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Introduction by Kim Mohan, DRAGON Magazine Editor-in-chief

Either way you look at it, this is a very revealing magazine.
If you read it, you'll find out a lot about DRAGON® Magazine

— what it used to be like, and how it has evolved since the early
years. And, judging by how many copies of this anthology are sold,
we'll be able to learn sometbing important about all of you.

Both of those statements call for some explaining. Fortunately, I
have a lot of space left in which to do just that. , . ,

This might more properly be called Volume 1.1 in our series of
anthologies, because it's not quite the same as the editions of Volume
1 that have preceded it. We took out the advertising that appeared in
the original Collector's Edition and all of the subsequent printings,
because the prices, the products, and sometimes even the companies
have long since gone out of date. We plugged new artwork into some
of the old advertising space, and we compressed the book so that it's
eight pages thinner than it used be.

But we haven't done a thing to the rest of the book — and the rest
of the book is what matters, isn't it? All of the game-related articles
are presented here in exactly the same form and substance as they
appeared in every previous printing of this anthology — and that
also happens to be exactly the way they were published in the vari-
ous issues of the magazine where they first saw the light of day.

Volume 1 stands by itself in our series of anthologies as the only
collection of previously published articles that displays those articles
with the same titles, the same typography, the same everything that
they had in the magazines from which they were taken. Even if you
don't own any of the issues published from 1975 through 1978, you
can get a very clear idea of the kind of material that The Dragon (as
it was known back then) was filled, with, and how that material was
displayed and portrayed. For instance:

As you'll see, the type was generally smaller back then. In fact,

you're getting more words for your money in this 68-page collection
than you would get in any of our other anthologies, all of which have
80 pages but are set in larger type,

A great share of the articles in early issues of the magazine were
contributed by a couple of young, energetic guys named Gygax and
Ward (who are still just as energetic, even if they aren't quite as
young any more).

Much of what appeared back in those days as "mere" magazine
articles ended up becoming part of the ADVANCED DUNGEONS
& DRAGONS® game system two or three or four years later; com-
paring, for example, the original ranger class (page 4-9) with the
current rules will give you an idea how concepts and ideas changed
as the AD&D® rules evolved into their final form.

A lot of space in those olden days was taken up with advice to
people who were just starting out as players or Dungeon Masters —
understandably, because back then everyone was a beginner. Even
so, an article like Jim Ward's "Notes from a Semi-Successful D&D
Player" (page 21) is worthwhile reading today, even for (and per-
haps especially for) people who think they've thought of everything.

Now, what are we going to learn about you from your purchase of
this anthology? Well, we're going to find out how many of the peo-
ple who currently read DRAGON® Magazine are vitally interested
in seeing material from the early days, and that wi l l help us decide
what to put into Volume 5, Volume 6, and so forth. Should we dig
farther into the past, or just go deeper into the more recent issues?
Should our next anthology be a semi-random sampling of "golden
oldies," or should we assemble a collection centered on a particular
topic, without paying special regard to which out-of-print issues we
dip into? \bur response to the re-issuing of Volume 1 will point us in
the right direction — and I think we can take it from there.
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Planes
The Concepts of Spatial, Temporal and Physical Relationships in D&D

by Gary Gygax

For game purposes the DM is to assume the existence of an infinite
number of co-existing planes. The normal plane for human-type life
forms is the Prime Material Plane. A number of planes actually touch
this one and are reached with relative ease. These planes are the
Negative and Positive Material Planes, the Elemental Planes (air,
earth, fire, water), the Etheriat Plane (which co-exists in exactly the
same space as the Prime Material Plane), and the Astral Plane (which
warps the dimension we know as length (distance)). Typical higher
planes are the Seven Heavens, the Twin Paradises, and Elysium. The
plane of ultimate Law is Nirvana, while the plane of ultimate Chaos
(entropy) is Limbo. Typical lower planes are the Nine Hells, Hades'
three glooms, and the 666 layers of the Abyss.

Assume further that creatures which can be harmed only by wea-
pons of a special metal (silver, cold iron, etc.) gain this relative invul-
nerability from having a portion of their existence in either the positive
or negative material plane at the same time they exist partially in the
prime. Therefore, those creatures which can be struck only with + 1 or
greater magical weapons exist wholly and simultaneously in two planes
(one of which is, of course, the Prime Material). So creatures which re-
quire attack of a + 2 or better magic weapon then exist in three planes
simultaneously, and so on. This brings us to the consideration of the
existence of magical weapons in other planes and in multiple planes si-
multaneously.

If it is accepted that the reason that certain creatures can only be
hit by magical weaponry is because the creature exists in two or more
planes simultaneously, then it follows that the weapon must likewise
extend into the planes in which the creature exists. At the very least it
must be that the weapon extends into no less than two of the planes in
which the creature exists, and these planes are those in which the crea-
ture has vulnerable aspects. This makes for a very complex relationship
of planes to planes/swords and other magical weapons to planes. A
special sword functioning with bonuses against certain creatures, or a
special purpose sword, will have existence on only certain planes with
regard to its special bonus, or due to its special purpose, but as most
weapons of this type also have a general +1 or better value, they also
extend into all planes — or do they?

Perhaps the most reasonable way of handling this matter is to
graph the planes which are existent in the campaign in question. Basic
bonus weapons extend generally into planes which are once, twice, etc.
removed from the Prime Material Plane of play. Those with special bo-
nuses then have a more intense nature in the plane in which the creature
they function specially against has its extra existence. And this also ex-
plains weaponry which does extra damage to creatures which can be hit
by non-magical weapons. Let us assume that these weapons have their
special existence on the plane in which the particular creature has its
personal existence. Perhaps such planes are more accurately termed
subplanes. Each type of creature has its own sub-plane, human, giant-
ish, demoniac, or whatever. Furthermore, similarities of type indicate
the same or closely allied planes.

As a side benefit of the use of this system, operation on the astral
or ethereal by characters no longer poses such a headache to DMs. As
magic weapons exist in those planes which touch upon the Prime Mate-
rial Plane, any person armed with a magic weapon wil l be able to attack
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into the Astral or Ethereal Plane if they become aware that their oppo-
nent is operating in one of these planes.

Finally, what of magic swords of special nature or special purpose
which are far removed from the Prime Material Plane? I suggest that
these weapons can be removed no further than the number of planes
from the Prime Material which equals their best bonus stated as a "to
hit", i.e. a +2 can be removed by two planes and still retain its magical
properties. Certain swords will have special treatment — the sword of
sharpness and the vorpal blade most notably. On the other hand, a
sword of life draining ability gains no such consideration, for it oper-
ates primarily on the Negative Material Plane. In any event, swords
removed beyond the plane limit given will lose all of their magic, be-
coming nothing more than normal weapons. This same "law" can ap-
ply equally to those weapons, swords or otherwise, which have a simple
"to hit" bonus.

As of this writing I foresee a number of important things arising
from the adoption of this system. First, it wil l cause a careful rethink-
ing of much of the justification for the happenings in the majority of
D&D campaigns. Second, it wil l vastly expand the potential of all cam-
paigns which adopt the system — although it wil l mean tremendous ad-
ditional work for these DMs. Different planes wil l certainly have dif-
ferent laws and different inhabitants (although some of these beings
will be familiar). Whole worlds are awaiting creation, complete inven-
tion, that is. Magical/technological/whatever items need be devised.
And ways to move to these planes must be provided for discovery by
players. Third, and worst from this writer's point of view, it wiH mean
that I must revise the whole of D&D to conform to this new notion. Un-
der the circumstances, I think it best to do nothing more than offer the
idea for your careful consideration and thorough experimentation.
This writer has used only parts of the system in a limited fashion. It
should be tried and tested before adoption.
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HOW GREEN
WAS MY MUTANT

THE APPEARANCE OF HUMANOIDS
IN METAMORPHOSIS ALPHA

by Gary Gygax

Mutated humans, or simply humanoids, are a commonplace sight
in the "worlds" of MFTAMORPHOSIS ALPHA. It is no great matter
rb describe the obvious when telling a player about his own appearance,
or relating to a party of adverlurers what they see when they encounter
some humanoids. Thus, a mutant is very large, or quite small, has
quil ls , or is winged. Large ears go wi th heightened hearing. A long,
broad nose indicates a humanoid with heightened smelling ability. It is
easy to go on, but what about general differences? Of course, you may

have humanoids appearing as humans in most respects, but if you
would enjoy adding a bit of "color" to your campaign, I suggest the
following tables for obtaining ihe general appearance of mutated hu-
mans, players or not. To determine the appearance just roll dice for as
many of the categories as you desire, and, or course, you may delete,
add, or change as you see fit!

Die
Roll

1
2
3
4
5
6
7
8
9
10
I I
12

13-15
16-17
18-19

20

1
2
3
4
5
6
7
8

Die
Roll

I
2
3
4
5
6
1
8
9
10
I I

12

Skin/Hair
Coloration

white
pink
tan
brown
orange
black
red
yellow
blue
green
purple
gray
2 colors
3 colors
4 colors
5 colors

Head

crested
long, pointed
flattened oval
bulbous
bul let shaped
quite small
normal
normal

Facial
Features

very smalt
round eyes
drooping ears
no ears
huge mouth
big nose
no nose
very large
normal
normal

Skin
Characteristic

hairy
hair patches
bald
wrinkled
warty
knobby
pocked
leathery
normal
normal

Color
Pattern

solid (or solid patches)
striped
dotted
spoiled
belted
banded
whorles
splotches
normal
normal

Neck

long
long, thin
shon
very th i ck
wattled
normal

Hands and Feel

long
short
narrow
wide
hard
soft
thick fingered/loed
t h i n fingered/toed
very large
very small
normal

normal

Body

round
t h i n
barrel-like
hunched
long
small
normal
normal

Fingers and Toes

three
four
four
five
five
five
six
six
seven
webbed
double- jointed/
prehensile
naitlcss
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1
2
3
4
5
6

Arms

long
short
thin
thick

Legs

long
short
thin
thick

double-join ted bowed
normal normal

Metamorphosis Alpha Additions

SOME IDEAS MISSED IN
METAMORPHOSIS ALPHA

by James M. Ward

In the course of writing anything about anything, when every-
thing is done and sent to the printers, there is something that should
have been added to it or changed in it. Such is the case, in looking
over the TSR booklet Metamorphosis Alpha that I designed. Before
going further, I want to say that everyone at TSR did a great job on the
production of this booklet; it is just that some things (more my fault
than theirs) were left out.

In working on the technological treasure items list, there are four
items that should have been completely explained that were not.

Chemical Radiation Neutralizes: are small two foot tall cylinders that
contain a blue gel having the power to absorb radiated material and
completely neutralize it. The gell from one cylinder can cover a 100-
square yard area. The effects are permanent and the cylinders can com-
monly be found in any radiated area that was dangerous before the
starship passed through the radiated gas cloud.

Chemical Flammable Retardants: are simply COi fire extinguishers
that are r foot tall cylinders, with a nozzle on top. These little tanks
shoot out blasts of cold air. The tank can last for 30 minutes of con-
stant action. There are many plants and creatures that cannot stand the
intense cold given off by the extinguisher, making it a very good wea-
pon.

Radioactive Material In Containment: is some type of material (liquid,
sand, ball bearings, or solid metal wedges) that is radiated to a variable
intensity. This containment is always in the form of a duralloy cube
with a screw top. A loud buzzing occurs whenever these containers are
opened. When out of this container, the material has an effective dam-
aging range of 90 yards.

Sensory Intensifies: are pendants that hang from the neck and run for
thousands of years on a tiny atomic battery. These devices increase the
natural bodily senses many times over. A being wi th this device on their
person can see, hear, smell, and move at one and one half times the
normal human rate. They can, therefore, not be surprised, because they
can hear beings approaching or laying in wait for them. They can fol-
low a scent like the best bloodhound. In battle the being gets two turns
every other melee turn-example; attacked and not surprised, the being
strikes normally the first time with his weapon and on the next melee
turn gets two attacks with his weapon while the attacker gets only one.

Along the same lines as the above is the poison chart that is closely
tied to the constitution roll. This chart is tough and the point was not
brought out clearly enough that there are lots of ways the affects of this
chart can be countered. Any shaman from any tribe should have poison
antidotes that he or she passes out freely for information or goodies or
even the promise of future goodies. The number three humanoids,
knowing all about poison, naturally have antidotes that are obtainable
for things that these small humanoids could normally never get hold of.
Plants of many different types can provide partial or total negation to
the affects of any given poison. There are mutations that can also ne-
gate the affects of poison; the new body parts mutation can be a gland
that negates/filters toxic liquids entering the body. The increased body
parts mutation could include the expanding of the appendix, which, if
one may stretch a point, could cleanse the system of poisons entering
the body, (if given sufficient time and rest).

It should be obvious that the abilities given everyone, including
Strength, Dexterity, and Leadership Potential, are all closely tied to the
D&D abilities. The Mental Resistance factor is roughly analogous to
the Intelligence factor in D&D and because of this, it instead of the
Character Leadership Potential should be used when the judge uses the
Item Complexity Level chart.

The above information came through playing the game, and I ima-
gine that as time goes by there will be lots of reports from others that
have noticed things that need clarification in Metamorphosis Alpha. I
hope those wolfoids stay off your tail.
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AN ALTERNATE BEGINNING
SEQUENCE FOR

METAMORPHOSIS: ALPHA
by Guy W. McLimore, Jr.

In a special hidden section of the lost starship Warden, an engi-
neering robot discovers a minor cable break. Drawing a small torch
from its built-in toot kit, the necessary repair is soon made. This cir-
cuitry interruption — which has remained undiscovered and untend-
ed for many, many years — is now closed, and a special computer
signal sent long ago finally reaches its destination. Relays close, and
a special computer unit is activated, setting into motion a special
genetic laboratory.

Immediately, micro-miniature manipulators withdraw samples
of human tissue from a freezer storage compartment. Unnoticed by
the electronic controlling device is a cracked and damaged radioac-
tive power capsule nearby which contaminates some of the with-
drawn tissue cultures. The quick-frozen cells are moved to tanks of a
special growth medium and are electrically stimulated. The cells be-
gin to multiply, rapidly . . .

Weeks later, the tanks hold full-grown adult human bodies. Some
appear normal; others have strange deformities and mutations induced
by the unexpected dose of radiation. All are limp, unmoving, devoid of
intelligence and identity.

Once again, micromanipulators move in, this time to attach wires
and sensor strips to the foreheads of the newly-grown clones, fn a mat-
ter of days, computer tapes full of general human knowledge and spe-
cific ship-related skills are played directly into the clones' brain synaps-
es. But again old computer malfunctions and worn-out circuitry com-
bine to leave large gaps in the intended programming of the new poten-
tial crew members. There will be unfortunate — perhaps eventually tra-
gic— lapses in their "memories" of the ship and its functions.

Thankfully, the all important final tape does play into the heads of
the clones, explaining their mission. That mission is of the utmost im-
portance to the hundreds of thousands of people in the ship.

"Program codenamed Clone Bank Alpha is activated only in case
of extreme danger or damage to the ship, causing breakdown of chain
of command. Upon activation, tissue samples are processed into clones
of ship's personnel, who are then programmed with the technical and
general data necessary for operation of the ship. The clone bank com-
puter terminals are to provide equipment and authorization to the
clones, allowing them to reestablish chain of command and prevent di-
saster. "

YOU are one of these clones — charged with the task of rescuing
the starship from disaster. But computer malfunctions have left you
without the special equipment and weapons you need to master the sit-
uation, What equipment you carry you must manufacture yourself
from materials available in the clone bank complex. Some of your team
are not even totally human, possessing strange mutant abilities and de-
fects. Worst of ail, there are large holes in your memories. The ship's
equipment seems strange to you, and you are not sure how to operate.
You remember almost nothing of the structure of the ship itself — not
even where the clone bank you are in is located or how to find the im-
portant areas of the ship. The aged and broken-down computers in the
clone bank complex yield no information of value.

Still, you and your party have a job to do. You must leave the
clone bank, and wander the ship, gathering information, and putting
what skills you have to work. But it may already be too late. The disas-
ter that caused the loss of command in the ship was long ago, and what
remains is strange, and savage, and often deadly. You are entering an
unknown land . . .

This alternate scenario for beginning a game of Metamorphosis:
Alpha has certain advantages over the idea of beginning as a barbarian
from a shipboard tribe. Most notably, it eliminates the problem of so-
called barbarians who own a copy of the rule book and know decidedly
too much to be mere tribesmen.

CLONE BANK: DETERMINATION OF
MUTATION STATUS
% Die Roll Mutation Status
01-15: MUTANT-1 mutation
16-25: MUTANT-2 mutations & I defect
26-30: MUTANT -3 mutations & 1 defect
31-35: MUTANT -4 mutations & 2 defects
36-50: LATENT MUTANT STOCK
51-00: HUMAN

VOLUME I



Physical mutations are numbered 1 through 30. Renumber mental mu-
tations 31 through 67, Roll percentile dice for each indicated mutation
on the table above, A roll of 68 through 00 is ignored. Physical defects
are renumbered I through 12, and mental defects are renumbered 13
through 20. Roll a 20-sided die for determination of defects.

LATENT MUTANT STOCK
These are humans who have latent mutant abilities that may be brought
out by radiation. Keep track of how many levels of radiation CUMU-
LATIVE have been absorbed by any one latent mutant. This is the per-
centage chance that the accumulated radiation effect will bring out the
latent mutations. Roll each time the character is affected by radiation
and lives. If the latent mutations are brought out, roil on the following
table:
"ft Die Roll Effects
01-50: I mutation
51-75: 2 mutations & 1 defect
76-90: 3 mutations & 2 defects
91-00: DEATH (lethal mutation)

PROGRAMMED SHIP SKILLS
% Die Roll Number of skills_
01-50:
51-60:
61-75:
76-85:
86-90:
91-95:
96-99:

00:

PSION1C HEALER:

IMMORTAL:

1 minor skil l
1 major & 1 minor skill
1 major & 2 minor skills
2 major skills
2 major & 1 minor skill
2 major & 2 minor skills
2 major & 3 minor skills
ROLL SPECIAL SKILL (humans only)

MAJOR SKILLS (player's choice)
Ecology Maintenance Technician
Astrogator
Computer Technician
Weapons Officer
Roboticist

Medical Officer
Power Room Technician
Engine Maintenance Technician
Radiation Technician
Band Unit Maintenance

Technician

MINOR SKILLS (player's choice)
Food Service Technician
Shuttlecraft Pilot
Transport Technician
Geneticist/Chemlife Technician
Small Unit Repair Technician
Recreation & Athletics Officer
Survival Training Specialist
Ship Superstructure Technician

SPECIAL SKILLS
01-15: Psionic Healer
16-30: Machine Talent
31-45: Immortal
46-60: Probability Shifter
61-75: Resurrection Talent
76-90: Mental Battery
91-00: Abil i ty Duplicator

EXPLANATIONS OF SKILLS
WEAPONS OFFICER: + I on rolls to hit with ship's weaponry
MEDICAL OFFICER: Can heal 1 point of damage per man per

day with minimum equipment
RADIATION TECHNICIAN: Can identify radiation areas from

condition of local plants, effects on animals
and players, etc.

BAND UNIT MAINTENANCE TECHNICIAN: Expert with color
band circuitry. Has possibility of bypassing
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bandlocks (at referee's option)
FOOD SERVICE TECHNICIAN: 25 per cent change to identify

harmful substances
SHUTTLECRAFT PILOT: Able to fly ship's shuttle vehicles
TRANSPORT TECHNICIAN: Familiar with road systems, subshut-

tle tubes, anti-grav sled repair, etc.
GENETICIST/CHEMLIFE TECHNICIAN: Conversant with both

human genetics and android construction
SMALL UNIT REPAIR TECHNICIAN: Able to repair minor dam-

age to ship's equipment depending on com-
plexity (referee's option)

SURVIVAL TRAINING SPECIALIST: + 1 to hit with all weapons.
1-6 pts. damage hand-to-hand combat with
humans and humanoids (Only one per party)

SHIP SUPERSTRUCTURE TECHNICIAN: Familiar with hul l con-
struction, including methods of working
with duralloy
Can heal 1-6 points of damage per person
per day, or twice that (taking 1-6 pts. him-
self in the latter case)

MACHINE TALENT: Possesses instinctive affinity with all ma-
chines.
Totally immune to poison, radiation, and
disease. Regenerates 5 hit points per day.
Transfusion of blood into a non-immortal
cures 2-40 hit points, and can be done once
a month.

PROBABILITY SHIFTER: Can influence a die roll by investing hit
points (1 hit point = I percentage point; 5 hit
p o i n t s - 1 2 0 - s i d e d die p o i n t ; 10 hi t
points =1 6-sided die point). Use of this
power, and direction and magnitude of in-
fluence, must be declared before rolling.
This power can be used whenever the char-
acter affected by the roll is w i t h i n 25 ft. of
the person with the power.

RESURRECTION TALENT: Can restore life by pouring own hit
points into another's body. The amount of
points invested becomes the maximum hit
points for the resurrected person. This can
be no more than the original number of hit
points the dead character had. Each fu l l day
dead adds 10 percent to the number of
points that must be invested. (Example: A
man three days dead must have 39 points in-
vested to gain 30.) Persons w i t h bodies not
intact or not recoverable cannot be resur-
rected, nor can persons already once resur-
rected by this method.

MENTAL BATTERY: Can power any item w i t h i n 20 feet with
mental energy, wi th 5 percent chance (cumu-
lative) of "burnout" each melee round.
Powering an item lakes no real concentra-
tion, but power ends if person w i t h battery
power is knocked unconscious or moved out
of range.
BURNOUT CHART
01-50: Unable to use power for one day
51-75: Unconscious 1-20 min. plus 1-day wait

to use power again
76-85: Unconscious 1-6 hours plus 2-day wait

to use power again
86-90: As 76-85 plus take 1-20 pts. damage
91-99: As 86-90 plus take additional 1-20 pts.

damage
00: Death from energy burnout

ABILITY DUPLICATOR: May duplicate any one single mutant
a b i l i t y (mental or physical) or one single hu-
man at tr ibute (strength, constitution, dex-
terity, etc,) of any being w i t h i n 100 yards.
Roll for burnout as above each melee round
but with 10 percent non-cumulative chance
of burnout.



Hints for D & D Judges
Part I: Towns

by Joe Fischer

When talking to new D & D judges, the one phrase most often heard from
them is: "Help!"

These players turned judges are usually crammed full of ideas for new types
of traps, monsters, and treasure to spring on their unsuspecting players, which is
great. The trouble, in most cases, seems to be that they aren't quite sure where to
start, which isn't so great. Hepefully this article will not only get you started, but
show you which way to go once you are started.

When starting a new "castle," there is one necessity that every judge should
fulfill : that is giving the players a base of operations where all equipment for out-
door and dungeon expeditions can be bought, and a place where player-characters
can stay in (comparative) safety between adventures.

The best way to do this, besides just giving the equipment to the players, is to
plan out a hamlet or town (or a small city for those with ambition and graph paper
in plenty). In this way not only do the players have a base to work from, but now
they can go on occasional "town adventures" to break the monotony of dungeon
adventures, yet not risk their necks in the wilderness.

If a town sounds like too much work, with a little imagination, a judge can
come up with his own type of supply base. In the now defunct castle "Black Star"
(one of my first attempts at castle building) the first level was given over to inns,
pubs, and shops — including the shop of a slightly crazy high level wizard who
seemed to have a little bit of everything, including a chest of Gondorian Red, a
chest of Mordorian Black, and a balrog butler named Boris (who "Black Star's en-
players should remember well).

Should a judge decide on building a town, he'll have as many options as a new
Cadillac.

One of the first decisions to be made is whether or not magical items are to be
sold in town. Actually most items shouldn't be sold but traded, (i.e. A magic-user,
having nouse for a magic shield, could trade it in for a scroll.) If so, remember that
the non-character selling them must be powerful enough that the players can't
acquire the magic by force. Also note that a complete plan of the seller's domicile
should be done. The magic should be sold or traded at prices several times their
real value; the non-character is in business to make money, not to help weak
characters.

Another feature of any town or city is the local pub. Here player-characters,
at the cost of a round of drinks, can find out latest happenings and more im-
portantly, local legends. Of course the judge should decide first if he wants legends
in his game. If he does, then it is a good idea to slip in an occasional "bummer"
legend in with the rest. That way players are a little more leery about following up
legends, and the bartenders don't get overworked.

It is a good idea to sketch out one or two of the major bars simply because
literally hours of gaming time can be killed by players "trying" to sit on a barstool
while picking up information and getting drunk at the same time. (Remember, all
those mugs of ale add up.) And don't forget those barroom brawls. (But sire, I'm
innocent. If he hadn't called you a son of a pink dragon . , .)

Should the judge decide on a town for the starting point of his game, he
should first map out the general area surrounding his town and dungeon en-
trance^} on hexagon graphpaper, the scale depending on the amount of detail the
judge desires. This way more than one entrance to the dungeons can be made
available, and also player-characters can, once they have the gold for it, pick an
area to build their castle homes.

The next part is, basically, setting down some facts about the town.
Population, type (whether just a normal town, walled city, port or a district
capitol, etc.) alignment of the government, and so forth. At the same time, any
special town non-player characters should be written down, along with any magic
or special items they might have. This can be as simple or as complex as the judge
wishes. Naturally the more complex this is, the more realistic and enjoyable town
adventures will be to the players.

Once this is all down on paper, the next move is the mapping of the town it-
self. This should be done with standard graph paper: one square equals twenty
feet. (This can be modified for larger towns.) And for ease of understanding, the
judge should develop some form of symbol and color code should be used.

First map out the town's walls, any bodies of water, and any geographical
features that are outside the walls. This should be done first in pencil, then in
color after the judge is satisfied with his handiwork.

Next, any interior walls, such as the palace wails, should be mapped out.
Make sure to make these different from the main wall.

Then the town (if large enough to make it necessary) can be broken down into
sections, (Thieves' Quarter, Temple Precinct, Peasants' District, etc.) and each
section done one at a time. First, the major buildings (temples, palaces, guild
halls, etc.) should be marked. Some of these you might want to enlarge on a
separate map. Then, in order, major roads, minor roads, minor stores, back alleys,
and lastly the homes of the lowly peasants should be drawn in.

Part 2: Wilderness

by Joe Fischer

Probably one of the main things that keeps D & D judges
from turning their games from a good dungeon into an exciting
campaign is a lack of a wilderness area. If Part 1 of this series
helped you enlarge your game with a town or city, this article will
enable you to map in the area surrounding, to build other cities,
baronies, kingdoms, even whole continents crawling with mon-
sters, treasure, and adventure. And from there it is a simple step
to turn your castle game into a full fledged campaign. (Further in-
formation on campaign games will be given in Part 4 of the
series.)

Outdoor maps can be done in several ways, but I will discuss
only the three used most often.

First, there can be just one map made which only the judge
sees; this way any special areas can be openly marked. Second,
again only one map can be used, but instead it is laid out before
the players during each outdoor adventure. This method does in-
volve the problem of how to mark the special sections that the
judge doesn't want his players to know about. The easiest way to
get around this is to grid off the map, then list the grid co-
ordinates of special regions on a separate sheet of paper. Then
when adventurers move in the wilderness it wil l be a simple mat-
ter to check out whether they have stumbled on something
special.

The third way is probably the most difficult way, the most in-
teresting way for the players, and the most fun for the judge. [It is
also the recommended way. Ed.) It requires two maps: one
detailed with all the special treasures and areas marked on it, for
the judge's use, and one vague map where only major
geographical features and cities are shown, and not always where
the judge's map shows them to be. This map represents what the
players know from the slight amount of information they can pick
up in the town they are in.

For the first attempt it is best to stay small; map out a
barony or dukedom or an area of equal size. That way the map is
detailed, less ideas are needed for strange areas, (truthfully, how
many weird things can you find in the average barony?) and
more time can be spent on setting up a key for the map. (It is best
to use colored pencils and hexagon paper on the final draft, but
pencil and regular graph paper is all right for planning out the
map.)

Although this is a fantasy game, and anything can happen,
stay away from putting swamps on mountaintops, and rivers that
flow up and down over hills. And considering that the area that
you are mapping out isn't probably more than 40 X 40 miles, at
least for your first attempt, it will basically be one type of terrain
with a few variations, (i.e. Mapping out a small barony, it is
decided that most of the terrain is grasslands, with a small river
flowing across the map, a few woods and small forests scattered
around, and a hilly region that borders the eastern edge of the
map which happens to be the foothills of a range of mountains to
the east.)

Before you can begin to draw your map, you must first
decide on several things; scale of the map, elapsed time of one
turn, and movement rates for players. Before you start deciding,
tho, take a look at pages 16-17 of Part 3 of "Dungeons &
Dragons" which gives basic movement rates and terrain penalties
for a five miles/hex and one turn/day map. From here you can
probably calculate your own movement, turn, and scale.
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Now that you are ready, you can start on the map itself. You
should already have the area around your town and the dungeon
entrances drawn out. These should be placed near the center of
your map. (This isn't necessary on larger maps, but for this size
it's good for the player-characters to be able to go in one direction
some distance before they reach the edge of the map.) Now you
can begin filling in the rest of the map. If you haven't as yet
figured out a color key, the following suggestions might help:

Blue-

Light Green —
Dark Green —
Blue Green —
Yellow -
Light Brown —
Dark Brown —
Red-
Orange —
Black -

Water (different shades can
be used to show depth)
Grasslands
Woods, forests, etc.
Swamp
Desert
Hills
Mountains
Major Roads
Minor Roads
Cities, towns, hamlets

And the following symbols should help:

Triangles— Hamlets
Squares — Towns
Circles — Cities
Crosses — Fortresses

In addition, stars of various sizes can symbolize different
types of capitols or seats of government, while any of the above
circled means a port of that size.

When drawing your map, first sketch in major terrain
features. Rivers, mountain ranges, large lakes, seas, oceans, and
so forth. Fill in the empty areas with smaller types of terrain, then
begin placing your large cities, ports and capitals, and work your
way down to the hamlets. Now finish off the map with your road
network.

Remember, when judging wilderness adventures, use the
tables in the beginning of booklet 2 of D&D for the number of
monsters appearing. The wilderness is not a kind place (except in
semi-civilized areas) and players are venturing into it at their own
risk. In most cases, only very strong player-characters or large
parties should be able to enter the wilderness with any sort of
chance of surviving. It is true that weak parties can survive in the
wilderness, but seldom for any length of time.

Part 3: The Dungeons

by Joe Fischer
For once it is the author, not the judges, having trouble get-

ting started. For, when it comes to ideas for improving the
dungeons, the possibilities are endless. So, in order, I will try to
deal with the following areas: Entrances, Traps, Treasures, Map-
ping, and Monsters. Again I hope this article will help your
judging improve; good castles are always in demand.

When judges of D & D, new and old alike, think of an en-
trance to the dungeons, the greater percentage think of an old
ruined castle somewhere outside their town. And many of this
same group have the mistaken impression that there is only one
entrance to every dungeon. Both these ideas are wrong. True, the
famous game of Gary Gygax and Rob Kuntz is built around and
under Greyhawk Castle, but this is far from being the only en-
trance. Besides the castle, I have discovered an entrance through
an old dry cistern and another entrance that is under a pool of
quicksand, and even an entrance in a simple hole in the ground.

In other games I have discovered the dungeons were under
the town, or under the town guards' barracks, and even under one
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of the peasant's hovels. So as far as entrances go, it makes no dif-
ference where you put it or how you disguise it, as long as the
dungeons are good. But the entrances can make the castle even
more interesting.

The most fun involved in planning a new level is laying out
"friendly" little traps for the players to find. These should be
evenly spread out in the dungeons, (if concentrated in one area,
the players will eventually ignore that part of the dungeons, and
good traps will go to waste) and not used too often: players tend to
stop adventuring in games that have more traps than treasure.

Traps don't always have to be harmful. Sometimes it's
possible for a trap to also be a treasure, depending on a die roll. A
good example of this is a party, upon entering a room in the
dungeons, finds a pile of bones in one corner. Discovering
nothing else of interest, the leader decides to take the time to
reconstruct the skeleton. Once put together, the skeleton can do
one of four things; attack, serve the party until destroyed, lead to
the nearest unguarded treasure, or lead to his master, who hap-
pens to be a high level magic-user. Or the skeleton can do
nothing, except take up a lot of time, in which the judge can roll
dice for more wandering monsters.

One of the most popular types of traps is where the treasure,
or the chest it is in, is the trap. Various traps can be placed on the
treasure so that when touched or removed from its chest the party
can be transported, with or without the treasure, or take so many
dice of damage (the number of dice depending on the amount of
gold pieces, or the rarity of the magic) or have the item explode.
Or the magic that is in the treasure can be intelligent so that it
keeps on trying to get back to its real owner. And when it comes
to treasure chests, the author uses the following table...

0-50 A normal chest
51-00 Trap on the chest, go to the following table

0-30 1-4 spring loaded daggers fire when chest is
opened

31-50 Same as above, but the daggers are poisoned
51-65 Poisoned gas released when chest is opened
66-75 When chest is opened, it acts as a Mirror of Life

Trapping
76-85 Exploding chest, if opened the chest explodes

doing 2-7 dice
86-90 When chest is opened, an enraged spectre comes

out
91-95 All members within 5' lose one level of ex-

perience
96-98 All members within 5' lose one magic item
99-00 Intelligent chest, act as if chest is a 2nd-9th level

magic-user, including spells

16a
Other traps can be intelligent gold pieces; they have the

nasty habit of screaming when taken from the room they were
found in, which draws all sorts of monsters, or throwing them-
selves en masse at whoever makes the mistake of opening the
chest they are in. The damage caused by the gold can vary. Or
even more discouraging is finding out that after fighting a red
dragon and losing half the party they have won 60,000 chocolate
centered gold pieces; real value being about a copper piece each.

James Erdman of the S.L.W.G.A. came up with a very in-
teresting trap. How would you like to be in a basically lawful par-
ty intent on doing some adventuring under the ruins of a castle
only to find it guarded by a kingdom of dwarves? And when the
leader of the party tries to parlay with the dwarvish leader he
discovers that this dwarf kingdom happens to be chaotic, and
willing to kill the whole party at the drop of a copper piece. In
many castles you can find creatures that just don't seem to be of



the right alignment. This makes for highly interesting playing, for
it causes the player to be much more careful than they normally
would have to be.

If you are having trouble finding new traps, go back to your
Sword & Sorcery type books and you will be surprised at how
much usable material there is when one looks closely. (For exam-
ple see Clark Ashton Smith's story "The Weird of Avoosl
Wuihoqquan " in his book Hyperborea).

It's always fun to create and use treasure that throws a party
of adventurers into indecision. A personal favorite is Monster
Gems. Monster Gems are magical gems worth 500 gold pieces
each. They are magical in the fact that when commanded, the
gem will turn into a monster. (Roll die as if rolling for a wan-
dering dungeon monster.) The trouble is that the owner might get
anything from a koblod to a red dragon. Now the player-
character has to decide whether giving up 500 gold pieces is worth
the chance of getting a kobold or goblin. (Which only stays a
week, like all monsters created from Monster Gems. Also when
the monster is killed, both monster and gem are destroyed.)

Thanks to members of the S.L.W.G.A., especially Marc
Kurowski, whose magical item is next, I can offer the following
magic to add to your list.

Hobbtts' Pipe:
This seemingly ordinary clay pipe is really a wondrous
magical item. When common "pipeweed" is smoked, the
pipe will give the user the ability to blow multi-colored
smoke rings at the rate of four per turn, and these smoke
rings will go wherever ordered by their creator. (Moving at
4" per turn, though high winds will disperse them, and
lasting 1-6 turns.) At first, this seems like a worthless
ability. Consider: An Evil High Priest attacks a party of 3,
one of which owns a Pipe. He lights it, and sends smoke
rings around the E.H.P.'s head, blinding and confusing him
so that he can't use his spells. (Which the party was all too
happy not to catch on the chin.) Magic pipeweed (which is
highly rare and only grown in the gardens of wizards) may
be smoked in this pipe and certain advantages will accrue.
These will be enumerated below. Usable 3 times a day.

Pipeweed of Tranquillity:
The smoke from this pipeweed will cause all hostile
creatures to refrain from attacking, non-player characters
of the smoker's party will have a plus one added to their
morale. Range: 6" radius, duration: 3 turns plus 1-4 turns if
used in a Hobbits' Pipe.

Pipeweed of Stoning:
The smoke from this weed will cause any creature within
range to be turned to stone, saving throws allowed. Range:
6". Note however that on any given turn there is a 25%
chance that the wind or something will be blowing the
wrong way and the smoker will get stoned. A Hobbits' Pipe
decreases this chance to 10%.

Pipeweed of Illusion:
The smoke from this pipeweed will act as a Phantasmal
Force spell. Naturally this won't work in a high wind or
drafty corridors. If used in a Hobbits* Pipe the spell will
last 1-4 turns longer.

Pipeweed of Acapulco
It's easy to see all the fun a judge could have with a player-
character who happens to accidentally smoke this: causes
the smoker to treat everyone as his friend, stands around in
a stupor, not attack and defend at minus 3. Lasts 2-12
turns. If smoked in a Hobbits* Pipe, allow saving throws.

Ring of Magic Missiles:
A magical ring that holds 10 Magic Missiles which can be
fired two at a time. It can be recharged. It takes two magic
missile spells to replace every one in the ring.

Bag of Infinite Wealth
A magical bag that turns base metals into gold at the rate of
100 gold pieces/day.

Helm of Forgetful ness:
Appears to be a Helm of Teleportation but when it is worn,
all things are forgotten. Saving throws are allowed; if saving
throw is made then there is only a partial memory loss. In-
telligences from 13-15 have a minus one on their saving
throw, 16-18, minus two.

Ring of !nfravision:
Same as an Infravision spell except it works as long as the
ring is worn.

Other types of treasure that you can throw at your players
are: the magic of a Staff of Wizardry put in a ring; an Unholy
Sword, which is just the opposite of a Holy Sword; a Wand of
Fireballs shaped to look like a dagger; an idol that answers Yes
and No questions once a week; a monster that when killed turns
into a pile of gold pieces (500-3000 G.P.); or an incense burner
that when lit its smoke acts as a Crystal Ball (remember to only
allow the players to use the incense burner in an area with no
drafts, otherwise the smoke will be too dispersed to work).

I'm not going to describe how to map out a level, since this
has been done already by the authors of D & D in their D & D
Volume III entitled "Underworld and Wilderness Adventures."
What I do plan to do in this section is give some ideas on areas,
levels, etc.

One of the most interesting adventures I've ever had dealt
mainly with the idea of what would happen if a knight in shining
armour was suddenly transported aboard the "Santa Maria" on
its way to discover America. To carry this idea further, you can
create all sorts of strange areas; have a wizard suddenly find him-
self on the Normandy Beaches on D-Day, a Patriarch who finds
himself as a stowaway on the nuclear powered U.S.S. Nautilus on
its shakedown cruise, or even a Lord who finds himself on the
banks of the Little Big Horn and sees a column of blueclad
cavalry figures riding towards him.

One type of area I personally like to work with (and the
players in my game shiver at) is .underground rivers, lakes, seas,
or a combination of the three. This also allows for islands where
special monsters and treasures can be placed so they are hard to
get at. (How many parties carry boats or rafts with them?)

Naturally, with an area as big as a lake, sea, or river, charac-
ters are not going to be able to journey across (or down) in one or
two turns, so special monster tables will be needed:

1 Men (see sub-table 1)
2 Giant Fish (5-30) 6'-24'
3 Giant Serpent{l-4)10'-60'
4 Crocodiles(4-24)3'-18'
5 Flying Monsters (see sub-table 2)
6 Beach Monsters (see sub-table 3)
7 GiantWaterSnakes(l-6)6'-24'
8 Nixies (3-30)
9 Mermen (5-50)

10 DragonTurtles(l-4)
11 Whirlpool (lasts 1-10 turns) 10'-120'
12 Wrecked Ship/Raft (see sub-table 1 for occupants, if any)
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Sub-Table 1
1 Heroes
2 Thaumaturgists
3 Swashbucklers
4 Magicians
5 Evil Priests

Sub-Table 2

1 Dragons
2 Balrogs
3 Wraiths
4 Gargoyles
5 Wyverns
6 Spectres
7 Chimeras
8 Vampires
9 Cockatrices

10 Manticores

6 Myrmidons
7 Enchanters
8 Superheroes
9 Sorcerers

10 Lords
11 Wizards
12 Evil High Priests

Sub-Table 3
1 Giant Crabs
2 Giant Leeches
3 Men (see sub-table 1}
4 Giant Snakes
5 Dragon Turtles
6 Crocodiles

Then there are areas like the Pool of Endless Ogres, where
one ogre comes out of the pool every turn that adventurers are in
the cavern the pool is in. Or the Room of Gems, where three turns
after the gems are taken out of the room 50% turn into ores and
immediately begin to attack the party.

The favorite books of the judge can be turned into parts of
the castle, or worlds that adventurers can be transported to, like
Larry Niven's Ringworld, Tolkien's "Moria," Clark Aston
Smith's Hvperborea, Arthur Conan Doyle's Lost World, or Fritz
Leiber's "Newhon."

Certain parts of maps, or even single rooms and corridors,
can give parties problems even though no monsters are present.
Like a 10' x 10* room that shrinks people down so that they seem
to be in a 200' x 200' room. Once they cross the room they are
given back their true size. (This is designed to drive the map-
makers in the party crazy.) Or a room maze that has transporters
everywhere that transport the players back to the center of the
maze. Or even a room that has seemingly unguarded treasures
that when touched, activate secret doors that allow hordes of
hobgoblins to attack the unsuspecting players.

Actually any sort of maze, whether room, corridor, or stair
maze, is fun for the judge and a headache for the players. The
major problem with mazes is getting the players into it. One
suggestion is to simply transport the party into the middle of the
maze. Or you can have an escaping ore with a valued magic item
run through a one-way door. When the party follows, they find
out that they are in one end of the maze, with the exit on the other
side.

When it comes to ordinary monsters for guarding normal
treasures, D & D, Greyhawk, Blackmoor, and the Creature
Features in The Dragon have everything you need. But when it
comes to those special treasures, then look to the fantasy writers
like H.P. Lovecraft and his gods and demi-gods to help you. Or
the terrible sand worms of Frank Herbert's Dune. And if you
can't find enough in the field of fantasy, then check out the sci-
ence-fiction writers of today. Like Larry Niven's "Puppeteers,"
Dickson's "Dorsai," H.G. Wells' Martians, or the creatures and
peoples of the Star Trek Series. (How would you like to be
walking down a corridor in the dungeons and be transported to
another strange looking corridor, on the "Starship Enterprise"?
With a tall humanoid with pointed ears saying "Highly
illogical"?) Or even worse is not using fiction at all, but fact. In
other words your players could find the Bermuda Triangle and
what causes it!

The Play's the Thing . . .
by Thomas Film ore

The dreamer's art, the ability to cut loose from the restraints of re-
ality and touch new shores and lives, is the essence and lure of D + D. It
is the challenge of pitting one's skills and common sense against a
strange and sometimes hostile universe where death awaits with open
arms. Numerous times have we died, those of us who love the game,
only to rise again to battle as a new character. As our character grows
in experience and memories, so does his depth of personality, becoming
more individualistic and unique. Role playing is a side of D •+- D which
gives it much of its flavor. As a player defines his character's desires,
his hopes and fears, weaknesses and vices, his commitment to him be-
comes deeper and this investment leads the player to more dangerous
but satisfying exploits. Much is missed by those who play their charac-
ters always with the same personality, never trying on new faces or ac-
tions.

When you roll up your next character, try investing more in him
than just the six die rolls. Try to create a colorful background for him.
Give him a purpose and reason for being where and what he is. Could it
be that he is a rich bastard, always getting his way due to position and
wealth and expects to do so now? Or was he a serf that rose up and
killed one of his Lord's men and is now an ad venturer /outlaw? How
would your character react to authority, what does he want in life?
Does he have a drinking problem? Does he chase women? Is he brave?
Greedy? Tricky? Just what does he want from adventuring? By invest-
ing a few minutes into developing your character, you can extend the
game down hundreds of new avenues.

Role playing is part of the game right now. Many of the rules are
there to define the limitations and advantages of different classes. By
causing different strengths and weaknesses in each character type, the
author encourages the player to adopt different strategies in playing
each character. The brave fighter with his extra hits and armor, the cau-
tious magic users with his spells for protection, the thief with his abili-
ties to sneak and hide are examples of this. Others have gone farther,
providing tables for discovering background information and
ramdomly giving each character various advantages and disadvantages.
But all of this information is just the raw data, it is still the player who
must incorporate it all and reflect it in his playing of the character.

There is a danger here, one which is the weakness of the players in
the game. Too often do memories slide over from an old character to a
new one, and revenge is sought for acts committed in a previous game
which this character would have no way of knowing. On occasion, ven-
dettas have begun where the game becomes a backdrop for one player's
efforts to kill another player's characters. Memories should end when
the life a character ends or as a player begins a new character. This is an
important part of role playing, to keep that personality and its memo-
ries in a tight box which does not leak over into other characters or
games.

But if this danger is understood and accepted then let yourself go.
Try to be someone you are not and see how it feels. For example:

Saltair: Lowly dwarf of the Seven Hills who had always been un-
derground for most of his life and is uncomfortable outside. He was a
miner in the hills, before that son of an ore Tasp got killed and the
blame went to him. To solve his problem, he took to drinking and ev-
erytime he is outside he usually hits the stuff hard. He is belligerent,
hates almost everything, and justs wants enough money to keep him in
drink while he looks for the big strike. Then he will head back to the
hills and pay off everyone and their brother and live the rest of his life
in those hills. Between drinking and gambling, he rapidly loses most of
the money he gathers by adventuring,

So, personalize your next character, play the part of a saint or de-
mon, vary your characters as much as possible to experience the range
of excitement available in the worlds of D + D.
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LANGUAGES
or,

Could you repeat that in Auld Wormish?
by Lee Gold

Editor of ALARUMS AND EXCURSIONS, the D & D amateur
press association.

The Rules lay down that each species has its own language,
except for humans, most of whom can speak "common" {as can
20% of the non-humans... as an extra tongue). In addition, each
alignment has its own language, known to all its members and
recognizable as such by all non-members. Creatures may speak
several languages, either by virtue of their natural intelligence or
by magic. Thus an elf with an Intelligence of 18 speaks six native
languages (Ore, Hobgoblin, Gnoll, Elf, Common and his align-
ment) plus eight acquired ones (one for each intelligence point
over 10), while a human with an Intelligence of 3 can speak only
Common and his alignment language — and probably has a low
vocabulary in both.

Magic is useful in extending one's language ability, A Cleric
can acquire the ability to speak the language of any animal, and a
first level spell has been proposed that would allow a third level
Thief or any Magic-User taking it to speak any language in which
he had found an inscription that he could read. (The Thief has an
80% ability to read languages; the Magic-User would have to
carry the "Read Languages" spell in order to succeed.)

Extra languages may also be acquired as a divine or magical
favor. There's one San Francisco area mule who now speaks
Japanese as a favor from a Monkey God, so that he could com-
municate with his 9 Intelligence, Japanese-speaking master. And
one of my own dumb Clerics was given the ability to speak Were
St. Bernard as a gift from a rather eccentric Wizard. (He hasn't
found anyone else who speaks it yet, let alone Were St. Bernard,
but he's still looking.)

So much for what the Rules provide for. What are the im-
plications of all this for D & D play?

To begin with, let us take up the question of alignment
languages. Some groups have allowed characters to take an alien
alignment language as a tongue learned by virtue of high in-
telligence. I myself feel that the world-view of each alignment is so
different from the others that speaking an alien alignment would
be impossible to do perfectly and difficult to do well. In my
dungeons, Lawfuls or Chaotics have only a 30% chance of un-
derstanding anything in the opposing tongue and a 60% chance
of understanding anything in Neutral. They can speak the op-
posing tongue 40% understandably and Neutral 70%. Neutrals
have a 60% chance of understanding either Law or Chaos and a
70% chance of speaking it understandably.

How far does language ability go? One can talk to animals.
One can talk to plants. Can one talk to bugs (insects smaller than
a grasshopper, say)? Con one talk to bacteria? Stones? I have en-
countered one character who took "Wall" as a language and at-
tempted to interrogate dungeon walls as to what lay behind them.
In my dungeon, the walls drunkenly replied, "I don't know; I'm
plastered." I feel that anything for which a command
potion/ring/staff/wand/rod does not exist should not be able to
carry on a conversation.

To what extent are there meta-languages, the non-human
equivalent of "common?" Can a Mule understand a Horse? Can
a Unicorn? I use an Equine tongue, 70% understandable and
speakable by Horses, 70% by Mules (to whom it sounds very
aristocratic), 50% by Unicorns. Similarly there is Auld Wormish
spoken by 50% of all middle-aged or older dragons who are up to

speaking any language, and the Great Tongue, spoken by 50% of
all giants well enough established in the community to have a lair
to live in. I also play that Lyranthropes have an 80% chance of un-
derstanding Common (though they cannot speak it in were-form)
and a 40% chance of understanding the language of the species
they resemble in were-form (though they cannot speak it in
human form). Thus there is a 40% chance a Were-wotf would
speak Wolf, and if he does so, a 70% chance he would also speak
Canine.

Can one change a language taken as an IQ ability fringe
benefit? Many groups rule not; some, however, allow an in-
dividual to team one new language and forget one old acquired
one each time he goes up a level. This seems reasonable. A first
level character has more need to speak Goblin than Red Dragon;
a seventh level one, the reverse.

Languages can sometimes be used for other reasons than
communication. I once encountered a fighter who had taken
Balrog as a language ... for the purpose of swearing in it when
annoyed. I also met two characters who used to exchange what
appeared to be snide comments on the rest of the party in
Minotaur, a language none of the rest of us spoke,

The usual use of language, though, is to communicate. This
is an especially vital skill to the spellcaster. A potion or device of
commanding apparently carries the language ability to speak to
the class of entities to be put under control, but the standard
spells do not. Little use can be made of a Charmed or Held enemy
if there's no way to give him orders or interrogate him save
through sign language. And mute phantasmal beings are always
less convincing than vocal ones. The ability to speak to the party's
mule or to a character's own mount may also be a valuable one at
times. It's far easier to calm such an animal if you speak its
language. Learning "Mule" can be a far cheaper way of inspiring
a pack animal not to run away the first time it meets undead,
than having to spend 250 GP for training it or 150 GP for buying
barding for it, so it won't feel so vulnerable.

Finally let us look at the Common tongue. As mentioned
before, the Rules lay down "most humans and some (20%) other
creatures and monsters" know it. I doubt if they speak it with the
same accent or even quite the same grammar or vocabulary. West
coast fans play that most humans also have some other language
of their own, the one of their particular native culture. It may be a
current tongue such as Japanese or French or English. It may be
a sub-species like Neanderthal or Merman. It may be a tongue
from legend or from some fantasy or science-fiction work, such as
Atlantean or Lankhmarian or Gorian. It may be a tongue from
some geographical source like High Martian or Swampish or
Shastan. Such people also speak Common, of course.

Still, dungeon-dwelling humans are apt to think in their per-
sonal tongues rather than in Common (an important point for
would-be telepathic eavesdroppers to keep in mind). And such
personal tongues can be used to make your human character
more individualized, always a good thing to strive for.

Sometimes such a language characterization can pay off too.
I was once in a party that encountered a formidable group of
Morlochs. We resigned ourselves to a battle that would surely kill
off most of us. But our leader, a Caveman Cleric of great
Charisma, found to her delight that she could communicate with
the Morlochs in Cavish. It turned out they were 60% mutually
comprehensible. Enough for her to learn they were Neutrals,
trekking down to a lower level of the dungeon and willing to leave
us alone if we paid them a tribute of all the wine we were carrying.
We paid them with delight and then went off to loot creatures we
were more on a par with.
Alarums & Excursions is highly recommended for D&D'ers
everywhere. Ed.
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THE DEVELOPMENT
OF TOWNS IN D&D

by Tony Watson

Introduction;
Most D&D campaigns center around a dungeon and most of (he

players' time is spent in exploring the labyrinth and battling the nasties
to be found therein. Right ly so; the depths are the place where the most
fearsome monsters, trickiest traps and. of course, largest treasures are
to be found.

As well , there is adequate coverage of wilderness adventures, with
descriptions and rules especially pertaining to above ground quests and
encounters.

Yet, though the rules suggest basing players in a town or village,
few DMs. (Dungeon Masters) do much to *'f!esh out" the town and
make it a place of interest in itself and not simply a logistics point for
characters.

If imagination is used (and there surely should be no dearth of thai
in any DM), towns can be made enjoyable and worthy of exploration
and adventures themselves.

Laying out a town can be time consuming, especially if you are al-
ready struggling to find the time to put together your underworld. Yet
the effort is certainly worth it. Hopefully the following suggestions can
serve as useful guidelines.

Part I. The Town Layout:
Ideally, the town laid out in a manner similar to your dungeon, and

if possible, using the same scale. The multi-use of a graphic and scale
system wil l make transference from the town to the underworld much
simpler for the referee. I use a 3'x2' sheet divided into 1" squares, fur-
ther divided into ten sections and call each tenth of an inch 5'. This
makes for a highly realistic scale and a large town. However a regular
size piece of graph paper w i l l do just as well; again, transfer from your
dungeon system.

A small village will do at first; you can save your ideas for a city of
wicked splendor for later efforts. In any case, the size of the sheet you
are using, and the scale chosen, wi l l dictate the size of your town.

Now on to specifics.
If the town is going to be a fairly large one, you should consider

whether it wi l l be walled or not. This would be most l ikely if it were on
the border of your mythical country and a sometimes-hostile neighbor,
or if it were astride an important trade route or waterway. Also a town
of almost any size would have a keep nearby or inside the town itself to
house the ruling lord and his retainers, who would serve as the local law
and order.

The designer must also decide the local terrain. A river or stream
should be nearby for a water source as well as fields for sustenance
farming. Is the town on the coast of a lake or sea? Is it an outpost in a
heavily wooded or mountainous area? All these factors will determine
the local economy and the type of wilderness adventures that players
can have in the town's vicinity.

Once these primary decisions are made the actual planning may
commence. Since most campaigns are set in psuedo-medieval times, a
glance through some books of city plans of that era (and most libraries
have at least a few) wi i l be helpful.

The buildings themselves need not be large, or their rooms spa-
cious. Avoid the supermarket syndrome. Most medieval dwellings and
shops were small and consisted of only a few rooms. A large block
could be laid out and contain a number of residences and shops, since
this was often the case.

Second and third floors can prove to be a problem. I suggest these
two methods: drawing in rooms and such of higher levels on separate
sheets, one per level or, alternately, putt ing them in on the main map,
but in a different color. I suppose you could dispose of upper floors en-
tirely, theorizing that the action would take place on the lower floors
anyway. Generally there shouldn't be more than three floors save in the
case of a special tower or temple.

As you lay out the various buildings, it is probably easier {and
more estheticalty pleasing) to group like establishments in the same

area. Here are some of ihe shops that could be included in a business
district:

armorers — sells, repairs, and fashions armor and weapons
cobblers — shoes, boots
cartographers — wilderness and dungeon maps available 100-600
gp depending on remoteness of the area
candlestick maker — torches, brands, incense, candles
weaver — tunics, breeches, shirts, cloaks, blankets
barbers — haircut and shave one gp
pawnshop — armor and weapons bought and sold but have a 1 in
6 chance of being defective in some manner; some magic items;
prices should be lower than new of course
Various other artisans, such as glassblowers, painters, sculptors
and stonemasons might be included if the town is large enough
to warrant such types.

Most assuredly there should be a town square that serves as an
open air market. Food, wine, packs, rope, household items of metal
and wood, perhaps even some magic items should be available. There
should be a chance, perhaps 1 in 4, that a foreign merchant or two is in
attendance. They might have items of all types that are not available in
the village, as well as news and rumors from distant lands. Perhaps
they might be interested in finding warriors to serve as caravan guards
or rangers to act as guides. Every once in a while a merchant could be
hauling something truly bizarre; an artifact, a subdued dragon, etc.

The market place itself should be a hot bed of rumor and local gos-
sip, a good percentage false. It is the meeting place of the common
folk, and when your players visit there to outfit an expedition, be sure
they hear a few choice bits of information, be they true or not!

Near one of the roads leading into the town, there should be a sta-
ble (horses boarded 2-3 gps per week) a smith, anc! a wheelwright who
repairs and constructs wagons and carts. Horses might be available
here, for sale or rent.

[f your town is on a coast be sure to have a dock section with fish-
ing boats and trading vessels available for hire or seeking crew mem-
bers or marines. Once again, the gristly old sea hands should be filled
with stories and lies about strange lands across the sea or terrible ocean-
going monsters, (or maybe even a special island the DM has worked
up.) The docks should also be a good place to meet foreigners and visi-
tors. As well as a seamen's tavern, this section should include an open
air fish market, a sailmaker and maybe a shop specializing in naval
charts and gear.

Another portion of the town should be concerned with the higher
classes, such as rich warriors, merchants or bankers. Their houses
should be nicely built and guarded, for these types are sure to have
treasure lying about.

Either in a special area, or grouped about the town square a few
temples arc a must. Of course they will be staffed with their attendant
clerics and a character of suitable level as a patriarch or bishop. Player
clerics may wish to belong to one of these sects. This will encourage
participation in the town as whole. If the DM has time he can work out
some basis to the religion to "flesh" it out. Naturally temples should be
large and ornate, and have a few treasures within them.

The most interesting area has been saved for last. This is the darker
side of town, a place where honest men are loath to go save in groups (a
I in 8 chance of encountering a thief or being attacked by a band of
brigands, per turn. At least one or two taverns should be located here
with their attendant patrons and barmaids. A sleazy boarding house is
in order as well. Other points of interest might include:

soothsayer — for 20 gps this woman (or man) will "predict" how
a planned expedition or exploit may turn out. Once players give a
general idea what they have planned the DM will respond, draw-
ing on his knowledge and an accuracy dieroll.
magician — simply a non-player magic user who will cast spells
for a fee (say 50 x spell level).
brothel — No thieves' quarter would be complete without one.
As well as being a haven for earthly delights it should be brim-
ming with privy information (available for bribes of 10-100 gps).
Fees are about 20 gp (35 for the "special"). One to six male pa-
trons of all types and classes will be in the waiting area.
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square — an open air square where freelance prostitutes, spies,
assassins, and thieves can be met. Another good area to purchase
purloined items.

No town or village would be complete without a full complement
of taverns and inns. These are the heart of the town and where the nu-
clei of adventurers meet and discuss their plans.

It is reasonable to assume that each tavern would have its own par-
ticular clientele. For example, in my town, one inn is the only place in
town to put up elves, dwarves and hobbits, so that visiting characters of
this type would most likely be found there. The exact composition of
patrons at a given moment can be obtained in a system such as the fol-
lowing:

Falgrave's — where non-humans frequent and stay when in
town. Falgrave is a dwarf himself and up on non-human gossip.
3-18 patrons, Vs of which shall be non-human and l/> will be war-
riors; the rest will be townspeople, nonhumans of other classes.
1-4 will be non-human wayfarers or merchants.

Another inn could be frequented by visiting human merchants so
half of its patrons would be men of such class. Another tavern might be
the meeting place of local warriors and thus a good place to swap tales
and find the non-players to round out an adventure (persons also
known as monster fodder . . .).

Other establishments might cater only to clerics or the wealthier
classes. The possibitities are limited only by the town size and the DM's
imagination.

To round out the town I'll throw in a couple of ideas best catego-
rized as miscellaneous.

Surgeon — for a fee of 25 gps the doctor will attempt to cure 1 -6
wound points (50% chance of success); for 35 gps he will attempt
to cure poison (a one in six chance for success). Maximum of one
attempt per day and one successful healing or cure per week.
Money paid despite the success or lack thereof, of the attempt.
Library — a number of scholars will seek out knowledge among
the many tomes and volumes for a fee. The base value of general
information is about lOOgps with specific facts increasingly more
expensive. (Types of knowledge might include legends concern-
ing a certain area or dungeon, or DM created monster, Scribes
available to identify and write in languages.)

As the DM develops his town he should keep a town directory,
listing the address of the establishment as well as its function. A few
phrases describing the interior adds to the color. This should be follow-
ed by pertinent info on the proprietor, types of patrons or visitors and
their number (as in the above, Falgrave's example). Then as players en-
ter a shop or market the DM can give them a brief idea of the place and
make it come alive for them.

Part II. The Town Population:
Once you've got the physical aspects of your town laid out, you're

going to need someone to populate it. These non-player characters will
provide the needed bodies to serve as shopkeepers, merchants, tavern
owners and patrons, warriors and magic users your players will run in-
to. They will truly serve to flesh out the skeletal structure your previous
work has provided you.

It is probably best to roll up a large amount of character first and
then assign them jobs and positions in the town as seems appropriate. It
is not likely that the village smith would be the possessor of a mere 3 or
4 strength, or that a man with an 18 intelligence would serve as a cook's
apprentice. If you can't find the certain person you need from the pool
you've rolled up, Fake it! Just supply the needed attributes you want
for those particular non-players. You certainly have license as DM to
literally create the right man for the job.

The easiest way to keep track of these non-players is to get a small
note book and devote it to that purpose. As to the segregation of types,
I've found that the headings, "warriors", "magic-users", "clerics",
"townspeople" and "specialists" (the latter referring to the myriad of
new character types that have lately appeared) suit admirably. Be sure
to leave room as you will probably wish to on your initial population
base later.

All standard attributes should be rolled for in the usual manner. If
you wish to reflect the fact that the adventuring types are more likely to
be the cream of humanity, throw 3 four-sided dice for townspeople.
Additionally, women, for strength and constitution only (forgive me,
any liberated women reading this), and children, for all attributes, can
use two standard dice. Other considerations can be determined on the
following chart. Roll once for EACH category.
Die Roll Alignment Age Personality Loyalty
1 Law young Very cooper- High

ative, friendly
2 Law young Cooperative, Loyal

friendly
Law young Friendly Average

4 Neutral Middle Age Non-commita! Average
5 Neutral old Unfriendly Disloyal
6 Chaos Very Old Hateful Low
Die Roll I n i t i a t i v e Level
1 High Special
2 Average 3
3 Average 2
4 Average 1
5 Average 1
6 Low ]

Chart Key:
Level — straight forward, simply the experience level of that char-

acter. For "special" roll an eight-sided die and number rolled equals
the level of the character.

Alignment — Again, just as it appears. I've reasoned that a town is
a lawful place just by its nature of structure and emphasis on order in
its design. Hence, only a small chance for chaotic alignment.

Age — more informational than functional. I only wanted to pro-
vide a characteristic to help tell people apart. Add one to roll for each
whole group of two levels above 2nd level the character has gained.
Add one always, for magic-users.

Personality — The hardest, and the one the DM will have to add to
the most. This will give a basic idea of how a particular person is going
to act when players interact with him. A die roll of 1 here would affect
subsequent random reaction die rolls with a +2 when the character is
asked to do something, go on an expedition, etc. A die roll of 2 would
be a + I while rolls of 5 and 6 would be -1 and -2 respectively.

Loyalty — In a manner similar to personality, this category would
affect any rolls for desertion or other tests of loyalty. Low loyalty cou-
pled with a chaotic alignment might result in the character betraying the
party to an evil high priest, etc.

Initiative — This is to help the DM mainly. Average initiative will
mean a character won't be particularly bright or innovative, while high
initiative might mean a strong character who could be a leader if the
players are botching the show. Low initiative characters have to be told
to do everything.

After you have rolled up a bunch of people, enter them in your
notebook. In addition to the above material, it's a good idea to list a
place or two where the character might be found. To real flesh them
out, add a few bits of information about them personally. For example:
Blatherson of Hillock
Strength 12 — Constitution 9 — Intelligence 13 — Charisma 15 —Dex-
terity 8 — Wisdom 7 — Align: Law — Age: Old — Pers: Coop/Frnd —
Loy: Loyal — Int: Aver — Level: 4 Found in Golden Goblet tavern,
likes to tell war stories of his heroics in Goblin Wars (over-emphasizes
his own importance), loves a good mug of meade.

More now than just monster fodder, Blatherson is a real, if some-
what Falstaf fian, character. By adding these little bits your die roll gen-
erated population will take on a little semblance of real people and be-
come more than bodies attributed with certain mathematical character-
istics. Your players will actually be able to make friends with certain
townspeople, as well as cross others. With the inclusion of personified
townspeople your town will literally come alive.

The development of a town can be a truly rewarding experience for
both the DM and the players. Approached in the right manner (and the
ideas presented here are only offered as suggestions) can be a place of
interest in and of itself, and certainly worthy of one afternoon's adven-
turing.
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