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Foreword

Nigh on to ten years has passed between the volume you now hold
and the very first Arduin Grimoire (I). Much has changed twixt then
and now, most for the good, a small bit for the bad or not so good.
But the one constant, for me, has always been Arduin. Friends and
acquaintances (as well as two marriages) have come and gone but the
mythic world of my dreams has ever glimmered upon the far horizons
of my soul — always waiting, ever ready for whatever was needed
of/from it. And not just for me. No, countless thousands have talked
and/or written to me — all to tell me that, for them, it too was
“always there”,

1 am proud of Arduin, of my role in its telling and of a select few
brave hearts that were as touched by it all as 1. For me, for us, Arduin
lives ... it always will.

Where it will finally end, I cannot truly say — nor even hazard a
guess. But rest assured that wherever (and whenever) the “end” comes
it will be appropriate and right. But, till that mist shrouded future
leaps upon me and tells me in no uncertain terms to “Cease?’, why 1
guess I'll just have to keep on telling you all about my travels there.
As long as you need Arduin, I'll keep on writing and that wondrous
land will “be there” for us all . . .

Dedication

This, the 6th Arduin Grimoire, is sincerely dedicated to those very
few true and loyal friends, shieldmates all, who have stood by my side
regardless of the consequences or onslaught. Through the storms and
battles of my life, these few have stood between me and “the dragon”
on more than one occasion. To those believers, those fearless few, I can
only offer my awestruck gratitude and love. You know who you are
and I shall never forget . . . ever remember. My humblest thanks.

Undedication

This is a giant raspberry and thumb to my nose at the even fewer
still who, when the going got rough, cut and ran. Cowards all ... you
shall not be missed. And know too that the ebon gates of Arduin are
evermore denied to you.

Special Thanks
To Dragon Tree Press (Ben § Mary!) for their goodwill, good vibes

and continued forebearance during a particularly trying time in my life.
Thank you most sincerely.

Dave Hargrave — 1986 — EI Sobrante, California
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Uhe Adventurer
A New Character Class

This class of character is rather difficult to define as it incorporates
many concepts from several other, already extant player character
types. Thief, Warrior and Magician are the three (3) main components
of this class though you'll surely recognize small bits from such diverse
others as: Alchemist, Sage, Assassin and even, at times, the Courtesan!
Each is a part of the new class, yet nome of them is what it really is.
Readon...

This class of character is created only through a long, arduous
process of intensive individual training (and uncommon dedscation),
But, above all, the character must have such a strong curiosity, such a
pressing need “to know/see” things that it is the one dominant driving
force in their life. They are an ever-restless breed who travel simply
for the sake of doing so. It doesn’t matter where . .. just *“to go” is the
thing.

Each city and most large towns will have a Chapter House of The
Adventurers’ Guild but few “common folk” are ever aware of this.
Even members of other guilds tend to be unaware of this odd “brother
s'lli]d”.

From time to time, the head of the Chapter House will recruit a new
member (usually someone sponsored or recommended by another
Guild Member). Such Chapters, by Guild Law, never have more than
thirteen (13) members: ten “active” members, two semi-retired “House
Counsels” and the Chapter leader — called the Proconsuler. This last
fellow (or lady) is usually very old or too physically incapacitated to
“go a’roving”. Even with the limit on membership, there are seldom
more than five or six living members in each chapter ... even in the
largest of cities — thus the fairly continual recruitment.

Each recruit will be from 10-16 years of age, of no particular race,
gender or other generalization other than: “they be sound of body and
mind and more curious than a bag full of kittens” They recruit the
candidate by laying out what is called a “curiosity line” (s.e. trap) for
the previously-observed possible new member (in secrel, of course).
The base “riddle” of the “line” is usually quite clear to the person it is
“laid” for. The test is in seeing if the candidate will perceive, solve and
then follow the riddle/curiosity line to its “trap”. Then they must
figure their way out of it!
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Should they do all this (and only 20-30% are thus successful), then
and only then are they offered training in this secretive guild.
Surprise! Gotcha! Should they fail the test or decline the offer (about
half decline), they will never be bothered again. Ever! Those who
sccept simply (and immediately) disappear for 2 minimum of seven (7)
years. This is their “basic” training time and it is always conducted in
a city/town as far from their original one as is possible.

Do remember that the official credo of the Guild is: “Adventure is
our business”; and their unofficial motto is: “All life is an adventure”.
And they die trying to live up to these sayings. Frequently!

The training is very serious and strenuous, much akin to the ancient
Chinese or Japanese martial monastery/schools of the 15th-17th
centuries (A.D.). However, as the training is of such wide scope and
generalized nature, it precludes the class from ever seriously competing
with the actual “class types” who do only that one thing. As an
example: an Arduinian Guilded Thief would always be more proficient
in such “thiefly matters” than an Adventurer (who would know only
the basic concepts of some of these skills).

The Adventurer will have several basic skills from several different
other class types but are never “expert” in any degree — nor are they
expected to be. Remember that, by Arduinian law, an Adventurer
camnot take thiefly contracts, work professionally as an Assassin,
Courtesan, Alchemist, etc. because they are mot trained members of
those Guilds or Colleges. To defy the law is to court disaster.
Remember this.

By training as well as personal inclination, the Adventurer will prefer
speed and mobility over armour protection. Thus, 96% of the time,
they will wear no armour of any kind (save for light leather gloves).
And, the 5% of the time one does so, it is always soft, half-leather with
soft-leather gauntlets. Never do they use helmet, shield, bracers, etc.

Weapons-wise, Adventurers use rapiers (and main-gauche usually),
throwing knives or the very rare (5% chance) broadswords of the light,
narrow-bladed type. Even rarer will you see a garotte (1% chance) and
sever (!) do they wield sling or bow. However, upon rare (5% chance)
occassions, you’ll see one with a light (only!) crossbow. The GM should
adhere strictly to these percentages. Some cultural variance may be
allowed but only sparingly and where necessary! Speed, not firepower,
is their forte.

The Adventurer is sometimes referred to as “Jack” or “Rogue” in
other lands but is most often called “Rover” outside of Arduin. In any
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case, all are “free spirits” filled with insatiable wanderlust and driving
curiosity. Thus Sages hire them frequently to search out and acquire
items of interest.

They have few close friends but those they do take to heart, they will
be fiercely loyal to. Even unto death — for their honor and their word
is their pride and their pride is what fuels their life.

They are most often Human (90% chance), Amazon (5%), Hobbit
(3%), half-EY (1%) and other “odd bits” making up the remainder.
Only a roll of 01 on a d100 will allow a racial type not listed above (or
Jollowing) to be an Adventurer. Note: the following racial types are
never of this class: Phraint; any Orc-kind; any Goblin-kind or any
Saurig-type. Note further that all Elven-types will be, of necessity, only
those born and raised in a city/town for it is only there can they be
recruited. Thus, no “woodsy” or “High” Elf-types ever become
Adventurers. Sorry ...

Remember too that, regardless of race or gender, the Adventurer is a
child of the city, wise in its wiles and ways and roof-top runner and
alley skulker second in ability only to the street urchins themselves,
Play them accordingly.

Remember as well that they can be convinced to go haring off on
just about any rattle-brained scheme, regardless of how stupid (or
dangerous) it may sound. After all, as they are wont to say, “do you
want to live forever!??’

An Adventurer will brave any peril, undergo any hardship or do
without any creature comforts so long as he is “on adventure” — but
he/she is, at heart, a city folk who, between adventures, wants all the
comforts of civilisation. A soft bed, hot food, good drink and
entertainment are what they crave! And that high style of living
requires money — so it’s adventuring they will go to get it!
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Here are a few “musts” for players of this new class — read and
heed!:

1) An Adventurer prefers not to fight. After all, “he, today, who
runs away, t’will adventure again some other time!” It’s called
“showing heels” and is frequently done. Do note, however, that
they will fight to protect friends and companions they Bike ...
but they won’t like it.

3) They never stay in one place long unless they’ve “made their
stake” and can afford to return to their “parent” Chapter House
to live it up. There they’ll stay (or in a nearby Inn) “till the
money runs out.

8) They mever acquire wealth or property for “future times” as
none ever expect to live long enough to spend/use it! So cash
really flows through their hands rapidly. Gifts to friends,
charities, favorite courtesans and temples consume 60-80% of all
an Adventurer makes. Another 6% always goes to the Chapter
House (first).

4) They can read basic “magik” runes/writing and even write it to
some (very/) small extent but, though they could read a magik
scroll (and use iis powers), they could mot create one. Ever.

§) They will know the following languages: Arduinian, their own
racial-type (where applicable) and one (+) more per each RF
point more than fifteen (15) the character has. This is
grade-school level reading and writing — nothing fancy.

6) At/by graduation day, they will have learned one(l) only (!)
First Order of Power magik spell or conjuration (never a ritual).
Thereafter, each five (+5) EL’s gained will add one (+1) more
spell or conjuration i available (s.c. found tome, taught by
magicion friend, eic). The magik they may learn may never
exceed OP 5 and whatever they know may never be used more
than once per each 25 hours. However, the usage is always
without regard to mana cost though the effect produced is
(always) the basic (lesser) level allowed. As an example, an EL
13 Adventurer would know one OP 1 magik and have had the
capability of learning up to two (+2) more magiks ({0 OP 5).
Thus, if he bad learned two more, he then could use three (3)
magiks (one of each) every 26 hour day. Simple.

7) By graduation day, they will have learned at least one (1) basic
Thiefly skill. H they have an RF of 12 or less, it’s one; 13-15 is
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two (2) such skills; 16-18 is three (3) and an RF of 19+ is four
(4) Thiefly skills. Note, however, that mo skills other than
“basic” ones can be learned (i.e. mo “niermediate” or
“gdvanced”, etc). Use the appropriate skills lists from Arduin,
Bloody Arduin or elsewhere.

8) As well as the arcane/thiefly skills, the Adventurer will also
have learned ome (1) basic skill from either the Alchemist,
Courtesan or Assassin lists. Choose one only!

9) The beginning Adventurer is plus one (+1) with any two (2)
weapons (not classes of same) and “even on” with ten (10)
more — not including those to him. In the BF
system, the +1 is equal to plus five (4+6) BF. These abilities
cannot be increased by further training. However, through
experience, the Adventurer may add 41 (+5 to BF) to any
single weapons type (not class) for each five ELs gained beyond
EL Four (4). Thus, at EL 9, they could add a “plus” to their
battle prowess with one (1) of their weapons . .. or add another
weapon to their “even on” list: player’s choice.

10) Remember! Beginning Adventurers begin play at Zero EL and
must gain their first (EL 1) through experience!

11) Each 5% of their normal life span, they will have learned one (1)
new language to a maximum number equal to their RF score.

13) Adventurers can and do lie but will never, mever, mever break
their word. Once given, an Adventurer’s word is “to die for”.
18) Adventurers add 42 to their CON scores; +1 to their DEX (or
AGIL — their choice) and +1 to their INT score, after all basic

rolls for the character are made.

Bouse Of Bhe Rising
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The following is an advancement chart for those who still like to use
experience points for EL advancement. Elsewise, consider Adventurers
as Brigands/Highwaymen for such purposes.

Adventurer Advancement Chart
Thief
Polnts  Skills Other Adds And Bonuses

EL Needed Add!
ist 2,500 +1
ad 5,600
8d 12,600 +2
4h 17,600 +3

For Experience
One (1) other skill from avaslable types®

+1 to knife atiack®
Add one (1) basic Martial Arts shill

5th 22,600
oh 80000 +4
Tth 37,5600 Able to wse magik wondst

sth 456,000 +5b
otk 56,000 +6
10t 65,000 +7
1ith 75,000
13¢tb 85,000
13¢h 100,000 +8

Add one (1) basic Alchemical skill

Add +1 to knife attack®

Add one (1) basic Courtesan skill

Add +1 to rapier or broadsword atlack

Add second basic Alchemical skill

18th 130,000 +9 Add second Martial Arts skill

17th 180,000 Add second Courtesan skill !
30th 265,000 +10 Able to use magik rods and staves’ i
31-30 426,600° No Hereafter only GM adjudication will give
8140 +27,500° more “other” skills to the Adventurer. We

41-50 +28,500° may recommend a sparing give oul and only

51-60 +20,000° be those who have carned them by dint of

01-70 420,500° learned perseverance, skill (and luck) in

71-80 30,0005 here- adventuring.

81-90 +430,600° after

91-99 +31,m

100 440,000 and 450,000 each additional EL above EL 100

1) Adds are progressive, not cumulative — example: at EL 13, the

Adventurer will have a total of 8 Thief skills, not eight more. \f22)

GM’s choice. 8) Any single knife-type weapon attack (46 BF). 4) 70%

for successful use plus two percent (2%) per each three (3) Els
bereafter to 96% maximum. B) per experience level — example: you
L need 560,000 EP to reach EL50 as an Adventurer.

e
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The Street Wrching of Arduin
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Over the years there has been considerable speculation by the players |

(and readers) about many aspects of Arduin life and custom(s). Oneof |

the most asked about areas of my campaign is the “Street Urchin”
child gangs which populate every city, town and hamlet of my world.
The following is a general overview of this subject and, combined with
the very popular “Black Rabbits” writeup in Dark Dreams (Arduin

Grimoire V), everyone should now have more than enough information |

concerning these unique denizens of the Arduinian mythos. Please,
readon...

To begin with, one must understand the three (3) most basic things |

about the “street urchins”. These are:

1) They are “Guild Recognized” as a legitimate “affiliated
organization” of the (in)famous Thieves Guild. Being such also
requires them to follow all the pertinent laws and rules which
govern their “parent” guild in order to maintain their legal
status. They are mot “wild” children running rampant but
highly organized, well disciplined (and frained) groups of very
efficient folks. Nobody to deliberately mess with.

3) They are the main recruitment (and basic training) arm of the
extremely powerful Thieves Guild, though semi-autonomous and
a “power” in their own right.

8) Remembering that (as in #1) they are not packs of feral
children running amok like demented midgets (!), one must also
remember that, training and discipline aside, when all is said
and done, they are still “just kids”.

If you can keep these oddly opposed yet conjoined ideas straight,
then all the rest will follow easily. For instance, each and every
inhabited area of Arduin, from smallest hamlet to largest metropolis, is |

divided int0 “kipes” (areas of conirol). In a few of the tiniest hamlets,

there is only ome such kipe (the whole hamlet) but, more often than |

not, it is many kipes per town or city.

Each kipe is the sole |

responsibility of the “gang” (or ‘“kin mob’) which inhabits its F
well-defined boundaries. And you'd better believe that these gangs are |

extremely territorial and dislike any other kipes members trespassing
on their turf!l The actual boundaries/area/size of each kipe depends on
several factors — such as:

Sense 8f Bhie Rising Sun Page Il

A) The number of gang members. More urchins require larger
operating territories.

B) The wealth of the neighborhood in question. The poorest and
richest areas, oddly enough, have the fewest gang members (but
not necessarsly the smallest areas) but, for obviously different
reasons. The middle-class and trades tend to be the most
contested areas (and have the largest gangs).

C) How much “squeal” (i.e. sinfluence) the “King Rat” of an
individual gang has with the Guild, local constabulary and/or
even the local inhabitants. As they say in Arduin: “the louder
the squeal, the sweeter the milk”.

D) How much actual wealth/money an individual gang has (the
more they have, the more “squeal”’ they can buy). Money
equals power in most places in Arduin.

The average big city gang will consist of: one (1) “King Rat” (s.e.
leader); his (or her) two (2) “hands” (naturally called “left” and
“right”) which are the enforcers and “generals”; and about sixty (60)
or 80 “mice” (members). While not always the oldest, the “King” is
definitely the toughest and the smartest of the bunch. They maintain
their “rule” through ability (fighting and otherwise) and fear. Such a
gang will, on the average, have sway of an area about one-quarter (!/,)
mile square (s.e. 8 to 4 city blocks on a side). This is for a erowded
middle class area, of course.

Each city, town, etc has an “Arch-King” who is * ” by the
“Council Of The Kings” (pretentious little tykes, arent theyf) for a
one-year period (15 Arduinian months). This election varies in form
from town to city to hamlet but is never an easy affair and always
includes some trial or ordeal of considerable difficulty and danger. As
the individual Kings’ word is law in their own kipes, so too is the word
of the Arch-King to all kipes and Kings in the city or town of his (or
her) elected territory. The Arch-King also acts as the urchins “face”
when dealing with folks who may be of importance outside of the
Thieves Guild.

From amongst the Arch-Kings comes the single “Over-King” who
rules all of Arduin’s urchins. The trials needed to be passed (or
twrvived) for this “honor” are purely lethal and only the bravest,
strongest and most cunning make it. Thus an Over-King comes
seldom, stays as long as he likes or until another passes “the trials”
(ond he/she decides mot to go through them again to reprove his/her
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worth). Should two (or very rarely, three) manage to pass the test 5
the same time, then it becomes a duel to the death to see who shal]
assume the “Urchin Throne”. Kids they may be but timid they ane
not.

The “Council” arbitrates all matters of (blood) feud and finance,
politics and diplomacy and “all things needful that cannot be handled
by the King Rats”,
Is the law and all that they do Is right and correct.

Most urchins are officially inducted into a Kin Mob about age five
(6) and leave at about age 12 (fo 14). A median age would be around
9 years. About 60-85% of the urchins are male, 35-40% female. As an
urchin’s life is hard (and dangerous), about 3 of ten never live to reach
their “retirement” age.

The urchins do everything from acting as guides, procuren,
nightwatch, fellow-spies and even babysit — all for a price. When they
leave their kin mob, they most often (86%) go directly into the Thieves
Guild apprenticeship for another 4 to 6 years of specialized training.
The few who dom’t become thieves, most often become Traders —
which, it seems to me, is rather appropriate! Very rarely will one
become anything else.

The Over-King has no rules or laws as he (or shy |

S ———

The Kings, by urchin “law” must resign by age twenty (20), though |

the Council can (though seldom does) make special exceptions on s
year to year basis beyond that. And under no circumstances can any
king be older than twenty-five (26) as that is the absolute maximum
age allowed, even with “Council exception”.

Note that urchins do practice thievery, usually of a petty “snatch and
run” variety but mever in their own kipes. They always go outside

their kipes to do this sort of stuff and, as it is their “job” to prevent |
other urchins from doing that very same thing inside their kipes, you |

can see the constant “raid & warfare” situation that results. A
successful raid into an “enemy” kipe is like counting coup and has

much prestige amongst their peers. These raids are called “downruns” _

and go on pretty much continuously in large cities.

Note also that, should other urchins catch them out of their home |
kipes without a “traveler’s pass”, they will be beaten severely and, if ;

they are caught stealing by the law/militia/etc, they suffer exactly the
same punishment as a real, Guilded Thief would.
dangerous (but ezciting) life!

Urchins normally do not fight to kill but will do so if cornered and
their own life is threatened. As they say: “Dead men buy no bread”.

All in all, s |

Beusr Of The Hising Puge 1

i their own has been murdered (for no M reason),
:lb:wb:;::em“‘etho: Howling”, a sort of stree't urclnn vu-i?.tnon. on t.ze
“wild hunt”. Frequently other neighboring kipes will put nv.alnea ?:1 b:,
to “howl down” (i.e. hunt down) the perpetrator. And it wo;m D
quick and easy death once they are amgh.t. Know :a well. th:t ¢
pever will the local authorities intervene in such.a _Howhng figuring
the murderer is getting their own deserved rough justice.

Most urchins fight “honorably” (i.c. one on one) alz:'l never ’galgg up
on another kipes member(s). However, .they do fon? tnpleg.a (s.;;n:
circle) around their enemiel; and ::: in one urchin at a time,

il he can no r stand. )

.nz ?'l;;ntl;lit, here’s mns:xample of one city"s urcln? fold -
Talismondd capitol of Arduin. With a population wln;h varies
seasonally between 600,000+ to well over 750,000 peop!e an :: area
roughly equal in size to San Francisco on our .world, Talismond I n:l :;1
estimated 1900 active, full-time street nrclnns: Th.ese are div “‘,
currently, into thirty-one (31) kipes of varying sige. The m .
powerful, called the “Brass Nose Mob” has 140. active melgbers :1:

controls all of the Gold, Silver and other “precious metals” wor hg
areas — a rich and politically powerful area. The smallest, the
“Cobble-Foxes” with only twenty-two members, is relegated to an area
out near the East Hill cemetery s:;::ed one dctrcet of stone cutters/grave

] lative p and poor area.

"'A:a":)’h:::note, gmp:hat 1,900 (or so0) urchins are a lot; after
all, our own Los Angeles has over 40,000 known members of street
gangs! So, a8 you can see, the street urchins are actually a pretty elite
bunch of kids.
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The Beggurs Guild
(And New Character Class?)

Another group frequently asked about are the numerous and,

occasionally, obnoxious street beggars that seem to be just about |

everywhere you go in Arduin. Well, these seemingly “poor” folks an
actually one of the oldest and (believe it or not) most respected of the
Arduinian Guilds.

Anyone, regardless of race, creed or color, etc. can become a beggw

Bouse Of The Rising b |

but oaly if they have at least ome real deformity or handicap — the |

more gruesome the better. There is no age limit (up or down) but al |

new beggars go through a three (3) year apprenticeship and training
program. After that, they work the streets for another four (4) yean
strictly as beggars. Then, seven years after they began, they are given
an additional 1-3 years of specialised training, depending on their
abilities and intelligence.

This last bit of training is what makes a beggar much more than he
(or she) seems. For, you see, Arduinian beggars are also informatios
brokers and have “watchers” (or “gutier-egyes’) practically everywhere.
They also hire out, usually to thieves, as lookouts and “bagmen” (lo
move loot secretly around a cily or out of if).

However, their main income source always has been and always wil |

be that oldest of professions: begging. They also receive a large
amount directly into each city’s Guild House (called “The Gilded
Hole”) on a monthly basis from business establishments who pay them
not to hang about pestering/driving off customers. This payment is
called “spitting silver” or “tossing out”.

Most weddings and other such public or semi-private events require
that a stif “Gold Bowl Fee” be paid so that whole hordes o
foul-smelling beggars won’t show up to ruin the affair.

Many beggars will self-mutilate themselves to increase their ability to
elicit money from passers-by. The vernacular for this terrible custom is
“eating a finger”. Disgusting! But very effective.

Members of the this Guild have more detailed information on any |

given city, town, etc than any other character class in play. If they

don’t know about something (al least in a general enough way fo tdl |

you where to find more precise information) and/or if they can’t find
out, then no one can!

With their close working relationship with both the Thieves Guid |

-
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end the street urchins, the beggars have “long arms” as they say in
Arduin. Many Guilded Thieves (and the very rare Assassin) will also
be a Guilded member of the beggars . .. as a perfect cover for their sort
of work.

For game play, we suggest that beggars be given three (3)
picks/choices from the basle thieves’ skills. GMs should not allow any
of these chosen skills to be of a combative or strenuous physical nature.
We recommend such skills as: “Sleight of Hand”; “ ‘Perfunctory Goods
Appraisal” and “Concealment”. At EL Four (4), they acquire another
Thiefly skill (as above) and once again (and lastly) at EL Eight (8).
Thus they can have up to five (6) basle skills which thieves use. Note
also that all beggars have a 76% base chance of successfully “escaping
& evading” in their own personal section of town (i.c. thesr “lay”,
where they do thesr begging) and a 56% chance amywhere in their
bometown. Each increases at a rate of +3% per each EL gained, to a
maximum success chance of 99% at ELs 9 and 16 respectively.

GMs should remember the beggar’s thiefly skills and affiliations but
sbould mever allow them to be played as real thieves. This they
definitely are not nor do they wish to be.

If used as a player character, do remember that they mever leave
their home cities except on vacation and then they go dressed as
“pormal folk”. So they are really only playable in very specialized
campaigns or areas of play. However, they make excellent guides into
the (in)famous “undercities” and terrific ‘“color” as non-player
characters interacting with the players.

Favorite “brands” (i.e. deformsties) of beggars are: clubfoot/lame,
hunchback, blindness, missing legs or any non-contageous affliction
such as “swampshakes”; “green drip”; “blue spot” or any of the other,
more “colorful”, though generally harmless diseases.

Note! Beggars hate fakes and, when they catch someone pretending
to be handicapped, they ... well, let’s just say the culprit soon becomes
really handicapped.  This punishment is called, appropriately,
“chopping” and beggars who’ve “been chopped” tend to be disliked by
their “honest” brethern.

Beggars live in the worst, most-tumble-down sections of town —
usually in houses (or even ruins) that appear to be real dumpe.
Actually, they are, more often than not, quite sumptious and richly
“dome up” inside. After all, on an average day, any moderately
successful beggar can earn at least 26 SP(!) or the equivalent. This
translates to about 37 GS per month (or more than {wice what a poor
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former ears in o whole year!). They do live well . ..

Beggar earn experience like Traders, i.e. by how much money they |

earn. Each GS gets them 6 EP (or one (1) EP per each § SP
earned). However, a beggar can mever gain more than three (3) ELs in
any given year (15 months) regardless of how much money they may
earn. Beggars also begin play at Zero EL and must earn their way to
EL 1! After the character is rolled up, the GM must adjudicate what
minuses to apply to their CHAR score because of their
disability /ailement. This can be a permanent loss, as in the case of

missing limbs, burn scars, etc, or temporary, as in the case of a disease |

which is, for health reasons, periodically cured. Many beggars have
pets, most often of the rat variety. Some even manage to train them
well enough to do simple tricks or tasks. GM adjudication is als.
needed here. That’s about it, so enjoy the new Player Character class
and remember: “Aims for the poor and afficied, alms for the len
Jortunale, alms from the kindness of thy heart ... May the gods
bless thee, sirP’

fouse Of The Rising bux |

ko

Seuse Of The Rising Sun Puge 17
Begger Advanrement Churt
Newly Acquired Skills,
EL Points Bonuses & Other “Goodies”
Ist 1,200 Add +1, permanent, to character’s CON score

3ad 2,600 +5% to daily ‘“‘earning” capability

] 4,000 Add ability for basic disguise and “training™ rats
4th 6,000 Add ability to fight with cane, staff or crutch

5th 8,600

6th 10,000 Add +5% to daily earning capability

th 12,600

sth 15,000 Add +1, permanent, to character’s CON score
oth 18,000 .

10t 21,600 Add +5% to earnings, advanced disguise shksll
11-30 43,600* Add +1% earnings ot each EL (11-20) gained
31-80 +4,600* From this point on, any new skills will be GM
81-40 45,000* adjudicated based on each individual character
41-50 +5,600* and their environment. R is stron
§1-80 +46,000* recommended that such adds be few and far
61-70 46,600* between!

71-80 47,000

8190 47,600*

91-100 +8,260*

101+ +9,000*

* per experience level

Note: The EP listed above are a linear progression, mot cumulative.
For example: a begger character only needs 2,600 additional EP to go
from EL 6 to EL 7 (i.e. from 10,000 EP to 12,500 EP). Thus, an EL
100 Beggar would have 569,000 EP!}! Needless to say, few beggars
ever get beyond EL 20 or so.
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@he Assugsing OF Arduin

The following section will give players and GMs a bit mor
information on that most secretive of all player classes: The Assamiy
For more info, please see Grimoire Game release of Arduin, Bloody
Arduin. To begin with, here is a typical Assassins Guild “checklist’
which must be used each time their services have been requested. §
the Assassin camnot answer with an unqualified “Yes” to each questios,
then the proposed “hit” is mot samctionable and thus may not b
accepted. The checklist questions are:

1) Was the job properly requested through the Assassins Guild?
2) Is the person(s) requesting these services economically able to m

the official rate without undue harm to their own life? (le. ca |

they afford if)

8) Are there sufficient grounds, under Arduin Law, for “Redress By |
Assassination”? See Arduin Law (Arduin Grimosres I, II, Il fr
guidelines. -

4) Is the reason for the request (see #3 above) verifiable?

5)
normally employed by the Assassins Guild?

Is it absolutely certain (verifiably so) that the “hit” is in mo wy
politically motivated?

Is there abeolute certainty that, even though mot politically
motivated, the “hit” will not cause lasting political harm/upheavd
within Arduin?

6)

7

8)
do the job properly? If mot, is one of such expertise available?

9) After all of the above, is there amything that causes you, the
Assassin, to have even the slightest bit of doubt concerning the
proposed hit?

Remember! Even one (1) “No” to any of the above questions i
grounds for not accepting the proposed hit. In fact, you, the Assassis,

are required to deny the request and to report the refusal immedistely |

to the Guild Council. Failure to adhere to this strong rule will result
the Assassin being “Black-Listed” by the Guild. This, of course, is3
death sentence as amy other Guild Assassin is required to “terminsie
with extreme prejudice” the black-listed fellow on sight. So, b
warned! Be wary! Be right, before you act!

Is the target/intended victim(s) accessible through the mess |

Are you, the Assassin assigned to the hit, of sufficient expertise b

T E—

|

et e o
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Arduin Law Asd Redress By Assassination

There are certain circumstances, under Arduin Law, where
assamination may be legally employeed by anyone with the means to
hire s Guilded Assassin. Here are the best known/used of these
Feasops:

1) Where forcible rape has been committed against a family member.

3) Where illegal torture and/or maiming has occured.

8) Whenever a person’s reputation (and thus livelyhood) has been
deliberately and maliciously destroyed with the full intent of
wrecking the victim’s life in as many ways as possible and where no
truths have been used. Do note, however, the fine line between
bardnosed business competition/tactics and deliberate destruction of
one's reputation. Take great care with this one . ..

4) Whenever abduction for the purpose fo slavery has been done. Note
the real problem with the fact that such slavery, whilst illegal in
Ardula, tends to be legal most everywhere else. Be careful here as
well.

8) Whenever cold-blooded murder has been done for pleasure, during
robbery or other illegal act or for amy other non-legal, non-
sanctioned reason. _

6) Whenever there has been theft of some “great treasure or artifact”.
This one is intended solely to cover the theft of such items as Royal
Crowns, a noble family’s Patent of Nobility or Homestone, etc. It
does mot cover the “normal” theft of huge amounts of money,
personal jewelry, etc — this is legal in the sense that it is mot
punishable by death and the Thieves Guild is a legal operation (yusé
don’t gel caught!). Really careful GM adjudication is required here
— particularly where powerful magicians’ “one of a kind” artifacts
are concerned. Most Assassins tend to refuse these jobs outright.

7 Asy “black-listed” Guild or College (etc) member or “any others
deemed outcast, pariah and under edict” by any legally constituted
organization (i.e. Guild, religion, elc) may be targeted — by
enyone willing to pay.

As you can see, it’s not a long list and great care must be taken so
that you do not make an “unclean kill”. To do that means all sorts of
legal hazsles, “blood money” to be paid and so on. No fun at all.
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The next “section” will tell you a lot about some of the weapons thy
are unique to Arduin’s Assassins. Although just about any kind o
normal mundane sort of weapon can (and will) be used from time
time, most prefer to use the cultural “surprises” only Arduin cy

provide. Do note, though, that these devices are rare enough so thy |
many Guild members never see some of them and almost no non-Guil ¢

member ever does. Does and lives, that is . . .

Strankhus (Aka: Hands of Prager)

This device looks like a palr of life-sized cast/carved metal bands, mod
often bronse, iron or steel. They are joined together at the wrist ax

have an attachment at the wrists’ base where a 20-30’ braided win |

(or, rarely, spidersilk line) is attached. The hands are “spring-loaded”
and require an STR score of 16+ to “cock” in an open, i
position. Thus set, they are whirled around and around, then “cast”s
8 victim’s throat. On contact, they slam shut (like o bearireg),
strangling/crushing the victim’s windpipe.  Victims slain in ths
manner have “hand marks” on their throats as if a real person’s hand
had actually strangled them. It is also used to grab a victim’s swon
arm, snatch a leg from under a person and so on and so forth, As ths
weapon is somewhat archaeic and outmoded, it is seldom encountered
anymore. Oh, even though a 16 STR can cock it, in “strangle mode”,
figure a 174 STR is needed to pull it off.

Scorplon (Aka: The Stinger)

This is most often a glove or, sometimes, gauntlet that has a wris
mounted, needle-thin blade of spring steel some 13Y,” long and d
triangular cross-section (i.e. it has three edges). The blade #
spring-loaded and requires an STR score of 16+ to cock. Note thats
special cocking rod with a clamp to hold the blade’s end is required ®
one’s hand is mot sliced by its razor edges (usually envenomed). Th
firing mechanism is a palmed pull-ring triggered by the little finger

When fired, it will stab forward from its concealed position undernesth |

the Assassin’s “full cut” and volumnous sleeve. It has & “reach” d

8!/,” beyond the Assassin’s clenched fist and packs enough punch b |

penetrate up to light chainmail armour.

&mﬂfﬂtlﬁnﬂ.g

L

—

Page 21

Sonsr Of Blye Rising Sun

ome, the Assassin simply twists his hand/wrist
mc:ochr::isehmd the blade is detached from the wrist unit. T.he
whole attack, unlock and hand withdrawal is one single motlon (si.c.
ons CF aclion segmend). Because it is fast, efficient and not prone to
a-npa, it is still the “weapon of choice” of most beghnm in t.he
Arduinian Assassins Guild. However, most more experienced aespeaing
doat use it because they prefer mot to have to get that close (i.e.
penching range) of their intended victims. As a last note, t'he deep,
triangular-shaped wound (and the uully. lcﬁ-belumi'blodc) is one 9!
the commonest “signatures” of the Assassing of Arduin — at least in
the everyday “common” hits . ..

Arbaletta (Aka: Arrowhand)

This device is nothing more than a miniature wriat/fom::m moun':ed
crossbow that uses a compound pully-system to give incredible velocity
for such a small item. It is fired from a hidden position rmder.netth.a
“full cut” sleeve with a special firing slit worked right into its
pettern/construction. = The 4”-long, spiral-finned dnh have a
maximum effective range of 60 yards; a standard/best effective range of
21-40 yards and a point-blank range of 5 yards or less. Of course, 6-20
yards would be short range and 41-60 yards would be l?ng to extr?me
range. For penetration purposes, figure it as effective as a light
crossbow. Note that, due to its complicated cockilfg mechanism (STR
of 15+ required), it takes three (3) full minutes minutes to reload and
recock. Thus, it is considered a one-shot weapon. Even s, it is still
very popular with middle-ranked Assassins — especially with poisoned
darts.

Jakusa (Aka: Sawsnake)

A variation of the strangler’s garotte/throwing noose, this device is 8
bit more gruesome in its effect(iveness). Made of tw9 very thin
spidersilk lines braided together with shark’s teeth protruding from the
coil end (only) forming the noose. Most often about 33’ long and with
sbout 30 shark’s teeth in a typical noose. Note: the teeth face lmnrd
uong the inside circumference of the looped end. And, whl.le not
always shark’s teeth (sometimes other critter’s teeth are substituted),
they are those usually seen (88%) and, in almost every case, those teeth
&re envenomed.
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Simply put, it is tossed/dropped etc over a victim’s head, they

instantly tightened into a slicing, strangle-hold on their neck /throgs -
n only one CF action segmeni). |

all in a single, fuid motion (i.e.
Once tight, it is savagely “whipuwed:’ back and forth, simultaneoud,
Practically beheading them whilst strangling them! However, as by
great skill and a modicum of strength are required to use this anejey
assassins weapon, it is not now often seen/encountered.

Brissaga (Aka: Razorhand)

Usually a soft leather glove of good but rather common looks,
concealed within each finger are 1%,”-long, razor-sharp, steel “clayy”
These “spring-loaded” suprises pop out when the hand is clenched jnt

a fist and then, suddenly, unclenched. Some models have detachabk :

claws that come off in a victim but this is fairly rare. Ev
“naked death” mode] made of real human skin that, when worn, i
almost impossible to detect without a close examination, Needless
say, that type is costly. All usually have envenomed claws
At any rate, this gloved style of attack js the carrent “popular” way for
low to middle-level Assassins to make thejr strike. Those who like f
get in close, that js . . .

Glissande’ (Aka: Deathflower)

This odd and relatively rare Wweapon resembles nothing so much ass ¢

large, five-bladed, shaken or “throwing star” when com

plelely
unfolded. In its “folded” mode, it is either a cloak clasp, belt buckle or |

even 8 brooch “pin”. Some are worn around the neck as “amulets” o
in 8 lady’s hair as a barrette! All are, therefore, usually silver or

“weapon of choice’; m Arduin’s middle to upper levels of the Assassin’s
Guild. However, they are not easy to make properly and, with so fev
craftsmen who can make them, in very short supply.
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Kbarkua (Aka: Dragon’s Foof)

i big)
“trick” f fine make but common appearance, this has a (

At 'tggeredm:k b::tt:f three “claws”. These tri-edged, mor-shan:hblaide:
o t some 47/,” and have a very slight downward curve the a.sd
o :fu their leng:h. As it takes a strength of 17+ (and a ;p:::: "
ﬁh tool” to reset them), they are frequently (80%) made. to e: ack
by a second toe-activated sequence/n;lovel::en:(.’ t{?sto:’e apt::znfor wnd

reservoirs/sacs with extra-toxi t :
.l,;n:ves (l'?‘?il ;a:erelatively popular devi.e‘e a.mgnpt ‘the begmn, ers in the
:}nild' but requires a form of combat ability akin to ‘savat’.

Attu-Attu (Aka: Red Nails or Demon’s Teeth)

These small (2!/,” diameter) and seemingly harmless .bt_-m spher«;nld:

are the maln stock and trade of nearl_{hal} (9692)4\:?;111:13:“ Aasasabed (l.'k;
n, they “erupt” wi our R ;
mok:;e‘;"m’: t;acb about 1%, long. Poisoned, of c?urseed. wt’lr;hu
device only recently (the past S0 yearat)ol:pla:led a:l:;a ;]’rol:ol:heir pOisop:
sed. And, as they are safer andle

'tzr?::e];’:llonger, th;y are exceedingly popular (even tho:g:tn thtay e:::y‘
mech more than calirops). You’ll see these used in 08

instance a “get-away” is necessary (s.e. fo block pursuil).

Assuggin’s Hleapons Avnilability & @ost
teide Arduin?
Weapon Cost (GS) Avallabliity Ou !

1-150 Readily available o
gzor::lil::’ 5.‘31-80 Readily available Occass!ona]ly
Arbaletta  101-200  Generally avaf}a::: Occasl:l:nally

-660*  Generally availa
g:kmu:a 46651-15000 Not generally available Infrequently
Glissande’  1000* Hard to gt.at Occ N? nally
Kharkuu 106-300  Generally available a88jo] l
Attu-Attu  1-3 each Readily available Frequently
* an average



How To Promoumce The Darn Words

: are-BAH-lettuh Jakusa : JA-koosa

: &TWO, a-TWO Kharkuu : CAR-coo

: BREE-saw-gah  Scorpion : score-PEE-own
Glissande’ : GLEE-san-day  Strankhus: stuh-rank-US

Arduinian Assussin’s Seapong Ghart
Weapon Attack Base % Base % Weapon ;

Type Plis* RCH Impale Damage Type of Damage
Arbaletta +3 9% 12% 8-16 HP deep puncture
Attu-Attu N/A n/a 20%! 1 HP shallow puncture
Brissaga +1 n/a 1%  1-6 HP slashes, punctures
Glissande’ 42 7% 3% 59 HP stabbing slashes
Jakusa +4 16%% n/a 6 HP?slashing strangulation
Kharkuu <42 2% 3%  3-7 HP deep tearing slashes
Scorpion 43 6% 6% 6-10 HP deep puncture

(closed) +1 1% n/a  1-5 HP bruising bash
(open) 43 n/a n/a 1 HP3crushing, strangulation

1) H impalement does occur, no roll on impalement chart is allowed —
it simply does double damage.

2) This RCH is rolled for at the start (CF30/top of the count) esch
and every melee round it is on the victim. If successful, it means
“Throat cut, ... etc”.

8) per melee round (continusng)

* The “attack pluses” are used omly in non-BF systems and mot with
the Battle Factor system.

Souse Of Ulyr Rising by :
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Poisons Of Ardarinkm Assussing
As each world mythos has its own stable of (in)famous, legendary
sad fantastical poisons, 8o too does Arduin. These then are some of
the beiter known and/or notable omes. The names given are
translations of the most-used appellations.

Derived from a pair of very rare plaats; the (Black) Lily of the Night
aad the Red Lotus, this potent poison is most often emcountered in
powered form. It is identifiable by its brick-red color, talcum powder
texture and readily notable odor of “lilys in full bloom”. It also has a
very strong “herbal tea” flavor (end thet is how @ <o frequently
séminisiered to ils victims). Its “trademark” is its nasty “side effect”
o its victims: the stomach lining ulcerates and causes internal blseding
which is often spit/coughed up by the poor wretch who is in definite
trouble after taking it. The more the severe stomach cramps cause him
to cough up, the more his esophagus (throat) aleo ulcerates and bleeds.
The pain is intenss, constant and nearly mind-numbing in its intensity.

The ulceration and bleeding does 6-10 HP of internal damage each
101- 120 minutes for 6-8 hours per each one (1) ounce dose used. Note
too that said dose also does 3d8 HP of imitial “blood poison” damage.
As time passes®, the victim’s entive throat lining shreds away and the
frothy blood is constantly coming from the “bloody mouth” of the
victim!

Speech, them, is quite literally impossible. The only known antidote
for this stuff is a concoction of ground wolf-bone and powdered
bangleberry leaves brewed into a hot “tea”. It must be used “ounce for
ounce” to have any effect (i.e. one ownce of BloodgMouth needs ome
osnce of “Blood-Siop Tes”). As fairly large amounts of the poison are
needed to kill and due to its strong taste/odor, it is being used less and
less frequently in Arduin. Even so, each ounce has a cost of 346 GS on
the open market.

* In 61-100 seconds, the unfortunate wreich is usually unable to speak.
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MADBLACK

Ahﬁbbmmt,“dﬂnkhddvdﬁumnw
toudst:ol(cdlcd “The Meadcep”) udthejnieafmnm.tl“ﬂl:;
Grass “Um‘ﬂheﬁ&mmbuﬁmbw

stromg). :
Mdbhckhuttutomwhttkintom-m ot all time
lldnnoto.uyto“hsp”initafnllmy. E-chwtwo(ﬂ)dm
Wbmﬂryoitontnbitmduheuibpotmybyb%—&u,
dlcmdaya,nhMHl*(Mﬂdm.W.
Madblack is called this due to its side effects which
luti'or.ldlw minutes* less two (2) minutes per each CON point of
the victim. Iheﬂecthtomudapuuoh,farmd i

itwill.whm.edthmb,hbhlldmhldﬂm i
howummﬁﬂuﬁddeh&imwmmm
cost (085 GS per tenth omc)lmitﬁomhing“mm”(m
the gods)).
‘thhnsdtlhehmthnthedmgouodwuddpedbr,dﬂ
n.lﬂ'erleuarhlhcinogenic(!]ld damaging) effects at the GM'

g
any t amounts and even more difficult to “barvest”.
Dnetothhandtotholong,hvolvedllchemknl peeded b0

. process
Mn,smm:wmds,ﬁzcsw‘/”mmm
Butnhwenwmhntommdnumh'/”oumhunpomyd
11-20 HP! Thus a full ounce, aside from costing 111,040 GS, would &
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u incredible 202-400 HP of damage (essentially ¢ roll of £4100 plus
200 HP)! Few living things could survive such a wallop — even with a
“saccessful save” ve poison. It also has & 100% neutral smell/taste so
i can be used with/in anything (¢ és mon-resctive) without detection.

Each Y/, ounce will cause paralysis in creatures up to 50 HP in sise
aad lasting for 200 minutes less ten (10) minutes per CON point of the
victim but always having a minlmum 100 minute duration! The effect
of the paralysis is for 61-100% of all bodily functions. Any percentage
is the 96-100% range would be lethal as beth heart and lungs would
cnse to function. Brain death would follow in 2-3 minutes (GM’s
discretion). This paralysis effect needs one (1) second per each ten (10)
HP in sise of the victim to go into (full) effect.

Though rare in the extreme, Shakestop is still used from time to time
by the top 6% of Arduin’s Assassins. Ob, it derives its name from the
palsied shaking and vibrating its victims uncontrollably go into as the
paralysis takes effect. This stops, usually, only at the poor wretches
death. There is o known non-magikal antidote for this awful stuff.

CAT'S PAW

This most common poison in use is derived from a variety of cattail
slalk and only costs 4/, GS per one (1) ounce liquid dose. Said dose is
148 in potency, green in color, has a sharp licorice smell/flavor and can
be peutralised by drinking goat’s milk on & 10:1 basis. It is the
“starting out” poison of almost all beginver Assassins and has o side
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@he Gonunerrial Medicines of Arduin

Welll You've seen the poisons, now here are a few of the “medical
wonders” available, over the counter, from amy Arduinian Apothecary
Shop.

Item Name Cost Basic Usage (effectsveness)
Amundle 9 CP/dry 0z.* fevers, flu, common cold 66%
Bluefoot 6 CP/3 fl.oz.  athlete’s foot, rash, etc 98%
Caladorque 7 SP/fl.oz. ringworm, mumps, measles  90%
King’s Spit 4 CP/6fl.oz.  for sore, tired eyes 90%
4 CP/10 fl.oz. nausea, seasickness, etc 90%
Mortyndahl 1 SP/dry oz.  lesser venereal infections 990%
Qwendle 7CP/10fl.oz. a natural antiseptic 88%
Silverquill 2 SP/fl.0s. epileptic seisures 99%
Skodge 5 CP/4 o=. minor burns/scrapes/sunburn 76%
Terra 6 CP/dozen headache /toothache/etc 86%
Yorpe’ 5 CP/8 oz. constipation (powerful) 100%
Zaladark 12 CP/dry 0z.* hay fever, asthma, etc 86%
Zam Zam 1 GS/2fl.oz.  sunstroke, dehydration, etc  98%

* equivalent to 10 cups dry measure

Please note that, wherever possible, an English translation from the
Arduinian has been used for the names.

Also remember that the listed effectiveness is for fresh medicine and,
the older/staler it is, the less effective it will be. Other factors thst
could also affect such medicines are: humidity, water (damage), drying
out (ezcess heaf) and so on. GM adjudication is needed in all cases.

None of the preceding medicines are “miracle cures” and none have
instantaneous effects. No, just like our own store-bought remedies,
they will take from several minutes (say, £1-40 minules af ¢
minimum) to several hours (say, $-8 hours) to work. Just like home
... and, just like home, they will help but usually not do away with
100% of whatever ails you. They do, however, bring much relief and,
after all, isn’t that what a medicine’s supposed to do?

i
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As a final note, I'd like to remind the GMs that they should invent
their own medicines, speeific to their own world and campaign. The
list ] have given you is no more than a small sampling from Arduin.

Comments

named for the grey-green moss it comes from
from its staining propensities

Earth Equivalent

berbal teas
calamine lotion

no analog named after the small fish it is taken out of

eye washes use by nobles to hide “red eye” after carousing
antiacids named after the weed it is derived from

penicillen aka “Purple Prong” — long lasting stains

jodine, etc named after the sea urchin it is squeezed from
modern drugs  named for source, a desert flower, and metallic hue
petroleum jelly a derogatory nickname based on its feel/taste/etc
aspirin, etc named after the blue flower it is derived from
laxatives named after the cactus it comes from

herbal teas from the leafy, tobacco-like plant it is derived from
no analog herbal, originating in desert province of same name
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Arduiniam Food

Well! Now that you’ve read about those things that'll kill
tho_se that will make you well, how about a littlse‘ informntbny:: t.l‘:
which’ll do both (or s0 some claim)? Arduinian food is as mundane
and as unique as any different country’s and, all bizarre “undercity
eateries” (and their menus — sec The Lost Grimoire) aside, then
are still enough gastronomical oddities indigenous to Arduin to g;ve the
unaccustomed diner quite a shock. All are normal “bills of fare” just
about anywhere in the land and all will be encountered in inns,
frequently. So, take a seat, grab your fork and enjoy!

(Black) Bones (Aka: Sticks)

These fairly large (127-16” long 2Y,7-2Y,” wide and ¥,”-1y"
thick) rib bomes are taken frombyn a/z]uati/: mammal. /.Ca:léi
errone?usly, a “rattlefish” due to the odd sounds it makes, it is actually,
:l. relative of our earthly manatee or dugong. At any rate, the ribs are
‘barbecued” in a pungent-smelling, sweet, black-bean sauce for 30-50
hours. T'lms, they end up resembling carbonized sticks of wood. Be
that as it may, they are quite tasty, actually very tender (and
succulend) and each rib renders at least a quarter point of meat. Two
to four do nicely for most people and, at a mere 4-6 CP per rid
(depending on size and avaslability), they are a bargain.

(Fried Fish) Lips (Aka: Kissers)

You got it! Fish lips! These tasty morsels are the lip/mouth section
of an extremely large (up fo 10’ long) bass-like lake fish. Each
fnlly-co(?ked lip will be 10”-156” long and weigh in at 10-20 ounces.
Deep fried in peanut oil, they are most often served wrapped in a1
edible rice-paper “cone”, liberally doused with a (spicey hot!) red chili
\theg.n and rolled in coarse rocksalt. Figure either two or four such
lips in each 16”-20” tall cone and a cost ranging from 6-10 CP,
de?ending on availability and size. Remember though, even being s
quite popular “fast food” (especially in the fishing villages), it is a taste
one must acquire. The lips are “rubbery” and have an extremely
strong “fishy” smell/flavor which no amount of seasoning can disguise.

Beuse Of Uhe Rising Bun Puge 1

Rat-tafl Stew

Actually made from the whole rat (cleaned and gutied however), this
is one of the most common “poor folks” foods in Arduin. The stew is
oaly made from three (3) specific rat types and no others: the Grey
Roof Rat; the Red Wharf Rat and the Silver-Tailed Woods Rat. Each
individual type will have the following nicknames (respectively):
“Highboy™; “Wharft” and “Silverswill”. In all cases, the rat is chopped
ap real well but not de-boned. However, the tails are always left intact
— thus the generic name. Usually a dark grey, reddish-brown or
silvery-grey in color, the thick stew also contains: turnips, leeks, barley,
carrots and, if available, black olives! Contrary to popular belief, there
are no potatoes in this fairly good tasting goo. Served, more often than
pot, in lowly One-Star Inns and other such places, it is still a favorite of
many who can afford much better. Its unique (and pungent) aroma can
be smelled on just about any street in any town in Arduin. And the
cost? A mere 2-4 CP for a goodly sized bowl — enough to feed any
man.

Dead Men’s Eyes (Aka: Peepers)

As unappetizing sounding a name as you’ll ever hear, to be sure, but
one that labels a very tasty food indeed! These are a soft, golfball-sized
(when fresh) fungus related to our earthly truffie. Dug up from the
cool, moist loam of the deep woods, they are first washed, then
mariaded in plum wine for two weeks. They are then steamed and
served with a thick, cinnamon-plum sauce and, when first seen, will
look just like human eyeballs on a plate! Even the sauce resembles
blood. But, of course, closer examination will dissuade even the most
squeamish as to their true nature. And the flavor! It can not be
described, only experienced! Pure heaven. Each “pair” (and it lakes
68 lo feed @ grown man) cost a whopping 1-3 SP depending on
season but, even though not a poor man’s fare, they will still be
encountered in Three-Star or better inns — most often as a surprise
boliday dish.

Candied Rock Lisard

Very akin to our earthly Iguana, these 18”-30” long and %1% Ib
litards are & common sight in every market place in Arduin. Deep
fried (or oven roasted), then covered with a crunchy, shellac-like
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molasses-based glaze, they are always sold by the pound weight. At}
SP per pound, they aren’t cheap but it is one of the best liked dishes iy
the land and encountered in great quantities. Supposedly tasting like
chicken, a good sized rock lizard will easily feed two people.

Chunt (Bug)

Certainly one of your odder culinary delights, this “food” is actuslly
8 very large semi-aquatic beetle! Fishermen go into the marshes and
use pork-rind baited unbarbed hooks (on lines, of course) to calch
them. Relatively slow moving, except for their “ambush lunge”, these
carniverous insects are still dangerous to catch. They have a bite
capable of slicing a bullfrog or trout completely in twain (or ¢
hand/finger!). At any rate, they are steamed and served “as is” with
diners cracking the hard shells open themselves. The succulent,
lobster-tasting, “meat” is then forked out and dipped into a peculixr
sauce made from ground pine-nuts, pond snails and the juice of
licorice-tasting cattail. Each individual Chunt will weigh in at 2!/,-4 Ibs
fully cooked and cost anywhere from 15 CP to 2 SP per pound. And,
as they burrow into the mud and hibernate during the winter, they are
only available in the spring, summer and early fall. Saurigs love ‘em.

Pepperwood Soup (Aka: Hotsy)

Nothing more than it says, a soup made from the bark of the
Pepperwood tree, it is served cold, like gazpatcho, and generally has
goodies like hazelnuts, beet slices and wild onion in it. It is extremely
“spicy-hot” and takes much getting used to. Hobbits usually hate it
and many Orcs just love it (Humans foo). A good, meal-sized bowl
will set you back a mere 6 CP and the stuff is available year round. It
is mostly served in Two (or Three) Star inns and by street vendors.
Remember though that “hot” chili peppers are “cool” in comparison to
this stuff. Be warned! Even its “steam” will make your eyes water!

Beuse Of The Rising Sun ) N'3_3

Anbd Beuerages

.. . i
So, you've seen some of our odder cuisine, wel.l, the following wil
give yzu all a little “taste” of what Arduinians drink besides alcoholic
beverages. All are quite common and, more often than not, drunk in

preference to booze.
Skimmer (Aka: Dwarfmilk)

A thick, murky-white liquid topped by an ash-grey foam and with an
aroma of “sourness”, it is served at room temperat.ure ou.t of s.mall (6
oz.) brass bowls which are held in both hands. Its ingredients include:
mare's milk, essence of rose, nutmeg, rag-flower .po.llen and seve.ral
other “lesser items”. Though it sounds “yucky”, it is actually fairly
tasty ... that is, once you've acquired a taste for'lt! Of dwarven
origins, it has since come to be used for ceremonial purposes, the
sealing of bargains/deals, marriages and for the mec.ulfnl conclusion of
most any undertaking. Thus, it is a frequent drink of traders and
iradesmen of all types. Oh, the cost is 2-4 CP per bowl. Cheap.

Klog (Aka: Fishapit)

A very thick, brownish-black liquid with a consistency rese.mbll.ng
maple syrup (or a ‘thinned” honey), this m_served warm, in pint
jacks, at a cost of 2-3 CP each. During “high wugter’:, the cost donblu
due to its scarcity. Klog is the most commonly nn!nbed Pon-alcohohc
drink of the sailors, fishermen and river-folk of Ardul.n.' 1t is made from
“Rose of the Sea” (a pink-colored kelp); bitterberry juice; brown sugar;
ground dillseed and “several spices”. There is also a goodly portion of
aon-fermented rye “mash” and not a little hops as well. Altogether
quite 8 “strong and bracing” drink and one requiring a person to
acquire g taste for it.

Bhandersnatch (Aka: Stingers)

The only readily identifiable ingredients in its “secret rec.npe"’ are
cloves, cardemon and, perhaps, peppermint oil. Howe.ver, it is the
“drink of choice” of all Arduinian soldiers, mercenaries u.ld m?st
Amazons (oddly enough). A very astringent and pungent drink with
strong color and flavor but, all in all, of quite a pleasing aspect. Its
bright blue color frequently attracts courtesans (and noble ladies) to
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the drink and, in the southern border villages, it has also become *
drink” of coachmen and muleskinners.

Bouse Of Uhe Rising bu |

Quite a popular drink. I j -.

served as cold as possible in tiny (3!/, oz.) porcelain cups (sort of ld §

sake cups) at a cost of 3-5 SP each.
popularity usually wins over finances.

Dubble (Aka: Brown Bess*)

A foamy, brownish-gold liquid served piping hot in half-pint cerami
mugs (af &4 CP a shot), Dubble is concocted of winterberry s
cranberry -juices; blackstrap molasses; barley and “several spices”
This is Arduin’s version of the “morning cup of coffee”. Practically
everyone in Arduin drinks it, usually every day.

* Hobbits frequently substitute raw honey for the molasses and ol
their version: “Blonde Bess” or “Blondie”.

TR
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The Natural Benizens Of Arduin

Many folks have asked me about Arduin’s “non-monster” creatures
over the years, so here, for the first time, are many for your perusal.
As the centerpiece of the country, so to speak, is the huge fresh-water
lake (or inland sea) called: “The Misty Sea”, we will deal first with
water creatures. But, before doing so, you need more information on
this huge area. To begin with, it is constantly replenished by seven (7)
great rivers, any of which would be in a class equal to the Nile or
Mississippi rivers of our own world. How deep it truely is, no one can
sy for certain though there is hard evidence to indicate it is at least
4,000’ deep in some area (and shallow swamp in others). With such a
diverse ecological range, it is no wonder that it supports all manner of
lifeforms from cold, oceanlike depths to mud flats and volcanicly-
warmed shallows, from marsh and bog to waters clear as the finest
crystal. Thus, the whole panorama of aquatic habitats are here (even
sreas “sally” from mineral deposits). And, as could (should) be
expected, there is the whole gamut of creatures from microscopic to
gargantuan which live in the lake/sea; the rivers themselves and in the
myriads of creeks and streams which feed them.

All pames are translated into English from Arduinian for your
convenience.
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Possum /Muskrat cross
ck and sides

Nile crocodile
Manatee or Dugong

Capybara
Nautilus

Octo

w ]
including tail
18"x8’ to twice this sise
silver coin-siz

1 to 300+ Ibe

lavender head to tentacles

ed/colored spots along ba

adl

6 to 15’

overall with pale green eyes

1§ to 40” not

belly ambergold eyes
11 to 100’ across arms
10 to 67

i,

pinkish hands and ¢
15 to 58°

rapid chameleon color change

Greg-green overall, yellow-white

Mta-oquuIrmSerpent

Silver-grey fur overall,
Mud Pige*

Derk brown with light belly &
Undertaker or Old Man River®

Normally grey-white,

Red, white and blue banded she
Rattlefish or Seacow*

Grey-white

1) across shell
. i . .
indicates commercially usable (s.e. edible or used for Jurs, hides, etc)

Silverslicks or Slyfeet®
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Here, for your emjoyment, are some of the more common avians
(tirds) Arduinians use as pets, messengers and for war (or other
perposes). Enjoy.

RED-WINGED FALCON

This 117-16" tall (86°-48” wingspan) raptor is used almost
exclusively as & courier/message carrier. It has a near 100% accurate
“boming instinct” with a “range” of over 1,000 miles. Beyond this, its
sccuracy drops about 5% each additional 150-200 miles or so. The
falcon normally carries a palr of waterproof message cylinders (one per
leg) 3”x1}/,”diameter. It can easily carry up to four (4) ounces any
distance, eight (8) ounces for “hundreds of miles” and up to sixteen
{16) ounces over short distances (20 miles or less). Capable of speeds
in excess of 106 mph in level flight, these falcons “cruise” (over long
distances) at approximately 66 mph! They maintain this cruising speed
for 8-9 hours per day for up to three days in a row. Then they must
rest. They are exceptional fighters for their size and use their awesome
254 mph dives to great effect and for evasion.

Dark brown overall, they have bright scarlet upper-wing surfaces
(pole red underneath) and brick-red feet and beak. They also have
large, emerald eyes. Fiercely loyal to their DBeastmaster (or
Falconmaster), they are downright unfriendly to all strangers.
However, any stranger with a proper “scent bag”, if circumspect and
gentle, will be allowed to unload/load the message cylinders.

They are mever trained as straight hunting or warbirds and
practically impossible to buy if one is not a licensed falconer or Beast
Master and, even for them, each young (irasnable) bird/chick will cost
7/, to 15 GS or more and some “champion” lines run will run up to
100 GS!

They have a lifespan, after reaching maturity (in @ year), of 16-17
years and are legendary for their dogged perseverance in getting
messages through . . . even if they have to walk!

(Great) OWLHAWK

These 21”-30” tall raptors have wingspans ranging from 66”-100"+.
Pale to dark grey overall, with light blue feet, beak and eyes, they are
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very beautifal birds, They are, indeed, a crossbreeding of hawk w
owl and have, Pretty much, the best traits of both species. They w
fiercely loyal to their masters, even unto death, and virtually know 5
fear. They are used, believe it
Because of their exceptionally fine day/night visjon; reasonable heariyg
ability and their manner of sitting, absolutely motionless for hours
need be), they are well suited to such a role,

Although only capable of level, in-flight speeds of 48-52 mph (984
mph in dives), when “keyed/set” to guard certain areas, this
no handicap at all. These birds are absolutely “loyal” to they
handler/master and anyone else he specifically “keys” as a “friend"
Once thus “keyed”, nothing and no one may pass these birds withoyt
being attacked. No one not keyed as a friend, that is. Their g
swoop and strike is always totally silent but, thereafter, they raise s
continual racket that sounds, strangely enough, like a dull saw cutting
hardwood. This “battle/alarm” noise is loud enough to awaken anyon
within a 100 yard radius!

Sold almost exclusively in life-mated pairs (at a cost*
GS), these stalwart avians will live up to 45 years.

* Each “keyed” friend or area to be guarded will add 50 GS to ther
cost.

of 18099

BATTLEHAWK

These very fierce raptors average 24” in height and usually spu
some 56" or so from wingtip to wingtip. Their color ranges from
steel-grey to coal-black overall save for silvery-blue beak and clam
(and golden eges). They are capable of level-flight speeds in excess of
120 mph and of diving speeds of 195-200 mph. Highly maneuverable,
nio-quarter flerce and resiliently tough, these birds are admirably suited
to war duties. They love to fight.

No one other than their Hawkmaster (or Beastmaster) may ever
safely approach them. Not ever, So loyal are they that whenever thei
master dies, they too must be put to death as they can mever “bend
anew to another’s will”,

They usually have steel “razors” affixed to their talons or ankles ad
are trained, as follows, for battle situations:

a8) Attack warhorses’ eyes/head,
b) Attack men/riders/warriors eyes/head.

or not, as sort of “winged watchdog? |

hllll’fﬂlpﬂﬁn'.. _
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; ) Tangle and strike bows (or other specifically trained for
¢
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wespons) from enemy hands.

d) Carry, and drop, incendiaries and other designated objects on
’

enemy forces. They can tote up to 8 ounces nearly a mile (leaser
] arther) to do so. .
) :::ch:‘ S{ld sever/cut the traces/reins of mounts/wagons etc.
f) Intercept and retrieve enemy messenger birds.
¢) Intercept and kill enemy war birds.

i just “dive &
these warbirds can do much more than j
A:“{o’l;‘he:::::; a young, untrained chick would cost 45-60G8hand. ;;{
MP'C already trained ones simply cannot be ao!d. Even so, they w
live 16'-20 years and give good service the entire time.

JACKDAW

Essentially a huge, red-eyed, coal-black Rook{’R;e\:?n ;ith ?::;ehr ;:t:t
they stand 13”-17” high and span 30”-38". Very ! ,
::y::,be ::ught to mimic (80-90% y’e'rfe::lt‘l:) 1(:;;300 word;;:’ m
j baritone ‘“voice”! ey 30-40 N
:::llght::l:ee:ltoa:; modu-ulow tely loyal to their “teacher”. New owners
i iderably less loyalty and/or obedience. )
m’le'lllveeyc:::l c:pa.b:z of level-flight speeds close to 70 mp.hka.m"ll dl;;es a:
sbout 100 mph. Very agile (and cunning), these tricky flye:
downright difficult to catch.

Tl;l:yghare most often trained by Beastmasters _stta::‘l;:lmto tl::
Thieves Guild. This is for two reasons: first, if n_ot raised o deggl :
wing”, they are considerably more difficult to tn.l.n/tmt. ] dnu.,‘. ))r
e m:)st ofien used to swoop down and mt:l: nten;ls (mﬁfm 2 m

le off a vendor’s cart to a valuable necklace ;

:;"s‘:hm. Swoosh! Snatch! Gone! '.I‘hey are also tr.amedoi? e:t’;
into towers (efc), rooms through open windows and retnev:"‘ a‘]. )
they've seen a “likeness” of (i.e. a piclure or otlfcr repres u:“rt
They can carry 5-6 ounces many miles and twice that fo!-te :ell
distances (a mile or s0). Needless to say, these. bu-ds.m qmn y
known in Arduln and aren’t particularly well liked either. If, a:u
that's a big “if”, you could purchase one of these already hickwhowger
could expect to pay 100 GS or more. An untrained ¢ L, w
would only run you some 10-20 GS but many towns have laws

their ownership.
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SNOW (lce) KITE

These artic/high mountain raptors are rare birds indeed. Standing
only 10”7-14” tall and spanning a fantastic (for their size) 30”.48"
these snow-white flyers are true beautjes. From eyes as blueu'
sapphire to beak and talons of “crystaline ice”, there are surely none ty

strong predators love nothing more than & good fight! Just for the hell
ofit! And they don’t care how big the opponent is — from mouse to
mountain-sized dragon! Now, this is not to imply that they win such,
th .. lopsided battles, nope but they sure don’t mind losing (even if
they do gel killed in the process). The fight’s the thing, you see. ..

match them.

Capable of speeds in excess of 76 mph in level flight and up to 195
mph in dives, they are also one of the most agile flyers known. They
have been seen flying more than six (6) miles up and witnesses chip
they can “turn inside an attacking Battle-Hawk!”

They are the “most favored” companions of the Shamen/Medicine

are “the eyes of the Mages of the Northern Ice”. This gives good
reason (if {rue) for their very real immunity (100%) to all forms of
non-magikal cold and for the respect most hold for them.

They are trainable only if raised “from the egg” and difficult to keep
loyal even after their four (4) years or so of training. They bave s
desire to be free as fierce as the cold North winds they ride upon! But,
with luck, they will stay with thejr trainer/master for the remainisg
sixteen plus years of their lifespan.

They are the best scout fiyers in all the world as they have eidatic
(photographic) memory and can bring actual images of what they've
seen to the surface of their eyes (at will or upon command)! Needles
to say, a trained snow kite would cost at least 1,000 GS (or more)'
Untrained chicks still cost 350 GS or more. Do note, however, that
these rare avians tend to “fixate” upon only one person for their entire
lives. This is usually (75% chance) their initial trainer.

EMERALD EAGLE

Generally thought of as a “Southern” or “hot lands” raptor, this
.atriking bird is, none-the-less, still encountered as far north as Arduin
itself (in summertime). Some say they migrate even further north in
their yearly mating flights but there is no proof of this.

They stand 28”-36” tall and have a wingspan of 66-80”. Now that’s
a big bird! Emerald green overall, from beak to claws to feathers, these
are, indeed, colorful avians to behold and, being of a generall
pugnacious, belligerent and aggressive nature, they are rather hard to
miss — especially when one’s trying its best to “eat your face™ These

They are capable of level-flight speeds in excess of 88 mph and of 166
mph dives. They’ve also been noted “cruising” at 45-60 mph way out
to ses (800 misles and more from land). It is said that these soaring
birds can cross thousands of miles of ocean — at heights up to 6 miles
and more and, as they have a world-side range of habitat, well, who
can gainsay this?

If trained from hatching (an Emerald Eagle more than four days
old is 100% unirasnable), they make wondrous long-range carriers.
Capable of toting two (2) six (68) ounce canisters (half that is more
wnal) any distance or up to 18 ounces in 500 mile (or less) ranges,
they are true “world class messengers of the air”. Such training takes
34 years and the eagle will live another 21-26 years after that. And,
wonder of wonders (!), they will follow very exact and detailed verbal
orders and can (and do!) “read” maps! Some kind of smart birds, yes?
However, there is a 1d6% chance, each six (6) fights that they will “go
wild” and never return. Even so, the lease of such a trained bird would
be at least 500 GS annually. They are never sold outright to anyone,
once trained. Never. However, an (unirained) egg — guaranteed
“live” — would only cost a minuscule 860 GS or so.

TIGERHAWK

A sparrow-sized raptor (8°-5” lall and 8-12” wingspan) of most
colorful mein ranging from black and gold to stark black and white,
these small avians are slways “tiger-striped” in pattern. Even their
beaks and legs! Combined with their unusual violet eyes, they are
beauteous to behold indeed!

They are able to fly in excess of 130 mph in level flight and to dive at
W amasing 2204+ mph. Their favorite “game” (and meal) is bagging
bummingbirds in flight! And as only the hummingbird, among all
other birds known, is more maneuverable than they (but slower), it is
W “even” matchup. For game purposes, this equates to +6 (+25 BF)
meir attack/defense in combat situations. They are definitely very

to hit.

Fierce, courageous and with a “do or die” attitude, these little
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Fsptora will engage all “foes” which trespass into their airspace. Then
is no middle ground for them and thus they make excellent hunting o
even “war” birds.

Even when raised from the egg, they are damned difficult to trap
and even more 80 to retain. Each order given them has only a 16%
chance that they’ll obey and a 60% chance they’ll simply leave
reverting back to the wild. This percentage changes by +6% and -6%
respectively each year of their 10-12 year lifespan. None-the-less, they
seem to strike a “sympatico” chord in the hearts of many Arduinian
:I!d they are quite popular pets for those who can afford them. A

live” egg costs 1)/,-2)/, GS; a live (untrained) chick would go from
11-20 GS and a “trained” one for as much as 50 GS. Do note,
however, that when a trained bird is sold/given to a new owner, it bu
a 46% chance (-5% per year in age more than two) of simply ignorisg
its new master. Thus, said master would have to, literally, retrain the
damn thing all over again!

End Notes On Avians

) So! ’l:here you have them, some of the unique avians of Arduin ax
its environs. What follows is a chart to help you use them i
melee/combat situations.

|

[
?
i
I

Special Avian Aftack Qhart
BAC. Rigge Attacks By Type & Damage

Red-Winged Falcon 7-6

Avian

buffets for mo damage but minus 1d6 (-1d6) on victim’s next

attack if within 8 CF counts.
18-30 2 claws for 1-2 to 2-3 HP each; 1 beak for 2-4 to 3-5 HP; 1d4

9-13 2 claws for 1 to 1-2 HP each; 1 beak for 1-2 to 1-3 HP; 1d8 wing

Great Owl Hawk

s”) for 1| HP damage

each (also effective vs armowr); if “spurs” abeent, see Owl

Hawk.

wing buffets for !/, HP damage each; minus 4 for victim’s next

attack, etc.
15-18 2 claws for 1-2 to 2-3 HP each; 1 beak for 1-3 to 2-4 HP; 1d6

wing buffets (usually wearing steel

-5

Battle Hawk

2 claws for 1 HP each; 1 beak for 1 HP; 1d6 wing buffets as per

Red-Winged Falcon.

11-14 2 claws for 1-2 HP each; 1 beak for 1-2 to 1-3 HP; 1d8 wing

wing buffets at 1 HP each; see Red-Wing Falcom for victim’s

battle minuses.

8-11% 2 claws for 1 HP each; 1 beak for 1-2 HP; 4-11 wing buffets as

buffets as per Red-Wing Falcon

19-34 2 claws for 2-3 to 3-4 HP each; 1 beak for 3-5 to 4-6 HP; 1d4

7-9

8
76
-6

Emerald Eagle

Jackdaw
Snow (Ice) Kite

.

Tiger Hawk

¥
e

per Red-Winged Falcon.
* indicates their difficulty as a target, not their true sise or real HP (about 9).
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In keeping with the preceding, here now is a section
uniquely Arduinian fauna But, this time as “pets”
an interesting new twist for possible campai
perhaps even such a jaded reader as yourself
acquiring one, hmmmmm?

devoted to mo
» they should a4
gn play. Who knowm,
might be interested i

TWYLBIAN SPYDER MONKEY

Not actually a simijan at all, though definitely g mammal, {
coal-black (furred) and softball-sized spheroids are):mique in hm;in::
(6) 10"-14” long “arms” arranged symmetrically about ijts body. Iy
four (4) tiny amber eyes are almost hidden by its plush fur and it
3Y,”-4” wide mouth is Bot detectible unti] 3 opens. Each arm, by the
way, is both hand and foot (3 fngers, 1 thumb). A herbivore (pleat
eater) by nature, it prefers such goodies as: carrots, beets, turnips,
parsnips and cucumbers, though it will eat most any fruit or vegetable

They are slow moving (like our earthly sl

oths) and very docile/gentle
When they are softly stroked, they “purr” like a cat but with a soud

more reminiscent of g cooing dove than a feline. Arduinian ladies jut
love these little suckers, so much so that they’ll pay from 21-40 GS for
8 young and healthy one. With g 21-30 year lifespan, they are a good
Investment even at that high price.

Bein.g from hot southern jungle areas, they canmot tolerate cold
becoming torpid at 650 fahrenheit and actually dying at 30-35°. Ther
one real “fear” is canines (dogs) which seem to love to “tree” them sf

every opportunity. Other than that, little else excites these timid peta

ZUKKIE
What can I sa;

¥? These are nothing more (or less!) than large, ugy
land crustaceans (crabs)! They vary in color from bright rose-pink o
deepest purple overall with yellow-white undersides and bright bive
eyestalks. Their size ranges from about 6” across the shell to 9" o
more (a few “oldsters” get more than 127 across!). Do note that
their left (fghisng) claw is always of a size/length equal to %,’s ther
shell width, the other claw only ¥, that sige.

They are ill-tempered (i.e. downright aggressively hostsle), smell bad
(like rotten fish) and are so bad tasting as to be utterly inedible by jus

' sboot anything. Orcs have been known to spit this meat out! Bleech!

e 8t Gl Rising B Puge 47

nasty, ugly and unpleasant as they may be, they seem to

J:z’::.;k soze clgnl:ld in the Arduinian psyche. So, most kids (in the
amaller villages, not in the cilies) either want one (badly) or have one.
And, as a Zukkie can live 40, 50, even 60 years, they are frequently
hd;d down, generation after generation, older kid to younger as sort

“family heirlooms™! . o )
dW'bu::ytbeir stupid name comes from — or even its ongm's —isno
keger known. It’s what they’ve always been called and that's just the
wayitis ... Pronounced ZOO-kee, by the way. of th

Though hatched in the shallow, swampy northeastern area ) e
Misty Sea, at about 18 months of age, they come up to dry la.Fd w e::
they stay for the rest of their lives save for .thooe 6-8 day periods :::k
mid-summer when their “breeding urge” smites them and they go
mto the water.
l.toulnniv»'omm and capable of eating anything fr?m a leather boot to a.:
ewary person’s finger, they do prefer such delicacies as frog, ra: :‘:
water beetle but, as they are too slow to catch ‘em (ezcept by ambush),
it will eat whatever is handy. Figure their base cost as about 15-18 CP
for & young one, decreasing by 2-3 CP per each five years of age or so.

KINGSGUARD (Snake)

A relatively small serpent (12°-18” long) and one colored a Iu'lgllt
“royal purpllz” (with tiny golden eges). _ Extremely rare, atihl.astmu‘;
Arduin, they are none-the-less highly prized by royalty/nobi ty
olbers in “high risk” occupations. Why? Easy! They are vnrt,xt}ll);
immune (98%) to all forms of poison, venom or alchemical toxlclty
Not only that but they are also a direct indicator 9! ?uch Sﬂhﬁlﬁf 3
that the serpent turns a deep “roaey-l?d” w.lthm. 60 o?conood
“tasting” any such stuff So, people fearing poison in thgu: f u(:r
drink simply hold the snake close to same and, being mqlemtlve, "e
litte guy will “tongue taste” it. Simple, safe, effective (nearly
Joolproof) and with mo risk of a professional food-taster dying
(neceasitating “blood money” payments).

One of these snakes will live 13-15 years if kept warm (i.e. mo colder
tan 66°) and properly fed — they eat insects mostly (beetles,
cenlipedes, elc). Cold of 50° fahrenheit or less ‘fln cause ?em to die u’x,
148 hours (they are native only to the terribly h.ot Green Hell
fengles far {o the south). Oh, the snake, itself, is non-venomous.




Rarity means they
times that is the usn

End Notes
There are, of course, man i

. X 5 y other kinds of
rats, birds, snakes, turtles, monkeys, )
80, use ylour imagination! Spice up

- - . 88y, I’ve got a real nice ¢ t
Only slightly “used” too! "y
For the drawbacks
Book Of The Dead

VTR
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cost at least 1,000 GS but
al price, however.

Pets in Arduin: cats,

fish and too many others to list —
8 character’s life! Give him 4 pet
8 I could let you have res] cheap.

Whaddaya say?1?

involved in ownin

g some pets,
from Dragon Tree pets, sce The Delim

Press.

more like four op iy
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More Monsters of Arduin

AEKHU-RHATT

TYPE: Mutated Mammal AC: 7 CF: 15-20 MRS: 6% MOVE: 200’
per M/R (ground), 120’ per M/R (waler) HP: 21-26 SIZE: Stands
36"-4'3” tall and has a tail equal to %/,’s its height. They weigh from
4160 b on the average. = COLOR: Anything from white to black,
gey being the usual, with yellow, orange or red eyes and a
btrownish-yellow (hairiess) tail, palms & soles of feet.

DESCRIPTION: essentially & very large rat with a physiognomy more
bumanoid than usual (i.e. #f can move equally easily erect or on all
Jours). The hands are very human-like and their fur is much shorter
than “normal” for rat-kind.

SPECIAL POWERS: Of near human intelligence (%10 INT), they also
have the ability to communicate telepathically amomgst themselves
{osly). This is, at times, akin to a “group mind” with all individuals
of any given clan-pack totally submerged into one driving/controlling
etity. This is only done in emergencies and/or war situations and the
limits/range of it are not yet clearly known. However, there is strong
evidence it has worked at ranges of at least six miles.

ATTACK: By weapon type (96%) or bite for 1-3 to 1-8 HP (5%).

SPECIAL NOTES: Highly social and becoming more “civilised” each
passing year, these rat-people live in vast underground tunnel
complexes very like phraint hives. Confined to the desert and
semi-desert areas of only one continent (the 5th), they are still
relatively unknown to most folks and, as they are culturally more apt
{o trade than fight, there are great hopes for these new “people”. They
are known for their herbal lore/mastery and ever increasing alchemical
expertise. However, until now, they have tended to specialize in
poisons (and antidofes), both natural and unnatural. They use such
otuff in bunting and will almost always have their hand-thrown light
darts (and kukrs-like knsves) coated with same.

GM NOTE: Due to the group-mind effect, it is strongly advised that
these folks mot be played as characters but used onmly as
“monsters” /NPCs,



Puge H
Puge 50

Sousr Of Uhe Riing by | Bouse Of T Hising fbun

BLISTERLINGS

TYPE: Insect AC:8 CF: 18-21 MRS: 1% MOVE: eso’ per MfR
(air), 33’ per M/R (ground) HP: 1 SIZE individuals range frog
Y167-Y,2” long but a typleal swarm (of some 10,000) will il] o spherica)

area roughly 30°-40’ across COLOR: bright purple overall with yellow
wings & eyes

DESCRIPTION: tiny beetle-like (ladybug) flying insects.
SPECIAL POWERS: Each bug exudes a w

hormone that will: char wood; carbonize paper (etc) and fabrics; tun
leather into a spongy/sticky goo and render acid-like burns to ban
flesh. Individually, they only do Y/, HP of damage but each “swarm
pass” will have 1d100 bugs hit a victim for tremendous poteati
damage. Do note, however, that the caustic effect is pot instantaneow
but takes one (1) M/R per each 11-20 HP of damage done &
commence its effect. Thus, say 41 HP of damage as an example, would
effect the victim at the rate of half during M/R two and half during
M/R three (prorated, of course). If neutralised by flushing with wipe

or any other alcoholic liquid, the damage can be reduced or rendered
harmless at the GMs discretion.

ese bugs are mot aggressive, just attracted b
body warmth and “sweat” (which they ‘“‘eat”). Thankfully, these

dangerous bugs are only found in the (in)famous jungles of the Grea
Hell.

UNITAUR

TYPE: mythic AC: 3 (body) 2 (head) CF: 19-24 MRS 13% MOVE
480’ (700’ at charge) per M/R HP. 120-139 SIZE 9-10 tall ad
400-500 Ibs COLOR: Tawny golden-tan overall with bright (sapphire)
blue eyes, silver horn & hooves and black teeth, lips and fingernails.

DESCRIPTION: Essentially s sort of unicorn-headed version of the
mythic “Minotaur”.

SPECIAL POWERS: Highly magikal themselves, all arcase
impingement (from spoken spells to device magiks) have a base 76%
chance of having absolutely no effect upon them. They can, exch
M/R, abeorb any single mystik attack/force directed at them and thes
redirect it as they choose on their next CF action segment! This #
without regard as to the magik’s origin, kind or potency.

agikal kick for 11-16

: Magikal (see below) by pnfmneeorbyone.

:TK%KS’P and one horn for 11-20 t'l?hls-ﬂ HP (::::::“ c(t:;c;; :
.30 HP (impale attack). ey seldom 0

:::‘ut: ‘2‘1“?‘? of “ggtting stuck” in a head-down/vulnerable position.

SPECIAL NOTES: They are, themselves, extremely intelligen 7t gti‘ in
the 20+ range) and powerful wielders of magik. Most (76 E))L.'z;
ivalent to EL 13 Masters of Illusion; some (16%) are equal t: R
;:men/Medicine Men and s few. (10%) equate to tE‘L 2 “dm
e il They s ‘et "-"32 h'thin :faoshmhe:-?wa ata

i “sense wi .
:;/:;c?:; ra'li;‘::.e yT;:I; also “see those things gomblt: or et:“elx.to:' ;
ds). note as w
% chance (rolled for every three secon . Don : that
lh cn::ead or evil thing struck by these intrinsically * good beings
vill suffer double listed damage.

BISTORICAL NOTES: The:: rm:st'of :nlmn& u;as c:;lg ::lt:t;l'l&:;
rtain, three times in known history: ,000, 45,

l cengo. Each time, one (only/) appeared “during an age .;:f g:::t

5? to alde “the forces of good”. It is not clear h;:‘ l:tw . :L thi
0, | i clear is whether i

did s0, just that they did do so. Also un B

nn:oULitaur each time or three separate entities. And, uda.:lva:

legendary aside, it is said that “a Unitaur can heal any wound, e

ay mad mind and raise the very dead should they be deserving ...

How they do/did this is unknown.

GM NOTE: Unitaur(s) are never, never, never, never, never used as
player characters. Got it? Never!

y
TYPE: Marsupial AC: 8 CF 18-28 MRS: §% MOV&SIZZME: 28".;;:
M/R (ground), 80-120' per M/R (water) HP: 7-12 O Dask grey
long (nol including a 187-18” tail) & 17-20 lbs COL. "y b‘;ﬁ
overall, somewhat lighter in shade along the um‘i‘em(::”wn y “feet’y’
violet eyes and a (long) bright green tolfgne. The. han :h
can be used as either and ar a pale pink in color, with green nails.

DESCRIPTION: A very close relative to the earthly oponumtel:::;:
chimpanzee-like “thumbed” hands/feet, they aho have an an e

{i.e. slicky) tongue half-again longer than their body (¢ £20” body
equals o 30” tongue).
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TEMPERMENT: Very curious (aggressively so), pesky, bo
persistent, cunning and, in general, a sneaky, thieving little bother.

ATTACK: They prefer to run away but, if cornered, can bite for 13
2-4 HP damage. Said bite is also toxic for a 1d8 to 1d10 HP potesqy
The venom is remown for its ability to make most (95% chena
regardless of HF/Size) human(oid)s nauseous, “shakey” and unable b
keep anything in their stomach for 1d8 hours after being bitten.

SPECIAL NOTES: They are nearly as intelligent as a chimpanzee ad
are almost always encountered as a mated pair or in a family group {w
to siz “kits”). Their habitat range covers the entire world save for the
worst artic/anarctic wastes. Do remember too that these pests jut
love to hang around (by their prehensile tasls usually) towns and othe
“settled” areas just so they can “poke about”. This poking about ruw
the gamut from simple theft of food and “pretties” to tormenting dop
(by tossing roiten f[ruil/twigs/elc ot them) and even deliberstey
making messes (especially in nice, neat kilchens). Innkeepers (esd
dogs) hate vexers with a near berserk relentlessness — something the
little thieves seem to find vastly amusing. And, as a final note: Ya
they cam be “domesticated”. Well, partially anyway. It seems tbat
nothing can keep them from being curious little thieves!

TYPE: plant/animal croes mutation ACt 6 CF 21-24 (in wale,
16-19 (on land) MRS: 10% MOVE: 600’ per M/R (water), 120' p
M/R (land) HP:. 30-39 SIZE: 4'6” to 4°11” tall and 69-80 Ite
COLOR: Pale green overall with blue-green eyes (pupthiess) ad
translucent emerald green hair, nails and teeth.

DESCRIPTION: Small humanoids that strongly resemble “faerie fol®
though they are not related in any way.

ATTACKS: Magikal (illusion wussallg) but, if physically cornered, b
wield tiny, stilletto-like thorns from the river rose plant as daggens
These “daggers” are coated in a very toxic (19d8 potency!) fish-bud
poison. Called “River Thorn”, is is also a paralytic of unkoow
potency.

SPECIAL NOTES: Most are the equivalent of EL 9-13 Muta'l‘_‘

Illusion though a few (3%) are magicians who use only “water magik
These very intelligent, though somewhat malevolent beings, ®*
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pysically and chically tied to their “birth water”. This could be a
poad, spring, crp::k, waterfall or even some specific spot in a large la.kf
or river. But it must be fresh (not salf) water &I!d a minimum of 3
édeep — preferably much deeper (41-60° is their preferred depth).
They can breath air but, should they stay away from the water (or g?t
more than @ mile from their “birth waters™), they will sicken fmd the
ia 101-200 minutes. Horribly! These beings are hermaphrodnt:e (s.e.
ok male ond female simultaneously), very chaotic & un.preqmable
wd tend to be quite cruel and malicious. They hate all goblin-kind!

END NOTES: Yelkies have the ability to mimic, nearly perfectly (99%
chence {o fool anyone), amy voice or animal (or other) sound they
bear. Their vocal range runs from sounds only dogs can hear to basso
rmbles just like distant thunder! They can also “throw” these
voices/sounds 100’ or more. Combined with their mastery of arcane
Hhusion, this makes them quite “tricksy” indeed. Remember! Their
ides of “fun” is to lure someone to a watery death and to watch the
paicked victim perish. However, their habitat range is limited oaly to
tle most temperate areas of the third continent so, thankfully,
acounters with them are rare. Lastly, being long lived (8,000 or
more years is normal for o Yelkic), they are veritable fonts of (local)
legends, lore, song (they love music/singing), riddles and so on. They
eoald tell much, had they a pressing reason for doing so ... GMs!
Never, never let them be used as player-characters. Never!

YARMALUK (Aka: Snow Ghoul)

TYPE undead AC: 3 CF 13-18 MRS 13% MOVE: 160-200° per
N/R (ground), 76-100 per M/R (through smow) HP: 41-60 SIZE:
-7 tall and 150-260 Ibs COLOR: Snow-white overall with “blue ice”
talogs, fangs & eyes.

DESCRIPTION: A shaggily-furred anthropoid with a man-like face,
domble thumbed hands and arms 150% longer than would seem
“sormal”. Its feet are akin to its hands and may be used for same but
with only 85% of the hand’s manipulative capability.

ATTACKS: Two clawed hands for 7-12 HP damage each, or it can bite
for 6-10 HP. Said bite is envenomed with a sleep-inducing effect. It
works on living creatures of 50 HP size or less. Thoee 51+ HP, while
%t put into the deep, trance-like sleep, are none-the-less caused to be
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Insts 6-10 M/R plus 1 M/R "per each 1 HP in sise less than 100, A
above 100 HP are mot affected in any way. All 80 HP or less v
immediately (1-8 seconds after the bite) fall into the “ico-sleep” iy
104100 minutes less 1d10 minutes per each CON point. Note 1y
those thus “asleep” will remain 80, even while being eaten alive -
which is just how the smow ghoul likes it! Do remember that 4

successful “save” versus poison/venom will cause victims of 514 p §

size to be totally unaffected and thoseofSOHPorleastoonlynh
the “slowing” effect.

SPECIAL NOTES: Yarmalukes are 100% immune to all forms of elf
arcane or natural. They cannot be confused, frightened or caused 4
run away (ezcept by a swccessful priestly “Turn Away’). They cu
see “all things etheral” and, once each 13 hours, travel safely to @
from that plane. They hate “warm things/hot life” and

themselves, highly susceptible to harm from fire or heat of amy kind

(oxffersng double

damage from ). Snow Elves are their greates
enemies.

ZEEK-ZEEK (Aka: Ghost Mouse)

TYPE: mammal AC:8 CF: 21-26 MRS: 33% MOVE: 316-375' pe
M/R HP. 2.4 SIZE 37-5” long mot including a 4, 1" Wl
COLOR: A transiucent, smokey-grey overall with turquoise bive eyn
and black tail, feet, nose.

DESCRIPTION: Small mice with oversiged, pointed ears (9z normd)

SPECIAL POWERS: They can teleport, at will, from 103’ to 303’ with
100% safety and accuracy. They can also adhere to and move on W
real surface (i.c. ceslings, etc) at full, normal speed. They also bim

the ability to vibrate their own bodies in such a manner so 8 b §

become “tuned/in resonance” with any solid object. Once thw
“tuned”, they can freely move through it but only at one quarter (/)
normal speed. However, this tires them out so much that they
only do this three (3) times every 25 hours and for no more thas 0)
seconds each time. “Tuning” takes 1-3 M/R, depending on the deosity
of the substance.

ATTACKS: 1 bite for Y/, HP damage but which also causes any livig
thing thus hit (o 100 HP in size) to have to successfully save »

Bouse Of Thr Rising by :

able to only move at half (!/,) their normal speed aad CF. This efg §
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hdﬂrfmh

*Spoken ik” find themselves teleported away in a ru!dqm
direction fh::sl’:lm?: Instantly! A successful “save” means the victim
s oot affected (nor are those 101 HP or larger).

: k-zeeks are very shy and timid, sometimes fleeing
5:3 ﬂ’:’e?rTffn z:adows! However, as they elt.silver (1), they are :
ral, and costly, pest. Each one will consume its own body we:'gt!;l ,
ucl; day, in this precious metal. Especially in the warmer p:rta t:d be
estern lands on the third continent. There they are hum thy
“professionals” out to claim the 10 SP (Y, .GS) per head !Jounty on dc;
tle blighters! And, finally, though it is mot known if theaemm:
cestures can be “domesticated”, undoubtedly, someone w ry.

Sooper or later. Good luck to you!




New kigiks

NOEL’S TALL WALKERS (Spell)

This 1st Order of Power spell i i
' requires a single (1
?hg::d:u;:ig a meresl:lf( l(/'/,)hma.lm point to use! I(ta)a::::fin::ﬂ:
immedj wih second), is to create 3’ “stilts”
:xl::.nneeiﬂergy under each (2wo) foot of the caster. Going ut;'“ O'ft::]: :
N :'.;:l, :’::;:d w:;h th;ma’g‘lcim 80 things such as acid pot;la etc l::
rough. e dark blue “stilts” hav » durat
:: iomaeconda (Ave M/R) and are, themselves (onlyh i&;’i;gﬁ:
& heat, cold, etc. Either their height or duration may be extended
usly: add anothler 18” in height or 3 M/R duration per esd
'pelddltionlin8 ha.geq ‘(’ i/:i)n mana pofint expended during the orighl
licast; - 8 an easy fourteen (14) hours of stud
gfg.k .expenal lodmu'e to learn, this spell may be the “best bu';r”y i:n :ﬂ.;
22 The | or:! l:a:. an ;nd Rote, the l':uic spell only supports s weight of
R onncmseteirloadcapacit, i
ad:imona.l half (’/,). mana point (ezpended cpcclﬁcollyy/o: .:l;lzl)yp::e ea::
extra 100 lbs of weight you want it to support.

JIMATHON’S FLARE SPELL

M:Icu: og:l s;:ll also only requi.res 8 half (!/,) mana point to use in it
b . e single word firing order (Y100th second delag) cavses

Eemaly bright, yellow-white “spark” to zip from the tip of the
tcasterc t ;h Mta.n finger (left hand). This spark moves at 300’ per second
b s ce of (you guessed i) 300’. There it “bursts” into s
e : ut utterly har.mleaa/cool radiance some 6’ in diameter. Ths
mnndog t;;stepthe eqmv!ﬂ.ent of half (!/,) daylight in a 180’ radies
s 1teell. For an additional 60’ beyond that, there is a quarter (/)
dsyllght equivalent “glow”. This heatless light will slowly drift
( ?;vn;vot:lds (its usually shot straight up) at the rate of 30 per second
(ke seconds from 300’ to ground). At the end of ten seconds or i
it hits & solid object, it immediately goes out. However during {be
u;tu;l firing (only!), out to 300 total distance, it can and does richochet
off of any solid/real aurﬁ_lce. Only after it has “ignited” is it subject to
going out on contact with solid objects/surfaces. This highly useful
m:glk 15 not expandable by any known means. It requires 45 hours of
moderate study and a cost of 10 GS for materials to learn.

mmm‘lﬂigh Sase Of The Rising Sun
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XARF’'S HIGHLIFTER SPELL

This OP 2 spell has a two (2) mana point “firing cost” and only a
Y th second delay in its effect. Said effect is to cause any aimed at
target (man, beast or object) to rise up into the air a full 13° (takes
molker Yyooth second). Its basie range is 33’ and it can thus lift up to
900 Ibs (which stage up for 1 M/R). Each additional (+1) mana point
wed during the initial spell casting can either (your choice): extend the
duration aloft by two (+2) M/R or increase the range amother 33'.
However, for each additional 100 Ibs you want lifted, only half (+/,) a
maoa point is needed. There is currently no known way to increase the
altitude lifted beyond 13’. This interesting low-order magik needs only
16 GS in materials and 50 hours of light study to properly master.

New Bruidical Akagik

ATAZYM’S CONJURATION OF HIGH GREEN

This OP 1 conjuration needs an expenditure of one (1) mana point
wd two (2) seconds of time per each 10’ square area to be affected.
Range is 60’ from the tip of the caster’s left little (pinky) finger. The
results are simple: all “grass” (from rye to wheal lo rice lo crabgrass,
de) will immediately commence growing at a rate of 1’ in height per
second. This growth spurt lasts 1d100 seconds with a minimum of one
(1) second per each EL of the conjurer. No other forms of plants
(escepl “grasses”) are effected. Once growth is stopped, it will remain
o its new size for a period of time equal to the conjurer’s EL times 1
M/R. Thus an EL 10 Druid would have a duration of 10 M/R (60
seconds). At the end of this time, it will, unless “fixed”, commence to
shrink back to its normal size/height at the same rate of speed it grew.
Note, however, that the conjurer can “fix” the grasses at their mew
beight by expending an additional three (4+3) mana points per each 10’
square area affected. Areas thus fixed, remain so for one (1) hour times
the EL of the Druid. This new conjuration needs thirteen hours of
rigorous study and 28 SP to learn. It is a favorite defensive magik of
Druids and Shamen.
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YOLLY’S WONDROUS WAFER CONJURATION
:I‘his OP 3 conjuration sim converts “mang-en
:dlble ﬁ:od!. The food thus eon)!:nllyvad is inr:;e o
wafers” with golden-brown edges. Each bread-like wafer
and of & ﬂavo.r akin to sourdough French bread. Each sine;l:l
pomt used will conjure ten (10) of the 5” diameter, 1” thic{ ):.
wafers. .M such wafer has enough “food value”’ W

Pow can (and “t.ll'”) cause physical problems ranging from headachy

o u]l;l . tn:dne:’; all the way to loss of night vision and “t
. a i

e e n’nce . Pgap emergency ration, they are very b

know piece of magik needs
study and an expenditure of 88 GS to l:fm,n 75 hours of modew

BOITANO’S SNOWBALL

This OP5 conjuration needs three (3) i
g seconds t
Inana points to work but what it does jt “creat:ge:l;;r:lm

“emowball” in the conjurer’s cupped right hand The 8 i
. e 3”-4” diameter
half-pound ball can then be thrown at the conjurer’s next CI:‘ actin

12” in diameter and some 24 ounces in weight
traveleq beyond that (to sts mazsmuem 5;:8:,,,’,), it will increase in
nze/wglght. by 6” diameter and 10 Ib respectively. Thus, at its full &
range, it will be 24.'/2’ in diameter and some 571 1/, Ibs weight! Tbat'ss
lot of smow trave!mg at the velocity it was thrown at {whatever thet
twas), .No.w, eertfnnly ?vith a normal humanoid throwing it, its damp
l[:;t::t;ll is definitely limited (GM adjudication). But, boy, does it e
wors toozr;:’y:r?; ’I::;'l o::k massed opponents! There are no know
¢ m in any way. Yet. i
materials and eight days of hard atndyyto leirn e neods 5 G0
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New Priestly Magik
MACDAVE'S MYSTIK RITUAL OF MONETARY SUCCOR

i ; does

is OP2 ritual needs no (none! nada! zip/) mana to use but
n‘- 13 hours of complicated/difficult rituals and prayers to !)ull off.
Emestially what happens is the priest seeks “divine intervention” on

" edalf of some specific person other than himself. The requested

is for mone ald only and, if granted, will take the form that
muconvenien?/?mdy for the God. A huge peu;l, (lots of small
wasf), 8 gem or even & pile of coins may 'be' “found” by the person
payed for. The “finding” is always within 1d100 hours of the
completion of this ritual. However, there are a few restrictions which
csa pever be broken or “gotten around”. They are:

3) The person must be of the same religion as the Priest.

b) The person must never kmow that the ritual was done for them
— for what the gods giveth, they can also take away. Be
warned! ) .

¢} Although the priest may do one (1) of these rituals (only! per
year (455 days), the recipient may only have it done for them
but omee in their entire lifetime — regardless of how long they
live. o

4) Anyone “out of favor” with their patron deity is not ehg.lb]e.

¢) The person to be so “blest” must be within one (1) mile of the
ritual to work. M adjudicated but will neves

0 The amount the god(s) grant is G judica ut wi
exceed an amount equal to 1,000 GS per EL of the Priest doing
the rital!

NOTE! This ritual causes the Priest great distress; physically through
ebasstion requiring 11-20 hours of immediate sleep and 6-10 days of
ol rest thereafter as well as distressing them with their God: The
God will have a base 26% chance (plus 8% per EL of the Priest) of
granting the request but also a 13% chance of chastising the Priest
(GM’s adjudicalion as lo how) for making such a request. This can
¢ down right nasty at times. Note as well that only the most pious
a0 ever learn this ritual and, even for such, it takes 100 days of
dficult study and fasting to do so (19% failure chance). And you get
ouly ome try at learning it.
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PONSHONA’S SPELL OF (THE) INVISIBLE SLING

This OP 2 spell needs only a half (!/,) mana point to use but ;
needs a real gtone, sling bullet (etc) as :vell (aotpt: ezceed 1"“;.‘:;:
or 1 oz w_ctght). Simply put, the priest holds the small rock in
palm of his flgit (opened) hand and uses the spell. The obje
Ilnmdhhly sips off towards whatever target the hand was aimed &
.Colmder it & real sling for game/attack purposes. Base attack chum
in the BF-system is 55% plus 3% per two ELs of the Priest. In non-B
systexg:s, just give it a 45 sling attack value. This newly researche
spell is still practically unknown to everyone but is sure to become;

“standard” in the years to come. It requires 18 GS and 60 houn

HARGROND’S HEAVY HAND OF RETRIBUTION

This QP 3.magik is both a 66 minute/7 mana point ritual anda!
mana point/single firing word spell of instant effect. The ritual mayh
flone at any time up to 13 days before the spell’s use but, after 13 dip
lt. must be redone. The spell, when used, causes a life-sized pair d
silvery-blue “ghostly” hands to shoot outwards from the caster's m
hands. Whatever they are aimed at, up to 100’ distant, will b
a.ttacked- with a strangulation attempt as if they were the Priest's m
hands (t.e.. theyll have the caster’s STR/CF scores). The ainl
strangulation (and damage potential) lasts 3 M/R plus one (+1) MfE
per each three (3) ELs of the Priest beyond the EL at which this e
was learned. Base attack chance is: 756 under the BF system and uss
+7 maee attack under other systems. If it misses, it just keeps tryinf
each CF action segment it can until it either succeeds or time runs s
Note! Only those things “etheral” may attempt to counte
grapple/pull them off. This awful magik is under ban/edict in Ardw

:n_d many oth?r, more civilised nations. However, for those with tb
right connections”, it will require 60 days of difficult study and s ot
of 1,100 GS to learn.
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New Rumeginger Sagik

JHERZEE’S FIREDANCE

This OP 2 runesong requires an expenditure of 1}/, mana points per
pelee round to function properly. However, what it does is awesome:
complete and total control of all non-magikal flame, fire, heat, etc
within 8 30’ radius of the singer! This radius is naturally increased by
410’ per each EL above EL 4. The controlled fire can be formed into
walls, balls, and shapes of all kinds and sizes (comsisien! with the
emosn! aovailable). Literally, it can be made to “dance” fo the
Repesinger’s tune! But, do note, the singer is in no way protected from
the fire they control. This terrible (and dangerous) power peeds not
caly 999 GS and 68 days of arduous training to learn but requires the
ruesinger to expend a farther 100 GS (and 100 hours of practice)
ach year in order to maintain their new-learned control. Fuilure to do
w will, literally, “burn” the Runesinger who’s not careful!

DHORN’S SONG OF WING & AIR

An OP 4 runemagik requiring four (4) mana points per M/R to
perform and allows the singer to “fly upon the very airs”. As long as
the song continues, uninterrupted, so too does the flight — at any
weed from a motionless hover up to 1000 per M/R may be
muintained. At the higher velocities, though, it becomes diffienlt to
sing/maintain due to the rush of air. Figure a 3% chance of screwing
w (i.c. folling) at each 100’ per M/R velocity above 500’ per M/R —
thes, 2 maximum 16% chance of goofing it up. This runesong needs 42
days of bard study and 1,876 GS to learn. Further, the singer must
practice 40 hours and expend a further 76 GS each year in order to
keep in perfect practice — else they run a strong risk of falling at the
most inopportune time.

GAMALON’S GLORY

An OP 7 runesong requiring six (6) mana points per M/R to
function, in use it causes a “golden aura”, 46’ in diameter, to radiate
from the singer. This “glow” is equal to a full sun/daylight at “high
mmmer noon”. Any undead/demonic kind entering the radiance suffer
8 “turning away” akim to the Priestly sort.
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Gamalon’s Turn Away Chart
Sise Turn Away Other Effects
01-20 HP 100% 356% “discorporate” chance for all undead Ly
21-40 HP 95% 26% as above
41-80 HP 85% 16% as above
81-120HP 66% 5% as above
121-160HP 45% none
161-200HP 26% none
Larger zero none

Note: the Turn Away percentage is increased by three percent (¥
per each EL of the Runesinger above EL 4.

This anelent song was, as legends tell us, first sung more (n
600,000 years ago during the great rebellion against the awful Kika
Overlords. It is still a major weapon in the arsenal of “Light and Lav’
and needs 100 days of hard study and some 6,000 GS to learn. End

year, a further 160 hours of practice and 240 GS must be expended &
order to maintain proficiency in this runesong.
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New Sugik OF liusion
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PINDORA’S SPELL OF (The) SPITEFUL MITES

i i f two (2)
illusi f OP 3 that requires an expenditure o ¢

- lllu.m;n“(’ﬁzf i(t)a effects are instantaneous a.qd .have a 90 range.
"t Pompenrs is s, 13’ diameter “swarm” of swirling, glowing b!ue
.Y:i:;:p(buga?). The swarm has a 36-second (% Ib’f/'R) tl:aula‘ /ddl:!rf::::
ithin its suffer a 4 (-20 in attack, 18e.
:;if ;::8::: t‘l:::i]:,gtlllouxds” of mosquito-like “b!tes”, their gettu:sg
ialo eyes, month, ears, nose, etc and, aimpl).r put, being abeolll:te pesto
Thereis 1o real damage, just itching, iritation, nd o ota In ..'1".'.‘5;,
the little buggers. No wind wi A
:‘.;W:& :)r:: through them and, of/coursed(!)k:heps:vom::o ’wrf:‘ll;l;
whomever it was first conjured upon around. v p bo 190° o
Dispell! can affect the illusory thingies, nothing seems t
&I:e: ‘em. Eight (8) days of moderate study.and a cost of 400 Gf is

seeded to learn this spell. It is not increasable in any known manner.

SUSPATCH’S STUPENDOUS SPIT SPELL

An OP 3 Dllusion that requires three (3.) mans pom(tio tt: nsﬁs l’{:?
Master of Musion says the single (1) ﬂrmg. word an tid:;l wal\)'e o}
e e o e ot o s motth, . 81, wide by
mucus green “water”. ree foot from hi , it i Byt
' oving 5 mph; at 6 it is 9° wide by.8 high an ;
:t:l:i::n::a it i8818’ wl;d; by 16 high and movu,lg' a]on;g at 30 n;pl;’ l;
will thereafter increase by 18” in width and 1 m“helght’ (¢.m A
wph) each 3’ it travels. It \:,i’ll tr:;rel 120;;:(; ::::a :r,«lea:ho (.-j:;'l ke o

“ ; the shore”) an .
:::e” c::::::’ il'l’:;"on will, at GM’s adjudication, be bou:e: ::::,]:
rolled along, etc (and demaged) as if they’d ml!y been a.tlll'uc od);y ieh
s “wave”. Of course size, weight, etc of th? victims will m eleds be
wave's effect just as it would in real life. This nasty au;pme nIt do 77
bours of difficult study and an expenditure of 560 GS to learn.
icreasable in any known manner.
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Bragon Magik

The following section deals with those extremely few spoken magiks
non-dragonkind have managed to identify as to specifics. As they
most puissant arcane Forces, little understood by any save Dragonkind
and their usage by others is so rare as to be practically non-existent
And, of course, only those thoroughly fluent in the ancient form of the
“High Dragon Tongue” (and who also read said language) may eve
attempt its use. Any non-dragon who wields such forces will alwap
have a base 13% failure chance. This is regardless of their EL or
knowledge. Non-dragons simply do mnot have the “proper”
aura/soul/mind needed to safely wield such power. You have bem
warned!

Editors’ Note: Dragon Spells have also been reported in The
Dragon Tree Spell Book from Dragon Tree Press and
additional Dragon Magiks may be found therein.
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do s0 being permanently “lost in non-time”, nevermore to be known of
wnin. Never.

SUNDERTONGUE

The OP 15 spell has a 28 mana point cost to use and is
isstantaneous in its effect. The effect is to cause all solid material
(from flesh to sieel) to, literally, “come apart at the molecular level”!
Material thus affected becomes either a talc-like dust (if dry) or slimey
oose (if wel). Ultrahard materials like adamantium do not turn to
powder, but do become clay-like, dry and brittle (very
erembly-breakable). The area of effect is a come of polychromatic
“energy” emanating from the spell caster’s mouth. Its dimensions are:
9%’ long by 33’ in diameter at its farthest reach. It effects 2,000 tons of
dirt /earth; 200 tons of rock; 20 tons of iron and 2 tons of adamantium.
Adding five (4+5) more mana points the caster can increase both the
fise/area of effect and the amount of material affected. Note that
wielding this terrible power (if you are a non-dragon), you have a
+7% chance (i.e. 20% total) of it backfiring and utterly destroying
you. Forever. This is without regard to your own EL or knowledge. It
@ not magik lightly trified with. To learn it one must spend 13,000 GS
ud study very hard for 668 days. During this learning process there is
813% chance the student will “utterly destroy himself, forever”. Yeah,
wd 2-3 city blocks along with him!!! KAZAM! Gone!

WURMFOLD

An OP 13 ritual that requires 13 M/R and 20 mana points to use (i
its basic form). Once done, the doer® is: “folded out of his/ber
present time-space continuum into another” — hopefully the one they
“targeted” during the ritual. It is used to instantly span trans-galacti
(or dimensional) distances but, in so doing it also, always, involve
shifts in time (io a lesser or greater degree).

* Actually it is everything in a 13’ radius, to a maximum of thires
(13) toms that is “moved”! Each additional 8’ of radius and 3,000 Ib
weight needs another five (+5) mana point expenditure during the
ritual. The range is theoretically limited only by the user-magicisa’
pre-knowledge of the chosen destination. Ie. if you don’t koow
where/when it is, you can’ get there. But if you do, then time,
dimension and distance has no meaning — you will arrive! But, @
noted earlier, there is a “time problem” in its usage.
non-dragonkind who travel this way end up either in their own pastor
future. GM adjudication is required here, but the usual “lim
differential” is 1,000 years less 10 years per EL of the user. Sometime®
(18% chance) it is even greater (1000 and 100 years)! 10,000 GS
worth of materials and 1,000 days of arduous study are needed to lesn
this awesome magik and there is a 7% chance of the person trying %

DRAGONWIND

This OP 18 conjuration needs the expenditure of 33 mana points
over » one (1) minute (10 M/R) time period in order to work. Once
dove, the conjurer has “summoned” a howling, raging wind of
typhoon-like force. It comes into being around the conjurer and, at
start, is 600 in diameter! But it will expand its size at the rate of 30’
ndles each and every single (1) second over the entire 13 minute
duration of its conjuration! Thus, 13 minutes after its summoning, it
b reached the terrifying sise of 47,400’ in diameter! Nearly nine (9)
niks!! All without losing any of its force or fury. With a wind velocity
o 7604 mph (rolled for), plus 2 mph per each EL of the conjurer

A EL 8, it is powerful enough to overturn wagons, uproot trees,
capuse sailing ships, destroy houses and so on and so forth. There will
o be “local gusts” some 20% stromger than the steady velocity
cmjured forth. Note as well that there is no “eye” or calm spot in the
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center of the storm, so the conjurer too will feel jts full effects, Ty,
awesome arcane force cannot be increased in any known way, save 5
noted above. Finally, there is a +6% chance (18% tolal) that it simply
will not work each time any non-dragon attempts its use. It takes 44}
days of difficult study and a cost of 14,850 GS to learn.

DRAGON DREAMS (Aka: DARK DREAMS)

An OP 20 ritual with a forty (40") mana point cost, expended over
one (1) hour of preparation and three (3) minutes of actual “magiking”.
Once done, the magician is in a total trance state from which he cannol
be wakened without arcane aid. This state will last thirteen (13) houn
or until he has “accomplished his mission”, whichever occurs first. In
this trance state (s.e. Dark Dreams) the magician enters the
mind/dreams of any other single (1) entity then asleep that he hu
“pre-targeted”. The target must be sentient and be within a 30 mBe
radius of the “sleeper”. The target only has a 1% chance (rolled Jor) ol
“saving” versus this intrusion and thus “locking out” the intruder.
But, if the Dark Dreamer does get in, they may do anything they wish
within the dream. However, should they manage to “kill” (in the
dream) the person whose dream they are in, why then that person
really dies! Instantly. GM adjudication is definitely required here.
And remember too that the Dark Dreamer themselves may abo be
“dream slain” and thus truly killed as well. After all, anything
possible in a dream! This is truely a deadly and awesome power.

All non-dragons using this terrible power have a 20% (33% total) of
becoming forever “lost amidst the dreamlands’. Their body would
slowly waste away (starvation/dehydration) and the Dark Dreamer
would ever after just be “a dream”! Be warned! Oblivion stalks the
dreamlands for those unwary enough to think they are its masten!
Spend 1,000 days and 28,750 GS to learn this dread power. If you dare

MOONBITER

This OP 20 spell costs 39 mana points to wield and has a fantastic
10,000’ range! Once spoken its effect is as if the chosen target (must b
waible to the caster) has been bitten by a real dragon! Chomp! The
bite is equal, size-wise, to that of an “ancient dragon’s jaws” and doess
whopping 3d100 HP worth of damage! It has been used in such diverse
ways as: biting a tireme in half; utterly crushing a huge catapult upos
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s bigh citadel wall; pulverizing an (evil) idol of black jade; and to
“bite” the head off of another, lesser, dragon!

While its ‘bite” canmot be increased in any way, an
extra 1,000° of range may be added for each two (2)
additional mana points used. And, when used by any
pon-dragon this magik has a +13% (26% {otal) cha.nee of
beckfiring upon the caster! Crunch! 393 days of difficult
study is required to learn this magik (af an 11,6€0 G_S
cosl). During the learning period there is a 6% chance it
vill “backfire and, literally, eat you”. All gone! Be
warned!
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Here are a list of other Dragon Magiks “known of”, but not koows
how to be “worked” by any non-dragonkind:

1) HELLSGATE — Opens a gateway into a “hell” and summony
demons. OP 137

2) DRAGON'S VOICE — A sonic “roar” capable b
mountains. OP 187 "psble of pulveriig

8) SUNFALL — A “calling down” of sun flame hot e
cities. OP 267 ¢ noUgh to rout

4) WURMSCOURGE — A “summoning” of tems of thousands of
carnivorous worms! OP 6?7 87

5) THE BLACK BREATH — A way to “breathe out black mismatic
fogs of horror and death”. OP 97

6) SERFENT'S SONG — As per Wurmscourge, but for venomons
vipers etc. OP 97 107 '

7) DRAGON DOME — A “prismatic” dome-shaped protective energy
shield. Very strong. OP 107

8) SHADOW’S DANCE — Nowe have ever survived its awesome
onslaught, thus no description. OP 20?

9) BECOMING — Literally “becoming” whatever shape or sise.
Many dragons use it to take human form! OP 237

10)DRAGON BOLTS — Dragon-sized “mystik darts”. Capable of
knocking down castle walls. OP 77 87

11)DRAGON MADNESS — The causing of absolute “madnes”
within people in a large area. OP 127

12) WINDOWS — Being able to see anywhere, any time, at will. Some
versions can be “stepped/reached” through. OP 5? 6?

13) THE SUMMONING — Wherein all the dead in a “many miles”
radius are, literally, raised up into an army at the dragon’s beck and
call. OP 257

END NOTES

Remember! Few are aware of dragon magik, fewer still capable
of understanding it, and ahnost nome able to perform it. Anditis
always dangerous to use. Adjudicate accordingly.

fousr Of The Bising Sun

More Arduinian Alchemical Goodies

MOSHARON'S EMERGENCY HABITAT SPHERES

These metallic grey spheroids come in siges ranging from that of a
golf ball to nearly basket-ball sized. Weight ranges from 1-40 lbs. All
have the somewhat “tacky” feel (and consistency) of raw rubber. They
are hard, difficult to cut (AC 4) and will float.

They are a variation of “Colibri’s Fantastic Aerial Transport
Spheres” (see Ardusn Grimoire V). What they do, when “kneaded
qute vigorously for 60 seconds”, is to suddenly inflate into
fat-bottomed hemispheres (sort of sgloo-like). These odd “structures”
we actually emergency shelters! The smallest ones become 10’ across
by 6’ high and have a 3!/’ x 3’ door with internal tie-down/closure flap.
The largest ones become 100’ across by 50’ high and have a doorway
16' wide by 10° high, complete with two (s.e. “split”) closure/fape that
tie down from the inside. Each has 1 to 10 “windows” (usually
2)"-86” square) which are, in reality, no more than translucent patches
on the structure. These allow light in but are too “murky” to allow
vision through.

Al regardless of size, have internal 2”-8” thick floors (seamless) and
veots in the roof to allow airflow. Each floor has a brick red central
area ranging in size from 1’ to 10’ in diameter which is fireproof enough
to allow campfires safely. When opened or closed (as each situatlion
demands), this structure will either cool the interior by 35 degrees
Fahrenheit or warm it by 45 degrees Fahrenheit. Needless to say these
sheliers are in great demand by world travelers.

However, for each 10’ in diameter, it has a production cost of 1,260
GS and takes three (3) days to make. Once thus produced they will
slore forever if properly handled (or until used) but, once used/opened,
they can never be recompacted. Once “up” each will last about four
(4) years, depending upon climate. Because they are so difficult,
time-consuming and expensive to make, fewer alchemists elect to make
them each year and, thus, they are now quite rare and very, very
«pensive (figure £,000-2,500 GS per each 10’ in diameter!). Perhaps
i s few years no more will ever be made again ... Still, to learn
requires 11 months of hard study and an expenditure of 6,000 GS (and
wu must be at least EL 4 to even iry!).
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MARYZEHLL’S ELIXER OF RESTORATIVE GOODNESS

This pale violet liquid, smelling faintly of lemon blossoms, is drunk a
single (4 0z) doses only. Each dose will cause any living being (wp to
50 HP size) to immediately begin to “cast off” all their tiredness ag
exhaustion. All fatigue, sleepiness and Physical weakness (couns
normally, not by wounds) is utterly banished over a time period equy
to one (1) second per each (1) HP in size they are. It doesa’t give
extra strength, stamina or in any way increase a living creature’s on
natural ability to function. However, it does allow them to become u
if they had just awakened from a good night's rest/sleep. But if used
more than once in a 25-hour period there is a 20% cumulative chagee
the drinker will collapse into a catatonic unconscious state last;
1d100+10 hours. You dare to use it too often, you take the risk!

Made from uncommon materials (af a 98 GS per dose productios
cost) it has nonetheless been the “pick-me-up” of choice (for over £,000
years!) of everyone from military men to magicians — if they coud
afford it.

Batches of any size can be made, it always takes 18 hours to make,
regardless of amount involved. And, once concocted, it has w
indefinite shelf life if kept in airtight containers of the purest gilver.
Should you wish to learn how to do this, it takes 7 months of han

study and a cost of 4,500 GS to do so. And only those EL 38 and above
are experienced enough to try.

YANG’S MYSTIK POTION OF MASSIVE GROWTH

An amber colored, apple blossom fragranced liquid that costs 235 GS
per each ten (10) ounce dose to produce. The alchemical process takes
40 hours of closely supervised work to complete, but amounts of ay
quantily may thus be made. Any living but non-sentient thing thet @
bathed in this potion (or even sprinkled with it) will grow by 81-100%
in size and mass. The growth begins 1d6 seconds after the potion’s use
and takes a further 1d6 seconds to complete. It can be used ca
anything from trees to mosquitoes and, regardless of their size/mas,
one full dose must be expended. Then again, it affects any sised living
thing, so it’s a trade off, smaller to greater as it were. The growth
effect lasts 11-20 minutes and this duration canmot be increased in aay
manner. The more doses used will, indeed, cause more growtb, bet
still will not increase duration. As an example: three (3) doses wil
cause a growth of 243-300%, but the duration is still 11-20 minutes

Page N

foxr 8f Blye Rising S

because of the mic shock involved in such massive and rapid
- th, no li:ing thsii.gtecan have this done more.than once per every
':)'h;n Thus if you used, say, 4 doses on a critter, then waited for
'LMI growth to see how big it got, you couldn’ then {uge more to
acrease its size. Not even 30 seconds later! To t!o so.m.mply.causes
\be creature/thing to immediately collapse back to its ongu‘l‘al size and
pecome catatonic (where applicable) for 1d100 mlnutea. and “woozy and
dsoriented” for another 6-10 hours thereafter. This powerful stuff
the Alchemist to be of at least EL 6 and to take ten mznt?ls
{esd 10,000 GS) to learn. Once done though, you can cmb.e mile
high trees” or “twenty foot long ladybugs” if you hhe Ohb, it has.a
100-month shelf life after being concocted, so long a8 it is kept sealed in
uirtight, brass containers. Got it? Good!

HUNZAGGER’S POTENT POTION OF INESTIMABLE POWER

is syrupy and semi-viscous liquid has a “salmon-pink” color and
uT::nx o';ystrong, hot coffee. Each, potent, one (!) ounce dose
requires an intrieate, 100-day long production process which oosts 4,:198
GS! Amounts of any size may be thus made but, as the cost.ns 80 h.lgh,
Bile of this stuff is ever made. Its shelf life, lf_ stored in uﬂ@t
containers of the purest silver (the only substance it cannot affect), is
bdefinite. What it does is rather startling: any, repeat: AN¥, solid
material spread with the liquid becomes (in 13 seconds) “totally
dtherial and passable by any who dares!” Each ounce affects a 1
square foot area up to 13” deep/thick. Amy substance. Frol? flesh to
sdamantium. Omly silver is immune to this eﬂect.. 'l.‘h'e duration of th’e
“ethereal effect” is variable depending upon the individual subs?ance 8
bardness and density. As an example: wood (say, hard oak) w!ll stay
“ethereal” for 101-200 minutes but a dense metal such as gold will only
do 00 for 2-11 minutes, adamantium for only 21-40 melee mndl (about
${ minstes) and so on. To affect a wider area more liquid is needed.
To affect a thicker/deeper area simply spread more over the u;;:
w-n. Two(2)ozinal’oqnareamwoulda.ﬁectmatem_ﬂupto
deep/thick and so on. So, GM adjudication may be required but .not
much and nothing common sense can’t handle. Rare and highly prized
(especially by Thieves and Assassing — for obvious rea_sons), to learn
bow to make this stuff an alchemist must be, to begin with (!) ut least
EL 10. Then, two solid years of experimentatiqn and an e.xpendlturzebg
13,800 GS is mandatory. And, during this period, there is a base
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chance (less 1% per each EL above EL 10 the alchemist 18) that,
sometime during the trials, the experimenter has “become Ppermanently,
irrevocably ethereal themselves!” Those thus afflicted become “blowy
away into the ethereal plane by the winds of limbo, never more to be
known of again!” Never. Be warned ....

SANCHUU’S SERENDIPITIOUS LIQUID OF POTENT ALLURE

A clear, though somewhat sticky liquid with an odd smell of crushed
violets and oregano! Each single one (1) ounce dose needs 40 hours and
materials worth 450 GS to produce. However batches of any sise may
be made. Once finished it has a shelf life of 600 years if properly stored
in airtight ceramic containers. What this stuff does is to attract and
compel* any and all (all’) “warm blooded animal life”. It will do this
over about a 100’ radius or downwind for up to a mile (or more/) and
without amy regard as to type, kind, number or size involved.
Everything from ground squirrels to buffalo herds will respond! Birds,
bats, mice, all the area has to “offer” will show up! The base chance of
it doing so (rolled for each animal kind in the area separalely) is 35%.
This increases by +5% (and +10° rodius of effect, elc) per esch
additional 1 0z dose employed. Thus ten (10) doses would have a 190’
radius of effect (probably close to two miles downwind!) and a bas
80% chance of effectiveness. That’s one hell of a lot of critters showing
up in one small area! And, once in the area, they will remain for %
minutes less one (-1) minute per each 10 HP more than 50 HP they
are. As an example: a 70 HP bear would stay about 28 minutes.

The duration of this stuf’s “allure” is 101-200 minutes but rain or
other such factors will reduce this (and its range/effectivencss)
drastically. While prized very highly by poachers it is truly hated by
foresters, woods elves, entkynen and others attuned to/with “life in the
wilds” who tend to be rather “harsh” to users of the stuff.

It takes an EL 6 (or better) alchemist 4,860 GS in materials and six
months of rather difficult study to learn this alchemical process.

* The compulsion is to “find the source of the aroma — and stay with
it.”
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CALIMAHR’'S PUISSANT POTION OF DRAGON REFPELLING

A bright cherry red liquid, this has a consistency .(anf! taste) like
*cough syrup”. It even smells like the stufl and, when imbibed (drunk),
it will cause said drinker to acquire (taking 1-20 minules lo do so) a
“smell so repugnant to all dragonkind that they cannot stand to even
be close to it!” To a human nose the aroma is sort of a cross between
nacid butter and old sewage sludge (Phew!). It has a duration of 100
bours Jess one (-1) hour per each 5 HP more than 456 HP the drinker is.
Note that even after it has stopped its effect the aroma will linger for
days in the person’s clothes etc. Of course it will have a much reduced
ofectiveness (GM adjudicated), but every little bit helps as they say!
So effective is the potion that all dragonkind approaching to within a

130 radius of the drinker, will immediately (and reflexively — no

“save”) “pull up short; clamp their jaws shut; squinch their nostrils as
closed as possible and retreat away as fast as possible!” It nho causes
their eyes to water and their stomachs to “heave and boil” with instant
asusea! Look out! Dragon vomit (8% chance — rolled for each
M/R)! Dragonkind simply cannot tolerate the smell this stuff produces
tom s humanold being after being drunk. However how each
individual dragon will handle such an encounter is as varied as t!xey
we. A scorching blast of dragon’s flame to “cleanse the area”; a quick,
whitling tail smash to bat the “offending object” as far away as
possible; even a very hasty retreat could result. The only certainty is
tkat they wom’t get close (or downwind) from such “smelly” folks!
Ard, ss noted above, such an odor is not exactly “sweet” to
human{oid)s either. Still, if you’re afraid of dragons ... . )

This potent stuff requires 460 GS of relatively common ingredients to
produce (during @ SO-howr alchemical process). Amy amount can be
made and it has a shelf life of 100 years or thereabouts. It can be
siored in any non-porous container except glass. Glass ruins it rather
quickly. To learn the process requires an Alchemist be at least EL 3
wd spend 1,460 GS during a relatively easy 100 days of
ttudy/experimentation.

KARATORQUE’S KALAMITY EOINS

Each of these has the exaet look, sise and weight of any type of coin
the maker wishes but this is because a corresponding amount of each
metal is used in the Alchemical process that produces them. As an
eample: if the alchemist wants a dozen Gold Sovereign look-alikes he’ll
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have to use 12 oz of gold in ¢
Andsoon.... gold in the process (as ""““ﬂaelaemu Alchemists Character Individualisation Chart
W] 1] SRR
(undt: t Jf.;ﬁ,,'f.‘.’,,":; ,'::':)y bt ey a_m(ssins’ tools which n || Die Roll Alignment Basic Character Aftitudes, ete
in Arduin (and in many ok ] ]
:::;:;-');nd(‘);;nthe other.hand,.the Assassin’s Guild prize the:1 vey it True Law Wilﬁl::]:; lig:t:!:l::,ot;?:sly ngered, not
pay premium prices for them, the law be damned! 010 Lawful Good  Somewhat “touchy” a gruf, typical

What the “koins” do is rather diabolical; 1-3 seconds after they tooc

bare flesh, they suddenly glow “an unearthly blue” (for .01 second “ curmudgeon’

1115 Marginally Lawful Arrogant, distant, “snooty” and difficult

:::c:ii:;pr::;:! A’;‘t“dfly ('cy Bave just been absorbed into the e to communicate with

follow. " Gons ooThast for the human (and most olhers) eye i 1620 Lawful Evil Easy to talk to very affable
potent biood poison of 10810 Ky (ap ot e, CCRYerts into  bighy communicative and “helpful”. '
danger lies in the fact that, in «.ﬁf,i‘,’,.’,"z,,ﬁ”’t;:’;ﬂ;g' nf‘“:e‘;:tr el § 3125  True Neutral  Voluble, talks constantly, “slick”, some-
toxic/poison by amy known means (mystsi g » what “oily” character. Too friendly.

. yotsk or scient i Good )
:::0?"01:’{;:?!1@, they are nothing more than ::l c’fga!be;::“c'u“: %20 Neutral ﬁzﬂ:m&g" '::: ff;llendly but
oy e & e o B P | et Sy o, vtk
and an expenditure of 27,000 GS. i “behind kisser” and sleaze. Yecchh!
made separately/singly) requi ,E;‘h k(:m (and they mey only be 4146 Marginally Neutral Taciturn, non-talkative, abrupt, coldly
compli cated, 13-hour procl:ls t.“:es » :? GS* worth of materials and o distant, “preoccupied”. Unfriendly.
forever ... . or until touched by bace flat . - 00 eV ‘" | 450 True Chaotic  Gleeful, “bubbly”, oddball and practical
iun;dm:'ket value of these things is never less than ten times (00) | .79 True Le Jstert; y Pntm.Ck fo!low:r? “riddles”

production cost — frequently twice that (i.e. 20 X). . © Law S infocmatig <hmoet ;::?;e '
] sy ] .
Plus the value of the coins’ metal content. 7190  True Neutral Very talkative, friendly, says a whole lot
... none of it informative.
) SPECIAL ALCHEMIST’S NOTE 91-95 Lawful Evil Openly nasty, arrogant, mean (even
There is, from time to time, some debate as to how best to “handie” bdrutal) and obvicusly “dangerous”.

the Alchemist in a non-plager (i.e. NPC) role %08  Lawful Good The classic “Goody Two Shoes”
. € — such as when pls Y !
characters enter an alchemist’s shop to buy something., Well, upl :: sickeningly nice and too helpful. Bleah!

of the strong opinion that all sapi . g %  Chaotic Evil  Drasticly ch ality each visit.
. sapient beings are individuals, esch aotic icly changes person

dxﬂ'e;x"ent from the other, I cannot really gives;on an;vn hl::d‘/lfut “one . Roll on this chart. Cuckoo bird.

rule” by which to play them. On the other hand I ean give you a smal 100 GM’s Choice As it says, GM’s choice.

sf,:;; ,.:! h::P yo:lo :2:“""" each character and encomnter. Nete: if you noticed that only two (2) listings were “chaotic” then
alchemist but be ::;l: uf take each time your players meet s pev wegredulation! You have good eyes! This was done quite deliberately
out” NPCs at that locati notes 50 you will ever after have “fesbed because, you see, people who are truely chaotic tend to do
er van ey that location. That way, over time, you can “popusi” | wpedictable things and, in the ardered and relatively comsistent
Troprieto :NSD s hamlets and cities with alchemist shops and ther pocesses used in alchemy, such actions are usually lethal Alchemy is
) te eplitome of order and chacs does not long survive in such an

aviroment. Be warned!
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More Orrish Alchemical Seghem

Quagga’s Puissant Potion Of Regenerative Properties

This pale, “flesh” colored liquid has a consistency akin to “wam
glue”, an aromsa reminiscent of a well used midden (that’s “out house”
to you, dummy!) and reputedly tastes like “chocolate covered ants
wrapped in burnt leather” An altogether unappealing concoction!
Each 16 oz dose must be drunk rapidly (all within 10 seconds) to work
properly. What it does is to cause all missing flesh, limbs or other
organs (from toes o eyes), to begin to regenerate/regrow. It will dom
at a rate of 1 HP per hour until all has been regrown or its 35 HP (per
dose) limit has been reached. Yes! It does regrow such large limbs &
entire arm/hand(s) and/or feet/legs. Bone, blood vessels, nerves and
all, all reconnected properly and fully functional. Its sole drawback
{besides taste!) is that it cannot regrow anything lost more than six (6)
hours prior to drinking it. So it must be used relatively soon after such
a loss. Note also that if a person has suffered an RCH (Rolled Crilicd
Hit) that, say, lopped off a leg, and is bleeding to death, this stoff
warks too slow to stop the death from occurring. And once dead, ol
regrowth etc stops. Still, as it is one of the few “after the fact”
regenerative magiks, it is highly prized and much sought after/coveted
by Orc-kind (and others). Orcs never willingly let non-orcs have it.

It can be made in any amounts desired in a process that takes 2
hours of comstantly-watched work to complete. Each dose has s
production cost of 998 GS (and has a market value at least len tima
(10 X) that!). Its shelf life is up to 60 years #f properly stored and
proper storage is in a blue (only!) basalt-carved jar, sealed/shut wp
(airtight) by beeswax. Amy other way of storage will result in it “going
bad” and becoming useless in very short order. It takes 130 days o
hard study and an expenditure of some 888 GS worth of materials o
learn but, as most of the ingredients are fairly uncommon (and knows
only to Ore-kind), non-Orcs have little chance (2%) of so learning.

Yho-Habr’s Fabulous Paints

Essentially an “alchemical paint” of amy color desired which alwip
has the extremely strong odor of “rotted roses mixed with bore
manure!” Phew! Anything painted with this stuff becomes !/,q,th of i
normal weight as soon as the paint dries (31-60 minutes)! Sortof &
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sunti-gravity paint”! Note that the paint is mot particularly “sturdy”
or weather-resistant. So even with careful handling during everyday
wage, it will wear off at the rate of 2% per day after the first thirty
(80) days. As an example: A 100 pound cast iron anvil is totally
painted (all surfaces, even the botiom); when it dries, that 100 pounds
bas been reduced to a mere one pound (1 Ib)! By day 31 it is back up
03 1bs (+2% of 100 lbs is +2 Ibs). By day 32 it would be 5 lbs; day
33 equals 7 Ibs and so on until it’s all worn off and the weight is back
o its original 100 pounds (about 79-80 days afier it was first painted).
So closely has the secret of this stuff been guarded by Orc-kind’s
samen and medicine men over the centuries that frequently only one
(1) such in only one tribe/clan may know the secret and, with its secret
agredients so rare, a single pint costs 5,000 GS to produce (during a
t9-day process of great complexzity and difficully)! Thus very little is
ever made, perhaps a gallon or so in the whole world. Still, each pint
will cover an area 10’ square and that’s one heck of a lot of “lift”.
Lesrning the process by which this unusual paint is made requires 15
nonths of arduons study and the expenditure of 9,600 GS worth of
experimental materials.

Prubngnuhts’ Potent Bug-Killer

When exposed to air, this emerald green liquid will instantly (.15
scond) billow into a dark green “cloud” of gas/mist. It will be
spproximately 9’ in diameter (wind allowing) per each four (4) ounces
wed/exposed. The liquid and the cloud both have a very strong odor
of rancid butter-fat and fried red onions. Quite a stomach-churning
stench for most folks! It will disperse in a “zero wind” condition at the
nte of 11-20% per M/R until it has totally disapated into nothingness.
However, while still in existence it is a very potent inseet speeific “bug
femigator™ A typical 9’ cloud has the capacity to kill, instantly, up to
3 HP worth of any single kind of insect it was made to destroy. As it

i it loses as much damage potential each melee round as it
boes of its size/substance (f.c. 11-20% per M/R). Note I said it is
hlly potent each and every melee round any of it remains (in whatever
percentage/potency) but it only affects the bug-kind it is “keyed” for.

Any bugs not killed outright (5% chance) will still become “spastic,
disoriented and totally incapable of any sort of controlled fenction.”
When used versus “larger bugs” (s.c. Phraints, Spiges, etc), the degree
of loss of functional control is equal to the damage they’ve suffered
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from the cloud. As an example: A 30 HP Phraint is hit by a 26 §p
cloud so will suffer about 83% damage and motor/mental loss o
control. Note, however, that while tiny bugs (gnats, bees, mosquiton
elc) get mo “‘save” versus poison, larger onmes, like Phraints do
Adjudicate accordingly. Originally intended as a “fumigant” to rid
huts and villages of ticks, fieas and other such pests, the stuff was socg
discovered to be equally effective against other, “large” insects (such o
Phraints). Oddly enough, however, it was also discovered tha
scorpions, spigas and arachnids (spiders) only suffered half as bad &
more conventional six-legged insects.

The liquid will only “keep” in thick glass containers of a dark brows
or dark blue color (to keep sunlight oat). In such it lasts about 4 yean.
Direet sunlight will rapidly (11-20 minutes) turn it into a sticky, smelly
but utterly harmless/ineffective goo. :

It can be made in any sized batches in an 11 hour process of some
considerable danger (s.e. it tends fo explode(!) on aboul o 15%
chance if “over-cooked”). Each 4 oz costs about 16 GS (using rather

So what does the “good stuff” really do? Oh, nothing very
spectacular or eye-grabbing. No, it just renders any stiff and/or hard
(son-metal) substance, like wood for instance, as pliable and flexible as
oft leather of equal thickness! Just paint onto anything (one (1)
smnce will “work’” up o 15 square snches of malerial no more than
1” thick). More area or greater thickness simply means you use the
swpropriate amount of “good stuff”’, more as required. The pliability
ksts 101-200 minutes but heat (s.e. drying oul) reduces this time
drastically.

This is commonly used, by Orcs, to “shape” wood into useful (or
fesciful) shapes. Said shapes being permanently “set” once the “good
stufl” dries.

This is another of the few alchemical goodies that Orcs will sell to
»0-Ores, though at a dear price! And even so, no non-Orc has ever
nunaged to replicate its many (raref) ingredients. Some 88 days of
dificult study and a cost of 9456 GS is needed to learn this useful
ksowledge.

common, for orcs, materials) to make, thus it is one of the most
widely used of all Orc alchemical concoctions. They even sell it to
non-Orcs (at about 25 GS a 4 oz “pop”) in its “small bug” form bat
never sell their “anti-Phraint” or other “big bug” stuff to non-Ores. As
it is totally nontoxic/reactive to anything and everything except bup,
it is extremely safe to use ... if you can stand the smell.

Phraints have a standing 500 GS bounty out on anyome who eve
carries the “anti-phraint” version and a 5,000 GS one on those who
make it! Collectable through any Phraint hive so long as you've the
proper proof. They hate this stufl!

Blughar’s Good Stuff

An ochre colored paste that smells like a “garbage dump at high
noon on & hot summer’s day”. Supposedly it tastes worse than it
smells — if that is possible(!). It is produced from some of the
commonest and most available ({0 Ores) ingredients around. Each o
(1) oz dose costs about 2!/, GS (50 SP) and takes six days to concoct
But no more than 100 doses may be thus made at any one time. Os®
made, it will last up to seven (7) years in any container so long a8 i
temperature is mever allowed to reach 100° fahrenheit (or mors.
About an hour’s worth of such heat renders the alchemical stuff utterly
ineffective and worthless.

Jamma’s Ore-Gussle
Well, heh, heh ... what’s to say about this one? Ores eat it, but few

olber folk care to! A sort of alchemical “trail mix”, super-condensed
down into a thick, blue-black “paste”.
torpee and tastes so bad (lo non-Orcs) that no words could ever do the

It smells like a 10-day old

otufl justice! Bleeech! Ptooie! Yuk! A single four (4) oz portion of the
saxious goop will keep a full-grown Orc “full” and going strong for one
(1) whole day (25 hours). It has all vitamins essential to an Ore’s
balth and is a very complete “food”. Actually it will feed most
humanoids just as ably but few can stomach it (or keep st down).

It will “keep” about a year (15 months) if kept reasonably cool
(sader 90°) and dry. Higher heat (or high Aumidity) reduces its shelf
e drastically and heat of 130°F or more cause it to rot in a very short
tme (-6 hours). Orc-Guazle thus spoiled becomes poisonous to a
polency equal to 1d8 per each 4 oz.

Each 4 03 portion costs a paltry 16 CP to make and all ingredients
we easily obtainable . .. by any Orc ... It requires 18 hours to “cook”
wch batch and can be thus made in any amount desired.

The process only takes 101-200 minutes to learn and at the

tiny cost in materials of 8-11 CP!
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Farglasg’s Glow Goo W (+10) hours of duration for the AC increase. Of course the

A cheery brick red color and play-dough-like consistency are (}y mimerged :mgbm: :::o::f: ll:;;l,o:’eetﬁ;:e‘: :z::.dm (ond ears
tm?ml:f :xl:z-mell:ly O:Ilﬂ;-hnuﬂ(;:“’:t :lig fat” odor s anolle Ahod,n:'te :l{at for each hour a “soaker” spends submerged, they
unmis mark of i is chemical hours ... that stink is enough to
substance. Each pound of it has a glow equal to one qua::: (/) (emacloes) '?a:t::: f:y:wuo.t hummm::ves and other such fypes
st gty 0.8 1 radius around itself. A pound of it i, byt Woog 8 Whill of the soaked ones smell will have a hase 76% of
way, about the size of a tennis ball. b N uncontrollably for

It will glow merrily for about two (2) Arduinian years (901. 109 -mednatellly! becommigt,;ll gzuﬁdm_ﬁ;:?@%gk :on’t seem o ,l,igice
dags) if not allowed o dry out. Treat it like modeling clay to keep s | X120 M/ ! Real (Oresy se 1t betore battle v aa “sdvastage”
from happening. Made of the cheapest materials available to Ore-kind, 8 b k”t to ! a:y each 100 gallons (enough to fully submerge/soak
it only costs about 30 CP per pound to concoct. The process to do i Expensive to m :s’ big 7,850 GS! Not only are the materials hard
ta.kes’ nbout fou.r (4) days from start to finish. However after the it ;’: n::;:' ::,ce)nc:, (;rcs,gbu,t the tv;'elve (12) day long manufacturing
BRSO e s s A |t o bt o s

The stuff is used as “torches” (on the end of a stick) or to ligt mtpmperly an.d , onee mm‘le (i a:’¢ a&nlloun:);e;:: And l:m lw(;on’t
Orcish hovels like “lanterns”. So commonplace is it, that may ®%ours or Ut will hecome'isert an > : i :t ill stoy ’ it from
non-Ore alchemiste acquire large amounts of it each year but, miy, | 7 ¥y an Orc (or angone oA bt
none have been able to duplicate the “Glow Goo” satisfactorily st || "i08 What can I say? dy and the spending of 13,000 GS to
Ores retain its monopoly and sell, literally, tous of it each spring. I M;;?ﬂ :y‘i::l difficult study and the spending ’

Notes! Adding to the mass does not increase the intensity of the | 2% this Ale process. . :
light, it just increases the area thus illuminated (dimig). See also Orc Alchemy and the Non-Orc “Swallow” Chert in

As a final caution, read the entry entitled “Xudoe’s Cravlig Derk Dreams, Arduin Grimosre V from Dragon Tree Press.
Horror” (The Lost Grimotre, Arduin Grimosre IV) and see what cm
happen when a non-Orc attempts to copy this “simple” concoction!

About 100 hours of study and an expenditure of 106 GS are required
to learn how to make this interesting alchemical stuff,

Skussbukbett’s Stupendous Elixer Of Ineffable Value

This very beautiful alchemical elixer Jooks like quicksilver with goid
dust suspended throughout its mass. Oooo! Pretty! But, oboy().
what a stench! Peeyaarg! The odor is so terrible that unsuspecting
Elves have been known to actually pass out (go nconscioss) whes
unexpedtedly exposed to it! The nasty-smelling liquid is, howeve,
quite useful (though dadly misnamed).

For each full hour (60 minutes) any Hving creature Lies fally
submerged in the stuff, their natural AC will increase by plus one ()
to a maximum of AC 247. Said AC increase has a 26-hour duratios
which is not extendable in any manner save for additional submersioss
For each hour more than ten (10) the submergence lasts, add anothe



Puge B2 Bouse Of The Rising by

New fystik Artifucts And Ureasures

(The) PLANETARY PLUME (Aka: Chgpander’s Pen)

VALUE: 13,000 GS minimum SIZE: Always 13” long, 13 oz weight
COLOR: Variable DESCRIPTION: An arcanely created writing
quill/plume-pen much like a peacock feather in general looks.

MAGIKAL POWERS: Whenever physically touched by amyose who
can “naturally generate” raw magikal (or Priestly) “mana”, it wi
automatically commence “mapping”. The map drawn will be 51-100%
accurate and concern the area immediately around the pen (! mik
radius). It can thus “map” once each thirteen (13) hours. However,
each time it must be “fed” one (1) raw mana point by the individual
touching it. No mans, no map. The map requires 1d12 + 1 minutes to
be drawn and must be so done on papyrus, paper, etc provided for &
Nothing to write/draw upon means mo map. The ink is indelible
(waterprooj) and “glows” with a very faint silvery sheen in the dark.

SPECIAL NOTES: It requires the combined efforts of both w
Alchemist and a Runeweaver to make one of these items. And both
needs must be EL 10 or greater. The process required to build these
plumes requires both builders to study very hard for 300 days asd
expend 2,600 GS (each). The pens themselves require a combised
ritual three (3) days in duration to complete. The cost of doing #o ¥
never less than 7,600 GS. All factors considered, they are exceedingly
rare items.

WARD STICKS (Aka: Silent Senirys)

VALUE: 1,300-13,000 GS per set of four SIZE: either 77, 11” or 13"
tall and 4, 7 or 9 oz weight COMPOSITION: Anything from wood to
iron, usually runically inlaid in silver. DESCRIPTION: Triple edged
“tent peg-like” stakes inlaid with “runes of power”.

MAGIKAL POWERS: All are designed as ‘“wards/guardians” o
specific areas. The lesser ones work against small critters from insects
to mice (3 HP or less) and will keep them out of the warded wes
Intermediate ones do the same versus critters up to 20 HP in si
Major ward sticks work on those beasts up to 50 HP in sise. They s
also the first order of ward stick to aleo so effect “lesser undesd
(sombies, skeletons, ghouls, eic). Greater ward sticks work o

Page 13

Soxse Of The Rising Sun

ponsters to 100 HP in size and keep out “greater nndeax_i” (to include
wraithes, speclres and vampyrs). Penultimate ward sticks keep.out.
joge beasts up to 200 HP in size and eﬂ'e.ct all “undead kind”
regardless of their power or type. This ward is the only one to also
ofect “demonic entities” but only at the GM’s discretion (s.c. not often
od not for long).

SPECIAL NOTES: All ward sticks will affect the critter size listed
regardless of how many there may be. As an example, a major Yva.r(.led
wea could keep out an infinite number of critters, 50 HP or less in size.
AD stick sets (4 slscks) are designed to ward/protect an area 13’ in
liameter, so are placed/set equidistent around ench. an area. Even
tough the wards will affect sentient (i.e. intelligent)
wdead/demon-kind, generally speaking they do not affect any
aesture or being considered intelligent. Some GM adjudication may
be required on this point.

END NOTE: These wards should be “worked on” so as to fit each
adividual world/campaign as all 1 have given you here are ggn'eral
puidelines. Finally I strongly recommend different types for Magicians
wd Priests. Similar but definitely different.

SORIAN SPARKLER(S)

VALUE: 100 GS base plus 46 GS per each extra 100 minutes of f}mction
beyond the initial/base 150 minutes. SIZE: 13” long by 1” diameter
ud 7 o3 weight. Each additional 100 minutes adds 7” in length (etc)
wd 3 oz weight. COMPOSITION: “Fire iron” granules on a wooden
dick. COLOR: Dull grey (and wood) overall.

DESCRIPTION: When the mystik (spoken) “ignition comma.nd.” is
given, the tip bursts into radiant “sparkles” of harmless, heatless light.
They resemble our Earthly 4th of July sparklers, but without the fire
duger.  The 187-21” corona of “sparkles” casts a 10’ radius
lorchlight-equivalent illumination. Remember, NO HEAT!

SPECIAL NOTES: Frequently mistaken for alchemical magik (they’re
wl), these relatively common “miner’s lights” are made in large
@antities by low EL. Dwarven Mages for that race’s mining efforts.
Bowever only Dwarven Smith-Mages know the secret to making them,
® oaly from them can any be had in substantial numbers.
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BROOM ZOOM (RING)

VALUE: 7,750 GS SIZE: about 2” in diameter and

1Y, 03 wey
COMPOSITION: Usually carved Pegasus or Gryfiyn bone": C:)?:!
Dull yellow-white overall.

DESCRIPTION: A runic carved rin
broomstick’s haft (nof over a Jmger)! Brooms thus afix

Capability): 3,000 Ibs; Flight Duration (Daily): 77 minutes,

SPECIAL NOTES: All performance figures listed are based upon o i)

b payload. Each additional 300 Ibs reduces each capability by e
percent (-10%) — thus, carrying 900 Ibs it could only perform at a%
of listed capabilities (i.c. at 616’ per M/R to 6,160’ cesling and

| oy
for a 61.6 minute duraiion). The load bearing ability of the individed

broom handle (i.e. wood breaks, you know!) is also a consideration,

FINAL NOTES: Due to the rarity of availability of the bone used a
their manufacture, these items are quite rare and the necesssy
procedures to do so, should bone be available, are now, known only tos
select few dark and evil magicians of Dread Marmachand.
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g designed to slip opey ’

ed can fy
follows: Maz Speed: 770 per M/R; Ceiling: 7,700°; Mazx Paglosd (L
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BUG-BAG (Aka: Pest Pouch)

TALUE Variable according to culture/buyer.  SIZE: Most aay omme

18" tall by 11” in diameter (and a hefly 3!/, lbs) is the average.
bt

(ONPOSITION: Common spyder silk for both bag and drawstring.

(0LOR: Variable . ) .
it & it “releases” hundreds ('.zp '
DwCRIPTION;l W:fin::::ctl:. ls".l“;:;:::evd\vill be of the non-lethal vme:lx!es
g A uitoes, midges, beetles, grasshoppers, mo t:,
o qnats, m::l even’non-tmde varieties of spiders, centlped:s, e ce
s ; I;;gﬂM/R (6 seconds) for the bag to fully ?mpty anm, or:m
. hh:e reed to be tied shut for thirteen (13) hourg in order reex;
:t' 'f:: e;e::er time means it has fewer bugs inside when n

o i d the
§PECIAL NOTES: As only one (1) such bag currently exists an

it is still not known how to
byends in the past are very vague, it i8 s " .
make ol::er::ft ':le::em O:, li:.ndeed, who (or whai) already so obviously has

i i in the possession of a
hereabouts of this oddity was in
:n:v’: l“‘nh::dl;c;eeMm” pamed Andrigues of Berk. And that was

mymago....
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Bardir Gddities Gf Arduin

Along with analogues to most of our earthly musical instruments
there are, in Arduin, several that are unique to that world alone
Though most are fairly rare, even now (from time to time) they ap
occasionally encountered, usually in the hands of a well-established
Bard.

HOURANGOUR (“Hum-Happy Hum”)

Sort of a cross between a harmonica and octarina. It is usually s
41/,”-8” long, crescent-shaped instrument built from silver, ebony-wood
and ivory (all three together). The sound it produces encompasss
nearly the entire range of a large harmonica and all the low to middie
ranges of an octarina. In combination, the weirdly melodic “humming
moan” is at once both familiar, yet eerily different. It is a favorite of
the Bards of the southern lands, in particular of the nomadic tribes of
the Great Sand Sea and its environs. An average one would cost about
16 GS whilst the finer, more inlaid ones cost as much as 600 GS (f
made by a “name” instrument crafisman). It is uncommos
everywhere except in the south where it can be heard daily (from isns
to market places).

DELDYLLION (“Song Toucher”)

Resembling, somewhat, a sort of guitar soundbox with one side set
with “wooden keys”, the other with strings. Usually octagonal in shape
and 20”- 30” tall by 16”-26” wide, the seven (7) keys and seven (7)
strings are played like a xylophone (i.c. with a pair of “puff”ended
sticks). The sounds it produces are a sort of combination betwes
piano, harpsichord and xylophone. However with only a total of 14
keys/strings the range of the instrument is nowhere near that of asy o
the afore mentioned instruments it, somewhat, sounds like. A very
rare version of this instrument, called a “MAHANG” (which mess
“Great One”) is about twice the usual size, has thirteen (13) esch
strings and keys and a much greater musical range but it is very rae
indeed. Both types are, originally, of Elven origins, but are pow
occasijonally seen in the hands of other races.

Constructed, most often, of either cherry or maple wood, it has silver
strings and keys (as well as inloy and “fttings”). An average onesi
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asls about 25-30 GS and one made by a “name” Elven instrument
paker could run as much as 800 GS or more. They are currently quite
popular in Arduin’s “noble society”.

WYCKZYNCK (“Singing Tasl”)

A really “odd” item, it resembles nothing so much as a martial
wtist's “triple irons” (nunchakku)! Each of the three (3) main parts
{ealled “dars”) are 10”-15” long, copper or bronze tubes with 9 to 30
nrisized holes in each. They are joined together by 3”-7” chains, also
o copper or bronze. Thus one of these weird instruments may be from
¥ to 69” long and is played by whirling one, two or even all three of
the hollow tubes (called “Flinging The Song” if all three are thus
wed) The sounds it produces will depend upon: direction of spin;
wlocity of spin and the number of “bars” in action. Altogether a
dficult and, at times, dangerous musical style to master. Still, the
“hounting” sounds it makes are able to affect nearly all that hear its
ky and bizarre music. Said music being, well, indescribable. You have
o hear/experience it to understand what I am trying to convey here.
Originated by the Centaur clans of The Great Grass Forever, few
besides them have ever managed to master the “Singing Tail”. In fact
the last non-Centaur to do so was a bizarre 3-armed human(oid)
reindling from Ghorfar, over 300 years ago!

One of these costs, on the average, about 18 GS, though “name”
eaker variations (usually gold-leaf covered) have brought as much as
30 GS at auction.

ATELOS (“Star”)

Ao exceedingly rare musical instrument of, believe it or not(!),
Deodanth origin! It resembles a pure-white to blue-white crystaline
‘ar” of seven (7) to ten (10) “points”. It is usually from 101/,” to
16 acroes, point to point, and asymmetrical (s.c. not all the arms/
wials are of the same length). It is played by running ones
biprs/band along the “flats” of the star’s arms (af variable speeds
ol in variable patierns) but carefully as its edges are rasor sharp.
The sound thus produced is bell-like in clarity and tone and resembles
werything from wind chimes to a brass gong. No two ever sound just
tie and no non-Deodanth has ever truly mastered the “play” of one
= though many do try. And, as only a very select few (and eztremely
werelive) Deodanths can make them (how, no one knows), their prices
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are quite fabulous indeed (6,000 GS and up)! But few Bards who baw
heard the rare and beautiful music a Star prod

uces can ever forget,
can they not want to own one for themselves .

CHOUAINE (“Wind Wings”)

A sort of “vee shaped double harp” of a size a normal person could
sit between (the “vee”, that is). The 56 strings, 28 to a side, are the
tendons from the wings of a Pegasus and the frame is most oftey
carved ivory from the awfully rare red-tusked artic whale. The “foot"
or base must be of purest silver and the finger picks (eight plus im
more for the thumbs) must be of mithrill The sound it produces i
“like unto birds awing in glorious, singing flight” — “like butterfin
and other aerial denigens all a’flutter in songs of glee and joy”. Musly,
eh? Well, tis the only way to describe its fantastie sound.

Though originally an Amason creation, a few Elven versions zow
exist although no more than a dozen or so, all total, are believed %
exist in all the world. And most of those are very ancient as no om

now knows how to make one. Thus as much as 50,000 GS has bees
paid for one of these rare musical instruments.

End Notes

The preceding were but a few of the more unique and odd musial
instruments in the Arduinian mythoe. Feel free to add your own
versions as Arduin has room enough for all.
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Rare And Hegendary Gems And Jrwels

- and
; j s some of the rarest of the Arduinian gems

! Thl: se&t:tn hc::: enr:ver been seen in more than t:;eet (:) veex:;.:;gle:;

- i f a kind, gem stones. Most ha |

nmye:llz :lsle:lxnil::i o;zn:tary val'nea all out of proportion to their

wert

xtual physical value.

(THE) BLUE CYRDOLXY

3} b
illi _blue gem about the size and shape of a man s'thum
(p:n?r;!:?nl:t,l:k’lvip). Sg;ghtly harder (:ls%v)e:h::t ;ont::l!;o:es tiisl::(:n;
i it is, however, :

Py 'bgul:e:l:e sal:;elﬂzusi;ve:g::,;en’ adamantium would melt ;:x ‘:l;:
g:r::ces of the crydolyx’s creation” — whatever tl:a;t m;:n:i.a it was

izinally discovered in the southern couta..l area of irue > known
mg‘m Coast of Crimson Skulls” by a shipwrecked plrf;te crew, =
40 yeats and has passed through many hands since that m.xde.
!l:heg?: ’I,:e:li‘sce:ygopolished, it remains uncut and irregular in sht:se.l Asl:d:
from li;ts being ‘“‘one of a kind”, there are many,“undocuglen f. o:ge d
that speak of the gem “warning” its owner of dange;oo sog; bu.t e
st known purchase price was a .handsome 18,
whereabouts, these last 70 years, remaims unknown.

THE FOXFIRE TRIPLETS

Three (3) beautifully cut and, fncelt:d gl:m; :;E:ﬂth:;?l\l:;lnﬁl:; z:l
? wi “Rery orange” color. !
:::n:su:re :' ::l:)yared ::lor. The legends give each stone thec]l:ﬂtght[i‘nier:
of “a large beeswax taper” and & warmth commex.xsurate toth at.ﬁo st
“mentioned” some 3,900 years ago in an a.lchemlc-a.l text, the io are
ﬂ'ln wly usable (only) by “Dwarven Kings” in _someh secnem d
pol;erful manner. Many dwarves have tried to acc}'ulre tw?:t lﬁ o
the past but all have failed for one reason or gnot.’;r(.)oo forsh 1;|ore
GS aplece, all three together would bnn.g (easily) 70, e o et
from “collectors”. What the dwarven kings would pay

them) is anyone’s guess.
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GHOZER’S EYE

) An incredibly ancient (af least 100,000 years old

size of a large grapefruit, it is considerably yhander (+')30§;x,n tl::“l:l::;
dm.mond and has a bright “lemon yellow” color except for the ce ter
which “glows” with a red like “dawn at sea”. It weighs an incre:'bb'
twenty-one (21)) pounds, is s nearly perfect sphere polished “smoloth
and glossy”. And, oddly, it “vibrates” faintly at all times — how and
why, no one knows. The legends say it was “The Eye of Ghozer”

long-jm:yolten goddess) and also speak of other, strange powers and od((;
happenings relating to this gem. It last sold for 260,000 GS some 600

years ago but “disappeared” during an earth. ake j
years ago. Where is it now? s quske in Tthalos some 9

(THE) GREENLINGS

This pair of “sea green” gems (with gold flecks

their finely cut* and foceted* almyugoﬁraf sppea.red’wm:(:: ;he::’hm
.found by a party of “adventurers” in an old temple’s ruins somewm
in tl:e dread jungles of Green Hell. One is about the size of a (whole)
man’s ‘l‘ng t:e, the other approximately two thirds that, Because they
are as “soft” as a pearl, there is strong suspicion that these two “gems”
may, actually, be organic (!) instead of mineral in nature. But what b
kn.own as the rgal.“tmth” concerning them is this: when in direct, bare
skin, oog:tact l.t is virtually impossible (99.9%) for said pen;n to
become ill or sick. Not sea-sickness, the common cold, nor even such
horrors as the “Bl.ack Plague” seem to bother the owner/“wearer”.
Last in fhe poesession of the Elven Prince Sorquanohr Shadowbranch
(who pasd £1,000 GS for them), they were, however, stolen from him
about 40 years ago. Their current location is unknown.

* How theae. soft items were so meticulously cut and faceted i
unknown but it was a truly masterful job! They’re beautiful!
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(THE) YABANDERSTONE

A unique, “one of a kind”, diamond which is composed of equal parts
o red, blue, yellow, green, black and white diamond segments. Each
B, in some way, seamlessly fused/joined together with the others in
wch a manner as to appear to be one, single-solid stone! This arcane
ceation is cut with “ten thousand facets” and is one of the most
begutiful jewels in all the known world. Of a size equal to “a large
man's fist”, its origins are shrouded in mystery and conjecture. Legend
has it that the god-like magician, Phandelume, created it more than a
million years ago, but for no recorded reason. Whatever, it has figured
i hundreds of stories and legends for several hundred thousand years.
The primary legend says it has ‘“the power to mesmerize any and all
dragons/dragonkind.” There is considerable evidence to support this.
The last price paid for it was some 780,000 GS by a forgotten Prince of
wme “small Eastern Satrapy”. Since then (about 16,000 years!) it has
passed from legend to legend by theft, murder and arcanely mysterious
circumstances. Where it now may be is open to conjecture but, so says
one legend, “a dragon took the stone into his great horde”. All some
450-500 years ago and, again according to that one legend, “somewhere
in the high reaches of the Mountains of Madness”. .

PAMALON'S EYE

A single, cantaloupe-sized gem of a golden yellow color and “harder
than adamantium”, Pamalon’s Eye was first noted as the “eye” in
wome minor godling’s idol in a long-forgotten (and buried) altar room.
This room was raided some 1,400 years ago by a band of dwarves
eploring the infamous Starfang Mountain of fable and legend. Just as
that entire discovering party were all “doomed” and lost soon after, so
loo has every owner(s) since then been beset by all manner of calamity,
death and destruction. Murder and mayhem follow this “evil eye” as
turely as night follows day. Still, many lust after its great beauty and,
kgendary, power as a “conjure crystal of a range, clarity and ability
tecond to none ever known”. It is also believed that it can be used to
“see into time: past, present (in other ‘realilies’) and future.” The last
unount paid for this haunted jewel was an awesome 986,600 GS by the
balf-elf Sage Khomer of Merkhaz, some 140 years ago. Unfortunately
be was “hideously slain, mysteriously and within his own locked
nults” a month after acquiring it. The jewel disappeared at that time
a2d has not been noted since . .. .
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(THE) CRUEXALON

A “plus” shaped (4) stone of some steel-hard, violet-blue substance
13” arm to arm and weighing 13 Ibs, the Cruexalon was first discoversd
entangled in a fisherman’s net off the Dreaming Isles some 110 yeans

ago. It has had a chequered history since then. Apparently (there

no documentation), it has the power to “hold any demonic being,
regardless of kind or power, in immobile impotence™ No demon, »
the reports go, can resist its touch, and all seem to be “very adverse"
to even approaching it very closely (i.e. to within aboul a 13’ radins
of f).

Not really a “jewel” but more jade-like in appearance — it i,
none-the-less, included here because it has commanded as much o
250,000 GS when sold! But be warned! Most who have owned it have,
indeed, met their ends at the “hands” of some demon or other.

The Stone was last known to be in the possession of the High Mage
of Tharkalla but, as that was 11 years ago and he is still alive — well,
most figure he no longer has it. After all nome have survived its
acquisition by more than 3 years before ... .

(THE) ORACLE’S ORBS

This pair of perfectly-matched, walnut-sized black diamonds were
“the orbs of the Great Oracle of Arduin”. First heard of a short 13
years ago as “receptacles of potent arcane power”, they were only
recently reported stolen by the infamous thief, “Mad Michellene o
Napona” after she cold-bloodedly murdered their owner (by stabhing
him repeatedly through the hear). Where she, and they, are now »
unknown.

Their value and powers are not certain as yet but most likely ae
quite high (for both).

Dmmmm;r!iingb.
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©®1d Tegends OF Arduin

This chapter tells a little about some of Arduin’s old, legendary
“boogie men™ or “night-time horrors”. None today can gainsay their
vracity or their reality and yet none can prove they actually
ppened/existed either. Just as well, for some things are best left
wknown .. . .

SHAGALU (THE SLUG MOTHER)

Supposedly a witch who reneged on a deal with one of the greater
demon lords, As punishment she was turned half-way into a giant,
sime-coated slug. She is supposed to still be creeping about near
Vorinyaas looking for “pretty boys” to father her hideous slug-children.
Ob, she devours her lovers after the act of connubial “bliss”.
Sopposedly she has hypnotic powers that enable her to appear as a
beautiful woman to her chosen “husband of the night”. Yukka...

JONKHOR THE HEADLESS

This is reputedly the “restless spirit” of one Jonkhor of Nythaarna
vho was betrayed by his wife and beheaded in his sleep by her lover.
Hie is now supposed to roam the back alleyways of that city each night
o bigh solstice or equinox in search of his head. It is further said that
"weing” a “loving couple” together infuriates him so much that he
nshes upon them and “tears their heads from their bodies and flings
:”m into limbo!”. Red-headed women in particular seem to “set him

QUABBAH-QUABBAHI

Little is known of the “thing” except the odd sound it makes (see
W) and the fact that, whenever it is heard, people disappear forever.
A legend peculiar to the under-mountain dwarf-holds in the rocky
Nickleback Mountains, it is nonetheless fairly well known Arduin-wide.
K is considered a “thing” as a distorted, misshapen “shadow” has
ecasionally been connected with this terror. Many a doughty dwarf
b vanished to the mournful bellow of: “Quabbah! Quabbah!”
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THE BURNING WOMAN

This eerie legend comes from “The Quarries” area and concerns the
ghostly apparition of a woman of great beauty whose entire left side i
wreathed in brilliant crimson flames. Her pitiful wails and $Creams cay
be heard at times (s is sasd) for miles. She reputedly appears osly
prior to someone’s death so seems to fulfill much the same function &
the Beansidhe (Banshee) does on our own world.

THE GREAT T°CHOON

This ancient legend speaks of a huge frog-headed man (or ogre) some
10’ tall or so. He was (isf) the “terror” of the swampy area in Arduiy
called “The Creep”. Those it “takes” are said to have “gone to see the
frog” and are, of course, never seen again. :

No official investigation has ever found the thing, nor any re
evidence of its existence. Yet the peasants kmow he is “in there
someplace” and travelers along the king’s road (which passes by its
“lasr”) do tend to disappear from time to time.

Honse Of The Rising by
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Not Really Gone, And Not Really Forgotten

Essentially this is a section listing, briefly, some of the “older” deities
wd beliefs from the Arduinian Mythos. Most would, more properly, fit
ato the demigod category as they are (generally) quite a bit lesser in
power than the majority of the deities extant today but, even so they
ye more potent than amy Demon Lord and still wield considerable
power. Though little worshiped nowadays, all still have followings of
devout worshipers in little cult enclaves, here and there, in the odd
woks and crannies of the world.

Each “pantheon™ is, in general, indigenous to a particular continent
ud time/age, so will be presented in that manner.

The GLd Bods Of Gondinent Five

PHAORDION (The Star Lion)

The “Overlord” of the 5th Continent’s pantheon of deities, the
‘fatherGod” ruled by wielding the “Power of the Stars” and is
decribed as & 60’ tall man-like humanoid with golden mane and fur; a
lo'’s head and tail; claws and fangs “of sparkling adamantium” and
‘eyes of Star Flame”. Quite an imposing figure. He is occasionally
rerred to a8 “The Lawgiver” but is most remembered for his terrible
mr whose very vibration, it is said, could “sunder the very stars in the
bavens, into tiny fragments.” Finally, in the later, end times of his
*ory days” he also assumed the role of patron deity of all felines and
atfolk. It is the latter who still, by and large, worship him.

SHADAZZRHA (The Golden Light)

Wife and co-ruler of/with Phoardian, and “keeper of the life force of
", she is described as being 565’ tall and wreathed in a golden
ndiance “too bright for mortals to bear”. Her beauty and wisdom are
bt “legendary attributes” as is her fondness of/kindness towards all
dildren. “Lawful Good” in the truest sense, she was said to be able to

4 “ocus” ber radiant life-force and “cast it acroes the heavens” in a bolt
{ % “nothing of evil may endure against”. Healers and some Druidical

e otill revere and pray to her as she remains a “mighty force for

| M”-
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JURAKK (The Demon Horse)

The patron deity of all centaurs and uines and for

nomadic “horse peoples” over the eoe:s, it is notedmt?;tdw
Shadt.lzzrha could ever “tame his wild heart” and ride him. Jurrakk s
described as a coal black “horse” with a “breath of Flame” and hooves
of “sparkling silver”, whose “fiery blue eyes” could freese any
advemaq into solid ice with but a single glance. 120’ long (end
propor.tw.na!e), this huge equine’s most notable feature is its total,
nnremnt'tn!:g hatred of all humanoids (save Jor Shadazzrha). 1t is traly
“free.-spmted" and the embodiment of all that is “chaotic” i the
Multiverse. Many centaur clans still worship the “Demon Horse”.

20ZEKK (The Emerald Architect)

A .hu.ge scarab-type beetle some 118’ long by 35’ wide and, seemingly,
consisting of beautiful, translucent “living emerald”, Zozekk is the
Patron Deity of all architects, builders, miners and others of similar
talent. Zozeek is the epitome of “True Law” and scientific knowledge
and, though “cold and emotionless” itself, still has many fervent and
loyal followers — particularly in certain dwarven areas.

PYGAHR (The Fallen One)

.An gxceedingly “beautiful” humanoid of hermaphroditic gender(s);
with silky blonde and ringletted hair; daszling sapphire-blue eyes; rosey
c?mplected cheeks and a pair of white feathered “angel’s wings” upos
!na/her upper back/shoulders. However, looks are deceptive as he/sbe
is .all that is corrupt, vile and evil! Amorality is the creed not only of
this deity but of its fanatical devotees (who are slill numeross i
certain dark corners of the world). He/she lusts for Shadassrhs with s
desire so strong as to be “unholy”. She in return loathes and despises
Pygabr. Thus he/she has sworm to “slay Phoardion and take
Shadazzrha as my own!” Phoardion just ignores the sleasy deity (which
enrages Pygahr even more). “The Corruptor” (as Pygahr is sse
known) also loves to slyly trick young children into vile and degrading
aituations and into “doing evil”. This is definitely mot one of the “nice
ones”.

Finally, The Fallen One is noted for the ability to “engender lust s
frenzy” in unsuspecting people and to “cause those, caught unwary asd
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4 oarmed, to become debauched, depraved maniacs bent only upon

wlt-gratification.” The thief “Mad Michellene of Napona” is one of
his/her more (in)famous followers.

HODARK (The Destroyer)
Easentially the “bringer of death” of this pantheon; lord of the

8 *petherworld” and “ruler of all dead souls”, Hodark is described as a

deletal humanoid “eternally wrapped in the black mists of despair”.

§ Thankfully these mists usually conceal its hideous visage. The 60’ tall

deity wields a 40’ “bar of ebon entropy” which, legends say, “can slay

f wen the gods themselves.” However, this utterly “neutral” god can

sver “take those whose fates have yet to come unbound” (i.e. not
ifore “their time”). Little else can be told of this grim deity save
that, even now, a few followers still chant his name during night’s
tarkest hour ... somewhere in the world.

YRGZZA (The Tentacled One)

Yrgzza is an evil deity of obscure origins, aims and description —
nve for its “writhing ropes of inky black, its tentacles of terror, which
wne may escape once enmeshed within their coils”. In all “matters of
wil and darkness”, this god will always intervene if given any chance
bdo 8o ... and always to aid evil. The worshipers of this horror,
those of whom the god particularly approves anyway, tend to be
mitched away by those tentacles of “radiant darkness” and, it is
fuessed, devoured. Some reward for faithful service to a deity! Still,
there are some who even now play the mad tunes upon silver pipes and
dance the old way in worship of this deadly god.

WINGALON (The Demon Wind)

The formless deity of the “winds of the world”, controller of the very
ar, conjurer of rain and storm, sender of cyclone and hail, Wingalon is,
ashort, “The Wind” itself. Most dawntime “berserkers” followed this
®d as it epitomizses pure, chaotic fury as well as ordered calm and
wrenity and some barbarians still do. And, though many are they who
cnsider(ed) this god “evil”, if the truth be known, simply “childlike
wd unpredictable” would be truer to the mark. Just as are its
rmaining followers.
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MOLODAHR (The Demon Troll)

Originally a sort of “secondary war-god” and patron deity o
Troll/Orc-kind, later many of the Goblin races would also follow the
bloody path of worship this god requires. Some 48’ tall and generaly
humanoid in shape, it is nonetheless a thing “all claws and fangs, scald
hide and scorpion stingered tail.” Its huge “bat wing-like" eam,
“gmouldering scarlet eyes” and mismiac stench are also well knows
traits of this truly evil entity. Even today, in remote caves and dasd
swamp-bound temples the loathsome visage of this god’s likeness my
be found along with vile and dangerous worshipers. Truely ugly staff

AKIGON (The Death Horse)

Albough mot technically a “god”, Akigon is so closely linked to
Thsom that it must be considered as part of the pantheon. Akigon is
fcribed as a huge (280’ long) equine creature with six (8) legs, three
8 eyes and 8 hide of “iron”. Its dragon-like teeth, ruby red cloven
koves, pupil-less eyes of “dead white” and its ability to breathe
geamers of crimson fire are also trademarks of this probably Demonic
(Grealerf) creature. A few legends also tell of it “spitting acid and
ahling noxious and poisonous fumes.” Only semi-sentient, it is
usetheless extremely cunning, thoroughly evil and totally chaotic in
dght, word and deed. As a last note, it is known that it savors the
nv flesh of “elven kind” above all other “food” and will go to great
imgths to obtain it.

SINDRA (The Derk Dancer)

The amoral goddess of lust, debauchery and “all delights, seasl
and perverted”, Sindra is also the goddess of sleep and dreams. b
later years some would even form a bizarre fertility cult based on ber
worship! Though able to assume any guise of flesh desired, from 6" o
60’ tall, from male to female and all “between”, this deity most ofes
appears as a voluptuous naked woman of dusky hue with silky bladt
bair falling to her ankles (long hasr!). She is the paramour (lover) o
Rhaum (see next eniry) and the only deity who can safely approsch
him. Her kiss is said to “take away or to give life at her whim aasd
fancy”. She is definitely not a “nice lady” and very chaotic in ber wp
but she certainly keeps her followers “happy”!

AZYNLYNX (The Seribe of Fate)

The epitome of fate, karma, destiny, etc in/of/by/for the old
mtheon, Azynlynx is said to be “the writer of all men’s lives” and the
weper of “The Tome Of All Time”. Generally considered “truly
whl”, this once very popular deity is described as a normal-sized
lman male of “ancient mein”, all dressed in robes of formless grey
bg He also carries the (rasnbow) diamond-tipped “Quill Of What Is
To Be” and is prone to write, upon proper request, individual “Scrolls
0/ One Man’s Destiny” and, as all knew, whatever he wrote, always
ame to pass. Rhaum hates this deity most of all but for no
@cernable reason. At any rate many followers still abide by
Unlynx’s simple rituals in those far away places one never travels to.

RHAUM (God Stalker — God Slayer)

A “lawful evil” deity, probably mad, who spends eternity huntisg
down and trying to kill (with occasional success) other gods! Hes®
usually seen only as an 80’ tall “armoured humanoid with four (f) e
and four (4) eyes all set equidistant about his torso/head”. He is most
often described astride his companion, Akigon, the “Death Horse™ (set
nest eniry). Most theologians consider this god to be Mally insass.
totally destructive and, perhaps, the most dangerous of all in this oid
pantheon. Certainly he has been known, in the past, to “lay woshe
whole regions and flatten entire cities” simply to vent his pent-up g
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@The @Ld Gods OF Gontinent Three

BHAR-KANIS (Aka: Heaven Hound or Star Wolf)

Bhar-Kanis is the “True Neutral” god of all canine and lupine
creatures/folk (all were-wolves and other similar kind also
him)*. Once a very major deity worldwide, Bhar-Kanis is now
relegated to a pitiful few rag-tag cults in dreary, out of the way spola.
Described as a 40’ (or more) tall humanoid with a wolf’s head, lightly
furred (grey) body and two emerald green eyes that “blazed like
miniature suns”, occasionally Bar-Kanis appears as a 33’ long (sef
sncluding tail) wolf of silvery-grey hue and with those same, radisat,
eyes. In both shapes the legends tell of those eyes emitting “bursts of
emerald green light, veritable small stars” which were capable of
“leveling mountains or incinerating whole cities.” He is the arch-enemy
of the feline Gods Baast and B’'Rah-Haar (see next eniry) and will to
out of his way to “make mischief” for them and theirs. About the only
Places, oddly enough, where one can still encounter this religion in
significant ways is along the eastern coast of the Fourth continest
Odd....

* The Demon lord Ty)}-Raen is the “left hand of the Wolf God” (ses
Arduin, Bloody Arduin).

B'RAH-HAAR (Aka: The Lion of the Skies)

A “young” deity (as deitses go), the “Lord of Lions and Felines” is
very similar to the Fifth continent’s Phoardion in most ways
Described as either a 60’ long, golden-furred Lion with “eagle’s” wings
and as a 50’ tall, lion-headed humanoid, both shapes have “flamieg
eyes” and are able to command/control vast quantities of fire etc. He
also breathes fire (like @ dragon), emits “heat rays” from his eyes aad
can “envelope himself in raging fires” at will. In one legend he “tm:nod
a huge forest to ashes in an eye-blink” and, in another, “turned night
into day with his fiery presence”. His relationship with Baast, while
none too clear, seems to be fairly “friendly” but many problems bave
arisen because of the two deities’ similarities — problems amongst :5'
priests and followers at any rate. Still, they (and he) are strongly “of
law”. Fairly strong in the Third Continent’s southern areas, s few
Khorellian space-farers have also been noted as recent converts (fhey
liked the wings!).
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SUNSAGORA
(Aka: Dune Singer, Morning Glory, The Lady of the Sands, elc)

Though few in actual numbers, the followers of this once quite
popular female deity are to be found worldwide. Most any place
there’s sand (preferably a desert), you'll probably find an enclave of her
followers. This “Lawful Evil” cult is believed to be an “import” from
another multiverse and is fairly “recent” as far as the “ancient gods”
go — arriving/appearing near the end of the olden days of glory for
this pantheon.

Sunsagora is described as a 33’ tall female of “desert blossom
beauty” and “full of the radiance of the morning” — whatever that
means. Supposedly “cloaked in light and fire” and with the very air
around her “dancing” with heat-induced mirages, she isn’t all that exsy
to get a clear look at. Hot too (J00°F or more)! Her primay
“weapon” seems to be her ability to, literally, draw all the moisture oat
of any area, object, or person by either touch, glance or gesture
Reputedly she once turned “a whole village into desiccated, dried up,
dead mummies” in the blink of an eye and at over a mile range ... just
because they’d stoned one (1) of her priestesses! Another legend tells
of her “drawing the water of life” out of one of her enemies over a very
painful eight day long period. Vicious lady ... .

Her followers (85% female) have a nasty habit of waylaying travelen
(preferably male, which they castrate), then burning them. Needless to
say, the cult is usually banned in most places. Still, some of the smaller
island “city states” in the Ceruellean Sea allow her open worship bet
those piraticial folks have a reputation of fey and unnatural behavior
anyway.

TAMARETH (Ako: Dark Dreamer, Dream Snake, Dark Lady, i)

The goddess of “dreams and nightmares” and “emperess of the ads
of sleep”, Tamareth is described as a “generally female” slll?'.
enshrouded in a sheath of kaleidoscopic colors, intermixed with
writhing shadows of utmost ebon. Phew! About 35’ tall, “she” can (d
will) appear in/as any shape from darkest nightmare to sweetest dream
but her favorite is of a “vasty serpent, all the colors of the rainbow,
save for the enshadowed and hidden, head”. Reputedly it is 300’ losg
and capable of “crushing all things it can encompass/enwrap”. Al ber
forms are also able to emit (from mouth, eyes, hands, ecic) “streamen
of kaleidoscopically colored energy”. This energy is, apparently, of 8
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“positive” mature and able to: heal wounds, raise the slain, repair
troken stone (mend torn metal) and so on. Or she can emit “writhing
sreamers of nightmare and shadow force” which can burst castles (and
souniaing) asunder, turn the largest ship to splinters, bind/crush/trap
ud hold as she wishes. It is, obviously, a “negative” force.

In the “realm of dreams” there is nothing she cannot accomplish,
wihing she cannot do if she so wills it. Nothing . .. .

Though the main force of this religion died when the Great Circle
§ Vages were shattered/obliterated in the great war of “the heavens
wuinst the earth”, there are still a few (widely scattered) enclaves
emaining. In fact, in the last 400 years or so it has been making
wmewhat of a (modest) “comeback” and may continue to do so in the
fture. Common in the northwestern and western coastal areas of the
Thind continent, it has, recently, also become the state (official) religion
8 the Dreaming Isles. As an aside, the mysterious and legendary
Tamre Shadowfire, holder of Shadowguard Keep, is reputedly a “child”
d this deity! Finally, she is considered to be “two faced” — i.e. both
“chactic” and “lawful™

GORBRAGNA (Aka: The Eater of Hearts)

Gorbragna is an Orc deity, the most often invoked (by their kind)
wd still quite strong worldwide — unlike most other of the “Old
Gods”. It is the “father God” of the Orc-believers’ pantheon (and
Gere are o bewildering array of them!), described as a 40’ tall,
$armed humanoid of foul and gruesome appearance and all accoutered
@ brazen armour. It normally wields spiked maul, axe, greatsword,
bheaded flail, round shields (two), and two javelins — all of iron of an
i ol reddish hue. Crackling yellow flames (and greg-green smoke) blaze

keth from the star-shaped (5~ poinied) view slits of his octagonal silver
Mim and “the very grass withers and dies under his steel spiked feet”.
Bven bare ground is left “charred and smoking” by his footsteps but
vhether this is a function of acid or heat (or both) isn’t clear. Nastyl

This “Amoral Evil” deity has the ability to “cause his weapons to
8w with a horrific yellow-green ambience and all who are touched by
%em die as blackened cinders and crumbled ashes!”

Purportedly a “mad God” who has fought on/for both sides (i.c.
#od and ewil) during the terrible “God Wars”, Gorbragna is thus not
tuted by amy other of the gods of this pantheon. Irrational,
§ oatimually angry and ever-hungry for blood sacrifice describe him
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perfectly but, remember, this is a powerful religion among Ore-kind
and thus the followers wield considerable political “clout” in some
areas of the world. Still the most worshipped of the “Old Gods”,

AZAERAWE (Ako: Love Goddess, Queen of Lust, Amoranna, elc)

Sort of like the Fifth continent’s Sindra, this “goddess” too is ope
who personifies lust, abandon, perversion, carnal pleasures and other
such “related” things and is described as a “stunningly beautiful female
(choice of race) of such fantastic form, grace, and, and, and ...” You
get the idea — everyman’s ideal — but, to women, “she” is a he —
“stunningly handsome, incredibly endowed” and so on and so forth.
“To each, as each desires” is the main prayer of/to this deity and e
“beautiful” is the deity that “whole cities, entire armies have gose
berserk with abandonment and lustful insanity” simply by being b
his/her presence! Pheronomes or something ... .

She also wields “awesome rune magiks and blackest illusion” to get
her way ... which is usually the seduction/corruption of “some par
soul”. There is strong evidence that the offspring of such unions (with
mortals) result in the “birthing” of incubi/succubi! Evil is as evil does
they say. Though the main bastion of this religion is the Thind
continent, the still popular cult has many converts worldwide (s
particulay the Rainbow Isles and Arduin) and the orgasmistic
“gservices” are very handy in keeping the “faithful”, faithful. Fun asd
games ...

SKONCHUNE’® (Aka: Moonfother, The Glorg)

According to many legends this “Moon God” is the progenitor of the
currently popular Silver Moon Goddess (Ardusin’s main religion). It s
mot doubted he was the first “moon god” of record, going back to
Kthoi times and is arguably the oldest known deity/religion in the
world — the original “lawgiver™ He is described as a 60 tall
“impossibly thin” (male) humanoid with chalk-white complexion, silver
(pupil-less) eyes and bald pate. He most often appears wearing 8
cowled and flowing robe of “spun moonbeams” and holding a crescest
moon-shaped lantern “upon a chain of stars”. Occasionally he pops %
as a vari-heighted (13’ to 8 mies) column of “scintillatisg
moonlight”. This column, 7’ to 3,000 in diameter, is so cold (sbsofsle
szero actually) that all encompassed by it are immediately frozen solid!
From the grass (and ground) to complete cities. Instant freeze! Heess
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4 o emit rays/beams of this same “cold moonlight” from his eyes and

With very few followers now, and only one (1) operating temple (in
Ardwin) still going, the religion seems destined to die out someday soon.
i bas “outlived” the sinking of the fabled Sixth continent (where st
mpinated and was strongest) and now just “drifts towards history ...”

WALKUREEN (Aka: The War Wilch)

One of the very few female “War Gods” and one still strong amongst
the non-civilized “barbarian Amazon” clans of the northern wastes, she
o described as a 36’-tall female humanoid in black iron scale armor
vith a 12’-tall oval adamantium(!) shield called “Bar”. She wields
tiee (3) weapons: a 40’ spear of ash and iron called “Snake”; a
paisword with a 9 3/4"-long black mithril blade called “Scorpion”;
ud s glittering silver (oak-hafted) spike-headed maul called “Breaker”.
Ao eldritch purple glow emanates from the croes-shaped vision slits of
ber helm which is shaped like a 12-sided die. Nome have ever seen her
iee. Not mortal nor fellow god(dess). Legends give her the ability to
‘“wield thunder and lightning” as weapons and the ability to cause
‘vinter-hail strong enough to batter an army flat” to erupt from the
dies about her. The lightning is, in legend, “strong enough to shatter
the moon, hot enough to fry a hundred dragons before they can flee.”
Now that’s some firepower! Other than the barbarian Amaszons, few
ol follow this “True Neutral” War Goddess, save for a small handful
® one mountain top in the dreaded Mountains of Madness.
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The Noble Families Of Arduin

In response to requests too numerous to count (for more sn-depth
background information about Arduin, its people, politics, elc),
herewith is a sampling of some of the better-known “Noble Houses"
currently active in Arduin.

THE HOUSE OF THE STORM CROW

Headed by Duke Peotyr (age 79) and Duchess Madrina (age 71), the
family Druskalla has indeed become a power in the Ia.m.l. They are
staunch supporters of the current Elven ruler, Lord Elric of Qngon
Tower, and were instrumental in providing him troops to aid in the
overthrow of the demented Royal House of Margalen, a few years ago.

This human house (Druskalls) is one of the oldest landed noble
families in Arduin, tracing their roots back some 920 years or 80. They
have three children: the Baronet Micah (age 64); Lady Kadrina (oge
62) who is married into the House of the Rising Star (see later eniry)
and Baronet Lareth (age 58) who is married to Beordigal, the ?lda;t
daughter of the House of the Black Lillies’ (sce later eniry). Micah's
wife, the Lady Sedwina (age 61) is from The House of thg Grey' Roas.
a major power in the land of Ithalos. The main holf of thls. family is in
the city of Vorlnyaas but they have a summer residence in the sm.lll
town of Pearlhouse as well. Their many grandchildren are very active
in both the military and politics of Arduin.

THE HOUSE OF THE SILVER MOUNTAIN

Headed by Duke Orodardigan (age 69) and Duchess Yasmynde;:ll
(age 56), the family of Kozohra is probably the second most powa
human house in Arduin (after The House of the Storm Crow). They
were very strong supporters of The Margalen Royal House for deatll:l.
however, and during the “great cleansing” they hgld neutral w .
presented with overwhelming evidence of that king’s mvo.l\(ement l:l_
the Dark Gods and human sacrifice. They lost much p?lltncal dm:l:y
their unfailing support of that king up until thg last msfan_t :; -
were themselves thus under suspicion of “evil doings”. Still in l?tial
years since that time, they have worked steadily to ma.ke.the:lr p:h ongh
come-back. The old Duke and Duchess of the House still llved "
retired and in infirm health. They are: Dardigan (age 95) an
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(age 9£), an Amaszon from the Misty Isles (formerly named Heljo-La).
Their other six children still live and are: Duchess Faljia (age 76) who
i married to Duke Ponen of Ghorfar; Lady Peridonna (age 71), the
vife of the famous Morvaenian general: Hurtog and Orocardigan’s twin
sister the dowager Baroness Dardijia (age 69). They have many
grandchildren, many of whom are active in trade, politics and military
matters. Their primary residence is in Talismonde’, with a summer
villa in Leiberton.

THE HOUSE OF THE BURNING ROSE

The most powerful elven house in Arduin (nest to the King’s) is
headed by Duke Alwyn Starhammer (age 356) and Duchess Khorynda
(age 351). They bhave two children: Baron Maldrado (age 129), a
Senior Captain in the King’s Royal Guard and Baroness Tara (age
1¢9), still single. She too is in the Arduinian military but as a Senior
Leutenant in the Alchemical Corps. This house is one instrumental in
bringing the majority of the elves in Arduin over to Elric’s cause.

For this and for their emity towards the elven traitor Jothar (of The
House of the Rising Sun), they have waxed powerful in the land.
Many feel too powerful ... Their main residence is in Mistwood, with
their “main offices and town residence” in the city of Melkalund.

THE HOUSE OF THE BREAKING WAVE

This transplanted Amazon house is an oddity, even for Arduin, as it
maintains all of the cultural idicsyncrasies relevant to their race. Its

{ bead is the Duchess Hari-La Swiftsword (age 47) who has.three (38)

‘Ducal Consorts”™ They are Padowyn, a human (age 45); Dolbi, &
hifelf (halfhumaen) of uncertain age (and lineage) and Chorge’
Wother human (age 81). She has five children by these consorts, all
kgal heirs. They are: Soru-La (age 1£); Kimu-La (age 10); Xala-La
(s9¢ 6) and the twins Daro and Kwed (ages 6). These last two are

{ males and ordinarily they would not be heirs. However as a concession

 Arduinian law, they are heirs though last in line after their older

{ teters. Hari-La is an old traveling/battle companion or the current
1 King (Efric) and is thus more of a “power” in the eland than her

buse’s size and wealth would ordinarily warrant. Trade, especially

4 vith the Amason lands, is the primary concern of this ducal house,

Wnsequently they have a residence in Charpa (s port in the Misly

bes) as well as in the city of Melkalund. It is rumoured that this
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house was one of Lord Elric’s primary clandestine sources of funds for
many years.

THE HOUSE OF THE GOLDEN LION

This ducal house has had many ups and downs in the past 40 years,
mainly due to its unswerving loyalty to the crown through the Mad
Queen’s Uprising and the Fall of the House of Margalen but their
loyalty was honor- based and due to love of Arduin, so Lord Elric has
allowed them their rank and privileges, unstained and unreduced. Stil
their power is, apparently, on the wane at this time. Their maha
residence is in Nythaarna but is in sore need of repair (the Margalen
episode caused it lo be slormed and burned out a few years back).
So they “make do” in their summer villa just outside Wachtown. Duke
Mardonyx (age 6£) and Duchess Yoshi (age 50) rule the Korohnel
family and house. The aged (and very infirm) former Duke Cardrigar
(age 85) still lives in the family’s main estate in retirement. His other
children: Baroness Sorinda (age 60), wife of the head of The Baronial
House of the Red Dragon (see laler entry); Kherwyn (age 58), a senior
captain in the border guard; Rahm (age 5§), a senior captain in the
Arduinian Aerial Guards and Kai (age 51), a priest in the service of the
Lady of the Silver Moon Goddess are all politically active (as are many
of their children). The future of this House is not yet clear.

fanded Baronies

THE HOUSE OF THE BLACK LILY

Famous for its many magicians, The House of the Black Lily is s
leading human supporter of the Elven cause in Arduin and is located in
Khurahaen. Headed by Baron Tagge (age 75). Of the ancient
La-Loren blood line, they are best known for their archers.

THE HOUSE OF THE RED DRAGON

Baron Valdemahr (age 44) is the head of this Talismonde’-based
house which is famous for its military leaders/officers. Of the Kusos
bloodline, they are a renown family of horsebreeders.

{ beuse 01 Ty Rising um
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THE HOUSE OF THE CRESCENT MOON

The young widow, Baroness Wilhelyra (age £8), of the Thaendahr
fine, runs this primarily trade-oriented house headquartered in Easterly.
She has four young children: Pami (age 10) and Tweena (age 7), both

4 gris, and Zwaldo (age 6) and Khurt (age 4), both boys. Court gossip

js her “head-hunting” for a suitable father for her children but as she
s known to be a strong-willed and acid-tongued (though handsome)
voman, there are few interested enough to really “get serious”. As she
bt her husband, the Baron Gwillam, under mysterious circumstances
(connecled with the deposed Margalen family) there is. a.lso much
wspicion that this is one noble house that may not be long in existence.

THE HOUSE OF THE STAR BEAR

Baron Thaddarq (age 40) rules this odd house which, by the by, is
psinly made up of half-hobbits/half-humans, fiesty warriors all!
Hesd-quartered in Hillhaven, they are known for a particularly doughty
eed of pony (eminently war-irainable) as well as their war dogs.
Their people fill a definite niche in Arduin’s border patrols and the
ucient bloodline of Havonde’ always will . . .

THE HOUSE OF THE GOLDEN GAUNTLET

A buman baronial house located in High Bridge, it is well known for
is warriors (usually individuals — not military types). It is headed by
Bwron Tarzule Vondragon (age 44) who is, himself, somewhat of a
kgend in Arduin because of his “mechanical” metal left arm/hand, all
gided in 24 carat gold! He’s also (in)famous as a “ladies’ man”.

THE HOUSE OF THE CROWN OF THORNS

A powerful but highly unpopular baronial house Jocated in the city ?f
Tilismonde’ as they are “Christian” and very vocal about their

{ digion. Baron Landruh Yaboe (age 48) and his two sons Pohl (age
{ 4) and Jahk (age £1) are all Paladins of this particular faith. Though
| lyal and true Arduinians, their heavy-handed proselytising and general

urogance have made them numerous enemies — perhaps too many for
them to survive. Still, they breed mighty destriers, much prised by all.
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THE HOUSE OF THE BLACK SUN

Baron Bardolyx Bardalla (age 46) heads this human house baseq i
Athelton. It is renowned for its many Masters of Ilusion as well as for
its beautiful women-folk (tall, ebon-complected and lithe of build), |t
is powerful due to its political connections in the College of Magik.

THE HOUSE OF THE SEVEN ARROWS

Another human house, this one based in Rumbletown, is a “power”
due to its leaders’ personal friendship with the current king of Ardui,
Baron Corwyn De Khorwythe (age undetermined) is an ol
battle/traveling companion of Lord Elric and is, s0 the legend goes, the
one who taught the King how to “Hell-Ride”.

THE HOUSE OF THE SILVER SWORD

Baron Khade-Kahde (age 68) rules this half-elven /half-human house
with & well-known “iron fist”. He, as were all his forebearers, is a
reserve general (and & good ome, too) in Arduin’s military forces.
During Elric’s taking of the throne, the Baron marched his housebold
troops from Lowbridge (his home) to Melkalund to take command of
that huge city’s garrison and to then declare himself (and them) for
Lord Elric. The new king has not forgotten.

Sejor/ Important Lnded Hiege Aords

Castle Karrig, commanded by Sir John Iron Hand, a human.

Red Tower, commanded by Lady Norynna Rose-Hair, s
half-elf/half-Amazon magician of major power (and friendship lo the
King).

Gadrungar Keep, commanded by Sir Arthur Gundragar IV, s
human. Also known for its really good ale brewery.

The Castle In The Clouds, commanded by Sir Deodorin Fuirhair, s
sylvan elf, formerly an active forester and companion of Lord Elric.

Thunder Keep, commanded by Sir Wedgerond Swiftsword,
half-elf/half-human. Also famous for its halberdiers.

The Castle Of A Thousand Tears, commanded by Sir Tabr Zarkos,
also known as “The Mighty”, a renowned wrestler and boxer.

Bouse Of The Rising by feuse @F The Rising Sun

Puge il

The Tower Of Night, commanded by Sir (also Admiral) Brandobus
#all-Breaker, a half-human / half-dwarf seaman of great renown.

. . ith
Wall, commanded by Sir Vanrax Silver Eye, a Deodanth wi
::tystik “eye” of some silvery colored substance. Another of Lord

1 ric’s old battle/travel companions. Also called “The Torturer”.

i i human
Castle Mamalshr, commanded by Sir Gorw?de the 'Gmn,. a
m;din of the War God Meaalon and a general in Arduin’s military.

i i Tanglefoot the
Star Hole, commanded by Sir Wnlnmutl.: .
wni-legendary Hobbitt Sky Sailor — another of Elric's ol friends.

j ted human
Yord’s Roost, commanded by Sir Noel .Roundnbouf, no
explore: (now sems-retired) and known for its surrounding hedge-maze.

ir Mi i human Sage
Hammerhome, commanded by Sir Miklos Wlld:good. I
ud dabbler in things horticultural.  The “inventor” of red

{ bngleberries.

Derkspike, commanded by (thief) Lord Kalyndyth Nightbird (age

| #), & half-elf renown in his Guild. Rumor has it that he provided
Brich with a “hidey hole” as/when needed over the years.

j i ied Noble Houses
These few are just a sampling of the many and varied ¢
of Arduin. Feel free to use them as templates for your own campaign.
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Super Heroes And Sword Swingers

With the great popularity of “Super Hero” RPGs, it was only o
matter of time (minutes probabdly!) before somebody tried to cross over
from one style of game to the other. Generally, from the myriads of
comments I've heard, this resulted in chaos, problems, and in some
cases, the total collapse of one campaign or another. Well! I can tell
you that all the foofaraw was not necessary! We have used “cross-over
characters” for years and have had mo major glitches because of it.
Here’s how you too can do it, just follow these few simple guidelines:

1) Be sure the character (“Hero” or “Swordswinger”) Is not one of
those already so powerful that they can (and do!) laugh at dragons
(or nuclear weapons). The character should be of s reasonable
power and have weaknesses — just like any other mew (i.e.
beginning) character.

2) There must be a rationale/reason for the character to have made
the transition from one world to mythos to the other. And, once in
the new world their primary concern should (90% of the time) be
in “getting home!” As powerful as that magician might be, he'd
bate a place like New York City! And that superhero would surely
miss all the prerequisites of civilization (s.c. TV, fast food,
flush/indoor totlets) while in some basically medieval world. They'd
surely want to go home! Fast!

3) Play the “intruder” character just as he is: out of place (and
probably out of his/her ‘“Uime’’); unable to speak the language;
unaware of the custom(s); unable to eat that particular world's
version of food and so on. In short: Culture Shock. This keeps
them from becoming omnipotent destroyers of all adversaries.

4) Make them “ready beacons” to all who would desire to control their
new powers/potential. After all, not only does “power attract
power” hold true but so too the old axiom: “there’s one born every
minute”! Just think of Elmer the country bumpkin in the big city,
flashing a wad of cash big enough to choke an ox and you'll get the

icture.

b) fhve a “safety valve” if necessary. That is, some sort of sutomatie
“call back” of the character to their own time/mythos. If all else
fails, send ’em packing! You can always try again with someone less
hard to handle.

That’s it. Short and sweet, and # works! Try it.
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MORE
Arduin
From the World of Ardauin by Bawid A. Fargrave BOOKS
medmumw;m;mm Are Avaiable from
oriadoat.the e Sy of e . S0 Sl ot G GRIMOIRE GAMES
litle more than dim and dusty Jegends of a distant and shining past P.O. Box 2813, B Cajon, CA 92021

nevermore {0 be heard of or seen again.

But take heart! The intrepid explorers of the mighty reaim of
Dragon Tree have once again found the hidden gateway to that oldest
and grandest of all legendary worlds ... Ardailn! Once more, the
shining path glitters its rainbowed-hued invitation to all brave THE SERIES INCLUDES:
travellers who would dare the ancient and awesome mysieries of
every-changing, ever the same, Arduin.

Dark Dreams — Arduin Geimolre Vol V — 83.50 The ARDUIN ADVENTURE BoxedGame

) The ARDUIN ADVENTURE  Rule-Book only
Visit the street-gangs of Talismonde’; investigate the mfamous
“Black Metals” and the silks of arachnid origins; learn secrets of Orc

chemy, “Rogue” magik spells and Prismatic Walls. Alo The ARDUIN TRILOGY Boxed Set
included is the new chm‘;n, Gladiator, and s rare breed indeed, The Adruin Grimoire Vols Il
| and more.
the Mini-Dracs, as well as other new monsters The ARDUIN GRIMOIRE Volume |
Crimoire — Arduin Goimolre Vol IV — .95
The Lost Vel o WELCOME TO SKULL TOWER
New spells; arcane alchemical coacoctions; mystik artifacts; Arduin Grimoire Vol. Il
creatures and monsters from legemd and nightmare; sirange pew
character races; & compendiem of ruses, trick and traps; the holidays The RUNES OF DOOM
and festivals of Arduin; s look at & very special place in the dresd Arduin Grimoire Vol. Il

“undercities” of Arduin and much, much more.

CALIBAN Arduin Dungeon #1
Level 8

The HOWLING TOWER
Arduin Dungeon *2 Lev. 14

CTADEL OF THUNDER
| Arduin Dungeon #3 Lev. 58

e
uin Dungeon #4, Combined dungeon and
overland adventures. All levels.




From the Sorid of Belos by Ben & Mary Exxell

Beyond The Sacred Table — $0.05
by Chuck Mongomery and Ben & Mary Essell

&wumdwhmhqkd&?hyunmmm
The Sacred hbhwithCohrndohm:ﬁmthnh-meSocidy
Master Chuck Montgomery into the worlds of Live-Action

Visit the strange island cultures of Delos, learn secrets of
Delian cosmology, meet the Sea Sprites of the Inverse Islands aad
match wits with the Mendacian. Includes unusual potions and poisoas,
fabrics, artifacts and much more.

The Dellan Beok Of The Dead — $9.05

In addition to the far traveller’s vade mecum of the Planes of the
byss and the multitudinous realms of the Neather Worlds, The Delles
Book Of The Dead includes a dastardly miscellany of new traps,
poisons, artifacts, devious Delian spiders, character class Archeologist,
Master Thracian’s Apologia of Grave Robbing, character clam
Deceased and much more ...

Absolulely essentisl ... the ome volume which no Ghost (or

Mortel) should be withost ... A. Bileres — Stygisa Review

The Handbeok of Traps and Tricks — #9.05

A modern rendering of the Asure MS of Master Eagineer Humphroy
Teppercoom (Aks The Blus Book of Hengisf), this details over 100

>

The Book of Artifects — $7.50

Contains over 200 mew magick items with complete

deacriptions,
.nu,pﬁees.powuu,mudmm Also included are rules for

thhrmu&ncﬁondmnﬁckitminumﬁch(i.c.
Percentage and Fumble) world. Any first level spellcaster can make a
$aff of Power . . . which will do something . . . but wateh out!

Amasen Mutual Wants You! — $6.00

Four low-level modules suitable for thinking players. Most Amasen
Muisal Like Amiobainvolvemhgw‘mnmormuing
bodies of policy holders and returning the for resurrection ... but not

{ uways! Expect the consistent, sneaky and devious!

The Book of Plots I — 87.50

Monster File I — 86.00

ﬂmhhlﬁcmmmhvﬁ,wnmddo,
rady-to-play stats oo the other (may be cut into “Monster Cards

Bragon Uree Press
1088 14th — Sulte 1503
Boulder, Colorado 80363

Mailorders welcome — add 81.00 shipping and handling
Sead Self-Addressed, Stamped Eavelope for Catalog
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