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The History
of Dwarves

by Glenn Rahman

The Dwarven people did not commit
their history and lore to writing until recent
centuries. Earlier, the written word was
rarely utilized beyond the needs of com-
mercial record keeping. Even so, the oral
traditions of the Dwarves are carefully pre-
served by a class of Dwarf called the
“mnemons.” These are Dwarves of sound
memory, specially trained to memorize the
rich stock of songs and stories handed
down from centuries past. Oftentimes,
where the stories of the mnemons can be
tested against foreign accounts treating the
same event, the Dwarven version is correct,
even in minute details. Scholars may then,
with some confidence, construct a history
of the Dwarves based on their unwritten
lore.

A small, orderly minority within the
Lloroi Empire, the Dwarves do not figure
prominently in the few surviving histories of
the pre-Cataclysmic era. The Lloroi called
them the Kitchi-nita-agaid, “The Little Old
Men.” The Imperial government seems to
have recruited Dwarves for the especially
difficult-to-settle frontier areas.

The mnemons remember the Cata-
clysm with poetic flourish: “A great war was
waged throughout the world and it was a
time of strife between the citizens of the
Empire. The obedience owed to lordship
held no longer, but instead appalling deeds
of murder and blasphemy were committed.
At last the god of justice, Wynnebalt, could
not bear the outrages of mortals and re-
leased the terrible Sky Wolf to catch the
sun. The Sky Wolf leapt upon the sun with
ravenous hunger and gobbled it down; his
rush through the sky swept away the stars.
The globe trembled with fear, shaking the
mountains to fragments. All the monsters
chained in the underworld escaped
through the broken chasms and fell upon
the lost and scattered mortals to feed. Even
the vast sea was disturbed and rose up,
swallowing cities by the score.

“Now that the warring cities and armies
were no more, each Dwarf was left to the
nobler struggle of survival against the ele-
ments. The wild animals of the earth proli-
ferated a thousand-fold, for Wynnebalt de-
sired intelligent beings to be fearful and
work together instead of making shameful
war on their own kind.

“To warn the world against repeating
their sins in the future, Wynnebalt turned
the Sky Wolf into stone and bade him to
circle the skies in plain sight ever afterward.”

After explaining how the giant moon
came to be, the mnemons end the tale of
holocaust on an optimistic note:

“Much I have fared, much I have found
Much I have learned from the gods
Whence comes the sun to the blue vault

now
If the Wolf has swallowed it true?
“Make reply, Aetho, thou knowest all,
Dwarf, of the doom of Men!”

“Hark, a daughter bright the sun Maid
b e a r s  

Ere the Sky Wolf takes his prey.
Her mother’s path shall the young maid

tread
When the fierce Wolf has laired in

stone.”

The Dwarven stories of the early post-
Cataclysm laud sundry patriarchs who
place the good of their communities above
their own lives. Being a hearty people, ethi-
cally preferring consensus to confrontation,
the surviving Dwarf communities produced
few marauders. Their scattered bands
worked together to survive and, finding
each other, gathered into rustic towns cir-
cled by log palisades and even stone—for
the Dwarves showed an early talent for
masonry. The Ponese antiquarian, Yoais,
made a trance-state study of the ancient
Dwarven villages of the Mountains of Ice.
These sites invariably hold the foundations
of rubble-and-mortar walls and chieftains’
houses. Yoais’ visions are supported by the
stories of the Dwarven mnemons and pub-
lished in a volume illustrated by the
psychic scholar himself. To this day Yoais’
book, The Ways of the Early Dwarves, re-
mains the best supplement to the mnem-
ons’ stories.

Says Yoais: “For long centuries the
Dwarvenkind dwelt in the lofty Mountains
of Ice. They prospered there, tending small
flocks of goats, nurturing root crops and
hunting the elk and the boar. They cut ap-
parel from woolen cloth, while most of their
neighbors donned the rough skins of ani-
mals. Envying the goods of the Dwarves,
the rude hunting tribes often made forays
into their territories.” The sturdy Dwarven
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bands protected their own successfully un-
til their enemies became more sophisticat-
ed and gathered into confederacies.

In the mid-sixth century, the Dwarves
and barbarians fought their climactic battle.
The mnemons still chant the ballads of the
old warchief, Guthlac Bearwood, wherein
Guthlac sings:

“Happy I was raised to the chieftain’s
degree

Happy to lead the warriors who loved
me well

Glad I was of Wynnebalt’s gifts
And victories in unstinting dole.

“It is better to fight than to burn alive
In the hall of the crowd rich
When the timbers fall and the flames eat

oak
And War drinks the loved ones’ blood.”

But the Dwarves failed to turn back the
last invasion and a dart pierced Guthlac
through the heart. His defeated band
dragged him out of the fray and carried him
on a litter during the Dwarves’ evacuation
of the Mountains of Ice. The mnemons
make the warchief pray to Wynnebalt, who
answers through the throat of a jay:

�Of Dwarves thou shall be the most
renowned

Of higher fame than all their heroes
Your nation you shall lead to your’

promised home
Though you dwell in it but an hour

yourself.”

At the foot of the Barriorr Mountains,
old Guthlac died. They buried him at the
spot, in a forest they named after him,
Bearwood. Through the prophecy of his
death, the survivors knew that they had
arrived at the haven the jay foretold. As-
cending the mountains, they built a strong
village which they called Alzak (“Haven”).

The settlers found the hills uninhabited,
save for a thin occupation of what the
mnemons call “twisted and deformed folk”
which the Dwarves pitied to kill. Even so,
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The tomb of ancient Dwarven hero Guthlac Bearwood
before the first generation of settlers had
died out, the high county belonged to the
Dwarves alone, and only the occasional
unconfirmed tales of eastward-exploring
Dwarves suggest that the strange folk are
not extinct.

The Dwarves of Alzak followed the con-
servative ways of their forefathers and es-
tablished a way of life similar to that in the
Mountains of Ice. In the seventh century an
unrelated colony of Dwarves migrated from
the west and built a community at Rosengg
(“High Bastion”). From the beginning the
two Dwarven principalities cooperated
amicably. But although they exchanged
brides and goods readily, a kind of benign
rivalry did exist between the chiefs of Alzak
and those of Rosengg. Through this rivaly
the Dwarves’ most admirable traits were
perverted for the sake of competition.

A Dwarf is by nature hospitable and
generous with his own kind. The proudest
epithet a Dwarf can bear is arr Aelfheah,
“the Bountiful.” When the chiefs of Alzak
and Rosengg exchanged gifts, each tried to
exceed the other in generosity—in this way
proving their nobel spirit, as well as demon-
strating their wealth. During the succeeding
generations, the exchange of gifts became a
seasonal ritual, the Beorht. Unwise chiefs
would beggar themselves for nothing more
than the applause of their communities.
The most insidious accusations were hurled
at individuals who lost the Beorht consis-
tently. A legend recalls a Dwarf called
Osruc the Greedy One, who challenged
many rich chieftains to contests of gift ex-
change, but seldom won. In this way he
accumulated a trove of treasure, but
angered the gods. Say the mnemons:
“. . . a dreadful pain in his bowels came
upon him, and bitter torment of his inner

parts. Worms swarmed out of the body of
this Dwarf and the foulness of his smell was
noisome to his village. At length he died; his
kinsmen, unable to approach his corpse,
set his house on fire to cremate Osruc with
his ill-gained treasure,”

More than anything else, this myth
demonstrates the severity of Dwarven reli-
gion. There was no bargaining with wrath-
ful Wynnebalt—right was right and wrong
was wrong. The Dwarf who did wrong
would be struck down by the god’s aveng-
ing hand. The nine gods who shared heav-
en with Wynnebalt seem to have little

 other function except to claim the right to
punish one of the nine Grievous Sins of the
Dwarves.

The Dwarven religion is unpretentious,
devout and humble. The priests are in-
spired locals and there is not class distinc-
tion with the laity. For all their belief that
bounty is the expression of god’s love, the
Dwarves do not adorn their temples. The
faith has only one temple, the temple of the
skies.

Despite their rigorous faith, it would be
wrong to assume that the Dwarves live a
somber life. Their customs do not forbid
music, song or dance, nor even moderate
drink. Rare is the Dwarf who has not of-
fended all nine of the heavenly avengers.
Human traders, observing the Dwarves,
declare the Dwarves to be the merriest peo-
ple in the world, with their myriad excuses
for celebrations and feasts. Even abused
rituals like the Beorht did the Dwarves good
service in cementing relations between the
different communities.

As contact between Rosengg and Alzak
became commonplace, a movement
emerged with the end result being a formal
union of the principalities under one chief-
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tain. Even so, suspicion of centralized rule
prevented the union from occurring until
the eleventh century. At that time human
and Goblin raids upon the Dwarves in-
creased, and the Dwarves turned increas-
ingly to mining as the demand for precious
metals rose along with the level of civiliza-
tion elsewhere. A close military alliance be-
tween Rosengg and Alzak eventually led to
the union which some idealistic Dwarves
had worked toward for many years.

When the day came to finally achieve
the union, Eorpwul the Wise was chief of
Rosengg and Tostog the Bold was chief of
Alzak. Rather than go through the divisive
ordeal of arguing which chief was more
worthy to ascend to the proposed Dwarven
kingship, the chieftains agreed to draw lots,
allowing Wynnebalt to decide the issue.

Accordingly, Tostog marked a pebble
and dropped it into a helmet. “What mark
did you use?’ asked Eorpwul the Wise. “I
do not want to use the same one you did.”

“I used the arrow,” explained Tostog,
whereupon Eorpwul made a mark on his
pebble and dropped it into the helmet.
Then the Dwarves knelt in prayer and a
herald reached into the helmet to reveal the
gods’ choice. But as the herald drew a lot
from the helmet, Eorpwul snatched it from
his hand and threw it into the pond.

“I have been selected,” the chief of
Rosengg announced.

“You lie, scoundrel!” growled Tostog.
“Check the helmet, Dwarves,” said

Eorpwul. “Tostog’s lot is marked with the
arrow—and that is the one still in the
helmet!”

What he said was true. In this way
Eorpwul the Wise became king of the
Dwarves.

The united kingdom entered a period of
rapid development. A vast platinum lode
was discovered in Rosengg. The Dwarves
built a mighty stone fortress to guard it.
Called the Mines of Rosengg, it soon be-
came the focus of the entire Dwarven na-
tion and the king installed his court within
its walls.

During the enthusiasm of the early
union, the Dwarves plunged into the ex-
ploration of Minaria. Where the more war-
like races preferred to invade and conquer
populous, settled lands, it was typical of the
Dwarves that they sought to lay claim to
desolate regions only.

Of the many explorations launched in
the early twelfth century, two led to lasting
settlements.

An expedition under the chief Budwyn
discovered gold in the River Rapid. The
prospectors followed the subtle traces of
color all the way up to the Spires of the
Eternal, a mountain range on the fringe of
Elfland. Since the Elves seldom ranged that
far north, Budwyn was able to complete a
secret exploration of the mountains and
discover the mother lode. Excitedly, Bud-
wyn sent runners back to Rosengg, re-
questing miners and soldiers.
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Of all the races of Minaria, only the
Trolls compare with the Dwarven folk for
physical endurance. A colonizing effort
completely divorced of a natural line of
communication would have thwarted the
best efforts of any other people. But with
the herculean determination natural to
their kind, a host of Dwarven volunteers
rallied to Budwyn’s call and reached the
Spires of the Eternal by weeks of forced
march. Budwyn commanded a credible
force before the Elves learned of his
presence.

War followed, and Budwyn led the
Elves on a merry chase through the moun-

had been festering since the founding of the
kingdom.

To his dying day, Tostog the Bold be-
lieved Eorpwul had cheated him out of the
kingship. His heirs had no opportunity to
put forth their claims under Eorpwul or the
strong heirs who succeeded him. But when
the throne of Dwarfland passed on to
Eorpwul’s great-granddaughter Erdwa, the
Tostog faction refused to recognize the legi-
timacy of the succession. Instead, they put
forward Tostog’s grandson Leofog.

The kingdom tottered on the brink of
civil war when Erdwa offered a compro-
mise. She and Leofog would wed and share

into a hedonistic existence. The Dwarves
had always looked upon material things as
the measure of Wynnebalt’s love, but now
the Dwarves seemed to lose their spiritual
values entirely. Foreign merchants estab-
lished trading posts in Dwarfland where
they found they could peddle cheap and
tawdry goods for high prices. The wealth
the Dwarves earned by the sweat of their
brow ran swiftly through their profligate
fingers.

Bad news came from abroad, too. At
the beginning of the fourteenth century, the
Elf high prince Boewenn attacked and

tains, not standing up to a major battle but
harrying their flanks and scouting parties.
Eventually an alliance with several north-
ern barbarian tribes was concluded and the
Dwarves were able to stand their ground
against the Elves. Stalemate brought a
negotiated peace, by which the Dwarves
won the right to mine the site they called
Aws Noir (“Earth Treasure”).

The second permanent settlement was
established in the deep south, beyond the
dread Altars of Greystaff and the Barbarian
Frontier. An Expedition led by Cynenul,
the son of Tostog the Bold, found a dead
city in the heights. Near it the Dwarves
discovered the traces of an abandoned
mining operation. Upon exploring the old
tunnels, Cynenul found huge diamonds
embedded in the dark stones. Unlike Aws
Noir, the new country, which they called
Moonrune, did not need to be established
through war. Enthusiatic recruits swarmed
down from Alzak when word of Cynenul’s
finds reached them.

By the early thirteenth century the brief
colonizing period was finished. Aws Noir
and Moonrune drained the manpower
from the heart of the kingdom. Moreover,
raids on Rosengg and Alzak had a debilitat-
ing effect on the kingdom. The sinking mor-
ale brought to the surface disputes which

the rule of the Dwarves. The guileless
prince accepted the offer, but scarcely had
he tasted the meat of the wedding feast
when he cried “Poison!” and fell dead

The arrest and persecution of Leofog’s
supporters began after that. Of all of Leo- 
fog’s kinsmen, only one, Sigibur, escaped,
fleeing to Moonrune.

In Moonrune, Erdwa’s governor at-
tempted to arrest the fugitive Sigibur, but
the colonists were largely of Alzakian origin
and beholding to Leofog’s uncle, Cynenul.
Rising against Erdwa, they declared Sigibur
their king and gathered to march against
Rosengg.

The war of the Dwarven Succession
was a drawn-out but obscure struggle
fought mainly in Alzak, where the Sigibur
faction found strong support. Finally the
cause of Sigibur was crushed at the Battle of
Bearwood. His supporters fled Alzak for
Moonrune, where Sigibur organized a king-
dom independent of the rest of Dwarfdom.

The atrocities Dwarves had committed
against one another and the permanent
schism that followed increased the malaise
of their society. The older generation
passed its days in stunned disillusionment.
The younger Dwarves adopted either a
loathing for everything that represented the
traditional values of their race, or plunged

43

sacked Aws Noir. The crisis instilled new life
into the demoralized country and the
Dwarves organized a contingent to fight for
their property. By that time, a general war
had broken out in the west. The Dwarven
effort was restricted to the far north and
managed to score no major successes until
the Men and Goblins had plundered Ider
Bolis.

For their role in the war, the Dwarves
secured the return of Aws Noir. But immed-
iately after Boewenn’s defeat the allies went
back to their old rivalries. A lust for plunder
brought a Goblin besieging army to
Rosengg. Fortunately, the Dwarves had im-
proved their diplomacy during the war with
Boewenn and managed to bribe the
emperor of Muetar to come to their aid.
Since that time the Dwarves have carefully
nurtured good relations with Muetar as a
check against its neighbors in Pon and Zorn.

Today the memory of the civil war is
fading and the Dwarves are looking at
themselves with more confidence. Al-
though they are a small, widely dispersed
populace, they command great resources
and are an industrious and determined
people. With divisive conflicts placed in
their proper perspective at last, the reign of
the present King, Usshin Ironfist, promises
to be a prosperous one.



Dragon Vol. V, No. 7

44



January 1981 Dragon

45



Dragon Vol. V, No. 7

The rules are one of the most vital elements in any game,
whether it be a board wargame, an abstract strategy game, or an
involved role-playing design. This is regardless of topic, and indeed
the topic itself, whether fantasy, science fiction, or a Napoleonic
battle, cannot exist without the rules to make the game components
interact in such a fashion that the game appears to be about fantasy
or about a Napoleonic battle. Game rules are the mechanism that
serves to introduce the hobbyist to the other continuum of reality in
which the game actions take place.

Given the vital importance of game rules, it is quite surprising
that more attention has not been devoted to questions of how to
construct rules and how to write them so that they are intelligible. It is
true that reviews are strewn with statements to the effect that this or
that game has bad rules, but no one ever stops to explain how a
statement becomes a “bad rule.” This Simulation Corner will be
devoted to an examination of that question.

Since 1980 appears to be the year of the Civil War (as far as
historical games are concerned), all three examples used will be
drawn from historical games of that period. To facilitate compari-
sons, all the games will be recent (1980) and all will be games
designed at the tactical level. The games are Bob Pollard’s Forward
to Richmond, published in England’s The Wargamer (#13), July-
August 1980); Leonard Millman’s Devil’s Den (Operational Studies
Group, 1980); and the standard rules to Simulations Publications’
series Great Battles of the Civil War, which bear no printed credits.

To the extent that there has been any conscious consideration of
rules writing at all, most would agree that rules need to be logical,
internally consistent, and structured to describe in sequence each
function executed during a turn of play of the game. In general there
have been several approaches to the technique of writing. The
principal variants are the narrative style of writing, and the “case”
format favored by Simulations Publications. It happens that all three
games at present under discussion utilize the case format, so the
remarks here will be limited to a critique of the misuse of that
approach.

In terms of general rules organization, all the games include an
array of very similar rules. All begin with a description of the game,
present a sequence of play, detail rules for movement and for
combat, and present rules governing special pieces in play. As an
example of rules organization, we may refer first to those rules on
Leaders, which affect the ability of units to move in all three games.
In two of the games the leader rules are presented fairly late in the
manuscript and long after movement is discussed; indeed, in one of
the rules sets (the SPI Terrible Swift Sword redraft) the leader rule is
the penultimate section in the package. Only in Devil’s Den are
leaders covered early in the rules, and there command is virtually the
first rule in the manuscript, since a command phase begins each
player’s turn.

This is only one example of rules organization. Others can be
cited. In Forward to Richmond, combat consists of a defensive fire
phase followed by an offensive one. The rules, however, detail
offensive fire in case 9.2 and the defensive fire that precedes it in case
9.8. The worst offender is the SPI rules set. There the terms “pin”
and “rout” are often used in the text of rules on both fire and melee
modes of combat, but “rout” rules are not provided until after all
combat rules have been covered. Most exasperating is the fact that
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the rule on Zones of Control (10.0) follows that on fire combat (9.0)
even though the zones are co-extensive with a unit’s facing (7.0).
“Retreat Fire,‘” which a unit must undergo during withdrawal (10.2),
is not covered in the retreat rule  (14.0). In fact, statements on zones
of control, morale, and melee are scattered throughout the rules with
little regard for organization.

The melee rule itself is a masterpiece of misleading organization.
In this TSS game system it is possible to retreat before melee in order
to avoid combat. However, the melee rule (12.0) begins with de-
tailed procedures on calculating the differentials in melee combat
(12.1-12.7) and only then mentions (12.8) retreat before melee.
The confusion is increased by the fact that the case which deals with

 retreat before melee separates the discussion of melee combat from
that of melee combat resolution (12.9). By comparison, the rules to
Devil’s Den are admirably well organized even though OSG’s Tom
Wolczyk avows that those rules were written by committee.

So, poor organization is one way that rules can go wrong.
Another is ambiguous use of language. Here Devil’s Den too comes
up with its share of flaws. Early in the text, terms are used like “zone
of control” and “line of sight” and these are not referenced to their
proper source. More critical is the insertion of “clarifications” which
obfuscate instead. For instance, according to the rules on random
movement it is possible that a unit may be forced to retreat as a result
of its initiative die roll. Rule 5.8 specifies the length of this retreat as
eight movement points but then clarifies with “(or as close as
possible),” What does this mean? Must one retreat at least eight
movement points or not? Maybe seven will do it (that’s close to
eight). Can the player choose to retreat seven MPs only if the
alternate retreat path would cost ten movement points? (Seven is
closer to eight than is ten). A clever gamer could have great fun with
such rules during a hard-fought tabletop contest.

Another way rules can go wrong is through the misuse of
language, and here again the TSS new edition standard rules stand
out clearly. The games we deal with are quite complex already and
there is no way they can stand the additional “rules load” that is
imposed by poor rules. As SPI’s Stephen Patrick noted in the “staff
study” called Wargame Design,

legalistic rules tend to be rather dry, and they are certainly
harder to read than a folksy, conversational set. Moreover,
poorly written legalistic rules can be virtually impossible to
fathom.

Yet, Patrick goes on to note important advantages of this format:
there can be no denying that the amount of information
contained in the rules, the facility in finding specific rules
and cross-referencing them with other rules, and the simple
fact that the rules leave little to the player’s imaginations all
are major advantages.

The examples of rules organization noted above should be suf-
ficient to illustrate that cross-referencing game rules in case format is
no easier than cross-referencing within any other complex manu-
script. But what about Patrick’s dictum that great amounts of infor-
mation are conveyed by the case format? Let’s look again at the
melee rules from SPI’s Great Battles of the American Civil War, in
which the combat mode “melee” is used as a verb with devastating
effect:

—“Gun and Wagon crews may not initiate melee.
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EXCEPTION: If a crew is meleed and an “Engaged” result
is obtained, the crew may melee in its ensuing Friendly
Melee Phase.” (12.25)

—“Units that split fire . . . between two or more hexes may
melee units in only one of those hexes.” (12.26)

—“During the retreat before melee phase the attacking player
(i.e. the player whose melee phase immediately follows the
current Retreat Before Melee Phase) must announce . . . ”
(12 .8 )

In regard to this last example, it is perplexing to note that SPI has
gone to great lengths over a period of years to establish the language
artificiality of a turn “phase” so that rules can refer to “phasing
players.” It is doubly mystifying that with such a convention, and
indeed “phasing player” is used elsewhere in these rules, the manu-
script should revert to such an awkward formulation. A unit “may
melee into a hex,” another unit “may be meleed.” Or how about
“phasing units may be advanced into a hex vacated by a unit
retreating from melee by any units that were going to melee the
retreating units (12.85).” All this would be funny if there were not a
danger that such rules will leave prospective gamers staring de-
jectedly at their mapboards, ultimately to walk away.

One last way that rules can go wrong is through the sheer
obtuseness of the way the manuscript is written. To return one last
time to the TSS update, in this game it is noted that cavalry weapons,
principally “pistols, carbines, and Colt repeaters” have special fire
capabilities even while the unit is in movement. This is mentioned in
fire resolution and in facing rules (7.0), but not at all in the rules on
weapons types (9.2) or indeed in the special rules governing cavalry
(16.0). Easy cross-referencing? Substantial information conveyed?

It has not been the intention of this column to single out any
particular games for review and/or critique. There is no designer in
the field today who has avoided being party to one or more rules
“glitches.” Rather, the intention here has been to present an appeal
for the use of more logic and more plain English in the writing of our
game rules.
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by Bryan Beecher

AUSTRIA, March 6, 1945: After passing through Bulgaria and
Yugoslavia, the Red Army smashed into Austria. A mixed group of
Yugoslavs, Bulgarians and Russians met elements of the German
force occupying Austria in a night melee.

Victory Conditions
There are eight objectives on the board: 3E3, 3I7, 3M2, 3W6,

3DD2, 5Y8, 5Z9 and 5EE2. The Russian must capture at least five
for a victory, or at least two for a draw. If the Russian captures one
objective, or none at all, the German wins. Capturing an objective is
defined as moving into or through the objective with a non-broken
squad. So, for the Russian to capture Hill 547 (3E3), he needs only
to move through; survive all defensive fire directed at the units
moving through the objective prior to the point of entry (before the
unit(s) made it to 3E3); and make sure the Germans don’t take it
back. All objectives are considered to be under German control at
the start.

Board Configuration

Special Rules

2. The German 8-3-8’s may not make smoke.
3. Game length: 6 turns.
4. German sets up first.
5. Russian moves first.

German Player set-up
Elements of the Austria Occupation Force, set up on board 5,

north of hex row Y, and on board 3, north of hex row I.
10-2 (x1) 8-3-8 (x2) Demo charge (x1)
9-2 (x1) 2-4-7 (x5) HMG (x2)
8-1 (x2) 4-6-7 (x8) MMG (x3)
8-0 (x2) 4-3-6 (x12) LMG(x6)

Entrenchment (x4) 1-8-8 [-2] (X1)
Wire (x6) 1-8-8 [-3] (x1)

Russian Player set-up
Elements of the 2nd Ukrainian Front, enter on turn 1 on the

south edge of boards 3 and 5.
4-4-7 (x18) HMG [.50 cal.] (x2) 8-0 (x2)
6-2-8 (x9) MMG (x2) 9-1 (x1)

LMG (x8)
Remnants of the Rumanian Army (now fighting with Russia),

enter on turn 1 on the south edge of boards 3 and 5.
3-4-7 (x6) MMG, 4-10 (x1) 8-0 (x1)

Elements of Tito’s Yugoslavian Partisans, enter on turn 1 on the
south edge of boards 3 and 5.
3-3-6 (x6) 8-1 (x1)

Aftermath

1. Night rules are in effect.

The Russians attacked the German positions time and time
again, only to be thrown back by pinpoint German MG fire and
barbed-wire entanglements set up by the German engineers the
previous day. However, as the saying goes, the Russians lost the
battle, but won the war. This minor setback in Austria was of little
consequence to the marauding Russian armies.
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by Michael Kluever

A man’s home is supposed to be his
castle, but Americans still might be surprised
to learn how numerous the fortresses were
in the Old World.

Though not quite so commonplace as
split-levels in a suburban subdivision, castles
hardly were a rarity along the medieval
European countryside. France boasted
40,000 of the sturdy facades, and Roman
legions built them every eight miles along
important routes in southwest Gaul, an
achievement even Howard Johnson’s
would envy.

Germany was home to 10,000 castles,
while today more than 450 still stand in
Poland, along with 900 in Belgium and
2,500 in Spain.

The idea did not originate with the
medieval period which we associate with
knights in shining armor and fair maidens. In
Biblical times, the walls of Jericho were 21
feet high, covered 10 acres and were sur-
rounded by a moat 30 feet wide and 10 feet
deep scooped from solid rock. Troy’s walls
rose 20 feet, while Rome was encircled by
12 miles of walls 12 feet thick and 60 feet
high, topped with siege towers.

In fact, at the beginning of the Middle
Ages, the construction of fortifications was a
dead art. Those citadels that were standing
were a testimony to the talents of the
Roman engineers, much of whose work was
cannibalized to construct cathedrals and
other buildings.

However, the raids of the Vikings, along
with assorted sacks and pillages by the
Magyars and Saracens and other barbarians,
spurred a new, interest in fortifications
among the kings of the era. But the attempts
by the monarchs to protect their societies
from the invading hordes backfired; the local
dukes and barons who were assigned the
task of raising and holding the fortifications
found them an excellent means of resisting
central authority as well. Feudalism flour-
ished in the vacuum between crumbling cen-
tral authority and the anarchy wrought by
the invaders.

The goal of the fortifications strategist was
to place each castle at a point where it would
take advantage of a natural obstacle or
create a new one by its very existence.
Initially, many castles were built on high
ground where the strategic and tactical ad-
vantages of the elevated position were com-
bined with its ease of defense and ad-
vantage of surveillance. Offsetting the diffi-
culty of mounting a direct assault, mountain
castles proved hard to supply and easy to
besiege.

Surprisingly, many of the more formid-
able castles were built on even ground pro-
tected by marsh and/or water moats. The
watery ground made undermining extreme-
ly difficult and hampered the moving of
siege craft near to fortress walls.

Other castles were built near fords, at
valley entrances, near bridges and close to
towns and ports. Still others were con

structed to control vital passes, valleys, and
roads, protect frontiers, collect taxes and
guard supply lines. Finally, some were built
primarily to occupy the resources of an ad-
vancing army. While it took four attackers
for every defender to directly assault a
castle, it also required two attackers to one
defender just to besiege it.
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Another consideration in the placement
of castles concerned the community around
the proposed site. It not only had to be suf-
ficiently populated to garrison the castle, but
also to provide for its constant upkeep.
Moats must be scraped periodically, roofs
and walls repaired, and funds raised from
the populace for these efforts.
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Caemarvon Castle
Illustrations reproduced from Castles in Britain, copyright B.T.

Batsford Ltd., London, England. Reproduced with permission of
the publisher.

The size and layout of castles was largely
the result of irregularities in the natural ter-
rain. Castles were frequently classified by
the shape of their layouts — circular, oval,
kidney-shaped, etc. Another classification
was based on location of its buildings. Where
interior buildings are located along the peri-
meter wall, castles are known as Randhaus-
burg types. Fortresses dominated by a tower
are termed Tower castles. By the middle of
the 13th century castles designed primarily
for luxurious living rather than defense ap-
peared. They are known as Schloss types.
French chateaus and the Disneyland-like
castles of Germany are examples of Schloss
castles.

After selection of the castle site, the
mobilization of huge supplies and man-
power were necessary. In England the
castle-building season was limited to be-
tween April and November. The building of
Harlech castle in Wales during the year
1286 used the services of 170 masons, 90
quarriers, 28 carpenters, 24 smiths and 520
unskilled laborers plus a staff of 26 ad-
ministrators.

Sheriffs throughout England were asked
to gather men and materials. Laborers were
often pressed into service, but each received
daily wages for his services. Two-thirds of
the expense of building most English castles
came from labor costs.

The work was long and hard, frequently
far from home. Desertion was common, and
guards were often hired to discourage this
practice. Courts governing the workers’ ac-
tions were frequently in the hands of an ad-
ministrator or chief mason. Fines or corporal
punishment awaited the lazy man and the
deserter.

While the laborers worked long hours for
little pay, men like James St. George, the
Savoyard master mason who was in charge
of Edward I’s Welsh castle-building program,
were well paid for their genius. By 1293 St.
George’s annual fees from his efforts
amounted to the equivalent of $12,000 a
year, while the total cost of the great hall and
royal apartments on Conway castle was
$200. St. George was also granted a
pension of three shillings a day for life.

The length of time needed for building a
castle varied with its size, the difficulty of ac-
cess and the length of the building season.
Conway castle, with 1,400 yards of curtain
wall 30 feet high, its protective ditch, 22
towers and three gates, was completed be-
tween 1283 and 1287 (a total of 40 working
months).

Costs of the Welsh castles of the 13th cen-
tury illustrate the low price of labor and ma-
terials. Conway cost 19,000 pounds and
Caernarvon 16,000 pounds.

The early European castles resembled the
stockade forts of the American west. These
early fortresses were called Motte and Bailey
castles. A deep ditch was first dug around
the site. The excavated dirt was used to form
a mound (motte) inside the enclosure, the
remainder to form a counterscarp or earthen
rampart around the perimeter. A timbered
palisade of sharpened tree trunks was
planted into the rampart. Thorn bushes and
hurdles were added to make access over the
stockade painful and difficult.

A single, removable bridge proved the
sole entrance. The ditch around the en-
closure was dry unless the castle happened
to rest in a lowland or adjacent to a river.

Within its timbered walls, a nearly win-
dowless log building housed the feudal lord,
his family, servants, men-at-arms and
domestic animals. Called a Donjon (later
Keep or Tower), the building represented
the castle’s strong point. Varying in size from
a simple open room to a multi-story com-
plex, it might be ringed by yet another pal-
isade.

Despite a vulnerability to fire, the Motte
and Bailey castles exacted a dreadful toll
upon any attacking force. Should the
archers be forced from the palisade, the de-
fenders could withdraw to the motte, de-
stroying its bridge after crossing. Then they
could continue their fight from behind the
second stockade surrounding the donjon.
Should this too be breached, a final defense
could be conducted from the donjon itself.

While stone castles were developing in
France in the late 10th century, the wooden-
palisaded castle remained the typical 11th-
century fortress. Of the 100 or more castles
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built in England by the Normans before the
end of the 11th century, only twelve had
any stone works. Wood castles did not re-
quire the expertise of masons. There were
ample trees and cheap peasant labor.

Log castles could also be erected quickly
— and should one be destroyed, the remain-
ing earthworks
and the walls

could be quickly refurbished
rebuilt. In 1139 Henry of

Bourbourg was warring against Arnold of
Adres. Henry secretly surveyed an old
destroyed castle near Arnold’s fortress. He
ordered a castle prefabricated. One
Arnold awoke to find a complete

morning
wooden

castle menacing him — one that had not
existed the night before.

The biographer of Bishop of Terouenne,
writing in 1130, best describes the con-
temporary castle design: “ . . . make a hill
of earth as high as you can, encircle it with a
ditch as broad and deep as possible. Sur-
round the upper edge of this hill with a very
strong wall of hewn logs, placing small
towers on the circuit, according to its means.
Inside the wall plant your house or strong-
hold, which looks down upon the neighbor-
hood.”

Despite the gradual evolution toward the
stone-constructed castle from the 10th cen-
tury onwards, the wooden structure ac-
companied by wooden/earth defensive sys-
tems remained in use in many Eastern
European nations until the late Middle Ages.

The donjon of Bothwell Castle

Langeais, completed by 995, is one of the 
first stone castles and possesses the earliest
known example of therectangular donjon
(or keep). Standingon a narrow crest of a
long spur between the Loire River and the
River Roumer near Tours, France, the
donjon was a stone tower measuring 55 feet
by 23 feet. A great hall occupied the first
floor. Its walls consist of small, roughly cut
stones, regularly coursed and strengthened
by buttresses, varying in thickness according
to the direction from which an attack was
feared most likely to come.

Stone cast les were introduced into
England by William the Conqueror. The
White Tower (Tower of London) was begun
in 1070. Built of Kentish rag stone, its 90-
foot-high walls varied in thickness from 15
feet at the base to 11 feet at the summit.

The advantages of stone, once dis-
covered, spelled doom for the wooden
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castle. Stone allowed a greater height of
walls, requiring less concentration of soldiers
for protection than the lower, more vul-
nerable earth and timber walls. Stone was
stronger and virtually fireproof. While the
square tower corners were vulnerable to
siege pieces such as the bore, the round
towers of the 12th and 13th century cor-
rected that situation.

The bitter struggle between Christian and
Moor for mastery of Spain gave that nation
a lead in early stone castles. The Saracens
were master builders and many of their
powerful fortifications and citadels were
further developed after Christian capture.
By the 10th century many hundred strong-
holds (known as alcazabas) had been built
by the Moors.

These alcazabas consisted of irregular, en-
circling walls following the natural contours
of a defensible hill. The walls were flanked
and made stronger by periodic square or
polygonal towers. Built with tapia, a mixture
of cement and pebbles poured between
boards and left to dry in the sun, extremely
strong walls were produced. Tapia proved
unsuitable for round towers.

One of the greatest of the early Spanish
castles was built by Raymond of Burgundy
at Avila, north of Toledo. Twenty French
masons were brought in to supervise. Two
masters of geometry, an Italian and a
Frenchman, designed the fortress. Nearly
2,000 Jewish,  Moslem and Chr ist ian
masons worked on its walls for nine years
until completed in 1099. The castle pos-
sessed eighty rounded towers within its
curtain walls.

As the Moors were beaten back, the cap-
tured Moorish citadels were Europeanized.
A keep was added, called a torre del
homenaje. These usually have but a single
entrance, located on the second floor, and
act as a point of final refuge. As the powers
of the new owners increased, the fortresses
were expanded and strengthened. Spain
proved to be the teacher of castle building
for the rest of Europe.

Early German and French castles, in con-
trast, centered their defense around a
strongly fortified manor house. These some-
times took on the shape of a single great
tower surrounded by defensive walls.

The continuing wars of the 12th and 13th

centuries stimulated a host of defensive in-
novations. Walls up to twenty feet thick pro-
tected the lower floors.

The crenellated battlement replaced plain
parapets. The embrasures (the openings be-
tween battlements) were two to three feet
wide and frequently had a sill (protective
wall) as much as three feet high to protect
the defender’s lower body. The battlement
(merlon) could be five to six feet wide and
six to ten feet high. The top of the battle-
ment was angled upward, preventing arrows
from glancing off and ricocheting into the
defenders. Many types of arrow slits were
added to the battlements. One unique em-
brasure had shutters hung from hinges from
the top. The shutter was opened partially for
firing and closed when not in use.

In order to be able to deal with attackers
at the base of the wall, a timbered projection
(known as a hoarding or brattice) was added
outward from the parapet. By removing
some of the walkway planks from the hoard-
ing, defenders could shoot arrows, drop
stones, boiling water (even then, boiling oil
was too expensive), garbage or anything
else handy upon the attackers beneath.

This structure was eventually superseded
by the machicolation, a masonry overhang
with holes in the bottom through which mis-
siles could be discharged.

By the second half of the 12th century,
the flanking tower became part of castle
construction. The tower enabled crossfire to
all areas around it. Based on the Roman
bastion, these towers were built at varying
intervals along the wall, projecting outward.
Arrow slits protected the archers. Many of
the towers were taller than the surrounding
walls to provide covering fire should a
portion of the wall be successfully scaled.
Continental towers frequently were capped
by steep, conical roofs, while British towers
were left open.

The weakest part of any early fortification
was usually the gate. The earliest gate de-
fense was a ditch served by a drawbridge.
The English favored a system which pivoted
the bridge around a point close to the center
of its length, one section stretching over the
ditch and resting on the far side and the
shorter inner section forming a floor across
the large, deep ditch. The inner end was
counterweighted, and the main outerleaf
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Fortified entry, seen from inside

could be raised quickly by chains and
pulleys, presenting an iron-sheathed under-
face to the attackers.

Inside the gate, the portcullis, a grid of oak
spars plated and shod with iron, could be
lowered by a pulley windlass.

By the 13th century the barbican was in-
troduced. In its simplest form, it consisted of
two parallel walls built at right angles to the
gate. The barbican forced attackers to ap-
proach the gate through a narrow, well de-
fended passage.

With the addition of flanking towers to
either side of the gatehouse, the former
weakest point in the defense replaced the
donjon (or keep) as the castle strong point.
This allowed for more gates to be added,
providing greater freedom for defenders to
exit the castle and requiring additional man-
power of the besiegers.

The typical medieval castle during the
12th and 13th centuries consisted of several
walls and multi-story donjons. However, by
the 16th century, cannon had clearly proved
more than a match for the walls of the
medieval castle. While alternative types of
fortresses developed thereafter and remark-
able defenses against cannon were created,
castle building as a defense ceased. In the
castle’s place, splendid baronial manor
houses followed, combining some of the
properties of the castle with lavish orna-
mentation, built primarily to flaunt the
wealth of the owner.
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Five readers rewarded
Five people who responded to the survey included in issue

#41 of Dragon have received a response of their own from
Dragon Publishing: free subscriptions to the magazine.

In accordance with the notice on the survey form, five
responses were drawn at random from the thousands which
had been received by Oct. 15, 1980. The senders were
awarded the subscriptions as a token of Dragon Publishing’s
appreciation of its readers and their participation in the survey.
Anyone who returned a form but was not chosen for a sub-
scription can be proud of one thing: The percentage of re-
sponses returned to Dragon Publishing out of all those which
were printed and distributed in the magazine was far greater

than normal for such surveys. This indicates that Dragon has
readers who are energetic and interested in helping us pro-
duce the best publication possible. We appreciate it.

The five subscription winners were either begun as new
subscribers with the mailing of issue #43, or had their present
subscription extended by 12 more issues. They are:

Richard Leung of Victoria, B.C., Canada
Jim Schnyder of Kirkwood, M O.
Donald Taramillo of Sacramento, Calif.
David R. Negrette of Flagstaff, Ariz.

and R. E. Smith of Frankfort, Ky.

Back issue availability and prices
Many previous issues of The Dragon are sold out or nearly gone, and others are in limited

supply. Back issues which are still available can be purchased by mail direct from Dragon Pub-
lishing for the cover price of the magazine plus $1.00 for postage and handling.

The status of each issue and the full price for those which are still for sale are as follows:
Issues # 1-21 � SOLD OUT Issue #29 (Sept. 1979) � $3.00 Issue #37 (May 1980) � $4.00
Issue #22 (Feb. 1979) � $3.00 Issue #30 (Oct. 1979)�$3.00 Issue #38 (June 1980) � $4.00
Issue #23 (Mar. 1979) � $3.00 Issue #31 (Nov. 1979)�$3.00 Issue #39 (July 1980) � $4.00
Issue #24 (April 1979) � $3.00 Issue #32�SOLD OUT Issue #40�SOLD OUT
Issue #25 � SOLD OUT Issue #33 � SOLD OUT Issue #41 (Sept. 1980) � $4.00
Issue #26�SOLD OUT Issue #34 (Feb. 1980) � $3.50 Issue #42 (Oct. 1980) � $4.00
Issue #27 � SOLD OUT Issue #35 (Mar. 1980) � $3.50 Issue #43 (Nov. 1980) � $4.00
Issue #28 � SOLD OUT Issue #36 (April 1980)� $3.50 Issue #44 (Dec. 1980) � $4.00

Tell them you saw it in Dragon magazine
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USACON 3, Jan. 16-18 � To be held at the University Center
of the University of South Alabama, Mobile, Ala. Science fiction,
fantasy and board games planned. Preregistration $5. For more
information, contact Leo Vaulin, 5856 Lisloy Drive, Mobile AL
36608.

ORCCON 1981, Jan. 16-18 — Game convention and exposi-
tion to be held in the convention facility of the Sheraton-Anaheim
Hotel in Anaheim, Calif. For more information, contact ORCCON,
c/o Tim Curran, 3342 Quail Run Road, Los Alamitos CA 90720,
phone (213) 424-3180 or (213) 596-3040.

RIVER CITY CON, Jan. 30-Feb. l � To be held at
Cosumnes River College, Sacramento, Calif., and sponsored by the
college’s Office of Community Services. Featuring a 300-player
AD&D tournament, plus movies, merchants’ booths, demonstra-
tions and informal gaming. More information is available from tour-
nament director Alanson L. Hertzberg, c/o Cosumnes College Office
of Community Services, 8401 Center Parkway, Sacramento CA
95823.

GEN CON® SOUTH �81, Feb. 6-8 — Co-sponsored by TSR
Hobbies, Inc., and the Cowford Dragoons, the event will be held at
the Beaches Ramada Inn, Jacksonville Beach, Fla. Requests for
information should be directed to Cowford Dragoons, c/o Carl
Smith, 5333 Santa Monica Blvd. North, Jacksonville FL 32207.

DUNDRACON VI, Feb. 14-16 � A fantasy role-playing and
science-fiction gaming convention to be held at the Leamington
Hotel, 19th & Franklin Streets, Oakland, Calif. 94612. Convention
pre-registration is $12 through Jan. 15, $15 thereafter. Hotel room

 requests should be made to the hotel, convention registrations sent
to DunDraCon, 386 Alcatraz Ave., Oakland CA 94618.

STELLAR CON VI, Feb. 27-Mar. 1 — Sponsored by the Sci-
ence Fiction Fantasy Federation, to be held at the University of
North Carolina at Greensboro. Featuring games, lectures, exhibits,
costume contest. For more information, contact David Allen, Box
4-EUC, UNC-Greensboro, Greensboro NC 27412.

OWLCON II, March 6-8 � Sponsored by the Rice Program
Council, to be held at Rice University, Houston, Tex., in the Rice
Memorial Center and surrounding buildings. Science fiction, fan-
tasy, and other wargaming events. For more information, send
SASE to OwlCon II, Rice Program Council, Box 1892, Houston TX
77001.

MARCON 16, March 13-15 — A science fiction convention to
be held at the Columbus Hilton Inn, 3110 Olentangy River Road,
Columbus, Ohio. Guest of Honor Andrew Offutt. Registration $10
until Jan. 1. For more information, contact Mark Evans, P.O. Box
2583, Columbus OH 43216, or phone 614-497-9953.

SIMCON III, March 20-21 � Sponsored by the University of
Rochester Simulation Gaming Association, to be held at the Math
Science Building on the University of Rochester river campus. Gam-
ing of all types. Registration $2 before March 1, $3 thereafter. For
more information, contact SIMCON III, P.O. Box 5142, Rochester
NY 14627.

SPRING REVEL, March 28-29 � A TSR Hobbies, Inc. mini-
convention at the American Legion Hall, 735 Henry St., Lake
Geneva WI. $1.25 per day, $2.00 for both days. For more informa-
tion contact Ralph “Skip” Williams, TSR Hobbies Inc. POB 756,
Lake Geneva WI 53147. (414) 248-9099.
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by Mark Herro I and Level II BASIC (Level 1½?). The cassette interface is an option,
but it has a built-in 24-character display that can be “scrolled” either

Kicking off year two for the Electric Eye is an excellent dice-horizontally or vertically.
rolling routine for programmable calculators and some comments Do you know what this means? You could go around anywhere
on some new computers on the market. with one of these things, programmed for whatever you need—time-

keeping, character generation, random numbers—and do your
WARDICE thing at the touch of a button. I’m psyched up.

Steve Blair of Greencastle, Ind., recently sent me a listing of
WARDICE, a multi-functional dice-rolling program he developed for
his Hewlett-Packard HP-41C programmable calculator. I later met
Steve at GenCon XIII, where I got a personal demonstration of the
program’s capabilities. I’m sure this program can be adapted to
other programmables with a little tinkering.

Steve assigns WARDICE to the TANgent key on his calculator,
along with the following initializer/cleaner program on the COSine
key:
001 *LBL CL

TONE IND X
FIX IND X
CLST

005 CLRG
CLA
CLD
CFOO
CF01

010 CF02
CF03
CF04
SF 26
CF 27

015 SF28
SF 29
END

So, on HP-41C’s, set the user’s mode and press TAN for WAR-
DICE. After you’re done, press COS to clear the registers and stacks
and everything is set for normal operation.

Thanks again, Steve, for contributing for the column. Steve has
asked me to express his desire to communicate with other gamers
with programmable calculators. If you’d like to reach him, his ad-
dress is 640 East Seminary #3, Greencastle, Ind., 46135.

Teenee Weenee Computers
As of this writing (late October), two computers that might be of

special interest to gamers have just hit the market. By the time you
read this they should be readily available in some areas.

First is Sinclair’s ZX-80. This little guy is about the size of the
palm of your hand, but it contains a 4K integer BASIC, 1K of RAM,
interfaces for TV output and cassette storage, and costs. . . get
this.. . . $200! Now, 1K  fo user memory isn’t a whole lot (although
Sinclair says it’s used very efficiently), and integer BASICS aren’t
really useful (but this one does have a random number generator),
so don’t get the idea that this is something it’s not. But, for less than
$140 more (as of this writing), the ZX-80 can be expanded to include
16K RAM and an 8K Extended (floating point) BASIC.

Then there’s Radio Shack’s “Pocket” TRS-80. This gizmo can,
literally, fit inside a pocket. For $250, it has a little less than 2K RAM
(not expandable) and a BASIC that’s a cross between TRS-80 Level
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Hop,
hop,

hooray!
More detail for B&B

by Daniel Maxfield

As I looked over my copy of FGU’s Bunnies & Burrows, several
questions struck my mind, many of which were brought on by the
illustration listings. Take the front cover: Immediately, one notices that
weasels are aiding one clan of rabbits in an attack against another
warren. What creatures could a rabbit hire as mercenaries?

And those spikes on the hillside: What traps could a rabbit manu-
facture?

What is a kilIbuck? A badger pike? What can you buy with a truffle?
And, of course: If rabbits are organized all of a sudden, why’ hasn’t
humanity called out the National Guard or something?

And so, those of you who want to know what to do when things get
hare-y, read on. The lore of the lagomorphs await you.

KILLBUCKS: Any fighter reaching strength level 15 or more with
all other ability levels above 6 may elect to become a killbuck Killbucks
have the following advantages over normal fighters:

+ 10% hit probability on all non-weapon attacks,
+ 1 damage on all attacks other than herbs;
Not fazed by predators of any sort;
Can ride hares with no chance of falling off;
Gain a 10% bonus for mating;
Have a genera1 knowledge of herbs.
Killbucks may be hired at the cost of 5 truffles per week, but they

must be outfitted with a badger pike, a leathern helm, eye protectors,
and an herb pack complete with 4 burning nettles, 2 stinging nettles, 2
hero flowers, 1 orchid root, 1 arrowroot, 2 slumberleaf dust, 4 bitter-
weed, and 1 rabbit fIower. They must be given a fair share of all treasure
gained.

HARES: Hares are bred to semi-slavery from birth. If treated as an
equal, their loyalty is legendary. But beware! Failure to listen to their
advice/demands, making them eat grass while you dine on truffles,
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letting them go wounded when you could heal them, etc., will cause
them to desert at the first opportunity.

JACKRABBITS: The exceptions to the hare rules are the jack-
rabbits, sworn enemies of rabbit-kind. Jackrabbit strongholds are
usually well guarded, and permit no lapine trespassers to escape. There
will be 2-20 fighters patrolling a hex occupied by a jackrabbit warren at
all times, and for every 10 fighters, 1 will be a killbuck. There will always
be plugs in a jackrabbit warren, and additional defensive measures may
have been taken, such as fake tunnel openings lined with broken glass
and sharp stones. In fact, jackrabbit warrens often have dealings of sorts
with men (a man rents a live trap to a jackrabbit warren in exchange for
X number of skins per month, the jackrabbits use it to guard a burrow
and pay the man back with skins of invaders).

Wild Hares: Wild hares may or may not be favorably disposed
toward rabbits, at the ref’s discretion.

Riding a Hare: Hares may be ridden by any class of rabbit, but a
saving throw vs. balance must be made every 10 minutes in order to
stay on. Mavericks get a 20% bonus for this, scouts receiving a 15%
bonus and fighters and runners 10%. In addition, a bonus of 10% is
given for each 3 intelligence levels of the rider.

There is no way to stay on hareback should the hare be determined
to pitch you off. Falling off a hare does one point of damage, but this
varies according to terrain type. A Killbuck may ride any hare with no
chance of falling off.

Abilities of Hares: Treat all hares as strength level 15, speed level 18,
and smell level 9.

MEN: Men, of course, have not the society that exists today. Can
you imagine the average farmer who goes out to his fields, only to find a
clan of rabbits building guard towers? Forget the men encounters table
and treat all as hostile. When a man encounters a rabbit, he will attack,
unless the rabbit is with a particularly strong party, for the monetary
system of these vicious and dangerous creatures is based on rabbit skins
(a gasp of horror from the back row).

Attacking a Standing Man: When attacking a standing man, forget
critical hit options. When a man is hit for 25% or more of his hit points he
collapses due to blood loss in his ankles, and any further attacks on him
may proceed normally.

Close Combat: Man has two attack modes for use in close combat,
one for while he remains standing, and the other for use after his ankles
have been ripped to shreds. The first is a deadly kick (treat as a normal
kick, but doing 1 die of damage). When fallen, the man takes one round
to draw his hunting knife (treat as a badger pike to hit and damage).

TRAPS: The following is a list of traps usable by rabbits and
jackrabbits.

Box trap: This form of trap is captured from men, and is fully detailed
on page 23 of B&B.

Crossbow trap: As above.
Pit: As above.
Pit and Stakes: As above.
Herb trap: Herbs placed strategically in order to damage or impede

a trespasser. Care must be taken to keep the herbs potent (slumber-
flower dust, for example, would be rendered ineffective after a rain-
storm). Preferred Method—Probe With Stick; Poor Method—Jump
On Top.

Blood trap: Blood is repulsive to rabbits, so this trap is intended
mainly to deter pursuit. It is made by emptying a sack of blood on a trail.
This ruins scent and makes anything passing through reek strongly of
blood and be especially visible from the air. Poor Method—Run Fast,
Jump On Top.

Gun trap A human will generally not risk his rifle by making a trap
out of it, but when a rabbit captures one, that is about all he can do with
it, a gun being much too awkward for a rabbit to use as a weapon. This
trap does 2 dice of damage and induces shock. Preferred Method—
Probe with Stick; Poor Method—Throw Rocks.

Glass trap: Broken glass is scattered among high weeds so as to be
invisible. This form of trap is much in demand for warren protection, it
being common for enemy scouts to hide in tall grass to spy on a warren.
Hopping through a glassed area does 1-2 points per minute, running
1-4, jumping 1-6, and falling off a hare 2-12. Poor Method—Run Fast.

WARREN AND BURROW RULES: First it should be pointed out
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that it is usually impossible to get a rabbit to do any sort of difficult labor
(such as digging new burrows). A rabbit would much rather sit in the sun
and eat dandelions than work. Only in times of obvious need (The fox is
at the door!) will they help.

1. A chamber of over 10 square feet in area will collapse without
support of some kind (tree roots, pillars, etc.)

2. For each winter, roll a 5% chance of frost heaves destroying the
top 10-15 feet of a warren.

3. There is a 5% chance per season other than winter that an herb
or poisonweed will grow inside a warren and be eaten by a rabbit.

4. There is a 20% chance per year of inaction on the part of the
chief rabbit (making everyone else do the dirty work, etc.) so that an
aspirant to the throne will arise, and, with his followers, attempt to
overthrow the government.

5. Any warren within 10 hexes from a human settlement will be
subjected to raids at least once per month.

6. Stealing a doe obviously requires cooperation on the doe’s part
The most common means of convincing a doe to leave her warren is to
charm her. The chance of success at this is (charisma of buck minus
charisma of doe) x 10%, + special offers (ref’s discretion) perhaps
adding another 10-50%. The alternate method is beating, the
chance of success at which is equal to the percent of hit points
damage received.

7. Diplomacy with wild hare burrows can be difficult, as many wild
hares tend to be confused by their fellows’ willing semi-slavery. As a
result, many wild hares mistrust rabbits, so when approaching a wild
hare warren it is wise to be bearing gifts (a banquet of money is ideal)
and to be on one’s best behavior (be understanding if a leverett drools
on your truffles). Remember: They’re bigger than you!

MORALE: For “cardboard” rabbits, the following morale table is
offered. Morale should be checked each time a rabbit goes below half
his hit points, is attacked by a predator, or is faced by jackrabbits.

1 = Bite and hold, bite and release, pin, butt, claw or rip.
2 = Cuff or kick 3=Dodge 4-6 = Run

Dragon
Variables:

Enthralled - 5
Well Paid/Treated By Player (hirelings), Odds In Their Favor: - 2
Players Charisma Level +9 (hirelings), Even Fight (rabbits are

overconfident): - 1
Hopelessly Outnumbered: +2
Attacking a Predator, Leaders Retreat: +3
Attacking a Particularly Powerful and/or Terrifying Predator: +5
PRICE LIST: For the monetary system used in this price guide,

see page 37 of B&B. Abbreviations: L = Lettuce, A = Apple, T =
Truffle.

Sack: A normal sack as described on page 34 of B&B. Price: 2L
Strong Sack: As above but of somewhat sturdier make, usually

constructed out of cannibalized burlap sacks. Price: 5L
Waterproof Sack: As above but dipped in gum to make it water-

proof. Price: 2A
Box, Iron: Usually a human relic, this box holds the equivalent of

four sacks. It is used mainly for herb and money storage. Price: 2T
Badger Pike: A spear-like weapon, a badger pike can be made out of

anything from sharp stones to arrows. Treat it as a kick to hit - 10%
doing 2 dice of damage. As with a kick, damage received is halved
(unless inflicted by another badger pike). Price: 5T

Herb Pack: This strong, waterproof pack has several compartments
and is perfect for herb storage. Price: 1T

Crossbow: This is really a captured crossbow trap. It can be used
both as a trap or mounted on a swivel. When fired from the latter
method, treat it as a cuff with strength level 16 for hit probabilities, doing
3 dice of damage. Price: 50T

Crossbow Bolt: Self explanatory. Price: 1T
Hare, Pack: Unsuitable for riding, this hare can carry up to two

pounds. Price: 5A
Hare, Runner: A riding hare. Price: 15A
Hare, War: A fighting hare that may be ridden into battle. They will

only be ridden by fighters or killbucks: Price: 40A
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How to have a good time being evil
by Roger Moore

Let’s all face it. Some days, you come home from work, you’re
grouchy, you haven’t had a good day, and you want to be a stinker.
You feel rude, crude, and socially unacceptable . . . in short, a little
evil. Bare your teeth a little bit. There, that’s the idea. People get like
that in D&D, too. After playing a Paladin for a couple of months, you
can really pick up a feel for an Assassin. Male D&Der’s in particular,
in my experience, feel the urge to get involved in an evil campaign.
Inspiration may be drawn from Satan of Milton’s Paradise Lost, or
from less ethereal sources such as The Wild Bunch, Darth Vader,
007’s latest adversary, or “Jaws”.

Being evil and tough seems to have a lot of machismo, and can
draw quite a bit of respect for you in the game. If the Dungeon Master
is willing, a group could set up a campaign composed solely of evil
characters. Group norms, or rules, need to be discussed to provide
some coherence to the proceedings; some possible norms are dis-
cussed below, as well as some notes on setting up such a campaign.

Character classes and races will have to be restricted. No
Rangers, Druids, or Paladins (obviously) should be involved; lawful
evil Monks and neutral evil Bards can be allowed, but may be few in
number. Fighters, Mages, Illusionists, Clerics, Thieves, and Assas-
sins will predominate. I would suggest that the character races be
limited to humans, half-orcs, and Gary Gygax’s version of the half-
ogre (as discussed in TD #29). All other races, even if played evilly,
will likely still hate and be hated by orcs and ogres. The DM may well
plan to set up the campaign in an area where orcs, men, and ogres
live in close (and generally helpful) proximity to each other. They
might all be allied under a powerful ruler. If the central rulership is

neutral evil, then conceivably any evil alignment may be involved,
from lawful to chaotic. The DM should place outlets of the Assassins’
and Thieves’ Guilds near the players’ starting point, and other
high-level NPC’s should be placed to serve as the teachers of the
player characters who are Mages, Fighters, and Clerics. Two or more
evil temples, heavily guarded to protect them from the congrega-
tions of the other evil temples, may be in the vicinity.

Being evil can open up whole new opportunities to you that
aren’t possible when you’re good. For example, while pegasi won’t
have anything to do with you, hieracosphinxes will (if bribed,
charmed, or trained). You can replace Fido and blink dog with Fang
the warg, though your food bills will increase. Hired help around the
castle and dungeon becomes much cheaper when goblins and orcs
handle the chores. Those dreams of the all-night orgies that you did
penitence for as a Paladin can become hard-core (excuse the pun)
reality for you as an evil Fighter. Undead servants and warriors may
swell your armies, though it is usually the case that living troops
won’t have anything to do with undead ones. And, for Mages who
are getting along in years, one can always consider becoming a lich.
Len Lakofka’s article on vampires (TD #30) may also prove to be
very helpful for those who think they’d enjoy being undead them-
selves, but can’t be a lich. The list of things you can do when you’re
evil is long indeed, and should be well explored. If you’re undead,
maybe you could get a nightmare . . .

Now for the group goals. Anyone who’s played Monsters! Mon-
sters! already knows what the goal is in an evil campaign. The goal is
to beat up on the good guys. The goody-good Paladins, sneaky
Rangers, and less-than-macho elves are going to get what they
deserve. What right have they got, breaking into our lairs, killing our
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underlings and friends, and taking away the treasures we worked so
hard to steal? Besides, what we’re doing is the way of the universe.
Only the strong survive. Nice guys finish last. I’m number one. If you
help all the wimps get ahead in the universe, you undo natural
selections and evolution, which is trying to make us tougher. Might
makes right. And so on. Working up the goals and general back-
ground philosophy of an evil campaign is not difficult (and is actually
a little disturbing, as some people say such things in seriousness.
How little we know about our own alignments . . . )

Alignment may well become a particularly sensitive issue among
players. Lawful evil people can theoretically be trusted to some
extent to keep their word, though they may bend it a little. Chaotic
evils, however, may need to be watched. On his own, out spying or
assassinating someone, a chaotic evil character may be matchless in
ability. You might have reservations about letting him pull guard
duty alone a night after a big treasure haul has been made, though.
Sleeping creatures may be slain at the rate of one per melee round,
saith the Player’s Handbook. Forewarned is prepared. This is not to
say that chaotic evils should be banned from play; they just act more
independently.

Everyone needs to be aware that unless some kind of trust can be
formed among the players in AD&D or any other role-playing game,
the game quickly falls apart. Who wants to get involved if you keep
getting stabbed in the back all the time? Players with a history of
killing other player characters should know that they may become
prone to accidental falls from great altitudes, food poisoning, being
mistaken for a hunting animal by one’s own party, and so on. After
repeated incidents of this kind, one may not be invited to any more
meetings of the D&D club, either. Chaotic evil should be played with
care. If you plan on counting on your fellow adventurers in a crunch,
regardless of your alignment, you’ll have to treat them with respect.
For further thoughts on this, see Gary Gygax’s comments on “Evil:
Law vs. Chaos” in TD #28.

One other aspect of role-playing should be mentioned concern-
ing an evil-oriented campaign. This is a personal prejudice of mine,
but it is shared by others I know who are involved in such games. It’s
a bad idea to let the game turn into a contest of who-can-make-the-
worst-atrocity. This is a self-centered and tasteless dead-end that
eventually becomes boring for everyone (and may actually drive
some people out of the group in disgust). Wanton cruelty should be
avoided by lawful evils as wasteful and unnecessary, and by chaotic
evils to prevent their being drawn and quartered by fed-up partners
or the local populace. This is not to say that you can’t tie the Ranger
down over an anthill for some laughs, but defenseless noncom-
batants should be left alone. Villagers can be aroused to fearful rage
by someone who beats up on pregnant hobbit females. Wise players
will avoid someone like that to prolong their own character lives.
DM’s are encouraged to make use of the “Angry Villager Rule” if the
need arises.

These are just a few of the ways you can put an evil-oriented
campaign together. It can be nice to not be good all the time, and at
least you’ll be on the other side of the poisoned dagger—giving and
not receiving.
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You can jump HOW far? OK, Prove it!
by Kevin Thompson

 Frequently, a character may find it necessary to leap over an
obstacle in order to beat a hasty retreat, grab some loot or simply show
off. This can now be achieved by simply rolling for a saving throw, or, in
more complex cases, a series of saving throws.

There are three basic types of leaps; upward, downward and
across. All characters begin with a basic 100% chance of making a
successful leap. This 100% is now adjusted in accordance with the type
of leap to be made, as follows: 

When leaping across: -5% for every foot of horizontal distance
necessary to leap;

an angle of 25 degrees or greater (as
when leaping over a wall of thorns).

+ 10% when leaping across and downwards
at an angle of 25 degrees or greater
(as when leaping across a chasm to a
landing point that is lower than the
starting point).

+5% for every 5 feet of a running start
(maximum of 20 feet);

- 10% when leaping from an area of rough
or loose terrain.

(Failure results in not reaching sufficient distance.)
When jumping upwards:- 10% for every foot of vertical distance

to be jumped;
- 10% if jumping from an area of rough

or loose terrain.
(Failure results in not reaching sufficient height.)
When jumping downwards: -5% for every 2 feet descended;

+ 10% when landing on soft or sandy
terrain;

- 15% when landing on rough
terrain.

(Failure results in injury of 1d6 for every 10 feet dropped; maxi-
mum of 20d6, just as if it had been an accidental fall.)

Additional factors: + 10% for every Strength point over 12.
- 10% for every Strength point under 9.

+5% for every Dexterity point over 12.
-5% for every Dexterity point under 9.

+ 10% for elves.
- 10% for halflings.
-5% for dwarves, gnomes.

- 10% for Magic Users, Illusionists.
+ 20% for Thieves, Assassins and Monks.

+ 1% for every pound of encumbrance under
35 lbs.

- 1% for every pound of encumbrance over
60 lbs.

- 10% when carrying something in one hand,
or when one hand is missing.

-20% when carrying something in both
hands, or when both hands are
missing.

-10% when leaping across and upward at

For example, Raz Jexanna, a fighting man, attempts to leap
across a 15’ crevass. He has Str. 16 (+40%), Dex. 10 (no adjust-
ment), Encumbrance 70 lbs. (-10%), leaping a 15’ chasm (-75%)
taking a 10’ running start (+10%). He therefore has a 65% chance
of success.

Now, for something a little more complex, Rolak the human thief
must jump over a 10’ wide chasm and the 10’ high wall of swords on
the other side to land in the sand 40’ below. This leap must be handled
in three separate saving throws: across, up and down. The factors that
remain the same in all three sections are his Dex. 17 (+25%), thief
(+20%) and his encumbrance of 5 pounds (+30%). In leaping across
the chasm, he adds in the distance of 10’ (-50%) and the fact that he is
leaping both across and upwards at an angle greater than 25 degrees
(-10%). He therefore has a 115% chance of leaping the 10’ chasm,
which is automatically successful. Next, he must clear the wall of
swords 10’ high (- 100%) and is still considered moving across and
upwards (-10%), and so has a 65% chance of success. If he misses
his saving throw, he will hit the wall of swords. If he makes it, he goes
on to the landing. He has a 40’ drop (-100%) onto a sandy surface
(+10%), and has an 85% chance of landing safely. If he fails, he
takes 4d6 of damage.

I believe these percentages to be very reasonable. Under the best
conditions, an elven thief with Str. 18 and Dex. 18 will be able to
jump 5½’ in the air 100% of the time, and 10½’, almost twice his
height, 50% of the time!
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Bloodtree
Rebellion

Produced by: Game Designer�s
Workshop

Retail price: $12.98

by Roberto Camino

BLOODTREE REBELLION is a rich tap-
estry of guerrilla warfare in the far future. De-
signer Lynn Willis conjures up a memorable
world in vivid detail and breathes life into it with
an innovative game system, but at the price of
considerable complexity.

As expected, ‘in a game covering an insur-
gent campaign for planetary independence, po-
litical maneuvering is the salient feature. But just
as clearly, the catalyst is military operations. it’s
the superb integration of the two, along with the
widespread attention to detail and flavor, that
makes this design tick.

A coalition of human guerrillas and indigen-
ous Dochanivans, aided and abetted by outside
interests, attempts to cleanse the planet Somber
of the monolithic Mykin clone military machine.
One of its ploys towards this end is maneuvering
to cut the transportation net the Mykins are en-
trusted to guard, The Mykin response of trying to
bring their massive firepower to bear on the
raiders fleeing through the Bloodtree forest of-
ten ends only in frustration and the flow of the
blood-red sap of the trees.

Just as intense, strife and competition tran-
spires in the cities as both sides connive to sway
the crucial urban sector to their side. The fa-
vored weapons here are not flex missiles, la-
sers, gunplatforms, hovercraft, or even the in-
fantry rifle (which, by the way, fires up to a .05
kiloton fusion-yield bullet), but arrests, execu-
tions, assassinations, kidnappings, and strikes.

The warring parties are strikingly disparate.
The Mykin occupation force has an awesome
array of weapons, but must exhibit monkish re-
straint for fear of giving the rebels political
points. Occasionally, when confronted by a
powerful foe, a Mykin unit will panic, usually
resulting in the clearing of the terrain. Curiously,
the full ramifications of a clone fighting force
were not explored. The “parent” of such an
organization would ideally be the most adaptive,

Space Marines
Produced by: Fantasy Games

Unlimited
Retail price: $7.50

by Tony Watson

Speeding spacecraft and the flashing bursts
of energy weapons against the blackness of
space have characterized the vast majority of SF
games. For most SF game players and design-
ers, space gaming has meant just that: starships
and space fleets engaging in combat over the
mastery of distant worlds. But there is another
side to the simulation of futuristic warfare, and
that is warfare between foot soldiers, the ground
pounders who presumably will still be needed to
seize and hold territory. With a few notable ex-
ceptions (Avalon Hill’s Starship Troopers, for
one) games of this type have been less popular
with the SF gaming public.

resourceful, intelligent, and durable soldier
available. However, no mention is made of the
potential strong points of the system, just its
shortcomings.

The human guerrillas take advantage of the
tall Bloodtree forests to shield themselves from
the wrath of the Mykins. The native Dochani-
vans, or “glyphs,” far outnumber all humans,
but since they are cognizant of the “Ragnarok”
capability of the Mykins, they are officially neu-
tral initially, though sympathetic to the rebels. As
one becomes more enraged by the wanton My-
kin destruction of the Bloodtree forest, a local
“glyph” clan will enter the fray, though such
action is ostentatiously disavowed by the world
leaders of the race. These non-humanoids pos-
sess a sand guide which can shift sand, to alter
the terrain to their advantage.

Rebellion is not a popular topic in wargam-
ing; science fiction has only one such game un-
der its wing, the space opera Freedom in the

Galaxy by SPI, which was released partly in the
hope of capitalizing on the popularity of “Star
Wars.” Therefore, marketing BLOODTREE
REBELLION is a bold move, but it has enough
fortes to overcome many players’ apathy to-
wards guerrilla warfare. First off, it’s one of the
most flavorful sci-fi entries, both in background
and play. its cover art, by Steve Fabian, is eye-
catching, no small matter in the retail world, and
sets the mood for the game. And GDW’s reputa-
tion is strong enough to convince a hesitant
buyer.

Notably, the game is by an outside designer.
With Marc Miller’s impressive list of credits
dangling from his belt, GDW is certainly not
lacking in science-fiction designs. That this de-
sign can join such a strong line is probably its
best recommendation. One wonders when
GDW will mesh together all the innovative and
playable concepts it has turned out so far into
the ultimate sci-fi game.
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Fantasy Games Unlimited’s SPACE
MARINES is a comprehensive rules set for sci-
ence-fiction ground combat using miniatures.
The book is actually an improved version of the
original rules, published in 1977 by FanTac
games.

Physically, the game is a considerable im-
provement over its first edition. The page count
has expanded from 72 to 80 pages, and the
pages are now much bigger; the new edition is
8½” by 11”, compared to 8½” by 7” of the
FanTac version. The print quality and graphics
are a marked improvement over the original.
Illustrations are fewer in the new book, and in-
clude the better drawings from the old book. All
in all, the FGU version of SPACE MARINES is a
superior physical product.

SPACE MARINES is set in a hypothetical
galaxy in the 22nd century, and an extensive
amount of text is devoted to setting the scenes.
Fourteen races or political groupings are given.
Unfortunately, the vast majority of the various
aliens and humanoid interests are derived from
very familiar sources. There are the cat-like
Mekpurrs, the canine Rauwoofs, the bearish
Blarads and the Hiss lizard men. Even the names
display a certain lacking in imagination.

From more traditional SF stock, there are the
Mertuns, H.G. Wells’ Martians complete with
tripods, and, of course, the Bugs. The human-
oids are also very familiar, by and large drawing
their models on 20th-century political entities.

The Galactic People’s Republic is a futuristic
Soviet Union, complete with an expansionistic
communist ideology. Fascism has not died; the
Azuriach Imperium maintains the doctrine of
racial superiority. The races depicted are varied,
allowing the gamers to pick and choose which
they would like to use in their campaign (it would
prove difficult to use all in a single campaign).
FGU also distributes a line of miniatures to go
with SPACE MARINES, and thus the rules also
include detailed painting guides for the figures.
Outlines of the various military organizations are
provided as well. The amount of background
material is extensive.

The basic rules of SPACE MARINES have
remained more or less the same from edition to
edition. The movement and combat processes
are simple; complexity is added by the vast vari-
ety of weaponry available. The turn sequence is
fluid. Players roll for initiative, with the high
roller determining whether his men move first or
second. Troops are then moved, followed by
any cover fire, that is, fire against soldiers that
have exposed themselves during movement.
With movement completed, both sides engage
in fire, followed by indirect fire effects and hand-
to-hand combat. A movement table gives the
number of inches a figure may move in a given
terrain type. There are provisions for vehicle
movement and the use of flying belts for indi-
vidual soldiers, plus a chance of crashes with the
latter.

In general, the FGU SPACE MARINES is
improved over the FanTac version, and owners
of the old rule book may wish to purchase the
new book for its improvements. While the basic
system has not been changed, the rules for vehi-
cles and concealment, for example, have been
considerably modified. Many of the tables have
been expanded and whole new sections, such as
the aircraft rules and a point system for balanc-
ing scenarios, have been added. A few portions
of the old book, specifically those dealing with
archaic weapons, or integrating SPACE
MARINES with Metamorphosis Alpha or Dun-
geons & Dragons have been dropped.

In summary, SPACE MARINES is a good
treatment of futuristic ground combat using
miniatures. The basic rules framework is simple
enough that the players can enjoy the play of the
game, an important feature for miniatures. At
the same time, the rules provide such a variety of
weapons and antagonists that the players should
have little trouble structuring the game to suit
their own tastes.

Grail Quest
Produced by: Metagaming
Retail price: $3.95

 by Roberto Camino

GRAIL QUEST allows Melee/Wizard players
to feast and joke at Camelot, set out in search of
the Holy Grail, and right wrongs in Arthur’s
kingdom. It is the third MicroQuest™, a pro-
grammed fantasy solitaire adventure that re-
quires Melee and Wizard to play. A game master
can easily run it, and it plays better in this case,
since the players do not have to control the
monsters and whatnot in a right-hand, left-hand
manner.

Unlike the two previous solitaire games by
Metagaming (happily, the company realizes that
the majority of games are played solitaire and is
actively pursuing the market), none of the action
occurs in dungeons. The players’ party of three
(or less) knights, hirelings, and squires travel in
the open from inn to inn (or village) attempting
to ascertain clues as to the whereabouts of the
Holy Grail. Every day they spend traveling, they
have an encounter. It may be wandering knights
challenging them to fight for honor, to the death,
or until a certain amount of damage is inflicted.
Being Knights of the Round Table and bound by
the Code of Chivalry, they must accept the chal-
lenge, one on one.

More likely, they will be beset upon by ban-
dits. The countryside is so infested with brig-
ands, it begins to tarnish King Arthur’s reputa-
tion as a wise ruler. In the game, bandits may be
other than humans. Dwarves can possibly be
justified, but the otherwise faithful adherence to
the theme of Camelot and chivalrous mythology
is marred by the inclusion of orcs.

As the knights journey from one habitation
to another, the peasants and town dwellers
plead for the knights to rescue them from the
dangers that confront them. Being representa-
tives of Camelot, the knights can hardly refuse
(“Run away!” is not usually a viable option;
often the rules give no other instructions than
those needed to attempt the noble act), so they
perform numerous good deeds. This rescuing of
damsels in distress and other charitable actions
expected of Christendom’s knights have a
strong influence on the outcome of the quest.
This is quite logical in the context of the mythos,
one of the strong points of Guy W. McLimore
Jr.’s design, and a cut above most efforts in this
genre.

Though McLimore does a fine job given the
nature of the game, it still suffers from the prob-
lems that programmed adventures fall prey to.
Though the design can be made challenging by
presenting formidable obstacles, there is little
opportunity for the players to exercise skill, if the
game is played solitaire. Without a game master
to react to the actions of the players, strategically
the contest becomes one of luck, getting the
right die roll, or one of guessing how the design-
er thinks, instead of calculating the most reason-
able approach to a problem. Also, tactically it is
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difficult to inject skill into Melee’s combat sys-
tem. The theme of GRAIL  QUEST makes it even
more so. One-to-one jousts, which are very
much a matter of die rolling, are preferred by the
flower of chivalry to combats involving several
characters on a side, where at least some skill in
allotting attacks is needed.

Thus, even though it holds the buyer’s atten-
tion for the first quest (and that takes some time;
the Holy Grail will not be found in one sitting),
the chances of repeated playings are slim as
players become frustrated at their inability to be
able to influence the course of events by their
skill. The sense of being puppets on a string is
pronounced and definitely not consistent with
the fundamental independence of knighthood,

Out on a Limb
(From page 5)
interested in fantasy games. However, our
knowledge of history and our knowledge of
“how to succeed in the magazine business by
tying like crazy” make us aware that it’s not a
good idea to constantly cater to the majority and
neglect the minorities. That’s how governments
get overthrown and magazines like this one go
down the drain. We don’t intend to let that atti-
tude become prevalent at Dragon, for our own
sake and the sake of all of our readers.

Does this mean that we intend to ignore neg-
ative criticism from a member of the “fantasy
majority” like Bill? No, it sure doesn’t. Opinions
from our readers, whether positive or the other
kind, do help determine the direction that future
issues of the magazine will take. It is highly un-
likely that we would ever be able to give some-
one like Bill exactly what he wants in a gaming
magazine— but, by the same token, neither can
we completely satisfy (for instance) the Top
Secret fanatic who wants two articles and a
module in every issue. We have to compromise,
and it necessarily follows that you, cur readers,
will have to do the same—unless you think
everything we print is terrific and perfect. And if
there is a person like that among our readership,
we’d be surprised. Even we don’t think we’re
that good. —Kim

�Childish, and
worse�

Dear Editor:
Don’t, don’t DON’T continue the trend start-

ed in Issue 42. The Dragon seems to be becom-
ing increasingly childish, ad-oriented, and
worse. The pictures of the gawping youngsters
on pp A14 and A16 were enough to make any-
one feel sick to his stomach. And then the atti-
tude taken by editors to supposedly adult and
intelligent readers! “Scads of scary new mon-
sters.” “Chills and thrills.” “Spooky sugges-
tions.” Just the sort of hype for 9-year-olds!

The Mansion of Mad Professor Ludlow is
just silly. What motivation do fantasy gamers
have to take on the roles of Boy Scouts? There is
no chance to move up levels, no reason to gain
experience, and almost certainly no role-play-
ing: in short, no objective. Ridiculous!

Since July’s issue, the main point of the
cover has been lost by boxing off the artwork so
as to advertise the contents of the magazine. It
certainly reduces the attractiveness of The
Dragon, as does lopping off the (I suppose you
get a lot of letters about this) “The” of the title.
How can we refer to TD as D?? Definitely a
mistake, as was substituting the old (and flimsy)
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glossy cover for the strong ones recent issues
have had.

module was and why it was presented. If having
fun isn’t enough “motivation” for playing a
game or running an adventure, then what is the
point of being a game-player?

The Dragon does, however, still in part con-
tinue the good quality we have come to expect
from it. “Patron Demons,” “The Restless
Dead” and this months “Sorcerer’s Scroll”
were all extremely entertaining and useful. “The
Day of The Dwarf” was very amusing: I wasn’t
sure whether to take it seriously or not at first!
Wormy’s conclusion did, indeed, make me open
my eyes all the way.

We weren’t tying to cater to the 9-year-old
audience, or to any other particular part of our
audience, by publishing The Mansion and print-
ing all those “hype” words. We considered it
appropriate to produce the October magazine
with a Halloween theme tying together the
major features of that issue. In that context, our
use of words like “scary” and “spooky” is justi-
fied by our intent to build on that theme. I’m not
saying that they’re not “hype” words, but I
strongly object to Patrick’s contention that we
were falsifying or misrepresenting the contents
of the magazine in order to delude “9-year-
olds” into buying it. I think that “supposedly
adult and intelligent readers” of any age can still
get into the spirit of Halloween and have fun
being “scared.”

What I am saying is that in an effort to reach
greater proportions of the population, The
Dragon is becoming a second-rate magazine.
The people who buy The Dragon do not need
the high points of the contents outlined on the
cover for them. They do not need “exciting”
adjectives such as “scary” and “spooky” insert-
ed so as to make them want to turn the pages.
And they CERTAINLY don’t need Kim Mohan
leaning down from his high perch to shout
“Boo!” at them! Patrick Amory

Cambridge, England
As a matter of fact, Patrick’s letter is the first

complaint from anyone concerning our “new”
name. We lopped off the “The” because we
came to feel that it was an unnecessary word.
(How often have you heard someone walk into a
hobby store and ask,“Is the new The Dragon
here yet?“) If you liked the TD usage and can’t
bear to refer to us as D, you can always use the
full name; it has just as many syllables as TD, and
we think Dragon looks and sounds a lot nicer.

Hello? Hello? Can you all hear me from ‘way
up here? Louder? OKAY, HOW’S THIS? Now,
pay attention, all you “9-year-olds,” because
I’m only gonna say this once:

up levels, no reason to gain experience,” and so

Patrick seems to have lost his sense of
humor. (If you find it, send it to us and we’ll
forward it to him.) As I so loudly proclaimed
from my high perch (Cover to Cover, Dragon
#42), The Mansion of Mad Professor Ludlow
was presented in a spirit of fun and meant to be
taken in that manner. Anyone who complains
about the mansion offering “no chance to move

forth is simply missing the point of what the lines on the cover  which describe the contents is
trust that the quality will always be high. Using

Patrick is generally correct when he says that
the people who buy the magazine don’t need to
be told what awaits them on the inside. We are
proud of the fact that the majority of our readers
buy Dragon faithfully, regardless of the parti-
cular contents of a given issue, because they

Dragon
a device which is primarily directed toward the
occasional reader and the person who is looking
at Dragon for the first time. Judging by our circu-
lation figures, thousands of people are joining
the ranks of Dragon readers every month—
people who might not have bothered to pick up
the magazine when it had a “blank” cover, be-
cause they didn’t realize it was a magazine about
gaming. If using words on the cover to tell read-
ers what’s inside is a technique that makes a
magazine “second-rate,” at least we have a lot
of company in the second-rate division—Time,
Newsweek, Omni, Popular Mechanics, . . .

One more thing: Patrick mentions it only in
passing, but his characterization of Dragon as
“ad-oriented” cannot go unchallenged. The fig-
ures speak for themselves, and these are the
figures: Issue #42 of Dragon contained just less
than 15½ pages of advertising material in 80
total pages, or roughly 19.25 percent. To see
how that differed from what Dragon was doing a
year earlier, we checked issues #29, 30 and 31
(September through November 1979). The
average advertising percentage for those three
issues was 22.8. Draw your own conclusions.
(For the record, Different Worlds for Septem-
ber-October 1980 contained 19.7% advertising;
White Dwarf #21 (October-November 1980)

contained 40.2% advertising; The Space Gamer
#32 (October 1980) contained 28% advertis-
ing; The Courier Vol. II, No. 2 (September-
October 1980) contained 25% advertising; and
Sorcerer’s Apprentice #7 (Summer 1980) con-
tained 27.5% advertising.)

Finally, about the matter of me and my so-
called “high perch.”If I really was on a high

 perch, do you think I’d lean over just to yell
“Boo”? Jeepers, if I did that, I’d be liable to
. . .EEEEEEIIIIIAAAUGH . . . —Kim
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Skyzorr’n
Created by Jon Mattson
FREQUENCY: Rare
NUMBER APPEARING: 5-30

(plus)
ARMOR CLASS: 4
MOVE: 9”
HIT DICE: 2+1
% IN LAIR: 25%
TREASURE TYPE: Individuals

J,K; D,Q(x5), 0 in lair
NO. OF ATTACKS: 1-4 or 1-2
DAMAGE/ATTACK: 1-4/claw

or by weapon type
SPECIAL ATTACKS: Bite for

2-5, plus poison; +1
surprise

SPECIAL DEFENSES: See
below

MAGIC RESISTANCE:
Standard

INTELLIGENCE: Average
(low); For Queen: High and up

ALIGNMENT: Lawful Evil
(neutral)

SIZE: M
PSIONIC ABILITY: Nil

Attack/Defense Modes: Nil
EXPERIENCE VALUE:

Normal: 65 + 3/hit point
Warrior: 80 + 3/hit point
Queen: 120 + 3/hit point

The Skyzorr’n are a race of nomadic insectoid beings who
inhabit only desert areas and badlands (“rough” terrain on the
encounter tables). They generally travel in warrior bands, raiding
villages and wayfarers they happen upon. They are not particularly
brave, however; they will attack readily enough in large groups but
will usually retreat if surprised or if the odds are against them.

Skyzorr’n will sometimes use weapons in combat (50% chance),
and armed Skyzorr’n will typically have:

long sword 5% (two 50% of time)
scimitar 20% (two 60% of time)
military fork 20%
1-3 spears 15%
sling 10%
sling & scimitar 15%
sling & military fork 15%

Otherwise, a Skyzorr’n will attack with its four long arm/claw
appendages, getting one to four attacks per round. In addition, if two
or more of these claws hit a target in a given round, the Skyzorr’n will
have pulled its opponent close enough to bite him with its mandi-
bles, so it gets an additional attack in that round. This bite does 2-5
points of damage and injects a poison which causes a burning itch
(saving throw versus poison must be made or the victim loses one
Strength point and one Dexterity point for 2-8 turns).
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Skyzorr’n have a + 1 chance of surprising opponents (i.e., gen-
erally on a roll of 1-3) due to their stealth and their ability to use
terrain to conceal themselves. However, they can be surprised
normally, and they will often flee when startled until they can fight
with an advantage (minus 20% morale when first surprised, will
always retreat temporarily if morale failure occurs).

Skyzorr’n have a natural immunity to all forms of paralysis
(except Hold spells) and to 90% of all poisons. In addition, due to
their hard, shiny hides and constant exposure to the elements, they
receive a bonus of +2 on all saving throws against heat-based and
cold-based attacks. Their shell-like hide also serves another pur-
pose: all sharp and/or edged weapons score only half damage
against these creatures. However, blunt, crushing weapons (maces,
clubs, etc.) can crack the shell, so they do an extra point of damage
when they hit (two points extra if the weapon’s maximum damage
capability is greater than eight points).

A Skyzorr’n lair is always in the form of a hive community from
which the nomadic bands originate (they bring all captured treasure
back to the hive eventually). It is found underground 70% of the
time, or in the form of one or two large dome-shaped buildings
otherwise, and the inside will have a maze of very confusing cor-
ridors and rooms. Such a community will have a minimum of 20
members, and the DM may rule that the occasional one will have a
greater number of Skyzorr’n than the Number appearing would



normally allow (up to about 50). Since the society is matriarchal
there will be, in addition to the general populace, one queen who
rules over the entire hive and three specially bred warriors who
guard the queen,

The queen will typically have 3 hit dice; however, she will be only
armor class 5, can move only 3” per turn, and can make only one or
two attacks each round (normal damage, including bite if both claws
hit). She will have the following special abilities: Web as often as she
desires, Suggestion which is in effect at all times, and Clairvoyance
which can be used up to three times a day (all as per Magic-user
spells of the same name, but Web is natural like a giant spider’s, and
no material components are needed for any of these). In addition,
she can communicate telepathically with all other Skyzorr’n of her
own hive within a one-mile radius, though only the guards can reply
to her in this fashion.

sun) and the ability to speak with insects (this does not include
control of said insects, however). Skyzorr’n speak their own lan-
guage and are 60% (90% for queens) likely to speak the common
tongue as well.

Description: A Skyzorr’n looks rather like a large (6’) bipedal ant.
Its head is rather small but with two large compound eyes and
fair-sized mandibles. No ears, as such, are present, but three tiny,
usually well covered holes on either side of the head allow it to hear.
The body is thin and stick-like, but reasonably sturdy nevertheless. A
Skyzorr’n will usually have four arm/claw appendages, with rea-
sonably developed pincer-hands on the two uppermost and dagger-
like claws on the two lower ones, but some (5%) will have fewer
limbs because they break off relatively easily (growing back again in
1-4 months). Their shell-like hides are typically tan or rust red in
color (usually the former) and have a shiny look about them. Rare
Skyzorr’n (2%) have gold-colored hides which are worth 1,000-
3,000 g.p. on the open market. Their mandibles and claws are
usually ivory or very white, and their eyes are sky blue or gray.

Guards will typically appear much the same as normal Skyzorr’n,
but are bigger (6½-7’ tall) and almost always have shiny black hides
(valued at 200-400 g.p. because two can be used to make a man-
sized suit of armor which is armor class 3 but is otherwise like padded
armor).

Queens look rather like grotesque and very bloated spiders with
ant-like heads, typically being 6½-7½’ long. They walk on four legs
instead of two, so have only two free limbs. They are always glossy
black in color, with bright blue mandibles and eyes.

The warrior guards are much the same as typical Skyzorr’n, but
they have 3 hit dice, are armor class 2, and may, due to the size of
their mandibles, bite every round for 2-7 points of damage plus
regular poison. Note that the guards—indeed, all Skyzorr’n in the
area—will fight berserkly to protect the queen (+2 hit probability or
double the usual number of attacks per round, excluding biting) until
they grow too weak to do so (from 7-10 rounds), after which they will
continue to fight normally. Finally, in any lair containing more than
25 Skyzorr’n, there will also be 1-6 giant scorpions which are used as
guards and beasts of burden.

All Skyzorr’n have infravision (though this does not make their
eyes too sensitive to light, since they are constantly exposed to the

Sand Lizard
Created by Marcella Peyre-Ferry
FREQUENCY: Very rare Constriction with tail
NO. APPEARING: 1
ARMOR CLASS: 2

SPECIAL DEFENSES:
Cannot be surprised while in

MOVE: 12” hiding
HIT DICE: 10 + 2 MAGIC RESISTANCE:
% IN LAIR: 60% Standard
TREASURE TYPE: A INTELLIGENCE: Low
NO. OF ATTACKS: 3(5) ALIGNMENT: Neutral
DAMAGE/ATTACK: 2 tails, SIZE: L (30-40’ overall length,

2-16 each; 2 front claws, 1-6 tails each 10’ long)
each; bite, 1-8 PSIONIC ABILITY: Nil 

SPECIAL ATTACKS: Attack/Defense Modes: Nil

A creature of the desert, this great sand-colored lizard lurks on
the edges of caravan trails and near oases, waiting to overpower or
entrap its prey. It creates a hiding place by digging into the sand with
its powerful forelegs, then lying in the trench and flicking sand across
its body with its tails. It can then work its tails back and forth across
the sand, burrowing just beneath the surface so that only its eyes and
nostrils remain above the level of the surrounding sand.

While it is lying in wait, there is a 50% chance that the lizard will
be detected by any character or creature passing within 3” of its eyes
and nostrils. This chance increases to 100% (within the same 3”
range) if a character or creature is purposely searching the sand for
unusual features or hidden dangers. However, once the lizard is
detected it wilt spring to the attack, leaping out of its sandy trench at
its full movement rate and attempting to assault the nearest char-
acter(s). Note that the creature cannot be surprised if it is lying in
wait; it is able to sense the approach of potential victims even if they
are not in the lizard’s current range of vision.

Although the lizard has a maximum of five attacks per round, it
can only use three of them (both tails and the bite, or both claws and
the bite) against any one opponent. It prefers to attack with its tails
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and bite (as opposed to its claws and bite) when it has a choice,
unless one or both of its tails have been incapacitated (see below).

Any time a “to hit” roll for one of the tail is successful and is a
number equal to or greater than 18, the tail is considered to have
wrapped itself around the victim. Thereafter, the constricting tail will
do 3-36 (3d12) points of damage per round. A character or creature
held by the tail can attempt to hit back at -4 in the first round
after being grabbed, -5 in the second round, and so on. The
trapped victim can be freed if the tail doing the holding suffers
damage equal to 20 percent of the lizard’s original hit points. The tail
will thereby be rendered, useless for holding and cannot attack
further. The lizard cannot constrict with both of its tails at the same
time, but if one of the “tentacles” is rendered useless, the other one
remains capable of grabbing the same, or a different, victim.

The creature has no inherent desire for treasure, but its innards
will contain some precious items which were left undigested after the
lizard consumed one of its meals. Its innards also contain highly
caustic digestive fluids which will spurt forth, causing 2-8 points of 
damage to any creature within 1” when the dead lizard’s body cavity
is cut open.
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Dust Devil
Created by Bruce Sears
FREQUENCY: Rare
NO. APPEARING: 1
ARMOR CLASS: 4
MOVE: 15”
HIT DICE: 6 + 2
% IN LAIR: 5% (see below)
TREASURE TYPE: See below
NO. OF ATTACKS: 1
DAMAGE/ATTACK: See below
SPECIAL ATTACKS: Asphyxiation
SPECIAL DEFENSES: + 1 or

better weapon to hit
MAGIC RESISTANCE:

Immune to control spells;
otherwise standard

INTELLIGENCE: High
ALIGNMENT: Neutral
SIZE: S
PSIONIC ABILITY: Nil

Attack/Defense modes: Nil

The Dust Devil is an elemental combination of earth and air.
Although not as strong as its cousins, the air elemental and earth
elemental, it is far more intelligent than either.

The Dust Devil only appears on the Prime Material plane when it
wishes to search for treasure. It will almost always appear in a desert
or other arid locale. (Optional: There is a 10% chance of a Dust Devil
showing up in place of a summoned earth or air elemental. If this
occurs, the Dust Devil is not controlled by the summoning char-
acter.)

On the Prime Material, the Dust Devil appears as an amorphous,
roughly spherical cloud of dust which can be seen through to some
degree. When in motion, it skims along just off the surface of the
ground, and can change direction abruptly to match changes in the
terrain it is moving over. It cannot move directly away from the
surface of the ground (vertically) or hover more than a few inches off
the surface it is traveling over, unless it is attacking.

When it attacks, the Dust Devil will first form itself into a more
compact spherical shape, roughly 6 inches in diameter. This process
takes one round to accomplish after the Dust Devil has moved
adjacent to its intended victim. During this round of transformation
into its attacking form, the Dust Devil cannot move, but also cannot
be attacked successfully. No blow will score a hit on the Dust Devil
until it has compressed itself and levitated to where it can surround a
victim’s face in an attempt to asphyxiate the character. Thereafter,
only magical weapons of + 1 or better can hit the creature.

To accomplish its suffocation, the Dust Devil needs only to hit
armor class 10 in order to do damage. The only adjustments allowed
to this hit probability are dexterity bonuses, rings of protection,
invulnerability, or swords of defense possessed by the attacked.

A Dust Devil will abandon its victim only when that character is
dead, or until the character falls unconscious if there are more
potential victims in the vicinity to be dealt with. The creature can be
driven away from a victim if attacks upon it remove more than half of
the hit points it had when the attack began. If driven away from one
victim, the Dust Devil will attempt to attack the character who ad-
ministered the blow that caused it to abandon its previous attack.
This process will continue until the Dust Devil is killed or until it has
rendered all members of a party unconscious or dead.

The damage inflicted by the Dust Devil’s attempt to asphyxiate is
administered as follows: In the first round after attaching itself to a
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victim’s face, the victim will take no damage. Starting with the
second round, the victim will take 1d12 damage for each round the
Dust Devil sustains its attack; i.e., 2d12 in the third round, 3d12 in
the fourth round, and so on, until the attack is broken off.

The Dust Devil cannot be successfully attacked by its current
victim. Any other character who strikes at the creature while it is
attacking can hit it, but also risks hitting the head of the victim. Any
weapon swung at the Dust Devil which misses has a chance of hitting
the victim instead. The victim’s head is considered to be armor class
2 if wearing a helm, AC 5 with a helmet, and AC 10 if bare-headed or
wearing no substantial protection. The only adjustments possible to
this armor class are from protection rings and invulnerability which
may be possessed by the victim. Dexterity bonuses, swords of
defense and any other defensive advantages possessed by the victim
do not alter this hit probability.

The Dust Devil can travel at will from the Prime Material plane to
the ethereal plane,. from where it makes its way back to either the
elemental plane of earth or the elemental plane of air. However,
becoming ethereal takes a full turn for the Dust Devil to accomplish,
and the creature can be attacked while this transformation is in
process. A Dust Devil which is reduced to 10 percent or less of its
original hit points will automatically attempt to escape to the ethereal
plane, or it may choose to attempt to escape earlier than that if it
judges its adversaries to be too strong. A Dust Devil regains all its lost
hit points, back to its original number, upon reaching one of the
elemental planes.

The Dust Devil is motivated by its desire to possess precious
metals and gems, which it can detect at distances of up to 6”. It can
transport up to 1,000 g.p. of treasure, but cannot attack while
“carrying” anything. The creature does not have a “lair” on the
Prime Material plane in the truest sense of the word, but a repository
for any treasure it can acquire which it uses between attacks to store
its property. At any given time, a Dust Devil’s “lair” will contain all
the treasure it has acquired during its current visit to the Prime
Material plane. The creature’s greed will prompt it to try to gain all
the treasure it can, even though it can only take 1,000 g.p. along
each time it vacates the Prime Material plane. Normally, a Dust
Devil’s visits to the Prime Material will not last longer than a couple of
weeks and it is liable to stay away for 1-4 months, returning sooner
only if it senses that its Prime Material “lair” is being disturbed.
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