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Dragon’s Bestiary

Gaund

Gaund are reptilian creatures that
scramble about on all fours, rising to
their hind legs only in mating, combat,
and to survey their surroundings. When
so erect, they use their tails for balance.
Their skin is scaled and leathery, grey-
green in color. Being omnivorous, Gaund
husband food carefully, often maintain-
ing breeding colonies of lesser animals
to ensure themselves of a plentiful sup-
ply. Communicating in a language of
singing clicks and hollow whistling
sounds, Gaund lair in groups of up to
twenty in dry, fiery caverns. They are
rarely found in cool climates, or above
ground.

In combat, Gaund leap about con-
stantly, hurling themselves at and upon
targets and using their tails as rams or
whips (for 1-8 points of damage). They
are fearless, and the death of a fellow will
often drive them to fight with greater
ferocity. Unless pinned down or caught
from behind, Gaund do not use their rear
claws in battle. (The powerful kicks they
will employ in such special situations do
3-12 points of damage.)

The most feared attack of the Gaund is
the “ray” or gaze effect of its central eye.
This orb, protected by a bony hood
(which narrows the field of vision so that
the Gaund must aim its head to employ
the gaze), produces a magical Heat Metal
effect within a range of 3".

Gaund suffer no damage from heat,
steam (even that of a Dragon Turtle) or
normal fire. Magical fire attacks do less
damage to them (-2 on all dice) than is

FREQUENCY: Rare

NO. APPEARING: 1-20
ARMOR CLASS: 6
MOVE: 15"

HIT DICE: 4+4

% IN LAIR: 30%
TREASURE TYPE: Q (x4)
NO. OF ATTACKS: 4

Created by Ed Greenwood

DAMAGE/ATTACK: 1-4/1-4/1-6/1-8
SPECIAL ATTACKS: See below
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: Standard

INTELLIGENCE: Average

ALIGNMENT: Neutral

SIZE: M

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

the norm. Gaund avoid water although it
does them no harm, and are markedly
susceptible to cold-based attacks (+2 on
all dice).

The excellent 7" infravision, hearing,
and sensitivity to vibrations of Gaund
preclude their being effectively blinded
by smoke or vapors (even that produced
by spells such as Pyrotechnics and Cloud-
kill, and by creatures such as the Night-
mare). They are also rarely (1 on a d6)
surprised.

Gaund are hermaphroditic. Mating rit-
uals have been observed to include an
upright, shuffling head-to-head dance.
The skin of the pregnant specimens
turns fiery orange. After a gestation
period of 4 months, an egg is produced.
Gaund eggs have leathery shells and are
covered in a clear, spicy-odored, jelly-
like slime that is a fire retardant. The
slime is contained in an organ located in
the underbelly, and will not corrode or
otherwise damage other materials which
may be used to contain it. It and all acids
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will neutralize each other, and it will
spoil potions and perfumes it is mixed
with. It is poisonous (Type A) if ingested,
but harmless upon skin contact. Smeared
on a cloak or other flammable item, it will
give upon first exposure only a +4 bonus
to saving throws vs. fire, +3 vs. magical
fire and fireball. Gaund eggs are guarded
ferociously, and will hatch in 3-12 days.
Immature Gaund are small in size, hav-
ing 2+4 hit dice, and lack the power to
Heat Metal with their gaze. They mature
in 3-6 months.

Gaund teeth are both hard and dur-
able. They are often fashioned into dag-
gers which dull easily but (unlike ivory)
do not readily split or shatter. The tails of
Gaund are highly valued for the rich,
succulent meat found therein, which
does not readily spoil.

Gaund hoard gems and pretty stones
of all sorts, and have been known to
trade these for food to parties too strong
for them to overcome.
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TRAVELLER

Science-Fiction Adventure in
the Far Future

Each addition to the Traveller series brings new detail and clarity to the universe of the dis-
tant future. These supplements and adventures continue to expand the vision of the Im-
perium in general and the Spinward Marches in particular. Besides expanding the players’
knowledge of the Imperium, each booklet provides many hours-of challenging fun.

76 Patrons, Supplement 6. Sixty patron encounters indexed according to type of patron
(scout, merchant, assassin, etc.) and sixteen mercenary tickets provide enough jobs and
missions to keep players in a Traveller universe busy for months. $3.98

High Guard, Book 5. The mighty warships of Imperial star fleets are dealt with in this
book, complete with rules for the generation of naval characters, ship design and con-
struction, and fleet combat. Revised, second edition. $5.98

Leviathan, Adventure 4. At the rimward edge of the Spinward Marches, the trading vessel
Leviathan hires on a crew, loads cargo, and sets off for the Out-Rim Void, a little-known
area just outside the marches. Profits, mysteries, and dangers abound. $4.98

Traders and Gunboats, Supplement 7. Detailed treatment of several common interplane-
tary and interstellar vessels. Encounters, deck plans, interior details, and background data
on far traders, subsidized merchants, seekers, xboats, tenders, scouts, system defense
boats, close escorts, and small craft. : $3.98

The Best of the Journal, Volume 1. The Journal of the Travellers’ Aid Society is dedicated
to players who risk the perils of interstellar travel. Unfortunately, the printing presses have
been unable to keep up with demand, and all early issues are out-of-print. This anthology
reprints under one cover all the best articles, news and information from the first four
issues of The Journal. . $4.98
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by Roger E. Moore

Some years ago a movie was made
entitted The Valley of Gwangi, in which a
group of cowboys stumble across a lost
valley in the American Southwest popu-
lated by prehistoric dinosaurs and mam-
mals. In the course of an impromptu
rodeo, the cowboys encounter the un-
crowned king of the valley: a great Tyran-
nosaurus Rex known as “Gwangi.” The
rest of the film is reminiscent of King
Kong, with the capture of Gwangi, the
attempt to exhibit him commercially, his
escape and final destruction. Did the
movie have to end this way? Maybe not.

The following scenario is freely adap-
ted from the movie, and was designed to
fit in with an ongoing Boot Hill™ cam-
paign if desired, or as a one-evening
adventure unconnected with the regular
goings-on. It should provide some lively
entertainment for the players (and for
the BH gamemaster as well; the look on
the player’'s faces when he describes the
figure towering over their characters will
be something to treasure until the refe-
ree is old and grey.) Rather than creating
a Lost Valley and the characteristics of
the hordes of other beasts therein, an
alternative method of getting “Gwangi”
into play is given.

The Scenario

It is spring in El Dorado County. For
two weeks thunderstorms have lashed at
the countryside; flash floods and land-
slides are reported in the hills and moun-
tains around Promise City. As the weath-
er subsides (“the worst gully-washer in
forty-odd years,” say the old-timers)
rumors of a great “devil-beast” are heard
by traders doing business with some
Indians in the mountains. The monster
was supposedly released by the powers
beyond during the height of the storm’s
fury, and now roams the hills at will.
Some of the Indians believe that the
beast, which they call The Avenger, was
sent to destroy the white man and return
the land to its original occupants. Other
Indians, including most of the ones claim-
ing to have seen the beast, regard the
creature as evil and potentially hostile to
all men.

These rumors are heard in the bars
and taverns of Promise City, but are
usually told with great derision and ob-
vious amusement or contempt. Soldiers
from Fort Griffin regard the rumors as a
possible prelude to a general Indian
uprising, believing the story to be the
vision of a medicine man.

As time progresses, ranchers near the
mountains discover the tracks of some
unknown creature, unlike any tracks
ever seen before. Many people regard
them as a hoax, though the ranchers
finding the tracks swear they aren’t.
Some reports of missing cattle are made
known in the same area. Finally, a lone
rider enters town, obviously panicked
and having ridden hard for most of the
day, and tells a tale of having met a huge
reptilian beast in the mountains that
attacked his party. He doesn’t know
what has happened to his friends, who
rode off into a canyon to escape the
creature.

When a posse is organized and goes
into the area, the men discover the
bodies of two of the missing men, par-
tially devoured, and their mounts. Giant,
three-toed tracks cover the area and
lead away from the site, but the ftrail is
lost as it enters rockier ground. The
bodies of the men and animals show the
marks of teeth larger than anything
known, and the members of the posse
believe it is impossible for this to have
been the work of Indians or any other
humans. The town marshal posts a re-
ward of $50,000 for the killing or capture
of the monstrous predator.

Referee’s Information

The thunderstorms caused a land-
slide, opening a natural cavern in the
mountains. Through an unusual combi-
nation of geological circumstances, a
Tyrannosaur was trapped in that cavern
millions of years ago and preserved alive
but in hibernation; the rain waters washed
away the surrounding rock cover and
awakened the slumbering giant. It is
now roaming about the country in search
of food, and relishes the new diet of
horses, cows, and humans it finds in the
rough terrain. It has no established lair,
but wanders freely in a fifty-mile radius
around the place it emerged from. It
fears nothing. Unless cut short by act of
man or God, it has a life expectancy of
another 50 years.

Some basic information on the Tyran-
nosaurus Rex will be helpful in running
the adventure. The creature, by the best
paleontological figuring available today,
weighed eight tons in life, stood twenty
feet high and had an overall length of
forty to fifty feet. It moved with a wad-
dling gait, using its tail to counterbal-
ance its head and chest as it moved. It
was fairly fast-moving, despite the ap-
parent clumsiness of its motion.

While Tyrannosaurs existed, some six-
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ty million years ago and more, they were
at the top of the ecological food chain
and preyed on any and all creatures
across the American West and Asia.
Their jaws were four feet long and jam-
med with four- to six-inch-long teeth.
Tyrannosaurs had thick hides and were
probably dark in color (black, grey, or
reddish). Their forelimbs were useless
as weapons and served only to help
them get up from the ground after resting.

One of the books listed in this article’s
bibliography (The Day of the Dinosaur)
discusses some of the finer aspects of
dinosaur hunting, supposing that such
was possible to the modern sportsman,
and tells about shooting Tyrannosaurs
in particular. It ain't easy, pard. First of
all, it is difficult to say what the best
place is to shoot at. A Tyrannosaur has a
very tiny brain (though with highly deve-
loped reflexes and senses), and head
shots are not necessarily fatal. The heart
is the best aiming point, but the de
Camps note that the average Tyranno-
saur heart weighed somewhere between
fifty and one hundred pounds and a
direct hit with an elephant rifle would
probably only slow the creature, rather
than kill it immediately. Shots put else-
where are a waste of time, and are dan-
gerous for the hunter besides (who, in
such cases, quickly becomes the hunt-
ed).

The Boot Hill characteristics of an
adult Tyrannosaur given below are arbi-
trary, of course, but are based on all
available information. The statistics may
be modified as desired, but in any event,
it is recommended that it be very hard for
a character to kill a dinosaur of any kind
with only one shot. The stopping power
of weapons in the 1800's was not as
great as the weapons the de Camps
spoke of in their discussion, and besides,
a prolonged gunbattle will generate more
excitement in the game.

An interesting side note: Paleontolo-
gists (fossil-hunters) and other scien-
tists were unaware of the existence of
Tyrannosaurs until the late 1800’s and
early 1900’s, when several skeletons were
discovered in Montana. Any scientists in
the time of Boot Hil, might, however, be
aware of the fossils of related species,
such as Megalodon and Antrodemus
(which were discovered earlier than Ty-
rannosaurus),

Tyrannosaurus Rex in Boot Hill:
Strength: 250
Speed: 27" tactical scale; 4 hexes/turn
strategic scale. (Tactical scale turns are
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10 seconds long; strategic turns are an
hour long.)

Attacks: One every turn (10 seconds)
for 2-11 wounds (1d10+1) per bite. Roll
for the effects and location of each wound
separately.

To hit: 85% base chance; modifiers for
target condition (obscured, moving, etc.)
apply, as well as modifiers for the wound-
ed condition of the Tyrannosaur.

Range of Attack: From where it stands,
a Tyrannosaur has a “reach” of three
hexes, tactical scale (about 18’), when it
leans down to bite at someone. The
Tyrannosaur will attack last in order in
each turn that it attacks.

Morale: 100%. Absolutely fearless.

Additional notes: A Tyrannosaur can-
not be stunned unless dynamite is used
(see Dynamite Rule below). All minor
characters must make an immediate mo-
rale check at -60% upon first confronting
this monster, fleeing immediately if they
fail. Characters firing weapons or shoot-
ing bows at a Tyrannosaur have a +15%
to hit due to its large size.

Hit Location Chart for Tyrannosaurus

Light Serious Mortal

Di )
ice Location Wound Wound Wound

01-20 Tail 01-80 81-00 ---
21-50 Rear Leg** 01-60 61-00 ---
51-55 Forearm** 01-70 71-00 ---
56-75 Abdomen 01-50 51-99 00
76-85 Chest 01-40 41-95 96-00

86-00 Head & Neck 01-40 41-98 99-00
** 01-50 = Left, 51-00 = Right.

A result of Light Wound means a
deduction of 3 points from the Tyranno-
saur’s strength; a result of Serious Wound
deducts 7 points. If a Mortal Wound is
received, the Tyrannosaur will continue
to fight for 1-10 turns before collapsing
and dying. During that time it will move
at half normal speed and have a base
chance of 45% to hit a target, making
one attack every two turns until death.

If the Tyrannosaur’s strength is reduc-
ed to zero of less from non-mortal
wounds, it becomes unconscious and
has a 30% chance of dying 1-10 hours
later. Thereafter, if it survives, it regains
one strength point per day, to a maxi-
mum of its original strength. If captured
alive, it must be fed its own weight (8
tons) in raw meat every month to keep it
healthy. It will also be active and ex-
tremely dangerous, and any keepers will
have their hands full!

Using the above chart, there is a 1%
chance of inflicting a mortal wound on
the Tyrannosaurus with any single shot.
Referees should adjust hit location to
take into account attacks made from
ground level, since these beasts had
hips 10’ off the ground and knees 6’
high. An Indian warrior with a tomahawk
would score a hit on a location between
01-50 on the above chart (a leg or tail)

X
.
P&O“

. 6 .
3¢
Q¢

Dragon

unless the dinosaur bends down to bite
him; if that happens, hits may be regis-
tered elsewhere on the body or head.

The Dynamite Rule

For every two sticks of dynamite used
against a Tyrannosaur in one attack,
there is a cumulative 50% chance of
stunning it for one turn (10 seconds), a
25% chance of inflicting a wound or
wounds (d10: 1-2 = one wound, 3-5 = two
wounds, 6-8 = three wounds, 9-0 = four
wounds), and a cumulative 10% chance
of killing it outright. This percentage is
reduced by 20% (for stunning, wound-
ing, and killing) for each 2" (12’) that the
monster is distant from the explosion.
For example, 20 sticks of dynamite ex-
ploded 4" (24’) from a Tyrannosaur has
a 460% chance of stunning it (500-40=
460), a 210% chance of wounding it (250-
40=210) and a 60% chance of killing it
(100-40=60). Treat any amount of dyna-
mite greater than 40 sticks as 40 sticks.

Good luck, and
have a fast horse!

hoping you
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How to ease the

by Paul Montgomery Crabaugh

Everyone seems to have a place in Boot
Hill except the player-characters, who have
to be content with a place on Boot Hill. They
wander in out of nowhere, invariably caus-
ing much havoc and then moving on.

Mind you, it doesn't have to be that way.
A player can simply define his character as
being the local deputy, or whatever; how-
ever, it seems that most players are reluc-
tant to do that.

Nor is this attitude necessarily born of
timidity. The Deputy, for example, would
clearly have certain advantages over the
other characters, and the players may be
reluctant to claim a clear advantage for
themselves.

The impartial (and usual) way to deter-
mine matters such as this is to roll on a table
(May I have the envelope, please?):

Roll Character Background
MALE CHARACTERS

01-06 Gunman

07-11 Gambler

12-16 Rancher

17-19 Bartender
20-23 Lawyer

24-27 Bounty Hunter
28-30 Deputy Marshal
31-33 Detective

34
35-38
39-44
45-47
48-49
50
51-52
53-54
55-59
60

61

62
63-65
66-67
68-69
70
71-74
75-77
78
79-80
81-83
84-85
86
87
88
89-91
92-95
96-00

01-05
06-08

Miner

Wells Fargo Agent
Cowboy

Stage Driver
Homesteader
Merchant
Gunsmith
Blacksmith
Drifter

Secret Service Agent
Clerk

Sheep Rancher
Foreigner
Teacher
Preacher

Scout
Cavalryman
Cavalry Officer
Banker
Craftsman
Doctor

Dentist
Photographer
Author

Artist

Deputy Sheriff
Reporter

Indian

FEMALE CHARACTERS

Gambler
Rancher

Boot Hill™ identity crisis

Vol. V, No. 8
09-13 Bartender
14 Lawyer
15-16 Detective
17 Secret Service Agent
18-23 Clerk

24-30 Foreigner
31-38 Teacher
39-43 Doctor

44-47 Dentist

48-52 Photographer
53-58 Artist

59-62 Author

63-64 Reporter
65-72 Secretary
73-81 Saloon Girl

82-88 Indian
89-90 Nun
91-00 Widow

Before anyone asks, I'm not notably
chauvinistic— but the times were.

It should be noted that if you were to use
these tables to populate a town, it would be
a very strange town indeed. The idea is not
to reflect the population, but to recreate the
mix of character types you find in west-
erns-especially the older westerns and
new old-style westerns (respectively typi-
fied by Rio Bravo and Breakheart Pass),
where there was more variety of charac-
ters; newer westerns tend to divide the
population into three classes: cuties, killers
and bodies.

How are we doing it?

subjects.

turns per month.

informed.

SCHUBEL & SON is the company that is making play-
by-mail gaming a real part of the adventure gaming hobby.

® | arge scale games on both fantasy and science fiction

® Professional staff of full time gamemasters.
e Fast turn around times for turns. 90% of all turns are in
our office four days or less. We process nearly 4,000

* Monthly newsletters on our games to keep players fully

Find out about the best in play-by-mail games: Starmaster,
The Tribes of Crane, and Arena Combat.

Here we do it right!

Send to SChubEl & SON

PO Box 214848
Sacramenia. CA 95821

FF RING A FULL L E OF FANTASY AND WAR GAMES

PLUS — Over 1,000 Science Fiction and Fantasy Paperback
Titles, Hardcovers, Trade Paperbacks, and Calendars
Send $1.00 (Refundable With Your First Order) ta:

The Fantasy Catalog / P.O. Box 14752 [ Austin, Texas 78761
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THE TEMPLE ofF POSETDON

by Paul Reiche lll

| wrote The Temple of Poseidon early in the spring of 1980 as part
of an application for employment at TSR Hobbies, Inc. Having grown
tired of fourteen straight years of school, | decided to take some time
off from college and work full-time for a change. The problem was
where to find a job. | had already had several, all of which were boring
or (as was with the case with piano moving) physically undesirable.

A year earlier, TSR had hired my good friend Erol Otus as a staff
artist. After visiting Erol out in the chilly wastes of Wisconsin, and
learning that—contrary to what | had heard—the men and women of
TSR were not evil, hateful creatures, | decided that perhaps a job
with TSR was the kind of change | was looking for. So with several
years of playing experience and authorship of two fantasy role-
playing supplements under my belt (Booty and The Beasts and The
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Necromican co-authored with Mathias Genser and Erol Otus) |
started work on the Temple of Poseidon.

In designing the module, | drew upon two of my favorite fantasy
authors, H.P. Lovecraft and Clark Ashton Smith, for a mood. | at-
tempted to balance the hack-and-slash elements of the work with
sections that required mental effort. In order to make the module as
fresh and unique as possible, | purposely chose some rarely used
Monster Manual beasts (in addition to the monsters | created).
Although | have learned a lot since | wrote the module, | am still quite
pleased with it.

Well, I did end up getting a position with TSR and have been
working away quite happily for more than half a year now in the
development and design departments. When | learned of an oppor-
tunity to have The Temple of Poseidon considered for publication in
Dragon magazine, | eagerly investigated the possibility—and the
end result can be found on the pages which follow this one. |
sincerely hope that both the Temple's players and DM's enjoy ex-
ploring its heinous depths as much as | enjoyed designing them.
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THE TEMPLE OF POSEIDON

BACKGROUND

For the past several days, dozens of strong earthquakes have
rocked the coastal area surrounding the underground Temple of
Poseidon. Since the first quake, there have been a growing number
of reports of strange events and macabre occurrences throughout
the area. Several families near the temple have abandoned their
farms and refused to return. They claim to have been terrorized by
inhuman specters who prowled about their farms late at night. One of
the farmers says he found a farm animal crucified and eviscerated in
a ritualistic fashion on his front porch.

Following the first tremors, all communications with the Temple
of Poseidon, seemingly the center of the troubled area, were cut off.
Messengers dispatched to the temple to request guidance from the
Holy Oracle located there have not returned. Now the darkness has
spread to this town. Unnatural births have occurred. Strange cries
can be heard in the night, and there is a cowl around the moon.
Magical divining has proven useless in naming the dark forces that
invade.

Many of the townspeople have already abandoned their homes
and those who remain have but one recourse left: They have sent out
a cry for hardened adventurers, experienced in dispatching evil.
They must travel to the temple to discover the fate of the men there,
and, if possible, elicit their help in destroying the growing heinous
power.

SUGGESTED PARTY COMPOSITION
This is a dangerous quest! A strong party and experienced
players are required to succeed in the mission with minimal casual-
ties. Seven to ten characters of mixed class are recommended with a
combined total of at least 70 levels. The adventurers should also be
well equipped with magic spells and weaponry.

START

The party leaves the town just before dawn and. arrives at the
coast unmolested, late in the day. They must make the final leg of
their journey by boat. The craft supplied for the mission are 8 feet
long and about 3 feet wide. The boats fit 4 characters each, and can
be paddled at the rate of 8" per turn.

The adventurers make their way up the coast and reach the
temple’s entrance. Two dark openings lead into the cliff, the one on
the west slightly larger than the east. About 30 feet up and further to
the west there is a slight depression in the rock face, but little else can
be seen of it.

The adventure begins here with the party entering one of the two
dim cavern entrances.

NOTES FOR THE DUNGEON MASTER

The party must choose which of the two openings it will enter. In
either case, they must light torches or lanterns, for, unless otherwise
noted, the entire cavern and temple areas are dark. The sides of the
cave are covered with barnacles, anemones and various small crus-
taceans. Unless otherwise stated, the depth of the water is from 11 to
20 feet. The water is murky, nearly opaque. The ceilings vary in
height from 6 to 25 feet (always 25 feet above beaches or bridges),
and are covered with moss and small sharp stalactites. The walls are
wet and smooth, making climbing impossible. All of the bridges are
high enough to allow passage beneath them.

At one time, magical fields protected this cavernous area from
transgression by dangerous sea beasts. However, the protective
fields are now, for the most part, gone. The only portions of the
enchanted wards that still function restrict all flight and levitation in
the cavern, and will negate light produced by a magic spell or item.

The temple complex itself (areas 8-19) is made of stone, and
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should be treated as an ordinary dungeon for most purposes. The
wards preventing flight and illumination do not operate here. Due to
the extremely moist air, fireballs and similar flaming weapons do only
2/3 normal damage. There is a 10% chance per turn of encountering
wandering monsters while in the cavern or temple structure.

The walls of the aliens’ subterranean complex (everything
beyond room 19) are made of an unknown substance that has the
qualities of plastic and steel. Due to this material, both teleportation
and dimension doors are impossible. The material is nearly in-
destructible, and will reflect all light or energy directed at it. There is
no chance of encountering wandering monsters while in this area.

SWIMMING

In some cases characters might for some reason jump or other-
wise move into the water. It is to be assumed that every member of
the party knows how to swim. However, this does not grant any
adventurer the ability to do the breast stroke in full plate mail. An
unemcumbered human swims at 6" per turn. If he is wearing clothes,
boots, and the other assorted oddities most characters carry, then he
will swim at 4" per turn. If he enters water wearing leather armor, he
must roll 1/2 his strength or less on d20 to move at 2" per turn;
otherwise, he will sink. If someone wearing plate or full chain mail
attempts to swim, he will drop like a rock and drown in 2-8 melee
rounds. Chain mail requires 1 melee round to remove, leather 2, and
plate 4.

There is a chance that drowned characters can be revived after
the body is recovered. The process requires 1 full turn. The drowned
individual's chance of survival is designated by his Constitution x 3
expressed as a percent. If the roll is made, the person will revive but
have -4 to his Constitution, Strength and Dexterity for 1 day. If the
roll is failed, the drowned character will die.

WANDERING MONSTER ENCOUNTER CHART

If the dice indicate that the party is to meet a group of wandering
monsters, they will meet one of the following (roll 1d6). Every time
they meet one of the groups, cross it off the list and next time choose
only from those groups not yet encountered.

1. 2-8 (4 hit dice each) Vampiric Ixitachitl

2. 1-4 Giant Lizards

3. 1-10 Troglodytes

4. 1-3 Umber Hulks

5. 1-12 Lizard Men

6. 1-4 Giant Killer Frogs plus 1-4 Poisonous Frogs

AREA AND ROOM DESCRIPTIONS
Area 1. [You find your way blocked by a sandbar which fans out
into a small beach. The shortest path across the sand is only about
15 feet long and lies next to the west wall. Due to the shallow draft of
your small vessels, it should be easy to pull your boats across the
obstruction and continue on.]

The benign appearance of the sand is a carefully wrought decep-
tion. Just a few feet beneath the surface of the beach lies the dread
Subsilicate Cephalopod, also known as the Sand Squid, which will
erupt from beneath the sand and attack the characters as they pull
their first boat across. Due to the beast's adaption to the dry, gritty
environment, it has grown a thick hide, giving it an armor class of 4.
The creature has 8 hit dice (56 hit points), and movement 6”". It
attacks with its six 20-foot-long tentacles, each of which constricts for
2-12 points damage. Each separate tentacle can take 5 points of
damage before it is rendered useless. When something comes
within 5 feet of the main body, the Sand Squid may attack with its
pointed beak. If this blow is successful, the attack will inflict 3-24
points damage and coat the target in a viscous acid slime which will
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burn for 3 melee rounds, doing 2-16 points damage each round.
Neutralize Poison will render the goo inert. If 4 tentacles have been
incapacitated, the monster will retreat 15 feet beneath the sand and
wait for less dangerous prey to wander past.

Area 2. [In the middle of the cavern is a low, sandy island with a
stone path traversing it. Two bridges arch off either end of the isle
and lead into dark openings in the cavern walls. A marble bench is
located slightly off the path in the center of the island.]

This area is a resting stop along the temple’s Path of Meditation.
If anyone ventures onto the island, he will be attacked by a group of 3
Sea Lions. Each of this pride can reach up to 15 feet inland and
attack with its 2 claws and mighty bite for 1-6, 1-6 and 2-12 points
damage, respectively. The beasts have 6 hit dice (43, 37, 35 hit
points), armor class 4, and movement 18". They will attack until slain.

Area 3. [You enter a large grotto about 100 feet in diameter. The
area is dimly lit by 2 urns filled with burning oil, set into the walls on
either side of the cavern. To the southwest there is a dock with steps
leading up to a raised platform.]

Little do the adventurers realize that the pool beneath them is 100
feet deep and contains the temple's guardian, a mammoth Plesio-
saurus. The 60-foot-long dinosaur resembles a huge snake with a
bloated midsection and small fin-like flippers. The guardian wears an
enchanted metal chain about its neck which gives the beast powers
of telepathy, diminution and limited intelligence. Once the boats
have reached the center of the grotto, the Plesiosaurus will rise up
and block their way to the dock. For the next 3 melee rounds, the
creature will probe the minds of the party. If the beast is not attacked,
at the end of the 3 melee rounds it will smile a toothy grin and sink,
letting the party pass by, having realized the purpose of their visit.

However, if attacked, the Plesiosaurus will retaliate. The dino-
saur has 20 hit dice (hit points 139), armor class 7, and movement
15", It will slash with its two front flippers for 2-12 points damage
each, and bite for an additional 5-20. The guardian can crush a boat
in 1 melee round by wrapping its tail around the vessel and constrict-
ing, sending all passengers into the icy waters. The magical chain
the dinosaur wears will function only for the Plesiosaurus.
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Area 4. [Your passage is brought to a halt by a large, sandy area
that completely blocks your path. The beach extends at least 30 feet
inland; from somewhere in the darkness ahead on the beach you
hear a wet, slapping sound.]

Just beyond the party’s vision stands a complement of the
Locathah Warrior Elite, outfitted for surface travel in rubbery, mois-
ture suits, and wearing spherical, water-filled, transparent helmets. If
any of the party rolls an 11 or 12 on a 12-sided die, he will see
movement ahead and a glimpse of light that is reflected off the
Locathah's bubble helmets. The fishmen recently learned of the
temple’s new vulnerability. They are investigating the caverns for
future assault. Among the group of 10 are 7 warriors, 2 leader-class
fighters and 1 great chief. Each warrior has 16 hit points, armor class
6, and movement 4". They wield bladed lances that strike for 1-10
points damage. The leader-class fighters have 18 hit points, armor
class 6, movement 4”. They use large, barbed tridents that strike for
2-16 points damage each. The chief has 30 hit points, armor class 4,
movement 6”. He carries a +2 two-handed sword that strikes for
6-24 (2d10 + 4) points damage, and can sweep in a circle, striking up
to 3 targets in a round if they are no more than 10 feet away. The
bubble masks are armor class 0 and take 5 points of damage before
they are shattered. Any Locathah without a mask must roll 5 or 6 on a
6-sided die to continue fighting. Otherwise it will run for the nearest
water to avoid painful asphyxiation.

Due to the strange anatomy of the Locathah hand, all their
weapon grips are cumbersome to the human grasp. Any person
using one of these items will attack at -2 and do half damage. The
leader wears a ceremonial necklace, containing 5 opal gems, each
of which are worth 1,000 gold pieces.

Area 5. [The cavern ahead narrows to a passage 5 feet wide.
You travel at half speed. The walls of the cavern are coated with
small, furry spiders, about 2 inches in diameter.]

The spiders are completely innocuous and can be killed with a
torch’s flame. The true dangers hide within shadowed recesses in
the cavern wall. They are 3 Subterranean Lizards. Each lizard has 6
hit dice, (hit points 40, 36 and 12). When the boats pass by their dark
abodes, the reptilian beasts will lunge out and snap at their op-
ponents for 2-12 points damage. The lizards expose only a small
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portion of their 20-foot-long bodies, and so have a modified armor
class of 2.

Area 6. [Your journey is again impeded; a broad expanse of
sand blocks your way. The light of your torches partially illuminates
the area in front of you, and a bizarre, lumpy terrain can be seen. You
detect something moving, just beyond the light of your torches.]

As the boats approach the beach, 3 fearsome beasts with the
looks of Eye Tyrants rush out of the shadows. They are, in fact, Gas
Spores! The darkness assists their naturally deceptive appearance,
and there is only a 25% chance that the party will recognize the
fungoids as anything but Beholders. The plant-like monsters attack
by touching their opponents, needing a 10 or better to do so. If one
succeeds, it will inject thousands of spores, which will begin to grow
inside the victim. Unless a Cure Disease spell is cast upon the
afflicted person, he will fall into unconsciousness in 15 turns, and
burst open, releasing 2-8 new gas spores, 24 hours later. If any one
of the gas spores is struck, it will violently explode, inflicting 6-36
points damage (save = half damage) to all within 20 feet. If either of
the other two gas spores are within the explosion radius, there is a
33% chance that they will explode as well.

If the party ventures up the beach, they will find a colony of 6
gargantuan fungus growths, called Screamers. The sessile crea-
tures are a mutated form of Shrieker, and stand over 8 feet tall. Each
has the appearance of an enlarged common mushroom, differing
only in its reddish-purple hue. Every fungus has 5 hit dice (31-40 hit
points), armor class 6. Light or movement within 10 feet will cause
the Screamers to use their single form of attack, their piercing
scream. Everyone within 25 feet will take 3-18 points of sonic dam-
age and will be stunned by the shriek for 1-10 melee rounds. If those
in the area make their saving throws, they take half the damage and
suffer no stun effect.

Area 7. [The tunnel dead ends and there is no way out but the
way you came in. Your boats seem to be scraping on something just
beneath the surface of the murky water.]

The rasping sound is produced by the bottoms of the boats
scraping the tops of Giant Sea Spiders’ lairs. Within the fibrous
abode dwell dozens of these huge arachnids, each over 6 feet in
diameter. The creatures will climb up into the boats at the rate of 1 per
melee round; roll randomly to ascertain which craft is attacked. Each
spider has 7 hit dice (44 plus 1-12 hit points), armor class 5, move-
ment 15", and can bite for 1-6 points damage. In addition, the spiders
inject a venom which wilt paralyze their victims unless a save versus
poison is made. Even if the saving throw is successful, the effects of
the poison will still retard the victim's movement, causing him to fight
and defend at -3 for 1-10 turns.

Area 8. [The platform is made of marble and is obviously the
dock and main entrance to the temple. Tall, stone pillars frame the
open doorway. The wide double doors have been broken outward
and hang at a skewed angle the wall. Slimy tracks leading into the
temple show signs that sea beasts have entered the complex, and
that the area is indeed unguarded. Burned remnants of torches hang
on the walls. No sounds emerge from the black opening. There is
only darkness.]

Room 9. [These four rooms are furnished as temporary housing
for those nobles and wealthy merchants who often visited the oracle
within the temple for guidance. Each room has a thick, oak door,
holds a desk, two chairs, a large wardrobe and a bed of water
contained in a magical field of retention. Each room is detailed
below:

A. Empty, aside from that mentioned above. However, a crack
runs across the center of the room's floor and one side of the
floor is 1 foot lower than the other.

B. A horrid stench comes from this room. Inside one will find a
man and a woman, both clothed in lavish robes, lying dead in
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long-dried pools of blood. In one hand the man holds a
dagger, stained red. A carefully scribed note, written in the
common tongue, rests on the desk and reads as follows:
“We have at last retreated to our own room. The priest, our
only hope, is dead. | think my wife and | are the last ones left.
The great upheaval sank all of the boats and broke the wards.
Our only escape route is cut off. We are doomed. There is but
one choice we have left: Either we take our own lives, or we let
ourselves be slain by those hideous things out there, who will
steal our souls as well. We have no alternative. Farewell.”

C. Obviously a well-to-do tradesman lived here, for the room is
hung with rich tapestries and the wardrobe is filled with fine
clothing. If the pockets of the clothes are searched, the party
will find 20 platinum pieces and a finely cut sapphire gem
worth 1,500 gold pieces.

D. The door to this chamber is slightly ajar and quite warm to the
touch. If anyone attempts to listen at the portal, there is a 50%
chance they will hear high-pitched keening, interspersed with
a low, rumbling sound, probably a voice. When the door is
opened, the adventurers will find a truly strange spectacle
before them: In one corner of the room, huddled in a fetal
position, is a haggard, wild-eyed human. From his loud rant-
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ings, it will be clear that the man is insane. Looming over him
is a 12-foot-tall, reddish-skinned humanoid, pleading with the
madman. After a few seconds, the large creature, an Efreeti,
will turn around and beg the party to help his sick master by
removing the horrid cursed amulet from about his master's
neck. If any of the party complies with this request, the Efreeti
will immediately attack that person, shouting, “And so | fulfill
my final command; to attack those who assault my master or
attempt to take his possession.” The enchanted creature,
actually a Pasha noble, has 11 hit dice (88 hit points), armor
class 1, and movement 9” walking, 24 flying. Aside from his
numerous Efreet powers, he may strike with each great claw
for 3-24 points damage each. Due to his elevated position in
the Efreet hierarchy, the Pasha has been granted the ability
to breathe magical fire once per day in a cone 25 feet long and
15 feet wide. All caught within the burning area will suffer 4-32
points damage, unless they make their saving throws, in
which case the damage will be halved.

Once the person holding the mystic amulet has been slain
or subdued, the Efreeti will snatch the item and shift to the
astral plane to make good his escape. If the party refuses to
remove the amulet, the devious creature will use his cunning
to make the characters either, take something from the insane
man, or attack him, as either act would fulfill his last command
of releasing the Efreeti from bondage. He will insult, degrade,
and verbally abuse the adventurers. The reason for the
Pasha’s strange behavior is due to the nature of the neck-
piece the insane man wears. Once per week, for a maximum
duration of 3 hours per use, this item may summon the Efreeti
from his home in the City of Brass to perform 1 command for
the holder. The single limitation to this device is its inability to
force the Efreeti to grant wishes. If the beast is slain, 1 month
will pass before he recorporates and is able to be summoned
once more.

Room 10. [The large room you have just entered is evidently
some sort of refectory or commons. There is a crack across the
room, leaving one side of the room 6 inches higher than the other. In
the middle of the chamber there is a 30-foot-long, stone table,
surrounded by 21 chairs. On the north wall there is a large hearth
with wood piled beside it. Against the west wall there are various
utensils for use in food preparation. In the northwest corner there is a
covered pit used, no doubt, for refuse disposal. The walls are cov-
ered with bas reliefs of tremendous sea beasts, such as the Great
White Shark, Leviathan, and Devil Kraken. One design, however,
seems to be slightly obscured, as though the wall were fused
smooth.]

This “fused” wall is actually covered by a large (25 hit point)
Ochre Jelly, turned gray through adaptation to the environment. This
slimy beast will remain stuck to the stone until something comes
within 5 feet. The jelly will then drop off the wall onto an area 10 feet
wide by 15 feet long, burning those in the area for 3-12 points of
caustic damage. The amoeba has armor class 8, movement 3”. It
attacks by sending out up to 3 pseudopods per melee round, each of
which strike for 1-8 points damage. Unlike the non-mutated ochre
jelly, this beast is immune to fire and cold-based attacks.

In addition, deep within the pit there are 3 salt-water equivalents
of the Carrion Crawler. Like their land-going brethren, each has 3
plus 1 hit dice (23, 20 and 17 hit points), movement 12" and armor
class 3/7. The creatures attack with 4 five-foot-long, tongue-like
tentacles, which each hit for 1 point of damage, and secrete an
enzyme that paralyzes their opponents unless their victims make a
saving throw versus poison’. Since the Carrion Crawlers are so deep
in the pit, it will be 10 melee rounds before they arrive at the surface
and can attack the party. They will not follow the adventurers out of
the room.

THE PATH OF MEDITATION
This smooth stone path was used by the temple’s residents for
solitude and contemplation. The walls of the trail are covered with
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frescoes. Every few yards the wall paintings display a different scene
from some myth concerning Poseidon.

Area 11. [This is a sunlit room, containing neat rows of flowers.
The light is supplied by a clever arrangement of prisms and mirrors
that bring the sun’s rays from the surface. Two marble benches,
located in dark, shadowed recesses, face the flower beds. They are
surrounded by the shards of a shattered crystal bowl. There are 4
different sections of flowers; a single set is located several feet from
the other three.]

The northernmost bench is actually a Killer Mimic, which will
attack anyone coming within 5 feet. The creature extrudes a member
from its body and punches its opponent for 4-12 points damage. The
Mimic has 9 hit dice (50 hit points), armor class 7, movement 3". All
weapons striking the Mimic will adhere to the monster’s skin due to a
powerful glue. The weapons may be wrenched free in 2-8 melee
rounds by a character who rolls his strength or less on d20. The
mimic will not move out of the shadowed alcove due to its strong
aversion to sunlight.

The isolated section of flowers consists of a variant of the car-
nivorous Venus flytrap. The plants look like a normal blood-red
flower, with a thick stalk. These Cannibal Carnations each have 2 hit
points, armor class 8, and movement 0. If something ventures within
the range of the ravenous little devils (usually about 3 feet), the plants
will bend toward their target and expose their hidden jaws. At any
time when a target is in range, from 1-10 of the beasts will be in a
position to attack that target, inflicting 1 point of damage each. Every
Cannibal Carnation contains 1 seed which, if planted, will sprout and
grow into an adult within 1 week.

Area 12. [You travel up 25 feet of steps and reach an opening in
the wall, into which sunlight pours. This opening leads to a semi-
circular, amphitheater-like balcony that looks down on the crashing
surf. The floor is made of marble, and pillars reach 35 feet up to the
rock ceiling. In one end of the balcony lies a huge pile of sticks, grass
and small rocks. Mewing sounds come from behind it.]

The adventurers have chanced upon a Dragonne nest. Behind
the pile of sticks and grass lie a female adult and a young male cub.
The adult male will return from outside in 1-4 melee rounds, and
attack the party if they are still there. The female will attack if anyone
approaches within 10 feet. She has 7 hit dice (47 hit points), armor
class 3, movement 15"/9". The creature attacks with 2 claws and a
bite, doing 1-6, 1-6 and 2-12 points of damage respectively. The cub
has only 1 hit die and cannot attack, but could be trained as a pet or
guardian once full-grown. The male has 9 hit dice (68 hit points),
armor class 2, movement the same as the female; he uses his claws
for 1-8 each, bites for 3-18, and can produce a tremendous roar as
well. The deep bellow will cause weakness to all within 100 feet and
will deafen all those within 30 feet. The weakness results in half
strength for 2-12 melee rounds. The deafness will last a similar
length of time and, in addition to ruining the victim’s hearing, will
cause him to fight and defend at -2 due to disorientation.

Among the detritus making up the Dragonne nest, the adventur-
ers may find a brass ring which allows the wearer to regenerate as
per a Troll. The chance of finding the ring is 10% times the number of
party members who search— but even if a dice roll indicates suc-
cess, the search must be continued for 3-6 turns to be fruitful.

Area 13. [As you walk along the footpath, you come to a wide
crack in the wall. Strange, cheesy odors come from the fissure.
There is a slight luminescence produced by odd fungus, half reveal-
ing a 4-foot-wide tunnel going back into the rock. If you continue, you
will find your eyes adjust rapidly to the pale green light, and torches
are no longer needed. The tunnel leads to an irregular cavern, about
30 feet wide, which is covered with lichens, molds and various types
of mushrooms.]

The party is attacked by a colony of 7 Myconymphs, a race of
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intelligent fungi. The creatures stand 7 feet tall, and are spindly in
build, having thin arms and legs. They have vaguely humanoid
features but from various parts of their bodies hang oddly-shaped
bunches of mold. Each has 4 + 1 hit dice (25 plus 1-8 hit points
each), armor class 7, and movement 9”. They attack by flailing their
opponents with their thin arms for 1-4 points damage each. The
Myconymphs also bite for 1-3 points damage, and a successful bite
will inject a soporific venom that will cause total immobility for 1-6 full
turns. A saving throw results in a slowing effect, which will halve
Dexterity and movement for 1-10 melee rounds. The flesh of the
fungus-men is deadly poison to all humanoids.

Area 14. [Crossing the bridge, you enter a square cave, lit by a
nearly exhausted oil lantern. In one corner sits a large fountain and
basin. Water pours from the mouth of a fearsome sea-serpent statue
whose eyes are made of emeralds, each worth 6,000 gold pieces.
The floor is made of uneven mounds of sand.]

If someone attempts to pluck the valuable eyes from the fountain
statue, a Water Weird will spring forth from the basin and attack the
offender. The Weird has 25 hit points, armor class 4, movement 12"
up to 10 feet away from the pool. It can strike one enemy up to 10 feet
away each melee round, hitting on an 11 or better. The victim must
save versus paralyzation or be drawn into the water. While the Weird
lives, the character cannot be removed. If 4 melee rounds pass
without other party members having destroyed the Water Weird, the
victim will have drowned. Sharp weapons do only 1 point of damage
to the creature, but blunt ones do full damage. Cold spells slow it, fire
does half damage, and a Purify water spell will kill the creature. If
slain, the Weird will re-form in 2 melee rounds.

Room 15. [The area is filled with rows of beds, 40 in all, and in
the western third of the room there are tall stacks of books. Next to
each bed there is a small table on which rest writing tools and a small,
glass bowl. On the south wall there is a large, crystalline jar set in a
niche in the wall. This vessel is filled with sparkling water.]

This room served as both acolyte quarters and library. The piles
of books all concern the nature of ocean and sea mythologies found
throughout the world. The crystal water vessel has been enchanted
to remain forever full of pure water to be used by the apprentices in
their meditation rituals. The common procedure to attain enlighten-
ment involved an acolyte filling his personal bowl with water from the
sacred jar, and then slowly walking along the Path of Meditation,
concentrating deeply upon the sparkling motes of light within the
liquid. The magic vessel weighs 15 pounds when empty (but it is
never empty for long!) and will produce up to 3 gallons of water per
melee round.

Room 16. [you pass through a massive iron-bound door into a
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'dimly lit room. On the north side of the chamber there is a'large,

wooden table, a bed and other assorted accoutrements. A shallow
dish made of gold rests on a marble stand beside the bed. It is filled
with water. The room evidently belonged to the arch-priest of this
temple. On the priest’'s desk rest a variety of books concerning
ancient sea lore. In addition, there is an open journal. The first
section is dated 16 days past, and the last entry is only a few days
old. It reads as follows, beginning with the earliest notation:

“Today was truly exciting. We were hit by a rather large
earthquake, the first in decades. The temple suffered a few
cracks in the floors and walls, but no one was hurt and repairs
are underway. One thing does trouble me, though. The wards
barring dangerous creatures from our caverns seem to have
been weakened by the shock; nothing drastic, but | am
concerned.”

The next entry was written a week later:

“More quakes, not as great as the first but damaging
nonetheless. The floor of the commons sinks with each suc-
cessive tremor. Another problem: The protective wards are
definitely weakening. Two acolytes walking along the Path of
Meditation were attacked yesterday. One was badly hurt
before we could drive the beasts off. We can only pray to the
Sea Lord that things don't get worse before help arrives, since
all our boats were destroyed by falling rocks during the last
tremor. The morale of the acolytes is failing. They are afraid
and even miss services occasionally. One claimed to see an
inhuman apparition late last night.”

Four days later:

“Something unspeakably bad is happening here. The
monstrous specters are a reality. | saw one myself last night.
An evil influence is growing here. Just hours ago one of my
pupils went insane and attacked a group of his friends with a
knife. He killed one and wounded two others before he was
subdued. The visitors here have retreated to their rooms in
fear, and come out only for meals. The wards have failed
completely now, and we are subject to continuous attack.
Worst of all, the oracle is deaf to our pleas. It has not spoken a
word since three days past. Poseidon save us!”

The last entry is two days old:

“We have been attacked by an evil beyond description.
It is the Elder gods, the dark ones who eat time! Only in the last
few hours have | realized what is truly happening to us. Years
ago this area was found to have incredibly high mana, the
power on which all magic feeds. To take advantage of this
natural wonder, my ancestors built this temple on top of the
mana source. How were they to know that they were not the
first? How were they to know that beneath our stone corridors
there resides another complex, built by darkly evil inhumans in
millenia past. The earthquakes must have awakened them,
and now they rise again in their attempt to conquer the world
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for their evil lords! How are we to—Wait, a tremendous
crash in the oracle chamber! Voices, too, | think. | must inves-
tigate.”

The rest of the journal is blank.

The sourthern part of the chamber contains a small library of rare
and arcane sea lore. Included are articles on water-based sorcery
and treatises concerning the dread, dark powers that reside in the
ocean depths. One of the books, bound in the hide of a giant eel, is a
Libram of Sea Sorcery. Following one week of study, the tome will
grant the reader the power to control sea creatures up to 16 hit dice in
size as per a charm monster spell. The power may be employed but
once per day, and the book may be read only once and by only one
character. Another book, written in the language of the Triton, is
entitled The Secret Passage. When it is opened to page 333, a
secret door on the south wall will open into a small passage.

Room 17. [The secret passage continues for 10 feet and ends at
a large metal portal. The portal opens with a slight push and exposes
the entire room to view. Oil lanterns illuminate the small vault, which
is filled with gold, silver, gems and jewelry. This is obviously the
temple’s treasure hoard, valuables acquired from the oracle’s visit-
ors in return for the counsel they received here.]

Before gaining any of the trove in front of them, the party must
reckon with the vault's sentinel, an invisible Guardian Naga. The
creature has 12 hit dice (85 hit points), armor class 0, movement 15",
and can attack physically by constricting for 2-8 points and biting for
1-6. The Naga also spits lethal venom at opponents (once per melee
round) up to 30 feet away, which will slay them unless they make
their saving throw.

Although the Guardian possesses these physical attacks, in this
situation it will opt first to use its magical abilities, for the Naga's state
of invisibility will remain intact as long as it does not move quickly, as
in melee, or use any of its physical attacks. The creature has the
following spells at its disposal: Cause light wounds, Fear, Hold
person, Silence (15-foot radius), and Cause blindness. The Guardi-
an will first cast silence (15-foot radius). All within the room except
the Naga must save or become deaf and dumb, unable to communi-
cate or use spells. The creature will then use its hold spell on as
many targets as possible. Following this, the Naga will quietly pass
through the party, inflicting blindness and light wounds. Its touch is
so light that there is only a 25% chance that anyone will notice
contact. All the spells can be cast only once. Once the Guardian
Naga's magic is exhausted, or if its invisible state is exposed, it will
attack physically until slain.

The treasure consists of the following: 8,763 gold pieces (weigh-
ing about 900 pounds); 322 platinum pieces (weighing about 45
pounds); 15 gems worth 600 gold pieces each; 1 polymorph self
potion with 2 doses left; 1 pouch of Disappearance Dust (2 doses); 1
potion of giant strength (cloud giant) and 1 heavy silver ring set with
an aquamarine gem. The ring will grant the wearer the following
powers:

1. Water breathing, unlimited duration and no depth limitation.

2. Swimming, as per the ring.

3. Once per day the bearer of this ring can fire a bolt of water 30
feet long and 2 feet in diameter. The water will travel 90 feet
before losing its shape. All those in the bolt's path will take
3-36 points damage, be knocked back 1-10 feet, and must
save vs. magic or have their lungs fill with water, drowning
them in 1-3 melee rounds.

However, once slipped on, the ring will graft itself to the victim's
hand and begin turning him into a Triton at the rate of 1% more
change per day. Only 2 Wishes cast simultaneously can enable the
wearer to remove the ring.

Room 18, Oracle Room. [Your party walks down a long, white
corridor. Tall, fluted pillars line either side of the path. Finally, you
come to the end of the corridor and pass through a high arched
opening into a dark room. Your torches reveal the vague outlines of a
huge chamber, about 80 feet long and at least 60 feet wide. The walls
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are carved with seemingly alive ocean scenes. In the west end of the
room there stands a gargantuan coral statue of Poseidon, wielding
his great Trident. The statue has a tail which wraps around a bottom-
less oval pooal filled with cerulean blue salt water. Boulders and rock
fragments surround a ragged opening in the south wall. From this
tunnel come noxious green fumes. In the dust surrounding the hole,
tracks can be discovered. Some appear human, but most are long,
wide swaths, as though something had been dragged across the
area.]

If the party observes carefully, they will find that indeed the stone
sea creatures carved into the walls move very slowly. It is as though a
scene from hundreds of feet beneath the surface were transformed
into living rock. Three melee rounds after the party has entered the
room, the water in the pool will begin to froth and boil. During the next
melee round, the head and torso of a bearded man will form and rise
out of the water, reaching a total height of 15 feet. The man will slowly
survey the room, and then say to the party, “It seems | am too late in
penetrating the barrier. My temple is destroyed.” If no one questions
him, he will disappear is 2 melee rounds. If someone does query the
watery form, that character may ask up to 3 questions which
Poseidon will then answer. After responding to all the questions to be
asked, Poseidon will say the following and then disappear: “If you go
to avenge the deaths of my followers, then drink of my waters in times
of need. But only once in the life of a mortal may you quaff this liquid,
for it is derived from ambrosia and would surely slay any mortal a
second time.”

The pool will then fill with golden liquid. Each character may fill
one container with a portion of the divine liquid. Regardless of how
much is consumed at one time, the following will happen:

1. All damage to the drinker will be cured, back to the number of

hit points with which he or she began the adventure.

2. All poison in the individual's body will be neutralized.

3. All disease in the drinker's body will be eradicated.

If someone partakes of the water a second time, regardless of
how little the character consumes, the drinker will be slain with no
saving throw applicable. The liquid remains potent for only 3 hours,
after which it will transform back into sea water.

IMPORTANT NOTE

Time and the way the party spends it plays an integral part in this
adventure. Exactly 10 turns after the characters descend the spiral
staircase and enter the alien base, the evil priests of Ythog Nthlei will
succeed in freeing their master. The only way to prevent them from
attaining their goal is to kill them before the end of 10 turns. If they
succeed, Ythog Nthlei will instantly move to Room 31 with his treas-
ure: The priests will remain in their room.

Area 19. [The opening in the oracle room leads to a wide rent in
the rock, which angles down. After several hundred yards, you reach
a small chamber. On the south side of the cave there are steps
leading up; however, they are blocked after only a few feet by
mounds of rock and stone slabs. The other exit from this room leads
to a pit 40 feet across and over 100 feet deep. Set against the wall,
spiraling downward, is a long staircase. Six hundred and sixty-six
steps descend to the bottom of the pit. On each step of the winding
stairway there is carved in great detail a representation of one of the
corresponding layers of the abyss. Each scene is more horrible than
the one preceding it. A foul stench grows stronger with every foot you
move downward, and your torches and lanterns begin to flicker and
burn low.]

Room 20. [You leave the spiral staircase and enter the first
passage of this alien complex. The corridor is 8-sided, and the walls
are made of a smooth, gray material. The roof reaches a height of 24
feet. The fitful flames of your torches and lanterns die completely.
However, you now notice that the walls emit a slight glow, granting
clear sight for 40 feet. After walking a short distance you enter an
octagonal chamber. In the middle of the chamber stands a shiny,
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black, four-sided pillar that reaches up into the darkness above you.
All four sides of the pillar are covered with grotesque runes and
hieroglyphics. The north wall opens into a passage; however, a
metallic, web-like barrier blocks your way. Unintelligible, chant-like
whispers are heard coming from further down this blocked passage-
way. Another corridor opposite from the one you came in is unbarred
and extends to the east out of sight.]

If the party wishes to break through the barrier, they must do so
as per bending bars, at a penalty of 10% on the chance for success.
The writings on the onyx column tell the history of this complex. If any
of the party attempts to translate the glyphs, he will read the passage
given below out loud, and then fall silent, reading the rest to himself.
At the end of 1 melee round, the translator will then do one of the
following things (roll d4):

1. Pass out, and be unable to recall anything beyond the section

he spoke out loud when he revives.

2. Finish reading and say that there is nothing more of interest.
However, unknown to the rest of the party, he has turned
irrevocably lawful evil.

3. As the reader progresses through the work, he becomes
increasingly agitated and will not let any of the party members
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prevent him from continuing. At the end of the translation, he
will begin to gibber and babble incoherently, for he has be-
come permanently insane.

4. At the end of the reading, the translator will turn and begin to
speak. However, a bolt of coruscating green energy will leap
from the pillar and strike the character, killing him unless he
makes a saving throw at -3. If he survives, the effects will be
the same as in number 1.

The part spoken out loud goes as follows:

“During the ninth rotation of our galactic cluster in this the
34321st year of our Master’s reign, we, the remaining children
of the Great Lord Ythog-Nthlei do hereby register and sanctify
this, our Holy Base. From these divine depths we shall build
and grow until we have enough strength to release our Father,
Zoth Ommog, from his imprisonment beyond the curtain of
time.”

Room 21. [The chanting becomes louder and louder as you
approach this area. Your party reaches a tall, double door, made of
the same material as the walls. The doors open with a strong push
and reveal a bizarre scene. The room is large and 8-sided. In the
center of the chamber there is a 15-foot-wide brazier roaring with
yellow flames and giving off a foul, green smoke. Set into four of the
walls are triangular grooves 5 feet deep and 12 feet high. Shards of a
smoky, amber-like material surround each groove area. The most
shocking element of this room is its occupants: Around the tall flames
stand 4 loathsome creatures that sway and chant in a most inhuman
fashion. Although the things are clad in long, flowing robes, the cloth
is mostly tatters, and reveals their true forms. Each is nearly 10 feet
tall, and has 2 long, triple-jointed, barbed legs. Extending from a
scaled barrel-chest are 4 thick tentacles which each end in 8 oppos-
ing fingers. The head of the monster, perhaps the most hideous
aspect, is totally inhuman. It is basically heart-shaped, cleaved down
the middle. From either side of the head extend 2-foot-long, comb-
like feelers, similar to those of a moth. Set on either side of the face
are clusters of waving tendrils, each of which end in small eyes,
giving the creature complete peripheral vision. On the bottom of the
face there is a large circular orifice. When the beast opens this ring of
flesh to scream, thousands of writhing wormlike tongues are ex-
posed. As you stand in near shock surveying the inhuman scene, the
creatures turn to confront you.]

These are the priests of the King Ythog-Nthlei, who lies im-
prisoned in the room downstairs. They chant for his release, and will
succeed in this task 10 turns after the characters have entered the
complex unless the priests are slain by then. After being freed from
their bondage by a series of earthquakes, the priests first eliminated
the human temple above and then went about reactivating their
base. They are now in the final and most difficult stages of the task of
freeing their leader from the tomb he was trapped in hundreds of
years ago. The creatures will, of course, attack the party instantly.
Their statistics are as follows: hit dice 7 (hit points 42 + 1-12), armor
class 3, movement 18". Each of the priests is 40% magic resistant
and is immune to poison, acid and cold attacks.

The evil priests attack with their 4 tentacle/hands for 2-12 points
damage each. For every additional appendage that strikes a single
target after the first, the priest will do 1-8 more points of damage,
because he will then begin ripping his opponent apart. The dark
creatures can also attack by extending their many-pointed tongues
and piercing their opponents with them. This assault inflicts 1-6
points damage and will drain one of the enemy’s senses. Roll d6 to
determine which sense is drained:

1 =taste; 2 = smell; 3 = touch; 4 = hearing; 5 = sight; 6 =
psychic or psionic abilities

If the victim makes his saving throw, the sense drain will last only
1-6 melee rounds before the ability returns. Otherwise, the only way
to cure this loss is to cast a Remove curse spell and a Restoration
spell simultaneously upon the afflicted character. If a roll calls for the
draining of a sense the victim has already lost or never possessed,
treat the roll as “no affect.”
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Room 22. [The opening leading from the priest's room connects
to a set of stairs going down. However, covering the first 5 feet of the
opening is a bright orange wall of light. The staircase leads down 100
feet and ends in a small chamber. On the east wall there are two
glowing imprints of human hands, set about two feet apart. The entire
south wall is composed of a set of 2 closed stone doors, criss-
crossed with thick metal bands. Set in the middle of the door is a gold
seal, 3 feet in diameter. Indecipherable writings have been carved
into the disk.]

The orange light is actually a highly magical field of protection,
preventing the priests from descending into the lower chambers. It
wilt affect those who pass through it differently, depending upon what
kind of creature they are. Humans passing through the area will feel
dizzy and confused, but will suffer no other effects. Evil individuals
will suffer the above with intense wracking pains and convulsions, as
well. Any non-human who attempts to pass through the barrier of
light must save versus death at -2. Even if the save is successful,
the creature will still be repulsed, unable to enter the area.

The chamber at the bottom of the stairs is the outer portion of the
prison of King Ythog-Nthlei, who lies in an enchanted slumber
beyond the sealed portal. If someone places his hands on the two
glowing spots, a three-dimensional image of a human sorcerer will
appear and speak the following:

“We have at last imprisoned the Dark King, Ythog-Nthlei,
here beneath his very base. The process cost more than we
could have believed in time and lives. For over 200 years our
brotherhood of magicians has struggled to prevent these sons
of the old ones from releasing their horrible sires. Now only a
few of us remain, but the task is complete. This image is a
warning. Do not, under any circumstances, attempt to enter
the chamber beyond this door. Any transgression into the area
will release the King from his bondage, and will surely spell
your doom.”

The image will then disappear. The doors may be opened at any
time, but it will require the entire strength of the party to break the seal
and the metal bonds holding it shut.

The room behind the gate is dominated by a long slab of marble
upon which rests a monstrous sarcophagus, at least 15 feet in
length. Tall urns filled with some mystic liquid stand burning at either
end of the pallet, illuminating the chamber. Unless the stone coffin is
opened, 2 melee rounds will pass before anything happens. Then,
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with a tremendous explosion, the sarcophagus will shatter, revealing
the unholy King. AH within 30 feet of the coffin will take 2-12 points of
damage from the stone shrapnel.

The creature’s form barely fits beneath the 20-foot-tall ceiling.
The aspect of Ythog-Nthtei is that of a gargantuan synthesis of a man
and some type of slug. He stands on a slimy, thick, snail-like ap
pendage that sprouts from his human chest. In one humanoid hand
he holds a long, black mace. His face is a mixture of bulbous snail
antennae and evil human features. About his form Ythog-Nthlei
wears a tong yellow robe. The King has 26 hit dice (208 hit points),
armor class -2, movement 12",

The King attacks his opponents with his large black mace. The
weapon is +5, hits for 4-24 (+ 13 if wielded by YthogMhlei) points
damage, and drains one life level each time it hits. The mace can
also radiate a field of darkness if a 30-foot radius, which totally
obscures all vision, except that of the holder. The mace can animate
3-18 zombies of twice-normal strength once per week. Ythog-Nthlei
can project scintillating beams of energy from his 4 large eyes at the
rate of 1 per melee round. Each beam hits on a 4 or better and drains
one point of Strength from its target for 1 turn unless the victim makes
a saving throw. The King may also bite, inflictng 3-18 points dam-
age, and injecting a poison into his opponent. A poison victim must
save at -2 or fall under the control of the creature for 1-10 turns.
Ythog-Nthlei is immune to all non-magical attacks and reflects any
type of spell cast at him back to the enchantment's sander.

If the party succeeds in slaying this creature, they will find a small
bag made of black, velvety material that contains 10 loun stones.
The collection of stones consists of the following:

2 pale blue rhomboids (each adds 1 point to Strength up to a
maximum of 18); 2 scarlet and blue spheres (each adds 1 point to
Intelligence up to a maximum of 18); 1 incandescent blue sphere
(adds 1 point to Wisdom up to a maximum of 18); 1 deep red sphere
(adds 1 point to Dexterity up to a maximum of 18); | pink rhomboid
(adds 1 point to Constitution up to a maximum of 18); 1 clear spindle
(sustains person without food or water); 1 iridescent spindle (sus-
tains person without air); and 1 dusty rose prism (gives +1 protec-
tion). loun stones whirl about their user's head in an orbit of about 3
feet. Whenever loun stones are attacked, they are to be treated as
armor class -4. If they take 1Q points of damage, they will turn dull
gray and be forever useless. They save as if they were made of hard
metal which is +3 in enchantment.
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Area 23. [A 20-foot long staircase leads up to an 8-sided room
30 feet across. In the center of the room sits a 7-foot-tall, glowing
pyramid. The construction has 3 sides, each 10 feet long at the base,
and is made of a bluish, translucent material. Dull glimmers of light
flicker from the center of the tetrahedron, revealing a strange, crys-
talline network of dark fibers within the structure. As you watch the
pyramid, the light coming from within intensifies.]

This area served as a communications link between the mem-
bers of the base crew and their leaders. Through psychic stimulation,
the device can be activated, as displayed by the increased internal
luminance when the party studies the pyramid. The relic was also
used as an interdimensional portal, which transported the inhuman
creatures’ brethren across space and time to assist them in their
unholy cause.

There is a possibility that members of the party can initiate full
function capacity from the pyramid through intense concentration.
The chance of success, dependent solely upon an individual's Intel-
ligence, is as follows:

Intelligence Chance of success

13 or less No chance of activation
14 or 15 15% chance of activation
16 or 17 30% chance of activation

18 or better 60% chance of activation

Every member of the party may try only once. A failure indicates
complete inability to operate the machine. Success causes one of
the following events to occur (roll d8):

1. A scene from the astral plane appears on all of the faces of the
pillars.

2. Same as 1, but this time it is the ethereal plane.

3. A view of Room 21 appears for a few short seconds, then
fades back to the pyramid material.

4. As with 3, but with Room 22.

5. As with 3, but with Room 31.

6. A tableau of stars forms within the pyramid. The portal would
appear to lead to deepest intergalactic space, from which the evil
ones, no doubt, emerged.

7. The eye of Zoth Ommog appears in the pyramid and turns to
confront the person controlling the machine. The controller must
make a saving throw vs. magic or die permanently. If he does save,
he will succumb to a random insanity for 1-100 days.

8. The image of a lesser devil of random type appears in the
pyramid. The demon will follow the controller's first command ex-
plicitly; however, if it is not directed, it will disappear in 2 melee
rounds and will do so, in any case, after it has fulfilled the single
command.

In the first 6 cases, anyone may pass into the scene projected by
simply stepping into one of the faces of the pyramid. However, the
portal is one-way, and once someone has moved through the
device, he may not return. If someone enters deepest outer space,
he will, of course, explode and freeze simultaneously, dying in the
process.

Area 24. [You enter this room from the southwest wall. Corridors
lead away from the chamber in both the north and northeast walls.
Chairs circle the area, facing inward, and bizarre, abstract sculptures
extrude randomly from the chamber floor, creating insane angles
and casting hideous shadows. There is a 20-foot-wide circle of
gleaming silvery metal inset in the exact middle of the floor. Strains of
high, atonal, whispering music filter through the area.]

This section of the complex was used by the aliens as a combina-
tion commons, recreation and meditation area. It was also an im-
portant nexus of travel throughout the complex; not only does it have
3 passages radiating outward, but it also has 1 passage exiting down
through the metallic iris in the center of the room. If any party member
stands on the metallic area, the iris will open up, leaving a 20-foot-
wide circular hole in the floor. Anyone standing in the area will fall 20
feet to the bottom of the pit, incurring 3-18 points damage. At one
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time the shaft contained a kinetic absorption field which slowed the
user’s fall; however, it is not operational now.

Room 25. [The party travels up 10 feet of stairs and passes
through an open door into a huge, round room. The walls angle
inward toward the octagonal floor, making a kind of flat-bottomed
dish. A line of chairs, set into the sloping sides up near the ceiling,
circle the outer rim of the room. A narrow staircase leads down to the
floor. The surface of the area is made of some kind of coppery metal.
Inset into the center of the floor is a thick metal ring. Spaced evenly
about the perimeter of the area are 8 holes, each 2 feet in diameter.
From these holes come deep rumblings and foul smells. A large stain
of human blood covers most of the floor.]

This area was used by the complex’s residents as both a recrea-
tion facility and a sacrifical altar. The prisoners were led to the floor
area and chained there to the ring set in the middle. Drawn by the
smell of prey, hideous creatures emerged from the holes and de-
voured the helpless victims.

If any of the party takes more than one step on the floor, the
vibrations of footsteps will summon the Devil Wyrms from their
abodes. Simultaneously, the 8 long annelids will squiggle out of the
openings and attack all those in the area. Each has 7 hit dice (hit
points 40 plus 1-12), armor class 3, and movement 8”. The appear-
ance of the Devil Wyrm is that of a pink, fat worm, 20 feet long and
about 1% feet in diameter. Each segment of the creature is made of a
kind of chitinous armor, giving the creature its low armor class. The
Wyrm has no head to speak of, but rather has a kind of serrated
mouth at either end. Each of the monster's openings can attack once
per melee round, delivering 2-12 points damage. In addition, once
every 3 melee rounds, the creatures can spit an acidic venom on a
single target up to 30 feet away that will cause 3-18 points damage
and paralyze the victim unless he makes his saving throw. A saving
throw results in no paralyzation effect and full damage.

Once all of the Wyrms have been slain, their dark dens may be
searched Within each lair, the party will find a mound of partially
eaten human bodies. The party has found the missing residents of
the Temple of Poseidon. In addition, within one of the tunnels the
adventurers will find a small necklace made of strung miniature
skulls. Each of the 3 skulls may be removed and used in combat. It
will then transform into a random type of demon (1-6). The sum-
moned creature will follow the necklace wearer's commands for 1
day or until the wearer is slain. The demon will then disappear. The
summoned demon may not gate in another demon.

Area 26. [You enter a dark, round room, 20 feet across. The air
is humid, sticky, almost wet, and smells vaguely acidic. As you walk
in, you notice the floor is slick and spongy, and there is an opening
across from the door you came in.]

This chamber acts as the “bars” for the prison beyond. The
guards consist of a deadly duo: a Trapper and a Lurker Above, acting
in concert. The Trapper has 12 hit dice (85 hit points), armor class 3,
movement 0. The Lurker Above has 10 hit dice (63 hit points), armor
class 6, movement 0. As the party fills the room, or when they realize
their predicament, the pair will immediately pounce upon their prey.
The Lurker will drop down and the Trapper will snap up, delivering a
total of 2-16 points of crushing damage per melee round to those
within the room. In addition, each member of the party will not be able
to move unless they roll one-half their Dexterity or less on a 20-sided
die. The characters will asphyxiate in 2-5 melee rounds after being
attacked (roll for each character).

Both creatures must be slain before the characters are released.
However, if one is killed, the damage per turn will be halved from then
on, and the amount of time left before smothering to death will be
doubled.

Among the debris beneath the Trapper are 800 platinum pieces,
a pair of earrings set with blue diamonds worth 4,500 gold pieces



February 1981

each, and a clerical cross that strikes all targets as though they were
armor class 4, delivering 2-12 points damage, and can resurrect the
dead once per week.

Area 27. [A series of 10 steps descend into this large area. Each
of the steps is made of a different precious stone or metal. Listed
from the top in order, they are onyx, amethyst, topaz, carnelian,
bloodstone, silver, ruby, moonstone, chrysoprase, and gold. The
chamber is at least 100 feet long with 10-foot-wide platforms at either
end. Between the platforms runs a 15-foot-wide causeway, raised 6
inches above the level of two adjoining pools. It appears that magical
“rails” once protected those walking along the path from beasts
within the pools. However, broken posts and slimy trails across the
way suggest that the enchanted defenses are no longer potent. The
pools themselves are muddy and overgrown with algae and swamp
grass. Slurping sounds come from beneath the muck.]

Removing pieces of the stairs will require 5 turns per stair and will
provide 1,600 gold pieces worth of chips. The swampy area was
once the pool of contemplation in which the horrid residents of this
base spent most of their free time. Actually, aside from the broken
railings, the mucky swamp has changed little over the years, since
the form of meditation the aliens most enjoyed usually involved
watching the violent death struggles of creatures in the muck. As the
adventurers pass across the causeway, they will probably be
attacked by the swamp residents. Each time the adventurers pass a
numbered area, there is a 75% chance that they will be attacked by
the monster designated by that number.

1. Shambling Mound. Hit dice 10 (hit points 63), armor class 0,
movement 6", Attacks with pulpy arms for 2-16 points each and if
both hit, the target will suffocate in 2-5 melee rounds, unless the
Shambling Mound is killed. It is immune to fire and cold, and lightning
causes it to grow 1-3 hit dice in size.

2. Shambling Mound. Hit dice 10 (hit points 74), armor class O,
movement 6”. Attacks as number 1.

3. Giant Toad. Hit dice 2 + 4 (hit points 18), armor class 6,
movement 6". Bites for 3-12 points damage.

4. Giant Toad. Hit dice 2 + 4 (hit points 16) armor class 6,
movement 6”. Attacks as number 3.

5. Ice Toad. Hit dice 5 (hit points 34), armor class 4, movement
9". Ice toads bhite for 3-12, and every other melee round can generate
a field of cold in a 10-foot radius around them for 3-18 points, save for
half damage.

6. Ice Toad. Hit dice 5 (hit points 33), armor class 4, movement
9". Attacks as number 5.

7. Poisonous Toad. Hit dice 2 (hit points 15), armor class 7,

Dragon

movement 6”. Bites for 2-12 points damage, plus save versus deadly
venom.

8. Poisonous Toad. Hit dice 2 (hit points 10), armor class 7,
movement 6". Attacks as number 7.

9. Giant Crayfish. Hit dice 4 + 4 (hit points 36), armor class 4,
movement 8”. Attacks with 2 claws for 2-12 each.

10. Giant Crayfish. Hit dice 4 + 4 (hit points 30), armor class 4,
movement 8". Attacks as number 9.

If the Crayfish are cut open, the party will find a shield inside one
of them. The shield is banded with mithril, giving it an enchantment of
+4. In addition, the insignia on the item is that of a coiled king cobra
preparing to strike. Once per day the holder of this shield may
command the serpent to attack. The cobra will strike from the shield
as a g-hit-dice monster and inflict 1-4 points of damage while inject-
ing a neurotoxic poison. The enemy struck must save versus poison
at -2 or die.

Area 28. [An arched opening leads to a thin (5-foot-wide) bridge
across a deep pit. The path is coated with ice and coming from the
darkness beneath the party can hear a clacking, as though bones
were being knocked together.]

A fireball or similar flaming attack will remove all the ice covering
the bridge. Any flying or levitation in this area is impossible. The
guardian of the chasm will emerge from the darkness of the southern
opening and attack the first person who reaches the middle of the
pathway. The guardian, an Ice Devil, has 11 hit dice (88 hit points),
armor class -1, movement 6", magic resistance 55%. The 11 -foot-
tall creature carries a great spear with which it impales its opponents,
needing an 8 or better to hit all armor classes. Anyone struck will take
2-12 plus 6 points damage, and must save or be paralyzed by the
numbing cold. The victim will, in addition, be knocked off the platform
unless he rolls one-half his Dexterity or less. If the ice has been
removed from the bridge, the victim gets +4 to this die roll. The Ice
Devil can attack with its mandibles and tail for 2-8 and 3-12 points
damage, respectively. Once during the battle, the Devil can cause an
ice storm, inflicting 3-30 points damage to all within the room. The
Devil regenerates 1 point per melee round. Those who are knocked
off the bridge fall 30 feet to the bottom and suffer 3-18 points
damage. They are stunned for 2 melee rounds, as well.

Within the pit are 2 Malebranche, or Homed Devils. Each has 5
hit dice, armor class 5, movement 9"/18", magic resistance 50%.
Each attacks for 1-4 with its bite and also with a weapon. One carries
a two-tined fork which does 2-12 points damage and stuns for a
similar length of time unless a save versus magic is made. Once per
day the Malebranches can create a wall of fire, which causes 3-24
points of damage to all within its confines.
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Room 29. [You enter a large, square room, lit by 4 floating orbs
that shine a brilliant green. On either side of the room there is a great
procession of pillars which each have 8 faces. An opening in the far
end of the chamber leads to a dark area of unknown size. Two
13-foot-tall iron statues stand to either side of the opening. Each
looks somewhat humanoid, as it has 2 legs and carries a great sword
in its two 3-fingered hands. However, the head of each statue much
closer resembles that of a Mind Flayer, having 2 bulbous eyes
separated by a bony ridge. Where a human mouth might be, the
sculpture’s face forms into 8 long cilliated tentacles.]

If the adventurers do not come within 25 feet of the statues, the
structures will remain inanimate. In this condition, the figures will not
be detected as evil, alive, or even magical. However, if someone
does come within the prescribed radius, the 2 statues will suddenly
and without warning come to life and attack. Each of the metallic
creatures has 10 hit dice (80 hit points), armor class -6, movement
6". Before engaging their enemies physically, the living statues will
first use their psychic blasts. Each blast of mental energy will affect a
conical area 40 feet long and 25 feet wide directly in front of the
statue. It will inflict 7-42 points damage to all within the area. In
addition, all affected must make their saving throw or pass out for 10
melee rounds due to the psychic assault. If a victim makes his saving
throw, he will take half damage and have all his psionic abilities
disabled for 1-10 turns. The Guardians can do this only once. After
blasting their opponents, the animated constructs will engage their
opponents with their long, bizarre swords. Each of the oddly shaped
weapons will strike at +5, and if successful, will inflict 4-40 points
damage with its serrated edge. The attack can hit up to 4 opponents
in a single swing if they are all within 15 feet of the statue. Each of the
statues is immune to fire. Lightning and acid add to their hit points in a
1:1 ratio. They are 40% magic resistant and cannot be hit by wea-
pons of less than +2 in enchantment.

The glowing orbs may be retrieved and each will glow with the
light of a full moon for the next 10,000 years.

Area 30. [The long corridor leads to a blank wall. However, as
you approach the dead end, a thick slab of the wall material slides
back. The entrance leads to a small room whose floor and ceiling are
riddled with hundreds of small holes about the width of one’s finger.
Set in the north wall there is an oddly displayed assortment of
grooves and depressions which glow a bright yellow-green. A crack
in the wall opposite you indicates that there is indeed an exit out,
similar to the one you came in.]

This room served as a security chamber, ensuring that no un-
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wanted visitors passed through this area. If the party has already
encountered the priests, they will recognize the mark in the wall as
the imprint of the priests’ hand tentacles. The only way to bypass this
security measure is to perfectly imitate the inhuman hand, either by
cutting one from one of the creatures and using it, or by polymorph-
ing a part of one of the character's bodies to the proper size and
shape. If performed successfully, the slab on the other side of the
room will open, allowing passage through the area.

If the party attempts to use their own hands to activate the
glowing imprint, the door behind them will slide shut, cutting anything
in its path in half. Characters in the doorway are allowed to roll half
their Dexterity or less to jump out of the slab’s path. Then, from the
many holes in the ceiling, rot grubs will emerge and drop down onto
the trapped party. Every melee round from 1-10 of these hideous,
wormlike creatures will attack each character. Every successful
attack will indicate that the rot grub has burrowed beneath the
person's skin and is slowly eating its way to the victim’s heart. Unless
fire is applied to each wound (1-6 points damage to the person per
application), or a cure disease spell is cast, the grubs will reach the
heart in 3-30 melee rounds, killing the victim.

The only unorthodox way to escape the room is to destroy one of
the doors leading out. The portals will each sustain 150 points of
damage before breaking open. A Disintegrate or Polymorph any
object spell will succeed in removing the obstacle 50% of the time.

Room 31. [This appears to be the throne room of the complex.
Directly in front of the party there is a strange type of chair, clearly
made for some inhuman creature several times the size of a man.
The throne is inlaid with many precious stones. On. either side of the
room there is a large, two-faced stone effigy 20 feet tall. The eyes of
the carvings gleam with inner flame and seem to watch the party as it
moves about the room.]

If Ythog-Nthlei has escaped his bondage, he will appear on the
throne and attack the party as it enters (see Room 22 for his statis-
tics). Otherwise, the room will remain free from aggressors. How-
ever, anyone who enters the area must save versus fear due to the
hideous, leering faces on either wall. If they fail, they will run from the
room at top speed and will not return to the area under any circum-
stances. A saving throw results in no effect.

The stones in the throne may be removed with little difficulty and
will be worth a total of 20,000 gold pieces. If the adventurers try to pry
the shining eyes from the 2 large statues, they will find the orbs to be
actually living eyes that, when punctured, ooze a thick, yellowish fluid
and then dry out and wither.
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——Three views of Greyhawk

The wait——
was worth it
by Jeff Seiken

If, as the saying goes, a good thing is
worth waiting for, then THE WORLD OF
GREYHAWK, a fantasy world setting for
Advanced Dungeons & Dragons™, should
be one of the finest products to come from
TSR™ in a long time. Often promised, but
often delayed, THE WORLD OF GREY-
HAWK sometimes appeared destined to
never see the light of publication. In the
meantime, the gaming public had to be
satisfied with occasional tantalizing refer-
ences in the Dungeon Masters Guide and
reading the background information of the
various dungeon modules from TSR. Then
just as Gary Gygax himself (in Dragon™
magazine #37) assured us that, barring
any catastrophe, THE WORLD OF GREY-
HAWK was ready for official release, a
catastrophe did indeed strike and once
more, gamers were left staring at the empty
shelves in their local hobby shops and
scratching their heads in puzzlement. Soon
the summer was fast disappearing, along
with most of our expectations, but on a fate-
ful day in early August, the cherished cry
was finally raised. THE WORLD OF GREY-
HAWK had arrived!

Of course, all of the above is past history
and what is of importance now is the fin-
ished product. THE WORLD OF GREY-
HAWK sells for $10 and comes hand-
somely packaged in a colorful folder. In-
cluded are two multi-colored maps and a
32-page gazetteer. The outside covers of
the folder are adorned with the numerous
coats-of-arms of the various states, cities
and factions chronicled within the gazet-
teer, and on the inside covers is a key to
their correct identification.

The two maps are easily the highlight of
the product, and | know of some people who

s
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would have been willing to pay $10 for the
maps alone. Designed to be fitted together
in the center, they form a huge 34x44-inch
playing surface. The small hexagons, about
3/8 of an inch in diameter, add to the ap-
pearance of the maps’ great size and
scope. There are more than twenty-five dif-
ferent terrain types, including walled and
unwalled cities and towns, mountains, vol-
canos, tropical jungle, coniferous forests
and black ice. Even the water is color-
coded according to depth. Overall, the
mapsheets cover an area approximately
twelve million square miles in size and offer
plenty of space for characters to adventure
over. Both maps were drawn by Darlene,
and she and the TSR art department de-
serve to be congratulated for their quality.
Unfortunately, the one major drawback to
the maps is that they seem to be of dubious
accuracy in several places. For example,
the town of Willip and the cities of Radigast
and Leukish are all mentioned in the gazet-
teer as being ports on the Nyr Dyv. How-
ever, when looking at the maps, one sees
that each of the three are located in com-
plete land hexes with the shore of the lake
reaching only into the adjacent hexes. In
each case, there appears to have been
enough room to have drawn the city or town
symbol in the same hex as the shoreline,
but as the maps stand now, with each hex
representing 30 miles, these places look to
be about 15 miles inland. Although the
gazetteer corrects any misconceptions in
this instance, what about the many other
areas on the maps where a city or town is in
a hex adjacent to a river or coastline? Is it
actually there, so is it supposed to be a
port?

While the maps are the main attention
grabber, the gazetteer is the meat of THE
WORLD OF GREYHAWK, without which it
would be impossible to tell the difference
between a tiger nomad and a member of
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the Scarlet Brotherhood. The gazetteer is in
the form of a chronicle written by a historian
native to the world. The first few pages of
the gazetteer include a table of contents, a
foreword written by Allen Hammack (dated
February 6, 1979, more than 18 months
before the product’s release) and a map
legend and key. Reading onward, one dis-
covers that the maps cover only the eastern
portion of the Oerik Continent, one of four
such continents on the Planet Oerth.

There follows a brief discussion on the
days and months of the year plus the cli-
mate and seasons of the Flanaess, as this
portion of the continent is called. The intro-
duction to the Flanaess concludes with a
brief history of the region, a series of helpful
maps and a short section on the ancient
and current languages of the land. The next
8% pages are devoted to a survey of the 59
states within the Flanaess. For each state is
listed its name; the title of its ruler along with
his/her class and level; its capital; its
human population, demi-human population
(meaning elves, dwarves, etc.), and hu-
manoid population (orcs, goblins, etc.); its
basic resources; and finally a number of
paragraphs describing the state in greater
detail. The written portion delves into the
state’s military and political history, the
basic make-up of its standing army and any
other pertinent facts.

A survey of the geographical features of
the land occupies the next major part of the
gazetteer. Bodies of water, hills and high-
lands, marshes and swamps, mountain
ranges, rivers and forests are all covered in
varying amounts of detail. Also included are
the general locations of most of the TSR
dungeon modules which are located within
the land. A half page each on precedence
and the orders of knighthood, plus a four-
page glossary of portentous runes and
glyphs, round out the gazetteer.

Reading through the entire 32 pages
should give one a pretty good understand-
ing of the world depicted on the map, but
there are places where a little more in-
formation would have been useful. One
rather surprising omission is the lack of vir-
tually any reference to the various religions
predominant in the land. Religion played a
crucial role in the shaping of the history of
our own Middle Ages and was the direct
cause behind much of the conflict of that
era. However, in the gazetteer, the only
religious confrontations mentioned are
those of the basic good vs. evil variety,
despite the fact that a number of states
have high-level Clerics as rulers.

Also needed, but not included, is a
chapter on the famous personalities of the
world. In the foreword, Mr. Hammack asks
the reader, “Do the names Tenser and Mor-
denkainen ring a bell?” For most of us, the
answer is yes, but with the exception of a
single sentence relating to their birthplace,
neither character is ever mentioned again
in the gazetteer. At the very least, the in-
formation included in Dragon #37 should
have been incorporated into the gazetteer.

Both of the aforementioned complaints
are relatively minor, but there is a deeper
problem with THE WORLD OF
GREYHAWK. Across the cover of each
TSR dungeon module are the words “Ad-
vanced Dungeons & Dragons” embla-
zoned in bold lettering, but this is not the
case with THE WORLD OF GREYHAWK.
Instead, we have the phrase “Approved for
use with Advanced Dungeons & Dragons”
in small writing near the bottom of the cover.
On the front page of the gazetteer, it reads
“Suitable for use with Advanced Dungeons
& Dragons” in equally small letters. Therein
lies the real problem. Suitable, yes, but de-
signed specifically for AD&D | am not so
sure. AD&D, with its basically simple com-
bat and magic systems, is unlike other role-

by Kenneth W. Burke

Since the introduction of Advanced
Dungeons & Dragons™, there has been
something lacking in the game: a suitable
area to conduct the campaign in. True, the
majority of adventures take place under-
ground and do not require such an area,
and true, AD&D adventuring is mainly an
indoor-type activity that involves the ex-
ploration of old castles, towers, and the like,
but many players wanted more. They want-
ed something that would tell them where
the adventures were taking place—an en-
vironment that would act as a starting point
from which all adventures would originate.
Ideas were exchanged, lands were
created, but there was always something
lacking— a universal constant which would
be used and accepted by all AD&D players
and DMs. Finally, after years of waiting, the
universal, official constant has arrived. It is
THE WORLD OF GREYHAWK.

The gazetteer goes into great detail
concerning Eastern Oerik—we are told its
history, introduced to its time scales, calen-
dars and festivals, even given a small map
showing all of Oerik. Minor flaws can be
found- the gazetteer mentions movement
over roads and through tracks, yet no sym-
bol is given to show us what they look like. |
see no roads on the mapboard, only dot-
like paths through certain mountain ranges
which | assume to be either roads or, more
than likely, tracks. The gazetteer also does
not tell us the symbols for thorps or dorfs,
hamlets, villages or wychs, towns, and
cities; they must be determined from look-
ing at the map key on the cardboard folder,
or through guesswork.

The major part of the gazetteer deals
with the numerous kingdoms of Eastern
Oerik. There is a thorough, detailed de-
scription of each kingdom. There are things
about some of the provinces that an-
noy me—one, the Scarlet Brotherhood, is
ruled by the Master of Autumn (a four-
teenth-level monk, lawful good alignment
mandatory). Despite his alignment, he
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playing games in its emphasis on the sense
of the fantastic. Who wants to worry about
fatigue, endurance and critical hits, or
spend six months learning a simple spell
while there are lost cities to explore, magi-
cal castles to conquer and vast labyrinths
populated with all manners of horrid crea-
tures to loot? It is this same sense of the
fantastic, however- the source of AD&D’s
incredible popularity-that sadly enough
seems to be lacking from THE WORLD OF
GREYHAWK. There are no thrilling revela-
tions in the gazetteer or maps, nor is any-
thing astounding disclosed. The world pre-
sented is very complete, logical and inter-
esting, but the burden is on the DM to trans-
form THE WORLD OF GREYHAWK into
The Fantastic WORLD OF GREYHAWK.

leads an organization also composed of
thieves and assassins, something lawful
good types are not allowed to do. Two other
provinces | find annoying are the Amedio
Jungle and Hepmonaland, also a jungle
province. The map says that both are in-
habited by “savages”; the gazetteer
describes one, the Amedio Jungle, as “in-
habited by tribes of cannibal savages.” This
talk of “savages” reminds me of the Tarzan
movies that depicted black Africans as stu-
pid “yasa, Bwana” types or animal-like
monsters that would kill everyone they
came across, usually via some barbaric
method reminiscent of Josef Mengele. To
use such terms in the product is an indirect
insult to the black man, and should not have
been done. The “cannibal” charge is just as
preposterous— contrary to what one be-
lieves, there has never been a case of can-
nibalism carried out on a large-sized, or-
ganized scale over a long period of time by
any tribe or nation in Africa, as well as the
rest of the world (Sawney Bean and his
family were a simple local affair, and no
excuses about Eastern Oerik being located
on the planet Oerth, not Earth). The “offi-
cial” reports of cannibalism carried out on a
large scale were little more than lies that
natives of opposing African tribes would tell
white explorers and settlers to gain their
allegiance (and their firearms). The whole
thing is an aspect the game could have
done without. All in all, though, the manual
is quite accurate; anything it does not cover
is allegedly due to “lack of certain know-
ledge about the area,” or so the gazetteer
claims. You be the judge.

On a scale of one to ten, THE WORLD
OF GREYHAWK deserves a rating of nine.
It has its problems, but these are due mainly
to its size and scope. THE WORLD OF
GREYHAWK is the largest AD&D campaign
map produced to date, and as such is al-
most certain to be less than perfect. If any-
thing, it is a sign of the continuing popularity
of the D&D® and AD&D game systems, a
popularity that is apparently destined to
keep increasing.
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The official word

‘Grey’ areas were made that way

by Lawrence Schick
Vice President, Product Development
TSR Hobbies, Inc.

The editors of Dragon magazine have
allotted some space for us to provide some
answers and clarifications to the points
raised in Mr. Seiken's and Mr. Burke’s re-
views of The World of Greyhawk. We al-
ways appreciate an opportunity to explain
what we do and why we do it.

| guess the full intent of WoG is not
completely clear from the information pre-
sented in the Gazetteer. The idea was to
provide a setting for a fantasy campaign, a
coherent place where fantastic things could
happen. As Mr. Seiken points out, the bur-
den of creating the fantasy itself rests
squarely on the shoulders of the Dungeon
Master. Though The World of Greyhawk is
based on Gary Gygax's own campaign, it
was made deliberately vague in many
areas so that individual DMs could impress
their own ideas and personalities upon fit.

For example, there are no specific trails
and roads marked on the map. Who knows
exactly where a DM may wish to place his or
her trade routes? There are also no specific

leaders given for the individual states, en-
abling DMs to use whatever personalities
they feel are most appropriate. There are
certainly no religions given, as this is an
area that almost all DMs handle differently
and individually. (However, for those inter-
ested, the Deities of Greyhawk will appear
somewhere, sometime in the next five
years.) (Gary—is that vague enough?)

World-building is very important, but
creating a coherent world is not easy. We
wanted to give DMs a push in the right
direction without doing everything for them.
We certainly don’'t want to have everybody
playing on carbon-copy worlds, doing the
same things in every campaign. This im-
poses too many restrictions on the DM’s
imagination. Our intent instead is to spur
that imagination to its own creations.

To address a couple of minor, specific
points from the reviews: Yes, monks have
to be lawful, but they can be lawful good,
lawful neutral, or lawful evil, like the monks
who rule the Scarlet Brotherhood. It's the
discipline of lawfulness that makes a monk,
not the ethical values of good or evil. As
regards the savages, nowhere in the text of
the Gazetteer is there any indication of

anybody’s skin color. Nobody here ever
gave it any thought, because it doesn’'t mat-
ter. On the subject of cannibalism: Anthro-
pology has as little to do with fantasy as any
of the other sciences. We're dealing with
legends and archetypes. In fantasy litera-
ture, cannibalism is a typical attribute of
nasty people who live in distant areas, and
no one should be surprised to find refer-
ences to it in a description of a fantasy
world. Only actual cannibals have cause to
be insulted for being referred to as savages.

We did make some mistakes. The set-
tlement symbols got left out of the book on
part of the first run. (This is typical of the bad
luck that surrounded the production of this
product.) In an error in the direction of
esthetics over accuracy, some of the port
and river settlement symbols got displaced
a bit. Rule of thumb: If it's within a hex of the
shore, it's a port. The same goes for river
towns. By the way, the dotted lines through
the mountains indicate passes.

The World of Greyhawk had a long and
painful gestation period, but it turned into a
child we're all proud of. Yes, there will be
more Greyhawk-linked products in the fu-
ture. When? Oh, no, you don’t
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The Complete Book

of Wargames

Produced by:

The Editors of Consumer

Guide with Jon Freeman
*Published by:

Simon and Schuster
Retail price:

$17.95 hardbound,

$8.95 paperback

by Tony Watson

Gaming has garnered a lot of attention
lately from people outside of our hobby. The
growth of the hobby in general, the increase
in availability of games and associated mater-
ials and the spotlight that has been placed on
certain individual games (D&D® most nota-
bly) have combined to bring the hobby of
gaming to the attention of the world at large.
Newspaper feature editors have found that
covering a gaming convention and interview-
ing a few would-be Napoleons or Conans
makes interesting copy for the Sunday edi-
tion. But ours is not an easy hobby to get into
for the neophyte; scores of companies pro-
duce hundreds of games and rulebooks on a
multitude of subjects, and these vary consid-

GCompiete Bo
of Wargames

iy The Editers of Canssener Guide’ with Jeo Freeman

Frow Waaden Ships & irea Men n Gettysiory.
Panrergiitz. Ogre and Biglomacy. e first besk
ever published for the verilable armchair arny
of gaming enthusiasis. incladed alss is an
sriginal wargame developed by Consumer Guide:

erably in quality and complexity. Any new-
comer to gaming, especially one not entering
via introduction by a friend who already
plays, would probably appreciate a general
overview of the hobby.

This book, assembled by the editors of
Consumer Guide and Jon Freeman (a well-
known writer on games of all sorts), offers
such an introduction.

The book, a large-size volume, is divided
into two parts. Part |, “An Introduction to
Wargames,” is just that. The section, compris-
ing about a quarter of the book’s text, is
divided into five chapters. Chapter one, Can
War be Fun? offers a brief history of wargam-
ing both as a concept and an endeavor. The
growth of Avalon Hill and SPI is spotlighted,

and mention is made of most of the other
important companies. The chapter also in-
cludes some arbitrary player categories that
attempt to explain what types of people play
wargames. Chapter two, The Nature of the
Beast, is an effort to come to grips with a
definition of a wargame, discussing things
such as topics and scale and the problems of
realism versus playability. The next chapter,
All's Not Fair, takes the task of definition one
step further by explaining the components of
modern boardgames. Hexfields and terrain
types are explained, while the advantages of
counters, which allow almost infinite varia-
tion, are elucidated. The concept of the CRT
is discussed and the chapter deals a little with
what is certainly the most forbidding terrain
of any wargame to the newcomer (and many
of us veterans), the rulebook.

Chapter four is an introductory game
(though readers will have to provide their own
counters), Kassala. The game is very simple,
but manages to introduce most of the impor-
tant concepts in wargaming. The game is
interesting and kind of fun to play. It is an
eminently better and more substantial intro-
ductory game than that turkey from SPI
designed for the same purpose, Strike force
One, which probably chased off more con-
verts than it attracted. The final chapter, Play-
ing to Win, handles some of the more impor-
tant factors in winning play, such as under-
standing the victory conditions, reading a
CRT, maximizing odds, using terrain, and
defensive tactics of the hexgrid.

Part Il of the book is comprised of game
evaluations. These are capsule reviews of var-
ious games grouped according to historical
era. Twelve categories exist, from ancient
through Napoleonic to the two world wars,
modern warfare and SF and fantasy games.
Role-playing and computer games are each
also given separate chapters. Each chapter
begins with a few pages of introductory mate-
rial about the period to be discussed and
concludes with roughly ten reviews of games
in the respective genres. The reviews vary in
length but all include publisher, subject, price,
an estimate of playing time, scale and physi-
cal size. The game is briefly described and
comments are made on balance and key fea-
tures. Each review ends with evaluations of
the game’s presentation, rules, playability,
realism and complexity. The reviews are sub-
jective, and | found myself in disagreement
over some of the evaluations, but generally
they are interesting and useful.

| would suggest this book as a fine intro-
duction to wargaming for the novice, but of
only marginal utility to the veteran. Most of
the material presented is probably already
well known to many hobbyists, though the
evaluations might prove useful to some. Des-
pite its title, the book is not complete. Due to
the scope of its subject, the volume can only
touch on many of the concepts in wargaming.
The variety of games available and the rapid-
ity with which they are published has already
rendered the topical evaluations obsolete,
though they do touch on some of the more
important and readily available games in
those categories. | do not mean to be harsh in
these criticisms; the book is well written and
interesting, but its usefulness to players who
have been in the hobby for a while is going to
be small. Still, many gamers may want to have
it on their shelf as a reference work, or per-
haps to marvel at wargaming’s coming of age.
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Good Ideas

The Nine Doctrines
of Darkness
Retail price: $5

Temple to Athena
Retail price: $4.50

Mountain of Mystery
Retail price: $4.50

All produced by
Dimension Six, Inc.

by Bill Fawcett

What is the value of an idea? This is the
problem that confronts anyone trying to re-
view an adventure module or any other of the
numerous role-playing aids currently avail-
able. Basically, when you buy one of these
adventures you are buying the use of anoth-
er's ideas. There are many technical stand-
ards (art quality, clearness, etc.) that can be
applied, but it is the strength of the idea(s)
that must act as the ultimate standard.

Each of these three adventures is about the
same length as most TSR modules. The Nine
Doctrines of Darkness stands alone; the other
two are part of a three-book set. The books
are printed in typewriter-size print, which
yields fewer words per page than typeset
material, and they include numerous illustra-
tions and maps. As a general rule the artwork
is acceptable, but varies greatly in quality and
craftsmanship. The covers are the most strik-
ing pictures in each volume, but some of the
drawings in the Temple and Mountain books
are more cartoons than anything else. The
maps are clear and large enough to use eas-
ily, but their inclusion in the text itself leads to
a lot of paging around during play. In Doc-
trines this has been helped somewhat by put-
ting all of the maps in the center pages to
facilitate their easy removal from the book.

These adventures are designed for use with
all fantasy role-playing games and so have
the advantages, and disadvantages, of being
very general in spots. To make these works
flexible enough for use with different sys-
tems, there have been a lot of minor details
omitted that will have to be added before play
begins. New monsters have been created for
these adventures; the lizard men in Temple
bear little resemblance to the AD&D version
or the Newtlings of Runequest. Also, in Doc-
trines a class of “Weaponers” has been added
that will need to be explained to players of
most games. Generally, the adventures ap-
pear to be written in a manner that is most
applicable to AD&D and most spells are
drawn from that game.

Mountain of Mystery is the first of a three-
part adventure. It involves a venture into the
now-abandoned stronghold of a lost sect.
The cavern complex is now, of course, in-
habited by a diverse selection of monsters.
The background for the mountain and each
monster is given in some detail, which makes
it easy to play the mosters as if they had a
personality and purpose. Of the three, this
adventure has the least detail, and there are a
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few inconsistencies. In one room you encoun-
ter a kobold who is guarding no less than a
Manual of Puissant Skill At Arms. Still, there
are some very good ideas, many of which are
clues given in the form of some rather strain-
ed poetry. The mountain has several rooms
which serve to teleport characters to the
second adventure, Temple to Athena.

Temple of Athena can be played separately
or as part of the series. A large amount of this
module involves player characters interact-
ing with various groups of monks and clerics.
The module leaves plenty of room for inter-
esting complications that the party can bring
upon themselves by error or ignorance. Fur-
ther, it offers an excellent place to take that
evil character you rolled up and never had a
place appropriate for. There are several out-
standing traps and rooms here, and the adven-
ture is worth the price just for these. A charac-
ter record sheet is included that is of little use,

since there is_no copyright release on it.
The Nine Doctrines of Darkness is less of

an adventure than a detailed landscape
peopled with interesting characters. It begins
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with a well written background and then
spends most of the remaining space giving
the history, abilities, and probable behavior
of a wide variety of character types. One of
the strengths of this adventure is that it is set
up so that there is an equally sound rationale
for good, neutral, or evil parties to participate.
Several maps are included, of varying clarity
and usefulness. More input from the DM is
required from this adventure than with most
other modules, but the area the text sketches
allows for some fascinating possibilities.

If you buy these adventures, you will be
buying ideas. Many of the ideas are very good
and if you value such, either for use as a
module or to include in your campaign, you
should be pleased by the purchase. The print-
ing, art, etc., varies greatly, and hopefully will
be improved in later volumes. More illustra-
tions of rooms, etc., would also have been an
aid. If you are looking for a challenge for your
regular players, these adventures may be a
good buy. Hack-and-slash strategies will fail
dismally, but the party that thinks its way
through will succeed.
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(From page 4)
ing. Sure, anyone failing their saving throw
for disbelief takes damage as if the illusion
had been real, but what about non-damaging
situations? For instance, Phantasmal force is
used to create a high-level Cleric to dispense
some Heals around the party. If belief can
cause wounds, then belief should be able to
cure as well. Also, if your character can fall
into and take damage from an illusionary pit,
then your character should be able to cross
an illusionary bridge. It is this ambiguity
about Phantasmal Force that makes the spell
sheer dynamite, not merely its damage-inflict-
ing aspect.
| think that since it is belief that accounts
for the damage done, then perhaps it is the
unused four-fifths of the brain that is the
power source. It could be argued then that
anything possible through the use of psionics
can be accomplished by phantasmal force.
Of course, the hidden portion of the brain is
most likely unused for one good reason or
another, and drawing on it for anything might
result in depleting the character's endurance
prematurely. When causing damage to a
monster or character it makes no difference,
since most characters will rest when they're
wounded (if they're able to) anyhow. How-
ever, illusionary healings and levitating over
bridges that only exist in the mind would wear
out one’s brain power pretty quickly.
Hopefully, other players and DMs can pro-
vide more feedback on this subject. As | hope
I've shown, Phantasmal Force is too vaguely
described to be used in a game that appeals
to as creative an audience as it was intended
for.
David Wainwright
Hallis, N.Y.
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GIANTS

IN THE EARTH

by Tom Moldvay

Contributions for the Giants in the Earth feature in Dragon
magazine are now being accepted from readers. The following
information will be of use to persons who intend to write one or
more articles for consideration.

All contributions should be typed, double-spaced and in a
legible fashion. For particular information on physical require-
ments of a manuscript, send a SASE to Dragon Publishing with
a request for writers’ guidelines.

To qualify for inclusion in Giants in the Earth, the contribu-
tion should depict a character from legendary sagas, classical
literature, or modern fantasy literature. It should follow the
traditional Giants in the Earth format (detailed below) as closely
as possible. It should include the name of the author and a
bibliography of the book(s) the character appeared in, or a
traditional source material where the reader can find out more
about the legends the character comes from. Lastly, the article
should depict a character which can be useful in the playing of a
D&D® or AD&D ™ campaign.

Individuals who write the contributions will receive full credit
for authorship of the articles. Authors will also receive payment
at the normal rate for written contributions, with the under-
standing that payment may be adjusted downward to account
for a great amount of editing and/or revising which may be,
necessary to bring the contribution into publishable condition.

Contributions should not be depictions of player characters,
monsters, mythological creatures, or heroes from an individual's
D&D or AD&D campaign. Characters who appear in sources to
which Dragon readers have easy access will be preferred over
those from more obscure sources.

A general format follows:

Author's name
Character's name

Level and Class
ALIGNMENT
HIT POINTS
ARMOR CLASS
NO. OF ATTACKS
DAMAGE/ATTACK
HIT BONUS
MOVE
PSIONIC ABILITY
PSIONIC STRENGTH (if any)
STRENGTH
INTELLIGENCE
WISDOM
DEXTERITY
CONSTITUTION
CHARISMA

The body of the contribution should include at least a physi-
cal description of the character, a short history of the character,
any special abilities the character possesses, an outline of the
character's personality, and tips for the DM which will help
him/her run the character as a NPC. Whenever possible,
instructions should give specific details rather than generaliza-
tions: For example, “the character does 3-30 points of damage,”
not “the character does a lot of damage.”

The body of the article is followed by the author’s credit, then
the bibliography.

) REACHING NEW HEIGHTS OF
%, . ADVENTURE!

-

[T . AN
¥ LOOK FOR"
; TEMPLE BOOK |
and CASTLE BOOK i
EACH $3 AT YOUR
LOCAL DEALER
OR WRITE:

Fantasy & Science Fiction Specialists

R.R.8Box9 1221 N. Sunnyside Rd. D-7
Decatur, IL. 62522 Ph. (217) 422-1930

ADD $1.00 FOR HANDLING & $1.40 FOR C.0.D.
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Question: If a Magic-User casts a Shape Change spell and
turns into a huge, ancient red dragon, will he have an 88-point
breath weapon or will the breath weapon do his own hit points in
damage?

Answer: The breath weapon will have strength equal to the hit
points of the Magic-User. In the description of the Shape Change
spell (Players Handbook, page 93), it is noted that a creature
whose form is assumed by the spell caster will “have whatever
hit points the magic-user has at the time of the shape change.”
— W. Niebling, J. Ward

* * *

Question: Why should Druids be able to wear leather armor,
since it is made of the hides of the animals they worship?

Answer: Druids do not worship animals, they worship all
aspects of nature. This includes the “survival of the fittest”
process, whereby some animals are killed to provide food,
protection, or some other benefit for another species. Since the
Druid is as much a part of nature as the things which make up
his environment, it is quite natural for a Druid to use the remains
of a fellow creature for food, armor, or whatever. — J. Ward, W.
Niebling

* * *

Question: Do you get experience points for a monster you are
quested/geased to Kkill?

Answer: Yes. The awarding of experience points is in part
designed to credit characters with actual experience -- that is,
the proven ability to face a life-threatening or potentially
harmful and overcome the obstacle it represents. Any time a
character performs such an action, he/she is presumed to have
learned from the experience, and receives experience points to
signify that “betterment.” Since a character under the influence
of a Quest spell or a Geas spell is presumed to be conscious of
his/her actions and capable of remembering events after they
take place, it follows that experience points should be awarded
to that character in normal fashion for any worthy deeds done
while he/she was enspelled. — J. Ward, W. Niebling

* * *

Question: What happens when a cornered (as in a deep pit)
undead creature is turned?

Answer: The act of turning undead (by a good Cleric)
compels the victim to turn directly away from the Cleric and
move as fast and as far away as possible for 3-12 rounds. When
it is physically impossible for the creature to keep moving away,
it will retreat to the most remote (from the Cleric) location in the
area and continually face away from the Cleric and his/her holy
symbol. — J. Ward, W. Niebling

* * *

Question: Do Clerics with 18 Strength qualify for exceptional
Strength? What about multi-classed characters? Double-class-
ed humans?

Answer: Only characters who are Fighters or have the Fighter
class as one of their classes can qualify for an exceptional
strength rating. Furthermore, several races and genders of
races are by their nature unable to achieve an 18 Strength, and
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thus do not qualify for the exceptional rating even if they are
Fighters. These types include all females except for humans
and half-orcs, plus male halflings. — J. Ward, W. Niebling

*

* *

Question: Does a Luck Blade sword give a +1 “to hit” in
combat?

Answer: No, it only gives +1 to saving throws.

* * *

Question: What would happen if you placed a full Bag of
Holding into an empty Bag of Holding? | want to be able to carry
as much treasure and magic as | can without encumbering
myself. Do you think this is a good idea?

Answer: This is an interesting idea, and one which | discussed
with the TSR Hobbies, Inc. Design Dept. We have all agreed that
if a full Bag of Holding is placed in an empty one, only one more
small (ring-sized) item could also be placed in the second bag.
Since all Bags of Holding are made by the same sort of magic,
they do not work in their normal fashion with respect to other
bags. So, once a full bag is placed in an empty one, the second
one becomes full also, except for the single, small extra item
that may be fit inside it. — J. Wells

* * *

Question: It states in the Monster Manual (under Quasit) that
Clerics can have familiars. How do Clerics go about obtaining
these familiars, and what is available?

Answer: The description under Quasit in the Monster Manual
does not imply that all Clerics can have familiars; it merely says
that the Quasit is a particular creature which may serve as a
familiar for a Cleric of chaotic evil alignment. The question of
whether or not any other sort of Cleric can have a familiar, or
precisely which creatures might be able to serve in this capa-
city, is left to the DM. If a DM rules that Clerics may be entitled to
have familiars, it is suggested that they only be granted by a
Cleric’'s deity to a worshipper who has remained faithful to that
deity for a long, long time, and as reverently as possible has
fulfilled the requests and requirements of that religion.

* * *

Question: Do Paladins and Rangers have to have special gods
to pray to in order to obtain their spells? Do their gods have to
be patron gods of Paladins and Rangers?

Answer: No. The only absolute restriction on the selection of
a deity by a Paladin or Ranger is based on alignment -that is,
the character's god obviously cannot be of an evil nature. While
a Paladin could be expected to only pay homage to a lawful
good deity, in general it would be possible for a Ranger (for
example) of neutral good alignment to pray to a chaotic good
deity. — J. Wells

* * *

Question: What does “vorpal” mean?

Answer: It comes from the nonsense phrase, “and the vorpal
blade went snickersnack,” written by Lewis Carroll in Alice in
Wonderland. In the D&D® and AD&D ™ rules, it is a word used to
describe an extremely sharp (magical) sword or blade. — J.
Ward, W. Niebling
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As 1980 passes into history, it is time to
take a broad look at the game industry’s
offerings this past year. It has been a year of
a few notable design advances, some sur-
prises, and much disappointment. The ad-
vances will be discussed later in this article.
The disappointment is because little of what
appeared in 1980 constitutes really new,
good, playable games.

As for the surprises, the first of these is a
matter of game size. In 1979, looking to-
ward 1980, it seemed that the small “micro”
game would be the major trend in the hob-
by. This boded well for holding down the
cost of games in an inflationary economy
and also offered the possibility of playing
interesting games within a manageable
amount of time. Over the first half of 1980 a
number of such “micros” appeared. Later,
however, the trend appears to have re-
versed itself. There are a surprising number
of very large and/or very complex games
that came out this year. Among them are
SPI's NATO Division Commander and its
Campaign for North Africa; Phoenix
Games' Streets of Stalingrad; Operational
Studies Group’s Air Cobra; and Avalon
Hill's Longest Day. Most of these designs
were “monster” games with multiple maps
and thousands of counters, despite the ear-
lier conclusion within the industry that the
large games had been rather overdone.
Granted that some of the titles were hold-
overs from the earlier “monster” age—with
North Africa in development for three years,
NATO Division Commander for two and
Longest Day for two—the surprise is still
that the games were released at all.

Perhaps the reason may be found in the
disappointment with the “micro” titles. The
promising start of these small games has
been wasted through indifferent playtesting
and development. For example, Task
Force Games' Prochorovka was a novel
approach to a classic battle, Kursk on the
Russian front, in which players could battle
it out tactically in the climactic encounter
between SS Panzer forces and Soviet re-
serve tank armies. But the flavor of the bat-
tle was destroyed by poor terrain analysis
and indifferent order of battle research. Civil
War “micros” like SPI's Pea Ridge were
hampered by the resort to a mind-bending
game system (TSS) combined with insuffi-
cient attention to the intelligibility of game

rules. Variants on problems like these,
along with the healthy increase of “micro”
tittes produced on science-fiction topics,
made for slim pickings in good “micro”
wargames.

Another surprise of 1980 is topical.
There has been a tremendous concentra-
tion upon the Civil War as a subject area,
after several years of claims that the Civil
War had effectively been “gamed out.” In-
stead, 1980 produced quite a few new titles
in this area. Among them an admittedly in-
complete list would include SPI's Pea
Ridge and Drive on Washington, the most
interesting of four released at Origins ‘80.
There has also been OSG’s Devil's Den, an
interesting tactical study of a portion of
Gettysburg. Simulations Canada produced
Lee at the Crossroads, an operational-level
design covering all of Gettysburg. Also re-
leased in 1980 was yet another “monster”
treatment from SPI, Bloody April, dealing
with the battle of Shiloh and using the TSS
system. Only Avalon Hill seems not to have
published a Civil War design in 1980.

A survey by publishing houses yields a
few interesting observations. Let's start
with Avalon Hill since it's just been men-
tioned. AH brought forward only a few his-
torical games. The first was Mark
McLaughlin's War and Peace, developed
by Frank Davis, an attempt to create a stra-
tegic Napoleonic game. Then there was
Randy Reed’'s The Longest Day, the
“monster” Normandy game that has al-
ready been mentioned. An American edi-
tion of an Australian game, Jedko’s
Fortress Europa, developed by Alan Moon,
was released at Origins ‘80. The Christmas
release was the very attractive Air Force
re-issue masterminded by Kevin Zucker, a
game acquired by Avalon Hill when it
bought out the Battleline Games historical
titles in 1979.

Offerings from Simulations Publications
are more numerous than AH'’s, but fewer
than SPI produced the preceding year.
Most interesting is probably Tito, a game of
guerrilla warfare in Yugoslavia during
World War |l that was designed by Dick
Rustin, who writes for the Wall Street
Journal. This was an S&T issue game and
thus received wide circulation. Rustin’s
other SPI game, the “micro” called Lenin-
grad, was much less successful with de-
finite problems of play balance that favor
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the Soviet player. The Civil War “micros”
have already been discussed, while an-
other World War Il “micro” was Jim
Dunnigan’s Bulge, a remake on a topic SPI
has done many times before. Dunnigan’s
NATO Division Commander is ambitious
and probably too ponderous for most play-
ers. Eric Goldberg’s Kursk is also ambitious
and presents some interesting command
and control features although its combat
system is not so satisfactory. Shifting to
earlier times, SPI also released Empires of
the Middle Ages, a fun strategic game on
the formation of the nation states in Europe.
Although this represents a fair number of
titles, much of SPI's design and develop-
ment effort in 1980 was devoted to the pro-
duction of science-fiction and role-playing
games, of which the most notable are
Dragonquest and Dallas, a take-off on the
popular television series. Because of prob-
lems in SPI's R&D department and the con-
tinued interest in science fiction and fan-
tasy, it is probable that 1981 historical re-
leases will maintain roughly this pace.

Game Designers Workshop, like SPI,
has been overwhelmingly attracted to
science fiction and fantasy, so much so that
Marc Miller, for example, now regards him-
self as exclusively a sci-fiffantasy designer.
GDW's 1980 year included the long-await-
ed Marita-Merkur addition to the Europa
series. There was also a Napoleonic battle
game on Eylau basically patterned on the
earlier GDW 1815 treatment of Waterloo,
and a Frederickian “micro” battle game,
Prague, that used the successful Lobositz
system but with less effect. The Workshop
has also continued to add new items to its
line of System 7 Napoleonics with Card-
board counters that model units and colors
of various Napoleonic armies. The System
7 line actually won an award at Origins ‘80
for excellence in miniature figures. GDW
has supported the line with miniature rules
for both this period and, in tandem with
microarmor figures, for modern armored
warfare. It is currently rumored that Frank
Chadwick of GDW is at work on another
Europa addition, a game on the hypotheti-
cal German invasion of Czechoslovakia in
1988.

Operational Studies Group of New York
continued through 1980 its strong commit-
ment to both Napoleonics and the Civil War.
In Napoleon& OSG produced a “micro”



February 1981

game called Arcola on one of Bonaparte's
campaigns in northern Italy. Arcola was a
small segment of a much larger OSG re-
lease, Bonaparte in Italy, which had three
maps and covered the Italian campaigns in
great detail. Both games were designed by
Kevin Zucker before he moved to Baltimore
to work for Avalon Hill. In the Civil War area
OSG also returned to Lenny Milman, who
had done the “micro” 20th Maine, which
dealt with a portion of the Devil's Den fight-
ing at Gettysburg, to expand that into a full
treatment of this flank at Gettysburg. Thus
the origin of a design that has already been
mentioned. Probably the most interesting
OSG game in 1980 was the Air Cobra treat-
ment of modern tactical warfare. Here de-
signer Tony Merridy and developer Dave
Collins created a comprehensive view of
the effects of missiles on ground fighting.
Air Cobra has playability problems in that
real time is no match for game time that
stretches out into infinity but, for the first
time, missiles actually operate as missiles
in a combat environment. The game has
been called “a Jane’s of modern tactical
weapons” by one reviewer. With this said
on the wargames, it should also be noted
that OSG next intends to release several
“adventure” games of the same general
type as its successful Robin Hood design of
1980.

Steven Newberg of Simulations Cana-
da also brought out a few good titles last
year. His Lee at the Crossroads has been

noted above. In addition, Newberg's World
War Il naval tactical trilogy was completed
in 1980 with the appearance of Kriegs-
marine, which shares a system, scale, and
data base with the two earlier designs and
covers combat in the Atlantic and Mediter-
ranean much as the earlier games did for
the Pacific and for tactical antisubmarine
warfare. Simulations Canada has main-
tained a strong line and, most interesting
from a gamer’s standpoint, offers its
products at somewhat lower prices than
comparable designs from other companies.

Despite this litany of newly available
wargames, the field has not been without
problems in 1980. Events at SPI have been
covered in a previous Simulation Comer.
There are recurrent rumors that Task Force
Games is going out of business. The same
is true of Phoenix Games, which invested a
very great deal in its massive Dana Lom-
bardy-John Hill design Streets of Stalin-
grad, even while Hill was doing another
version of the same game for SPI. Produc-
tion and manpower problems have be-
deviled West End Games, which almost
failed to release any games at all in 1980. A
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effort has also delayed the appearance of
new material from People’s War Games of
California. A bright spot on the horizon
among the smaller companies has been the
growth and increased quality of the British
publication The Wargamer, published by
World Wide Wargamers. The 1980 games
in this magazine have included very good
designs on World War | air combat and on
the first Baffle of Bull Run.

So much for 1980. Gamers have now to
look forward to what 1981 may bring. Hope-
fully, the trend toward fewer titles will result
in better development work. Hopefully,
prices can be kept down. Hopefully also the
companies will put their houses together
But there is still the recurrent question of
whether every topic has been “gamed out.”
My answer would be no. What is really
needed is for designers to exercise more
imagination in their selection of topics and
research on relevant data. The restriction to
secondary sources, more than anything
else, has limited the choice of topics in the
past. We can do better than that. It is not
computers that are the wave of the future in
board wargaming, but rather imagination
itself, Perhaps 1931 will bring more of that.

long, drawn-out design and development

Lyle’s Hobby & Craft Center

852.8085

Large Selection of Wargames

38 North Cass Ave.
Westmont, Hll. 60559

10 Reasons why you should do

your wargame shopping with
WARGAMES WEST |

1) Immediate Availabiliity Check — No more waiting for weeks for your letters & orders to be returned ; (r\
without being filled. A quick phone call to us lets you know instantly if we've got your game NOW! é

2) Toll Free Calling — Continental US callers can call toll-free. Please call 1-800-545-6258 between 2PM and
5) Tax-Free Delivery — No sales tax required on Non-New Mexico orders (N.M. residents add 4%). -
9) Over $60,000 of Inventory on Hand — Including SP1, AH, TSR, RAL PARTHA, GDW, FBI, Heritage,
and many more. - -

8PM EST, Tues. thru Sunday.
3) Immediate Shipment — Orders received Tuesday thru Friday prior to 3PM EST will be shipped SAME
DAY via UPS.
6) Normal Suggested Retail Prices — You pay no more for all these services.
7) Send No Money — We'll ship your order COD {COD charge of $1.40 added to your order)
10) Expert Assistance for Non-Wargaming Gift Givers — Give your gift list to your girlfriend, wife.or
parents along w/our toll-free number and let us help them. They'll appreciate shopping via phone, saving 5 4 5
-

4) Postage Free Delivery — No postage/handling charges to Continental US on orders over $50.00.
8) Visa/Master Charge Accepted
gas, not having to search the commercial countryside for your games, and saving the sales tax.

Minimum order $10

WARGAMES WEST | Ask for Wayne or 7
3422 Central Ave. SE ffgggym:ms 6258

Albuquerque, NM 87106

(505) 265-6100 VISA, Master Charge orders accepted
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Convention schedule

DUNDRACON VI, Feb. 14-16 — A fantasy role-playing and
science-fiction gaming convention to be held at the Leamington
Hotel, 19th & Frankiing Streets, Oakland, Calif. 94612. Conven-
tion pre-registration is $12 through Jan. 15, $15 thereafter.
Hotel room requests should be made to the hotel, covention
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 IlI, 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.

SILICON, March 14-15 — A science fiction and fantasy con-
vention at the Le Baron Hotel, San Jose, Calif. Costume show &
contest, art show & sale, 24-hour film festival plus sf-f gaming
events. $10 membership available from SiliCon, 478 W. Hamil-
ton #147, Campbell CA 95008.

SIMCON Ill, March 20-21 — Sonsored by the University of
Rochester Simulation Gaming Association, to be held at the
Math Science Building on the University of Rochester river
campus. Gaming of all types. Registration $2 before March 1, $3
thereafter. For more information, contact SIMCON 111, P.O. Box
5142, Rochester NY 14627.

SPRING REVEL, March 28-29 — A TSR Hobbies, inc. mini-
convention at the American Legion Halt, 735 Henry St., Lake
Geneva WI. $1.25 per day, $2.00 for both days. For more infor-
mation contact Ralph “Skip” Williams, TSR Hobbies inc. POB
756, Lake Geneva WI 53147. (414) 248-9099.

CWA'S SPRING GAME FEST, April 3-5 --The first springtime
convention to be staged by the Chicago Wargamers Association.
To be held at the College of DuPage, Glen Eliyn, lll. More than
100 events are scheduled, including big AD&D and Traveller
tournaments, miniatures, auctions, seminars and exhibitors.
Pre-registration information available from Chicago Wargamers
Association, 3605 Bobolink Lane, Rolling Meadows, IL 60008.

UNHSGC SPRING GAMING FESTIVAL, April 4-5 — Spon-
sored by the University of New Hampshire Simulation Games
Club. A two-day mini-con featuring miniatures battles, board
games, and role-playing adventures. Contract R. Bradford
Chase, UNH Simulation Games Club, Memorial Union Build-
ing, University of New Hampshire, Durham NH 03824, for more
information.

GRIMCON lll, May 22-25 — To be held at the Oakland Hyatt
House, 455 Hegenberger Road, Oakland CA 94612. Fantasy
and science fiction gaming, dealers, demonstrations, and the
other usual features. For more information, contact Grimcon,
P.O. Box 4153, Berkeley CA 94704.
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What do all the people
in this picture |
have in common?
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1. MELISANDRE, apprentice mage, working undercover for the
Guild of Mages to locate a magic harp being used illicitly to
bend the sub-conscious wills of its listeners. . .

2. HEYDRICH ORC-SLAYER, mercenary on a personal mission of
vengeance. . .

3. MARCELLUS HERYSSE, barkeep of the Singing Siren, who will-
ingly opens his purse to obtain the information that makes
him a valuable underworld contact. . . ‘

4. ADRIELLE ILORIN, known as a trader of fine silks, though she

often deals illegally in a human cargo. ..
5. GOLBUR THE SILVERSMITH, who moonlights as the proprietor
of a lucrative but deadly “‘pay as you go’” dungeon. . .

7.

8.

. COPPIN OXBLOOD, leader of the Brotherhood of the Broken

Blade, who seeks the dwarf destined to slay the dread menace
that lurks in the underground stronghold of his ancestors, , ,
ROMBO ALECASTLE, retired adventurer, anxlous to learn the
whereabouts of his son Thorn. .,

ANTONIO BERENSTEN, a troubled young noble who bitterly
opposes being ruled by guildsmen, but loves a Guildmaster's
daughter. . .

. SLEVRYT, the scatterbrained kobold cutpurse, who lives with

his ragged band of followers in the supposedly haunted ruins
of the South Keep. ..

They're all residents of THE FREE CITY OF HAVEN, the newest fantasy role-playing aid from
Gamelords! Haven’s more than a place for characters to spend money and get into barfights—it's a city
filled with political intrigue and social conflict, alive with atmosphere that your players can feel and re-
spond to. The NPCs above aren’t vaguely sketched random encounters—their character descriptions are
filled with rich' personal detail that clearly identifies their objectives, and their relationships with other
NPCs, enabling the GM to effectively role-play situations that develop. With more than 30 detailed
scenario outlines, and scores of shops, taverns and other diversions, HAVEN spells adventure for you and

your players!!

Coming soon from Gamelords, Ltd., 18616 Grosbeak Terrace, Gaithersburg, MD 20760
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The Sorcerer's Jewel

(From page 9)

“He still intends to go?” asked Zereth.

“He still intends to go,” the halfling
answered. “His uncle has given him a set of
powerful clerical charms to carry.”

Zereth looked doubtful.

“Really, | have seen myself,” Boinger
assured him. “A leather pouch of clerical
scrolls, and an amulet of protection the lad
wears around his neck.”

“How powerful does he say the scrolls
will be?”

Boinger shrugged. “Not very, but he has
a dozen of them in the pouch, and it sounds
like clerical protection is what he will need
most.”

“Good,” said Zereth, getting out the
parchment and spreading it upon the
scarred tabletop. “Have you seen where
this tunnel goes? The well entrance looks
innocent enough, but if you superimpose a
map of the town . . .” he sketched with a
piece of charcoal, “the tunnel goes under
Witch’s Hill, where the old Suloise city is
supposed to be buried.”

Boinger leaned over the drawing. Maps
had fascinated him ever since, as a tad, he
had been shown a representation of the
known world and declared that someday he
would explore the unknown edges of it.

“So the old Mage’s tomb might well be
there?” he asked.

“It might,” said Zereth, throwing himself
back on the bed, “but it may well be any-
where on the map.”

“Watch this,” said the halfling. He
tossed the dagger. Clunk! It landed upright
in the middle of the parchment. Boinger
leaned over to look.

“Dead center,” he said, “right where the
phony ghost-lady iaxs*it*will be.”

The stairs were irregular, worn blocks of
stone. The eternal damp of the well kept
them wet and slippery. The halfling took
each step slowly, with great care. Under his
bare toes he could feel the squishiness of
some kind of darkness-growing lichens. He
wished he dared put his boots, now pre-
cariously perched atop his haversack, back
on his feet, but he needed every advantage
he could get on the slimy descent—
burdened as he was with chainmail coat,
helmet, short sword and buckler, in addition
to the bandolier of daggers he habitually
wore across his chest, overbalanced by the
backpack with the round shield strapped to
it, and holding a sputtering, smoking torch
in his left hand. He lowered himself over
each step by holding on with his right hand
while his toes sought the step below.

“Mithra preserve us,” he whispered,
“how deep does it go?” Tarkan was below
him on the stairs, also descending back-
wards, despite his size, being as cautious of
the footing as Boinger himself. The short,
burly mercenary was below them, with the
other torch, and Zereth led the descent. A

long loop of the rope that bound them all
together separated the dark elf from the rest
of the party, allowing him to precede them
far enough to use his darkness-piercing ul-
travision to some extent.

“The map says only five hundred
cubits,” Tarkan replied.

“Cubits?” Boinger said. “How long be a
cubit, sire?”

“As long as your arm—as long as a
man’s arm,” Tarkan told him, remembering
that he addressed a halfling.

“Quiet up there.” The elf's voice
sounded irritated, echoing hollowly from the
pitch black depths.

“Naytheless,”

Boinger  whispered,

“we've come twice so far. We'll be near the
nethermost gates of Hell ere we know it.”

The young human did not reply. Holding
his torch away from the slimy, smelly walls,
Boinger could see him toiling downward,
his long blond hair escaped from the back
of his helmet and coiling over his shoulders.
Interminable, spiraling, wet steps
descended; the round blue dot of the sky
eventually vanished. Perhaps the shaft
twisted sideways? The little halfling was
gasping with fatigue and drenched with
sweat when he finally got to the bottom.
The sputtering torches showed a natur-
al cavern with a pool of dark water at its
center, remnants of an old well. Three pass-
ages leading north, south and east were
blocked with thick black oaken doors hang-
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ing on iron hinges set into the rock. Over
their heads Boinger sensed the immense
thickness of earth and stone pressing down
upon their tiny glow of yellow torchlight,
tons and tons of darkness looming over
them. He shook himself and dismissed the
thoughts with an effort of will, suspecting
the lingering claustrophobia, so uncharac-
teristic of his usual mood, to be the residual
effect of some old fear spell clinging to the
well bottom.

Scarcely had the halfling sunk down on
his haunches to rest than Zereth's hand
jerked him back to his feet. Soundlessly the
black elf, drawn sword in hand, placed the
members of the party facing the doors, their
backs to the stone steps which they had just
descended. With a gesture he then sig-
naled Boinger, using the silent sign lan-
guage the two adventurers had developed
for just such occasions: “Check each door.”

Check the door, check the door, com-
plained the halfling mentally to himself, still
struggling with the ill humor the place en-
gendered, how many hundred doors have |
checked? The price of noiseless feet and
keen ears. He tiptoed from panel to panel,
listening, touching, smelling. The dirt was
undisturbed, or so it seemed. The silence
was unbroken save for the breathing of the
two humans. Boinger shook his head, sig-
naled to Zereth: “Nothing. Perhaps the un-
dead?” The little thief's hand crept to the
leather sack at his belt, pulled out the tiny
silver cross on its thong and slipped it quick-
ly over his head.

The gesture was not lost on the mer-
cenary warrior, Gulf, who promptly ges-
tured fervently and mouthed a soundless
prayer. Behind them, Tarkan and Zereth
consulted over the map, then chose to ap-
proach the north door. The elf tried pressing
on the panel, with no result. While precious
minutes crept by, he searched the worn
wood for a latch. Finally, he stepped back
and gestured, whispered a spell. A flicker of
blue appeared at the door edge, spread like
flame along the lintel, surrounded the door
frame a moment and then went out.

“Wizard locked,” said Zereth aloud.

Tarkan reached into the leather pouch
he carried, produced the first scroll and
handed it over to the elf. Zereth read off the
spell. The door opened inward, toward the
passage beyond, with a great creaking and
groaning of its hinges. The corridor was
filled with blackness and the aura of fear
grew stronger. Uneasily, Zereth peered into
it with his ultravision, signaled the group to
follow him, and entered.

More dark and dripping stone walls,
thought Boinger. The torches flickered; a
cold breeze blew down the passage toward
them, cold but musty, moldy, with no hint of
fresh air about it.

Boinger had decided that all this was
not too bad when abruptly the torches blew
out. He found the flint and steel in his belt
pouch but he was unsuccessful in getting
the pitch-soaked wood and rags to relight. It
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seemed that every time a flame sprang up a
gust of wind would blow it out. From the
steady stream of curses coming from up
ahead, he knew Gulf was having as little
success as himself.

“The light spell!” gasped Tarkan.
“Zereth, where are you?”

“Here.” The only one of the party who
could see in the dark, the elf broke the seal
and mumbled the magic words. The spell,
when it took effect, gave a pale white,
feeble glow which Zereth had cast upon the
point of Tarkan’s short spear. With this dim
illumination they resumed their journey.
Boinger carefully pushed the extinguished
torch back into the bundle strapped to the
side of his haversack.

Dark, gloomy, damp corridors led them
deeper into the earth. The little halfling’s
thoughts turned grim. Perhaps this entire
adventure was ill-fated from that first
seance. What were they doing, halfling and
elf, chasing after the handsome human
lordling’s magic gem—some gift for his
pretty mistress, most likely. You'd think the
lady would be satisfied with her lover’s
blond hair and blue eyes and broad
shoulders. What did she need magic gems
for anyway? Magic gems presumably
guarded by a dead man . . . Boinger had a
healthy dislike for the human dead—and
human undead, so often malignant, evil,
and difficult to destroy.

The corridor led straight on, the light
spell providing unwavering though dim il-
lumination. Zereth still strode in front, his
steps silent, enchanted sword blade ready
in his hand. Perhaps, Boinger thought, this
is still better than working on the farm-
mowing, milking, plowing—though a bit of
sunlight would be most welcome here in the
dark.

It was shadows that attacked, striking
without warning. The dark moving figures
appeared briefly on the wall to either side of
Tarkan, the light bearer. The man cried out,
as did Gulf the mercenary. Boinger saw the
flickering dark shapes on either side of him,
wavering, indistinct upon the stone walls.
He drew his enchanted dagger, stabbing to
either side in blind defense. He felt the chill
as the weapon hit one of the insubstantial
figures.

“Forward!” shouted Zereth. “Keep
moving-down the corridor, quick!”

But Tarkan hesitated. Boinger pushed
at him with his free hand, still striking with
his dagger at the creatures that circled the
man.

“So cold, so weak,” gasped Tarkan.

“Keep moving, light ahead,” urged
Zereth.

“Up on your feet,” whispered Boinger.
“Keep moving, more of them behind.” This
was a lie, but the enfeebled human seemed
to be motivated only by his fear, and feeding
that fear seemed the only way to get him to
move.

The light revealed the closest shadows
—ungainly, inhuman in shape, as they
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flickered along the walls. Boinger felt the
chill as one of the things struck at him and
barely missed. Tarkan stumbled forward.
Boinger heard the clash of the elf's broad-
sword against the wails as they fought their
way, step by step, down the corridor. The
two humans were helpless before the evil
onslaught, having no weapons of use save
the dim light. Only the magical blades of the

elf and the halfling made any impression.

upon the insubstantial monsters.

The “light” that Zereth drew them
toward brought little reassurance to the em-
battled halfling. It was a patch of green
glow, as spooky in appearance as the
shadow-infested corridor. As they drew
closer, Boinger saw that it was a doorway.
The shadows seemed to hang back as the
group approached the glow, and so, without
preliminaries, they launched themselves
into the room.

The light, Boinger saw, came from a
yellowish-green fungus that clung to the
dark stone wails and hung in obscene fes-
toons from the low ceiling. The humans had
to stoop to avoid brushing against the stuff.

The shadows’ attack seemed to stop at
the doorway, however, and the adventurers
paused to regain their composure. Tarkan,
still holding the glowing spear in both
hands, sank to his knees.

“Weak, so weak,” he gasped.

Zereth bent over him, rummaged in the
scroll sack. “Where’s the healing spell? Ah,
here. . .” He snapped it open, read the few
lines over the young man’s head and
dropped the now-blank roll of parchment on
the black stone floor. The halfling remained
crouched, dagger at the ready, facing the
portal through which they had just come.
There was no door to shut; he doubted a
mere wooden panel would stop the insub-
stantial phantoms anyway.

Zereth circled the room while the others
caught their breath. It was small and had
Only one other portal, directly opposite the
doorway through which they had entered.
Shattered, rotting wood still attached to iron
hinges on this door did not obstruct the way,
but the darkness beyond the entryway
seemed impenetrable.

“Better?” asked the dark elf, touching
Tarkan on the shoulder. “Check the map, |
think this must be an antechamber of the
temple itself.” After a moment's consulta-
tion they decided this was so.

“There ought to be another door,” said
Zereth, gazing thoughtfully at the glowing
fungi on the west wall. “I am, however, re-
luctant to search that stuff with my bare
hands. Gulf, the oil.”

The mercenary stood up and un-
strapped two of the leather flasks that hung
from his left shoulder. Zereth took one and
began squirting its contents upon the
stones. Boinger saw the grey stone, still
covered with phosphorescent patches,
ripple up the wall, saw the top of the wall
detach like a pouting lower lip, then curl
down . ..

“Watch out!” he shouted, jumping back.
Zereth moved away like a lightning bolt as
the eight-foot-high oblong mass fell just to
his left. In a moment, it had begun to flow
across the floor toward Tarkan, who had not
yet regained his feet.

Now all was confusion. Zereth dropped
the oil skin and drew his broadsword, the
steel flashing in the magic light. Gulf the
hired warrior, being farthest from the mon-
ster, struck flint and steel to one of the
snuffed-out torches. Boinger and Tarkan
moved in opposite directions; the little half-
ling thief was fast, but the young human
lordling was still drained by shadow-touch.
The horrid grey ooze wrapped around the
man’s foot like a stream of lava, and the
victim cried out as the acid-covered flesh
ate through his boot and into his skin.

Gulf tossed the smoldering torch. Don't
... "Boinger began, but too late. The oil on
the monster ignited. Crackling, sooty
orange flame leapt up and began sputtering
over the edges of the moving grey blob. The
monster showed no response. Zereth's
sword swung in an arc, clanged against the
stone floor as it sliced through the animated
pool of ooze. Tarkan, his foot free but still
covered with grey stuff, danced back out of
danger and began hacking off the rest of his
boot with his sword edge.

The ooze turned and thrust grey pseu-
dopodia toward the elf. Zereth eluded the
thing. The oil blazed merrily, impotent
against the horrid thing. The apparently
mindless creature tried to force the elf and
man back against the wall from which it had

sprung.

P “B?ades, blades!” cried Zereth, striking
again and again. Boinger and Gulf drew
and slashed, stashed and cut until the thin
blob lay motionless before them on the dark
flagstones, the oil burnt out, the room thick
with smoke.

“Sooner out of here the better,” said
Zereth, coughing. He sheathed his sword
and ran his fingers over the now-bare
stones of the wail. Within seconds he had
located the hidden catch and a panel of
stone swung back, revealing another room,
again lit by the feeble luminescent fungi,
draped with long streamers of fine, lace-like
cobweb.

Cautiously they entered, Tarkan now
limping in the rear. Soundlessly, Zereth led
the way, pointing out to the others the faint
tracks of other feet in the soft grey dust
before them. Tracks in or tracks out?
Boinger wondered. He did not wonder long.

The low mounds in the dust were too,
too easy to identify. There were six of them,
and as Zereth gently moved the dust aside
with his soft leather boots, they all could see
the darkened gleam of rusted mail, the glint
of bone.

Boinger turned slowly, surveying the
room. The soft white glow of the light spell
did not reach the farther walls, only the one
behind with its open door. Above, the ceil-
ing arched upward into a dome, the apex
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black and impenetrable—threatening. Be-
fore, and on either hand, was more dark-
ness.

The thief knelt, his eyes still straining to
detect some movement, some sign of dan-
ger. His left hand ran expert, agile fingers
through the dust, finding and discarding old
belt buckles, chain links, studs, and detect-
ing and pocketing the pitiful few coins these
mortal shapes still kept in their possession.

“Gor!” cursed the taciturn mercenary.
“What could ‘ave got ‘em?”

“Another party, do you think, Boinger?"
whispered Zereth, his eyes searching the
encircling darkness.

“Nay,” answered the little thief, quite
practical. “They've not been looted.
Another group of adventurers would have
taken their gold and jewels, if not their
weapons.” He was busy making this
opinion a reality.

“These poor fellows are still armed,
Zereth,” Boinger whispered again, pulling a
shining, rustless black weapon from be-
tween skeletal fingers. “This looks quite
magical . . ."

“Hush!” The elf crept forward on silent
boots, moving in a fighter’s crouch, to the
edge of the pale pool of light. His gaze
dropped to the dust at his feet. “Ah!” he
cried and peered again into the dark. He
hastened back.

“Tracks,” he said. “They were pursued.
Quickly, Tarkan, the protection scroll. Do
you have it?” in the distant darkness, at the
far end of the room, there arose a creaking
noise, as if old dry wooden hinges had been
disturbed. The magical light seemed to
flicker and a chill struck the halfling, making
him shudder.

“Here.” Tarkan's voice was barely
audible.

“Read it, quickly,” directed Zereth. “You
others, hold his hands.”

Tarkan's fingers were wet with sweat,
despite the cold. The ominous creaking
came again as Tarkan recited the enchant-
ed words.

Now the miraculous light had dimmed to
a faint glow and the chill of the air had
increased. Boinger felt the cold and dark-
ness gather over his head like great folding
bat wings. The creaking sound was rhyth-
mic now, creak-creak, pause, creak-creak.
it was, he realized, the sound of someone,
someone with very old joints, creeping
toward them, probably on tiptoe. As the four
adventurers crouched in the dust of their
predecessors, still, unknowing, holding
hands, the sound of that stealthy approach
drew closer in the muffling dark.

Boinger felt the hair on the back of his
neck prickle and pull as it stood straight up
around the edge of his helmet. in front of
him loomed a tail, slender, shadowy figure.
The head seemed cowled, but where the
eyes might be, two tiny green flames
danced and flickered. The awful creaking
came again. The figure swayed and
stepped nearer.
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They all rose to their feet. Boinger's
teeth were chattering in his head. Gulf gave
an awful cry, a wail of anguish, seemingly
from the very bottom of his soul. His sword
fell clattering into the dust-he turned and
ran. In the darkness they could hear his
scream continue, interrupted by thuds as
he ran into the stone walls in the dark. His
cries of terror dwindled into silence.

“The holy water!” Zereth snapped. He
stepped forward, sword pointed at the ter-
rible apparition. Closer it came, an aura of
cold and fear preceding it like a wall of ice.
His teeth still clicking, Boinger fumbled at
his belt for the vials.

Tarkan lifted the glowing spear and held
it forward. “His neck!” the young human
gasped. “He's wearing the stone around his
neck!”

Boinger could see the thing more clear-
ly now, and it did nothing for his composure.
The head and raised hands were skeletal,
but the figure was swathed in a purple robe,
trimmed with grey fur, and a fold of this had
been drawn over the dome of the skull like a
hood. Beneath, in each eye socket, the
green flames flickered with evil.

“Back, back, foul creature of the pit!”
cursed Zereth, thrusting with his sword. The
point of the magic weapon flashed blue and
was turned aside. Undaunted, the heroic elf
tried a roundhouse swing, using both
hands, and saw his blade tear into the
rotting robes. Foul dust spewed forth.

A skeletal hand gestured; iridescence
swirled before their eyes but then disap-
peared. The talisman around Tarkan's neck
now glowed bright blue. The human gave a
cry of triumph and thrust at the horrid crea-
ture with his glowing spear.

“Boinger, get him back,” cried the dark
elf. The halfling had cautiously circled out of
the direct path of the evil thing. He held his
magic dagger ready to throw in one hand,
again felt in his belt pouch for the vials.

Tarkan's spear had no effect, but the
man advanced and thrust again. Again the
creature gestured magically. Suddenly
darkness and silence settled over Boinger
like he was dunked into a lake of ink. He
was momentarily blind and deaf; then his
vision cleared and he could see the glow of
the amulet on Tarkan’s breast. It was so
bright it lit up the man’s face, now grinning
with triumph.

“Harmless!” the human was shouting
as Boinger's ears began to function again.
“Lord of evil, give me the gem .. .” The
skeletal arms seemed to glide towards
Tarkan’s face. Boinger leaped toward
them, his enchanted dagger clashing
against the concealed bones of that terrible
left arm.

“Oh, no you don't” Boinger cried. The
fearsome flame-lit eye sockets turned to
regard him. A sudden awful doubt seized
the halfling’s mind: that this undead crea-
ture was far too powerful for them, any of
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them. He began to wish he had not jumped
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and curled like the fangs of a snake.
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thrust the bulk of the blond, armored
human. “The stone!” he cried again, clutch-
ing it with both hands.

The lich struck at the young man with his
free hand, and Tarkan cried out in pain and
fear. The icy grip loosed on the halfling,
and, though Boinger did not fall, he felt him-
self shaken back to his senses. He bit the
cork on the crystal vial he held in his left
hand and cast the clear fluid into those
dreadful eye sockets. At the same time he
felt the lich stagger under another blow as
Zereth, undaunted, circled to his enemy’s
rear.

The monster cast the luckless human
from him and Tarkan fell sprawling into the
dust. Boinger had released the stopper of
the second vial in his left hand in that
moment, and now poured its contents into
the gaping skeletal mouth. A high-pitched
scream split the halfling's eardrums, and
he fell as his attacker collapsed. He rolled
andjumped to his feet, dropping the empty
vials and bringing his dagger to the ready.

But the thing didn't move and, as
Boinger approached cautiously, Zereth
prodded it with swordpoint.

“It's done for,” the elf said, glancing
around the darkened room. “I hope there
aren't any more. How are you?”

“Better,” said the little thief. “That avviul
cold is gone. What happened to the man?”

“Let's see,” Zereth knelt at Tarkan's
side. “Still breathing, but unconscious.
We'll have to carry him out.”

“Mithra’s Mother,” swore Boinger,
whose spirits had begun to improve. “Carry
him? Can't you heal him so’s he'll wake
up?”

“Only one scroll of each spell, remem-
ber?” said Zereth, pulling the leather case
off the recumbent youth. “He’s still holding
the gem.”

“Let him hold it,” said Boinger decisive-
ly. “We'll took around for something else.”

Zereth was looking through the scrolls.
“There’'s a protection from cold here,” he
said, “but he's already frozen; | don't think it
would do any good. We might read it over
you.”

“Do you think there are any more of
those things around?” asked Boinger.

“l don't hear anything or sense any-
thing, do you?” the elf answered. Indeed,
the darkened room seemed empty and
nonthreatening.

“Let's risk a quick search,” said
Boinger, “Never mind the spell just now.”

“I didn’t think I'd get you out of here
without searching the room,” Zereth
replied. e s

It was a small but rich yield. A great
carved ivory chair, too big to carry out (“For
later,” Boinger said); a nasty-looking black
book, opened with great care, which turned
out to have blank pages (“Old grimoire,”
Zereth guessed); a set of gold plates and a
cup, set with emeralds; and two scrolls,
sealed in ivory cylinders.

“What's to be done with the young
man?” Boinger asked, as he carefully
stowed each of the smaller items in his
haversack. “We'll never be able to carry
him, unless we strip off his armor. Oh, why
didn’'t we think to bring a mule?”

“Down the well?” Zereth asked.

“The well"” Boinger cried. “We'll never
get him up the well! What's to be done?”

“Wait at the bottom until he’s recovered
enough to climb out on his own,” said the
elf, practically.

“But that will take days!” the halfling
protested. He went to the unconscious
human and began gently removing his
chainmail. “And Mithra knows what will be
coming down these other corridors. Why
don't you look at those scrolls?”

“| have,” said Zereth. “There are eight
left, but they're of little use to us now: purify
food, create water, detect magic . . ."

“No, | mean the ones Old Bony had
under his chair.”

“Risky,” said the elf. “Still, with the
shadows and all . . . ." He broke the seal on
the first cylinder while Boinger stood next to
him, holding the glowing spear. The elf blew
the dust off the ancient parchment and
carefully unrolled the edge of the magical
device. In a moment he chuckled.

“This is it,” he said. “Just what we
need.” In a moment there was a faintly
glowing blue disc, three feet in diameter,
floating in the air before him. “Quick, shove
Tarkan onto that, it'll carry him for us,” he
said.

They started out of the room, the com-
atose human sprawled across the floating
disc, onto which Boinger promptly also
loaded his pack. “Wait,” he said.

Zereth paused. “How about the chair?”
the halfling asked. “We could put it over the
top of him.”

“Don't be greedy,” the elf replied, and
started for the door, commanding the disc
to follow.

“It might actually protect him,” Boinger
persisted.

“Don't argue,” the elf replied. “I don't
know how long this thing will last.”

“Will it go up the well?”
“l don't see why not, if | tell it to follow
me.”

* % k% %

Tarkan had been installed in the big bed
in the adventurers’ room at the Green
Dragon. Pale and chill from a ride in the
moonlight over the back of a mule (the disc
had winked out at the top of the well), he
looked like a corpse. Zereth and Boinger
enlisted the aid of a few of the more sober
patrons of the common room to carry him
upstairs and then sent for a cleric.

In another hour, after the clerical visit,
the patient was speaking again. Boinger
descended to the lower room to talk to the
hangers-on and refresh himself. Zereth
threw his cloak on the floor and was in-
stantly asleep.

It was close to dawn. None of the sots at
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the bar had seen poor Gulf; Boinger de-
cided he was lost. He filled a platter with
cold venison, yesterday’s bread, cheese
and pickled lizard eggs and found a seat in
the back of the warm, quiet room. He was
dozing over a third cup of tea when the big
door of the inn slammed open and a slen-
der, cloaked figure raced up the stairs.

Boinger yawned, got slowly to his feet
and followed. The door to their room was
ajar; he pushed it gently open. Mistress
Verbeena sat on the bed, Tarkan's blond
head pillowed in her lap, her delightfully
rounded bodice just above his upturned
face. They were murmuring the sorts of
things that lovers have murmured since the
beginning of time. Boinger withdrew to the
windowsill where a sleepy Zereth sat,
wrapped in his cloak, his eyes barely open.

The lady seemed not to notice the half-
ling's entrance, but a few minutes later the
door was thrown back by a dark figure she
did take cognizance of.

“Bitch!” spat Misteera, upon seeing the
other woman.

Why, thought Boinger, from across the
room, why, when females of the human
species argue, is their vocabulary so in-
credibly limited?

“Look what you've done to him!”
Verbeena replied, rising to her feet to de-
fend herself. “He nearly died on your fruit-
less quest. You practically killed him!”

“Bitch!” repeated Misteera, failing to
meet the verbal challenge. “Leave him
alone. Did you get it, darling? Where is it?"

Tarkan, apparently confused by this
sudden assault in the morning quiet, looked
bewildered.

“Did you get it, Tarky? The stone, did
you get it?” asked Verbeena. The young
man obediently reached under his pillow in
response to her query and produced the
faceted yellow gem on its chain. He had
knotted the gold chain together so that the
the circlet was complete. The gem caught
the early rays of the sun and sent a single
amber ray sweeping across the dark beams
of the ceiling. Verbeena let out a tiny cry like
the sound a rabbit makes when the mid-
night owl swoops down. Boinger felt his
heart strike a concordant beat. He started
forward, but Zereth put a restraining hand
on his arm.

“Ah-hah,” cried the medium, her long
black hair swirling as she rushed forward,
hands outstretched. “Now we'll see, you
rotten bitch!”

Tarkan sat upright on the bed, in
Zereth's second-best tunic for a night shirt,
holding the golden gem in his left hand.

Misteera reached him, grasped his right
shoulder in pale fingers. “Look, look, look at
her, darling! Now's your chance!"

“No,” whispered the shorter woman,
her hands clasped to her breast. “No
Tarkan, my love, trust me, donot........

The young man was pale, still weak
from his recent ordeal. The medium seized
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the stone from his numb fingers and held it
to her eye. A shriek of triumph burst from
her crimson lips. “Ha-ha! Here, my love,
look, look at the thing you thought you loved
more than me!” She poked the gem into the
weakened lordling’s face, until Boinger
feared she would put out an eye, rather than
assist its vision.

“No, my darling,” cried Verbeena, still
unmoving, “as you love me . .. "

Tarkan seized the agitated hand of the
screaming medium and held it before his
face. Again both women cried out, Misteera
in a high-pitched hoot of triumph, Verbeena
in a throaty, low moan.

Tarkan did not move for a long moment.
All other eyes in the room, including the
rumpled visage of the recently roused land-
lord at the open door, were fixed upon him.

Tarkan smiled. He let the gem and chain
fall into the clutches of the dark-tressed
medium at his side. He looked at the trem-
bling Verbeena, who hardly dared to meet
his gaze. She had moved several steps
away from him.

“You were never lovelier,” he said. He
held out his arms for her and she came to
him.

“Bitch!” cried Misteera. The medium
stood, shaking with fury. “All right, keep
him!” She flung the jewel on the table.
“Worthless puppy! Who wants him any-
way? B. . .”

“Milady,” both Zereth and the landlord
advanced to her side. “This must cease—
no more, outside please. All the yelling you
want, outside...”

Misteera hesitated a moment before
she turned to rush out, her face streaming
with tears of rage and frustration. She
hesitated before the gem and its chain on
the table and put forth a hand as if to reclaim
it.

Clunk! Boinger's dagger appeared in
the wood just in front of those questing fin-
gers. Shocked, her hand clutched to her
mouth to stifle one last outburst, Misteera
turned and fled.

Boinger gazed fondly at the lovers on
the bed, kissing as if no one else was in the
room. He plucked his blade from the table
and picked up the gem. As Zereth's firm
hand took hold of his shoulder, he raised
the gem to his right eye.

The lady Verbeena's hair was streaked
with grey, her cheek not quite so smooth.
As she turned happily in her lover's arms,
he could see through the gem that her waist
was more than a little plump, her breast no
longer firm. The change, slight but real,
vanished when he took the stone from his
eye.

Zereth and Boinger shooed the landlord
and two curious maids from the door,
closed and locked it from the outside.

“It's time for breakfast,” said Zereth.
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“I've eaten,” Boinger replied, “but I'll
join you.” . xxw

“So her beauty is illusion,” Boinger
said, looking sadly at the stone on the
cluttered table between them.

“| saw through the illusion that first night
of the seance,” Zereth said. “But others did
not. The Gem of Seeing negates all that, of
course. Misteera knew that, and knew
where it was, although she didn’'t expect
Tarkan to go after it himself.”

“But it doesn’t work for him.”

“Are you sure?” asked the elf. “The
gem shows things as they really are. But
are things really the same for you as they
are for another? Of course not. Tarkan sees
her as she really is, for him.”

“For now,” the halfling added.

“To be sure,” the elf agreed. “Now, do
you think you can get that thing duplicated
in colored glass before Tarkan thinks to ask
for it?”

“I suppose. Why?”

“| think it would make a lovely wedding
present, do you not agree?” said Zereth.
“Of course, | mean the imitation. We
wouldn't want him using it again and again
over the years, would we?”

Boinger smiled, “Of course not. And the
original should be worth . . . perhaps five
thousand. . .”

“We'll see,” said the elf. They both
laughed.
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SOMEWHERE IN THE UNIVERSE €XIST5 A UNIQUE
© AND BCAUTIFUL LITILe PLANCT CALLED
MORNMIMESWISH.

.

@t MORNINGS W/ SH

15 A VCRY SPCCIAL £ AS SHE 15 THE Bmwmce OF

= ALL CHILCREN

- THE FOURTH IN A TEN PLANET SYSTEM, SHE IS CIRPLCD

BY TWO MOONS KNOWN AS BRIGHT RIMG AND MIDNIGHT.

DECORATING HCR WATCRY SURFACE ARC THREE |-
LUSH CONTINENTS AND THOUSANDS OF VARIOUS
S{2CD ISLANDS. THE MAKR CONTINENT CALLED | 5
TERRAGARDEN,, 15 BROKEN INTO REGIONS RULED |7
BY RE6ENTS WITH SWORN ALLEGIANCE TO AING |
AMARIAN AND HIS oueav EVALOR, ;

THOUGH KING AMARIAN AND HIS QUEEN DO GOVERN
MOST OF TERRAGOLDEN, THERE ARC REBLL REGIONS
NOW CONSIDERING THEMSCLVES COUNTRICS. SOMe OF
THESE COUNTRIES ARC GOOD AND WHOLESOME, SEPARATE
FROM THE STATE DUE TO REL/GIOUS AND POLITICAL BELIEFS....

WHILE OTHGRS ARC RULED BY

WITH LUSTFUL APPETITES AND
TREACHEROUS MINDS.

| THE DARK FORCES OF AV/GHTMARES,
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IN THE KINGDOM OF PERSTAMONEE, PINSOM
AND NAWD/AN, TWO YOUNG €LVES IN THE
SERVICC OF AING AMARIAN ARE NEVER
QUITE SURE IF THEY ARC FRIENDS 7%
OR RIVALS, BUT AS ALWAYS, THEIR
LOVE OF KNIGHTHOOD COMES
) FIRST—S0 ITS ARACE TO >
THEIR CLCARING IN ROUNDTREE
WOODS FOR A BIT OF EXTRA
SWORD PRACTICC.

- HeY NAWD—
REMEMBER LAST
ONE TO THC CLEARING

77 \ B R CARGS, FOR LOVES HIS
/ L S NCVCR CARCS
A VO Qe THESE OUTSIDE TIMES AWAY FROM
/ : - PRACTICES. HC ALWAYS THE CITY—AWAY
‘ z / > PERFORMS BCTICR WITH FROM THE JUDGING CYES
; AN AUDIENCE, BUT ONC HAS OF TEACHCRS AND SPECTATORS.

TO KeeP UP WITH
THE COMPETITION. STiLL,
WHAT'S THE POINT IN
WORKING IF THERE'S NO
REWARD TO WIN?

HeRe, LIKC THE WOODS, A SPIRIT
COULD BC FREE, PURE, AND SIMPLE.
HERE THERE WAS NO NeeD FOR
SENSELESS CTIQUETTE AND
TIME-CONSUMING PROTOCOL..
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-  ASTHEY RACEON, -
v NAWDIAN, A SPRINTER
BY NATURE, AND AO

LONG DISTANCE RUN, REALIZES
THAT HIS T/7LE FOR THE REMAINDER
OF THE DAY IS TO BE SLUB MOTH,
NOT HIS FAVORITE CREATURE.

NAWDIAN'S MIND, |
1RRITATED, SEARCHES
FOR A WAY TO WIN.
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l/\:-i“'ﬂlr..\l/K

DESPERATION MAKES HEROES(?) | 1
OF US ALL, SO NAWDIAN TAKES A
CHANCE ON A SHORT CUT. ZJ

TICRING BY DAVE

| Pinsom 15 FIRST |
TO THE CLEARING,

Wy W, Se—

HiM, THE HAIRS OF PINSOM'S
NAPE STAND ONEND—FOR d
SOMETHING 15 IN THE CLEARING 1
AND (T'S NOT NAWDIAN.
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TAKE US TO
YOUR DRAGON!

' t
HOLY SCRMBLAT:.
ITS *00000000000
MILES To THE NEXT
HOBBY SHOP!

|
- BY SKee
| 10D o
v
/

MAYBE WE
SHoutD TRY A

BLACK HOLE!

\

What’s a poor alien to do?
We've searched the universe for the latest Dragon, but copies of the
monthly adventure role-playing aid are as rare as zgwortz on Rdxnrk-19.

Hey, aliens {and other humanoids)! Don’t throw yourself into a black hole. Intelligent life forms
across the universe are solving this monthly dilemma by subscribing to DRAGON magazine, ensuring a
constant supply of the best coverage of games and gaming. And, they’re saving money too — one-third

off the newsstand price. ‘
So turn off your warp drive and explore the universe of fantasy from the convenience of your mailbox

by writing to our mailbox — Dragon Publishing, P.O. Box 110, Lake Geneva, Wl 53147,

(] Beam us up, Scottie. Our days of [J Heck no, we like exploring strange
wandering are over. Enclosed is a new worlds, dusty bookstores and

check or money order for $24 (1.5.* moldy hobby shops. Now if we could
for a year of Dragon. just find a good map of Zeta sector!

Name (please type or print neatly)

Address
City State Zip

*Qverseas rates are $50 for surface mail, $95 for air mail. Slightly higher in some galaxies.
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THE ELECTRIC ENE

COAPUTER TECHNOLOGY 4nD TERLINOLOGY

HOAE COAPUTERS

by Mark Herro

Lately I've been getting letters from
readers asking which computer would be
“best” for them. Questions like that are diffi-
cult for me to answer, since my evaluations
may not agree with someone else’s. But
this is a good time to pause and take a look
at the most popular computers on the mar-
ket right now.

Radio Shack

More than 75% of the home-computer
market is controlled by three companies:
Radio Shack, Apple Computer, and Com-
modore Business Machines. Of these
three, Radio Shack dominates. With more
than 500,000 units sold, Radio Shack is
considered to be “the IBM of small compu-
ters.” In fact, its TRS-80 computer line has
been the most profitable product the com-
pany has ever made.

Radio Shack is currently marketing five
different types of computers, three of them
on the market for less than six months. The
most popular is the Model | TRS-80, in the
16K RAM, Level Il BASIC configuration.
Remember that RAM is the amount of
memory available to the user, 16K being
about 16,000 “words” of memory. Level Il
BASIC is Radio Shack’s brand of the
BASIC programming language. There is al-
so a Level | BASIC, a scaled-down, begin-

Radio Shack TRS-80

| and Level Il aren’t compatible with each
other (that is, you can't put a Level | pro-
gram tape in a Level Il machine and expect
it to work).

One of the biggest points in favor of the
(Level II, 16K) TRS-80 is the tremendous
number of programs and devices that are
compatible with it.

Don't get the idea that the TRS-80 is
perfect, though. They do have their prob-
lems. Graphics (the ability to draw pictures
on a video screen) aren't very good, having
a resolution of only 128 X 48 points. System
expansion, such as adding more than 16K
RAM or disk drives, requires an “expansion
interface.” This adds both extra expense
and extra space/cable/power require-
ments to the overall system. Model |
TRS80's can't display lower-case letters
without a modification to their “guts.” Final-
ly, Model I's have come under fire from the
Federal Communications Commission.
The computer spits out more radio garbage
than you can shake a stick at. The effect on
nearby TV sets has to be seen to be be-
lieved. As of this writing, Radio Shack is still
making Model I's, but the FCC may force
the company to shut down production.

Covering themselves from that possi-
bility, the people at Radio Shack recently
announced the introduction of the Model Il
TRS-80 (the one in between-Model II- is
a computer geared for small business appli-
cations and is out of the price range of most
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home users). The Model Ill TRS-80 cor-
rects many of the problems mentioned
above (radio garbage much lower, expan-
sion built-in, lower-case built-in, etc.) while
retaining compatibility with Model | hard-
ware and software (both Level 1 and Level
I). Model III's cost more than Model I's in-
itially, but they are very similar in cost as
they are expanded with more memory and
disk.

Apple-ll

Apple . o

Next in popularity is Apple Computer's
Apple-Il. In my opinion, the Apple-Il is su-
perior to the TRS-80 in several respects,
but it costs substantially more.

Apple-II's produce color video output
and have excellent graphics capabilities.
Actually, it has two graphics modes: a low
resolution (40 X 40 points), 15 color mode;
and a high resolution (called HIRES, 280 X
160 points), six color mode. HIRES can
produce very detailed drawings-even
fairly detailed reproductions of photo-
graphs- but the memory requirements are
rather high. More than 12K of RAM is re-
quired for a HIRES picture.

The Apple-Il also comes with analog-
to-digital conversion circuits (through two
game paddles) and the capability to gene-
rate sound (through a built-in speaker).
Both functions can be “addressed” through
BASIC statements. They also have a “mini-
assembler” for machine-language pro-
gramming. The combination of these three
things—all in the standard package—
make the Apple-ll an exceptionally versatile
computer.

Speaking of BASIC, Apple also has two
versions of that language. As with Radio
Shacks languages, Apple’s “integer”
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BASIC and “Applesoft” aren’t compatible
with each other. “Integer” BASIC is along
the same lines as Radio Shack’s Level I,
except you can’t even use fractional num-
bers here. “Applesoft” is a full-featured
BASIC. If you buy an Apple Il with “Integer”
in ROM, you also get in a cassette version
of “Applesoft” for occasional use. If you buy
one with “Applesoft” in ROM, they throw in
a cassette version of “Integer.”

Commodore

Lowest on the “top three” list is Com-
modore’s CBM (older versions were called
the PET). Although it was the first “person-
al” (vs. “hobby”) computer on the market,
Commodore “blew” its chance to be the
guiding force of the industry. The newly in-
troduced PET's fell out of favor with most
people because very little documentation
(set-up instructions, how to program, ma-
chine capabilities, etc.) was supplied with
the computer. Commodore has since got-
ten its act together and made impressive
gains in the marketplace lately, but it has a
lot of catching up to do.

A main point in favor of the CBM is its
“idiot proof” operating system. It more or
less tells you what to do, under certain cir-
cumstances. The CBM also features “pre-
defined” graphics characters—playing-
card symbols, boxes, circles, etc.—and a
cassette storage system based on digital
signaling rather than the staight audio tones
the other computers have. The CBM sys-
tem is much more reliable than the others.

i

Aufomated Simudations.

Like m, you're profably réally info gomes, all sorts of gomes.
But an Epyx gome is mare thon a pame — if's an uxwianﬂﬂa. and
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of yaur fingartips: with Epye computer games trom
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Commodore PET

Other Contenders

Aside from the three most popular com-
puters on the market at the moment, two
others that could be considered “coming up
fast on the outside” are Atari’'s Atari 800 and
APF’s Imagination Machine. Both feature
good graphics, sound, joysticks, and a pret-
ty good BASIC. Time will tell if they will grab
a good chunk of the market. The Atari ma-
chine seems to be selling well, considering
the short amount of time it's been on the
market.

Prices

List prices for computers can be mis-
leading, since some computers have hid-
den costs. Sometimes the price is for the
complete system: computer, video display,
cassette recorder, etc. Others may include
just the cassette recorder with the compu-

I'va airecdy anle
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ter. You supply the TV or video monitor.
Some don't include anything extra. Here’'s a

summary of prices (as of winter 1980):
TRS-80, Model |, Level II, 16K:  $850
(complete).

TRS-80, Model Ill, Level II, 16K:

$1000 (no cassette).

Apple-1l, “Applesoft” in ROM, 16K:
$1200 (no TV or cassette).

CBM, 8K: $800 (complete).
APF Imagination Machine, 8K:  $500

(no TV)
Atari 800, 16K: $1100

(no TV or cassette)

Friendly advice

At the risk of repeating myself from past
columns, I'd like to stress several points.
First, remember that each brand of compu-
ter can only run its own programs. Many
companies sell different versions of the
same program, one for each type of compu-
ter, but don’'t expect a CBM tape to work on
an Apple-Il. To a lesser extent, this is also
true of hardware options like printers and
disk drives. This is why the selection of one
brand over another can be so important.
(The TRS-80, Apple-Il and CBM all have a
wide variety of programs on the market.)
Second, read some of the books and maga-
zines on the subject. Even if you don’t un-
derstand some of the magazine articles,
you can learn a lot from just reading the ads.
Third, visit your friendly neighborhood com-
puter store to see the machines before you
buy.
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"STRATEGY AND
FANTASY WORLD

Dreams.

We don’t specialize
in real house-trained
dragons, magic swords
or marvellous treasure
chests.

We do specialize in
everything fantasy
gamers need to realize
their dreams.

When you first walk
into a S&FW, save
yourself a pinch — we
really do have every-
thing for a success-
ful fantasy campaign.

) Valley Forge Shopping Center
We are America's Headquarters for the Wargamer, King of Prussia, Pa. 19406
Fantasy Gamer & Miniaturist centrally located in - Tel.: 215-265-8562
‘ these metropolitan areas: (Our mail order headquarters!)

7th and Shipley 103 East Broad Street 201 Massachusetts Avenue
Wilmington, DE 19801 Falls Church, Va. 22046 Boston, Mass. 02115
Tel.: 302-658-5436 ’ "~ Tel.: 703-532-2477 Tel: 617-267-2451
2011 Walnut St. . Colonial Arcade 505.Cathedral Street
Philadelphia, Pa. 19103 530 Euclid Avenue - - . Baltimore, Md. 21201
Tel.: 563-2960 ' Cleveland, Ohio 44115 Tel.: 301-752-8268
Tel.: 216-621-2293 : o Tell them you saw it in Dragon magazine
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There’s one...and another one...

Hera's anocther painting from the sasel of Mike
Carroll, the arlist who produced the cover lar our
Dragontales fiction anthology. Besides being nice o
look at, amd appropriate for the Valentine season,
the picture has another purpose. Worked Into the
design, some in more obvious fashion than others,
are acertain number of dragon-shapes and a certain

number of heart-shapes. How many? Well, thal's {or
us 1o know and you to find out. We'll make i Inla a
contest: The first person to send a postecard o
Dragon Publishing, P.O. Box 110, Lake Geneva Wl
53147 wilth the éorrect number of dragons and
hearis will be immorialized in print in the April issue
of Dragon magazine. Ready, sel — slart searching!
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The powerful dwarf-war:
rior rests his weapon a
laughﬁ Well, you plr.'li:d
yourself quite aname!”
And what weuld you know
of this 2 "Jasmine replies
haughtily.

‘Of Jasmine | know some,”

he says,” I was the vichum
of a strange prophecy when
Iwasa youth. he poetrc

OVISENs £ went Smﬂiﬁimj
L1k :

s a warrior Lives, awar
nor dws

Yer thee will glide on the
wings of the skies,

wWhen the Ave-well of
Winter has made the
L’IHI’! lean, -

Seek out the whate rlower
Jasnune—

In the shring whert the
white rocks rise,

This is where your
Drestiny Lies,

Bur | neveo did pay
much mind to it

Notng that the sun
has alniost set he picks
to leave, burning toward
the rwvers Jasmune fellows
him 0 the base of the—
bridge. :
Al Just as | thought.
The dwarf invites Jas:
e e @ ALt cave cany
frowm the river bank be-
neath thé bridge. He
lights a fire. clmong the
skulls and ether'morese
debns, the crackling red
flames 1lluminate cons
and valuables robbed from
countless poor travellers
above: Regarding each

other with caution, aun- |

casy companionshi
develops. Shediscovers
hisnaime 1s { lynn Ko
darcaken heartang that
he 15 ravellung fo Octed.
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He scoms puzzled fm’ Mo
ment when she asks (f O
ted 1s vicar The Greatwhutt
Jhrene meuntain & Lawahs,
replying the mountain Rad
nothing to offer his people-
whe sought geod mines many
many years before. The
had sirice changed 108 name
o ‘Feel s Hope. Youarea
strange ene, “he looks at her

wzzled " You know things
you could net possibly Know
yet yeucan twalk through
the woods w/out stumbling.
Leaving the warmth of the
Are, Glenn umpalcs the heads
of the cut-throats enthewr
oW Fﬂle- armsd& places them
forall to see at the end of the
bridge In death s in lite the
wo heads bob wn the wind
watching ever” thar bridge,
to mock or be mocked. . .”

Star nq Into. the ﬁ'r.
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Jerrible images of a burning land recur
i her slecp unnl arlase the tlames dim-
st exposing a tall, black obsidign_
castle rising within a crown of volcanic
spires, Here, Jasmine senses malitmarish
reacheryand evil. Her dreams reveal the
st shuddering glimpse of Tldsher

With great interest nielantha the Fire
Queentof 1ldshél warches Bardulf- Thaat
tur's plotting, Her passion is power and she
fears nething. niclantha s web srretches un
seen from the volcane spives of Hdshor to the
nsuspectng Mid-realm. She waits with i fin
He paliende o cnsnare 11¢ et victm w her
qhittermgweb.cAtrracred by the ruthless pow
erof the dark prince, she plans her mtrap
ment and cghiquest. Bardulf Thaattir
Ace-wolf of the Darkness, she nutses upoi
s name, I Like that '
Jusrasa black erchud is seductive and exp
= tic, Queen Melanthas beauty knows a del,
= cateness unsurpassed . Even so, her decephve
nature 1s crucland cunming. Heedark oyes
betray the rephlian passions and mshncts of
hee black soul . Her lips hwist m a sole of
w2 satistachon. s long as her soul is locked a»
% waymasecrer place, she will reman forcven
*beauniful, forever ternble, Forever Queen !
What ran this mean 7 He has succeeded m the
takmgof LR yet hesitates o Kill its King be-
cause of lusdaughter?! * She addresses the
Captau whe has brought her the disturbing
news, her oyes burming with contempr. Wiiar
can this qirl - Flavia= mean to him 2 His Just
MLST ot inter fere with my plans, kil her !
Hir hery tomper melts ntoa thewght bl qaze
No wait = pérhaps | canuse her i
>he saunters toward the windew and looks
southward . "Yes-s-s. cAxe-wolf my Love —
with this qirl | shall discover vour passions
and your weaknesses —then | shall Jﬁ';‘*{!_
you both. Captam find thus Prncess of UR

- and report tome her every maove—
NEXT: THE STRANGER.
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Fantasy Supplement:
The Compleat Universe

Module C/S I: You started playing Fantasy
games a while ago; since then you've expand-
ed your universe. You're trying science-fiction,
Old West, etc. But have you really tried it all?

Or even seen all the products that are available?

Module C/S 1I: As more and more people become in-
volved in gaming, THE COMPLEAT STRATEGIST has
expanded its universe. We started in Manhattan and
then we added Montclair, New Jersey to our universe,

In April 1980, we added our newest world of

gaming: THE COMPLEAT STRATEGIST in

Davie, Florida.

Module C/S IlI; Role-playing games have be.
come such an important part of gaming that
there has been an explosion of items avail-
able. From games to game-aids, from sup-
plements to pre-generated adventures,

For most gamers the real problem be-
comes: Where can | see all of these

new items so that | can decide

which | really want and need?

(The answer: see Module |I)

+We at the Compleat Strategist
pride ourselves on ow .
very complete selection \%
of all major role-playing

|| I_ = ""
-...r

P *:h

A SR )
J - AN __.:" '-" : s
A =

In Mew York: 11 E. 33rd St., MY, MY 10016,
212-685-3880-1, 10:30-6 M-S, Thurs-til 9:00,

In Mew Jersey: 2049 Glenridge Ave,, M.J. 07042,
201-744-6622, 11-7 Tue-Sat, Thurs-til 9:00.

In Florida: 5406 Stirling Rd., Davie, Fla. 33314,
305-961-5660, 11-7 Tue-Sat, Thurs-til 9:00.

Tiei¥ thiem yow som it in Dmgan mog



1982 XL “MHVd HV@EI)
SLL X0

L ET AL R T
s - s QeI ALUQ) IEADIL],

*WoLLOE THDI LY SSE¥00Y ZHL OL JLIHM LS00 "ORTOVANT
ENY 00 05 O00W ZHI HI LOf d900a 41 TO30¥AHL 96 TIIM AHHL 0 WIHL I=D 0L WHEL H5Y
"WEHL TAVH L.H00 AHHL AT CTE0LS DHIWYD H0 AGHOH ILIHOAYL HMNOA NI ZSEHL ¥04 O]

JgWEIM “OiM eTST
SoI¥dIo BIST

SA0YH TYIRIIED LT5T
I¥ITINYS T HOLIM 9151
SOIYITM Ovaaonn STST
SHOYH PIST

HIZENL ¥ 9T1dd ¥EGT SHES0 SI99W £TS61 TI4aId % RENHO9 "SHIIHOIA HHL E0ST
JTORHYE % HIYHOTIM £551 SHERIOHDE ZTS5T SOMOY T NWOWIHO® "SOEWEIM HHL Z05T
ATINE0HL % SOSWII 7EST SLEIMOISOTII TIST ALIOITES 8 MIEHILAWMD® "SEMIOEEH dHL TOSRT
anNaHY ® HYEWD TEST SOEYZIN QTST SOTTIE 3 SOTALN" *SE0HEH FHL 0051

pEoEga 3 TOHLYEY 0EST
SHIHNLE AT JIEWH SUEAWISHOOYE] J0 "3040 LSNDNY 3HL

£ & £ ENTT MAH FHL LSIT LS0C 3M I0OEY MOH

ool 3W TTILT * CYHII HYHDOOHD H3HLONY FHIT SAOHNCE SIHL 2403 FTMOM

"CETES RTISYAW W WDa

STUNSTd OIIM0SSY 0F SEATD QHY IT¥DS UWCT ST FNIT HEAVISHOOWEd HEHLO HHL AWMANY
IMEWSTHS TIZROOWINS SHI J0 ISNVoEd MIVOY DNITIHOHD NYILUYW 5S04 HHL ST IWHL HNIHL 1
vesgeTas EMMNd IVHL MYEWR I ‘ON
segT QI¥S LSAC T ESHN0S 40
d4IVHI 4¥IH Nox JId

"05*TE A0 A0INd ATHLHWEAND FHI ¥0d STEndHId WiGE

AAITIAIT OML JID R¥D A3HL ST CHAVISHOOYd] HILIM C“HILSES ¥WI0S HHL 40 L5dE JHL

QL MIATS MIFd TAYH IVHL ﬁsnlnﬁa guI SONTIHLLYT ZHL ZAID L 02010320 SHYLLEYW JHL
495 OK  CETVAS wec] ST WEHLO SHI ONY SAMNOIJd TIVDS WWSE ST ENCG SIHL L0897 "LWHL MORX 1
=0 s ouoaTSROOYE0 OFTIYD 3NIT ¥ JAYH ROVEHTY ASHL LOZ

gz it SHIAWISHODOWY] N0 SIHL TIN: AJHL
COUYH WOEd HEW FHL WOdd 5AdNOId ASWINYd 40 HHIT m%u HIELOKY HIIM HIVOY IUY 3M TTFH TTaM

SUAAVIS

Tl chaern pooes o i in The Dragan




