around them to do their dirty work.

LEVEL DESIGNATION ACQUIRED ABILITIES BY LEVEL OF EXPERIENCE
1st Small Whip Ability to construct level one or two locks.
2nd Long Whip Lockpick as a thief, but advance at 1/2 percentile rate.
3rd Black Whip Con as a thief but with 3% base start chance.
4th Red Whip Lie as a thief but with a 15% base start chance.
2:: :?:p Na;t:rm aﬁ: an addit:onal +1 to all whip attacks.
ver Net Man e as a thief but with a 5% b .
;tn ﬁold"Net . Hide a ase start chance
t| et Master Add an additional 41 to all net at .
g9th Whip/Net Master None. tacks
10th Slaver Become able to use normal attack charts with scimitars.
12th Master of Chains Become able to construct level three locks.
15th Slave Master Become able to concoct knockout potions.
20th Cage Master Become able to concoct knockout gas.
25th Hell wWhip Add an additional +2 to all whip attacks.
30th Netter of Stars Add an addftional +2 to all net attacks.
35th Master of the Chains of Hell Become able to construct level four or five locks.
40th Hell Cager As above, but for levels six through efght.
50th Doom Master Add +1 to all non-net/whip attacks.
75th Great Slave Master Become able to construct +1 chains and cages.
100th Grand Master of Chafns Become able to construct up to +3 chains and cages.

SPECTAL NOTES

Slavsrs are a generally legal profession 1n most "fantasy" worlds, and were so even in our
OWN "real” one for quite a2 long time (and still are in some remote areas of the world), so
be sure to treat them so. They will have strong and rich Guilds to protect them as long as
they operate within the "laws" governing their activities. This new character type will be
sure to add a truly new dimension to your gaming; enjoy!

NEW CHARACTER TYPE
COURTESAN

Courtesans are a truly unfque and fascinating character t{pe to play. They have a curious
way of eliciting bizarre and strange actions from other players in a game. To begin with,

they are not “combative" in the usua) sense, nor are they 1ikely to go on-a "run" with the

normal ?roup of characters. Yet they can be played during a game by being at roadside inns
or in cities or towns that the travellers pass through.

Courtesans use a four-sided hit die, and their experience point levels are shown in Yolume

1 of the Arduin Grimoire. They must have a charisma of at least 15, intelligence of at least
14 and wisdom of at least 12. They are the gatherers of much {nformation and rumour as well
as the singers of songs and tales that tell of treasure and love, adventure and folly. They
gain experience by earning money and gaining information. They earn one experience point for
every ten G.S. earned through the "Female Arts," and one point for each piece of information
they gain, multiplied by ten for each level of the person they gained it from. Carrying that
information a 1ittle further, they also earn one point for each 10 6.S. the selling of that
{nformation brings.

The Courtesan is essentially a Geisha type character, with a dash each of Bard and Spy thrown
in. They also have some small knowledge of potions and herbs and are adept at making Tove
philtres and other such things as their profession requires. However, do not get the wron
impression, for these are not common ustreetwalkers” or their 11ke, but a group of powerfu
and protected (by their own Gui1d) females that wield a lot of behind-the-scenes power in a
world. They have a close-knit and very secret network of intelligence gathering and infor-
mation sales, and are highly respected by knowledgeable people in the highest of circles.
They are also always very suspect as to their motives whenever they approach people in sensi-
tive or high positions. Finally, one must remember that a Courtesan {s never required to do
anything for anyone she does not wish tol They always attack two columns back on the attack
chart.

LEVEL DESIGNATION ACQUIRED ABILITIES BY LEVEL OF EXPERIENCE
I1st Ist Silk Girl Concoct 1st through 3rd level love potions.
2nd Two S11k Woman Concoct 1st level "Evos” perfume.

3rd Three S{1k Woman Concoct 4th through 6th level love potions.

4th Four S11k Woman Concoct 2nd level "Eros" perfume.

S5th Five S11k Woman Concoct 1st level aphrodisiac.

6th Six S11k Woman Add +2 to charisma through dress and manner, and con-
coct 1st through 3rd level "Truth Potion."

Concoct 7th through 9th level love potions.

Add one chart to all dagger/knife etc. attacks, and
concoct 3rd evel "Eros" perfume.

9th Lady of the Two Vells Concoct 2nd level aphrodisiac.

10th Lady of the Three Veils Concoct 4th through 6th level "Truth Potion.”

12th Lady of the Four Vells 10th through 12th level love potions may be made.

16th Lady of the Five Veils Concoct 3rd level aphrodisiac.

20th Lady of the Six Vells Add another +2 to charisma for dress etc., and con-

coct 7th through 10th level “"Truth Potion."

7th Seven Si1k Lady
Bth Lady of the Red Veil

25th Lady of the Silver Vells Concoct 4th level "Eros" perfume.
30th Lady of the Lavender Veils Concoct 13th through 20th level love potions.
40th Lady of the Golden Veils Concoct 11th through 20th level "Truth Potion.”

50th Mistress of the Vei) of Night Concoct 5th level "Eros" perfume.

75¢th Mistress of the Vel) of Dreams Concoct 4th level aphrodisiac.

100th Veil Mother Begin “Psychic”-11ke abilities (as a first Tevel in-
creasing one level per two experience levels).




21 COURTESAN, continued

22
SPECIAL NOTES CONDENSED CMARACTER LIMITATION CHART Nagix
1. Courtesans can only use dagger and knife type we s, or potions and poi | Intelli- Consti- Resie- Dex-
2. Love potfons cause the drinker to fall 1mdiatemn'1ovep‘(’sav: v:. pg‘i’s::":é 3§§'mp. TYFE genoe Wisdom Charisma Ego Agility Stremgth tution tance terity
1‘2‘1?# mon they see after drinking 1t. The effects last for 25 hours for each leval
Tove, o, the’ firat. pareon chey sen. i artoess Torn Tons poriopimadiately want to ke ey Y280 €3 lete etp e 1308 men 63
u ’ n power.
:;"15:05' perf,'meiis an olfactory aphrodisiac effecting 5 levels of cMractags for each E:gg::th " g'}g g'}; 1§'}3 18'}2 }8'}; Sp;c:;l 1;'}2 ::1’ };'ﬁg
trres. ot 1510 ey oth level Teros® Wil affact one 25th Tevel or 25 Ist level Thaelastra  11-18 510 914 15-18 9-16 9-16 O9-16 -2  13-18
. reumf r. - . - - . - - -2 -
5. "Truth Potions" cause those affected (save vs. voimat -5) to feel euphoric and be Centaur *2 6-13  9-16 9-18 15-18 9-14 12-17 16-18 +2 9-14
1&;313 l{o{abl;.to :to,. yet never realize this fact. It affects the level character equiva- Mer-man ¢3 9-14  4-9 8-13 15-18 13-18 1417 1417 4 9-16
Jent €0 ': charac ?r. 1the exception is 20th level "Truth Potion®, which affects AZL levels. Mer-maid *3  10-15  5-10  9-16 1217 12-17 12-15 13-16 4 10-15
pr N |’l“ :Vﬁa evel legs 2 victim is than the level of the potiom, there is a 10% Hawkman *4 8-15 7-14 9-14 15-18 14-18 B8-13 9-14 Even 14-15
rain burnout and {rrevooable death. The effects last 2 hours per level of power, 20990;17'" ;'}; g'zo :'z] }g':g g'}: }i‘}; }g'}g ‘; ‘g'}g
ave Man - - - - -9- - - - -
Brownie 914 3-10 12-17 10-15 11-16 7-12 16-18 ¥4  15-20
Khorb *| 5-8 3-6 4-7 16-18 8-13 Special 16-18 Even 9-14
Argalanthi *1 12-18 7-10 4-9 10-15 9-14 Specfal 13-18 Even 15-20
Octorilla | 4-7 3-6 3-6 16-18 99-12 Specfal 16-18 +1 12-15
Gargoyle *1 6-9 4-7 4-7 16-18 14-17 Special 14-17 +?2 9-14
Throon ™ 8-13 7-12 8-11 15-18 10-15 Special 15-17 Even 10-17
Knoblin *4 8-15 6-1 8-13 9-14 14-18 8-13 8-13 -1 14-18
Wolf 4-7 6-9 5-10 10-15 12-15 6-9 9-14 Even 12-15
Warg 6-9 5-8 6-11 14-18 10-13 7-10  10-15 Even 1n-14
Lion/Tiger *1 5-8 4-7 6-9 14-18  11-16 Special 12-17 Even 12-17
Gnore 8-13 6-11 7-10  12-17 9-14 12-18 14-17 Even 10-15
Nixie *3 8-15 3-8 15-18 14-18 14-18 4-7 9-12 4 15-18
Pixie 8-15 3-8 15-18  14-18 15-18 3-6 8- +4 15-18

NOTES

*1: The strength is explained in the New Monsters section of this book,

*2: The "horse” part of the body is always 1-3 points stromger than the “human” part.
*3: The agility refers to "In water” abflity; on land it is halved.

*4: The agility refers to "in air" ability; landed it is halved.
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CHARACTER RESURRECTION CHART 24
(PERCENTILE)
CHARACTER + PER + PER CONSTITUTION BASE  OTHER FACTORS
TYPE LEVEL POINTS CHANCE  OTHER FACTORS
Elves * 1% 12 55% One try only!
Owarves 1% 2% 45% Very rugged types.
Hobbits 2% 2% 30% Small but tough.
Half-Elves ** 2% 1% 35% Better than average.
Uruk Hai 1% 3% 40% Extremely tough.
Orcs 1% 2% 30% Pretty tough.
Half-Orcs 2% 1% 25% Better than average.
Gnomes 1% 2% 48% Very rugged.
Amazons 2% 2% 25% Tougher than they look.
Phraints 3% 1% 33% Very tough.
Saurigs 0.5% 2.5% 36% Very tenacious.
Gnolls 1.5% 1.5% 30% Tough customers.
Trolls 0.5% 2.5% 48% Extremely hard to k{11,
Gobl1ns 0.5% 1% 38% Small but tough.
Hob-Goblins 0.5% 1% 40% Tougher than they look.
Kobbits ##* 1.5% 2.5% 32.5% Small and strong.
Centaurs 1% 3.5% 487 Large and strong.
Mermen 0.5% 1.5% 33% Very strong.
Mermaids 0.5% 1% 30% Strong and tough.
Tritons 1% 1% 35¢% Strong and tough.
Ogres 0.5% 2% 48% 81g and strong.
Lesser Giants 0.5% 2.5% 50% Very big and tough.
Greater Giants 0.5% 3% 554 Some of the biggest.
Titans 1% 1.5¢ 52% Some of the toughest.
Gnores 0.5% 2.5% 44% Tough and ugly.
Haggorym 0.5% 1.5% 38% Ugly and tough.
Cave Men 0.5% 1% 32% Tougher than normal.
Gargoyles 0.5% 2% 40% Hard to stop.
Furies 0.5% 1.5% k! Tough to slow up.
Pixles 1% 1% 50% Magikally tough.
Nixies As for Pixies in all respects.
Deodanths 1% 1.5% 45% Extremely tough.
Throon 0.5% 2% 48% Very strong and tough.
Khorbs 0.5% 1.5% 44% Tough and strong.
8rownies 1% 1% 60% Magikally very tough.
Lesser Mammals 1% 1% 25% Varies by species.
Greater Mormals 1% 1.5% 28% As above.
Lesser Reptiles 0.5% 1.5% 0% As above.
Greater Reptiles 0.5% 2% 36% As above.
Lesser Avians 0.5% 0.5% 20% Not very tough.
Greater Avians 0.5% 1% 25% Sti1l not very strong.
Lesser Piscoids 0.5% 1% 22% Not tough at 211.
Greater Piscoids 0.5% 1.5% 25% Not average in strength.
Lesser Insects 0.5% 1% 25% About average.
Greater Insects J.5% 1.5% 30% Above average.
Balrogs 1.5% 2% 50% Damn tough.
Lesser Demons 1.5% 2% §5% Extremely hard to kill.
Greater Demons 1.5% 3 60% The hardest of all.
Male Humans 1% 1% 20% The weak average.
Female Humans 1% 1.5% 18% As above.

*Females are fdentical except start at a 2% lower base.

**As for elves.

*#¢obolds are identical except they have a 2% per constitution rate.




. MISCELLANEOUS RULES, CHARTS, AND OTHER ERRATA 2

DRAGON DETERMINATION CHART ]
This chart is only an example; other sources are avaflable for use as random rol

% ATTACK  HIT POINT  EXPERIENCE  GENERAL 'c{g:vE‘és; A11 the World's Monsters and The Arduin Grimoire Volume I (especially for the random

DIE ROLL DESCRIPTION YEARS AGE  VALUE* VALUE** POINTS TEMPERAMENT were-creature charts) are but two examples.

01-10 Hatchling 0-10 20% 2 01-25,000 Sleepy * yndicates a 33% chance the thing is venomous.

11-25 Youngling 11-20 50% 4 50,000 Curious

26-45 Dragonet 21-50 75% 6 75,000 Aggresstve

46-85 Dragon 51-400 100% 8 100,000 Arrogant RANDOM UNDEAD CRART (REINCARNATION)

86-95 01d Dragon 401-800 110% 10 150,000 Wily

96-97 Very 01d Dragon 801-1,200 115% 101 250,000 Very careful 1. Skeleton 7. Spectre

98-99 Ancient Dra?on 1,201-2,000 120% 1042 500,000  Contemplative 2. Zlombie 8. Morghoul

100 Dragon of Eid 2,000+ 125% 10+3 1,000,000 Reclusive 3. Ghoul 9. Ghost
4. Shadow 10. Vampire

Remember also that the percent chances for a Dragon talking vary from 1% for a Hatchling to 5. Wight 11. Ghost Crab
95% for a Dragon of Eld. The chance for sleeping 1s 75% for a Hatchling, decreasing to 5% 6. Wraith 12. Exotic

for an adult Dragon, then increasing again to 95% for a Dragon of Eld.

The "Greed Factor"

tends to rise from 20% for a Hatchling, through 98% for an 01d Dragon, and then decrease to
around S0% for a Dragon of Eld. These factors also vary by dragon colour, their location,
nurber, relatfons with men, and the 1{ke.

DISTANCE FOR REINCARWATION CHART

01-05 100 miles 61-70 2,500 miles
06-10 250 miles 71-80 3,000 miles
11-20 300 miles 81-90 3,500 miles
RANDOM REINCARNATION CHART 21-30 400 miles 91-95 4,000 miles
31-40 750 miles 96-99 5,000 miles ¢ o1
1. Monkey 35. Pegasus 68, Golden owl 81-45 1,000 miles 100 Within 20 (rol11) milés of place
e . erieron 0. Hoon dog a2 T e of desth
. . . - miles
4. Small bird 38. Hippogryf 71. Sun devil )
5. Small insect 39. Roc 72. Wind devil
A - e ot s e 14 b
. Rabbit . Large . Diinmn our own and use tha - ane.
g. IF!:: g t::g: }?::ct ;: i:;:m:nder g:g:';: :{:e”:e::esl:azt a one (1) percent faflure rate for resurrection by any me
. . . nix.
10. Turtle 44. Wolf 77. Small bear
11. Small snake* 45. Warg 78. Large bear
12. Male human 46. Cheetah 79. Air shark
13. Female human 47. Puma 80. Basilisk
14. Male elf 48. Leopard/Jaguar 81. Deodanth
15. Female elf 49. Lfon 82. Brownie
16. Male half-elf 50. Tiger 83. Dryad
17. Female half-elf 51. Harpy 84, Ent ”
18. Common orc 52. Gargoyle 85, Spiga v
19. Uruk Hat orc 53. Hawkman 86. Sluggoth
20. Goblim 54. Sphink 87. Maggoth
21. Hob-gob}in §5. Manticore 88. Random ooze, etc.
22. Kobold 66. Cockatrice 89. Minotaur
23, Kobbit 57. Skyray 90. Merman/maid
24. Pixie 58. Wobra 9. Troll
25. Nixie §9. Large snake * 92. Small deer, etc.
26. Male dwarf 60. Medusa 93, Large bison, etc.
27. Female dwarf 61. H{il1l gfant 94. Throon
28. Male gnome 62, Stone giant 95. Random undead
29. Female gnome 63. Fire giant 96. Random dragon-kind
30. Saurig 64. Frost gfant 97. Succubus
31. Phraint 656. Cloud giant 98. Random elemental
32. Haggorym 66. Storm giant 99, Random were-creature
33. Male ogre 67. Titan 100. Yourself at a younger age
34. Female ogre (rol1 % of current age)




a7 NON-WEAPON ATTACK MATRIX (CLAWS AND THINGS)
- 28
01-20 Attack die roll needed to hit by level CRITICAL KIT TABLE FOR NON-WEAPON CAUSED WOUNDS
ARMOUR CTASS X
1-3 3¢ 5-6 7-8 9-10 11-12 13-14 15-16 17-18 19-30 31-30 30+ —— s ! D )
247 - - 20 19 oation Results age (pt
- 18 1
246 ? 16 15 14 13 12 01-02 Forehead Brain penetrated, instant death. 408
- - 20 19 18 17 16 15 4 03-04 Throat Esophagus ruined, death i 1-12 turns, *1 1010
2 13 12 n 05-06 MWrist or ankle Appenda?e severed, death in 1-10 minutes. 306
5 - 2 19 18 W 16 15 14 07-08 Chest or back Internal organs ruptured, dfe in 1-10 minutes. 2010
1 12 N 10 09-10 Side Ribs broken (1-5), 10% chance of lung damage. 208
24 20 19 18 17 16 15 1 11-15  Upper leg Artery severed, death in 1-12 minutes. 18
4 13 12 n 10 9 16-20 Upper arm As above.
23 19 18 17 16 15 21-25 Rear of foot Achilles tendon severed, immediate fall. *2 104
14 13 12 n 10 9 26-30 Fingers 1-5 fingers severed (1-2 pts demage per each lost).
242 18 17 16 1 8 31-32  Face One (1) eye torn out. *3 106
5 4 13 12 n 10 9 8 33-34  Genitals Genitals torn off, immediate shock. *4 2010
241 7 Y 35-36  Stomach Guts torn out, die in 1-12 minutas. *5 306
6 15 4 13 12 n 10 9 8 37-38 Side of head Ear torn off. 50% permanent hearing loss. 106
2 ? 6 30-40  Buttocks/thighs  Completely torn off. Instant shock. *6 2012
16 15 4 13 12 n 10 9 8 41-42 Head, genera Stunned for 1-10 melée turns. 1-2 pts
7 6 5 43-44  As sbove Stunned for 1-6 minutes. 104
3 15 14 13 12 N 10 9 8 45-46 As sbove Concussion, stunned for 1-12 minutes. *7 106
7 6 5 4 47-48 As above As above, exce!.)t for 10-100 minutes. *8 108
4 M 13 12 11 10 9 49-50 As above Fractured skull, out for 2-24 hours. *9 1010
8 7 6 5 4 3 51-55 Throat Ripped out, death in 1-3 melée turns. 1012
5 13 12 1N 10 9 56 Arm (varisble §)  Torn off gol'l % lost), instant shock, death in 406
8 7 6 5 4 3 2 1-6 melée turns.
6 12 1N 10 61-65 Leg (as above) As sbove and with instant fall. am?2
9 8 7 6 5 4 3 2 1 66-70 Chest, frontal Heart torn out, instant death. 2010
7 n o 7175  Lower back Spine shattered, varied results. *10 408
0 9 8 7 6 5 4 3 2 1 76-80 Face Both eyes torn out, permanent blindness. 206
8 - 81-85 The mouth Tongue torn out, 10% chance of drowning in one's 106
0 9 8 7 6 5 4 3 2 o blood. Permanent coherent voice loss. 106
1 - - 86-90 Stomach Internal bleeding, dfe in 1-20 days. 1010
9 9 8 7 6 5 4 3 91-94 Top of Head Skull crushed, instant death. *1 208
Spectal note: Those 2 1 - - - 95;:8 mu m; torn off, 1v1|star1\t death. -:‘z 133}3
note: strik ly torn in twain, instant death.
on percentile dice (1-100? that show as automatic hits have a 5% chance of missing, rolled 100  Head Ent1;eihnd gua;pcddandhsphttend about, instant 1008
and irrevocable death.
A1l attacks that happen dur{
their ng grappling, rolling on the ground, etc. *1: Permanent voice loss, *2: Agility and speed paxmanentl, halved. *3: Attack and
hit probability (+4). ground, etc., are plus four in defense permanently at minus AN Desth may ensue in 1-20 minutes with 8 0%
chénce, less 2% per constitution, certafnty. *5: 20% chance of tripping and falling if
movement is attempted, *6: Agility rmanently only 1/3 of previous normal, and speed is
only 1/4. *7: 5% chance of percentile roll memory loss. *B: As for *7, but a 10% chance.
#9: pitto, but with a 20% chance. #10: Use weapon damage chart for the 1-6 die roll of
results. *11: 75% chance for die roll memory Yoss (percentile), and a 50/50 chance of 2
loss of 1-6 intelligence points. *12: As above, but due to lack of blood to the brain.
This chart is & base from which to work, and DMs should ad 11b wherever necessary.




» REAL MEDICINE AND FANTASY GAMING

The following section was researched and written by my close friend Doctor William Voorhees,
As a specialist in internal medicine, he has a remarkable insight into ratfonalizing game
magfk and medical facts.

This s reflected in his True Critical Hit Effscts Chart (Supplemental), which may be used in
conjunction with the Critical Hit Table on page 60 of AG I. It lccuntnl{ reflects the devas-
tating effects of certain types of hits, and the attendant difficulty in healing such wounds,
It has been officially adopted into the Arduinian multiverse, and I can only hope 1t will

be a3 useful to all of you. Just substitute the new chart where applicable.

CRETICAL HITS/SPINAL

Die  Aotual Area
Roll of Impaot  Speoial Effects Healing Problems

1 High Neck  Instant death After befng "raised, the victim is
quadriplegic for 1-6 months. With re-
g:nention 1t's 1-6 weeks.

2 Mid Neck 50/50 instant death or stunned ly a "full raise" or regeneration
for 1-6 hours and quadriplegic  will heal this hit, and the victim is
thereafter. quadriplegic for 1-6 months.

3 Low Neck  As above, but only 25% chance As above.
of instant death.

4 High Back  Stunned for 1-10 minutes and As above, but arm functions will return
quadriplegic as above. 1:f1/2 the time if regeneratton is in

effect.

S Mid Back Stunned for 1-6 melée turns and As above, but regeneration cuts the
parslyzed from the waist down.  time down to 1-6 weeks,

6 Low Back Stunned for 1-3 melée turns and As above, but regeneration cuts the

paralyzed as above. recuperation time to 1-3 weeks.
CRITICAL HITS/GENERAL
Critiogl Rit Bealing Problems
Severed hand or wrist A "Heal Critical Wounds” will reattach the member, but it will

take 1-6 months to regain full functioning. Regeneration will
cut that time to 1-6 weeks.

Cut artery in leg or am There is a 25% chance of a nerve being cut with the above prob-
lems and healing time; otherwise as stated in AG 1.

Severed toes or fingers A heal critical heals with full function, but they will be per-
manently numb (only for 1-6 weeks with regeneration).

Eyes torn out Healable only by regeneratfon or full raise deads, but regene-

ration takes 1-6 months, and full raises take 1-12 months to

;egaln full functioning.

Ear torn off 5% hearing loss in that ear regardless of healing efforts.
Loss of Buttock(s) Regardless of healing effort, a -6 loss in agility, halving of
. speed and endurance for 1-6 months.,

Punctured Lung 25% chance of death in 1-6 melée turns, and -4 off all attack
or defense until healed with regeneratfon (1-6 weeks) or by a
full raise dead (recuperation time fs 1-3 months), but in any
circumstance a t halving of constitution.

Head severed or pulped or Regeneration takes 2-7 months and with a raise dead fully the

body split in twain recuperation is 1~4tgnan.

A1 other head injuries* As in AG I, except that there is a 25% thance of the victim

::v:!gmng epilepsy 1n 1-6 months (2 cure disease wiil not

1} s).

**No Result" head injury  There is a 50% chance of hemorrhage and death in 1-12 hours, a
40% chance for gradual mental and physical enfeeblement over

- h {od that permanently halves all abilities, umli
: }02 m::cep:: pemanengen!mory damage where the victim can't
remember more than his own name, or his friends for more than

10 minutes.
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81 GENERAL GUNNERY CHART
LARGE WEAPONS GUNNERY CHART (SMALL CALIBERS)
Core 1/8 8/3 3/3 DA Greater Ranges
Sise NBD ACP ACP  ACP ACP ACP NOTES AND EXPLANATION Point Blank To 100 Yards To 250 Yards To 500 Yards
Caliber  ACP Damag ACP  Damag ACP Damage  ACP Damage  ACP Damage
B 3 3 b8 6 7 oo Tehrae sre-so1f-oxplanatory: the shrapma! 2 € 14 712 B8 9 1 9 !
+ are self-explanatory; the shrapne . - - .
om 36" 3 5 6 7 ™ only penetrates as indicated on the diameter .25 7 14 9 1-2 go app;egiable e;fect '{f{md th‘; range 1-4
7m 42 2 4 5 6 247 chart. Simply ascertain where the target is .30 c; U S o S R L L 1-8
4mn 45' 2 4 5 6 247 in the blast zone for the proper penetration .30 (R 247 3-18 245 2-16 2N Table effect beyond this range.
57mm  48' 241 2 3 4 247 The damage 1s always 2/3 concussive and 1/3 .32 3 1-12 6 1-16 7° "’9;’: As above beyond this range.
75mm  60' 243 241 2 3 fragmentation-caused. Remember, concussion Smm 242 2-16 3 1-10 4 r;dabh effect beyond this range.

T2 244 42 1 2 ¥ causes hearing loss, internal hemorrhaging, .38 241 2-16 5 1-8 70 Gl’l’1~ % As above beyond this range.
105mm 90' 245 243 242 241 247 and even stunning or unconsciousness. 357 (M) 2+5  3-18 2 1-}% 7 b As above beyond this range.
5in. 105' 246 244 243 242 247 Victims in the "core” area can be blinded 4 sn 2#6  2-20 2 1-16 5 16 As above beyond this range.
5.5in.120" 247 245 244 243 247 and/or set afire, the frequency being up to .44 (M 247 4-24 242 2-40 23 3.36 2 3-30 Decreases to 1,500 yds.
6in. 150° 247 246 245 244 247 the individua) DM. Blast effects travel .50 247  4-48 246 ‘20 2 1-10 7 1-6 9 1-2
Bin. 180' 267 247 246 245 247 great distances 1n semi-confined/channeled e LT3R OB i o 2z s 18 8 1-4
1N, 210' 247 247 247 246 247 areas such as dungeon corridors. Damage .600 (E) 247 3-36 23 R 9 1-4 Not effective beyond this range.
Win, 200 247 27 241 207 247 ie aluays ehared. S8 ) 3 220 8 100 8 156 As sbove beyond this range.
16in. 3000 27 247 27 27 27 j2ga. (S) 3 4-32  Not effective beyond 30 yards.

DH Damage Core 1/8 2/8 3/8 16 ga. {SE g g-?g :s ﬂ:g;: :gg:g §3 ;:m:
Siu n” POy ) 1, A, K) iﬂll’l 0 ga. S - S 3 .
( i o) - ° ° ﬁ]ogga. (s)s 1-12 As above in all respects.
20mm 6-60 36 32 20 10 ACP means Armor Class Penetration.
25m 6-72 40 36 b 12 C) means Carbine round.
30mm 8-80 4 40 27 14 R) means Rifle round.
37mm 9-90 48 [ 30 17 E) means Elephant/big game round.
10-100 50 48 32 16 MK) means Musket ball.
57mm 12-144 60 56 38 20 S) means Shotgun round.
75mm 15-180 80 72 48 24 mm means millimeter.
88mm 16-192 100 88 60 30 in. means inch.
105mm 18-216 150 132 88 4" MBD means maximum blast diameter. |
Sin. 12-240 180 175 118 60 OH means Divect Hit,
5.5in. 14-280 200 185 124 64 A "core" hit 1s 1ike a shell going
64n. 15-300 240 225 150 75 off on the ground between your
8in. 18-360 300 280 187 94 lege. Not direct but as close as
14n. 20-400 400 375 250 125 possible otherwise.
141in. 25-500 600 560 374 188

161n. 30-600 880 820 547 274
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8 GENERAL HIRELING COST LIST (MONTHLY ONLY)
EXPERIENCE CHART FOR MONSTER SLAYING Type of Hireling Cost Cost Per Level Over lat Avatlability
STZE OF NONSTER  BASE  POISON/VEWONS  EREATR/SIORING NAGIK ALL OTHER EXTRAS Achemist 100 150 per m,,} per m:: 1g: c:.nc. a:c: m::
Astrol 100 100 per level per month. chance eac .
l/zt::nl:: :'B” }g lg }g }g 13 A::n".}r:?' 10 5 per level per month. 20% chance each month.
4 to 2+1 HD 20 15 20 20 15 Assassin 200* 100 per level per month. 1% chance each month.
ll:: to 31 HD 30 25 30 30 25 Beast Master 2? ;(5) per }eve} per mon::. ;g: g::::: ::z: m:::
Engineer 7 per level per month. .
== :g 5‘:} % gg ;g ;g ;g ;8 S:gem 200 50 per level per month. 15% chance each mon:h.
up to 6+1 HD 130 120 125 126 120 Servant/Helpers 2.5 .5 per level per month. 50% chance euc: mth
up to 741 HD 205 195 200 200 195 Ship Captain 254 15 per level per month. 5% chance uc" month.
up to 841 HD 330 320 325 328 320 Ship Officer 15 5 per level per month. 15% chance eaci‘ month.
up to 941 HD 480 470 475 475 470 Ship Crewman 5 1.5 per level per month. 75% chance each mon h
up to 10+1 KD 655 645 650 650 645 Smith 25 §5 per level per month. 25% chance each mon:h.
up to 12+1 HD 880 870 875 875 870 Smith's Helper 3.5 .5 per level per month. 35% chance each month.
BuwiE MR bR pE o u
up to 0 i »42! 2420
sumil B MR Je um -
up » » 2,175 »170
up to 2241 HD 2,680  2.670 2,675 2,635 2.670 Rank Base Pay War Bonus Brotio Beaste Bowus  Special Weapons Pay
up to 2441 HD 3,180 3,170 3,175 3,175 3,170 25 20 S 20
up to 28+1 HD 3,680 3,670 3,675 3,675 3,670 General 80 20 15 12.5
Miewrs  OROMR o fm g et " i
arger HD »600 »000 5,00 5,000 ,000 I nt 2 13 ;.5 g
This chart is intended to give a sirple base from which to work for computing the value Sergeant 9 1; 5 1.5 4
of monsters slain in combat efther phystcally or magikally. Below is an example of how Corporal 1.5 - 1.5 2
the chart works: Lance Corporal 6 6 . !
Common Soldier 5 5 1 5 5
A seventh level mage, a third Tevel fighter and two fourth level thieves have slain a 4+1 Militia 3 % ‘25 .25
HD medusa wearing +2 plate armour/+3 shield, that was carrying a vorpal scimitar +3. She Recruit 1.5 °
s worth a base 50 points plus 45 for her stoning abi1ity, plus 45 each for her magik shield NOTES
and magik amour, and gets another 45 because of her vorpal scimitar for a total point value

of 225 points. That is digided among her slayers (225 + 4 = 56.25 or 56 points per slayer,
as the point is always rounded to the nearest whole number). As the two fourth level thieves
and the third level fighter were, at best, only equal to the slain medusa's HD, they get the
{uu base point value of their share of points for killing her. However, as the seventh

evel mage was three (3) levels higher than his opponent, he only gets 70% of the base points
or 56 x .70 = 45.5 or 46 points for the mage. This is because for every level in sise/level
difference, 10% of the base points are subtraoted. Thus, a tenth level fighter that slays

2 simple first level animal worth 15 points, would only get 15 points less 90% (the nine
level difference, remember?), or 1.5 points rounded up to 2 pofnts! Not really a suitable
opponent for a really experienced fighter. As you can see, the points get a ot higher as
the HD increases, so that even though 1t takes more expertence points to progress in the
higher levels, the opponents are commensurate pofntwise and toughness-wise.

Avaflability refers to the chances of being able to hire one, 1n a fairly large ofty.

War Bonus pay is only paid for actual wartime service.

Exotic Beasts Pay is for all non-standard animals/beasts that are either ridden, handled
or otherwise worked with by the soldiers.

Special Weapons Pay only goes to soldiers wielding or working with very exotic and powerful
weapons personally.
* Refers to a retainer as a "House Assassin” only; each "Hit" must also be paid for.

** Refars to & shiplees Captain. One who owns his/her own vessel can ask and get whatever
they ask for and the treffic will bear,

le
that "noble” soldiers such as knights or other highborn types could cost a who
?Wr; than the base scale indicates, the exact price being determined by the DM's own
cultural/sociological set up of his/her world.
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MAGIK ITEM PRICE LIST MAGIK ITEM PRICE LIST 38

37 MULTIVERSAL TRADING CO. continued
ITEM BASE PRICE ADDED COST FACTORS e BASE PRICE ADDED COST FACTORS
Flying Broom 6,500 "None " "
2,500 per "Plus "As above.
;l;;:gkCarpet lg:ggg ::::zﬁeg‘;7:26;;t:1::¥r00f1ng’ ste- ::};57;:§;e::mour Use the "broadsword” 1istings under magik weaponry.

!
=:g:: ag:g:czf°21gg;ggﬂ9 g:ggg 3325 This is just a base 1ist from which to work, use what you 1ike, and add all you want
Magfk Lyre of Construction 50,000 Actual materials ft is made of.

Chimes of Knocking 12,500 As above, usually gem encrusted.

Ropes of Magik Types 250-500 per foot
Horns of Nordfc Magik 25,000-75,000

8ag of Enormous Holding 3,500

Stasis Bag of Enormous Holding 5,000

Pouch of Extra Holding 1,500

Pouch of Magik Beans 5,000
Pouch of Magtk Tricks 7,500
Cards of Many Magtk Things 100,000

Efreet Calling Items 8,500

D{inn Calling Items 10,000

Elemental Summoning Devices 25,000

Magik Powder of Appearing 175 per pinch
Magik Powder of Disappearing 200 per pinch
One Use Magfk "Walls" 25 per sq. ft.

Magik Transportable Hole 4,500

Portable Magik Door 7,500

Candles of Power 0,000
1,000-10,000/stick

Magik Chalk

Magik Make Up 10,000 per ounce
“Gate” Devices 100,000

Athames 5,000

Magik Strin

? 1,000 per foot
Magik Umbrellas 10,000

Gauntlets of Super Strength up to 100,000
Aphrodisiacs 100-10,000 per does
Bracers of Magtkal Defending 1,000 per "Plus”
sses 1,500

Lighters/1ight fire devices 25-2,500

Flash1ights/1ight casters 101-10,000
Wineskin of Capacious Holding 100/25 gal.
Automatic Lookouts, etc. 50-10,000

Automatic Scouts, etc. 500-25,000
Jug of Infinfte Waters 3,750
Alembic of Alchemy 10,000
Vial of Infinite Potions 10,000

Crystal Balls
Magik Mirrors
Boots of Flight .
Boots of Great Speed 2,500
Boots of Mighty Leaping 2,500
Boots of Walking on Anything 5,000

Shields 1,250 per "Plus"
Leather Armour (A11 Types) 1,500 per "Plus"
Chain/Scale Armour 1,750 per "Plus"
Half Plate Armour 2,000 per "Plus"

5,000 plus 1,500 for each additiona
gsoggr Crystal Balls, but 2,500 per each power.

None
Actual construction materials.
As above.
As above.
As above.
The more beans, the higher value (+1,000).
The g;eater the called beasts, added cost.
one
Actual constructfon material adds cost.
As above, usually gem studded.
As above.
None
None
None
None
Size, the larger, the door, the more cost.
Varies by ts magik usage and potency.
Varfes by potency and size of stick.
As above.
The larger and more distant the gate, the
more ft costs. Alsc its portabtlity helps.
Most are gem encrusted, precious metal, so
that adds cost as does {ts magik potency.
None
Actual construction materfal may add cost.
The more strength, the more cost.
Varfes by potency and number of doses.
Varfes according to materfal it's made of.
Considered "Techno Magik."
Considered "Minor, but useful magik."
As above, Techno or otherwise.

capacity As above.

As above.

As above.

Depends on compositfon.

As above.

Depends on the gotion it spews forth.
power. Fairly rare.

Rarer still,

Varfable depending on speed of flight.

As above but for ground speed.

As above but for distance per jump.

Super rare.

Can vary according to extra powers.

As above.

As above.

As above.
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Basie Each

Item Charge
Rin 100
Amulets 150
Jewelry 250
Helms 1,000
Cloaks 750
Clothing 875
Robes 975
Wands 50
Rods 100
Staffs 250

40

SCROLL VALUE CHART
PRICE LIST FOR SPECIALTY MAGIK ITEMS MULTIVERSAL MAGIK

tinued
MULTIVERSAL TRADING CO. con SELF
HER

Each Each Each Each ENT FIRE PROOF ACID PROOF PROTECTING OT!
Offensive Defensive Detect Command  Flight Teleport All Other SCROLL TYPE PER LEVEL PER USE PERMANI 000 675

Power Pouer  Ability Ability Ability Ability Abilities initate 500 750 7,500 ;gg ;gg 5.375 2

Annihila ,000 '

1,50 1,50 1,500 2,500 3,500 5,000 1,000 Polymorph s B 00 1.000 1,000 2,500 300

1,250 1,250 1,750 2,000 2,500 5,000 1,250 Change Shape ;25 228 1,250 300 400 e 200

1,500 1,500 1,500 1,500 3,000 7,500 1,500 Telekinesis 5 250 1.675 325 325 4 500

1,000 1.500 2,500 3,500 5,000 10,000 2,500 Other Psychic 3 0 500 1-10,000 500 500

1,500 1,750 1,750 2,750 3,500 7,500 2,000 Cures/Heals 50

1,875 1,875 1,875 3,875 2,876 7,750 1,000

1,375 1,575 1,750 2,250 3,375 9,750 1,375 NOTES

L0 000 1000 1,500 2800 450 1,000
» , 1,50 2,500 3,500 7,500 1.500

he relative value of certain type
- o " e e e 178 These charts are here simply to givep*::s:n 1dea :: :h:t e erid can be YBe want

magik scrolls, gadgets and golems. y because "it's in the book.™ That

1

n't use everything that you read simp

GOLEM VALUE CHART :: :od::& eig.dose creative, and make your own charts. ‘ 1y right, but 1t's

(Base in Parens) MAGIK  MAGIK MAGIK  INDEPERDENT ALL Here 1s a handy way to Figure out wet measures (I know it s not exaCtly LR S8 oy

TYPE OF GOLEM SPEAX ATTACK DEFENSE  HASTE  FLICHT SPECIALTIES OPERATION OTHER how 1t is done 1: Qzlmulti:er;:);o:txla}sii luggzgfvl‘"1"esk1n is 2 quarts;'a keg is a ga}!on;
's a small bottle; a lar i . “Royal Cask" is

Flesh (10,000) 500 1,500 1,500 2,000 3,000 5,000 5,000 1,500 ﬁ'::;snead is 3 gallons; a barrel is 5 gallons; aigask :§ 2089‘112“3;yf":n: most. conmon

Clay (15,000) 650 1,875 1,875 2,500 3,750 5,775 5,975 1,750 55 gallons. Screwy, but it serves the purpose quite ¥:h°ﬁ h {wo pint flagons are fairly

Stone (20,000) 750 2,500 2,500 3,250 4,500 6,500 7,250 2,000 measure of ale or beer bought is a one pint flagon, a g

Iron (35,000) 975 3,250 3,250 4,000 5,250 7,250 8,000 2,750 common also.

Bronze (45,000 1,000 4,000 4,000 5,000 6,000 8,000 9,000 3,500

Copper (40,000 1,000 3,750 3,750 4,500 5,825 7,925 8,875 3,000

Silver (50,000 1,506 5,000 5,000 6,000 7,000 9,000 10,000 4,000

Gold (75,000) 2,500 10,000 10,000 10,000 10,000 10,000 12,500 5,000

Orichalcum (100,000) 3,000 15,000 15,000 15,000 15,000 15,000 15,000 7,500

Adamantine (88,500) 2,875 12,500 12,500 12,500 12,500 12,500 12,500 6,500

Tar (12,500) §75 1,625 1,625 2,000 3,000 5,375 5,585 1,665

Green STime (50,000)1,000 1,450 1,450 1,450 2,450 3,450 3,750 1,450

Snow (12,500) 1,000 1,000 1,000 1,000 1,500 1,500 10,000 2,500

Diamond (500,000) 15,000 15,000 15,000 15,000 15,000 15,000 25,000 20,000

Shadow (250,000) 12,500 12,500 12,500 12,500 12,500 12,500 17,500 15,000

Light (250,000) 12,500 12,500 12,500 12,500 12,500 12,500 15,000 12,500

Any Robot (25,000) 1,000 100,000 100,000 100,000 100,000 10,000 100,000 50,000

SCROLL TYPE

Attack
Defense
Conjuration
Gate
Teleport
Pass Matter
F14 ght
Capture
Mesmerize
Control

MULTIVERSAL MAGIK SCROLL VALUE CHART

SELF
PER LBVEL PER USE PERMANENT FIRE PROOF ACID PROOF PROTECTING OTHER
100 100 1,500 250 250 1,500 250
100 100 1,500 250 250 750 225
250 250 1,875 300 300 1,250 275
500 1,000 10,000 1,000 1,000 2,500 750
375 375 2,250 500 500 1,500 335
325 325 2,375 400 400 1,375 325 = y
300 300 2,000 375 375 1,325 300 f & ; : v, o ;
400 325 2,000 445 445 1,445 345 i . 7 Ry
285 250 1,475 225 225 975 200 il s o
450 400 3,500 500 500 1,750 335

The lerror’, Yat ontf &

==
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P PRICE EXAMPLES FOR THE ARDUINIAN UNIVERSE

Pint of ale. 1 Ha! and up.

1 1b. bag of salt. 1 si'lm"':enny. P

Bale of hay. 3-5 copper minums.

Lu;?e wooden chest with Tock. 1-7 silver pennies and up.
Having a horseshoe put on. 1-5 pennfes.

Matling a Tetter (Pony Mail). 1 pemny.

Bottle of wine. 1 penny and up. Varfes widel M
Bottle of horse 1imiment. 1 Ha'penny and up. Seldom ;or: {h:’; SI:O::::;
Having a weapon silver coated. 20-50% of the cost of the weapon. Varies by location.**

Leather map. 1 gold sovereign and up. The larger the area that the

Depends on the locale.

A very important staple.
Depends on the season.
Depends on workmanship,
Depends on the Tocation.
More for foreign destinae
tions.

map shows, the more it costs.

* & 1-penny bottle of wine is pretty bad, and is usually called (dero

uke "01d Olfphant Puke,” "Panther Piss,” and the 11ke.y ( gutortally) by names
The silver coating on a weapon is worn off in combat at the rate of 10% per hit, thus if

fn a sing]e battle a person Tands ten (10) hits, when the wrajths appear five minutes later,

you haven't ?ot & stlver weapon with which te fight! Sure, you still have a perfectly good

1ron or steel blade, but that hasn't cut an undead monster Tately! So it pays to have a

reserve weapon, and to recoat weapons regularly.

ROPE BREAKAGE CHART

1-10" 11-80' 21-30' $1-40' 41-50' 51'+ Remember this is for a common
wEIGHT DROP DROP DRoOP DROP DROP  DROP rope tiee'l to a person/weight.

THERE IS A WEIGHT PENALTY FOR THE
500 Tbs. 508 60% 708  BOY 90X 1008  VARIOUS A ;

450 bs. A0S SOS 605 705 80X 905  Beious | OUR CLASSES WORN; SEE
0% 508 60% 708 80x

350 1bs. 25% 35§ 455 558 658 758 AC 2 or 3 is .
300Tbs. 208 308 408 505 608 708 AC 4 or5 s 50 Tbs.
250 Tbs. 15% 25%  35% 458 55% 658 AC6 or 7 fs

200 1bs. 10 205 308 401 s08  60%
150 Tbs. 7% 158  25¢  35%  45%  s5%
00 1bs. 4% 10X 208 305 408 508
50Tbs. 1% 5% 155 258 3% 45y

Other equfpment such as full back
packs and the Tike should also be
considered on the breakage chart.

This chart s for use in instances 1ike when a roped-off point man falls through a trap door

in a corridor, or when a party is roped off and climbing a cliff, et
be exercised in the DM's adjudication at all times. » ote. Comon sense should

MULTIVERSAL TRADING COMPANY 42
PRICE LIST FOR GOODS

ARMOUR TOOLS MISCELLANEOUS EQUIPMENT
Leather, studded 20-50 Sledgehammer, 2 1b, 2 Tacks, Brass, per 50 75
Leather, banded 22-55 Sledgehammer, 5 1b. 3 Caltrops, Iron, each 1.25
Chain, light 33-88 Sledgehammer, 10 1b. § Matches, per 100 .25
Half plate 40-200 Ice pick, fron 1 Matches, waterproof,per10 1.5
Full helm 12-24 Ice axe, steel 35 Bugle, brass 2.5-25

Bilge pump, 4 man 250 Lyre, common 7.5-12%
WEAPONRY 8i1ge pump, hand 45 Mandolin, common 3.5-100
2-handed sword 8-20  Steel fish hooks (ea.), Bagpipes. common 5-500
Martobarbuli, ea. 3-7.5 very small .10 Heliograph 125
Chakra 3-7.5 small .25 Papyrus, per 36" x 12" 1.5
8Tow gun 3.5-12.5  medium .50 Paper, per 8" x 11" 2.5
Darts for above .75-2.5 large .75 Vellum, per 12" square 1.28
Shurfken 1-3 very large 1.25 Snuff, per 1 oz. tin .25-25
Double dagger 5-25 giant

Triple dagrr 7.5-35
Bullwhip, 12'

§-25 CAMPING GEAR
Javelin, light 2.5-7.5 Tent, 1 man

2.5 Tobacco, per 6 oz. pouch .75-;.;:

String, per 500'

Pins/Needles per dozen with )
10-20 Thimble (all steel) 1.25

Javelin, heavy 3-9 Tent, 2 man 12-25 Flint/steel .
Spear, 5', throwing 3-9 Tent, 4 man 15-35 Quills, per dozen 75
Tent, B man 20-60 Ink, per 8 oz. jar 1.5
MEDICINES ETC. (per dose) Tent, 12 man 35-125 Ink, waterproof, per 1 oz. 2.5
Golden Centaur Salve 1,500 Tent, 20 man 50-500 Rubber, raw, per ounce 2.5
ETf Tea 250 Pot, lar 3 Paste, per 16 oz. Jar .5
Pixie Wine 10,000 Pot, small 1.5 Glue, per 8 oz, jar .75
Pan, large 2.5 Paint, water based, per qt 1.25
STEEDS AND EQUIPMENT Pan, small 1 Paint, 01l based, per tube .75
War Pony 45-9% Knife/fork/spoon .5 Cage, iron, 1' cube 2.5
Destrier 275-550 Cage, iron, 3' cube 7.5
War Ass 33-66 MISCELLANEOUS EQUIPMENT
Small Buggy 75-250 Snowshoes 1.5-15  NISCELLANEOUS ITENS
Large Buggy 100-500 Climbing Spikes (pair) Chalk, per stick .05
1 Man Chariot 75-100 copper 1
2 Man Chariot 85-135 bronze 1.5
4 Man Chariot 95-175 iron 2.5
2 Horse Coach 125-375 Jar, Pottery, small .25
4 Horse Coach 150-450 Jar, Pottery, medium .50
g Horse Coach ;;g-g;g gar, Potter{i large ;g NOTES
Horse Coach - ponge, sma .
- . Remember, these are prices
12 Horse Coach 300-3,000 §,’:§:g§: '{':ﬂ;ﬂ“ g 5 for the Arduin multiverse, so
BOATS ETC. Chest, Wood, small 1.5-25 feel free to use what you
Kayak 100 Chest, Wood, medium 2.5-50 1ike, modify what you need
Felucca 5,000-9,750 Chest, Wood, Targe 5 and throw out what you can't
Dhow 5,500-10,000  Vial, glass 1.5 use. The game is based on
Junk 6,000-12,500  Flask, tin 1.5  how each eeparate DM sees it,

Quadreme, Light 40,000-80,000
Quadreme, Heavy 47,500-100,000

CORRECTIONS T0 VOLUME ONE

The 1isted prices for garlic,
wolfbane, belladonna, and oil
was in SILVER PENNIES, not G.S.
The price of large and small
bags was in COPPER PEWNIES.
Torches were in SILVER PENNIES.
A1l "Mithril," "Adamantine,"
and the Tike items were alloys,
NOT PURE METALS.

Bottle, Pottery, small .35
Bottle, Pottery, large .75

Keg, Wood .95
Hogshead, Wood 1.5
Barrel, Wood 3.28
Cask, Wood 5

Cask, Wood, Royal 15

so Tet your prices reflect
your world's culture, and
your ideas.



43 VALUE CHART FOR COINAGE
COMPOSITION  SHAPE NAME VALUE NOTES/PURCHASE POWER
Copper round Minum 1% / sflver
_ penny. The price of
g:g::: ::::g ga'Penny 10%/si1ver penny. The 5unnnn°ma=':m:l}1;'§:?n1°'f'
enny 20%/si1ver penny. Wi1l buy enough food for one meal.

Silver round Silver Penny 10%/
gold sovereign. A night's f
Silver round Buckler 12.5% gold sovere1gn.Callgd “Theoggi?:g'logg::?;

Silver triangle Heater 33.3% gold
. sovereign.Palmist's/seer’
g}}::: :g:nd ::und 1/2 go$d sovereign. The average b:1:ecg:t“:::e:::1ﬁe.
e, . d 2 gold sovereigns. Average temple offering. )
S iveel -y Euorn 1-1/2 gold sovereigns.Usual elven medium of exchange
Hilad suse, nt 3 gold sovereigns. Usual elven hoard coinage. )
B ’ a; Heart 1 royal sovereign. Used between elves only
Fectrum s;uare EXaL/Hand 5 silver pennies. Normal Bard's pay for a'performance
Goss S ereon 1/; c 3 gold crowns. The average so¥d1er's "squeeze." )
b 6-s1dgg . rown 1/4 gold sovereign. Most ferry rides cost this much
gold Talded Soverelgn  1ocsiirer pecrsion- The price of & veman s “favours.”
S, month's "common" .
gg}g g::ugon labyﬂ Sovereign 5 gold sovereigns. A month's wages :orw:g::mn soldier
i i S:: 5 royal sovereigns. A month's wages for an officer, )
piatinm st Hy r 1 royal sovereign. Mainly a Dwarven medium of exchange
M o nor 3 stars. A common Owarf hoard item )
sl 12-s’ged Niner 9 gold sovereigns. Used commonly by gnomes )
el ';:"ded :;rd ¢ 12 gold sovereigns. Commonly used by T1tans:
e il Te;::e g ;?{:lt:overeigns. ::edbby elves in trade with Dwarves.
Adamantine round Luna . monly”
33::::;1:; sphese gr? r g ?l::::f. g:mr::l{ seen in royal treasuries,
roun olar 5 lunars. )
8::2::}cum :X: Constellation 4 soIa::. :§°:303§.1e°°"d oAl b0 cisson falks
Blue Ja::m tiiangle 2:€k° ?/;O;g;:'crown gsed :n Ky pche dread Xthet.
Green Jade square Agat 1 gold crown. A;OTbo:g?nd.ry hra and the east.

Red Jade round Shagat

Black Jade octagon Gort 1 gold sovereign. As above.

1 royal sovereign. As above.

Ivory cube Ty 1 ro
yal sovereign. From the jungles o
grass round Bluker 1/2 a Ha'penny. From the {osg cit, foza?:::"d.
rass square Telk 1 Ha’penny. As above Y -
¥1cke1 round Staad 1 penny. As nbove.
Ir:n square Volk 25% silver penny. As above:
o ro:nd Rilk 1/2 copper minum. From dread Marmochand.
it spbere Twaal 7 gold sovereigns. From far Tasalla.
cube Bann 4 gold sovereigns. From the Oreaming Isles.

These are just a few of the coins and other mediums of exchange extant in the Arduinian

universe. They are here
o ey up w1¥h yourse]f?o act as an example, so use your own imagination and see what you

ITEM

white diamond
Orange diamond
Yellow diamond
pink diamond
Green diamond
Blue diamond

Red diamond
Lavender diamond
Black diamond
Rainbow diamond

Emerald

Blue Topaz
Yellow Topaz
Smoky Topaz
Moons tone

VALUE

375 G.S./carat
395 G.S./carat
400 G.S./carat
450 G.S./carat
475 G.S./carat
500 G.S./carat
650 G.S./carat
725 G.S./carat
775 G.S./carat
1,000 G.S./carat

750 G.S./carat
125 G.S./carat
140 G.S./carat
175 G.S./carat
175 G.S./carat

Amethyst of all colors 150 G.S./carat

Star Tears

Sun Drops

Orc Eyes

A1l other Agate
Tourmaline
Aguamarine
Common Opals
Fire Opals

Sea Opals
Black Opals
Demon Eyes
Thunderstones
Firestars
Common Rubies
Black Rubies
Star Rubies
Common Sapphfres
Siar Sapphires
Garnets
Dunestars
Dragon Tears
Chrysophrase
Heliotrope
Peridot

Carbuncle
Snow Tears
Heart Stones
E1f Stones
Dwarf Nodes
Lodestones
Bloods tone
Amber
Carnelian
Sardonyx
Chalcedony
Ebony
Turquoise
Lapis Lazuli

1,125 G.S./carat
975 G.S./carat
33 G.S./carat
20 6.S./carat
105 G.S./carat
135 G.S./carat
250 G.S./carat
335 G.S./carat
350 G.S./carat
440 G.S./carat
995 G.S./carat
800 G.S./carat
885 G.S./carat
500 G.S./carat
630 G.S./carat
660 G.S./carat
320 G.S./carat
395 G.S./carat
40 G.S./carat
615 G.S./carat

PRECIOUS AND SEMI-PRECIOUS GEMS, AND OTHER VALUABLES 44

NOTES AND COMMENTS

Most common dfamond.
Fatrly common type.
Usually found in/near mithril mines.
Usually associated with new volcanoes.
Called Sea Diamonds.
Usually found in/near tin & silver mines.
Associated with Balrogs and lesser demons.
Usually seen only fn E1f hoards.
Assocfated with greater demons.
The rarest of rare, associated with the
dread Elder Gods and their fell rites.
The gem of royalty, highly prized.
Fafrly common stone.
As above.
The rarest topaz, still fafrly common.
Prized by Hobbits.
Nearly the most comnon gem in Arduin.
One of the rarest stones in existence.
Holds the warmth of the sun and glows!
A form of agate, hated by true Orcsi
The most common stone in Arduin.
Fairly rare, and prized by Centaurs.
Prized by Dryads and other forest folk.
Prized by most humans, and by Saurigs.
Prized by goblinc above all other gems.
A common Sea E1f trade item.
Usually assoctated with graveyards, etc.
Alchemists use them in their work.
A shocking gem to say the least!
Very rare, as they originate off-planet.
Prized as a standard Trader's ftem.
Assoctated usually with Amazon Royalty.
Fairly rare, prized by Phraints.
One of the most common of all gems.
Prized by seafarers as trade items.
Very common semi-precious gem.
Found in mirage oases only.
Usually associated with dragon hoards.
Common semi-precious gem of jungle areas.
Common in desert areas.
So common in some areas ft s used to pave
the streets! Unknown in other areas.
About as the above semf-precious gem.
So cold, they'll freeze water!
Assocfated with Star Powered Mages.
As the name implies.
Ditto.
Prized by travelers worldwide.
Used to carve perfume bottles from.
Prized by Drufds and Barbarians.
Prized by mages for magikal usage.
Used as a substitute for carnelian.
Used 1ike bloodstone.
Used worldwide for religfous icons, etc.
Used as inlay, etc., worldwide; it's rare.
As above, but much rarer.



45 PRECIOUS AND SEMI-PRECIOUS GEMS, AND OTHER VALUABLES, continued

ITEM VALUE NOTES AND COMMENTS
White pear) 35 6.5./1/4" diameter  The most common type of pearl.
Orange pear) 30 " » " Found in tropic seas only.
Pink pear) 60 " " " Found in mermaid hoards mostly.
Yellow pear) 7% " " " Highly prized by Amazons.
Green pear) 95 * " " Also called "Sea Pearls."
Red pear! 15 " " " Prized highly by nixfes and pixfes.
Blue pear) 136 " " " Found only fn polar seas.
Black pear) 150 " b " Prized by Alchemists for potion making.
Silver pear) 152 *» " . Prized by witch doctors for healing potions.
Gold pear! 155 * # o Found in dragon turtle hoards only.
Lavender pear) 176 * " b Extremely rare; ortginate off-world.
Rainbow pearl 185 * " 2 So rare, only three are known to exist.

Triton Eyes (petrified)
Dragon Eyes " 1

Ambergris

Raw Spider S{1k
Green jade
Yellow jade
Pink jade
Blue jade
White jade
Red jade
Purple jade
Black jade
Clear crystal
Pink crystal
Yellow crystal
Green crystal
Blue crystal
ged crystal .
range crysta
Purp?: crystal
Maroon crystal
Black crystal
White marble
Pink marble
Yellow marble
Green marble
Blue marble
Black marble
Lavender marble
d marble
Orange marble
Any silver veined marble
Any gold veined marble
Ratnbow marble
White coral (polished)
Pink coral .
Yellow coral *
Orange coral "
Green coral "
Blue coral "
Red coral "

5
225 G.S./each

+500 G.S./each
1,000 6.S./ounce

80 6.S./sq. foot
100 6.S./ounce
105 6.S./ounce
110 6.5./ounce
125 6.S./ounce
135 G.S./ounce
150 6.S./ounce
175 6.S./ounce
185 6.S./ounce

Used by mages n necromantic arts.
Prized by rich merchants as a sign of
great wealth and power.

The main essence for perfume, thus highly
prized by the perfume makers, also very
rare in a fresh state.

That's for 1/4" twisted rope form.
The most common jade.

Prized highly by Amazons.

Usually found in Pixie hoards.
Found only in the Thunder Mountains.
Highly prized by Gnomes.

Revered by Priests of Set.

Found only fn dread Marmachand.
The rarest of a1l jades.

The most common "fine" crystal.
Common in the Mickleback Mountains.
Found in the Scorpion Mountains.
Also called "Sea Glass."

Prized by mages for potion holders.
Prized by clerics for amulets.
Found only in Tharkalla.

Prized by elves for wall facings.
Very rare, seldom seen by men.
Found in dread Marmachand only.
The most common "fine" marble.
Abounds 1n Arduin.

Prized by Amazons.

Found mostly in the Dreaming Isles.
Used untversally for palace walls.
Found only in Morvaen.

Prized by elves 1n home building.
Used in Temples of Set.

Rare now, used to come from Akkon.
Fairly rare, used in palaces

Very rare, used in palaces also.
From of f-world, EXTREMELY rare.
Most common "gem quality” coral.
Common in all but arctic seas.
Prized by Amazons.

Found only in tropfc seas.

Most common Sea E1f trade coral.
Used by Alchemists tn potions.

Worn only by Courtesans.

PRECIOUS AND SEMI-PRECIOUS GEMS, AND OTHER VALUABLES, continued %6

ITEM VALUE VALUE
Black coral (polfshed) 25 G.S./pound
Purple coral " 28 G.S./pound
Rainbow coral " 30 G.S./pound
Stlver coral " 50 G.S./pound
Gold coral " 77 G.S./pound
Sard 16 G.S./pound
Jasper 24 G.S./pound
Petrified wood 10 G.S./pound
(polished)
Nacre 8 G.S./pound
Meteoritfc metal 250 G.S;/pound

e %

Meteoritic stone

100 G.S./pound
Dragon hide (uncured) ;00

G.S./
G.S./sq.ft. average

Demon hide (uncured) 00 G.S./sq.ft. average
Hydra's teeth (whole) 50 G.S./each
Unicorrs horn (whole) 1,000 G.S./ounce

Mummy dust 300 G.S./pound
Kraken's ink 50 G.S./ounce

Hemp 50 G.S./ounce

Opium 100 G.S./ounce
Psychedeltc mushrooms, Up to 250 G.S./ounce

etc.

Mari juana 35 G.S./ounce
Quinine 45 6.S./pint

Black powder, also
called boom dust or
bang dirt.

500 G.S./ounce

Common black obsidian 10 6.5./100 pounds
Green obsfdian 18 6.S./100 pounds
Red obsidian 25 G.5./100 pounds
Hands of Glory 1,500 G.S./each

NOTES AND COMMENTS

Found off the coast of Marmachand,
Prized by Dryads and Nixfes.
Prized by Dragons.

The sign of lesser royalty; rave.
The sign of kings, very rare.
Fafrly abundant fn desert areas.
Usually found fn mountain areas.
Fairly rare fn the lands of men.

Used in alchemical experiments.
Prized by mages and dwarves.
Prized by clerics and alchemists.
Used to make magik leather armour.
Used by mages and alchemists.
Used as amulets and fn potions.
The most potent aphrodisfac known.
Used in potions and poultices.
Used in writing magik scrolls,
It's smoked in magik rites.

As above.

Ditto.

Used medicinally by the populace.
A$ above.
Used in esoteric rites and rituals.

Used in some temples as flooring.

As above,

Ditto.

Must be authenticated, used in magikal
rituals of the highest order.

This 1ist 1s by no means complete, so use it as a base from which to work.



47 NEW AND UNUSUAL SPELLS
MAGES' SPELLS

Name: TRENKOLE'S BASIC WEB SPELL Level: Ist Mama Cost: 1 Range: 30' Area Affected: 10
diameter sphere Duration: | minute Effects: A gossamer webbing of fiberglass-like fila-
ments entangle all within the target area. The webbing will hold any single creature up to
44D in size, two of 3HD size, four of 2HD size, efght of 1HD size, or up to twelve smaller
ones.

Name: QUARZALLA'S SPELL OF THE WONDROUS (or SUPER) WEBS Level: 2nd Mana Cost: 2

Range: 60' Area Affected: A 15' diameter sphere Duration: 3 minutes plus 1 minute for
each Tevel of experience over the 3rd the caster has Effects: Exactly as the 1st Tevel Basic
Basic Web Spell, only double its strength and effectiveness.

Name: FAFING-GHAR'S SPELL OF THE FIERY FLASH Level: 2nd Mana Cost: 2 Area Affected:

A 30" radius around the caster Effects: A terrifically brilliant flash of blinding white
1ight, much 1ike a giant flash buld going off. A1l within its area are blinded for 1010
melée turns and their eyes water and burn for an addftiona) 104 melée turns during which they
are -2 on all attack and defense. Each victim has a 5% chance of having been in the process
of blinking when the flash occurred and so suffer no i11 effects.

Fame: MWINDAN'S MIND MASK SPELL Level: 3rd Mana Cost: 3 for the first 10 minutes and 1
per minute thereafter Area Affected: The mage's mind Effects: The mage magikally overlays
his own mind's thoughts with a false one. Thus, an evil mage plotting murder cannot be found
out by ESP or other mental probes.

Name: HARGYN'S SPELL OF THE UNMASKED MIND Level: 3rd Mana Cost: 4 Range: 30' plus 10
per experience level over the 5th. Area Affected: 1 predetermined target's mind only, and
only 1f the target is actually visible. Effects: The caster has a chance to strip away any
mind masking spell the target may be using, and see the real thoughts behind them. However,
in order to do this, the unmasking spell must be successful, and then either telepathy, ESP,
a crystal bal), or some other spell or device must be used to probe the mind in question.
This spell only unmasks the mind, and does mot read it. The probability of a successful un-
masking fs 50% when the caster and the target are of the same experience level, and this will
efther increase or decrease by 10% per level difference from each other that they are.

Name: ANGBORN'S SPELL OF THE ABYSMAL ITCH Level: 3rd Mana Cost: 3 Range: 90' plus 10'
per experience level over the 5th Area Affected: 30° dfameter plus 3' in diameter addition-
a) per user level over the S5th Duration: 1 minute plus 1 melée turn for each user level
over the 5th  Effects: A1l within the area are immediately afflicted with a horrendous
ftching rash that totally inocapacitates all intelligent creatures up to 8 HD for 1 minute,
and has a residual effect of being so distracting for a further 9 minutes that all attack
and defense s at -4. A1l unintelligent creatures up to 12HD in size go mad, biting and
striking themselves until death or unconsciousness. All intelligent types over 8HD have the
10 minutes at -4 attack and defense, and a1l unintelligent types over 12HD but no larger than
20 HD also have the attack and defense penalty for 10 minutes. Larger types of either type
are not affected, and 1f the spell is reflected back to its caster by any means, he will re-
act Tike an unintelligent creature and scratch, bite and maul himself to death trying to calm
the blasted ftching!

Hame: RORGHULL'S ROT SPELL Level: 4th Mana Cost: 4 Range: 120' Area Affected: 60°
diameter sphere Duration: Until healed Effects: All within the area up to 8 HD rot at 1
point per melée round unless a save vs. magitk fs made, in which case they rot at 1 point per
minute. A1l larger types only rot at 1 point per minute, and 1f they save it has no effect
at all. If the spell is cast back to the caster for any reason, he will immediately rot for
1012 points, and at double the rate thereafter. Undead are never affected by this spell.

48
MAGES' SPELLS, continued

Name: VOOR-HING'S SPELL OF THE EATER FROM WITHIN Zevel: 7th Mana Cost: 9.5 Range: 90'
Duration: Until the host's death Area Affected: Any single visible target Effects: A one
inch in diameter blood red ball of 1ight zips from the caster's outstretched finger tip to
the target and disappears within him. The very next melée turn, unless countered with an im-
mediate disease curing ritual simultaneously with a magikal self healing (1ight or heavy)
spell, it will commence drafning 1 1ife level and "eating" the insides of fts host at 108
each and every melée turn. It will "1ive" and thus eat/drain for as many melée rounds as its
caster has experience levels over the 13th Tevel plus an fritfal six melée turns. While under
this form of attack, no sentient being can cast spells or the 1ike without rolling on the
Magik Fumble Chart in AG I *due to the intense pain), and all who try to fight have their
attack and defense reduced by -3. If thwarted for any reason from entering fts intended tar-
get, it will simply keep attacking the next closest target until it hits home. One attack
per melée round is all it gets, and each turn thus spent looking for a target of course shor-
tens fts "1ife" by one turn.

Name: ELRIC'S SPELL OF DISINTEGRATE MAGIK METAL Level: 8th Mana Cost: 20 Range: 30°
(it is a cone stretching that distance from the mage's finger tip; it is 20' wide at {ts
farthest reach) Area Affected: A1l within the cone Effecta: All metal of magikal manu-
facture, such as magik armour or weapons, are immediately disintegrated {f they fafl their
saving throw (at a -4 save) as outlined in AG I's Magikal Equipment Saving Throw Matrix.

Fame: ELRIC'S SPELL OF THE ASTRAL EYE Level: 9th Mana Cost: 10 plus 2.5 per minute over
the initial 5 minutes Duration: See Mana Cost Ralge: Up to 360' per melée tum Effects:
A 3" diameter palely glowing golden eye appears on the astral plane and can be sent flying

to explore said plane, The caster can see through it and can sense magtk like a 1st Tevel
detect magik spell. It can "drop out" from the astral plane to the “normal” plane and search
there also, but at only half its usual speed. Only magik higher than 5th level can affect it,
and only magik weapons of 3+ or better can hit it. Its AC s 242 and it can absordb up to 36
damage points before it {s destroyed. If it is destroyed, then the caster will take 2012
psychic attack damage (no saving roll).

Name: SAVOY'S STAR THUNDER SPELL Level: 10th Mana Cost: 18.5 R : 360*. Area Affec-
ted: A variable diameter sphere, 5'-50' Effeots: A scintillating multicolored 6" bal of
1ight zips from the caster's finger tip to detonate at the distance called out prior to fir-
ing. The blast does 4D8 sonic, 4D8 cold, 4D8 thtnin? damage, and causes paralysis. Also,
all within the sphere must save vs. blindness exactly like for a “Flash® spell. Thus the
victin(s) must make four saving throwe (no save for the sonic damage), and suffer accordingly.

Name: TALSO'S SPELL OF THE BLACK BINDING Level: 11th Mana Cost: 18.5 Area Affected:

See Effects Range: See Effects Duration: See Effects Effects: The mage purposively slays
a person within his magik pentacle of power, trapping the unfortunate's soul and life levels
and binding them to him. Thereafter, the dead man's life levels are drained or blasted away
instead of the mage's when attacked by undead or the like. Of course, when a1l of the dead
5erson'? 11;ellevels are gone, the mage loses his own, until he can perform another of these
read rituals

Name: MARYINDI'S SPELL OF THE ELEMENTAL SELF Level: 12th Mana Cost: 25 initfally, then

5 per each minute of transformation Duration: Variable Area Affected: Self only Effects:
The mage is transformed into a fully functional elemental of his choice of type. Full elemen-
tal powers are his, but for every minute in that form there fs a 10% chance of the change
being permanent and irrevocable. This chance {s Tessened by 1% for each level of experience
over the 24th the mage is.

Name: TIME LINING Level: 15th Mana Cost: 45 plus 15 per minute in time forward or 45
per minute fn time backward. Area Affected: Self only Effects: The mage literally time
travels (in place). However, any attempt to change past events causes the fabric of the

::Herselto “squeeze out" and eject into Limbo the "{rritant” that is causing the problem:
e mage
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Name: D'ALLON'S SPELL OF THE MIST OF BLACK MISERY Level: 4th
$ lana Cogt: .

::chhminute over the first 3 that the mage desires to throw (1t must be thrw: g’:::ae]!ysa:g;d

the inftial spell, as 1t can't be added later) Range: 60' Duration: See Mana Cost
Area Affected: Any single designated target regardless of sfze Effects: The victim becomes
wrapped in a clinging black mist that covers {t completely no matter where he/it goes. A1)
thus covered have every sense completely and 100% blocked, including True Sight, Psychic
ESP/Telepathy, smell, hearing and all others. The sensory deprivation IS TOTAL.

Name: QUERDLOE'S CLUMSY FIELD rLevel: 5th Mama Cost: 5 Areq Affected: 90' diameter
sphere around the caster (he is fmmune) Duration: § minutes Effects: Essentfally a "klutz"
fleld, al1 within 1t have al) attack and defense abilities mALVED for as long as they are in
the field, and for 108 melée turns after they leave it. Everyone in the field must make
ahility rolls each and every turn to see 1f they tripped and fell, and they must do the same
for dexterity to see if they dropped their weapons or other held {tems.

Name: THE CRIMSON BANDS OF CYTBRAKK Level: 5th Mana cost: 5.5 Range: 120' Duration:

10 minutes plus 1 minute per user's experience level over 9th Arga Affected: A 30' diameter
sphere Effects: The sphere forms of what look 1ike red silk ribbons or bands, with a pale
glow. A1l within the sphere of 14 HD or a Tesser size cannot break free. A1l larger types
break free in 20 melée rounds minus 1 melée round for each level over 14 that they are. The
sphere 1s 100% fire proof and acid enly does 1/4 damage to the bands. Cold makes them brittle

Fame: ELRIC'S ACID RAIN revel: 5th rage: 150° Mama Coat: 5.5 Duratiom: 10 minutes
Plus 1 minute per experence level ocver m Area Affected: A 20' by 10' area, starting at
a height pre-called by the caster (that fs deducted from the range of the spell) Effeots:
A purple and green mﬂin? cloud appears and 1t rafns fuming nitric acid into the area below
tself. Zesser wind spells will not budge ft, and lightning will cause the acid to explode fn
:’:M ;0' diameter fire ball, putting the rain out for 104 melée turns, but starting up again
reafter.

Bame: MERLIN'S SPELL OF TRUE SEEING Level: 6th Mmg Cost: 7.5 for the initfal hoyr and
2.5 per hour thereafter Iuration: See Mana Cost Area Affected: Self only Effects: The
mage will always see everything as 1t really 1s. Thus he would not even see an 11lusion, and
1f an 1nvisible person was around, he would see him. 1f a person has a face or body mask
type spell on to hide his looks, the mage wouldn't notice ft, simply seeing him as he actual y
was. You get the idea. The one thing that could fool this spell 1s Alagarn's Improved Invi-
31:'1‘}1 Spell (9th level), which fs effective 90% against true sfght (10% chance of it not
working).

Name: DAR-THOM'S DOOMLIGHT SPELL Level: 6th Mana Cost: 7.5 for the initial 3 minutes and
2.8 per minute that {s oaded/ fired over that (1t must al) be fired tnitfally as 1t can't be
added to later) 1nftfal 3 minutes Range: 90' Duration: See Mana Cost Areq Affected: A
30' diameter sphere x{fam: A deep blue glow fills the target area, and little statfc
1ightning sparks crackle from everything inside it. A1 up to 4HD must save vs. magik at -4
or die {mmedfately, and 1f a save is made, they are stunned for 108 melée turns. A1l over
4HD but not greater than 8HD make the same save at -2 and are only stunned for 1D4 turns.
A1) Yarger than that save at a nomal rate, and failure to make the save results in only 1
melée turn of being stunned. The Doomlight has absolutely no effect on undead, and all
dragons and dragon kind are simply tickled by tts Tight. "This spell will not work in di rect
sunlight, and functions best at night or deep into dark caverns or dungeons .

Fame: DAYALON'S DEATH STAR rgper: Tth Mana cost: 10 plus .5 per 10° over 120’ thrown
Ralr: 120' Blus Area Affected: Any single target up to twiocg the caster's own Effects:
A blue-white "star," 3' in diameter, flies from the caster's hand at 120°'turn and homeg in
on the designated target. A1l hit must save vs. 1ightning, cold, fear, and lose 1-3 1ife
levels. Its power s equal to the caster's own hit dice, but 1/2 value eqch divided between
cold and 1ightning. Note: It will detonate (30' globe) at the end of its maximum range if
no target has been hit.

NEW MAGIKAL SPELLS b2
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MAGES' SPELLS

Name: MIND FOCUS Level: 3rd Mana Cost: 8.5 Apeq Affected: Self only Effeot: It
allows a mage to memorize a spell, then “cover" it with this one so that when the time comes
to use the covered spell, the mage cannot be distracted nor interrupted, 30 that only the
death of the mage could cause the spell to misfire or fail to fire.

Fame: STARBUCK'S SUNLIGHT SERENADE Level: 4th Mana Cost: 4.5 plus 1.5 per minute over
the first. Range: 60' Areq Affected: 30' diameter area, 5°' wider per each level over
the level needed to use Effecta: A bright golden sunlight f111s the area and melodfous
music £i11s the afr. ANl undead save vs. magik or discorporate! A save sti1) drives them
out of the area. Orcs and other light sensitive types don't make saving rolls; they'1l just
refuse to enter the area!

Name: MEND SPELL Zevel: A4th Mana Cost: 2 plus 1 per 1 square foot "mended.” Arga
Affected: Limited only by mage's mana. Range: 30" plus 20" per mage's level. Effecta:
Same as Patch Spell, but for wood or metal or other hard substances. Duration: 20 minutes
Plus 10 minutes per .5 mana point used as “"glye."
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Fame: SALATYRA'S BASIC RITUAL OF THE RASSING THROUGH OF BRIARS AND OTHER LESSER PLANTS
Level: st Mama Cost: 1 plus .5 per 10' passed through over the first 10' Area Affected:
Self only Duration: Until completely passed through Effects: The Druid glows a pale
green and the briars and lesser plants writhe out of his way, forming {mmediately behind as
e passes.

Name: BALKMYR'S BASIC RITUAL OF THE CALLING OF THE LESSER WINDS Level: 2nd Mana Cost:

2 fnitially, and .5 per minute's use over the first Area Affected: Variable Range: Up to
120' Duration: See Mana Cost Effects: A wind or breeze is conjured that has sufficient
force to blow out candles and move gas at 10° per turn, for as long as the Druid powers it.

Name: XHERMAL'S PUISSANT COLOR OF MYSTICAL MAGIK Level: 3rd Mana Cost: 4 inftfally plus
1 per melée turn over the first 10 Area Affected: A 10' ty 10’ wall Range: Up to 60’
Duration: See Mana Cost Effects: An auroral wall of 'H?ht appears, dotng the following to
all who touch it: YELLOW will cause all up to 6 HD to fall asleep; BLUE causes paralysis;
RED does 2D20 heat damage; GREEN does 2D8 kinetic "punch" damage; VIOLET causes "fear;" GOLD
acts as a Clerical Undead Turn Away equivalent to the caster's own level; SILVER does 2020
cold damage; and finally, BLACK causes blindness. Note: The paralysis, sleep, and blind-
ness last for 1 minute plus 1 minute for each experience level the caster is over the 3rd.

Name: ARABUHL'S SPEAR OF FIRE SPELL ILevel: 4th Mana Cost: 4.5 Range: 90' plus 5' per
experience leve) over the level required for this spell's use Effects: A 7' long oaken
spear with a silver head flies fierily from the Druid's hand and attacks as a +3/+3 magik
flaming spear. It does normal spear damage plus 2D6 flame damage, and all undead must save
against fear or flee 1f struck. There is a 50% chance of all who are hit catching fire for
106 damage per melée turn for 106 melée turns.

Fame: TAORAEN'S SPELL OF THE FIELDS OF FAMINE Level: 5th Range: Around the spel) caster
Avea Affected: 30' radius plus an additional §' radius per caster’s level of experience over
the level required to use this spell Mana Cost: 6.5 Effects: A1l plant 1ife within the
prescribed radius withers and dies, turning black and crumbly. The ingestion of the blighted
plants, efther through eating or breathing the dust, causes acute nausea, vomiting, dizziness,
:nd h:s a 10% chance of causing death in 1020 minutes unless a cure dfsease ritual is per-
‘ormed.

Name: CUELCHAIN'S SPELL OF THE FOG OF FEARFUL EFFECT Level: 6th Mana Cost: 6.5 plus 1.5
per minute over the initfal 3 minutes Duration: See Mana Cost Range: 60' plus 10' per
experience level over the level required for use of this spell Area Affected: A wall 12’
long by 9* high by 3' thick, plus 1' added to each dimension for every level of experience
over that needed for use of this spell Effects: A blue-grey wall of roiling and writhing
fog that smells 1ike orange blossoms appears, and all who even tough it take 208 poison damage
and must save vs. confusfon or be totally confused and helpless for.1D12 melée turns. Addi-
tionally, all undead who touch it must save vs. fear at -5 or flee! Undead also suffer 2012
damage fnstead of 2D8.

Name: CHANCER'S SPELL OF THE GOLDEN FOG OF LIGHT AND REASON ILevel: 7th Mana Cost: 7.5
plus 1.5 per minute over the fnitial 5 minutes Duration: See Mana Cost Area Affected:

30' radfus around the caster Effects: A golden flowing fog pours from the Druid, within
which visibility s only 3' except for the Druid, who can see normally. A1l inside the fog,
which smells like honey and cinnamon, must save vs. magik at -5 or become immobilized in a
rapturous contemplation of the grandness of the great universe (they're happily befuddled and
bemused, feeling good will towards all, and with no desire to do anything except think nice
thoughts). Outside the fog, this effect will last for 1 minute for every level a victim is
less than the 20th level of experience. Undead, however, are affected differently, in that
they must save vs. magtk at -3, or discorporate entirely! If they save, they still suffer 106
damage per each level the spell caster s, and safd damage can regenerate only at 1 point per
day.
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CLERICAL SPELLS

. CRIMBLEY'S SPELL OF THE MENDING CLOTH Level: 1st Mana Coat: 1 per each 2 square
r;::i mended Area Affected: Variable Range: 3' Effecta: The cleric can magikally mend
cloth, leather and other "softer" substances at the rate of 2 square feet per 10 minutes,
uanless the ftem is magik, in which case it takes double the mana cost and triple the time.

. VELADORN'S SPELL OF THE FINDING OF DOORS MOST HIDDEN Level: 2nd Mgna Cost: 2
mﬁ Affected: 15' radius around the cleric Duration: 30 seconds Effects: A1l secret
doors and such are outlined in pale green 11ght exactly.

Name: TYR'S SPELL OF THE HEAVENLY UMBRELLA Level: 3rd Range: Above the cleric Duration:
5 minutes plus 1 minute per clerical level over 5th Mana Cost: 3 plus .5 per minute over
what the initial time is according to clerical level Effects: A pale green and shinmering
umbrella-1ike dome 5' across plus 1' per cleric’'s level over the 5th, appears above the cle-
ric's head, and 1t sheds all rain, 1iquid, ooze, slfme and the 1ike. However, it only covers
him down to his shoulders, so some might splash onto him if he's not careful.

Name: TUATHA'S RITUAL OF THE BINDING CHAINS OF LIGHT Level: 3rd Mana Cost: 4.5 plus 1.5
per minute's existence over the first 10 minutes Area Affected: Any single target Range:

3' Effects: Glowing chains of golden light form around the undead in question and bind him
so securely he cannot move, fly, become gaseous or otherwise get away. For each level the
cleric is, there is a 10% chance that the chains cannot be broken or gotten out of by the un-
dead. This is lessened by 3% per hit dice in size that the undead is larger than the clerie.
As this is a ritual, and 1t takes 3 minutes to complete, it is usually used in ptaning vam-
pires who are asleep to their coffins and the 1ike. It only affects undead. It is the only
known ritual that is always effective versus all undead (pursuant to the limitations described
above).

Name: CRIMBLEY'S SPELL OF THE MENDING WOOD Level: 3rd Mana Cost: 3 per 2 square feet of
mended wood Area Affected: Variable Range: 6' Effecte: Exactly as for the spell for
mending cloth, but for wood only.

. STANSON'S STONES TO SPIDERS SPELL Level: A4th Mana Cost: 4.5 Duration: 3 minutes
I}V?amee: S30' Area Affected: Variable Effecta: The cleric tosses sand, pebbles and rocks
while chanting this spell, and they metamorph into spiders. There will be 1 hit dice of 1/2
HD spiders (i.e., two of them) for each level of the cleric. Each spider can bite for 1
damage point, and has 108 venom that it can use in 1 to 8 bites at fts ¢'!1scre1:10n. They are
AC 8 and can move 20' every melee turn, with an ability to jump up to 3°.

Name: TUATHA'S ADVANCED RITUAL OF THE BINDING CHAINS OF LIGHT Level: 5th Range: 30'
Duration: 1 hour Mana Cost: 10 plus 3 per each 30 minutes thereafter Area Affected: Any
single undead target Effects: An advanced version of the 3rd 'Iﬁve'l ritual, this ritual can
be performed up to 1 hour prior to actually "casting the chains,” and thus used a little like
a spell. The chains will automatically hold all undead up to and including wights 1n‘power.
and all greater types have only a 10% chance ﬁer their own level larger than the cleric. If
the cleric §s a higher level than they are, they simply cannot break free. However, if they
are larger than the cleric and they do manage to break the chains, they will take 4D6 damage
that they can regenerate at only 1 point per day.

Name: CRIMBLEY'S SPELL OF THE MENDING METAL (LESSER) Level: 61:hl Mana Cost: 6 per each
2 square feet of metal mended Area Affected: Variable . Range: 9' Effects: Exactly as the
two lesser mending spells, except for metal. However, it can't repair intelligent metal.

Name: BADLEY'S SPELL OF THE MENDING METAL (GREATER) Level: 8th Mapa Cost: 10 per each
intelligence point of the metal (such as magik weapons sometimes have) Area Affected: Any
single intelligent metal object Range: 3' Effects: The item is comp'lete'l{ resto;eqism:%!a\rt
as a person is healed by a cleric. The process must be completed \;M:M gswaou;: eepa!r

or the "soul” of the metal object leaves fqr good. This is the only know y

broker magik weapons and retain oll o} their povers.
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1.
2.

CLERICAL SPELLS/HEALING/REGENERATING AND SUCH LIKE

A1) SPELLS that EBAL take one minute per each point of damage to fully heal.
Devices and other oursipe AGENCIES that cause regeneration heal at a rate of 3 points

per minute (troll-like); 6 points per minute (vampire-1ike); or 1 point per minute for all
others not specifiocally stated otherwise.

3.

"NATURAL" healing carries on regardless of the situation; however, Spell/Device healing

requires that the person being healed be resting and montionless during the entire healing
process. However, with devices (1.e., rings, etc.), a wearer will heal at 1/2 the 1isted
rate if he does not rest and stay still, as it fs the device working and not himself.

4,

Clerics and the Vike no have to memorize spectfic spells just as mages dol!l

5. A person may heal only the number of points equivalent to his constitution multiplied
by his level each day! That means he kimself repairing damage to his own body by whatever
means.

Anything that requires a "RITUAL" takes one (1) minute per level to complete, less one

minute per three levels of experience the person has.

7.

Clerics may wield any weapon eonsistent with thefr beliefs; i.e., a priest of Athena

would probably use spear and shield, or a priest of Dagon a trident and net, etc., etc.

Clerics may also wear any amour ooneietent with thefr religion; i.e., a priest of Thor

would probably wear chainma$l and carry a shield, but a priest of Bacchus would probably only
be wearing Yeaves and homespon wool!  You must be what your religfon dictates.

9.

Clerics will heal those of their oum religion 100% of the time; see the below chart for

other circumstances.

CLERIC'S LEVEL SAME FAITH (CLOSE 10) OWN TYFE SAME RACE

+1 chance per +3 for the
each three

CLERICAL REACTION CHART FOR HEALING/RAISING DEAD
SAME NATIONALITY MONEY PAID

+3 for other 43 for all of +3 for all from (Raise Dead oni )
same, +2 for clerics, +2 for the same race, the same coun~ +1 per each 1,000

levels of the same Pan- all religfous  +2 for similar try, +2 for al- GS over 1,000 GS
cleric. eon, +1 for types and +1 or related ltes of one's  per level of the
something for all that races, +1 for country, +1 for cleric (e.q., a

simtlar in are even any even re- a1l those not 6th level clertc

type. s1ightly re- motely related. at war with would need a mi-

lated as to one's homeland. mum of 7,000 GS

to get a +1.

NOTES AND VARIANCES

1.

Add +1 1f alignments are the_same, but take -1 away for each alignment differential

(e.g., +1 for a true lawful vis-3-vis a true lawful, but -1 for a true lawful vis-a-vis a
marginally lawful type).

2,

1f the cleric 1s good and the wounded person is evil (or vice versa), subtract -3. If

the wounded person {s neutral and the cleric s good, subtract -2. If both are good (or
evil), add +1.

3.

An evil or amoral clertc will require 50% more money patd for the "plusses."
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! fgfon.

f nded person is willing to CONVERT to the healing cleric's rel g
:&ec:g."?fith:h:e:‘l’:d persp:n then reneges, 211 further heals will be at a minus -10 chance!
5. Add +2 1f the hurt person has ever, himself, saved the eleric's life.

6. Minimum "pay" ts 50 G.S. for 1ight wounds, 100 for heavy wounds, 500 for cures, etc.

CHANCE ROLL CHART FOR CLERICAL HEALS/RAISE DEADS

DIE ROLL
(20-aided die) RESULTS
- olutely refuses, with no chance of changing his mind.
l-g ARZiuses. gut may be persuaded with double pay (ome re-roll try)
7-9 Will do it 1f paid (one re-roll try), but reluctantly, this once.
10-12 Wi1l do 1t 1f paid (two re-roll tries), maybe once more.
13-15 Wil) do 1t {1f paid, every time.
16-19 Will do 1t free, of course!
20 W11l only do ft 1f person swears to comvert!

Simply figure all plusses/minues, then roil, adding or subtracting as indicated, for the
result!
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Item: AMULET OF SPELL EATING Value: 20,000 G.S. Looks: A sphere of dold covered with
thirteen black onyx mouths. Effects: The amulet literally “eats” any magik spell used
within 20° of itself. The amount of spells it can eat varfes, but usually is 13 Zlevels per
day. Note: 1t will attempt to "eat," full or not, and if it "eats too much" it will ex-
plode, firing all spells previously eaten that day simultaneously.

Item: BANG STICK Value: 1,500 to 5,500 G.S. Looka: 15" long blue steel tube with a 5"
solid handle. Fange: Impact only. Effects: Once per day this device builds up a magikal
"charge” of 2-16 to 4-48 damage points. When touched to any living ftem, 1t goes "blam!"
and administers the point damage as an impact.

Item: BOOTS OF TIME Value: Depends on wearer Looks: Silver-scaled and hob-nailed knee-
length boots Effects: Act as elven boots unless hit by a timestop or similar field. At
that time they activate and the wearer moves forward in time one minute for every step taken.
Once activated, these boots cawmot be removed nor turned off and the hapless wearer will
nove off into future times and probabilfties.

Item: CLOAK OF CLEVERNESS Value: 10,000 G.S. Looks: Bright red silk with high bat-winged
collar. Effects: It ups wisdom and intelligence by 3 points, ego by 2 and charfsma by 1.

Note: It 1s keyed for use by thieves, assassins, traders, or bards only. For all others it
is simply a cloak.

Item: CLOAK OF NEVER Value: 100,000 G.S. Looks: Pearlescent silver-grey semf-opaque

mistlike substance with no clasp or ties. Effeots: In an untenable situation, the wearer
may wrap himself in "never was" and simply cease to exist. When he unwraps himself, he no
longer "never was" but "now is!" Note: However, due to not being able to tell time in a
"non-befng state of existence," the wearer unwraps 1 to 100 minutes later (roll--a double
zero roll means roll a second time, with a 33% the time will be 1-100 days later!). Also,
1f a timestop field is put into effect in the area where the person "never was," then of

:ourse he never will be, ever again! You can't wish for something back that never was, you
now!

Item: CLOAK OF TIME Value: 126,000 6.S. Looks: Inky black foglike matertal without clasp
or ties. Effects: The wearer can wrap himself in “time" and move freely in timestop or
other time suspensfon field. Mote: The cloak is woven of 100 minutes, losing that weave
one for one with actual time spent in timestopped area. If the cloak's "weave" runs out
while the wearer is stil1l fn such an area, he is trapped!

Item: DANCING WAND Value: As per normal wands, plus 5,000 G.S. Charges: As per normal
Looks: As each type dictates Range: As each type dictates Effects: As per each type,
plus the wand "dances” 1 melée turn per two user levels. (“"Dancing” means the {tem hangs in
the air, firing by itself, while the owner does other things!)

Item: DREAM DUST Value: 1,000 G.S. per pinch Looks: Ratnbow sparkly fine dust Effects:
When sniffed (inhaled), the user goes into an immedtate trance and "sees" (and speaks
visions of possible futures (immediate, affecting himself or those about him) (time equal to
roll for trance duration). The trance lasts 1 to 100 minutes (rol1). Hotes: The dreamer
usually speaks in riddle, rhyme, or even song, and has no control over what he sees. Dun-
geon Masters should make the visions accurate but crypttc.

Item: FIGURINE OF FABULOUS POWER Value: 50,000 G.S. Iopks: A carven emerald dragonfly
9" long, with rainbow crystal wings and star ruby eyes. Effects: When the command "Up and
Out!" s given, the figure transmogrifies into a 15° long, 741 dice, dexterity 20, AC 3+6
dragonfly capable of 1ifting 480 1bs. It attacks with one bite of 1-12 each turn, flies at
50" per turn and can dive at double that (but for each melée turn dived there is a 15% chance
it will fail to "pull out" and crash). It may be used but once per day, and if slain it is
gone forever. To re-compact it, the command "Pocket size!" is given,
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¥ E ANO FIRE Value: 37,500 G.S. Looks: Gauntlets o
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the crystal. Effects: Any weapon or sh T ey

1-8 points extra dama or cold, for 1-6 points (but no
:}:gmg;\yf:;amggpor co1d object may be safsly handled (they're 100% fire and co1d proof).
Not:e.: Remember, however, that non-magik weapons thus used may become soft with heat or
brittle with cold (in sustained use).

5 ONE Value: 1,000 G.S. Looks: Round, smooth, 1" diameter stone. Range:
20" 33'}33«?7 Tt 1 +3/+3s1ing stone for hobbits only. It will retum after firing,
so that it can be fired every other melee turn.

: Tpted

H : 10,000 to 100,000 G.S. Zooks: 3' tall, beautifully scu
{;2.ongﬁtsgu:vgod:fZ:;tals and gems Rz'mqa.' 120' in diameter Effects: {lﬂ:' 1nt:’!ll:’gent
beings up to 3+1 hit dice and all unintelligent types up to 4+ hit d!ceiare cl ;n?:o m_‘v")
its beautiful music and sit/stand, rapt and unmoving, for as lomg as it ie plflzye (1o save .
A1l up to 5+1 and 7+1 dice must save vs. psychic attack or be charmed. The player only
imnune to the music.

: Tike a 12" square,

: Value: 10,000 G.S. Looks: A Tiving animal that looks

%sa:Mc’l:AL:g:ng 1:a:;er. w;rm but dry. Eﬁ;ﬁu:t I.t :s very(::scs:?;;:zl: n:gg;gncec:;;ted
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'D'::;;]i:mr::;pigs dungeons. To "clean Ehe slate," simply "sleep” the little beastie. Fire

and acid proof.

: . laid and jeweled
: ! Value: 20,000 G.S. Looke: A flat, 6" Tong finely in
-I-;::&]eogcwz:'f;e:g.qk Hh:nu:sed b} any mage wi th1 nn]!n§e111genc:ng:1}?g::c:o;:1 '(':rlgs_zﬁrz')’.

i " ¥ . It is ong per P .
gy I R i e d: d. Note: For every melée turn used, the
The energy blade attacks 1ike a +5 vorpal broadsword. 3 : el el o

's intelligence drops 1 point (shortening the blade) un
vfl;s"lg:;.s The 1nt2111gence drop lasts 3 minutes for each point dropped.

: k runes. Effeots: The
H F BEFORE Value: 10,000 G.S. Looks: Mithril with blacl 2
:-::: ma_'vml:g gsed thrice gnly to alter any past event that affected the wemrhlgunaijl,f,
physically or psychically. Note: No one and nothing may be affected except himself.

: 11-inlaid runes. Effeots:

: MAYBE Value: 100,000 G.S. Looks: Black with mithr

'}’::n;'m'gu:gyo:e aetEto :1::r an{ i:hree (:md! 021{ ;:rxlu:tgzepr:zae;u::e:ﬁe ::n;h:g:::::r.
N ks he may be disintegrated a .

:::teg:ﬁlf anthdi?fsand wh';n it does happen, it does't! Once the three things have/haven't

happened, the ring dissolves into inky black mist.

: 28" dull {ron rod with a

4 RIGHTEOUS RETRIBUTION Value: 17,500 G.S. Looks: 2

e e o o S, o e s Wi o
f et. It also transfers N a

's‘::: l(’:t‘:':p:age ::N%-B points per hit)! Note: It may be used by "true" clerics only (no

druids, monks, etc.).

Ton, etc. (varies) about

: Value: 25,000 G.S. Looks: Mithril hand, claw, talon,

" Torg sty kg t's st STE gl mptcts Tl i i g et

in the air, on a sheer wa . .

%:eawglguﬂénosgh!" Thus if ;n a cloud, it will grab on and if ¥$1 ;:etgzlging

on to a line attached to the ring (for just that purpose) on its buse.i{ou Tt

away into the sky with the cloud. BYE!! When you wish it to release hs g p; Sy
eI{ “enough”" and it lets go and down you come. Its main drawback is th:t e;ea;d Hente

{bout them and on at least one occasion, a baddie waited until the f;:g e:ethe R
hero had risen to about 700' and then used "Phanch's Far Speaker Spe an

to his death in the ocean.
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Item: SUN STONE (or Sage's Sphere) value: 2,500 6.S. Locks: A softball-sized orange
crystal sphere Effeots: 1t absorbs light, and re-emanates 1t in the dark, at a 1 for 2
ratfo. Thus absorbing 6 hours of full daylight would allow it to glow at half daylight
for 3 hours (1n & 30° radfus circle). They are extensively used by gnomes and dwarves.

TANTIVY WAND: This golden 18" wand holds 50 charges of Tantivy. Any person hit by 1t must
Save vs. magic or simply stand/sit happily wherever he/she happens to be and contemplate
how great 1ife is at the moment. It will affect as many as the classfc Sleep Spell and
has the same range/area of effect. A1l unded are simply forced to save vs. clerical Turn,
as 1f they had run into a 12th level patriarch, but are otherwise unaffected. Evil types
must save at -2, and are nauseated (-2 from anl attack/defense) 1f their save is made for
D6 melée rounds. (This one's for you, Lee.)

Item: THE TOME OF TINE Value: Varies according to owner Looks: Like any other ordinary
mg‘lka'l book Comtents: The reader gatns insight (by one month's study) fnto time and time-
related spells, thus making him "time competent” (all time-related ma 1k he performs s +2
and he gets a +2 save vs. time-related magik himself). The reader a?so knows how to "ID"

femediately a7 time-related tems. Those other than full ma S, opening the book, time-
stopped (1-20 days). ges. opening ook, are time

Item: WALKING STICK Value: 2,500 G.S. Loocks: Varies, usually 3' to 3-1/2' long; some
plain wood, others worked in prectous metals and/or gems. Effeots: The stick will, on
command, fly through the air, whirling and striking for 1-8 damage. It will attack thus for
36 melee turns per day (1 attack per turn) at a level equal to its owner's. Note: Only
non-fighter types (bards, saints, psychics, mages, etc.) may use it. It can attack for 36

turns a day, and must be called off by a secret recall word or it will attack itself out.
It always attacks at the Tevel equivalent to its owner's own Teve).

Item: WAND OF TIME (Trapping) value: 50,000 Charges: 1 to 50. Looks: Ice cold, abso-
lutely bm.:k 16" wand with a silver and crystal hour-glass on one end (has gold dust in it).
Fange: 33' Areq Affeoted: Any single target and 3’ radius around it. Effecte: The target
saves vs. magik (a!_: 4) or 1s timestopped (with attendant timesto field) for 1-20 hours
(rol1) 1f a save is made, the target ts slowed (1-10 hours; rol1) and very confused (1-10
minutes; roll). Aote: The wand can be "detonated " by 8 dice of sonic or electrical shock/
damage (it is proof 100% vs. all else!). This results in a time stop field 10' in diameter

:ggo:sfay duration for each charge in the wand at that time! 10 charges = 10 days and 100'

SHARK BOLTS: Magic crossbow bolts that are +3 to hit. They are slate gr% and have black
sapphire eyes and a painted (?) shark's mouth (a 1a the Flying Tigers). en they are
fired, they use their eyes to avoid all except the target aimed for, and they will attack
1-3 times (rol1). 1If the{ draw blood the{ will go 1nto a sharklfike feeding frenzy and
attack for 1-20 times (roll), biting for 106 for each attack. Remember, they actually bite
their targets, taking bloody mouthfuls that go fnto their stomachs of holding! The real
kicker to these items is that they come only in {nseparable schools (cases} of 10-20 and
may never be separated. So if one of their number draws blood three turns in a row or
attacks for 12 or more consecutive turns in any case, THE WHOLE SCHOOL goes fnto a frenzy
and attacks everything within sight! They have an AC of 2 and 8 HP. If they are "killed,"
they are dead and gone, but if only "wounded," they will regenerate at 1 HP/day (never
Teaving the case until fully healed). When attacking on their own, consider them 3 HD
monsters for purposes of attacking,

SHIMMER SHIELDS: These silver shields are 36" across, and glow and shimmer in any direct
Tight. So much so that during daylight or in brightly lighted areas they act as a Displacer
Cloak vs. any opponent direoctly confronting the shield. They are not really magical, so

in a dimly 11t dungeon a person finding one would only see a fairly shiny shield that a
mage would find non-magical.

NEM WAGIC o8

Last Second Additfons

Tint!): A roll of magic Tife
Clint Bigglestone . . . Thu)ks. C e
tgﬁ;‘:ﬂgésm:sggdpa into :e:gnract:r;: r:::: ;;zutor g: ?ls{:::rc::i;‘sgmﬁs ﬂlfi
tarted canno . '
oy m:(?:t“h:'/‘gh:":: :mdintﬂy Rafsed as in a Raise Dea;i spengo 'I‘; ou{cgmae“
ol A gi'es (any type damage) up to 75% of his/her HP value orf A o;’ ik b
bt re':::“cm ten to a pack but have one bad drawback. 111’ :e g.c Rl 18
it h ckythem (magic detects, alchemists, etc.) they 1WT.CAN{N e thar
P ? Life Savers. This is a drag because THE GODLY GRAN ¢ (0. Buts ot e
O CRagsd ecootly the same vay that, do things Tike fnmediately re
:tmtgrﬂy. cause triple damage for each hit taken, etc.

f the dim and distant

t of some bonkers Mar-Vexian mage o

IIAR-VEX.lI_'I'\N m:fb:m;:? a:dprg:‘:;ed blue beans can only be grown syxti:::\ 1:;:2;11?2:;;?-

R::Eits :r Mar-Vexian mages (which sh:ulzii te:; {guﬂ:ﬂ;:’;ﬁb::%ﬂ;:;:m o They st be
k fter taking = Hoed

T ke s mivture o matur: :f four parts water to one part bungleberry jam a "

::ﬁ':ﬂt't':f'f'r:t'{':xfgf c:-:m?seNo other mixture will work. Each plant will yield exactly

13 of the blue beans.

When swallowed (l\ot chewed). the person dofn wi t power O le"\g
oing so 11 have the permanen r of 1
and Junping. unless of course it is a child, hobbft or Mar-Vexian, in which cases the powers

te"de"Cy to sklp alon llIll'llllllIg stn '“9 songs about hop scotch and other children's games .

Oh well, as they say in Mar-Vexfa: "Tra 1a la la la la, and a hey, hop,
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AII-LORAII: WD: 12 AC: 2+4 Speed: 48" (aip only) Dext: 20
Attecks" 1 "projection” for 2010 or 1 "envelopment® for 4010 L H
Streaked golden motes of 1{ t that sounds ke wind chimes and sme
Notes: It is an alien intel tgence, and the damage 1t does 1s on the ethereal/astral planes
as well as the normal plane. It is a type of energy attack, and the "projection” resembles

3 golden Taser beam, with a range of 240'. It ts 100x tmmune to all forms of psychic attack
or probe, cold, fire, or paralysis. Energy attacks regenerate it at one for one, but stoning
(211 types) does 8D6 damage and sonic attacks do doudle damage to {t,

BUBBLE MEN: HD: 142 AC: 7 Speed: 12" Dext: 12-18 Number: 1-20 Attacks:

burst (see notes), Notes: Transparent humanotd-shaped beings filled with on
of gas: pale blye is a flammable explosive that does 806 damage in a 45’ diameter area;

pale yellow {s an tntensely poisonous gas doing 8D6 damage 1n a 45° diameter area; and pale

red fs a powerfyl sleep agent that causes all within a 60' diameter area to fall tnto a deep
sleep for 1-100 minutes. "It affects 21T up to 124D, and if a save vs. poison 15 made, the
person will sti11 be woozy and groggy for 1D4 melde turns, with -2 ¢

BLACK SLIME: HD: 941 to 1241 AC: 5 Speed: 12" (on any real surface) Dext: 12-17 Nymber:
1-4 Attacks: 1 touch or envelopment that dissolves flesh at 4p6 per melee round, wood at
306/round and metal at 206/round. Looks? A thick puddle of shiny black tar-Tike sTime about
1' across per HD. It smells Ttke Ticorice, and homes in on 1ts target by detecting the
magnetic fields around it and checking for movement that disturbs them. Its detection range

f
1s 6D’, and is 100% accurate. It is ?001 tmpervious to q11 except Tightning, disintegrate
or stoning (which does 8pg damage and slows it).

1 self destruct
e of three types

BLACK WIND: HD: 10 AC: 242 Speed: 24" (air only) Dext: 24 Number: Always alone Looks:
2 20' diameter fog of shifting shadows, 1it by constant small blue crackling Tightning bolts.
Kind of 1ike a small thunderhead. Attacks: 1 envelopment per melée turn, however, it can
envelope any amount that will fit within itself. Thoge thus enveloped suffer two attacks
the 1st at dexterity 24 {g psychic, and {f the victim invades the body and takes it
forever making ft alien (with a mind Tink to fts “parent"). The second attack comes at
dexterity 29, and only if the psychic attack faile. This one is numbing cold of 4D8 1in
intensity, for q17 inside 1t (the cold damage is not divided uj
person!). Notes: This alien being s 100y impervious 2o q11 except technol

weapons, sonic attacks or paralysis which does 4D6 damage to it and slows it by one-third
{one time only).

FIRE FROGS: HWD: 1/2 AC: 5 Speed: 9" (can hop 15') Dext: 10-15  Number: 4-48 Looks: 3"
Tong frogs that glow a bright red and smell ke sulfur. They are wrapped in pale violet
flames, and look Tike Tittie fiery meteors at night as they hop about. Attacks: 1 per melée
turn which {s simply a’touch that causes 1D4 fire damage, but then has a 50% chance of causing
the touched person to burn at 1D5 per turn for 104 turns thereafter. If struck hard enough

to ki1l them with ome blow, they splatter a flaming Tiquid over a 4' diameter area causing

& total of 308 damage 1in that area, with the % chance of causing those hit to burn to be
1::;eased to 75%. Notes: They are of course fire proof, but cold does double damage to

t ]

GRYFYLISK: HD: 341 ¢o 542 AC: 4 Speed: 10" ground/18" air Dext: 13-18  Number: 1-20
Looks: A cross between a Basilisk and a Griffon. Essentially as pictured on page 93 of AG I.
Attacks: 1 stoning gaze, 2 claws for 1D to 206 each, and 1 bite for 1D10 to 208 each melée
turn. Notes: This creature 1s fmmune to a1l stoning, paralysts and "slow" spells.

ff all attacks or defense,
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KIMME. HE " underwater/12" on water

: : - : 3 top/6 belly Speed: 6" 1and/9" un !
GREY-S lsﬂsﬁumgg;'3;123+1loggs: Lons-legged water beetles 6'-10' lon?.b?::yfg:e?gsotot?ge
oy }?- -white un&erneath. Attacks: 2 legs at 103 to 106 each, ;nd Tebim fatTs 1o sot avay.
:::ty:lsgwdrains one life level beg:nning onctggss::gngu:::zé ;: :h: :a:er oratls to, et aw

: , run a )
:wgﬂ'1fN::::.beTheige;eﬁgli?1;a:n::th ::amps. river fords and even warm water bays and coves

a .

" : :1- Looks: Very blocky
: : + : 4 Speed: 9" Dext: 9-14 Number: 1-100
HAGGORYM'1 HD.O;;}nf?1:e1crcgture wgth nearly no foreheads and stubby li?t}ef::r?ﬁs I:egyare
e :rcgossbreed of goblins and neanderthal cave peoples. Attac §. AT ar Y
oy e (e T, o emon ) Ty e S bt e conto i e
-4 on their . : d
these st ::eir :tztgz'w?#% :lzgck anything their own stze, and even lar?ﬁr g::gnlfaxgeze::;s.
thast ::uphav:r:ufficient numbers. They stink, and are 100% fmmune to all po
ﬁ:::v:r.ythey are eastly fooled by i1lusions, and greatly fear dragons.

" + 10-100 Looks: Identical
: : int AC: 7 Speed: 12" (air only) Number Tdentics
LIGz:”IN§r€g€3'liggtn}nsobSQ that flickers with a pale 1ight on w:rmthuggnza:;g:t:cute tes
Ty ik b b et Taful agter o white. " Homever~ when swattad oo steses thocire. bo
1y painful after a wi . . X o ey
;?gc:::;1:;n1g;or:?ec{rgcity. As it s natural, and not magikal power, no save is a

" : 12- : 6-60 Looks: Up to lion-
: H C: 5 Speed: 12" Dext: 12-17 Number lon
s it st it B T e
- thetr tongue a !
e em?r?ldag;fzs ;::gs{hzgdcuuses up to 4HD to save vs. fear '1th1"h:3;ina"d¢115::: ::eir
AttGCksimzw(see notes). Notes: They travel in packs, bounding and cgﬂsing e
;E:ytgefore them until it drops from exh:u:t:o?iigl:zlrpz::: lzavsgggg:sia’, Thatie Ty,
enin r each inte $ o
e SZECh:::ev?:t:; h:ﬂﬂ =1gge$ethe chance for insanfty! The Tndness 1:::: ;::ed ek nce
;gi :?:; 1;telligence aoint of the viatimi ::th aT;:::cgeg:t;tfezqsgn:$;m:ccompany Canpires
int of the victim, ppires
aga::éi3‘ng;;t:;t5;l;ggtsehggding the victim(s) to the vampire, and eating the body t
?eaves. A true symbiosts born in evil and horrorl

" : Number: 1-2D0 Looks:

: H 4 Speed" 6" to 12" Dext: 12 to 15 oks
P Hoih;;Il::egzlrpsgt :1:: a scgipion-like tatl stinger. They ::eo::::;lgt:rb::g:;su
broars® p{ r with stiver and gold crosshatching. Their eyes are a ?;3 oo Towat star TubY
bronzesgg g S. each per each HD of the snake. Attacks: 1 bite for Y e e ever.
et heir HD tn potency, and 1 sting for 102 to 106 with 1dent1c? no ;t e ts hove
et thoy e elect (25% chance) to “spit" thetr venom at an opponen%1s gyterr1b1e by
e the{]can e fmmediate and permanent blindness if it hits (as we :s serrible oatn). e
Y:iggnwzlsoc:::p about its victga on any turn :h:::"a?{ g:niﬁznggcﬁzta:tagua Camae por melce

. Starting the very nex

:z::igb:aLLthg ;;C:Q:alf ia. Tgeir favorite food is hobbits and kobbits.

;28" " d Number: 1-20

: : +1 AC: 7 Dext: 16-19 Move: 24" air/3" groun .
quRD'BI$€S. Hgém;;l ::t:1;9 so much as brightly plumaged giant hugmin?gzrg: :;%s :11¥ebeak
Loo:s. d :ys;:gle purple eye. Attacks: 1 beak slash (75% chnnc:& ?; J04 to 1010 or 1 ba
et ;gl hance) for 106 to 1012 (see notes). Notes: These birds d¥n gt §1ze).
o b home, 1t will drain efther 1 or 2 Tife Tevels (depen ! '] R LU S
Thece 1} ey goest1 S ;re 100% immune to all sonic attacks, and cannot be parat{d S on resomes.
I;e::y1;:::: nlaow:ver. they can be friendlyfi; ?::ersgx:;:s:ng1gega ;:gw:;:s it

. h e an intelligence range of 9-

::55: 231;1§2e{hzgx birds (theygznn carry up to 30 1bs.) occasionally.
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SILVER SLIME: HD: 5+1 to 2041 AC: 2+2 Dext: 17-20 Size: 2' in diameter and 1" fn thick-
ness per each HD Move: 10" Number: 1-4 Looks: Looks like a pool of liquid mercury (quick-
silver) Attacks: 1 touch or envelopment for 3D12 per melée turn Notes: It affects flesh
only, and lightning/electricity add to fts HD on a1 for 1 basis! It senses fts victims by
body heat, and can thus be fooled by a wall of ice or fts Tike. It fs 100% fmmune to fire
and cold, and chops and cuts just splash through it harmlessly. However, paralysis and ston-
ing do 6D6 damage to ft and sonics scatter it, but do not hurt it.

SLUGGOTRS: HD: 3+1 to 841 AC: 7 body/4 head Dext: 9-12 Move: 12" Size: 3' Tong per HD
Number: 1 to 12 Looks: Pasty white slug- or maggot-like bodies with human heads that are
extremely beautiful/handsome, with Tong flowing hatr and voices 1ike song birds they are so
melodious. Attacks: 1 vampire-1ike charm/hypnosis type attack (save vs. psychic attack) or
1 "spit" of fuming green acid-1ike venom (1t is a thin stream up to 5' Tong and 106 potency
per HD). Finally, if they are close enough they can bite for 103 to 106 and will immediately
drain 1 to 3 1ife levels per melée round depending on stze), much like a vamptre, although
they are most definttely not undead-type creatures. Notes: These things are the result of
demon and human crossbreeding in the distant past, and as such get to save on lesser demon
saving roll charts. They smell Tike rotten fish, and can command up to as many HD insects as
they themselves have HD (unintelligent types only). They are frequent! y accompanied by a
writing mass of large bloodsucking Teeches or some other similar abomtnation.

SNOW SWAKES: HD: 141 to 841 AC: 3 Dext: 9-16 Size: §' long per HD Move: 3"-24" depending
on size Number: 1-8 Looks: They resemble translucent feicles. Attack: 1 head butt (60%)
for 104 to 201D or 1 bite for the same damage plus its venom which will freeze solid all up
to triple 1ts own HD if a save vs. potson is failed. A save still does 104 potson damage per
HD of the snake. It can also wrap about a target <f it successfully bites and the victim_
fatls to escape. It will do 1D4 crush damage and 104 cold damage per its own HD each melée
turn thereafter. They are 100% paralysis and cold proof, but fire does double damage.

SNOW SPIDER: HD: 141 to 841 AC: 4 Dext: 15-20 Move" 9" to 18" per turn depending on size
Number: 1-20 Looks: Furry white tarantula-1ike spiders with real star sapphires ?blue) for
eyes (8) worth 100 G.S. per each HD in stze, each. Attacks: 2 legs for 1D4 to 1D10 each and
1 bite for identical damage plus a venom that does damage equal to twice thefr own HD, and
Causes permanent blindness (1f a save vs. pofson is made, then the blindness lasts only 1D10
minutgsg. Notes: These spiders are nearly tnvisible on the snow, and tend to dig burrows in
the snow, and Teap out at passers-by. They are 100% cold resistant, and cannot be stoned by
any means. Fire does double damage.

VAMPUSA: HD: 741 to 1241 AC: 2 Dext: 16-21 Move: 9" ground/18" air Number: 1-8 Looks:
See the 11lustration on'page 10 of AG I Attacks: 1 stoning gaze, 2 claws for 108 to 1D12
with 1 1ife drain each and 1 bite for 104 to 108 with two 1ife drains. Notes: These are
nothing more than vampire medusas {usually male). They occastonally have 2-12 Moondogs with
them (35% chance), and will almost always have one or two magik items.

VALPYR: HD: 841 to 1041 AC: 2¢5 Dext: 18-23 Number: 1-4 Move: 10" ‘ground/3D" afr

Looks: S{lver-grey Balrogs with pale violet flames and eyes as black as space, 1' tall per

HO. Attacks: By weapons or 2 claws for 1D12 to 4D6 and 1 Vife dratn each and 1 bite for 108
to 2016 with 2 1ife drains. Remember, that their mere touch does 206 fire damage, and because
they burn in the ethereal and astral planes as well as the normal, they will burm even thinge
that are normally fireproof! They can use magik up to the sixth Tevel at the rate of two
spells per Tevel per day. They are occastonally accompanied by 4-24 Moondogs. They favor
double-headed spears (12-20' Tong) and triple Tashes (18-30' Tong), both used single-handed.
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h WASP: HD: 141 to 341 AC: 3 Dext: 17-22 Move: 36" air/3" ground MNumbers: 1-100
gﬁifsg'uﬁﬁg per HD Looks: Metallic yellow with metallic green body stripes and rainbow-
hued wings. Attacks: 1 bite for 103 to 106 points and 1 sting for 1D4 to 108 plus a venom
that causes fts victim to fall immedfately asleep for 8_012 days. The venom will affect al)
up to four times fts own KD, and if a save vs. poison ie made, the victim will still feel
drowsy and woozy for 1D12 melée turns with an attendant -2 on all attacks and defense for
that perfod. Notes: These wasps are so silent, that even elves only have 15% chance of
hearing them in flight. They will lay thefr eggs tn their victims, which wil) hatch in 2006
days, devouring their host body. Kind of 1ike the Tarantula Wasp in our own world.

NDEGO: HD: 641 to 1841 AC: 2+3 Dext: 17-20 Move: 32" to 48‘: depending on size Size:
lg' tall, 3' wide at its base and 9’ wide at 1ts top per each HD in sime. Looks: A black,
whirling, twisting mini-tornado with two dull red glowing eyes two-thirds of the way up its
column. Attacks: It literally envelops 1ts prey, doing 3D6 cold damage, 108 ripping damage
and draining one life leve! per each 6 HD in siza. Notes: It is 100% immune to cold, Hf:
blasting or draining or cuts and chops with weapons of less than +3 power. Any form of cold
regenerates it on a 1 for 1 basfs and it is 50% magik resistant. It is alse 100% immune to
any form of psychic attack or probe. It fs a form of lesser demon that is seldom seen, and
even more seldom survived. .

WYVERN: HD: 74] to 941 AC:.244 Move: 12" ground/24" air Dext: 17-22 Numbers: 1-8
fﬁﬁﬁf Translucent, silvery-grey wyverns with stingers that glow 1ike laser rubies. Attacks:
2 wing buffets for 106 to 1010 each, 1 kick for 1DIO to 2D8, bite for 208.to 2012 with 1
life level blasting and 1 sting if at least two of the other attacks have hit home. The
sting does 108 to 1012 as well as blasts 2 to 6 Yife levels depending on size. Notes: This
creature is the usual mount for some of the more terrible of the greater demons, and even
an occasfonal Valpyr has been encountered astride one. And it ie far more terrible than the
Wyverwraith in A1l The World's Monsters, Volume II.

YAANTH: HD: 441 to 841 AC: 5 Dext: 9-14 Move: 9" (12" charge) land/ 6" water Numbers:
1-10 Looks: A golden-furred cross between a grizzly bear and a giant otter, with three
emerald green eyes and silver claws and fangs. Attacks: 2 claws for 1010 to 2D10 each and
1 bite for 206 to 4D6 plus a special saliva that causes paralysis in anything up to twice
fts own HD. Notes: Its fur fs worth about 1,000 G.S. per each HD in size of the pelt. It
is about as intelligent as a 6-year-old human child, and just as temperamental.

s HP: 1/2 to 142 AC: 6 Dext: 24-35 Move: 30" Number: 4-48 Looks: They Yook 1ike
%??gg brown-ar/m-uhite spotted puppies with ears 1ike jack rabbits only more floppy, and eyes
1ike green star sapphires (they're not). Notes: These little beasties are extremely friend-
ly and will follow nearly anyone around, constantly getting underfoot, wanted to be scratched
and petted, icking their "friends", whining for attention, and above all moving constantly
around while uttering a sound exactly like their name: ZOOM! ZOOM! They are so fast that
it's hard to see them clearly unless they are sitting still (thus they get a +4 defense
against physical attacks while they are moving). They are loud, and quite the pest, but
they can sniff out silver and gold up to 120' away, and will tremble violently when within
30' of any kind of undead.

SHOCK BONES: These are the practical joke of the mad techno “Dirty Harry" and have fooled
several very smug clerics. They are the skeletons of those slain, wired together (chalk
covers the wire so it fsn't noticeable) and electrically animated. When Detect Life or
Detect Undead fs used, they come up zero! Detect Magic and the 1ike also draws a blank,
since these things are technological constructs. They attack twice a turn for 106 each and
always have dexterity 16+. If they get two consecutive hits, they will grapple and then
self-destruct in a 5' diameter ball 1ightning of D20 power. Man, you should see those
clerics trying to figure out why their “turn aways" didn't work! They are 1D8 in size,

but attack as 3HD.
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BIGGLIES (with apologies to Clint Big lestoneg: These creatures are nothing so much as
simply a huge (4D8-8p8) wooly giant anutated St. Bernard dog. They are about the size
of a hippopotamus, but 100k twice that size due to thetr very long and shaggy coat (which
ts usually a dirty white in color). They are about as smart as a St. Bernard, but about
4 hundred times as loving and slavish. They can be fierce foes due to their bite of 208-
3010. However, it {s thefr fearless and nearly frresistable bounding charge that is most
effective, for 1t wil) completely bowl over any opponent up to and tncluding thetir own HD
+ 50% in size. These beasties are strictly one-owner animals; when thefr owner dies, ft
is 98% certain that they wi1l 1ie down and will themselves to death in 1-20 rounds.

However, there is a 2% chance they will go completely and frrevocably berserk and attack all
ere is a bond of true love between them and thetr masters that s so strong
1t will override even charms, geases and suggestions. They have an AC of § due to their

thick coats and thefr dexterity range is D12; their agilfty D10; and their strength about
equal to a hill gtant.

A factor in their genetic makeup due to thefr mutation makes them 100% fmmune to undead
type life drains, and because thetr blood has a silver base as opposed te copper for most
other mammalian types [most mammals fn this untverse have iron-based blood], thefr bite
does hit undead types. In fact, not only do they see up to 85' in the dark, byt they have
& 90% chance of smelling a1l yndead within 60°. Naturally Undead hate them.

CHAERONYX: A cross between a centaur and a medusa 1n appearance.

AC: 3; Move: 24"/turn 4 attacks: 2 hooves @ D4-Dg each, one by weapon type, and the
HD: 3D8-5Dp8 medusa's stoning gaze.
They are usually a pale blue-trey. Dexterity: 14; agility D12 +6; Intelligence 08 +6;
Ego D20 +6. The other areas are identical to norma} centaurs.

Both males and females have the stoning ability. They are found norm

pairs in deeply forested areas and are generally chaotic/evil.
one child per birth.

ally only as mated
They never have more than

KILL KITTENS: These Tovable, cuddly, purring, fuzzy 1ittle cats are sure
hardest heart. They pretend to have a broken leg or some other hurt and 1imp, whimpering,
toward a victim, with their big soulful eyes pleading for aid and succor. When the tender-
hearted soul picks them up to comfort and help them, they dig their steel-hard and needle-
sharp Tittle claws into him, pumping fn a fatal potson (save vs. potson stil1 results in
paralysis for D6 days). They usually travel in packs of 12-48, although all of the others
are usually hidden unti] their decoy has bagged a meal. Although only 1/2 HD in size,
their attack is as a 3HD monster. Thetr claws do only 1-2 points damage and thefr bite
does 1-3 (the saliva has 2 20% chance (no save) of driving those bitten 100% fnsane and

berserk for D days). They are about as intellfgent as 1ions or tigers, and their favorite
meal 1s a nice plump hobbit.

to melt even the

KRAG SPYDERS: They range in size from pebbles (1 HP) to boulders (6D8) and Yook 1ike rocks
or boulders unt{) they move. They are very patfent and will wait hours while a party beds
down amongst them and goes to sleep, before pouncing. They bite for D4/HD 1n size but
their poison is an the same, from pebble to boulder stze; 1t stones those who fail to save
vs. poison (at a -3 save). They really resemble the great Alaskan king crab minus the
pincers when they move, but are a branch of the arachnid family as their name implies.

They have such a low metabolic rate that most Detect Life spells fafl (15% chance), but
Detect Magic shows them up quite clearly as they are a magically mobile form of rock. They
eat their stoned victims by secreting a saliva that unstones a mouthful at a time, so it

can be bitten off and swallowed. Talk about a pet rock! They have AC 3 (small ones) to
2 (biggles).
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85 KEY TO DUNGEON “SIGN POSTS"

COLOR SIGNPOST DESCRIPTION

:::1“ Mw ITlusionary wall/Ploor/ceiling, ete. (permanent)
Magic wall, etc. (dispppears 1-10 turns after contact)

Red (LINN]] Stairs upward

Blue (JIV]Y] Stairs downward

Yellow tieses Stairs that appear as level corridors.

Green Sttt Time dilation (TD) or teleport (TP) stairs.

:encn + Single door (usually 5' to 10* wide).
P:nc:: == Double door (11° to 50' wide--use map scale for size).
R!:c 3 One-way door (showing direction of opening).
IMusory door (permanent).
Red + Secret door.
Yellow A= Magic door (as for walls etc).

Red - | A
B oor traps.

é:“r:é::r} ::2:.“ traps.
Brown m Marsh, bog and the 1ike.
::::n a 0? A Tree, fern, mushroom, or other *forests.”
Q Trap doors with hidden or visible pullring,
:::, - A ::avy crossbow trep showing trip line and firing height.
i . H avy (catapult) dart thrower, trip 1ine and firing height.
¥ Malayan Gate™ trap showing trip line and attack Tine,
benct] :‘:les: traps are usually behind 111lusory wall sections.
ot % vot wall, showing direction of rotation.
@ This indicates a gas filled room (poison).

6
ren M ovl This indicates a “fog" or "mist" #111ed room (varisble usage).

Visibility in mist is 10'-20' and in fog it 1s 1'-10'
- roll).
Pencil w Indicates crack or chasm. ( )

Penci) (O] Indicates statue or similar object (size and kind shown)
A1l other one-of-a-kind/special items will be clearly marked as to type and descr{ t1:m
Penctl an Indicates chest or similar object. ’ '
'P:;;:: ..;7':.-.-. -'—'-:::;hvﬂ rough cut tunnels (usually 6'-8' in diameter)

K or similar substance
Violet Teleportation grids, usually not {dentiffable.

REMEMBER, THIS DUNGEON IS ONE WHERE YOU HAVE ROOM TO EXPERIMENT, SO DO SO!

VARIOUS RULES CHANGES 68

CLONING

1. No person may have more than one clone at any given time. If more than one is in exis-
tence, they both will gradually go insane and attempt to slay the real person as well as each
other. This process takes one month per each Tevel of the clone (e.qa., a tenth level clone
would take ten months to go 100% insane. However, the insanity would have been steadily mani-
festing ftself right non?). 1f the clone(s) are magikally "slept" or otherwise incapacita-
ted the process will sti1l happen, but at one half the normal rate.

2. Clones take ome month per each year's growth wanted to complete. Thus a thirty year old
man's clone would take thirty months to grow to fruition; however, in the meantime the man
would have aged a further two years. Thus the clone would be two years behind the owner.

If the clone is "triggered® by the owner's death before the full desired growth the clone will
activate at the age it is currently at, but because it was not as it was keyed for, a resur-
rectfon ro1l will be necessary. And the unfortunate who died toc soon is stuck with the body
and mind of a much younger person. This {s becsuse the clone ages ard matures as it grows
and ft will not reach the full cloned potential until it has grown to the proper age. Abso-
Tutely no experience transfers to the clone to the original owner's body upon transferral.

3. Clones will cost 20,000 G.S. for the initi{al {nvestment and 1,000 G.S. per months there-
after until completion.

GOLEM CONSTRUCTION
1. It takes one month per level of spell/ritual to create a golem.

2. It costs 10,000 G.S. for imitial development costs, and 1,000 G.S. per each hit point
of the completed golem.
3. Golems must be commanded to do a task in order to start safd task a full tum later.

PERMANENT SPELLS

1. Permanent spells may freely work on objects with no penalty; however, on items that have
a life and/or mind of their own, the baeio spell will only Tast one day per each user level
over the level required for usage. There will be a cumulative 3% chance per day plus 1%
chance per level of the thing in question, datly, of it slipping out from the spell's effects.
No more than two permanent spells may be placed upon 1ive/intelligent items and no more than
four on inert objects.

ANGELS (LESSER)
Beautiful beings of the appropriate race, with golden auras, white feathered wings and in
appropriate dress. They are 25% magtk resistant, 100% immune to lightning, and take only
one-half damage from poisen, venom, and life drains. They have an AC of 2 + their dexterity,
which is always in the 16-20 range. They are 8D8 (full value) in size and hit with ogre
power. They regenerate at 3 points/minute and can do Ist level magik as well as double
strength bless spells. They carry a +3/+3 flaming two-handed sword (108 fire damage, double
that vs. undead/demonic types) through which they can blast one 1ife Tevel off any evél type.
They also get a plus two (+2) save vs. fire, cold, acid, paralysis, stoning, and all techno-
Togical attacks.
They attack "evils" on sight and move at 24/turn in the afr and 9/turn on the ground. They
?ave]tr#e :1ght and hear on a roll of 1-4 (six-sided die). They turn away undead as a 10th
evel gleric,

ARCHANGELS

These are greater angels and thus use a ten (10) sided hit die. Their HD range is 9-12, and
their dexterity range is 18-22. Their AC ranges from 2+1 - 244 plus (+) their dexterity.
They are 100% immune to 1ightning, poison, venom, 1{fe drains, paralysis, stoning and confu-
sion. They get a +3 save vs. sonic and technological attacks. They are 50% magik resistant
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and only take one half damage from fire, cold and acid. They regenerate at 6 points/minute
and hgve improved true sight. They always attack "evils" on sight and can blast 1-4 Tife
Tevels off those types (onlyl) through the +5/+5 flaming (1D12 fire damage, double vs. undead/
demonic types) two-handed broadswords that they carry. They hit with stone gfant power to
fire ?hnt power depending on size. They can use third Tevel magik and also do double bless
as well as turn away undead, etc., 1ike a 20th Tevel patriarch. They fly at 36/turn and move
on the ground at 12/turn.

NDTE: o angel may ever be geased, suggested, charmed, frightened or siept, However, they
do get a minus 2 (-2) save vs. SPOKEW DISINTEGRATE SPELLS OR ANTI-MATTER OF ANY XIND. Also,
arfy angel may haste itself if, and only if, its opponents are hasted.

POWER OF MAGIK SPELLS OF THE GREATER LEVELS

For every three levels over the third level that a spell is, the saving throw of the intended
target is made more difficult by a factor of one, up to and including a maximum difficulty
equivalent to 50% above the morm. Thus, spells of 6th-8th Tevel add one to the saving throw,
those of 9th-11th add two, etc., etc.

TIME STOPS
1. Timestops affect the time around a victim, thus allowing no nommal saving roll.

2, Any being that has an {nnate magtkal resistance to magik (e.q., Balrogs, Demons, etc.)
will get their nomma? magik resistance roll for qif non-teohnologioal timgstops.

3. Any ethereal, phased, astral, or non-corporeal befng/item is 1008 immune to al1 forms of
atops.

4. Major Demons caught in timestops (as well as Gods and the 1ike) have a 25% chance of
"Gating" away automatically.

CHARMS AND RELATED NAGIX

1. Chamms, etc., last one hour plus one hour per caster’s level over the Tevel required for
usage.

2. The charmed being has a 3% chance per intelligence point and 1% chance per level over the
first level, each day, of snapping out of the spell. This ts reduced by 1% per Tevel of spell
caster over the Tevel of the victim and ditto per intelligence point dffference.

3. Traumata such as being hit by Tightning, taking at least one half damage from one blow,
and the ke, also stand a chance on snapping the victim out of the magikal control (ugie the
already determined percentile (seedhs. obove ) chance as outlined above as the roll to make),

REGBNERATION

1. A1l who regenerata dnd are killed for any reason NUST make a normal resurrection roll to
see 1f they survived the trauma of death. Failure to make it by regeneration is mot consi-
dered to be the normal resurrection try which oan follow a failed regeneration try.

2. Acid, fire and other cell-destroying damage is only regenerated at one half the listed
rate, and technological damage (11ke lasers and the Tike) regenerate at only one (1) point
per hour.

NOTES ON MAGIK a8
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NOTES ON CLERICS AND CLERICAL MAGIK
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69 RULES ADDITIONS, CHANGES AND DELETIONS

1. NAGIXAL RULES

a. Any magik utilizing type may attempt to use magik of a Tevel higher than his own, but
only 1f his intelligence is higher than fourteen. Thus, for every three (3) points of intel-
ligence that he has over fourteen, he may attempt to use magtk one (1) level over his own.
However, the failure rate for such usage {s 20% for eech level hi?her than his own that he
attempts to use, making the use of magik more thar four (4) levels higher than his own
tmposeible.

b. To figure how the dispell magik or counter-curse usage works, figure an equal (50/50)
chance of success for all magik of equai level. This will increase ten (10)% per Tevel,
for every level over that the mage is, and decrease for every level under that he is. Thus
we see that mages five or more levels higher than the magik they wish to dispell do so
automatically. And that those mages that are five levels or more less than the magik that
they wish to dispell have absolutely no chance of doing so.

c. A1l device magik (or technologfcal energy type weapons) do fill dice dmuva automatically.
spel

T:nt fncludes a2 wands, staffs, rods and the 1ike. It does not tnclude storing de-
vices.

d. To determine if a magik user can finish speaking a spell if he is hurt in the turn before
he can complete speaking, first determine the amount of damage he has taken, then divide that
into his total remaining hit points that he had at the time he was hurt and discover what
percent of those points his damage was. If he took 38% damage, that means he has a base 62%
chance of pompleting that spell. However, for every level of experience the mage has over
firat, add 3% to his chances of success.

e. Spells that have definite ranges and dimensions must be atmed and spectific start or
{mpact/firing points clearly stated when called for by the DM, and with no Tooking at the
combat area. If you didn't figure it out in the time allowed then you must be prepared to
overshoot, undershoot, and the 1ike.

f. Any mage who fatls to complete his spoken magik due to interference (see "d" above), THE
CHART BELOW WILL BE USED TO DETERMINE WHAT THE CONSEQUENCES WILL BE. To determine what per-
centage of the spell was finished, roil percent dice.

MAGIX FUMBLE CHART
Parcent Rolled RESULTS

01-05% Total failure.

06-10% 5% of spell gets off. 50/50 that it hits target or mage.

11-15% As above, but 10% of the spell gets off.

16-20% As above, but 15% of the spell gets off,

21-50% 50/50 efther complete spell failure, or the entire spell goes off in
the mage's own face.

51-75% As above, but instead of hitting the mage 1t will go in a random direc-
tion (roll an eight-sided to detemmine it).

-76-95% The spell absoliely will go off in the mage's face. BOOM!

96-97% I:e exact reverse of the spell happens, 50/50 either to the target or to

e mage.

98-99% The spell gets off, but with a 1-20 melée turn delay (rolled and known by
the DM only).

100% The spell tncreases in power on a directly proportional percentage based

on a percentile die roll that tells HOW MUCH OF THE MAGE'S REMAINING MANA
POINTS WERE “SUCKED" OUT TO ADD TO ITS POWER. Thus, 1f a 25% was rolled,
and the mage had 100 mana points Teft, then 2 mana points would be pumped
tnto the spell in question. And if that spell only required five mana

points to use, then 1t would add five times the normal spell power to the
spell's full gamut of effects.

g. A1l spells are memorized on this system: one point five (1.5) minutes per level of the
spell. This decreases by one minute per the mage's level over the first. Thus, for a tenth
Tevel mage, a twelfth level spell would take § minutes.
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. ix-sided
foctd move":t“t:s{:uxr’-;ﬁ;'ed at night when members of the party are sl::pi:g].]:h:?ﬁ :e :e:m ded
Sie wil] b yn d for each member that is asleep, and the resultant dfe O o e the
b o £ e e i, B T e )
1 urn he .
:??e:n 'élll.:ﬁ's'd ::dplggeﬁ::f ;h;s :111 roll the dfe and then divide by two to obtain thelr
’ 1]
R have been known to break in combat when struck against o:Jec::.::d':.::d v:hrznd:::e
:n&te?-::?m(l:uc:vas O e etvs on: :2"::?.:.1“)%»21:;’ :uh:t fg;lwing chart will be
en . . "
:1:31(’?;01éxgE:T'I‘glg!??"xdg;hﬁq:;v;reakage chance for each *+" over AC 2 of defender's true

- “ and hold-
& Tm.?v:{vzgp?n a cotyrbat has the option of declaring “Targets :ff?:p?;;uzlgct:d 3.
E;;rm:eﬂ:e until such time as he see's‘ f:‘:d .zo:::agg ::nm; ::rgeh‘ m]ge y Jele th?_\ 2
han the one he d, then.

bel?tt. d"f:;‘:;ef::}:;es fire is completed is required. Th"l‘: ls ﬁ?eb:s'ilzgd 1': :h: T cant
P ‘1’ s:;e Arduin Grimoire, Volume I. The Emer?ency Turn Char 1w e e reher
c'f"‘;:ﬂ:re being based on the degree of turn as { 'Iustrate:ighs:e“:;“y S o e
S"h Ay h;s mt'e:} ::;g::::gt;.:g::z ;hrgzaeds to watch the melée pggn::

. . ' , thus ex-
g‘o:mlm:ﬁ: Z:x:g:tmﬁge;!:?dexterity 13 an eneny km:ki dmn t::e “::y h::z :1;::‘ hus e
posin? s 1) "c';ﬂ 4] d:;lm:.?ai;s;ge;e:?e:t.ro?l was successfully accomplished

re

m .165;;;1;;.12())1’"20:'-“. he l;mst roll a normal attack and then hit.

H {tical
1ée, it s possible to put a missile on an exact targ::.izm;:v::gzh;rm"ed
t. corres ‘n::n;‘;.o the specific area aimed for will only be 91;?”" o orty normal
o;tt::r:-:z?cnl hit table. If any other body area comes up on N
damage is done, although to the exact area hit.
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e ;_:W e P:a:::m:z“ :’ e e 4 mewmg CLASS WEAPON EXAMPLES INCLUDED IR THE CLASS
}? ;: 3 :mnluqe.at fn._ i g: g: g ,.?,’,. Ispact Pole Arms Halberds, Pole Axes, Glaives, and the 1ike.
I § an ;" DIl Bopon Pointed Pole Arms Spears, Pikes, and the 1ke.
}; 2: ;: 2: g: i: ix ol }5{ ,1;: 2: :: Missile Pole Arms Javelins (heavy and 1ight), Throwing Spears and the 1ike.
iz ;’;’ G oaaun ;: 1:’ 555 l}zs é,: & Two Handed Impact Aws  Mauls, Flails (2 handed), Hammers (2 handed) and the 1ike.
}g;zsgz m 15",’ é,: g: g: g: 3: g: gg: 5;: }g :g’ Inpact Ares Maces, Warhammers, War Picks, Short Flails and the ltke.
ey | A }g's AEnuom om o 123 Bladed Inpact Ares Battleaxes, Hand Axes and the T1ke.
I B an i%,’,‘ My o A Tvo Hand Blade Arms Swords (2 handed), Battleaxes (2 handed) and the 1ike.
) o ks L Jhu] }:: 15 4 n o o L 20t Blade Ares (long) Broadswords, Bastard Swords, Sabers, Cutlasses and the like.
a B om o §§,”‘: 52 %Zg’ o oo w1 Blade Arws (short) Shortswords, Machetes, Tulwars, Kukris, Daggers and the 1ike.
g? o o M 273 268 ;;f EZE 13?," o u Blode Arms (Spectal)  Rapfers, Foils and the 1ike
gé 4 Foi nm 3 301 L wg’ 4 4 Thrown Blade Arms Tomahawks, Franciscas, Knives, Chakras, Shuriken and the 11ke.
&2 Wi i pEMs a4 ¥ g s Flaxible Arms Morningstars, Chain & Sickles, Bullvhips and the like.
S ; Always Missile Arms (Bows) Longbows, Shortbows, Composite Bows, Horse Bows and the 1ike.
:ﬁhm ;::lpons soch s meces, flatls and t::’:‘:k. s Missile Arms (Crossbows) Heavy, Medium and Light Crossbows, Pellet Bows and the like.
o m :.m: '('i'ﬂ%j J’a’:‘:’,:#‘"- that 17 ﬂ’f‘t:. :p"::'r d:ﬁ'b::f(,"u'f.."‘: pu.u:_ Mssile Arms (Slings)  Simple Slings, Staff Slings and the 1ke.
ﬁ:o(me ;Stm:o.*mwb::lﬁ; a def::deh:vsm:gn:rg:,:”%":;::"t::’.m:”c{'.""- These classes are of a genera) and widely oversimplified nature, because 1t helps to cut
exemple: An ogre of strenpen syt ic e o t:ﬁ:::;d To take the whole chart, here i3 :: down confusfon and helps playability. Bear with them, and they will serve you well.
Thar'nd,full plate armour and shield (Which 15 magik and 411 Tor apetsocs Sirtk'yt ATIOVE NOTES ON FIGHTING MEN AND THEIR USE OF WEAPONS
ce for breakage would be ZERO! Surprised you, didn't 17 A1} fighting men/Marriors are trafned in as many weapon types as possible, but cultural,
Therefore, any t. of Fight-

Well, the hreakage chart.
::g‘xc‘:,”g ﬂ-: h"::1glun:: g‘n:::::fwhe:?e:“uﬂ:gk:'ﬂ:nmh;’oﬁm ogre s socia) and economic factors severely limit the possibilities
at knight n ’ 2 .
magik or non-mgw.g:m(q;‘,),;tf":nbm:‘hgg ﬂﬂﬂce '1m1d be based on whether :n::‘;h.::. 1»1 or Warrior class played will choose one of the above classes for his specialty, and he
was {ron, bronze, etc. So let's say that will be PLUS OFE when using wn& we:povil fmxn that class. Furt::r'.‘ heimay select h:"yiﬁ le
that olase and make it his PRIMARY WEAPON. th this weapon, w e

the ]
otpany? shagul was Iron, chen’che base would be 255. "However, because 1t 13 s “bashing espon e from
::‘W:’ the base chance 1s forther reduc .d-byAg; :I‘Swnb“t:u?;g" 1s a massive two handed PLUS TWO (+8) in his attacks. He may also choose a second class of weapons as his SECONDARY
h"rge"s armour class 1s +1 over AC 2, 1t 15 fnoregued b ".Mkzd f1ml;5i because the ¥BAPONS, with which his attacks will always be EVEN oN. Every other class of weapon will be
fort et 'z base chance of 208, with every pertinent factgr .cmﬁnm"? ;o 3 asd Shere you out of the area of expertise of the warrior, and his attacks will be at AINUS OFE value on
of verar :tu“r:“' It 13 fair, concise, complate, and most of a17 acy and adjudicated the attack chart. This shows the selective, but very strenuous training that the warriors of
po ness vis-d-vis mpact. accurate in its depictior o1d practiced, and what 1t availed them. Remember to always keep the two choices of weapons
classes within the bounds of historical fact whenever necessary. That means that a Roman
as his Primary Weapons: Blade Arms (Short), and as his

Legionary for instance would have
Secondary Weapons: Missile Pole Arms. On the other hand, a character from one of the fictfon-

a1 worlds that abound in literature could very wel) have Flexible Arms as a Primary Weapons
Group and Two Hand Blade Arms as his Secondary. What this all means is simple: be as correct
as history requives, real or otherwise. Clerics choose only one weapons class. With every
weapon in that class, they are even on. They can choose a PRINARY WEAPON from that class,
lways MINUS ONE (-1) with ALL

and be PLUS OFE (+1) with it {only). Mages and the 1ike are a
. Culturally different weapons may reduce hit probability, e.g. the Western

weapon types
knight trying to use a katana. Thus primaries become +1 and even on, and secondaries become

ninug one (-1).
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Any warrfor type ma

y attempt to learn to
vay Garior ¢ use any weapon he choos . " "
oo t suchyan:::m?g his "resident pu" that his ¢ attempene o Classes. e
that weapon until sych time as he has earn

in value. bt
alue. Thus, to go from sixth to seventh level whi?epﬁ::rsli:gu:]n:: :;:pg:tt;::p vilt';u]]:ve]

1t henceforth. The extra ex i In fact h

. experience gained duri i € would be even on with
racter's experfence level. g Ting this time does not count
BALVE all experience earned. good way to keep track of this during this t govards the cha-

ime, {
1t ome of his PRIMARY HEAPONS."e could, at that time, opt to "do {1 all over aga:nf"m:;ymatze

Now why in the world would

e AL a character do such a si1ly thing,

s e L e, Lo 2y oton et eSS Sed o e
ere you ane seasoned warond, 0 0 acquire the wondroys magik sword Andj
onet rained to use anything py: S o o o 2
AR ﬁ: m;:tgonsms swords ever conceived| My betg1s th:tv‘;gaszgzd l; a:d o Yearn o
» NOW you know how to do that in a game context. | ::stt:y]:::: how

A1) other than "warrior® t
e S 1 i g o o

o ngle weapon as a Primar.
alchemist might take a quarterstaff, ;

Thus,
You get the dea. e CO0Se a dagger, while an

SPECIAL NOTICE

The expertence potnt chart
should be changed go r‘ead:snm:}m Ie:f the Arduin Grimoire show a "Monk* column. This

herein, and pluggin - By using the generalized inf 1
g9 in an ormation available
artist can be fairly and agc:::z:];”:“:;?‘ Ttems you yourself desire, o kind of martia)
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f the monsters listed in Volume I of the Arduin Grimoire's Encounter Charts are fully
:;]q])]:ined in either that volume, this volume (II), or Volumes I, II, or III of that fine
Chaosfum product, "A1l the World's Monsters." A further twenty-four are available from
Russell Powell, 5820 John Avenue, Long Beach CA 90805 (as are both volumes of the Grimoire
and two additional card sets of Magik Weaponry and Magik Artifacts), as a card set. These
cardsets have twenty-four monsters pictured on one side and their statistics on the other,
and are perforated for easy separation. They really liven up a game.

ntasy gamers are unable to come up with new monsters or other items that make a game
E:ge:f dueytg Tack of time, or access to idea generating material. I further recommend the
fine amateur press fanzine Alarume and Excursions, published by Lee Gold. It is a monthly
mimeographed fanzine of about 160 pages, containing dozens of new ideas from ground the world,
and by some of the best known DMs. I am featured in it occasionally with my "Arduin Chroni-
cles" as well. It has really incredible information, ideas, and discussions that are sure
to warm the heart of the most jaded fantasy gamer. You can write Lee at 2471 Oak Street,
Santa Monfca, Californta 90405.

Another problem quite a few fantasy gamers seem to have 1s an 11_1nb1_11ty to grasp the fact
that the; must p(llay each 1nd1v1dua{ character as just that, an individual. Further, the
character must be played within the confines of the socio-economic and cultural realities

of the world within which they play. To remedy this, I have a simple suggestion: Read a
fictfonal story and pattern your character after one of the characters w‘ltl:h'ln it. qu in-
stance, 1f you are not sure how a Hobbit is supposed to act, read Tolkien's The Hobbit and
have your character act 1ike one of the main characters in the story. Of course, you can add
and subtract characteristics as you please, but 1t is a base from which to work.

In order to get the feel of how a character might react in certain situations, place yourself
in a situation foreign to your normal range of experience (in your mind)land see how it
affects you. For example, you are playing a "Barbarian” warrior, and he'she has just entered
& huge walled city for the first time, just chock full of thousands of people from many weird
and foreign places. There are bright colours, tall buildings, strange smells and much, much
more. How would he react? To get an idea, imagine yourself at the White House for dinner
with the President, and all around you are ambassadors from strange and faraway nations, all
talking in languages you've never heard of. Then imagine that all of a sudden you are at
Cape Canaveral and have to make a Moon shot. Would you feel embarrassed and {11-mannered at
the White House? Bewildered and overwhelmed at the space launching complex? You are now
getting the idea. These 1ittle tricks can be used to help think out any situation where

you are at a loss for proper reaction. 1 hope this will help.

A lot of people want charts for the distribution of randem treasure and the like, but 1
won't bore you with my version (I seldom use it anyway, preferring to hand set my stuff).
However, 1 will tell you that in Arduin if a character is permanently killed I rolled
$1le dice and for 25% or less I sweeten the pot, ¥or I fee) a permanent deader merits a
1ittle extra consideration. For those that die but regenerate or assured of foolproof
Raise Deads, I lower the percentage to 10% or 15%, depending on the circumstances. 1
don't seem to hit those per cents very often, but when I do it seems to help. The Extra
Goodfes are simply put fn a secret compartment of the treasure chest or the like and
fncluded tn the normal find when the players get around to checking the treasure area.

As far as my multiverse is concerned, Common Tongues are simply that, language that fs
spoken by each culture or country. The only exceptions are the polyglot/pidgin tongues of
Chaotic, Neutral, and Law. These are Esperanto-11ke languages put together from languages
that usually are spoken by those of the said alignments. Thus orcs, goblins, kobolds,

and other assorted uglies can converse with one another as the need arises (as can elves,
dwarves, kobolds, etc.). There is no single Common Tongue.

Please try some of the rules that you have doubts about in game situations and game play.
Cnly through actual playtesting can a rule or situation be fully explored. And we have
been dofng that for years now. Anyone can pontificate on rules and worlds that they have
never tried and can never be proved wrong because the proof {s only in the play.
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The DM should NEVER tell the players sxaotly what kind of monster ft is that they are
seeing. If at all possible, they should be shown the beastie's picture (I manufacture and
sell eonster card sets for just that purpose), but 1f that s not possible, then only a very
general description should be given. NEVER tell the players how many hit dice the monster
had, or which of the onrushing Orcs has the magik weapon. NO! They are supposed to find
these things out for themselves, and remember, just because the player was on an expeditfon
last week and saw the very same thing, his characters today may not have ever met one. Half
of the fun of any melée is trying to figure out what will be the most effective way of kill-
ing a beast, before he eats youl Try it that way, and I guarantee you that after the fnitial
panic wears off the players will love you for it.

Monsters and treasure should never be distributed 1n a dungeon by a rigid "Law" " "
1aid out by some book or other person. REMEMBER! This {s youge:oﬂz and 3our 'aunge::. Plan
and only you can see all sides to everything, so 1t {s only you that can build and stock
your dungeon/world. Take the time, and you will find that the game will be so much more
fun for your friends and for yourself. As it happens, in my mu?tiverse. dungeon rooms are
about 60% empty of monsters and treasures (but nearly every one has fog, mist, weird sounds
g:‘ ‘:g:et:et::z r;":gor::t;:?ff::t:v":)h The ;::t{h?erfenﬁ that have inhabitants only have appre-

me. H
work? Take the time and do 1t Your WAY.  Tow my dungeons operate. iow will yours

It seems a Yot of people 11ke Power Swords, Force Blades, Energy Sabres, Monomolecular
Filament Edged Swords and the 1ike. Well, I guess that I am as guilty as anyone else on
this account, because a couple of years ago I gave out a Sword that had an edge of Mu Mesons
which cut across the magnetic Tines of force that bind atoms together. George, the charac-
ter that received the damn thing, then went on his nonchalant way, wreaking utter havoc
wherever he went, on friends as well as foes. One DM after another saw his most cherished
Ugly blown away v.dthout even a faretheewelll And more than one friend was sliced neatly

in two as George's sword lopped off the attacking ugly’s arm and his arm/sword conttnued
around its arc right through anyone standing near him! It got to be so that nearly no DM
or other player in the area wanted to see George headed his way. It was obviously not a
good situation, but as.it turned out one of my fellow DMs had the answer. George was sent

on a terrible quest by his patron 90d: he must fight his way down thint
very bottom of a dread and feared dungeon., If hegsurv Y Do enlistes frso o

ived, he would be énlisted into the
ranks of demigods that surround all of the more mighty of éhe gods, and 1f he failed, well,
that would be that. To everyone's surprise, Geor?e succeeded and is now among the ranks
g: :hh:ndmg:g;..m;h::: r:drebns?]? cg::le o: s;:wro 1s that Summon George and the possessors
Yy a rge 1s happy, the DMs are happy, and I think I
Tearned my lesson.” Now where'd I put my 1ight saber . . . ? jd "

WERGILD

Wergild is money paid to a family or relative that has suffered injury or death because of
your actions. The payment is made to keep from fnstigating a blood feud and more death and
destruction, probably your own! It is usually 1,000 G.S. per level of the person that was
killed, or 100 6.S. per level of the person that was permanently injured.
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* , th
D Pere et ey 155 gos 11 ohe the de AT ey re PLE T () LT
I:::':zt:v: ﬁ:%:a.onltoa%zgme::‘s“'tlvg'a:hgzsl;o::tsaare adde(:h:: ?:e:¥1ﬂc:n;n1§;ﬁgg§&n ;2::“
B et in the Speckal Abilitice chart in Yolume 212}‘2%,303;3; Saves at's2 v fire
gzr:lg::a:yggu':?g\:l:e:vsh:s:?n;g?:’n::e:"fr"i’ r:eoﬁmll?;:t type :;g)eﬂs against them; and those very
same spells would have two points more potency for each level the mage is.

NOTES ON TRAVEL

1 per day, remember that the
ding the 1ist for distances that various steeds may trave t
#?::e;egistgnces are for travel on good roads. 0On poor or secondary roads, th: rat: 1st;e
duced by 25%, and across open terrain it is reduced by 33%. Travel through a forest cu
the trave! distance by 50%, and travel through mountains cuts it by 75%.

1ittle chance

ular road through a civilized country or area should have very c

:?::;g:?‘.a ;:g Mrshould roll percent dice, and a result of 10% or less resuh]:; 1?d°2 sri'e

counter. Then to determine the nature o;zthe enc::n:er, thefﬂ:hzhgglgtg!l :wn ;:'oo :s &

with the following results: a roll of 9-12 means that some o " Ta
H - that some of the area's own popula

sheriff, etc., has been encountered; a roll of 5-8 means 3s om popula

y -- ket, maybe, or fellow travelers--an
tion may have been met--a farmer on his way to mar : HA L ot
- the encounter is of an inimical nature. If this {s ro N
:;0\]11: ?gﬂso::a;'inal time to determine what has been encountered, using any Encounter Chart
or Table he/she desires.

f roads, and the following
1 on foot is a slow and difficult process, even on the best o .
ZK::: {s an {ndicator on how far 1nd1v1dga1 t_vl;es can t:::elh:n??k:a;@g:tthemmdia::n::a:hat
this fs for wnencunbered people onlg{, and camping gear (the distance the

of one mile datly for each amount of wéight carrie i8 equ
i;ng: 2;‘”;??{:{2; r::;:nnm veight you may carry (See the True Strength Chart in this volume).

FOOT TRAVEL CHART

DATLY MAXIMUM DAY'S DAILY

TYPE DISTANCE TRAVEL ABILITY RESTS NOTES

' d 1n

fles three three This chart must be use
?J:I:ua‘:;:ns }g zﬂes three three 21l overland situatlons&
ATl Elves 25 miles five two However, the Mfmust ma t1a"
A1l Half-Elves 20 miles four three all allowances for ev-ra1
Dwarves, etc 24 miles seven one (see below) and segson (1s
M Orc; ) 25 miles ten one snow on the ground? fs it a
Hobbits, etc 15 miles two ‘four hot desert? etc.) for ﬁac;|1 R
Phraint; ' 28 miles eight none day traveled. After the 1ist-
Saurigs 15 miles six one ed maximum reduce further tra-
Gob11ns 20 miles six two vel by 20% and ali attack/
Hob-goblins 22 miles seven one defense by two ?ac:n.d th
Trolls 28 miles ten none This is a guide; fin e
Kobolds 16 miles tvio three type closest to your charac-
Ogres 33 miles five one ter and use those statist_‘lc‘si.
Lesser Giants 40 miles seven one Remember, for every cagnbme int
Greater Gfants 55 miles ten one streng:i.n :nd(;gr}nsti;:t;:g ?g)
st one over thirty -

m::::hs gg z”:: fo:r two mile per day to your travel,

but adjudicate for terrain as
steeds do above.
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There is a way to travel in most civilized areas that most DMs and players overlook with
great regularity. That 1s by REGULAR COACH SERVICE. Like most medievﬁ areas, Arduin has
an efficient and fairly {nexpensive daily coach service between all major cities, and less
regular service to lesser populated areas. To a major city, coaches leave, in pairs, three
times each morning. To lesser areas, it is usually but one coach each morning, and to areas
really small they leave perhaps once or twice a week depending upon passenger demands.

Each coach has room for six passengers inside, and two on top outside, but lu
» ggage is 1imited

to whatever they can wear carry, or put into a two foot squa h'

a 50 1b. load limit for e;ch pers'on).p uare {each) travel box (uhich has

Coaches can travel up to forty miles per day on good roads, or up to twenty-five mil

day on lesser roads. Coaches travel ¢ : .

construtear ror s ngver vel cross country if it can be helped, as they are not

The cost of travelling via coach is usual 1y one silver penny per each five miles travelled
plus any ferry, bridge or other charges that may be necessary due to the route. ’

Coaches usually travel in pairs five minutes apart,

i
outlaws and other bad guys. n order to thwart robbery attempts by

NOTES ON STEEDS

Riding steeds have a vartety of dependability and daily travel range. This is expressed

in the Multiversal Trading Company‘s price 1ist in this volume and in Volume 1. You pay
for what you get.

STEED CHART
Animal rf:»:ngggc Eroellent Very Good Good Below Average Poor
Light Horse 40 miles 470 miles +8 miles +6 miles =10 mfles -20 miles
Medium Horse 30 miles 48 miles +6miles  +4 miles -7 miles -15 miles
Heavy Horse 25 miles +6 miles +3 miles +1 mile -8 miles -10 miles
Destrier 20 miles i miles +2miles +) mile -4 miles -8 miles
Draft Horse 20 miles +4 miles +2miles +) mile -3 miles -10 miles
Pony 20 miles +6 miles +4 miles +2 miles -4 miles -8B miles
Mule 20 miles +5 miles +3 miles 41 mile -3 miles -5 miles
Pack Horse 25 miles +10 miles  +6 miles 43 miles -3miles -6 miles
Came) 25 miles +15 miles +10miles  +5 miles -5 miles -10 miles
Ox 10 miles +4 miles +3 miles 42 miles -3 miles -5 miles

OVERLAND ESCAPE AND EVASION CHART 78

Foras URTAINS Og'gzéﬂ

LEVEL CAVE DUNGEON PLAIN SCRUB TREES FOREST JUNGLE SWAMP DESERT MO
35% 25%

106 155 20%  30% 40% 25%  20%
B EEEEEEEENN
; LA i 55% 40% 35% 50% 40%
] 20% 15%  25%  30%  35%  4S% i 4R 34 o
5 25% 205 30%  35%  40%  50% 44 prif 4 o o
6 30% 25% 35% 408  45%  SS5% s o 4 R4
7 35% 30%x 40%  45%  50%  60% 44 pr A 44 b
8 40% 35% 45%  50%  55%  65% 7 o U4 4
9 45% 40% 50% S5%  60%  70% 80% o i sox
10 50% 45% 55%  60%  65%  75% gi: A1 i L4
11-15 55% 50% 60% 653  70%  80% % L i i
16-20 60%  55% 65% 70% 75%  82% 86 4 i o4 oo
21-30 65%¢ 60% 70%  75%  80%  BAX 88% oo b H
- 65% 75% 80% 82% 86% 90% B4

g} -?gﬂ ;g: 75% 85%  90% 92%  96% 99% 943 92% 98% 94%

' di fference of chaser to
: base percent from which to start; add 5% per level
e o sty o et e s the sy 1 B e s scont s
things as elven cloaks, boots of speed o » I e thire I the

. Remember, this is a CHASE CHART, and is n
::;:mgsgqmﬁiecc:?eme 1 that S"IWS the percents for escaping the ACTUAL CLUTCHES of an
enemy.

SAVING ROLL CHART FOR ALL STONING OF THE GLANCE OR GAZE VARIETY
- ' "y
LEVEL 1-10' 11-20' 81-30' 31-40' 41-60' 51-60' 81-80' 81-100 101

13 12
- 19 18 17 16 15 14

20 T T A T T I B A

- 17

16-?2 }2 15 14 13 12 'l; 1(8) ; g
1315 14 13 12 n 10 H . ! H
16-18 12 n 10 9 8 ! H 3 >
19-21 10 9 8 7 6 H s : 2
22-24 9 8 7 6 2 : 3 2 -
25-27 8 7 6 5 3 2 N -
28-30 7 6 5 4 3 2 . - :
N+ 6 § 4 3 2

*his chart {s to determine {f a person has been "looked upon” by a c;eﬁu: ::‘,:. :g;n:rﬂesh
to stone with a glance/gaze. The twenty-sized die is rolled, and a af v e eans
:otceed the number indicated by the character's level vs. the distance !?‘1"1: B ertse
:Mt by vt g R sa;‘lng‘rolluzs;tb:;:gp:::;neghe:s.;; "t:;eiZ) to the indicated die

ter Jumpin » d
gﬁftigg't:ltgt:eh: ';::::. if thg pgrty {s aware of the creature before attempting to con
front 1t, then subtract two (2) from the indicated die roll.



70 COMMENTS ON THE NEXT SECTION

This next section of the book will deal mainl
y with Arduin and how thi
121:1131:0'1};g:tratal:::clslgsl151£=¥ example) h::dan entire cosmo]og;g:s.::tdgge tg::‘.
comp’ , n a very so multiverse. Its G r
and everything else is documented and based on valid concepts. The :hoggs;'::lt::e:i":ag::

space went {
‘g. knouledngo the construction of this world, and 1 can only hope you will benefit from

COMMENTS ON INNS AND ROAD HOUSES

Inns and Road Houses were (and still are in

places like England i
;::::::si:grp:;:.::.:he past history of most c1v111zutlons? lt)w:: t:::zr:;a:n;:e.::o‘le
Jxthared for ante the“?tzt' news, and all of the other social necessities of a world wgthout
or periaps a ér1pp1ed Tra:ér :: ;;u:f::-:qgfl:g:e;:::ersAY}IIFf;:d o e o soldiers,
treasures, lost cities and 1dols of gold with ruby qy;s. nndoof tﬁﬂ :::r::;; :;n::zgle:h;nd

guard them. Occasionally a
Than the Buyer et evu¥ rez:gany be had, though at a price that sometimes may be higher

Yes, 1t is at the Inns where 2

young boy just turned warrior and

::g:t::glz:: ::: z:et :?d mingle with all the strange and fabled :.Zgg"gfglﬁl ;3?:?323s§°

o S i geteesgl7:;sa:$ :c::y;:t::;::db:?;;:ntsfhthg feared and fanged warrior S;urlgs

intrigue and mystery as well as music and b " houTd o an nerecl ot ar et '
rawls. They should b

world. So here for your perusal are the Inns and Roadyﬂouses ofeA:gu::?eg;:l E:::sOft::;r:uy

find their way int .
tiverse befb:z th1:|y°“' world as well; after all, stranger things have happened in the mul-
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ARDUIN, ITS SEASONS, OAYS, SPECIAL DAYS, TIME REFERENCE ANO OTHER PERTINENT DATA 80

THE DAY

The day of Arduin is a:uctl¥/25 hours long, consisting of ten (10) each full hours of day-

1ight and darkndss, with 2-

2 hours each of twilight and dawning. There is no axfal tilt

or rotational wobble, so this never varies during the year regardless of the season.

THE DAYS OF THE WEEK

The week has six days' they are: Mordag, Taenwal, Wurdigan, Veldoar, Sarmaht and Qwain, in
that order. The folk of Arduin commonly work Mordag through Veldoar and half a day on
Sarmaht, taking the afterncon of that day and all day Qwain off. This can vary regionally.

THE MONTHS

There are fifteen months n the year, for a total of 450 deys in the year, not including
Tai Taowyn or Endyear, which is a three-day period o "non-time" that takes care of the

odd orbital period around the sun (called Syraath) of 453 days, thus leaving the Arduinian
calendars all neat and even. The months, in order, are: Tor, Ator, Vaen, Torvaen, Kos,
Torkos, Skord, Torskord, Zar, Torzar, Ghast, Torghast, Chund, Torchund, and of course there

{s Khoros or the Endyear month.

TRE SEASONS

There are four distinct seasons in Arduin, Summer, Fall, winter and Spring. Winter is 125
days long, and is the last 25 days of the old year and the first 100 days of the new. Spring
follows with 125 days and is in turn followed by 125 days of summer. Fall follows as the
first seventy-five of the last one hundred days of the year (the first 25 days of winter

being the last twenty-five days of the year).

THE CYCLE OF YEARS

The years rotate in a fifteen-year cycle, and once every 1,000 years there is a s{xteenth
year in the cycle. The cycleof years is 1isted below:

YEAR
. Oragonus, or Year of the Dragon.
. Roccahr, or Year of the Roc.
Victrix, or the Year of the Warrior.
. Boruumahr, or Year of the Bison or Ox.
. Equinus, or the Year of the Flying Horse.
Torqus, or Year of the Boar.
Serpihkar, or the Year of the Serpent.
Scintillus, or the Year of the Sword.
. Fenris, the Year of the Worlf.
10. Solaris, the Year of the Sun.
11. Lunus, the Year of the Moon.
12. Phantellus, or the Year of the Phantelope.
13. Skorpos, the Year of the Scorpion.
14. Graillus, the Grey or Clerical year.
15. Sarchimus, the Year of the Mages.

OO UI N —

COMMENTS
The year "of wars, their start and end.”
The year of travelling and starting anew.
The year of daring deeds and valour.
The time to stay at home, rebuild, marr‘.
The year of new purchases and childbirth.
The time to repay old debts and 01d enemies.
The year of revelry and debauchery.
The time of fasting and hard decisions.
The year of Druidical festivals and rites.
The year of Royal weddings and treaties.
The year of strange and fey happenings.
K year for travel and fmpetuous decisions.
A time for holding on to what one has.
A time of fasting, vows and initfations.
A time of inftiations and advancements.

The sixteenth and once-per-millenium year is Tarsoris, or the Year of the Star. It {s the
time when a1l things must renew themselves, and a1l must cope with THE TRUTH.
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These

Theze tz'r::.d:'ylsn:r: egu‘lv:h?t to Mardi Gras, Oktoberfest and Carnival 211 rolled §
fa$t ZS prasdiy l:’i; : :&:t::z :ong{:;‘l:zﬂt::t d:l}l n::‘ham another is aﬂmblen::do?:'
ceived, and 1n £ Mfe aite o f

certlf;cntesl act those so conceived usually have "Father Taowyn" wte:"cz;lzi:e :1:;: con”

NEATHER IN ARDUIN

The weather in Arduin varies wi

th the seasons quite marked)
m:r:::r: o:f Sgg :‘eg:e::c::?;::{m;}é :g:hthlgh: somewhere {n tm‘hfmsh“F:?la::r;gzeﬂz:"
FA1 15 generanty windy {cns - ype days. The Summer s near]y'windles )
very ¢o13 an ha) Jondy imu"::e;:g: xi:’g'dwinds of 15 to 30 mph). The Winter is ::::%;m

storms of Fall. The temperature has been kn:ln":t; :J:F'mezo";.?"”’ ST nal rain-

more 14
g o e T s, T Y 0 s
A gentle rains, .

s range. A1l in all, the climate resembles that Mn;av::::nmmm;.::? tsm'\"E:E:h

WEATHER NOTES: THE WINO-CHILL FACTOR

Learn the 30-30-30 Rule of Survival:

flash freezes solfd fn 39 secondy. = "e" XPosed to a 30-m.p.h. wind at -30° F., human

The kil1ing factor is wind chill. The
. term is only dimly unde -
37::1:»?71‘15'& 1:‘2.::(!1“ a scale that prec‘lsel¥ cornle{es tu;spet:::uz :n;‘ :::dﬁf‘g“"
press n meteorological phraseology as “"equivalent tewmerature"--me:::;'es

the difference, {
wind delivers. n impact on exposed skin, between what the thermometer registers and the

The meteorologists' wind-chill tab)

or i e starts at still (o-m.p.h. wind

o nucie ?v:d e:nfv:l: 22°ton a windless day can be quite tolznblz. .)23'-':.5':“31:3 :::k""ds
of that temperature equivalent to -9° without wind. Tﬁe'urct‘lc na::r

on the scale: at -45°, a 50-m.
is not totally unfamiiinr to mp’..;.’;;:?c:::a:::'t;:.:?u1va'lent of -128%  semsation that

30-30-301

WIND-CHILL CHART
When the temperature is 20° F., here 1s how the wind affects how cold you really are

Wind speed Bquivalen

m-p-h. % .
0 °
: 20°
10 30
15 -5
20 -9°
25 -15°
30 -18°
35 -20°
40 -21°

MONTH

Tor
Tor
Tor
Tor

Ator
Ator
Ator
Ator

Yaen
Yaen
Yaen
Yaen

Torvaen
Torvaen
Torvaen
Torvaen
Torvaen
Torvaen

Kos
Kos
Kos

Torkos
Torkos

Skord
Skord

Torskord

lar
Zar

Torzar
Torzar
Ghast

Ghast
Ghast
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DAY NAME OF NOTABLE DAY
7th Solitara or Solityne

15th A1l Gamble Day
20th Kegsbreak

29th Woman's Day

10th Swordhammer

14th Druicus or Qakfire
17th Children's Day
25th Cold Faire

6th Goldara or Money Day

10th Festival of Frdendship
15th Aquamass or Sea Gift
23rd Winterflower Festival

4th Wyndemere

9th Night of Shagrath
10th *1 Night of Skirin
11th Night of the Lady
12th Triangularus
12-13th Spring Equinox

Tth Sneakus

10th Man's Day

22nd  Night of the Candles

3rd Vallorus

19th Festival of Families
11th Festival of the New Wine
16th Sagicus or Sages' Day

15th *2 Summer Solstice

Festival of tha Fall Flowers
Magikus

10th
13th

9th Peace Festival or Founding
Day
23rd Skandus
1st  Harvest Festival

4th Festival of the Stars
20th Welimass

*1 Also the Endwinter festival.

*2 Also the Springdeath festival of first harvest.

other important days in the Arduinfian year.

COMMENTS AND GENERAL ASPECTS OF THE DAY

This day each must seek within themselves.
The festival of the gamblers/gamesmen.
Festival of the new ale/beer.

Giving of gifts to women, proposing, etc.

Day of appreciating weapon makers, etc.
Day of Druidical import and prayer.
Giving of gifts to children, etc.

A winter faire and general festival.

The day of the money lenders and banks.

The day on which everyone makes a new friend.
Sailors’ dn{.

The festival to greet the winter flowers.

The festival of the Four Winds.

Only the Red Moon rises this night.

Only the Blue Moon rises this night.

Only the White/Silver Moon rises tonight.

The moons form a triangle at midnight.
Midnight to midnight when the triangle forms
again to mark 1ts end. Every other year it
1s Black Equinox, the Night of the Long Death,
when the dead rise up and walk.

The day of the thief!
Day of gift giving to men. Puberty rites.
Candlemass or the Festival of the Candles.

Warriors®' day, military parades and the 1ike.
Presents within one's own family, etc.

As 1t says.
Gifts for sages and teachers, etc.

Festival of the Plentiful Harvest. Every
£ifth Summer Solstice is Red Solstice, when
none of the moons are seen, and from dusk that
day until dawn of the next, the whole sky
turns blood red, and all of the nexus gates
are aligned and open.

Just as {1t says.
Day/Festival of the Mages and magik.

founding of Arduin day festival.
Day of the Hunter, night of the Wild Hunt.
1st day of fall; the harvest festival.

Night of the Astrologers.
Physicians' day; presents, etc.

These are the holidays, festivals, and
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Torghast
Torghast
Torghast

Chund
Chund
Chund
Chund

Torchund
Torchund
Torchund
Khoros

Khoros

DAY

2nd
Tth
19th

8th
10th

NOTABLE DAYS OF ARDUIN OF BOTH GDOD AND BAD ASPECTS, continued

NANE OF NOTABLE DAY

Beltane or Jugglers® Day
Grey Equinox
Wormius

Fangwait
Gobl1inflame
Trolltane
Wintertooth

Equimass
Lanmas
Skulltane

Little Royal Day
Queens1ight

Crownroyal
Winter or Middle Solstice

COMMENTS AND GENERAL ASPECTS OF THE DAY

AS:m}-reugig:: holiday.
or stice, except it {s all
The night of the Great H:pnn. # grey.

Night of the Warg King's crowning.
Night of the Great Goblin's crowrgling.
Night of the High Troll's crowning.
Festival of the first day of Winter.

Nign 211 are equal from dawn to dusk!
Holy day of fasting and penance for some.
Night of monsters and evil magik.

Gifts for the Princes and Princ

Arduinian reigning family. S#5E5 of the
Gifts for the Queen.

g:':tsfforithe King.

s festival lasts from dawn of the last da
of the year through the three non-days of Ta‘¥
Taowyn, until midnight of the first day of
the new year. It is the longest combined

festival of the Arduinian year.

GENERAL
ALIGNMENT

Neutral
Neutral
Lawful
Neutral
Lawful
Neutral
Lawful
Lawful
Lawful
Chaotic
Neutral
Chaotic
Neutral
Chaotic
Chaotic
Chaotic
Neutral
Neutra)
Neutral
Neutral
Lawful
Chaotic
Chaotic
Chaotic
Neutral
Neutral
Neutral
Lawful
Chaotic
Neutral

GUILDS AND SOCIETIES OF THE ARDUINIAN CYCLE o4

NAME OR DESIGNATION

Thieves' Guild

Assassin's Guild

Merchants' Guild*

Slavers’ Guild

Seafarers' Guild

College of Mages

College of Sages

College of Clerics

Technos' League

Black Lotus Society

Brotherhood of the Hammer (dwarven)
Society of the SiImarilli (elven)

The 13 Cycles of the Monastic Mysteries

The Red Shiva Soclety
The Society of the Hands of Hell
Society of the Red Lily

Soclety of the Singing Star (half-elven)

The Black Legion
Brotherhood of the Iron Spider
The Foxfire Confederacy
The Starfire Conspiracy
The Serpents of Set
Children of the Dark
Orcas (Orcs)

Warrfors of the Web

The Chosen Ones

Sons of the Scorpion
The Silver Circle

The Taroteers

The Mobius Conspiracy

BASIC GUIDELINE/TENET

Honour Among Thieves
Impartial Death

Profits and Fairness

The Strong Prevall

Ever Seeking

The Pentagram and the Power
Knowledge Above All

Know Thy Gods

Science 1s Truth

To Rule Allternity

To Build, To Forge, To Be Free
Time Ago, Time Again

Each to His Own Self

Red Death to All

To Grip the Universe

Take It, Hold It

Ever Improving

Honour, Unity, Supremacy
Terror, Fear, Death
Infinity, Power, Life
Starpower and Truth

The Dark Circle

Chaos! Chaos! Chaos!
Shield Mates, Sword Brothers
One Web, One Rule

To Rule All

Born to Rule

The Bright Circle
Puppeteers, Taroteers, Infinity
Allternity Now

*This includes all of the separate "Trade Guilds," e.g. Coppersmiths' Guild, Drayage Guild,

etc.
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ARDUIN, A CAPSULE HISTORY
88

by Oave Hargrave

running about as long as D&D and related role-playing games
e than 11 years (of 453 days each). Over 480 player
that time, and many more have had to retire due
On the other hand, two characters have

The Arduinian Campaign has been
have existed. Game time has been mor:
characters have been permanently killed in
to wounds or afflictions acquired in campaigning.
become Dukes of the realm and half a dozen are Barons (three landed and collecting taxes,
raising troops, etc.). One even managed to woo the youngest daughter of the king and just
this "end year" a1l Arduin celebrated their nuptials. So, even though it is a hard and
dangerous world, the rewards are usually more than a bold player can ever expect.

Its history stretches back to the dim dawn of creation and the world's first rulers, the
dread reptilian Kthoi. It encompasses the wars between them and the first true men, the

Rune Weavers, their victory and then subsequent downfall half a million years later in
ainst the rest of Almanity. Though the

the wars of the Titans and Star Powered Mages a?
Titans and Star-Powered Ones were nearly annihi ated, the Rune Weavers were also so weak-
ened that when a bare 20,000 years later the Time Lords threatened, it was all they could
do to trap them in the Caverns of the Ancients and then fade from the Kin of Allmanity,
allowing the Free Mages of the Circle to predominate. The next 3000 years were relatively
peaceful, but that ended with the influx of alien starfaring races and an interstellar war
that left the fifth continent (the planet's largest) and most of civilization a fused and
radicactive ruin. The Interregnum of Dark Years followed, lasting some 5,000 years, fol-
Yowed by the re-establishment of civilization. The main area of civilization centered on
the third continent of Khaera (the world was then called Khaas, as the old name for it,
Ssas-Khaa, had long been forgotten). Many nations held power during this time as war after
war was fought. However, the real problems began when the College of Sages in the country
of Falohyr discovered that an area of transtemporal and interdimensional instability had
manifested itself in the area roughly contiguous with the small kingdom of Arduin. As word
of this discavery spread, more and more nations plotted to control the area, realizing that
whoever controlled the area and the newly discovered "Gates® also controlled not only this
world but untold thousands of others. Thus the bloody Wars of When (also called the Nexus
Wars) began. They lasted 10,000 years, once again bleeding the world white of population
and magic. During a particularly long pause in the conflict, some of the warrior nations
proposed what later became known as the Accord of Arduin, which essentially guaranteed that
11y neutral kingdom with its ter+i-

the Arduin nexus would forever be an independent and tota
nation on the continent--to insure that no natfon

torial integrity guaranteed by eve:

could control 1t. To insure that the rulers of Arduin would not abuse their trust, the
mages, clerics, sages, alchemists, technos and all of the other important groups set up
Colleges or Universities in Arduin which would oversee the exploration of the nexus and
gates. Also each nation would send a contingent of men (1-3,000, depending on population)
so that more than half of the Arduinian mil{tary would be non-Arduinian in origin. These
units would be rotated every seven years. With few exceptions this plan has worked, so
that 1,211 years have now passed without any single nation ever risking re-igniting the

Nexus Wars.
he early wars, each

As most of the population of the original Arduin had been slain in t
; for the first 500 years, {t was forbidden to

nation had sent equal numbers of settlers

marry anyone of one's own natfonality. This insured a true melding of the people, and
although it has been stricken from the lawbooks, traditfon sti11 keeps 1t a habit for most
of the people. There is a tradition that one of the Royal ruling pair (King and Queen)
must be non-Arduinfan. This was also to insure fresh blood to a royal 1ine that started
from scratch, was made up of every natfonality, and was "of the wor d" and not an inbred
and arrogant line of rulers. Thus we now see a kingdom of people that reflects the entire
world around them. A kingdom where slavery is outlawed (one of the few places on the con-
tinent where this 1s so) and people have more personal freedom than anywhere else, It is
the center of learning in all disciplines and the varfous colleges and universities accept
students (of only the highest caliber) from allcorners of the multiverse.




" However, no capsule history would be complete without a retelling of the E1f-Human Wars,
89 also known as the "beginning of the Nexus Wars". So here is:

THE ELF-HUMAN WARS

It began dim thousands of years in the dark and bloody past; the one true and rightful
ruler of Arduin, King Tarafass Oawnstar of the Royal House of the Pising Sun, closed the
borders to his kingdom and forbade non-elves entry into his wondrous land. For he knew
the findings of the College of Sages in Falohyr and what they portended for his realm,

He called up his silver-mailed cavalry, his bronze-sheathed and rock steady spearmen, and
his silent archers all clothed in forest green. Lastly he gathered about him his personal
guard, the famed Golden Knights of the Dawn. When asked why, he answered, "S8ecause men
are men, and ever their hearts shall covet the power about us."

His wisdom was well respected, and his subjects had not long to wait before an ultimatum
arrived borne by a cloudy dust-covered messenger from the kingdom of Morvaen, their eastern
human nefghbor.” It demanded that the people of Arduin become as one with the people of
Morvaen so that together they could rule all the nexus lands. King Tarafass sent the mes-

senger flying home with the reply, "Arduin has been Elven since even before the Oark Years,
and Elven 1t stands or dies. Take us if you can!"

The first battle was joined in a pass in the Brass Mountains called
The Morvaenian pikemen led the storm of the
there were none. Rushing through the pass,
of Paranon in a tidal wave of terror that le

"The Trumpet's Throat."
small keep that guarded the pass, and survivors
the army of Morvaen spilled out onto the Plains
ft no stead unburnt, no field untrammeled.

As the invading horde poured into the beautiful Forest of Flame, there was no thought of
anything but victory in the minds of the three generals that led them. Then Arduin's first
line of defense made itself known: the archers that waited that fateful day were as invisi-
ble as the very air about the wondrous trees that they called home. Invisible, that is,
until their green glowing arrow rain sleeted into the ranks of the invaders 1ike a scythe
through ripe wheat. And like the falling grains of wheat, a grim red harvest was reaped
and reaped, and reaped yet again. Stunned but not beaten were the veteran pikemen of Mor-
vaen, retreating and then reforming, gathering their arbalesteers about them and putting
the wild mountain tribesmen to the front, they went back into the forest, back into that
rain of whistling green death. Nearly annihilated, the berserk hillimen nonetheless closed
to bring their axes to blood among the green archers. Outnumbered, the tribesmen fell to
the last man, but 1t was as planned, for the gained time had allowed the pikemen to do what
no other force had ever before done; the green archers were overrun, were outfought and
finally routed. Yet even then the pitiful few who managed to get away returned again and
again to send a shaft to an eye here, a whistling death to the heart there, in a continual
harrassment and vengeance that lasted the long night through.

With dawn, a bloody blaze upon the treetops and the ground a truer color to match, the in-
vaders left the forest that would henceforth bear the name of “The Weeping Woods.” Tired,
battered and angry at their lost thousand within the trees, they were shaken to the soul to
hear the brazen wail of the great elf horn. For there before them, drawn up 1n their ser-
ried ranks of bronze, stood the elven spearmen, and in a thin 1ine before them, the remain-
ing archers in green. As their cries of dismay whirled in their generals’ ears, the great
horn again sounded and with a Joyous shout the elven host charged down upon them!

To give them credit, those pikemen rallied as best their short time allowed and met the
onrushing wall of spears with some semblance of order. Let no man belittle what those men
did that day. The fight raged seven hours and never once was quarter asked or given. The
end came as the last of the invader generals decided that he should be away. So gathering
about him three of his regiments, he retreated into the woods, commanding those that remained
to guard his rear with their lives. This they did and well, for no elven spearman or archer
followed for another two hours. They sold their 1ives dearly and with them purchased two
precious hours. Sti11 {t was for nought, as I shall relate now to you.
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powerfyl enemy. His troops followed gladly and with a cold fire of retribution burning in
their hearts. For two weeks the deodanths were harried and slain, but not without Toss, the
qreatest being the great king himself on the last day of the year.

His mourning men laid him to rest where he fell, atop wind-whipped Sorrow Slate mountain,
forever afterward known as King's Rest. Laid to rest near him were the eleven deodanths
that had ambushed him and been slain in tum by his guards (though by the time they had
arrived, he had slain t{ve himself before falling).

The news of the disaster that befell seemingly one of hell’'s own armies gave many a grasping
and scheming king pause. At least for a 1ittle while. And the daughter of the dead king,
his only progeny, did declare herself Queen of Arduin, Warrior Queen of the last true Elves
and Defender of that which is known but not spoken. So Arduin stood with a warrior queen
to guide an army of but 5,800. A sad remmant of that once proud host that had fi1led the
King's Plain from one side to the other with its mithril-mailed might. And the humen
wolves gathered round their borders in eyer bolder numbers.

Thus Tarathala Dewnstar, gqueen and leader, decided that {f force of arms alone could not
hold Arduin, they should follow the path pointed to by the hand of her dead father, the path
of magic and elder lore, the road to gods and demons, the trail of tears and danger. Some
of her advisers protested that to fight with magic was to fnvite magical attack in return,
But those voices were few and small amid the clamor for defence. So it came to pass that
the &lven kind in Arduin became wizards as well as warriors, and for 99 years they reigned
Supreme in their abil{ty to wreak havoc among their foes. But each year it became harder

to maintain this ascendancy as the human and inhuman foes of Arduin too became adept in
those arts that invited doom and destruction.

As the first day dawned of the hundredth year since the beginnin
a1l was quiet, Quiet with a hushed sense of foreboding, with an
preceded earthquakes and hurricanes.

9 of the e1f-human wars,
expectant silence such as

The entire elven army, 1,700 strong, and their 1,900 dependants were gathered in the great
keep, "Fangalorn*, on the ed?e of the Lake of Mists. And around and about a silent host
of over 100,000 men in cold fron looked silently up at the ramparts and awaited the order
they knew would come: storm and slay! An order they knew would surely result in the deaths
of full half of their number, but just as surely in the total and fina) destruction of the
hated elf wizard warriors that for so long had thwarted their ambitions. Those ambitions
had finally forced seven great and lesser kingdoms to pool the blood and steel of theipr
::1"1.: in one common cause . , ., to the completion of which they had fought their way here
s day.

I will not 1inger long on the battle that raged from the day's first dewning light to the
cold final stroke of a black and wretched midnight. It is enough to know the warrior queen
fell at last as her last inner tower splintered and crumpled around her. And as she fell,
laughing, she saw for one last time the bodies of five stain kings about her, and she
screamed to the high winds of hell, "Though I feast in the halls of the dread elder gods
this night, T wil have as handservants before me these five kings! And as long as they
Serve me, then a curse to all that is thine and theirs and a11 who would serve them!®

a)at curse would haunt those royal lines to this very day, though this is a tale for another
me,

As the last tower, already cracked and sp1it, finally began to fold 1n_upon 1tselr, a great
roaring began, and the land trembled and shook. The tower exploded. The land around it
:;upted. the very air {tself shattered in a cacophany of fury rivaled seldom since that

me.

Those 7,000 humans that survived would forever remember that night. And what they saw when
the fiery spots left their eyes and the thick blue smoke finally cleared away. Where the
great keep had stood, where the mile-long promontory had been was .

» « nothing! The cold
dark waters of the lake steamed and bubbled where once the flower of elvenkind had been.
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THE INNS AND ROAD HOUSES OF ARDUIN
LocaTron NAME OF ESTABLISHMENT OWNER RATING
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THE INNS AND ROAD HOUSES OF ARDUIN, continued

NAME CF ESTABLISHMENT OWNER

Bad Man Carruthers
Daffy Highbottom
Alfaen Doromon
Barlemar Berry
Silvernose Burt
Carley Simon

Pohl Asimov
Katherine Campbell
Fallburr Skofter
Toady Cheshire
Gyron Mortimen

Bad Man Carruthers'
The Stupid Wizard
The Drunken Druid
The Fourth Moon
The Silver Nose
The Golden E1f

3 Hearts & 3 Lions
Dandelion Wine

The Hanged Man
The Yellow Toad
The Seventh Seal

Spitwhistle's Safe Stop Little Spitwhistle
Thunder Mug's
The 8roken Arms Lack-A-Day Larry

The Sapphire Salamander Toronial Fandreaux
The Carnelfan Cat Wandra Wild Fox

The Eye of the Tiger Shaundra Fire Willow
The Velvet Whip Dione Star Hunter
Copperhead Alain Tralonde

The Fancy Fool Bonge Three Fingers
The Lazy Lightning Kamben Khorley

The Astral Axe Wirawhey Wambletyre

The Wild Wolf Aldo Bunder

The Red Rook Korto Vado
The Silent Serpent Janat Bolk
The Golden Apple Roster Gilley
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The Royal Rabbit Talok Durok
The Wanton Witch Vance Lance
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The Prismatic Bat
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Taya Hammer Star
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STREET LOCATION

Thieves' Quarter
West Gate Square
East Gate Square
Potters’ Street
Silver Smith Street
Leather Workers' Street
Traders’ Court

Gold Smiths' Street
Barracks Square

Bem Sellers’' Circle
01d Gaol Square

Weavers' Road
Mi11 Bridge Road
Dyers' Alley
Traders' Square
Gold Smiths' Lane
Jewelers' Court
01d Royal Road
The Great Market
Armourers' Lane
The Caravansary
Spice Merchants' Street
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Appletree Road

Cl1iff Gate Square
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White Fence Lane

Pumpkin Road
Red Candle Street
8lue Bell Court

Only Gate Square
Tangerine Lane

Scone Bakers' Lane
Berry Bush Street

Fishmongers' Street
01d Fisherman's Street
Potters’ Row

Stablers' Court

East Gate Square

East Gate Square

01d Dormitory Street
High House Street
Library Square
Theatre Row

Small Wall Side
Tall Wall Side
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EMENT [7)
"REET LOCATIO, LOCATION NAME OF ESTABLISHMENT OWNER RATING  STREET LOCATIOR
Quatermass  The Bountiful matg 7 - e st "
a
The Pack Rat Inn H rney Tenthpart * Hang Man' pear] House  The Rainbow Pearl Quickfoot Madanth L Pearl Divers' Street
apsell Not-| 9 s S
Foxton ot-E-Nuff bl Market Gate g:::e " The Golden Hook Captain Hook il Sea Captains' Lane
Mother BeetleBrow's Mother Beet]eBroy . re " The Treasure Chast Balkomer Fand #s%*  Traders' Square
S
Bordertown The Lost Hobbit Inn Tamal outh Gate Square Athelton The Black Coach Taramore Tarras * Craepgate Alley
B amala Trygyre " Barracks Row 5 The Silver Sword Vaanka Tryvaanka i Guardsmen's Row
right Nater  Bright Water Inn Wenitra Fol s " The Silver Mountain  Belogrand Xandor **%  The Duke's Square
o
Appleton Silver Tree Twi - Tt Traders® Gate Easterly The Crimson Caravan  Zanor Zardozz * The Caravanserie
" ce Fanrahl Garling - 014 catt) , " The g:lded Came) Gimburra Hah::c ". ;:gk Car;van Gate Road
rkhouse eman’s Road * The Oiamond Parrot Effros Drobnelka bl et Square
s The Blue Bolt Talgrofter Quilleen - 01d el Squ " The Mithril Medusa Karenth Sastra *%%  Guardsmen's Row
dgetown e are
The Golden Canary Vorpold Dorth e Rumbletown  The Deaf Ear Nomley Humber *  01d Wharf Gate
Hidden Valley The . The New Quarry Road " The RumbleDragon Timothy True Heart b New Wharf Road
ey Dwarf's Hoard Grumpy Stone Harmer - " Elric's Rest Telamark Swordbearer  ***  Great Gate Square
raders '
Ow1 Valley The Golden Goose It Brambahr Wali Break e T’ Gate 0x Haven The Emerald Ox Tummel Fumpleton L Cattlemen's Gate
er
White Water The Phoenix (R3] Castle Road Gate Pavane The Laughing Witch Malaprond Droffel hd Silversmiths' Street
Sixcarts e on M lvorn oy 01d Barracks Square " The Timid Poltergeist Vincent Price il Gemcutters' Lane
(3]
1ded Cart Newton Bomolck oy New M Smallshire The Jolly Giraffe Trader Vic - Furriers' Street
Edgehome The Mithri1 Edge Ba Bal ew Market Square " The Passionate Plum  Galassa Wallshunth il Leather Workers' Street
rden Balkon
Mountainhome The Double Hammer Red - Barracks Row South Hold The Silver Citadel Bartholomew Huggins b Barracks Road
Bea
Hi11haven The Iron Horse rd Orc Killer  « Brickmakers' Street The Quarries The Marble Wyvern Dastroen Oliver L 0d Quarry Road
St
The Crossin ondon H111jand e Smithy's Road Halftington  The Fa]Hn? Star Tillerd Sethedd i Alchemists' Alley
9S  The Water Witch Falamands Khooley - " The Crucibie Valton Mathross ***  Alchemists' Alley
Serendipity  The 5o Ferry Whart Street
rene Smi}
— e Lady Serena Whitefingers wos Only Gate Square INDEPENOENT ROAO HOUSES/ITNNS
tham R))]
Moh Bridge  The Emera] d Onroyce 61111ad **  Red Lily square LOCATION/LANDMARK VICINITY FAME OF ESTABLISAMERT OWmER RATING
e tmerald Knight
: Th: Bowlegged pg.m g:m’;?n:;“d“‘k * Pilgerers’ Lane On the border west of Foxton The Flying Lion T. C. Orake :"
Stlver sai} Nalama Merq{ent ::' Spinners' Alley & ﬂf\eszord:r northeas; o: .L'ﬂglaerton ge ;15139 Tu::h j A;l ;ggtog '15hoe il
Rook1y The Raven's Roost Y River Gate Square Sou:h of°§§1::73n3'::ar"':'w HN Th: B?ue f:s; Rmn: ":o“:.poor el
Tark le:iﬂng 'S E Between Hobbiton and Athelton The Dancing Dolphin  Traskell Durron el
N'l_ﬂch The Grand Grimo{ ast Gate Road Between Orc Wood and the Weeping Woods The Lazy Leprechaun  Androk Kully -
The Star st re Hell Fist Skull Taker « IN The Weeping Woods near Ironwall The Rogues' Roost Inn Closed by the King. *
one Mordecal Greenstar . West Side Square North of Littletown near The Wailing Tower The 8roken Back Inn Durnuld Wardley bl
Sxall Harbour The Pranc{ East Side Square East of Pavane The King's Rest Inn  Wambly Waistcoat b
» The ¢ ancing Porpoise Captain Jack o West of the Cloisters near Wizard Wood Gandolph's Rest Valakyra Talyaar el
razy Compass Falthur Yester iy Sea Gate Road On the border NW of Smallshire The Prismatic Pheasant Telkon Garlitha b
Stoop House The MarmaTade Mo ) Traders’ Gate Square SE ;: Smallishire on the Crystal Peacock The Flying Whale Inn Dalon Fox il
nke, ver
Mickleby - Y Danfel Westerly L Only Gate Square IN WhisperTrees near Misty Mountain The White Roc Inn Not applicable N/A
&y The Adamantine Shovel One Eye | Near Tark Wood The Silver Frog Inn Carralla Danoé -
The Iron Worm Bart th:"":‘zoze L True Faith Square Near Shelob's Wood The Iron Spyder Inn  Taranella Xyth :
Red House  The Little Red House ga T True Fatth Sauare Betaen Fomeod 410 bussaeasd " The Piioe rox e bagiime fere™ e
White Wall away Rundgaard P Stone Masons ' st Between Maidenwood and Foxwood The Leaping Maiden Inn Nabla Viirst hd
S The White Wall Inn Runknon Bulodon L reet

Dyers' Street
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Remember, the 1 to 5

One star = 1/2 stlver

Two star = 1 sflver pel

Three star = /2 gold

Four star = 1-1/2 gold
e

tar (*) rating system mea
ht with bread and .
nny per night with dinner, s
soverefgn per night with s
soveretgns per night with

wine.
Five star = 2 to § gold sovere{

lavish but extremel
valent to a real dive;
3 three star {s
d pretty exclust

ns the following:

ale and 1ight breakfast.
umptuous meal and large breakfast.
out anything but a complimentary glass of

gns per ?1ght per person without any extras.

A one star {s equi
the "common man's"
star s very ritzy an
and of course a five s{ar
nobles play. They will a
mi111ons of gold soverefgns

2 two star 1s not b
2 good, clean plac
with lesser nobl

ad, but sti11 not great,
(the best overall value
and the 1ike stayfng there;

very rich and greater
even 1f that person has

UNDEAD ATTACK CHART 28
Ghoul: I1ts hit paralyzes for D10 rounds only, plus 106 damage each.
Wight: Its hit paralyzes for D10 minutes only, plus 104 damage each.
Wraith: Its hit drains one 1ife level, plus 108 damage each.
Ghost: Its hit causes fear for D10 rounds and drains one level, plus 104 each.
Spectre: Its hit drains two life levels, plus 1D10 damage each.
Banshee: Its hit paralyzes D10 minutes, plus 1D10 each; fts wail causes fear.
vampire: Its hit drains two 1ife levels, plus 1D10 to 1D12 damage each.
Morghoul: Its hit paralyzes for D6 rounds and causes rot damage; see AG I.

Boogie Man: Its hits drain D4 STR points; see AG I.
Ghost Crab: Its hits drain one life level; see AG I.

1 also gfve a saving throw vs. 1ife drains, so that 1f a save fs made only half the normal
drafn {s taken. ({(Half of one = no drain). However, there are {tems that BLAST life levels
away (1ike the Javelins of Devastation) and no save is possible against them. Also, for
every life level blasted away, the victim is totally stunned for one melee round. They
really smart!

NOTES ON UNDEAD

Quite frequently a questfon arises concerning just when does a victim of an attack by an un-
dead creature become one himself, after he is slain? The answer {s quite simple really, in
that the time required for such a transformation is based upom the attacking monaster's hit
dice level. Each level that the monster is means a one hour time for the slain victim to
become 1ike his slayer (or as otherwise stated). Thus, a man slain by an 8 dice vampire
would require 8 hours to transform into one himself. Simple.




9 SPACE CREATURES AND OTHER ALIENS IN FANTASY ROLE PLAYING GAMES

Some purists do not 1ike to introduce any character types or monsters into their geme world
unless they have a medieval or “Tolkienfan" flavor or base. This really 1imits their play
possibilities as far as I am concerned, for what better world to accept aliens than ones
that already have a myriad of other strange and weird creatures as residents? Sure, 1t
would be hard for a town 1ike Peoria or Indianapolis to accept strange alfen creatures, but
would it be so hard for people that probably have elves, dwarves, hobbits and the 1ike
14ving down the strest from them? [ think not, for what s stranger, the alien with the
blaster or the mult{-tonned dragon that breathes fire? Think about it, and I think you'l)
find that logic supports the use of aliens in fantasy games, and that playabi11ty supports
their inclusion as well. They are fun, challenging, and very novel as characters and as
monsters. I can still visualize the pair of Vegan space travellers trying to figure out how
2 wand of fireballs worked after they had traded their stunner for it. They ran every test
imaginable, and their computer kept telling them: *This item does not compute!" Sti11, {t
worked when that funny Tooking guy 1n the purple robes sold it to them. , ., .
You get the point, I think, but let me Just say one final thingon the subject and we'l) g0
on to other things: The esoenoe of fantasy gaming ts its total lack of limitatfon on
the scope of play, both in-3ts content, and {n its appeal to people of all ages, races, occu-
pations or whatever. So don't 1imit the game by excluding alfens or any other type of
charecter or monster. [f they don't fit what you feel is what the game s all about, don't
Just say “NOI®, whittle on them a bit until they do fit.

DMS VS. ANGRY PLAYERS, OR, WHAT TD DO WHEN THE PLAYER(S) REFUSE TO FOLLOW THE RULES

There comes a time when every DM must handle a player(s
ruining the play for all concerned. They may fee] that they have a grievance that is )
timate, or they may Just be egocentric megalomaniacs exercising their own brand of stupidity.
But whatever the reason s, the v musr Be PREPARED TO EVICT THE OFFENDING PLAYER FROM THE
GAME, either temporartly or permanently. Once the people who play in your world realize
that you mean business, they will be much more ready to act fn a proper manner, and refrain
from disruptive and childish temper tantrums,

Harsh language, you say? Not really, because in my several years of play I have seen actions
that have really appalled me by supposed adult and intelligent people. It seems that this
type of ?m makes people truly fdentify with their characters, which is as it should be,

SO seems to make some people think that their oharacter betng killed is a personal
attack on themselves. A M must clearly state his "House Rules” of personal conduct, as well
as having his own variation of the rules of the game, as he piays 7t, all written up nice
and neat for all of his players to read and understand. The DM should make every player
aware of his rules and of the fact that he, and he (or she) alone, fs "The God" of his world,
and that only his Rules are what count. He'she should also let every player know, in no
uncertain terms, what the penalties are for giving him a hard time. "It's OK to air a gripe
in 2 calm and logical manner, but temper tantrums only earn thefr doer a quick and very
permanent exit from play. Once a DM rules on a gripe or rules question, THAT IS THE END OF
IT!! 1f anyone can't handle this PRIME LAW OF A OM, then he or she should not play games in
which said law 1s in effect. A ON must be as heartless as one of his monsters if order is
to be maintained and fun is to be had for all. For a game with clear and permanently consfs-

tent rules is a game where everyone knows the way, so to speak, and the way always leads to
fun and adventure!
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