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This bi-monthly quasi~APA is brought to you courtesy of the editor and
publisher; H.C. Shaperoa- Thisqfanziaegis;run;primarily‘fqr,the_contributers;qgi
and the fee scheduals have been adjusted accordingly, It is being edited-.

and published by Nicolai Shapero (aka Niall Shapero) in the fervent hope

that it will not lose too much money, ' e e

Contributers may print up their zines themselves (copy count 200)--=75¢
credit if stencil included-~-or they may type: up.their zine on;a SEVEN

HOLE stencil (suitable for use on a Rex Rotary M4) and send it (along,

with 50¢/side for printing costs) toj .

Nicolai Shapero”

'8886 Earhart Ave.‘
Los Angeles, Ca, -

90045 -
UNPAID 'OR MATERIAL VILL IOT BE RUIl OFF OR INCLUDED IN THIS ZINE

Those unable to find stencils may send letters (typed, please) and e e
I will type them Qnto stencils and run them off--please incluée $1.40/side.

COSTS:
(1) Contributers:

(a) 4 or more'pages#:freg;J“} _
(b) 1-3 pages==postage +35¢ s Vbl S R T

(2) Non-Contributers Yo fhlh

(a) if buying in shop<-pay whatever the man asks

(b) if 4 or more pages in previous issue--postage + 45¢
(c) if 1-3 pages in previous issue--postage +31

(d) if no contribution in previous issue--postage + $1.50

Unless otherwisé.%%aﬁééted,‘ediioi will send issues via first class mail,

Should insufficient fupds remain for first class postage, the editor will

attempt to deliver"bymihé;fastest_and'cheapest alternative method.

This magazine is available for trade only with other D&D and RP fansines.

TR IR IR R R I NS S R é%:‘é$i B W % R OR R ROK KR K E R KK K KX KW
o R e R RO ' o o :

For those submitting zines'on:stencils; please try to get the correct I

variety of 7-hole stencils:(marked FOR: REX ROTARY MACHINE on the package). )

Tailing this, please get stencils that are 9 1/16" wide (roughly: 23 cm), :

Please type between, lines 5 and 65vpnly, and please leave reasonable (1ﬁ)

margins. 'iB: Stenciled zines that contain more than 30 typoes per zine

rage may be retyped by the editor and the offending writer charged

accordingly. - ae o e

EDITORIAL COMMENT: I, Niall Shapero, intend to edit this magazine. I do

not intend to serve merely as-an overall collator, I will not allow

fan feuds in this magazine. Zines containing rude or ill mannered comments

will be retyped; those containing nothing else will be rejected, Constructive

criticism is encouraged, but ONE-TRUE-/AY-ism will be dealt with severely.

3 h e B e sl
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25 September for, those\needin to be typed ~
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Table of contemts for Issue i/5 s '”iu:'ff"d as of 1 August 1978'"

Cover : : ‘ .. by Amy Falkowitz e it ‘

Operation: - Chaos #17 " by:Nicolai Shapero - --...- - 8

Operation:L,Chaos #18 . by Nicolai Shapero & ier

llagazines of interest to FRP gamers (list) : §

Ye News from Nexus by Ken Pick 2

How big is an 80 GP Diamond by Kay Jones il i1

The Cosmic Chronicle by John Sullivan 5 7

Eliakases' Tower i#3 by Steve uarsh 3

Kathom Li Ro-Sharn = by Jack Harness 24 . .

The Dismal Lich #1 by liike Gunderloy e :
TRy ; 36
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Apologies to one and all who had to wait far too long for this 1ssue of TLOC
to appear, In my defence I can only say that, what with mov1ng to Los Angeles,
finding a new job, finding a new house, and getting married, it has been a
somevhat hectic few months, Ghu and the ink spitting mimeo willing, there
will be no further such delays in ‘the publishlng schedual,

R R R I I ) %% ee IS I RS T TR R N R
CONVENTIONS OP INTEREST TO THE TRP OR D&D’GAHER

POLYCON: An SF and Pantasy conventlon belng held at Cal Poly Pomona, with
films and ganing, costume competition, D&D, panel discussions, celebrity.
speakers, dealers, etc.' The SCA (Society for Creative Anachronism) will
present a demonstration of the Art of Medieval Sword Fighting, 16 rooms
available for.D&D on a 24 hour basis. Also, an art show will be held.
OCTOBER ISSUE OF TLOC WILL BE COLLATED AND DISTRIBUTED AT THE CON.

OCTOBER 6-8, 1978, Cal Foly, Pomona. For further information, write to
the Cal Poly ST Club, 3801 W. Temple Ave., Pomona, Ca., 91768, ‘lMembership-
is $7.50 now,-$10 at the door. (Students with valid student ID will
rective a $2450 dlscount at the door).- ,

PACIFIC ENCOUNTERS 1978 (formerly GenCon”est) Miniatures, boardgames,
tournaments, D&D, Manufacturers' displays, lectures. September 2- 4 19?8
at the Villa Hotel in San lateo, Ca. lrite for info to:

Pacific Encounters 78

‘Box-4o42 - ;

Foster City, Ca.. 94&04




OPERATION: CHAOS #17
A Personalzine by iicolai Shapero for TLOC #5 i
8886 Earhart Avenue Ios Angeles, Ca. 90045 i S L
213~641-3899 Do not call before 9AM or after 10FH ol T RS N R
********-)(-**-;(--)(-***************************
Well, after a perilous wilderness’ adventure, the:mad-Russian:iis.back: in.
business.. Apologies to one and all for the delay in.getting the:zineout; . - -.:
but moving and starting out in a new job made it sadly necessary to postpone - Liteny
ye old magazine ever so slightly. e e
last issue, I presented my eritical hit system. Now; to complete 4
the project, my funble tablesi ' : . ;;g; i

When a natural 1 is rolled, roll again on D20--if the result is'a roll
that would normally have been a miss on the given target, a fumble has reSthed,
and decimal dige are rolled and the result read off the following table:

01-08 UWeapon twists in hand il Make: dexxerity roll oxr reduce hit
‘. probabllity in half (or hit at -6, :
»* 2! whichever. is worse) on next blow this
i ©omelee i oo o
09-16 Wild blow e Reroll for others (friendly or enemy) - .
adjacent and within range of weapon :
17-24 Veapon arm strained ~All blows will do % damage for
”[_}1D6+1 nelee rounds (if hit)
25-32 Hit nearest ally SRR i f damage
33-40 Hit self " Do %'damage-
41-48 Hit nearest ally " D6 normal damage
49-55 Hit self . e " Do normal damage ;
56-62 Stumble ' Nake dexterity roll or fall donn
63-69 Lose footing Fall down
70-76 Ccllide with nearest ally " Both ‘must make dexterity roll or fall
77-83 Lose footing and collide with “ TFumbler falls down, ally must make
nearest ally % normal dexterity roll or fall down
84-89 Muscle pull in weapon arm . iTeke % ~damage and lose use of limb ‘
until cure serious done, e
90-93 Lose weapon Weapon lost, roll 4D6 for: nunber of
feet weapon thrown, : '
94=96 Critical hit nearest ally Torso or arm hit only--roll on critical
: hititable in issue #4 .
97-98 Critical hit nearest ally Reroll on critical hit table in issue#ﬂ
99-00 Critical hit self Reroll on critical hit table in issue#h

****-)(--)(-***%*******%******%****-)‘-X—**-)‘%%******

THE MATHEMATICAL DRAGON: or. everything you never wanted to know about the
0ld worms, .. e !

For more than a little while, I have been more than slightly annoyed ‘
at what "the rules" did to dragons. I have never felt happy with the idea of .
a creature that some have jictured as being the size of a small house hitting
with the same damage as a dagger blow, - _

For a shile, I toyed with using Charlie Luce's monster system~hlt being
ready made, afid fairly reasonably well done, But at the time, Charlie's system
involved very irregular jumps in both power, hit dice.(not to-mehtion experience)

+ And, beinhg something of a mad number cruncher, F 5 finally came up with
a system for Ye olde Wotms, i
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In HellsGate/StormGate Universe, the physical 'strength of a dragon is oz )

a function of size.. And the size of a dragon is: a :function of two variables:

(1) the number of hit points the dragon has,: and.(2) the number of hit dice
the ‘given dragon type has at maturity. {iumber of hit dice at maturkty is
equal to the "book" value for number of: hit dice for a dragnn of the specified
variety,) : ot

Given that the number of hit points of the dragon is HP, and the
number of hit dice at maturity is HDM, the size from nose to tailtip of
the dragon is given by the formula followings:®

Size = HDM * ((HP/HDM)**(l/B))

Thus, if we have two gold dragons, one twice the ‘size of the other, and
both of the same body type (cg both small "oids),,then the larger of the
two can be expected to have approximately eight %imes the number of hit
points of the smaller. If one is correlating mass and hitpoints (a not
unreasonable procedure-in this particular case) the result works out
quite nicely, And, given the nose to tail tip distance, other figures
follow from the following relations:

Height at shoulder = 0,65 * nose to tail tip
Hingspan (fully extended) = 1.5 * nose to tail tip
width (wings folded) = 0,35 * nose to tail tip

These values are,at least in part, by the body size ratios developed by
Charlie Luce. I cannot find his values around anywhere, so I cannot
determine how close we came to each other (or whetker I have unconsiouslv
copted his figure or not).

Given that ‘the nose to tail tip size of the dragon has been determined,
the damage from his/her/its various attacks is determinci by consulting the

following chart: i o
Size Range Description Bite & Tail blow Claw.-blow
up to 4,8' ‘Hobbit sized 1D3 ok o
4,84 to 7.3' lian sized 1D6 51
7.3+ to 10.5" Ogre sized 1D10 1D5
10.5+ to 13,5 Hill Giant sized 208 108
13.5+ to 16.5' Stone Giant sized 3D6 Ipth -
16,5+ to 19' . Frost Giant sized LD6é zpél
19+, to 21" Fire Giant sized 5D6 2D8
21+ to 23'  Cloud Giant sized 6D6 306
234+ to 25.,5' Storm Giant sized 7D6 3D8
25.5+ to 28,5" Ice Giant sized® 8D6 . 4D6 .
28,5+ to 33 + _Hell Giant sized* 9D6 418

#*-=both Ice: iants and Hell giants are local creations, Their descriptions
will appear ?hopefully) in the next issue of TLOC., = =~

Note: The sizes of some of the giants given differ from those given in the
first three. book set + Greyhawk.

¥Bs Dragons get two claw attacks, one bite, and one tail bash EACH MELEE ROUND.;

AR 5 g B
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Dragon Breath Weapons S Fale dadi gp e

I have, in addition to my other changes to dragons, altered the old
three breaths per day rule., And, being somethlng of a fanatic on spell’point
systems for magic, I decided to design something similar for dragon breath
activity limits.  (Please note--this only works as described for damage
causing breaths 1like fire, acid, cold, etc. - For breaths that cause confu51on,
slow, etc., somewhat @ifferent methods must be used,) .

For dragons w1th‘daﬂage caus1ng breaths, the number of breath points
-expended in a giveh breath is just the maximum damage rolled (thus :n the'case
‘of a 10 HD dragon breathlng 10D6 of fire and the 10D6 roll coming to 37,
the breath would cost the dragon 37 breath points). A dragon whose breath is
a strict damage causing breath (acid, cold, fire, or lightning for example,
may roll any number of D6(up to the number of hit dice the dragon currently
has) to.determine the strength of the breath. Should the number of pips
rolled result in a higher breath point cost than the remaining number of
breath points the dragon has, the power of the breath is reduced to the
power level corresponding to the remaining breath points. Dragon breath
points are calculated as follows:

oY)

% Breath Pblnts ] (Constltutlon/io 5)*(H1t Points/Expected Hit Points at this
. 1eve1)*(H1t Dice at Maturity/Z)*(Hlt Dice*3.5)

Thus an average dragon of 10HD body type (as many Golds) can expeot to breath
roughly five times: before expending all breath points. (Please note that
fractions are rounded down after the above calculation is performed, so that
a dragon never has fractional breath points left over.) Breath points are.
rege?erated atia rate of 1m per hour (rest or no rest the rate remains the
same) . . : , :

.7

For dragons with non—damage caus1ng breaths, the number of breaths
allowed is (Con/10.5)*(HP/Expected HP)*(HDI/2) rounding fractions down,
Breaths are regenerated in this case at a rate of % this value per day "
(keep track of fractions, but "fractlonal breaths are not allowed).

Dragons as Player Characters

As has been moted by nuicrous wrlters here and elsewhere, one of the
more important features:of a new character class/allowable player character
species is balance, ) And I have taken this to mean that the experience points

+ - required to go up levels should have some relation to the power, of the being .

at the given level.

I have developed a reasonably simple system, which works fairly well
on the cases tested, for determining the ep requirements.

In the case of dragons, the system works as follows:

L_l FirSt the Hit Jice at Maturity is determined for the given dragon
(this ‘can be looked up in the original rules, or in the write up of
the dragon type in whatever zine it first appeared) This determines
hew fast the dragon will grow in size with increased hit points, and
how large he will become--and thus how much damage his claws, tail, and
bite will do in melee.

(2) Next, determine the expected damage vs an Armor Class 2 fighter of
level equal- to HDM (hit dice at maturlty) of the dragon in question.
Assume expected rolls for hit points of the dragon in order to determine
precisely the damage expected per blow. Also assume the dragon breaths.
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(2) Assume further that the dragon will breath for the maximun number
of dice permissable, though expected damage only on the dice rolled -
(remembering to modify the expected’ damage for breath weapon to take
“into acdount the effect of saving throws) .

Lﬁl Compute the expected damage for a fighter of level equal to the
s hit dice at- maturity against the AC 2 dragon (modify this AC if the
dragon has a differgnt armor class at maturity). Assume that the
optimum weapon is chosen (usually the greatsword)., Assume also that
the fighter hit probabilities are graded evenly within combat classe
“~(so that a 3rd level fighter hits a bit more ofter than a 2nd level fighter,
who hits a bit more often than a 1st level fighter). .

"L_l Compute the ratio of the value computed in (2) to the value conputed
in (3). This is the initial multiplier factor (INF),

(5) Take the experience required to reach the level indicated for the
fighter used in step (3) and multiply this value by INMF, and determine
the level of fighter that would have that number of experience points
(retain fractions of levels at this stage).

(6) Determine the expected hit points of a fighter of the level computed
in step (5) (retaining fractions) and calculate the ratio of this:
number to the expected hit points for the dragon at maturity...

call this final correction factor FCF,

(?) Compute final multiplier factor FliF= INF/TCL

(8) The, experience points for a dragon fighter to reach a certain
level is now FMFF times the experience points required for a human

to reach that level of fighter. As dragons are mages as well in

my universe (always) mage ep is then directly added on, and a dragon
of level Il becomes a mage of level N with all the powers that tbat
would: give him.'v

Now a few assumptions have been made in my calculations of the following charts.
The most important of which is that fighters and mages (human ones, that is)
only require 120k and 100k/level respectively after lord and wizard respectively.
I also allow the dragons to continue going up in hit dice until they reach
twice their hit dice at maturity. Also. I assume that the number of ep/level
keeps doubling for dragons at least until they reach the level corresponding
to their hit dice at maturity (in the fighter column at any rate), Move as per rules.

Experience Chart for HDM=4D8, AC 2 at maturity, Dragon i
Level Armor Class HD - Breath Weapon max  EP (rM) EP(MU/FH)

1 9 108 106 0 R 08y
2 6 208 - 2D6" ey #45 5300 . - 7800

3 4 . 308 A o ke 10600 _ 15600
L Il e Do .1, 21200 T SRR YA
5 PR e B 5D62:7 42500 62500

6 L 6B 0 BD6) i 85000 120k

7 ¢ 2 708 706 st 170k 220k

8 242 818 BDS 320k 395k

9 . 242 B+ Bp6. L 640k 740k

For each level above 9, add 2 pips per level. Fighter ep is +320k/1evel,
HU/FH ep is 420k/level, Flease remember that these figures are based on 120k
per level for fighters, 100k per level for mages, Adjustments will be needed
for other systems, :
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Note: on the remeining charts, I am only showing combined FM and MU
experience, For straight fighter, subtract mage ep for the level,

Experience Chart for HDM~5D8 AC 2 at maturity, Dragon

Level Armor Class HD Breath Weapon Max Experience Poirts
el i e 106 0
© 7 218 2D6 10800
3 15 318 3D4.. 21500
4 2 418 N 13k
5 gu 508 505, 86k
6 2 608 615 . 167k
7 2+ 718 7056 315k
8 241 813 8D6. 570k
9 242 oD8 9D5 4 1090k
10 242 i0rm3 1016 . ; 1585k

+2 pips per level above 10th, +595k ep/level above 10th.
Experience Chart for HDM=(D8, AC 2 at maturity, Dragon

Level Armor Class HD Breath Weapon Max Experience Points
1 9 178 105 " 0
2 7 203 215 10900
3 5 318 306 21800
L L 4p8 . TYaBS A 43500
5 3 508 . i y3 R0 87k
6 2 603 ODGG sl oo 169k
;. 2 e 7D6 o 318k
8 24 818 815 i 611k
9 2+ 918 9L6 . ) 1170k
10 242 1018 1006 . 1705k
11 242 - 1178 11D6. ' 2240k
12 243 1218 1296, . 2775k

For each 1evel above 12, add 2 hit points per level. 635k additional per
level, -

Experience Chart for HDM=728, AC 2 at maturity, Dragon

Level Armor Class HD Breath Weapon Max Experience Points
1 Qv 1D8 106 : 0
2 g 218 206 .. 3 12400
3 6 303 306 ™ 24900 -
4 5 4D3 4Té. . B0k
5 L 5D8 5D6. - 100k
6 3 6108 6D4.. ) bR
7 2 7D8 7005. < 370k
8 2 818 » Bb & 670k
¥ 2+1 - 908 T gp6 ! ’ 1300k
10 2+1 1008 10D6 - 1895k
11 242 1108 11D6 2490k
12 242 1208 12D6 3085k
13 242 1318 1306 . 3680k
14 243 1408 1476 . L4275k

+2 pips per level, +695k per level above 14th,
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Experience Chart for HDIi=8D8, AC 2 at maturity, Dragon e
Level Armor Class HD Breath ileapon idax Experience FPoints

x 9 108 106 * 0
2 8 . 2D8 2D6 .. 12900
3 > 308 3D6 -+- : : 25800
i 6 4D8 Ty 51700
5 5 5D8 5D6.. 103400
6 L 618 6D6. . 201800
7 3 o178 7D6 " 383500
8 2 ., 818 8D67". - 700000
9 2 918 9D6' 1350k
10 2+ 1008 10D6. i . 1975k
11 2+1 1808 B ADE e D R 2600k
12 242 o o _ 3225k
13 2+2 SN S 3850k
14 243 Chst o S8 10 RSy N R L5k
15 243 1508 1506 5100k
16 244 .. 1608 16D5 5725k

+2 pips per‘ievel after 16th, +725k per level ep above 16th level.
Experience‘Chart for HDM=9D8, AC 2 at maturity, Dragon

Level Armor Clasg HD Breath leapon ilax Experience Points
1 | 108 1D6AT - g 0
2 9 208 2D6. = 14600
3 8 308 3D6 i e
4 7 408 4p6 . : 58300
5 6 508 506 . ; 117
6 ot 608 6D6. . vt ook
8 3 818 806 . .. 800k
9 2 OB ot O Gl 1555k
10 S 1018 s S i © . 2280k
1 2+ 1108 e ! 3005k
12 2+1 1208 1206+ , - 30k
13 242550 143D8 1306 2 ] o lhssk
14 24200 148 1406, 5180k
15 243 48m 15D6"z. ; , 590 5k
16 2+3 . 1618 1604 .- 6630k
17 20450 1N 176 ¥ : 7355k
18 A O 18D& .. z 8080k

+2 pips péi level above 18th, 4825k per level above 18th.




OPERATION: CHAOS 47 e b

I realize at this point, that it might be helpful to show in detail how
I worked out one of these charts.

A 10D8 HDM dragon is expected to be 10%((4.53)*%(1/3)) fect in lengtr,
or approximately 16,55 feet from nose to tail tip, This slips into the
Frost Giant size class, and assuming that all blcws land, the expecied dam:ge
from said blows is 42 points. A 10 hit die monst®r hiss AC 2 on a 9, =0 t:are
is a 60% hit probability, so the expected damnge per malee wound from physical
melee weapons is 25,20 pips per melee round. The expected breath damage vs a
10th level fighter is 30.375 pips for a grand total of 55.75 plps per melee
round.

Now a 10th- 1evel lord hiss AC 2 on a 10 (assuming no. bouv~). As a
2 handed sword hits AC 2 ¢t +l and does 3D6 vs larger thun man-sized targets
(as a 16.5+' dragon certainly is), his expected demage Vs the dragon becor ¢3
10,5%0,60=6,3 pips: per melee round.

Thus the IIF is 55.575/6.3, or approximately 8,821l. A tenth level :jghter
in StormGate Universe has 360k ep, so multiplying this value by the IMF w:
get 3175k ep, or the ep corresponding to that nec ded for a 33.45th level :-ghter,
who expects to have aprroximately 89,699 Lit points,

As the dragon expects to have 45,3 hit m6ints at iCHD, this means thit
we have an FCI* of approximately 1.9€01.

End result-~--FMP=l4, 155,

Thus the ep will be az followss

Level EP Level 8L (i Lovo o TP Lefe_ EP
1 0 £ w4 33203 ‘ 16;“* "8, 72K

3 22,8k - 8 620k vl 430N 5/ir80k 18 ..404881
L g% 9 1169k il - 6560k 19 11,96
|

01,3k 0N a0 aLaR 15 76k0k 20 13,04
And levels above 20th cost 1,18, ;

Now of course, a certain discontinuity is noted--it is easier at fiiwst for
the 10HDI dragon to advance than the 9HDM (dn= to the inclusion of the ! (F
factor in the determination of FIF). However; as the 10HDM dragon continues
to double the fighter side ep until 10th (as oproaed to Gth foxr the 9IDiI
dragon) this results in much slower development after full growth s reuched.
And, in my hunbde opinion, the greater time spent at lower armor class more
than makes up for any sligh® jiggles in the system. :
Armor Class progression for 10 HDM dragon is as follows:

level § .23 45 £ 740 & 4
Armor Class 9 9 B8 728 'S4 2

Level i1 10 am il wis 16 4 R 48 e 20
Armor Class 2 2% 2¢ 248 242 2V 283 2+4 2+ *2+5
Hit dice and breath weapon max. go up at 1D8 and 1D6. “fﬁp,%Pi“;’} :;"_* 20th, and

hit points increase at 2 pips per level thereafter, breath weapon rax1mum
remaining the ‘sane thereaBSter. .
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Experience Chart for 11HDM Dragon, AC 2.

Level Armor Class HD Breath lleapon Max Experience
< 9 218 206 G R 10750
3 8 308 & e A 21500
b 8 418 - - Db Pl .. 38000
5 7 ' 508 - i - 5D6 82CC0o
6 7 6108 - - 6D6 167k
7 6 708 L TR ; Sy 1 T
8 5 808 g Tarp RREET . =
9 L 918 ' 9D6 1,091
10 3 1008 1006 2,08
11 2 1108 el o : ; 4,061
12 2 1218 12D6 6,141
& 2+1 1308 1306 ; 8.2211
14 2+1 1408 1406 L 10,301
15 242 1508 , FERS . ool 12,3811
16 242 1618 6. 14 4611
17 243 1708 1 16, 5411
18 243 18108 1816 e 18,6211
19 2+ 1918 19D6 20,7011
20 244 2008 20D6 L 22,781
21 245 2118 21D6 - 24,8611
22 2+5 2218 22D6 26,941
54 +2 hit points per level above 22nd, +2.18M/ievel above 22nd.
Experience Chart for 12HDM AC 2 Dragon
Level Armor Class HD Breath Weapon Max Experience
1 9 108 1D6 ) 0
2 9 208 2D6 2 10600
3 8 ame 21100
L 8 e R 4D6 et 42200
6 7 A o O OEE Y S 164k
7 6 - RN TR R 2,310k
8 6 818 i o R e W hg 560k
9 5 ae Lo e R w40
10 4 1008 s 1006 - ‘ EU i
11 3 1108 1106 4,211
12 2 1208 . 12D6 8.1M
13 2 1308 13D6 12,01
14 2+ 1408 : 14D6 - . ; 15,9
15 2+1 1508 : 1506 19,80
16 242 168 < 1606 : - ' it OB
s 242 1708 1706 : i 27,611
18 o R - 18D6 e el e T
19 243 Lo A9Ns 008 o 0 A 35,4M
20 2+ 2018 20D6 o 39.3M4
21 2+ 2108 2106 43,2M
22 2+5 2218 2206 47,11
23 2+5 2308 23D6 511
24 246 2418 2416 54,91

+2 pips per level above 24th, +4l/level above 24th,

Po.its

oints
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A Personalzine by Nicolai Shapero for TLOC #5

8886 Earhart Avenue, Los Angeles, Ca. 90045

213-641-3899 Do NOT call before 0900 or after 2200 hours local time

A R U T N N O U U U R R U T CHE TR S G
Well, the beloved editor did it again. DNot only did he type up

his complete dragon system with a glitch included, but he ran the entire

bloody thing off without noticing the goof. Oh well, such is life.

CORRECTION TO ERRBRS IN OPERATION: CHAOS #17 FOLLOW:

Everywhere that the breath weapon ¢f a dragon is indicated as doing a
certain number of D6s in damage--replace this by DBs (same number of dice),
Further, the number of breath point formula should read

BreathPoints=(Con/10.5)*( 1t points/Expected Hit points)*(HDil/2)*
(Hit Dice*4.5)

Also note that with constiitution bonuses figured in, the expected number
of hit points is approximately 4.53 pips/level (as long as character is still
in the level range to roll I8s for hit points).

Sigh.ssIt has been a very long week.

N A R RE R R R | S R R e R N, R A R i R R S SR A e S R )
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llagazines of possible interest to D&D/FRP £amerS. e

The Space Gamer...Prozine from METAGAMING FO BOX 15346, Austin, Texas 78761
Bimonthly, subscription is $8 for 1 year, $15 for two. Subscribers get
discounts on lietagaming products.

Wyrms Footnotes...fanzine edited by Greg Stafford. Available from the Chaosium,
FO BOX 6302, Albany, Ca. 94706, Irregular publishing schedual,
minimum of 3 issues/year. Single issues are $1.50, five issue subscription
available for $6. An excellent zine and, now that Runequest has been
published by the Chaosium, an undoubtedly invaluable zine to subscribe
to for the Runequest fanagic. (49 pages)

Underworld Oracle...An offset fanzine available from Fhil Alexander
113 Bruntsfeld Place, Edinburgh, Scotland or Lou Nisbet, 206 liorrison
Street, Edinburgh, Scotland. 40p (+postage, presumably for out of
UK subscribers) per issue. (27 pages)

Spellbound...An offset fanzine available from Carl lueller, FO BOX 635,
Stony Brook, NY 11790. Quarterly publication schedual. Subscriptions
available for $4/year (single issue is $1). ILast issue seen (i#3) had
23 pages. Some very fine artwork in issue i#3.

The Apprentice...a quarterly offset fanzine available from David Berman,
24 Seguin St., Ottawa, Ont. K1J 6P3, Canada...currently only in
first issue (lay 1978), Subscriptions available for $5.50 for
6 issues in Canada and the US. (23 pages).

The Dungebneer...offset fanzine edited by Chuck Anshell, *:=
1226 . Rossell Ave., Oak Park, Ill 60302. 60¢/issue, $1/issue
overseas. FPublishing schedual VERY irregular. Bimonthly or quarterly?

Alarums and Excursions...mimeo quasi-APA like TLOC in some ways, only
much larger (160 pages). Available for $i+postage/issue from
Lee Gold, 2471 Oak St., Santa Monica, Ca. 90405
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Missive the Fourth; a TLOC-zine by:
Ken Pick, 175 N. Poinsettia Ave., Monrovia, CA 91016

Greetings for the fourth time from the City Beyond the Edge. For this TLOC, I will
present the first part of my Combat System--sequencing during the melee phase. The

other parts will be published as they are playtested. But first, some miscellaneous
tables and conventions from tal-Nexus:

First, I have abandoned the 18(percentile) notation for characteristics. Following
the lead of the old Claremont group, 18(01-50)=18, 18(51-75)=19, 18(76-90)=20,
18(91-99)=21, and 18(00)=22. A characteristic of 23+ is totally superhuman (such
as Giant Strength). This notation is more consistent, being a simple numeric pro-
gression; plus, it eases the running of Strngth spells and the like.

A high characteristic also affects the maximum "top-out" level of Elves and Dwarves
as described in the following table:

Prime Re E1f Ftr E1f Mage Dwarf 3-E1f Ftr/Mage
up to IES T T BR 6th 6th

17 5th 9th 7th 7th

18 6th 10th 8th 8th

19 7th 11th 9th 9th

20 8th 12th 10th 10th

21 9th 13th 11th 11th

22 10th 14th 12th 12th

23+ ——— --unlimited-- ——

In other words, if that Dwarven Prince coming at you is a 14th-level, you know
damn well he's got at least Hill Giant strength. The only exception to the top-
out rules are the Noldor (Great Elves) who are always unlimited in advancement.

In tal-Nexus, all characteristics of 18 make the percentile roll, resulting in a
range of 3-22. Ken (jive Clive) Rowland, an excellent though unconventional local
DM,. &dds that characteristics of 3 should also be percentiled to even things up on
the low end, but I haven't yet found the right distribution.

An aside on lilves: In tal-Nexus, an Elven Mage (not a Fighter/Mage) may wear magic
armor and use magic weapons, but is permanently lst-level with the weapons in melee.

Because of the superior characterisiics of certain nonhumans, I have moved to the
racial-roll method of determining race. My system is to first roll 2D6; 2-8 means
human, 9-12 roll 2D6 again; this time 2-8® means a standard nonhuman--Elf, Dwarf,
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Hobbit, Melnibonean, Half-bloods of these, or Lycanthropes; 9-12 any other non-
human. This system is based on one Wayne Shaw used in his Traveller campaign.

TAL-NEXUS COMBAT SYSTEM
Part 1--Sequencing

This system was created in the aftermath of a Temporalana run at OrcCon, but ele-
ments of it may be traced back to the Perrin Conventions, Caltech, and the private
combat system of Phil MacNamee, 7-year SCA veteran and resident Shai Dorsai.

A turn is five minutes long; and is divided into five minutes. Each minute is
divided into folr melee:phaSes of fiftéen séconds each. In each melee phase, four
actions are open to a character: '

(1) Move more than 10 feet if afoot, or 10 meters if mounted. Movement

speeds are figured at 1 game inch=10 meters, and time in melee phases.

(2) Fire a missile weapon, or throw missiles.

(3) Helee.

(4) Cast a spell.
Only one of the four may be done in one melee phase, but "impulse movement" of
less distance than those given is action (1) may be combined with actions (2)- (4).
The action taken by each character must be announced to the DM at the start of the
phase; likewise, the DM must inform the players of his NPC/monster actions.

Combat is first. To speed the game, all combat is simueltaneous. Players will
roll their characters' hits and damage rolls;. the DM will do likewise for the
monsters. Magi will cast spells and determine effect, then announce target to
the opposition for saving throw purposes. After all dicing is done, targets are
announced, damage is taken, etc. After this combat, all movement is done to
determine who is in range or melee distance for the next phase.

Actual sequence (ideally) is about as follows:
: (1) DM announces start of phase.
22 DM and players announce their respective actions.
3) A1l combat dice are rolled, hits & damage determined.

(4) Targets are announced, saving throws made, damage taken, and "kills"
removed and noted. i
(5) A1l movement takes place.

It is the player's responsibility to take care of his character's to hit number
and damage. It is the DM's responsibility to inform the players of the targets'
armor class. The players.are also responsible for giving the DM in writing their
characters' armor classes (preferably on a single signup sheet that is easily
marked by the DM as to which characters took what action).

Haste/SIOW‘is dealt with by giving the Hasted/unSlowed characters a free swing
melee phase before the simueltaneous phase (after the simueltaneous phase when
the unHasted/Slowed characters have superhuman Dexterities).

I have been playtesting this sequencing system since January; it is fast and
decently realistic. Next issue Part 2--Missiles & Melee. From the City Beyond

T R SOk, DM of Tl -V



HOw BIG IS A %) GP DIAMOND, ANYVAY?

'Weih@”fhé fifth contribut'ibh ‘to TLOC'by”Kay‘Joﬁb§3’QOO’ﬁhVéy’Glen”ﬂa.L%420ﬁ'

Belmont., CA 94002 S0 i aeER e L a O e D s R B e s s e e

‘**‘**’**********************************
Kl Gl

One of the things that always struck me as rather poorly thought ou? in the

original D&D vias the treatment of gems. Considering the number of adviemture
stories centering around the great sapphireieye of the golden Tdoly Jor
three emeralds the size of plover's eggsifhowever big those are), i? seemg
kind of tame to reduce the things to "and you find 200 gold pieces, | plus :
© 740rgems worth 10 gpea'. ! What sort of-gems? How -big? hatt do they ;omk‘like,
anyway ? ; ?~wi!,ﬁ i
sinddst It was wikthiquestions like thedefthat I 'started attempting 4o infliia t:0
more reasonable format, only to find that either the truly krowledgiole about
gems.:were not..interested in':D&D, -or.:else knew so much abo@ﬂ'ﬁherthiﬂxﬁ{ag fOG
to be appalled at the task. At long 'last, it becpe apparent that sisf |
wanted a decent table, I was going to ##ave to do it myself *sfah*, T = (4%

e | g R g T Shhs e S BT

}
b S

(To forstall a lct of comments, at this point I ray as well mertion
that yes, I have seen the Arduin Grimoire and yes, I did see Dave's table,
It was interesting, and one of the factors that finally got me started on ‘
‘thisl project, but it was not mnearly as descriptive as I veifted, and, Haged ™
as it was on the gems present in Arduin ‘it '8id not contain everything 1
wanted and had a number of gems I didn'%) ; i o
LRI 0 ; Joxie g : .Y:‘--.i,‘!r'.?:':'_{ TR

The following, then ik what I'‘finully came up with, Note,pleuse,
that it is not a completei table as: cueh' - the final result cannot be ob-
tained entirely by rolling dice. I considered such a system, but the sheer

3o cnumber of tables required madecit. impractical. (Of course if: konecre ¢lse

can come up with a reasonably: elegant solution I would LOVE %o see it).

+The information .on which this is based came almost entirely from '"Van Nost-
rand's Standard Catalog of Gems'" By John Sinkankas , published by the

Van Nostrand Reinhold Company, which seems to be the standard reférence
work on the subjeet and is fascinating to read. In fact,»fiwould bisfily"
recommend t*at dmyone.vho is ot 411 interested in gemstones and precious
minerals acquire a copy. It's welliworth the cost ($4.95 in»papreback)s -
and contains far more information than you will get from this article.

* * * * * * x itig * LS * * * * * * * *

y i - Once you'!vehdetermingds.the presencei of .ggems in the treasure, you may
proceed to decide the number and value either by the system given in Monsters
:nand Treasure, orras follows: (Note = allinvalues are given in“silver pieces,
with 5 SP = 1 GP, and .n¢!SP approximately equivalent to 4 or 5 dollars.: =
It may be scaled up or down depending!on the ‘economy of your’éampaign)' =~ = =

TOTAL VALUE OF ALL GEI4S IN THE TREASURE%"Ro®%:1 D10 and rultiply by the
monster's level, and consult the following table:

: . 9 { g i ] fba it s ‘ eyl
Lm0 G AL UR  ROELED x  MULA VALUE' OF "TREASURE TN sPp P e
1 - 10 1 -0 SRAL SN el

11 -~ 40 _ Bae 00 g e o s A S
SR G e P S l’-‘leﬁO SOl PR AR S e, : i )
boJrinu-gy B G e Ligta o bt lx;;il;]_d;(')o'o‘\’)lz.e‘_’m-.. AT T : i

o2 L

end page one
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Now roll for value of each gem. Continue rollin
equal’to the total ‘just rolled for the treasure.

% Die Roll "

1 - 50
51 - 89"
o0 »bgl
00

Now comes the fun pabt.
Roll three D10 :
DIE ROLL GEM
001 - 010 Actinolite
Oil - TY Xpler il
011 ~ 019 Amber " !loovy
020 - 029 Amblygonite
030 - 039 Andalusite
040 - 049 Apatite
050 - 059 Aragonite
060 - 069‘1Axinite
070 ~ 071 Azurite
072« 081 Barite
082 -~ 083

Benitoite

*

star sapphire.

** faceted cuts are those designed to reflect from inside the stone

2
o
1

JuSﬁ”

Val
1

ue of Gem

10

100

1000
10000

What'spft of goodies have ypufgdt;there, anyway ?

‘DESQRiPTION/CUT
green catseyé (weak) " sﬁa;}J§1¢5q
< cabochoq ; Grasiiieg,
: S'tr-!!* ‘w .!\Q h’; - Ry g

clearitBidkoddyeyedlow to 2" dia
may include insects or

plant materlal. Cabochon

' straw - med. yellow SEEERN 5 15 ct '
’faceted** i
color varies w/ angle 3=7ct
red brown or green to e
rpd. faceted (usually)  ““_
green-yellow, rarely pufple
pink or purple (pink (to 2 ct)
fades w/ strong 11ght) others
faceted (to 15 ct)
pale yellow, fdcﬁtéd ‘%ﬁgct
red- brown-v101et ité;S ct

faceted (look best
i smdll due to density)

blackish blue. cabachon to 2"dia.
: g61déhfbnoWh; faceted  to Sct
‘tdeep’ purple bIUe, blue ‘1-3ct

'shades. rarely’ clear.

'facetod

LYY

cabochon cut is rounded and pollshed, such as is usually used for

the "brilliant" cut associated with diamonds, and the "step-cut"

with emeralds,

One carat (ct) = 1/5 gram

it

end page two
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4-38SP/ct

£ ik H

g untll total total 1s near o

«.‘-

Bk

i

oA ¢

SIZE/QUAL. . VALUE RANGE

KBeplet

el sp”

o e
1 - 10 SP‘

R e

Pl

£ ST

re b
20/~ 3051/et
4SP/ct
SP/ct

10 5P

2SP/ct

10SP/ct
opal or

such as
associated




DIE ROLL GEM

084 - 091 Beryl
roll % dice . .
0104 ~°  Emerald
05-14 Aquamarine
15531 Morgaﬁf%é
32950~ Gréen B
BradBor. . Giided
72-99 Goshep%pe
UNow 0Lk
00 Black Star
{ 9 B,
092 + 101  Beryllonite
102 -~ 103 Boracite
: LB, R
104 - 113 Brazilianite
114 - 115 Cassiterite
116 ~ 1g5 . Cerussite.;
126 ~ 127 Chondrite
136 - 134 Chrysoberyl
roll D6
1 Alexandrite
2-6 ,. Chrysoberyl

135 i« 144 ' Clinozosite

St 0 TR

DESCRIPTION/CUT

VAY.

ok sp gt
""brilliant to pale

_green,, faceted

blue,blue~green
faceted

v Jar e il
purpletpiﬁk S
faceted

; ﬁﬁle ﬁrééﬁ-td?yéllow-

green shadeé.faceted

1 b L5 ;
yellow

colorless. faceted
.or cabochon,.

very deep brown
(inclusions in green

. beryl) cabochon

ey

i)

colorless. faceted

) R R yia b

transparent: green

faceted (step cut)
i YWY ke sl ey
golden brown, pale
to mediun. faceted
clear, often brown

tinted (which reduces
value) faceted

colorless:ar brown
tinged. faceted or

cabochon (good catseye)

brown-red.facéted

green in normal day-":
light, red in artif-
gctadl lipght. faceted.

yellow,yellow-green
cabochon (catseye)
or faceted

dark brown to green-
brown. faceted

T TR RO FRiH A
end pagei three
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SIZE/OUAL,

1-8ct.
3-15¢ct,
3-48ct ©
3-50ct

3-60ct
1-25¢ct

3=-50ct

1h=3ct

Ry

to 2lct
1-6 ct

1h-5ct

5-25ct ri

=2 ct

1-5ct

1-15ct

1-3ct

VALUE RANGE

LI06

5-13008 P

{—SDSP/ctl
1-30SP/ct
1-10SP/ct

1-158P/ct
1 - 35P/ct
10-50SP/ct

;

3-10SP/ct

A-30S8P/ct

2~10SP/ct

10-25SP/ct
2-108P/ct

15-22SP/ct

50-100SP/ct

- 10~-300SP/ct

3-55P/ct




PIE ROLL~
145 = 15] . Coral

§.aX

,I\

GEM DESCRIPTION/CUT

pink through orange-
red.cabochon or
pollshed sections

152 - 161 Corundum’
roll % dice

01-10.

11-20. . .

21-50

51-70

71-81

82-97

98-99 ,

00

Py

162 - 163 Danburite

164 - 173 Datolite

Ruby vivid red to pale
red. faceted

Blue Sapphire .rich violet blue to
blue. facete&

Green S. pure green to olive
faceted or cahochon

Yellow S. “'golden yellow ‘to
orange. faceted or
abochon

Orange S. réd—orange.fabéted

or cabochon

Purple S. bright red-purple
faceted or cabochon

Star S. - re-roll as above for color

Black Star S. Black - '

colérless to yellow
faceted

very pale green

faceted
174 ~ 181 Diamond clear or sllghtly
" roll % dice tinted. faceted
01-75 clear
76-83 pink
84-91 green
92~99 yellow s e
Fif RS B
00 blue-white
A S AN ke S )3
182 -~ 191 Diopside dark greem. faceted
if '1ess than 5 tt)
cabochon

end page four

SIZE

to 4"dia

12-5¢ct
1h=5ct
1h=5ct

1-10ct

1-10ct
1-5ct

1-10ct

1-10ct

15-5¢ct
1h=5¢ct

to 10ct

1-15ct

VALUE RANG®E
to 158P ea

40-12008P
/et
20-400SP/ct

2-508P/ch

2-308P/ct

10-508P/ct

15-60SP/ct

50~ 1000‘5 P/ ct

oo-laoos P/ct

i

1-10SP/ct

. - 4-10SP/ct -

40-12008Pfct

60-1400SP/
ct

60-1400S P/
ct

60-1400S P/
ct

100-2000S P
Lrfet nr

10SP/ct




."V:‘-[A .'

DIE'

192 - 201
202

212

208 . ‘ans

234 - 235

35@».1245

246 - 255

roell % dice

01~20

/gi;gbﬂ o r
/

ROLLéﬂE

- okl

]

i k2
"GEMVt*rwl {
Dioptase
Enstatite

Z gt sy
Epidote’ -~
LS B R T L H

“ Buclnme

}“e.l.v(\lspﬂll?'ut by

Sunstone

G

Moonstone
i "ﬁ'""‘_ ¢

Fibrolite

Pt ;
iy

i
Fluorite ‘-

......
it

deep emerald green
facefed (Step—cut)
brOW“JQPeen*b?OWn

facebsid, 10wl

Cei RSl ‘. ‘

“very dark”preen.:"

)

faceted (if less’

than 1 ct) or caboc¢hon

palé’ purple blue“*
green 't yeilow"'
faceted Vil

ez T WA o e e e
Lo o \'"";,-'f»‘ L

colorless to ‘pale .
green w/sheencabochon

or. (1f snall)faceted

YT

-trdnsparent blue ,to

silver-vhite w/sheen

cabochon (may be star)

pale blue.faceted

purple blues, reds;

faceted

Garnet

Almandite

Andradite '~

purple-red tq bnown
red. faceted op :

cabochon (may be star)

tramsparent enierald

SIZE‘TI b

-lct

12-10ct

1-158¢"

1-2ct ¢blue)

1-10ct

1-30ct

1-50ct

1-5ct
1-50ct

Y180t

apiye

Dl

i )

I-lfia:

15-10ct

/
W-Oct

/ ' green to yellowdgﬁeen
! "' faceted %
31280 Grossular ‘brown dféﬁééiféhcolor—
less.faceted or cabochon
g e R A
51=70 - i Pyrope Jwvery dark red. cheted
. (if under 1 ct) or
_cabochon :
7L~90 Rhodolite mediurm to light purnle- T IOct
et it nlevpeds faceted j
hloe oooad o e
CA-00 Spessartine - Y';pale ondnme to red-
orange faceted !
2567~ 265-- Hambergite.. . .colorless. faceted
A dp e ; ROy

end ‘page five:

AR B

VALUE RANGE

10S8P/ct

oy
e e

1-2SP/ct

1-48p/et 0"
152808 P/ct™

e

14-285P/ct
aEEEe

3 - 15SP/ct

12-16SP/ct

- 1=-2SP/ct

ol

2= 155P/ct

- 8-130SP/ct "

S
1-4SP/ct

2-7SP/ct

2-708P/ct

L Yo g
oy o DO

2-5058P/ct

. 5-1pSP/ct .-




DIE

2661

276

286

297.

306

316

326

328

338

348

358

368

378

388

ROLL
- 275

~ 285

- 205

;305

~ 315

- 325

- 327

- 337

- 347

= .357

= 3607

- 377

- 387

- 397

Tolite

GEM

Hematite

Howlite

Idiocrase

Ivory

Jadeite

Kornerupine

Lapis Laguli

fasan st

Leucite
Dot

Malachite

Natrolite

Nephrite

Obsidian ~

Olivine

St

et

DESCRIPTION/CUT

dead black w/
metallicsheen.
cabochon

opaque white,often
veined w/ black. ;
CabOChbn!"H-}‘y":‘n,,' L (g

Ry
transparent to yreen-
yellow.,. faceted or
cabochon S
deep v1olet blue-~
violet; to nale violet
faceted! D g

oty AT
white or yellowish
animal tusk. cabochon
or carved

8 3% o

;11ntense ‘Hreen’ (semm-
‘fransparent) to mot~

tled. the finer Frades

.of’Jdde- cabochon -

Dl e

'fgrreenlsh to brown

faceted or cabochon

fine grained violet-
blue to pale blue. May

have white or 'gold
inclusions/ cabochon

colorless to pale straw-
Internal '"fire"

yellow.
faceted or cabochon

medium green. banded

(prolonged skin contact

fades polish) cabochon

clear.faceted”(Step—

o el Phre

.yelibwﬂgfeéh, gréeén

’unmottfed }he “0ther

"jade" stone.’cébochon

SIZE

to several
hundred ct

se2ndia™

1-2ct
{if tran p)
1-15¢ct '

1h-8ct

depends on
source

1" = iNeY .
fett dia

o dEnnen]’

lh—dct

5-25ct ;

la-loct
L f

1h=1" dia

Shgetherf

Ya=1loct

RS
any

black & shiny (volcanic 1-10", up,

glass) May have gold

i0)f

sheen or white "'snowflake"

MdrkthS. cabochon

1 ri . 4 17 BB A

een. cabéchon !
end page six

SF L} o il B Dyt

ii o R 2T

Eyellow green to deep gr-1-25ct

T

VALUE RANGE
11=-1SP/ct

A ail i R

8% g P
: 2-68’])}ea L

i el
7-14SP/ct

2~10SP/ct

[

1-10SP/gm

s Al

800-1500" '
SP ea for
l4mmcab

ol

3-13SP/ct

3“5$P%9t>f

to 6SP/1b

b

4-7SP/ct

(@i
5-~10SP ea
for l1l4mm

cab.
(N -

to BSP/1b

-.

£3

5-20SP/ct




ie CTafE by s : i
DIE ROLL GEM DESCRIPTION/CUT (JSTEE - 3 1snl
398 A 808 - - Opal ... B e e
roll % dice , R i . :
01-33 t/hite O, ;“Whlte backprqund 1-10ct
internal "fire"
e T Gt A e cabothon .. - . . .. ; e
34-66 Rire 04 transl. yelloW“oﬁ 1=10ct
red backgrnund."flre"
di N roit=i cabockén i i b v sEOH
st ran abeebuies bl o
67-99 Catseye 0. yellow—green.”fife“ 1-10ct
i cabochon
00, - Black 0. srey-to black bdck- ./ Pl<10atu!
ground:vif <Lots of
yﬁlpemﬁ cahadhon-
uf / A IR R g
406 - 413 ' Petglite 0 J&alorlmsg, nay thave Ye=3ctini-
Body iR anhbﬂewlnclu®non&.
3 faceted i i
ki e Pey(hifves o A !I Sl
416 - 425 Phenakite wcqborle55¢ &aceted Yo=5ct
R W O D L SR B AT
426 - 435 Pollucxte' fdlntly straw yellow Ya=2ct
TN I (ites ¢ oridcoloriless:. faceted ity J
i TG TR UG R S Bt ey P
436 - 445 Pumpellyte light to dark green to 3" dia
SESAE Y S Jathet, ] patches: which: geem to: 1y iiiioT
~-shift -about as gen
avidsodisy turned unden light,

B (1 G ] P One0f

446 - 778 Quartz
roll % dice Dl
01-05 -~ Anethyst.
Bt e SARED
06-10 Greened A.
e 7 s fme! e I
11~-15 Adventurine

16-20!~1 Catseye [~/

21-25 ., Cacoxenite

LN Lo

o lgreleny, redygriey::or:

cabochon

[yaact 5ot Grancem bt (q10 3 =hoo [§

godiacdio waliipagle .,
rich: purple- (blue-vio~ 3=25¢ct: "
let in sunlight)to

purple—pink. faceted
or cabochon
}:,‘Z_‘)i'!")j;' f11 kg b aid pi

heat tfedtbd'ahé%h.
pale ‘to dark ‘green
dependiniy ‘oh ‘original
shade of pruple.faceted
ALk deko vk ) H LT AR
3-13ct

or larger

3-15ct

bluenyrﬁen‘to yellow-
green, cabochon

i iB3=10¢k s

aeil yellovs, i fiberous

THE | I Adait

vicad cabochon ool

clear, v1olet or yel— 1-10ct ‘h

low w/ parallel el
yellow fibers, cabochon
ool Ui b el i

end page seven

JedOs ST
VALUE RANGE

(=
10-50S P/ct

tilm I

10-40SP/ct

(Ve

4-8SP/ct

100<1600S P
/et

1-108P/dt
Lol
3-6SP/ct
3= 7SFVct
1-1°¢ SP ea
10-2058/ct

5-10SP/ct

-1

%18 P/ct

=58 Pfct, -

4-65P/ct



DIE RCLL
AR T T
26~30
G0
IlrdS. .
b ek S
36-40
T3\ \} -y
PRI 3
41-4h:
SR -
Sl
56-60
G-t
61-65
66-70
71-98 "
76—80
=) § -

81-'8-:5.,[ ward

86-90

91-95

GEM PO DESCRIPTI ON/CUY SIZE
Quartz (cont) OO ETAES i i
;
Citrine strong red-orange to sev,'
FATSNa e b i hundred ct.

ory, ¥gdiow; exang
ridofed o cqethon

oo ds

Rock Crystal clear. faceted or tofs@vrﬁﬂ”

Fodd od caboehbhp . o i-05d hundred:ct

0 TR - by A )HLFHU(‘)‘“")‘!?MH' h«w tevidtan)
Rose 0O, B Pich ‘pirdk’ %%4“““‘” 1-50ct

St 0 "’balq pinkmilky 95

i3t} face'ted BF cibbchion .

Pogd- (may be Fﬂéﬂior catseye) : y

S A SR ot bannony

Rutifaked Q. Ve 10L a5l
: ss!'ye 11 6W) b’l&‘

&1‘é$m“w‘.* {‘£r5SS""‘ :
b3 c
bago '-"'fég, "té'b‘ochbh

Smok‘yy’%r: L VL ;darlé'w iz Lo FeW
%ﬁ%@ﬁj ?"”b hundred, ct:
bt ;f .
Star Q. Licle (weak star. unl- 1-10ct, |
e O | lLﬁlVé%erj‘y) 95 % FIE G Tl
S _ lored backlny cabochon
e, i R TR RIS ¢ el Lo
. tre »J e 1y l ’ w
Tigereye Strong yelToW=bromn. any
e e f;ber us. cabochaon
Skl o | T Heynly o Joid g { S R T e T
Tourmalinatéd ci”ar 6ﬁ SriokKy’ W) 10-45ct
Q. i 5 clﬁhﬁe&‘ﬁdurn-
; rﬁlﬂe““@édlb?‘j1 abochon
SIOIE D22
Bloodstone dark green w/ red 10-50ct
spherules.cabochon e
Carnelian 'Zh}{%ﬂ’red“"ften & any
barlded - }White. 2
{)‘%a%dchdﬂfﬁr’daﬁved
aodoodnae g0
Chalcedony agates in general any
y e "QVJHi‘t’es’(’#réyéo Irary ot i5)

“Bd'baddé& edbodlion
Y '\f. Xé‘ai’@ll’lg‘é"” RS
Hhodonnd O LT VO Y i :
PYdies u,ofv%%cﬁ,‘°"¥%lggd:§:ev S o

AONAFEIeD grﬁoﬂarﬁ Tt
or: carv
ChrySocolla ' ¥Randiiebat  pare to 5-15¢t 1D
meditm biue s éAbochon
(faceted §t''ve¥y clear)
1 odkiet =Iay gel rafcl o IS LA i
Chrysoprase applergrgﬁn\pr,ygllow- any

norlsogreen,eabochon,
end page eight
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DIE ROLL
9600

§o g et

779-788

789-798

799-808

FaGa o

809-818

A E-T W

819-828

pa et

829-838
roll D6
0 T :

5-6

839-848

vem
i

A e

849'8:58 el

e VUB O

10 Hashoand

GM it
Quartz ' (&diit)
Moss Agate

Rhodonite

Rutile

Scapolite

Scheelite

D S |
ol

Sy

Serpentine

Shell

w kit and o el

A D e B e
ayrt e B e g

V) e ng B mper e s U e peg

DESCRIPTION/CUT

translucent W/ dark
interwoven' gréen or
black filaments., may
form tree or fern-
like patte*ns. cabochon

'f“brownish red trans. or
 massive red, may have
black spider-web mark-

ings. faceted (if traps.

.. very dark, red. (appear

black if over 3ct)

'colorlessufo med., yelr

low, rarely blue or .-
pink, faceted (step-
cut) or cabochon

RS T
orange-yellow or :color-
less (which show high
dispersion of light)r
faceted e Ge
translucent green to
blue~-green. may be
banded. rarely used

for Jjewelry. cabochon
Gt

Mothér<df-Pearl whole shells or pieces

Peérl

byl e £

Sinhalite

Smithsonite.,

gf'shei . shiny white or
'_i‘ lack 'w/ sheen. shell’
" exterior can be colorful

round or 'baroque".
white, yellowish or
black

pale yellow brown to g
rich brown, green-' ’
}?-"-‘,Own oF. pla'qk‘r‘ ]
‘faceted. (steg-cut) o

pale yellow or blue-.

green., fapeted oL
cabochon

end page nine

SIZE
TiE

to several

hundred ct

rd. :J‘

aroe’

any

, Zkand under. 2ct) or ‘cabpchon

i-3ct

i A ot
1-2ct (bfue)
1-3ct (clear)
1-15¢ct (yel.)

A

1-20ct

to 13" dia

Eonrn

depends on
SOUYrCECenas

varies w/
source. (usu,
to 12mm dia.)

2-40 ct

4-20 ct

VALUE, RANCE,

sy

$-20 SP/ct

T

3-20SP/ct
gfaceted) or
-1 SP ct

1-7 SP/ct

13 ..)P/ct :
6-10 SP/ct
2-6 3P/ct

4-10 SP/ct

1-6 SP/ct

£-10 SP/ea
for small
ones

to 3000 SP
ea gl

G0 1

3-7 SP/ct

1-3 SP/ct



DIE ROLL . GEM
859 - 868  Sodalite

GVE

i alan
868 ~ 878  Sphalerite N

0 e i ” :; :
879 - 889 Sphene i
889 - 898 Splnel"
" (N,- y,/ i

899 - 908 Spodumene.. (G-

909 - 918 _Staurolite’!
919 - 928  Tektite
929 - 938 . Thomgonite .

939 - 948

Topaz
949 -~ 958 Tourmaline
roll 5 dice )
01-09 , Rubellite
10-39 Indicolite
40 Achroite

“vVery pale green,

ﬁsoft.

- violet o=z

- fiberous: banded -

DESLRIP“ION/CUT H SIZE VALUE R. :
dark blue opaque.r; R/ct
(faceted)

or -2 SP
/inch dia

transp.;types fécéted
if less than ¥ ct)

5-45cf. 15-58 EK\CP) co

,.‘\,44 1

rich golden yellow to
orange red. faceted

dark brown, yellow-
green to emerald green,
faceted (small ones may
heat-treat to orange)

1-5ct

e SR i
o ek Gia Tl i A

red,orange-red, blue to 3-20¢t ““57%

blue grey, finest quite
vivid. faceted (may be
cabochon - rarely star)

2-75SP/ct"

purple,emerald=- 5=50c¢t::  2-6SP/ct>(:
green to yellow or color-
less. Purples tend to fade

with time, faceted

clear dark-brown. 1h=2ct
facete dp s

12-208P/et”

1-20ct
black 1-
100ct E G

natural glass - dark
green to yellow,
black. faceted or
cabochon

1-4SP/ct

- LO=YE
la=tion %-1SP/ct
pink-iand green,
soft,polishes well.
cabochon

(in’ or'er qf,value) 1-15¢t  %-70SP/ct
purple Ted, ,orange, =

deep yellow blue,yellow,
brown,clear.brown fades

w/tlme. faceted

; B 3 i L .:/' H l. : 2R >
ag g LAy B e

e

violet~-red, purple.

1 3-15ct  %-30SP/ct
faceted or cabothon B et NS
(may be catseye)™ ~
rich blue,blue-green, 3-15¢ct 1-7SP/ct
facetgd_orvgabochon
colorless. faceted 1-5ct 2-45P/ct

end page ten
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Tourmaline (cont)
41-70 Dravite brown. faceted 1-20ct 1-3SP/ct

71-00 misc. pink,green, bi- 1-15ct %-15SP/ct
or multi colored.
faceted or cabochon
(best are good bi-
colored ones = &ncl.

catseye)

959 - 968 Turquois pure nedium blue, best to 11-6S P/ct
blue w/ spiderweb 1" dia,
black lines, cabgghon otherwise

"' any

969 ~ 978 Unakite pink & green patched tol" dia =18 P/ct
granite. cabochon

979 -~ 988 Willemite orange,olive-green, 1-20ct 2-4SP/ct
to yellow. May be
olive w/ red hematite He

platelets (make int-
eresting catseyes)
soft & brittle. cabochon

989 -~ 991 Zincite deep orange-red to dark -6c¢ct 3~30SP/ct
red. faceted(if under
%2 ct.for dk. red. Orange
may be larger)

992 - 000 Zircon (in order of value) 1-30ct 4-20SP/ct
rich red,orapge-red,
blue,green,orange,
yellow,pale blue,clear.
blues may fade w/
light if long exposed.
faceted

***************************************
NOTES:

1-Yost clear stones, given the proper fiberous inclusions, will show the
"catseye'" or star properties.

2-Most stones, especially those cormonly cut cabochon style may also be
tumble~polished.

3-If any gem type is rolled which is limited in value to considerably less
than the value rolled, either re-roll gen type or assume multiple stones.

4-Size ranges given are the most common. In most cases, larger stones are
possible, but rare. Thus value may be considerably higher than the per carat
value indicated.

S5-Values of star stones and opals reflect their value as bases for magical
items in my campaign. If this is not a factor in yours discount by about 50%.

end page eleven
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By John Sullivan 17062 Apt. A ‘Tustin California 92680‘ ‘1\ ,
i
Herein is the first of many columns written expressigily i

S
= ~e ‘/V
i, 0505 i g hr S

§

for THE LORDS OF CHAOS. Comments welcome. As I have promised
Nicolai, a somewhat different look at the MONK character clis.

THE SHAOLIN MONK ;
8l
/ The SHAOLIN MONK is a sub-class of Fighter, with an en--
phases on certain Clerical and Thievish aspects, depending:
upon the particular style that is chosen by the initiate.

The SHAOLIN took a path somewhat divergent from the nomm
as expressed by the general Fighter, this being a confidenc;
upon oneself, as opposed to artifical melee weapons; and a:
such, they developed a very deadly style of unarmed combat)

There are five different styles of SHAOLIN MONK, eacH .
discipline expresses a slightly different approach, although \
all %re similar in rough, general context. The styles are¢j
CRAN SNAKE PREYING MANTIS, TIGER and DRAGON. ZEach of }.
these has been reworked to flt game mechanics for DUNGEON{ &
DRAGONS, so they do not follow exactly the theories and " \ |
concepts of KUNG-FU. 4 \1/ -
. The SHAOLIN MONK has certain 11m1tat10ns, they can ure"\{ 7

only certain lMagic items, and these being rings and mlsceilan—
eous magic items usable by Thieves. They can not use pOthQS
or scrolls, except for DRAGON style, which is able to usd \}\
Clerical scrolls. This is even further minimized by som
styles, such as TIGER. - i'

!
st o \
g\\
| A SHAOLIN MONK has managed to increase the damage done/ y\ \
by them, by rigorous training, in both body and mind, and ds / &
such, they will NOT use items such as, Girdles of Glant e ’
Strength, or any spells which will magically or artificall. ¥
increase their atributes, this 1ncludes any and all Hast@ P
items and spells. _ v , G o .
% The SHAOLIN do not believe in followers, and they Wllli‘)/
neither have them, nor be them. SHAOLIN MONKS are HUMAN only;
thxs includes lMelniboneans and Deryini can not be SHAOLIN. :

' Unlike their BLACKMOOR style cousins, the SHAOLIN do not
have any type of structured order and thus there is no need
to seek out higher level SHAOLIN FIONKS and challange them tao
combat, Experience is Fighter times 1.2, thus a second level
SHAOLIN needs 2400 experience points to get to second level.L

The SHAOLIN MONK does not top out at 16th level, but no :
further abilities are gained after that point. They use elght
sided dice up to 10th level, then +2 afterward. They saye i
like Fighters or Clerlcs, whichever is better, The CRANE and
SNAKE styles go up in experience groups of four, while the
PREYING MMNTIS, TIGER and DRAGON. go up in groups of three.

The prime requlsltes are as follows: N

l\
\
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CRANE SNAKE PREYING MANTIS TIGER DRAGON

STRENGTH: 12 5 12 i i
WISDOM: . 14 15 15 12 1%
DEXTERLTY : 16 15 i el 18 15,

Should é situation ever occur in which one style of'
SHAOLIN I1ONK enters into melee with another style, the
following matrix should be utilized. :

: DEFENDER Wy e
ATTACKER CRANE SN AKE PREYING MANTIS TIGER DRAGON
CRANE oy +1 -1 =1 0

SNAKE +1 0 0 +1 -1

MANTIS el 0 ¢ 0 HE -1

TIGER +1 +1 +1 +1 +1

DRAGON 0 +1 0 +1 -1

These bonuses and subtractions are in addition to anything
else. For example, CRANE attacking SNAKE gets a +1 to atteck,
and CRANE attacking TIGER, subtracts one from his total.

Type I CRANE (Grace and self control)

/ - This discipline reflects stealth as opposed to power,
They have Thievish abilities like a Hobbit Thief, one level
lower (4th level CRANE style SHAOLIN MONK has the Thievish
abilties of a 3rd level Hobbit Thief)., If the CRANE is law-
ful, it does not gain the Secret Strike Thieves have s

CRANE suprises on a 1 on a six sided dice, from lst
through 4th level, 1 on an eight sided dice at 5th and 6th
level, and a 1 on a ten sided dice 7th level and above. They
have full climbing abilities, as well as falling abilities as
per BLACKMOOR to that style MONK of equal level.

At 5th level, they can perfectly Simulate Death, and at’
8th level, they gain the MONK healing ability. ALL SHAOLIN
MONKS have a resistance to Esper style spells, that Hold,

Read or Control, as well as llagical and Clerical Holds and
~ Controls. At first level, they have a 10% resistance at 1llth
level mage. They get +10% per level up to 16th level.

CRANE style SHAOLIN MONKS have only the MONK stun ability.
WVhen a hit +5 above what was needed to hit occurs, this skill
comes into play. The stun ability at lst level is 5%, +5% ech
additional level up to 40%. No kill ability with this style
SHAOLIN. The stun for any of the styles, is a four sided dice
plus the MONKS level in melee turns. CRANE style can use .any
weapons a Thief can, as well as any Oriental style weapons,
except those which are two handed.

This style MONK has a special saving throw, against non- :
magical style missles, such as normal and Magic arrows, spears,
sling bullets - ect. This does not function against such things
as Magic Missle, Javalins of Lightning, ect., They may deflect
up to half their level (round up) in missles if a save vs.
Death Ray is made. ‘
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CRANE does not use armor, but may use items usable by
Thieves and all classes. They do not gain a damage bonus
when using weapons; however, they do get all dexterity bonuses
including those to armor class.

Level Move 4A/C Attacks/Melee Damage
1 s 9 1-1 1-3
2 13 8 1-1 1-3
3 14 7 1-1 1-4
4 15 6 1-1 B
. 16 b 3-2 1-4
6 17 L4 3-2 1-6
7 18 3 3-2 1-6
8 19 2 3-2 1-6
9 20 i 3-2 1-8
10 22 0 3-2 1-8
11 e -l 3-2 1-8
12 26 -2 3-2 1-10
13 28 -3 2-1 110
14 30 ol 2=1 1-10
15 32 -5 =1 1-12
16 3L -6 2-1 1=12.

Type II  SNAKE (Suppleness & Rhythmic Endurance)

. SNAKE discipline has the advantage of endurance and
agility, They have Thievish abilities like a human Thief,
two levels lower., They do not gain the Thievish Strike. ;
They suprise as a normal man from lst-4th level, a 1-6, 5th-
7th, and 1-8 at 8th level and above.

Their climbing abilities are equal to a human Thief at
the same level, with fall breaking abilities like CRANE., At
Lth level, they are empathic to animals, and at 6th level, :
they can speak to animals. They gain the MONK healing abilities
at 5th level, and at 8th level, they gain the ability to ;
simulate death.

The stun ability of SNAKE is 10% at 1lst level, +5% up per
level, up to 45%. The kill abwllty 18 5% at 7tk level, and
does not improve.

They save like the other SHAQLIN with the following
exceptions, a +2 against non—damage cau81ng spells, and if :
they save vs. Magic against damage causing spells, they have

a -1 off each dice of damage.

- SNAKE discipline MONKS do not use armor, and they do
‘not gain and dexterity armor class bonuses. They can use
any items usable by Thieves and all classes, and they can
use all Oriental style weapons (including two handed), but
they add no damage bonus when using weapons.

At 8th level, 'they gain the Snake Strike., Vith this, they
can strike at an opponent at AC 9 (this includes ilagical
protection, but not dexterity of hide) and does their strength
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doubledﬁin,daﬁége boin£s. They can do this once per day,
with an additional time every three levels. = . S

Level Move A/C Attacks/lMelee D

/ amage
1 9. 9 I 1e3
2 10 8 Yl 1-4
b 11 7 Tk p -1
L4 12 6 3= 1-4
5 15 5 3=2 2-5
6 1L L 3=2 1-6
7 &5 3 3-2 1-6
8 i 2 2-1 18
9 by 23 2-1 18
10 v 38 1 2wl 128
I 49 0 2ol 1410
10 20 0 2l ¥=10
13 21 iy | 5-2 Ta32
14 -4 -2 B2 112
b % R -3 Se 2-16
16 2L 5-2 2-16

Type III  PREYING MANTIS (Speed & Patience)

PREYING MANTIS style focuses upon Wisdom of Attack,
diligence and speed of preparation. They have Thievish
abilities equal to a human Thief three levels lower, and they
do not gain the Secret. Strike.  They suprise on a l-4, lst-
5th level, and at 6th level and above, 1-6. Their climbing
abilties and falling abilities are one level lower than CRANE.

The stun ability of PREYIIIG MANTIS is 15% at 1lst level,
+5% per level up to 50%, no kill ability. They value knowledge
and respect opponents. At 3rd level, Simulate Death; L4th,
Animal Empathy; S5th, Talk to: Animals; 7th, MONK Healing, and
8th, Haste Self once a day for one: turn.

They can attempt to parry all missles (including Magical)
is a save vs. Death Ray is made; they can parry as many
missles as their level, but they can not attack the melee turn
they attempt to parry missles. ! : ;

PREYING MANTIS style does not use regular weapons, pre-
fering the Oriental style weapons, they add a damage bonus
when using these weapons, of 1 eXtra hit per two levels attaingd.

If they prefer, PREYING MANTIS can attempt to parry, at
1st level, this skill is 10%, +5% per level, they cannot strike
back the phase they attempt to parry. If they parry, they
take no demage, not even touch life-drain, this is a full parry.

PREYING MANTIS ,style does not wear armor, but céﬁ use
items usable by Thieves, Iighters and all classes. They do
not add a dexterity bonus when adding for Armor Class.

PREYING MANTIS style, will never kill a sleeping or
unconscious opponent.
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Level Move A/C Attacks/Melee D B

amage
1 9 9 1=l 1%
2 9 9 151 : 0
3 10 8 p P | 1-4
L 10 8 32 2-5
5 11 7 3.2 2-5
6 12 6 2=l 1-6
7 13 5 243 1-6
B 1L L @l 1-6
9 3 B 5 5-2 1-8
10 16 2 52 1<8
11 17 ¥ 32} G
12 18 % e 18
1 19 0 3.1 15310
1 20 0 31 210
15 21 &) L=t 1ul0
16 22 oy | &l 1410

Type IV  TIGER (Tenacity & Power)

TIGER is strength and force, these 1MONKS feel that the
body is the ultimate weapon, and they disdain the use of
artifical weapons, in fact, they have progressed to the point
of not using weapons at all' They can wear unmagical leather
armor, and they do not get Thief abilities, though they can
climb and fall as CRANE.

They suprise as a normal man. At 4th level, they no
longer need silver to hit things and beings hit only by silver,
at 7th level, they no longer need lagic to hit things or
beings hit only by Magic up to +2, and at 10th level, they
can hit barehanded things that need high magic to hit, %
Meagic and higher. ;

Their stun ability is 20% at lst level, if the to hit
number is suceeded by +3 or better; they add an additional +5%
per level up to 60%. Their kill ablllty is 5% at 1st level,
+5% per level up to 25%.

They can heal one hit upon themselves for every hevel
they have attained, once per day. At 7th level, they get the
'Quivering Palm' attack as per BLACKMOOR. They subtract 1 off
of every dice of damage causing spell, regardless if save
VS, llagic was'made or not. '

Except for weapons, they may use all items usable by
Fighters and all classes., They do not deflect missles. At
10th level, once a day, and once again every additional two
levels, TIGER style SHAOLIN may invoke the IRON FIST. This
takes one melee phase to properly summon, during which the
MONK may not meke any attempt to attack. After one meelee
turn, the TIGER has HILL GIANT strength for one full turn,
and his attacks are at +4, with an additional 2-16 damage to
their regular hand damage. VWhen this condition wears off,
TIGER feels as if he had just been Raised from the dead; this
lasts for 4D6 turns, then he is back to normal.
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Level - Move A/C Attacks/lielee Damage

1 9 9 1<% 1-6

2 9 9 1-1 1-6

3 9 - S 1-1 1-8

h 10 3 1-1 1-8

5 10 g 3-2 1«10
6 10 8 3=l 1-12
7 11 5 B 2-16
8 i v i 3.2 3-18
9 13 ol 3=2 2-20
10 12 (S 3-2 2-24
11 5 6.0 B 3-24
ie ) 6 21 3-30
b 15 5 P2ul 5-30
14 15 e 2-1 L-32
B “ L gl 3-36
16 1y b 21 L0,

Type V  DRAGON (Windrider)'

DRAGON style is the Mystical discipline, where awareiess
of forces allows one to focus defense and attack. They haive
Thievish abilities like a humen Thief three levels lower.

They do not have the Thievish Secret’ Strike. They have climb-
ing and falling abilities like CRANE only one level lower.

They suprise on a 1-6 and it does not change. Their stun
ability is 20% at 1st level;, +5% per level up to 75%. No
instant kill ability. - They can' use Clerical iScrolls and Staffs,
but otherwise they can use only Oriental style weapons up

to +2, and no 1tems with Ego or Spec1al Purnose. :

”heJ can use items usable by Flghters and Thieves and

all classes, except for Bracers of A/C. hey add weapon
damage bonus for Oriental ‘style weapons, 1 ver level attained.
At 3rd level, Animal Empathy; L4th, Speak to Animals; they can
Heal one hit of dajage to themselves for .every two levels they
have. At 6th, Plant Empathy, also their Mental Resistance is
10% higher thnn the rest of the SIAOLIN. 7th 1eve1, Speak to
Plants, Dragon’ Dmbethy, 8th, speak to Dragons; at 1llth level

.they cen restore one llfe level a day with no energy loss to
'themselves. '

At 12th level, they too get the IRON FIST, it goes up to
.CLOUD GIANT strength, and- the turns of exhaustion are an
ceight sided dice times the amount of dice damage done by
Giant 'tyre. It takes a llelee turn per strength level to
summon, Hill Gient 1, Stone Giant 2, ect.

DRAGON style SHAOLIN have a resistance to life level
loss, one level lower than a DEMON FIGHTER. They do not
wear armor; and if a save vs. Death Ray is made, they may
deflect as many missles as half thelr level rounded down.

If they make their save vs. Dragon Breath, they take no dam-
age. .owever, if DRAGON style does die by Dragon's DBreath,
there is no need to make a body saving throw, as this style
HOWK can be killed, but not destroyed by this type of weapon.
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Level Move A/C Attacks/lMelee D

amage
) 9 9 1- 1-4
2 10 9 i Tk
3 11 8 Tk 2-5
L 12 8 32 2-5
5 13 v Rip 1-6
6 1L 7 S 1-6
7 15 6 201 148
8 16 6 2-1 1-8
9 L 2 2-1 1-8
10 18 5 5-2 2-8
¥1 19 L Bup 2-8
12 20 L 5-2 2-8 Hill
13 21 3 5-2 1-10 Stone
1L 22 3 2.2 1-10 Frost
15 23 2 Bl 1-10 Fire
16 2l 1 i 1-10 Cloud

Any questions or comments on the SHAOLIN MONK, are
welcome, as some things might be ambiguous. I will try to
reply, and meke any modifications as necessary, I hope you
can get at least some use out of the being, known as SHAOLIN.

COSMIC COMIIENTS:

Nicolai Shapero: Well, here it is, all finished. Can I hawe
my soul back now?

Ken Pick: The write up on armor was very enlightening to a
Dark VWolf.

Jordan Brown: I feel you are pushing it somewhat with the
'Vampire Balrog', I feel something is either Undead, or
Demonic, but not both., Take ‘ayne Shaw for example.

James C, Herold: I was glad to see The Engineer as a char-
acter class, not so much that it was a greatly needed charact-
er (it is though for campaigns), but it is refreshing to see

a Character Class that does not need to hack, stab and maim

to go up, but instead, work at his profession.

Charlie Luce: Interesting swords. Do they come in basic blue.

Kay Jones: Yay!i! Lets hear it for the }Mongooses. (Mongeese?
Mongeeses? Er.i.thanks for the Mongoose,) . .

largaret Gemignani: Glad you liked the cover, I am waiting
for your letter,

I am at present trying out a new system for role play-
ing, it it THE FANTASY TRIP, with MELEE, WIZARD, and DEATH
TEST. The mechanics are simple, and it lets one concentrate
on role playing, as opposed to getting bogged down in the
mechanics, I may soon be starting a closed world campaign
with it, and I will keep all you minions of Chaos informed.

May the blessings of ALLFATHER be with you all.,



Flaikeses's Tower #3 . o e
t ( While ho_me‘ on vace tion f ; A s
by Steve Mersh : : : :

Whet Ve ‘C“N.'nsifv Me

© SINTY essey on b dTPrecond approach to megic ik :

e of you femiliar with ¥o¥Fputers end with magic will probably have seen
meny simuloritf)ies (perdon #9¢ bed pun). The besic power of megic can be
looked 2t as the =ssembler. The different types of magic (such cs green &
moon magic) es different compilSy 2nd the runes of power sre simileir in:~
fnction ts functions., : ‘ : j

Jow, if mne were.to write megic lenguages, he would have control over 211
reseerch and enchentment (2s research would be 'merely' the writing of new .
programs). Alse, ‘it offers the eppertunity to bring back some internel -con-
sistency. to the wheale concept of magic-use(ers): ' Personally I lack the time
end ability to undertake such 2. thing, but I am sure that some af you. . .

Much to my.surprise; sfter three or foyr months, 1 found the portions of -
my TRAVELER eampaign thet I had lost. . ~“o-forstell permenate loss, here is

2 portian of whet I just recovered. i -
RNA DRUGS i o ;
er field for availebility

throw..8-tech level over 15 g
Cost: 50K level |

100K level 1 i,

500K level ? . o i
oM level 3 (min of tech 16)

10M level 4 :

50M level 5 (tech 17 required & body):

200M level 6 vl : e E
1KM level 7 (tech level 18 required)jf*

RNA trestments fade on 2 throw of 6- o .
modify +1 for intel T+, .+1 ed8+, +? for practice, +1 for previeus RNA, - |
Simulations Equipment A - i

physicel conditimning set: - 1M credits and ? tons -

physicel cenditioning drugs at 75K/dose e : il -

8 weeks in conditioning end 8 doses spread over 4 months will result in’

+1 to strength, endurance, =snd dexterity. must make dedication throw.
educetive simuletors: . : v ; 5 : e

10M credits .x 1D6/(2dmin or broker dms) for the simulator and 4 tons
must be used in conjuction with 2 mentel simulator that uses 7 gpaces in
the computer, costs ?M credits/? tons space end requires use of med. slow
using the physicel simulator for 2 wks/month for 4 months, and the mentsl
for » deys 2 week for 8 weeks will r=ise one to the 1st level in a skill.,
the simulator requires specific tapes to function (one use, cost is % of
the RNA equivelent). treining tapes from levels 1-6 currently sold.
simulators require yeerly meintesinance (trest as repairs for cost-=70" to
120% of the origionael cost of the simulator). ,
PSI modifications. it »

services aveilable . S - bt At = et U
psi regeneration: . 10Mcr_x 10" (x= # of points regeined-admin dms)
psi training (1Mcr xv10y, y= © x the # of pips you missed thet skill by

« + . 2nd meny other things that no one has yet5to encounter;,;

for a mythical tech level 19 weepon I havé been considering a Partical-.
accelerator that fires smell particels of sntimatter (hmm, I have the
word particle on the sheet) 2

Hmm, seems that using en electric typewritter is not the wisest decision
thet I ever mede. But



comments on TLOC 4
Nicolai: are you presenting the first draft of your ecuivelent of The Arduin Grimoire? -- -

__George: Gary Gygex once told me that high level clerics went around zapping the undead‘to
B ~ cut down their numbers, shortly after that I re-arranged my-indead-rules o+ .o ..

i

usefull for making sense out of the mish-mash of armors that blow in from the multi= "
verﬁ‘g.[//I liked the castle system——especially the.area cpntmlled/needéd rules,

en: there were alot of ronin in japan who went armorless.. . . ’however your tables are .-
) i .. 2 e “omtrea (3 ek '_..:u. 5 ' P
Jordan: gross outs, giant pigeons, mad dogs and englishm;n o « o but then it is from MANIA, .
James: enjoyed your presentation. Now please do thé same for sages « .+ » : -
Charlje: talking of minsters, one. 6f the people in my pbm had a question that I am adapting
~7  to a suggestion. oW about whén it says 2claws/l bite,-make that 2 claws or one
. bit’e?? ‘Watch a cat or a bird or a dog fight.

Kay: why the min. req, requirements for giant mongeese (or melniboneans or demon fighters ér
monks, or . - .)?//for a'crock! cat-tail try greek stirges which look very similair,

Peggy: on retreat, what about the guy in no armor (like a monk) backing away from the guy -
in plate as andther example of" disengagement for Nicolai//rather -enjoy your zine.

Psionic Encounter Rules

whenever psi is used roll a dé, on a roll of 1 something just became aware of jou,

1-50% roll for encounfer normally. at least one in party will be psionic
51-75% roll for a demon on the astreal plane ! - X
76~00% use a psionic monster (such as those in FW or those below)

(note that ‘'obviously' if the person who just became aware is weak psionically they willtend-
—-to avoid psionic contact, this system works best with either simplified psi (like that in
A&E or.the type given to jedi gights) or prerolled monsters. I plan to use it to explain why
most of the people in my world prefer to remain psionically invisible——i.es no. psi and do not
test for/use if they have it. This allows me to accomidate psi without (usually)-having to
bother with the mess, I have cotsidered feducing the % having psi to either 1 or 2%.)--

gliphs: these appear as giant ameboic shapes on the astreal plane. they have ]..O psi points
per age group and 1 power, they also have psychic blast and mental shields.
they move 32" a turn in fluid agony, and pursue astreal forms, attacking by engulf-
ment, roll to seé if they hit. then compare the gliphs age (rolled on a d10) to
the victems level, 'if the gliph can roll over that fraction (similair to a mongoose

* jump) he has absorbed the soul. If he rolls under the soul escapes and gets a free:

move, If the roll is eoual to the fraction, then roll for both., Who ever gets the
higher roll may attempt to absorb the otler next round or choose to continue or break

of f thé combat (at least untill ceaght __again).

seras: small, ether®al creatures, they look similair to a dog sized "crown of thomsW shaped
starfish, they travel in groups of 2dé. AC 5, 1d4 of dé's each (age group 1-4)é
move 12" a turn ethereal/8" a turn in phase., they hunt by echo location using }?u]..sgs
of psi, or by waiting for a burst of psi energy to home in on. they mve no abilities
except for mind crush (psychic crush) and one out of four will project :mtel]..ect fort.
they have 1d20 x age group psi points. They also fight with their bodies (either
1410 attacks of 1 ot each using their limbs or 1 bite far 1d4 and 1d2 blood loss per,
melee r()n'mdf‘ unattemded), sometimes they will have pretty stones (10% chance of 1dk
in gems).,
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and now for a brief advertisement:

POB 800 - ' v,

Elk Point, SD 57025 L5¢/issue, 12 issues for'k.50 & 1 free issue if they can use
your name for their contack list (which means that you caff get a free sample issue just for
writing in). Tt is lovingly priduced by an artdst (figuratively speaking) who has been in
the business of putting it out for about 4 year® now, It was the first place the rules for
thieves appeared and has been twice as hot since. One of the oldest sémipro magazines in
the hobby (the name may change but the editorial crew is always the same).

If anyone is interested, I/vféﬂr‘/did/ﬁéﬂ/dbfdv(#/'tbfﬂ,//i/ﬂé;{i/ﬂﬁ

y I finished my basic outline for my rules for the plane of ice,
On the good side, it makes sense (at least to me)-and has lots of new monsters.
On the bad side; the print job I got was terrible, the monsters are a bit sketchy if you
ham't met them, there is only 10 (offset) vages worth & I am charging 30¢ & postage for
the horrid mess,

Information on myself: ‘ ¥

I am 22 years old, a jr. in econ (minor in philosophy), 5'5". 165 lbs, blord hair, etc.
I've been in Japanese Karate on and off since 1972 and judo since 1967 (more off than on)
I started D&D in 197, was paid with 1 copy of Blackmore for my material therein (what was
left of my underwster encounter charts after the editor was finished with them--70% of the ,/
monsters gene and the remainddr simplified and not arragged by terrain type). 7
I gob nothing for my work in W and fimmlly bought a second copy (having returned the first
copy I bousl: due to my being in transit & having no place to keep it).

I was promised a lifetime sub to TSR's periodicals for the monsters & stuff of mine they
printed in same ond I'got (tho the post office may have swallowed some) 4 issues of the SR
and one of The Drefjon., I was also promised recognition when they used my mterial . . .
If/when I retum to AT I will probably start with exerpts from letters from tsr showing
their system (2t times past) vs mine and then showing the current system they use « . «

- = Since the feedback I got from Gygax when I wrote him at his home indicates that he

is not to blame , . .(you guessed whom I blame for the mess).

I dislike the people from cal. tech that I have contacted, finding them vain, ignorant and
reminicent of player-characters, Anyone who is/was involved with the scenario of the Rev-
enaunt, knows that I enjoy high energy gameing. Anyone who has pdayed with me in Hellsgate
knows I love low energy worlds, Peoplg in my pbm who have compared notes will find that T

Py oy e
run both.

In spite of my actions in Hellsgate I tend to be a cautious player. When I am running a
lawfull character that caution/concern is extended to the party I am with. 'hen I have a
chactic it .is a little narrower, I have not participated in backstabbing ver se but I did
sacrifice a couple of player characters to demons in hellsgate (one of which was the famous
"turkey" sacrifice--it was a race between tle varty members to kill the character off. It
1) saved our skins (we successfully summoned a demon & survived) and 2) got rid of the guy.
he w2s a worse turkey than I (tho a good guy in real life he can't play D&D)).

I started D& while in the midst of developing my own fantasy system and am slowly returning
to it. The first campaign I played in had a 97% or higher kill rate, systematic dungeons,

a large wilderness (where much of the action-took place) and only allowed one character ger
player. We used the chainmail combat system, cuantaball & bolt (the total damage is xdb
and used the treasure as rolled. 170 or so hours of successfull play would usually get a
player to 6th or 7th level, We loved it! (Tt took Edaikases about 168 hours and lots of
luck (I became a legend at BYU--a year later my brother's girlfriend wrote me as a result

of people still talking about my luck) to make warlock--and after L months he was the
highest player character in the game).

I have been accused of being both jaded and niave, of having a wisdom of 1 and of 20 and -
in general of being easily predictable and of being impossible to anticipate. Regardless,
I wish you all the best. —Steve Marsh

T

/




KATPOM LI ROSHARN--A New Campaign on a Kew world
by Jack Harness: L

"RO~SHARN 1s an Earthllke planet populated mostly by humans and. the customary
L.A..mix of Elves, Dwarves, Hobblts and Weres. Characters.are fitted into an
overall Background and Players have more restricted options than in D&D as to
Character Type and Species. .High Wisdom dees not always indicate a Gleric, -noY
high IQ mean a Character can automatically Bé7"a: Magie User, But Players will’
still have certain optrons w1th eacn Ghanaqter rolled. ' .

The intention is a nore varled set of rolés and challanges -and thus a more
interesting game than.constant Pillage, Society is Pseudo-Renaissance rather
than Pseudo-Barbarism. There is not as much Background to.conform to as in.
The Empire of the Petal Throre or Chivelry and Sorcery but there is more
initial setup of Characters than streight D&D, I think that it will be
more interesting. : :

You are invited to zet up a Kingdom of your own after some play and
familiarity with the rulcs end structure, and I'm really quite open to
suggestion. Your Kingdom can have its own Rules.

PSI operates independently from Magic.,

The world bears a heavy taint ‘(or "unicue ‘Stench") of Demons, for it was
liberated from them within certain written memories. The eldritch flavor
comes from Leiber rather than H.P. Lovecraft. The rules, -alas, are influenced -
by C&S. Rather than coin new words, E1f and Hobbit and Dwarf are used, - And
some new character types are available,

"imast me
HOW TO ROLL CHARACTERS

A: Characters may be rolled entirely accordinglaooording to Chi#elry and L
Sorcery (henceforth abbreviated C&S--NCS) rules if desired, I'm not
fussy.

1.. Roll %D to determine SPECIES (see chart to follow). Choose the GENDER,
A 3FECIES /i of 01-25% will require a trip to the GM for a consultation
on obscure matters and your options. The GM has a Worldview that is not
all yet down on paper. Your options include reviewing the Characteristics
you roll to help determine SPECIES. Reroll ND to get exact SP“CIES/FACE.

2, Roll SIZE (XEIGHT and FRAME) using C&S charts.

3. Roll for ALIGNMENT using C&S charts (be sure to record both the number
and the alignment). NOTE: Some SPECIES have predetermined numbers.,

4, Roll %D to determine’SOCIAL STATUS. 'Human Social Status with additional
%D to get . Background/Rank/Occmpation information follows this chart (and
non-Human Jocial Status follows this chart) ; !

5.”.fIf des1red roll ‘Sibling Status, etc., as per C&S rules.

6. Roll for CHARACTERIDTICD, using either 3D6, 1D20, 2D10 or approved alternate
rolly “Roll:Strength, Intelligence, Wisdom, Consiitution; Dexterity, and:
Charisma, plus PSI power and Aarghacity. Optional rolls for Bardic Voice
and Speed. There ‘is a 504 chance of rerolling just one CHARACTERISTIC to-
try for a higher value. Certain of the scores-will influence other

i:Characteristics. ok J

7. Determine Character Type. Note that certain Social Classes will not permit "
Magic or Clericism, while others willmake it almost mandatory, regardless
of Prime Requisites.
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84 Roll hit points. Roll fatigue points, being sure to add Bonuses and Debits
from Characteristics & the Size (as per C4S). Fatigue points.are important...
because ordinarily an opponent mus exhaust a Character's ’‘atigue points v‘}‘

©before Damage is scored directly against the _Body Hit Points.

9 Re1l Initial Money'and' puréhase weapons,. supplies; etc as per Ro- Sharn ’
.prices. This also determlnes Armor Class.. S b vt v

10, Record Speklfs )y, - Talents, Spe01al Abllitles, etc.‘ Some of ‘the’ Swansomn::
Abilities and others are ahallable.,_”“f : :l Al o ruay ‘T

11, CGomplete Character -Description from Race, etc, and PErsonal Goals, from
yonr"knowledge oftthe world. : :

COMBAT MATRIX

See Chivelry erd borcery R '~f~'$>3ig;

SPECIES

01-05 Ex@tiérf'

06-10 Animal - :

11-20 Subhuman or Alien HNon-human !

21-25 Shapechanger (This category always 1ncludes Weres)

26-85 Human
86-95 Elf,,Hobbit'Qr Dwarf

96-00 Players?ehéice' |
Exotic : - ‘ LR , i . '.,-4", ; O T v X : e g 3
01-05 Entity or Shapeehanger (including Were) . : it Vgel
06-10 Demon (05-25% Physical) vl L

11-15 Half-Demon (10-55/% Physical)
16-25 Nature Spitit (35-80% Physical)
26-35 Orc, Goblin, or Kobold ik St

36-40 Troll, Ogre, or Giant _ o G

L1-50 Monster £ sl R

51-60 Legendary Beast S

61-65 *  Dragon :

66-70 Vampire, Shambleau, or Llfe-Drainer

71-75", Undead o

76-85-  Balrog or Shapechanger (1nclud1ng Uere) -

86-90 “* Plant - 4

91-95 Standard Species (See table below) e

96-00 Players Choice IR ' S ey

Standard Species (Includes Animals, Submen, Non—human Aliens, & ieres) . |

01-10. Underground Type . 36—80 Ground Dwelling Type
01-25 Giant Burrower ' L (Ratman, Catman,
26-50 Giant Mole AL Eam ' 1o FoxxHuman, Giant Animal
51-00 Moleman i ST L e K Horned Han,-Minotaur,

11-25 Aquatic Type _ e : or other mammal)

- .01-10 Giant: Ash. . - 81-85 Desert Type (Includes .-
41-25 . Sharkman. = * e i Snake Men)
.26-40. ..  Giant' Tish 'or ‘rogman - f-,86-95 . Aerial Type (Birdman,

~41-50 Merman or Human/Merman ; Fh - Batman, ulying Animal)
51-00. .. Merman. = - 2 96 00 Players Choice. (Including

26-35 Arboreal Type (Apeman or Giant Ape):! . Cyborg & Fire Dwellers)
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Note: Local Population ratios will vary from this standard table, which
shows overall planetary population. Player has an'extra 54 chance both up
and down to obtain a desired species.

SIZE '
See Chivelry and Sorcery
ALIGNMENT

See Chivelry and Sorcery

There is no Alignment Language: some Holy llords are known and used
by all three Alignments. Some species have preset numbers or ranges of
numbers though individuals may vary from this range and even be totally
changed by circumstances. GIM will monitor a Character's Alignment, Detect
Evil might not detect 16-18 Characters who are not practieing E¥il at the
time, Due to various factors, even 1-3 Characters may be on the wrong track,
studying and even invoking Diabolic Fforces. "Evil shall come of Good, and
Good yet arise from Evil" say the Apocrypha., And there is that story of the
advice Arjuna was given by Krishna, :

Possibly, a players analysis of a Character's actions will do more to
describe that Character than any amount of labelling., Possibly a Character
should be judged by multiple criteria--and all at once.

An Expedition may have quite a range of Alignment withing and not
start killing itself off,

THE HUMAN RACES _
Terran 01-15  Mongolian ' Yellow

16-40 Caucasian (Alpine) Pink
41-50 Caucasian (Mediterranean) Olive
51-60 Negro ' : Brown
61-65 ‘Amerind Russet
Barsan  66-75  Heliumetic Crimson
... 76-85  Tharkastic Green
: 86-90 ‘Azurian i Blue
Delian  91-95  Lenta Olive
96-99 : Uldra Grey
00 Albino (Roll for Race)
Optional Rule for consideration of mixed parentage
Roll ,iD:
60,5 ~ ‘Both Parents are of the same Race and Planetary Stock
304 " Both Parents are of the same Planetary Stock., Reroll
for Races. 5
10% Parents are mixed Planetary Stock, Reroll

for Races and Planetary Stock.,

Note: the reroll may eliminate the differences in Race and Planetary
' stock., Mixed marriages are rare,

Dominant Genetic Traits of the Human Races
(Recessive traits also listed--followed by (r))

Mongolian Epicanthus Fold Straight Hair
Alpine ~ Blue Eyes (r) Light Hair (r)
Hediterranean L 01lve Skin. Hazel Eyes

Y . ,



RO-SHARN

Dominant Gentic Traits (cont.)

Negro Dark Skin Wiry Hair Gt IR
Amerind Roman Nose Russcet Hair

Heliumistic " Yellow Eyes (r) Crimson. Skin : %
Tharkastic - - "~ §iit Pupils . Claying Nails, Musks - uord: o o7
Azurian  vilsts © .-Slanting\_yes 2 VEodeb ek (e g ol Lipdl
Tenta ¢  single:dfiyebrow " Rainbow Halr (r) el T
Uldra ,_,F" Icicle:Nose: s . - Grey Skin - o e

Alblnos are traditlonadi%yadopted by. the bcholar Caste (Reduce Constitu,ion
and Charisma by 2 each, and Increase Intelllgevce and/or Wisdom by a total s
of 4 points),

Barsan Races have an cuiomatlc 'Zlmlnwmum btrength and Constitution and 4ré
Cold Resistant and Long Lived'(500 active year msual lifespan) but cammot read
Terran minds. They are chépaole ‘6f ints eeding with Elves, Hobbits or

Dwarves. Skillful swordsmen, rmoraliistic, %iith a keen sense of Honor, but subject::
to suggestion, Charm, and %elle; in phantasms, The Lenta are 1mp1anted with a
symbhote, SR

THE BARSAN RACES

In the Apocryphal Text s,:jt is “e‘ated how-fhe”Lords of Law "translatei”
the three Barsan races from thé planet of thé Wda»'Ged, Barsan.ﬁ For the Demons,
‘with their limited perceptions;’ could not see into the Higher Heavens. -The
races have high courage and‘moidle and are excellent swordsmen, They use ro S,
shields, but some use a main gauche or other similar devices. Their‘léathern **
harness may glitter with gold and gems. They are all highly honoroble; some
say they go to great lengths to "save face." They areCold Resistant #42 and
take decreased damage both from cold and deprivation from oxygen. 3But ey asiist
totally lack the ability to read Terran minds., They are +2 Suggestiﬁle e
Charm, Hold, Suggestion and Fhantasmals, rendering fanatical loyalty unto:death,
Ib 1e d.fzicult for Demons to cec them cleexly. The Green are fierce warrlors,
and in their dispassion seem cruel. The Blue are skilled Magicians'and Ptlonicists.
They are variously believed to Borship Barsan as God or as planet, or privall“'
tribal gods.

From the, B&rsoom stories of E R. Burroughs
THE DELIAN RACES .

"Delian" is a word.no longer tunderstood.’ The' Lenta, "the Sons of the
Swan," are distinguished by raind@iow (irrldescent) hair and a large, continuous
eyebrow. They possess some kind .of Symbiote :which the Lenta stock’ along can
tolerate, and ‘it is grafted in durlng their Rite of Passage in Puberty--with
great pain and suffering. It gives them 14 Strength and Constitution; a longer
life espan, and a homocidal old age. ' 5 ;

The Uldra are easily offovded, always exactlng steep revenge, even if onlyI
secret humiliation and ridicule. Demonic vengeance. 1s not beneath them, Their
origin is totally hidden. Spidy e ;

Uldra men, with their tall ”ﬁérvous nhysiques, gray sklns dyed ultramaring
blue with an oil, hair bleached white, and gouiline features, are in general
presentable. The girls, fat and squat, have scalps shaved bare against the
onslaught of a vermin, and lack charm., &s they mature, they retain their heavy
hips, and short lefs, but elonzate their torsos, arms, and face, the typically




long Uldra nose becomes an icicle, the gray skin muddy, the hair, verminous or
not, is allowed to grow into an orange nimbus., So says Jack Vance, in
The Gray Prince. :

In-conttast to the Barsan 85% Warrior, tk Delian--sspecially the Uldra--
have 85% chance of using Magic or Clerlcal powers. Both races are sexcellent
at distance-weapons. &

APOCRYIHA™

Tt is tradition that’E1ves) Dwarves and Hobbits are a Gift to 8arly man,
in that the Lords of Law brougi:them.to RO-SHARN "from Shadow" to ally with
Man against the Demons .and thelr Satraps,_the Serpent Men.v_‘

RO-SHARN SOCTAL STATUS (anan) _ o G
01-05 Outlaw 71-75 Merchnt-Trader

06-10 Foreigner 76-80 Mercenary (commoner-military
11-15 Outcaste caste)
16-35 Serf(commoner) ‘ 81-85 Military caste
36-45 Yeoman (freeman) 86-90 Scholar caste
L46-55 Townsman (labourer) : 91-96 Priéstly caste
56-70 Guildsman (skilled Labourer) 97-98 Nobility

Sl 99 - = ‘Players chaice

00 Players choice (including
Royal caste)
OUTIAY
01~10 : ; Outlaw of present nation, with price on head
11-30 Gypsy (special rules apply)
31-35 Vagabond, Nerg-do-well -
36-55 Banished victim from a hostile nation
56-75 Banished victim from a neutral nation
76-95 Ranished victim from an allied nation
96-00 Players choice
OUTIAW STATUS .- : ; ) =

01-15 Parentage unknown and unknowable
16-25 Parentage unknown but devinable
26-40 Parentage known (roll for same)
41-50 Parentage known (person is in hiding)
51-55 Amnesiac (roll for it later!)
56-60 Were
61-75 Adopted
76-85 Spy (roll for loyalties)
86-98 Roll on 56-99 bracket on social status table for humans
99-00 Players choice

FOREIGNER RULES

Roll for social status in own countety and per cent of political alliance
with present counter.

Fluency in present country's language (roll 1D12)

1-2 Understands the simplest woxrds only

3-4 Understands most words J T
5-8 Fluent with slight accent :

9-40 Fluent with no.accent.. L
11-32 Totally fluent in Modern and Archaic
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OUTCASTE : ! o
Wi ORERER LT e L Proscrbed professionsmt‘wﬁii
11-20 pursed e - - 66-75 Secret Cultist -

21-40 "Slave (roll for owne status)’ 76-90 Heretié or Blasphener A
41-50 Cripple, begger or thief 91-00 Players cholee: " so.,nieils 4a

Note that 66~ 00 can include unlimited Cleric and Magic User SO
SERF TOUNSMAN GUILDSMAN AND NOBILITY CLASSES Soine

These can be constructed from_C&S tables or, to some extent from 2
Empire of the Pelal Throne tables.

MERCHANT-TRADER

01-05- .. Courder e - 66-75 Trader in commodities é
06-15 Peddler - 76-85 Smuggler :
16-30 Shipman : 86-90 Diplomatic Courier }
31-55 Trader.minor ../ 5 91-95 Dealer in proscribed goods .
56-65 Trader: in vaIUables = 96-00 Players choice e
Note that 91 OO can include unlimlted Cleric and Magic User
01-05 Streétﬁéccoﬁﬁtant 51-65 Bureaucratic accountant
06-15 Student 66-80 Hieratic accountant .
16-20 Commoner apprenticed to L _ 81-90 Accountant to the Idbility
family frient - : “ 91-95 ‘Special consultant
21-35 Commodity accountant 96-00 - Players choice
36-50 Military accountant 5 ; :
ELF DVARF AND HOBBIT SOCIAL STATUS i : :
ELF i .
01-45 Forest 86-95 Half-Elven o
L6-60 Water 96-99 Noble ‘ Mo
61-80 Guildsman ¢ -RoygldFamdly

81-85 Adventurer .:_v.zkf o ‘ ; %E”}

Never slave or serf, but always yeoman or higher in Human eyes. Gﬁildsmenf%
are excellent travelers. : : 4

HOBBIT
01-60 Yeoman 76-90 Alderman -
61-75 Townsman, . .. .. : ' 91 00 -~ Half-Hobbit
30% chance of Adventurer, 5% chance of being away from home. .iw
DHARF o e
01-50  Deep Harth ' 7 THLes e . HalfiDwarf
51-75 Mountain - 96-99 . Noble Sk )
76-90 Artisan Tt OO e %"~ Royal Family ! /ooaeil’

Regarded as commoners by Humans. Other Taces see them as Skilled .
laborer to Skilled Artisan. 15% chance of being one of thé Swarf (SWARF-
an intellectual by Dwarf standards--detects only shifty walls and characters,
and sloping passages and foreheads). .
AAARRRGGGHHH. . . .NCS/
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SUBMAN ALIEN AND ANIMAL =~ 7 s .J?fL?*f””‘>

These are more likely tohave a Human-like Social structure with appropriate
castes and guilds. Aliens.are more likely to have a Social System similar to
the ones given above, Submen can breed only within their own species. Animals
simply have a pecking order ‘

MINIMUM- CHARACTERTSTLCS OF SPECTES

If not met, Player has the optlon of 1nvent1ng explanation, such as
long-lasting wounds, to explain the sub-minimum. Or player may raise to
the minimum and special limits or handicaps may be imposed onto the
Character. GM must approve option.

ELF 13 minimum strength, 1ntelligence, wiéﬂom and charisma
DVARF ' 13 minimum constitution and d=n strength
HOBBIT 13 minimum constitution and dexterity

These spécies-haveno PSI power (unless GM rules that PSI actually is THE
basis for magic, in whlch case 1t is the MU’ Requ1s1te and used as Magic rethe
than PSI). :

HIT POINTS AND FAIﬁGUE_EQ;NTS _ SN
Level Dwarves  VWeresé "Z-Hobbits‘ :ElveS'*"Clerics M-U Thieves

1 R e sl T e R D6 D4

2 P8 i me D3 T8 D6 + +

3 D8 D8 D8 D8 D6 Dé D6

4 D8 mia DY D8 Fae sl s +1 +1

5 D8 D8 D6 D6 ol D6 D’

6 D8 D8 D6 D6 D6 + +1

7 kol TR B R e D6 D6 o

9 -— D8';i;,r.»’*=*t e P D6 D6 Dl
Fatigue Points e LRy o o

1 2D10+4  2DS+2 2D8+2 2D8+2 D8 D6 D6

2 - 1D10-4 - aDBH - ATBeY - 10 SDEH D8 D6 D6

3 1D10+2. . fD8+f .- '1D8+1 . iD8H D8 o

4 1D10+2 = 1D8+1 " 1D8+1 1D8+1 D8 D6 D6

5 D10 D8 ‘ D3 e ) DB D4 D4

6 D10 o S S Rl D GTe 06 oo gl D4

7 -- B o PR D PO v Dl D4

8 - D8* 08 D8 D6 Dl Db

9 o LT D8 Ao L ¥ o R N D6 . m DL',

Note that Dwarves top out at level 6, Weres, hobbits and elves_at,‘

level 8. : :

Strength modifiex:. add,body.points to first level fatigue ;
Intelligence modifier: add body points to firet level fatigue ~
Constitution modifier: Add body points to each hit dle.

FATIGUE POIVTS RFSTORED HOURLY DURING -CERTAIN ACTVITY

CODS‘ti‘tu'tlon e e B0 n?"' 8 10 tO 12 t016 tOZO AZ‘
Walking unencumbered g Sl o ey | 2 o [
Resting 2 3 L 5 7

Sleeping 3 4 6 ¥ 9
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Hit Points. (non crltical) restored by daily restlng
with varying constltution characterlstic

Constitﬁtion Pty
1-7 8-10 11-12 13-16 17-20
hit points restored 1 1 2 3 5

Critical hits are (ordinarily) scored against the hit points. Ordinaxy
hits are scored agalnst the fatigue points flrst untll these are used up

STRENGTH: use C&S tables for related capabllitles‘.

INTELLIGENCE: use C&S tables for related capabilities

WISDOM: use C&S tables for rdated capabilities ‘ e

CONSTITUTION, DEXTERITY, APPEARANCE AND VOICE: asfeoove, see C&S tables.
AARGHAGITY ’

1-4 Dlsgustlng Vermln Automatically singled out for stomping
5-6 Revolting Creep Cannot startlg or surprise
7-8 Wierdo Produces unpleasant reaction
9-12  Average e . :
13-14 Striking. Opponents decide to think before acting
15-16 Formidable - i Opponents wish todiscuss matters
17-18 Exceptional : Opponents are daunted
19 Startling - Sudden appearence startles opponents
20 Awesome gl ; Sudden appearence produces Fear Spell

Aarghacity is a somewhat alien charisma/command—presence characteristic.
Batman=19, The Shadow=20. -

ARMS AND ARMOR

Iron is very difficult to enchant. Magtal Armor is ordinarily Mith=il,
sometimes copper. Mithril shields do not break if hit by ordinary weapons.
Only check for breakage if hit by meteoric iron weapons, magical weapons,
or mithril or adamantite weapons. Adamantite shields only check for breakage
if hit by mithril;. adamantite, demon blades, or weapons warranted again5t
adamantite. : ,

Weapons with'an alignment have an Alignment number. They mey be held,
without damage;. by anyone whose ali;nmne numner 1< w1thing plus .0r minus
four-ef that number. - : .- : o E RS

DEMON BLADES were forged by demons long ago. They may be held,
even bycLawfulsyawithout damage. Long mse may shift aldgnment number.
Their "plus" varies according to the following table:

Ll Vs .Lawful Vs Neutral Vs Chaotic or Evil
Used by Lawfuls +1/+2 +2/+2 Does no damage

Used by Neutrals . .. +2/+4 +3/+3 . . -1 hit probability
Used by Ghaotlcs ; +5/+6 " +4/+4 ”, 2/+2 ..

ELVEN BIADES are suspectéd to have a magic réng in the hllt and it
is belikeved most of the power comes. from it.

METEORIC TRON: Especially useful agalnst demons (also the very rare
blades that actually come from Barsan). (On Eawth, all iron was originally
meteoric and the carbon nickel content made it superior to the common iron
that was first made when man began to derive iron from ore.)
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Psionic devices are dot limited by the magical limitations described,
and may include iron, steel, mithril, perhaps even adamantite--but not
enchanted materials.

Armor is sized according to te Height/Frame table (see C&S). Plate is fit
to the individual, variance one inch up or down. Scale and chain are more
flexible--4 inches up or down, 20 pounds up or down. SHIELDS used by Short
or Light Framed individuals weigh 5% more of the Body weight than per standard
chart. Demon Shields also exist.

In melee, a combatant may choose to use pluses for strength, dexterity,
or armor either for defense or offence, but not both simultaneously--specify
before a round which is being done.

leapons: light...D4 Medium..D6 Heaby..D8 and above.

The description of the Magical system for Ro-Sharn begins on page 10
%%**%***-}é*-7&-)1--):—-X--)(-J.(-*é‘ré?-)(--X--X-*-)é-).‘-)(-s‘é-)(-*-;%-)(--x--X-%*-X-%:-X-%
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MA\GIC A st
A § EERR KR Bl e L T 0T %
ROLL . INT% DEX, VOICE% : ; ' f‘f;
1=3  10% ~15% 4 DEVICE +25% .
4 15% ~10% SCROLL +30%
5-6  20% e O VIAND or STAFF - +35%
79" iok ' e e O e : DEVICE: Omit Dex & Voice%'
10-11  30% 0% SCROLL: Onmit Dex%
12-14  35% +5% . . i ; : STAFF/VUAND: Omit Voice%
RPE TR AR T e ¢ o R NO FATIGUE PCINTS USED
15-16  40% +10% Yo BOEE e = ' :
..=17  45% +15% i ol
18-19  50% +20% : &
20  55% . +25%

These are the basic ‘Percentages of ‘a spell working, based on the ch}:m'ac‘t.yér-i-l
istics of Intel{igqqgg as modified by dexterity & voice and whether a ‘
magical implement is used. Roll dice and if score is less than the percent-
age in tables above, spell is fired off. Recipients then make usual saving
throws, IF PERCENTAGE ROLLED IS MORE THAN ABOVE TABLES, SPLLL IS KLUTZED,

OVERROLL: 5% Spell Effect is delayed 2 rounds.
10% Spell Effect is delayed 4 rounds, Save @ -2.
15% Spell gffect is delayed 6 rounds, Save @ -4,
-20% No Effect. Fe ' fei?
- 2B%  55% Chance of Spell rebounding on user. No Save.: :
30%  95% Chance of Spell rebounding on user. No Save, ' iy
35% Magic Shut-off 48 Hours,

TIME REQUIRED TO FIRE OFF. SPELL 1 Round Viand, Staff e 3 o
S Sl -2 Rounds . Scroll, Device, L-1 Spell

, .. 3 Rounds  L-2 Spell, L-3 Spell - -

Jeit L ' s 0 o4 Rounde UiNpadigReq) 0 TS SR

Chances of’bbtaining‘S%fmaéiéfbeféen;ageienhancingﬁdevices'are rare, ..

Chances ‘of “obtaining 6pé'found spell-firing devices are also rare. .

Intelligence Required to use:'aSpell or Device:

1-6 Level One dpalls.- .. . e i
7-10  Level Two Spells, all Devices except Scrolls. VOICE BONUS, ;
11-12 Level Three Spells, all Devices and Scrolls, * DEXTERITY, HEjs

13 - Level Four:Spells; 'all Devices and Scrolls, * . ' {iaas Tad

14 Level Five Spells, etc, R ko

15 Level Seven Spells, etc.

16 Level Nine Spells, etc.

17  All Spells, etc.

’ Intelligénce below 7 cannot be trained to use Voice bonus, and below 11
cannot use Dexterity bonus., Must know language fcroll is written in to use .
the Scroll. Magic advancement limited by social caste, ik

LIMITATIONS ON CLERICS & M-U

Basically, Clerics come: only from the Priestly Caste, and Magic-Users ' -
only from the Scholarly Caste, among humans, except as indicated by Social
Status and Race, Elves and certain other non-humans are naturally Magic
Users, Characters with a high requisite for Magic or Clericism not born

A Y

B



RO-SHARN PAGE 11 .

into the proper Station--well, they have a problen. They must.be contacted by .
an Order in order to advance beyond a maximum of two first level spells. They
obtain these two spells from private research, spurious Grimoires whi<h give
them basic, if faulty, information and so on. 7L 4

In the East, it is said, "Vhen the Chela is ready, a Guru will appear;?,..

or as we would say in the Viest, '"Don't call us, we will call you." At the 0.7

end of each Level, a Character not in an Order to his or her liking may St

roll D6: A bl RS
1 =.unfavoerable rumors prevent Contact this turn and RERE o oo
2 or 3 =.no ‘contact Syt Sy bt 3, e
4 = one Contact, rolled at random from the Tables i Vi
S = two Contacts rolled at random isE
6 = three Contacts, rolled at random g

Catching up to one's allotted Spells is rapid in Orders._Noy all
Orders will gdmit. all, Chanacters. The following Minimum Intelligence is
required for spells. of- certain Levels: Pt S I B

(43900 Bdomie i 03 itk
L3 requirds’ Ihitelligence of 10 P e D
L4 requires ' Intéilifeénce of 12 ¢ i
L5 requires Intelligence of 14 '
L6 requires Intelligence of 15 s El 5
L7 and L8 require Intelligence of 16 1ok ¥ SR wﬁf
L9 and above require Intelligence of 17 o Bt gt
ing Ability 5% on‘the MAGIC CHART (P, 21). Thus at Level Five, Ability
improves 5%. WS OH S : : o -

Each four levels the Magic-User goes up improve héﬁ;bésié Speli:Cast-

BRo s ya gL

Clerics operate in the same manner as above, but the Percentage ;of ;; /i«
Spell Casting is'ls% higher than the chart for Magicians, and Dexterity is
not a factor:ifi their spell casting. Only Voice modifies Clerical ability,.

PSI-USERS do not operate through Orders as Clerics and MUs do. Since
telepathy is ¢ommon, the Esper guilds are well enough aware of 'individual™’’
Esper abilitiegquq vice versa. Regarded as a gift, psi 8" treasured even °
among those of greatly different alignment numbers. To narme the major guilds:

caiane

The Esper Guild trains alignments 1 through 9"

The League of Psi takes 1 through 15

The Mind Masters takes anyone (ysually only.Chaotics stay)
Intentions are edéilyﬁuhdeistodd.by'Pgighgmgtrz;'ézthird level ability
costing one spell point, which réaﬂsﬂé’pérsonTs'hisﬁéry, and the history of
an object held in the hands. e ;

% &

NOTES ON 1MAGIC SPELLS: ; L1

CURE LIGHT :/CUNDS : Lawful Cleric to Lawful Character A +&
Adatibhm. punnid pagh P aiie Yo Néﬁ&ral.éhafggter . +1
tianadiesonlpaeeh] C¥EPYC to Chaotic Character -2

Roll D6 Neutral Cleric to Laviful Character +0

More than one Cleric may Neutral Cleric to Neutral Character +1

cure a wound, but only a Neutral Cieric to Chaotic Character -1

. R RS P T DT o i g

Single Cleric'ata time. Cﬁapylc Cleric to Any Character, . . -2
sEUdrhedoonibig S BT Nl i h MO RIRE Nt LN

2 Esardidn compn s Lt : G 53384 it 2

e ; 2.0
W50 B i v A AR T 8 | i

PO 0 o )
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SLEEP: This enchanted sleep lasts the number of hours which equalthe

i - ' number by which Character failed to save. Requires an Awaksn - -
(Level One Spell) to bypass the number of Hours imposed by the

Spell, Psionic Blast can also awaken, but does 1-4 points of Fatigue.

Sluim

AQAKEN1 g% .Requiresné’kiséfiCharacter saves; but héedé +1 for the Save.

.Carrying Awaken as a '‘Spell is +1 vs Sleep.
QRE

CHARM: Non-suicidal, but the Barszanilave probléms'withrifﬁ-See'their
write-up. Charmee is infatvated with IU, :

HOLD: . “Can be suicidal, but liorale must be checked when the Held person
is severely wounded.

“SUGGEST: ' Strohger thin Charm and Hold. Suicidal Honomania is fully possible,

S ddia s ;

FHANTASM: Creates the Illusion of a being or object which must be touched
twice in order to be dispelled. Charm or Suggest may be used on
e ‘gomeone to -maintain the Fhantasm past the twice-touched stage.

FIIANTASMAL FORCES: Creates the Illusion of Fireball, Wall of Fire, e
el (PHRE ‘Thunderbolt, Avalanche or the equivalent of Wall

of Water and other natural forces, Cannot Kill or
rerider unconscious. Does quarter damage.

PF Damage from Fireball., Within the Radius of Operation, use D4, not D6
And Lightning, Etc. to compute damage,

'READ MAGIC Eliminates the requirement to know the language
Scroll is written in. Decyphers Runes.

e

e B R

READ LANGUAGES: Translates non-magical writing.
SrrrreiTeirttrrIittatitt Ittt ieIt ettt eIt iiieiey

Spell points are not used, Casting a Detect (or Awaken) uses % Fatigue point.
Other spells co§t 1 fatigue point per level of the spell.. Voice determines how
well commands carry in melee. Hit points may be used instead of fatigue: these
cannotiibe Quréedi: .nJod et e R ' % 1

PSI - USERS (ESPERS) o i
PSI is considered a Universal-Force (hmm,;,) that can be detected, concen-
trated, and utilized. It is not the same Force (lana) a Magic-User employs.
FSI Training prevents a Character’from using Magic or Magical Devices as the
regimens are incomratable, and vice versa., (Attempted Use would drain the
powers of both User .and Device for an"hour,) Notwithstanding, certain para-
normal effects may be accomplished by either means. SAVING THROW VS. THE OP-
POSITE REGIMEN IS +3; FAILURE TO SAVE WILL BURN OUT THE USER OR ARTIFACT FOR
ONE TO FOUR DAYS. s e B0 Gy e

7 ‘Espers may-¢onsort freely with other‘Characteis,geven MU without penalty ;
there is rio antipathy to Anti-Magic (Techhdlogj).:PSI Rating may be increased
by Training and Artifacts and by "PSI BENEFIT" cast by another Esper.

Espers are limited to Leather Armor (including Cloak) & no Shield. They
may use furniture and the like to PARRY. For distance weapons, they may use
cloth, rope and wood furniture., Only when in face-to-face combat may the Esper
draw a dagger... and the Esper cannot be aided in single combat by non-Esperse..

T e et T
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in combatting more than one opponent at .once, the Esper cannot be aided by non_:umjf

Espers either.w 2 - e u

'mwmmmmmu

PAGE 13

As lagic-Users for Experience Points. On those levels where

a MU would gain only 1 hit point, Esper gains 2 hit points,
Use D&D, Greyhawk or C&S, whichever is played._f

SAVING THROW: As MU (but +3 vs. Magic).

SAVE VS. FSIs

18 %3

ALL CLASSES use the Resolution Tableé., BSI Rating may be
rolled on the spot. MU Save as if PSI ROLLED (NOT RATI} G)

THE CHARACTER OF THE ESPER IS MODELLED AFTER DOCTOR STRANGE. IT MAY BE DIFFICULT

TO ASCERTAIN,

ABILITY EQUIVALENTS.

BUT THAT IS THE BASIC IMAGE. NOT ALL MAGIC SPELLS HAVE PSIONIC

There are four basic ranges of FSI Ability: Three Foot Radius from the
Esper, Thirty Foot Distance, 100 Foot Distance, One Mile Ellipse ONE MILE LONG
AXIS, ONE THIRD MILE SHORT AXIS, ONE FOCUS FIFTY FEET FROM ESPER TO NEAR EJD OF

ELLIPSE. The first is a "natural" area of sensitivity, the rest are PFSI Aoilitiee—“
(Spells). Depending on the Rolled Characteristic Score, an Esper will have various

Abilities within this Area of Seﬂsitivity, the use of which is Tour plus
Experience Level free--- no Spell Point Equivalents being used---per hour, The
Resolution Table applies to these Freebies as well as routine use.

PSI SHOULD BE PLAYED MORE INTIMATELY THAN MNAGIC, BUT NOT TO THE EXTENT OF ALTERING

RULES FROM MINUTE TO MINUTE.

ABILITIES CARRIED MAY BE CHANGED AT THﬁ”START OF EVERY EVEN-NUMBERED LEVEL. TUWO
L-1 CAPACITIES MAY BE EXCHANGED FOR ONE L-2 AND SO ON: EG: ONE L-1 AND OJE L—2
FOR AN L—3 ABILITY.

T

......

ESPER RESOLUTION TABLE

o

VERSUS 60;5.

solbla e

00 50
01 67
02 80
03 90
o4 95
05

08 4
07 -
08 —
09 -
10 -
40 ety gt
+ gl
"% -

'oi-7162J1037 o4 05 06 07 08 09

80 67 50 33 20 10 05 01 ==
90 80 67 50 33 20940 0% 01
95 ‘90 80:67 5 33 20 10 05
99 o8+ 00 BO B2 033 810
~e 99 95700 B0 67 033 20
-~ =-- 99 95 90 80 67 50 33
~—."w= == 99 9590 80 67 50
e == -- 99 95 90 80 67

R R (0 BT I v e i R U G Ty P e LT e

01
05
10
20
33
50

-- =-- 01 05 10 20 33 50 67 80
- e ok RS GGSA0 . 9p 08 T A9
- == o= == 01 05 10 20 33 %0

.
.

AS DEFENDER

FIGURE SHOWN IS SAVING ~ °

THROW VS ESPER RATING
IN THE LEFT COLUMN

EXAMPLES:

RATING 9 ALWAYS DEFEATS

AN R.3.

RATING 8 NEEDS TO ROLL
33, OR HIGHER, TO SAVE
AGAINST AN R.7. . .

AT e R e B e B e TN
SAVING THROW OF SHIELD

- & SCREEN VS ESPER

RATING

Cd
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RATING ~

.. 00 OO ®O~3~ O\ v\ i\ ##w.r\)po

DICE

XXXXX
XXXXX
XXXXX

g b
‘U057

06-07
08-09
10-11
12-13
14
15
16
17
ot 0
19
20

PSI COMBAT

It is a serious matter for an Esper to Challenge another to Combat but it is
sometimes done playfully,
ventional set. of Reoponses'to each, It is Bad Form to act otherwise, though

' PSIONIC ABILITY RATING

< UUPST

P3I
BI

:-‘Can
AT
Can
Can -
Can

LAl :Ca'n

Can
Can

 Can
© Can

- Can

- tan

Chaotics mlght not care.

(1)
(2).
(3)

RESPONSES:
(&)

)
(c)
(D)
(E)

1;335f‘°

By

CHALLENGES

VHO IS CREATER?
SHALL VE DO IT? .
LET US DO BATTLE!

BENEFIT OTHERS- -
SHIELD OTHERS

SHIELDED ARTIFAGT (rs: NULL)
TRACE (as from recent FSI Usage)
ARTIFACT:

be BENEFITTED

be SHIELDED (BARRIER ERECTED AGAINST INCOMING PSI)

(+2 SHIELD)
(+1 SHIELD)
(40 SHIELD)

| . Blark, Blabbernind, BSI Beacon (NO PSI ABILITY)

be SCREENED (BARRIbR ERECTED AGAINST ‘OUTGOING)

DETECT - (3 FOOT RADIUS
SHIELD (3 FOOT RADIUS
SCREEN " (3 FOOT RADIUS
RECEIVE
TRANSMIT (10 FOOT RADIUS)--
(10 FOOT RADIUS

SCREEN OTHERS (10 FOOT RADIUS)

make others DETECT - (10 FOOT RADIUS)

!!_3..32(:3-.3885'333

(10 FOOT RADIUS)

(10 FOOT RADIUS)

Tan g
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There are'a limited number of Challenges and a con-

RESFONSES
4,B,C,D,J,K

" B,D,G,H,I,J
,-TfC,E,F,G,H;I,J,L:

LET THE JUUGES DECIDE,

(Impartial comparison of Level, Rating, and Honor Points by the hlghest

rated and most respected Espers in the Area.)

DSFEND AGAINST Y BLAST. (One Blast vs. Resolution & Shield)
(If no effect made, it is considered a Draw)

WE SHALL CONTEST IT -

(Aarghacity Contest)

DEFEND AGAINST MY PHANTASM
(One Phantasm/al Attack, scored as B above)

ARE DAGGERS ACCEFTABLE?
o "NO n.

(B=1)
(2-2)

(Loss “of One’ ‘Honor Point from Challenger)
D), FIRST BLOOD,, THEN IT IS AGREED."
(Winner takes one Honor Point from Loser.)

."YES, YOUR DAGGER AGAINST MY ABILITIES,"

(Combat until one is subdued. Winner achieves one Honor Point.)

MY COMRADES ACCEPT-
_ (ity Gang/Expedition vs., your Gang/Group.)
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(G) AS ONE MAN, MY COMRADES ACCEPT,

(Pbollng of any resources, then Esper vs. Esper, Loser must fbrfeit
any FSI devites or other useful itenms to the Uinner.)

(1) SHALL WE GO TEN ROUNDS?
(H-1) "NO': (Loss of one Honor Point from Challenger to Respondant. )
(H—Zg "AGREED."” (A two hour Combat, without outside help.)

- (H-3 "AGREED, IF DAGGERS ARE ACCEPTABLE." (RESPONSE E-1 2, ‘or 3. )
(1) LET OUR PHANTASMS CONTEND. =

(Real-Time Combat of Phantasms, for 10 minutes.
(3) NO.

(Loss of one Honor Point if Challenger is less than two Levels higher
than Respondant.)

(x) I AM THE GREATER,
(k-1) "THANK YOU FOR THE ENLIGHTENHENT." (Challenger departs
chastened.)
(x=2) "I FEAR THAT MUST BE SUPPORTED BY PHANTASHMS."
"+ (Proceed to Real-Time Combat of Phantasms.)
(x-3) "ONLY THE TEST ULTIMATE CAN PROVE THAT."
(Proceed to TEST ULTIMATE )

(L) , VIT HUST BE.THE TEST. ULTIMATE. ; ity
(Respondant has the.options: of -BATTLE TO. THREE ..o - -RATING 3
BATTLE TO ARTIFACT RATING 2
BATTLE TO TRACE RATING 1
BATTLE TO NULL RATING 0

(Specialized use of Blast to Lower Opponent's Rating, Each successful
Blast subtracts one Rating Point, but does N*¥O*T remove Abilities. Note-
that the Resolution Table can reach a state where it is impossible for
one Esper to continue to attack another.)

(Either Esper may use other Abilities besides Blast,) Bt
RECOVERY takes four to seven days (D4+3) to recover 1 Point of Rating.

ESPER ABILITIES (SPELLS)
FIRST LEVEL ABILITIES (10 FOOT RADIUS)

BENEFIT: 'Raises another Character, whether Esper or not, one FSI Rating
Point. Doesn't work on MU. Maximum of 3 BENEFITS per Character
at any one time. (Roll to see if 1, 2, or 3.) Does not add FSI
Abilities. IMultiple BENEFITS must each be by a different Esper.,
Raise is up to Rating linor. Duration is One Day, unless Game's
on some kind of leekly Overland basis. ESPER RATING 8 CAN PERFORM
FOUR "BREE" BENEFITS, WITHOUT BURNING SPELL PTS. : ,

SHIELD: Creats a Barrier to; 1ncom1ng ISI THOUGHT COMMAND, and BLAST. This

First Level Shield is equivalent to Rating 2 Defending (Read)
Resolution Table Carefully!) Blabberminds can't be SHIELDED. and

(. +~:~ .- Rating L liinors must get BENEFITTED first before being SHIELDED.

: RATING 6 HAS A NATURAL SHIELD AND CAN PHYSICALLY HOLD ONE OTHER ik
BEING WITHIN THE NATURAL THREE FOOT RADIUS AND-INCLUDE. HIM/ER VITHIN
THE SHIELD, IF HE/SHE.IS SHIELDABLEy: A FULL R8'HAS FOUR "FREE"
SHIELDS, FIRST LEVEL, PER HOUR, 10 FOOT RADIUS, LASTING TWO MELEE
ROUNDS EACH.



RO-SHARN. . : .

SCREEN:

DETECT:

RECEIVE:

TRANSIIT:

SHIELD OF
e
SERAFHIIIs

BLAST:

WILD TALENT:

SHIELD, above, workd similarly for SCREEN.

: ; woe PAGE 16
SHIELD using Spell Pblnts lasts half an houruy If cast on a
Character, he/éhe must be within 10. foot radius. g-

Creates a Barrier to being READ telepathically. many authors call
this a Shield. Used here, a SHIELD wards off a blow and a SGREEN :
like a net, prevents something: from getting.out.’ _Descriptien for f'

Detecting PSI in’ use by a. Being, the presence of . an Esper ORI
Artifact, or the vestiges of intense usage, as a- '"trace" of I,
This is not unlimeted, as Esper Resolution Table permits defence,
If no resistance is made, however, Detect automatically works
within personal Three Foot Radius or if Thirty Foot .Detect is - . 1
‘used, and Spell Point(s) birned,. within thirty feet, DETECT IS
AUTOMATIC, WITHIN THE DETECT RADIUS, UNLESS ESPER IS CONSCIOU‘LY :
THINKING OF SOHETHING ELSE, IHTENTLY. ;

’Automatically receiv1ng thought within 3 foot radius...and wvthln i
30 feet if Spell Points are burned{ receives thought TRANSMITTED

to self if an Esper is TRANSMITTING within range used by the
broadcaster., GH rules on how much can be understood between . ., : .. .
different nationalitles, species and levels of intelligence. .
Dmotion and Physical Sensation whould be readily understanda)le.

Sendin~ Thought, Emotlon, or Phy51cal Sensation to another Cnaracter
within radius, as above. Lee Gold suggests message be limited _
for total'words: Add PsT che rolling plus Intelligence»che rolling
for total words. iy 7

Increases apparent Armor Class of Esper by 4 ‘both. for Missiles and
Weapons, Like a hlnd Shleld, it can flow out around Esper to in-
clude one other Character. The Armor Class of that Character
cannot be better than of the originating Esper,

- fPro;ects a Blast of mental foroe, equivalent to magic lissile,"

that can be used to Injure or Subdue. Range is 30 feet. PREREQUISITE:
Ability to TRANSMIT over a range .of ten feet (Rating 7) or the use

of a FSI Device that will extend Persona of Transmission from 3 feet
to Ten feet, or the carrying of TRANSHIT as well as BLAST. This .
Ability requires a clear shot and the unimpeded use of at least one
arm to send the BLAST, A review of Dr, Strange will confirm this.
rating 7 HAS ONE FREE USE OF TEN FOOT DISTANCE BLAST PER HOUR, EVEN
WITHOUT CARRYING THE ABILITY. CAN BE USED TO "AWAKEN" FROM EN-
CHANTED SLEEP, DOING 1-3 HIT POINTS DAMAGE. THE SLEEPER "RESISTS"

SO0 THE RESOLUTION TABLE IS REQUIRED. ‘ONLY ONE BSI ATTEMPT PER e
SLEEPER PERHITTED.‘; o L SR e ; : Lo Seri

An Omnibus Ability, colloéhially called the "PSI KICK" of extremely
vatried but limited application,.. namely, whatever Player and G
can agree on, but not including everything hitherto deemed excluded.

. Exampless; The Fortuitous Fall of dice or coin; the Extinguishing of’

'a Candle Ilame; the Unexplained Fall of a Bottle From a Shelf;
Mysterious Magnetic Deflection on a Compass; Sparks; Hinor Combustion
(but not Light) sufficient to ignite a Uick; Glows and Glimmers;
Lucky Hunches and the like. Useful for influencing meta-stable
states, decisions that could go either way, or things described
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by Andre Nortoh. Range is 30 Feet, & Resolutlon is as against
Zero. RATING 7 HAS ONE FREE USE WITHIN TEN FOOT RADIUS PER HOUR
OR ONE BLAST , PER ABOVE, WHETHER WILD TALENT IS CARRIED OR ‘HOT,
This is NOT Teleport or Transport. Includes "TRACK" from Cé&S,

NOTE THAT AN ESPER MAY "CARRY" AN ABILITY THAT IS ABOVE HIS RATING, IN HOPES OF
BEING BENEFITTED INTO A RATING THAT WILL ALLOW USE OF THE ABILITY. NON-FREE

PSI EFFECTS BURN SPELL POINTS THAT ARE EQUAL TO MAGEC-USER SPELL "POINTS BU?NED UP.
TRANSHMIT HAS NO INTRINSIC HYPNOTIC, CHARil,'HOLD, OR COMMAND POWER. ONLY II
RECIPIENT OBJECTS TO, DECIDES NOT TQ, OR IS "ORDERED" NOT TO IS RESOLUTION

TABLE USED TO DETERMINE IF TRANSHISSION OCCURS.

SECOND LEVEL ABILITIES:

HUNDRED Extends Range'of;opération of DETECT, RECEIVE, -TRANSMIT, BLAST,
FOOT AND VILD TALENT from 30 to 100 feet. PREREQUISITE IS CARRYII(: THE
RADIUS: ABILITY TO 30 FOOT DISTANCE, @

FLUS ONE”’ Improves SCREEN and ‘SHIELD from Plus Zero to Plus One Esper Rating

SHIELD: 6 Minor would have to take SCREEN as Level One Ability to have
5 Plus One Screen included.

UNDERSTAND Enables Esper to comprehend the Thinking, if any, of living creatures
. THOUGHT outside his own species, nation etc.---GM has the option to rule

G that Thought is a universal,’ and RECETVE includes- understanding.
This is not the ability to. understand Demons or the Undea@

SENSORY "THE STRANGE AND HYPNOTIC FOWER TO CLOUD MEN'S HINDS" o | SIMPLE SPELL
NULL: OF CONCEALMENT," Said Dr., Strange. .Can conceal 1-3 (roll for it)
gt : other Characters or an equivalent size of matter, for half an hour,
Those concealed cannot move or speak much, mount PSI attack or
especially use Magic, without breaking the Sensory Null, Ihis
extends to all senses, including Detects., Resolution is 23
against Zero, Defending.

PHANTASH: Psionically imaging for others a living being or the illusion of
an object. Equivalent to PHANTASMAL FORCES as a Magic Spell,
although as GIf I hold Fhantasms must be touched twice in crder to
be dissipated. Note that Fhantasm can include a door or blank wall.

PHANTASHMAL As above, except the imaging of Fireball, Thunderbolt, Wall of
FORCES: llater and the like, doing usual Phantasm damage to those believing
: 1 4t (Resolution Table.);u;mi :

THIRD LEVEL ABILITIES

BANDS OF Dr. Strange's CRINSON BANDS OF CYTARRAC, creating an unbreakable

CYTARRAC: and irresistable prison in 2-4 melée Rounds (Roll for it). Includes
Astral and other Regidns and can imprison anything, including
Demons, DIsper cannot attempt other ESP actions while Bands form,
but Target or Targets can fight, cast spells, use PSI, and so on,

:'ﬁEVlTATE: As usual Magic Spell, including Flight, but requires a Device
i (any kind of useful PSI Device) to act as focus for the Esper.
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THIRD LEVEL ABILITIES (continued)

SECOND A BLAST directed against an individual, doing Five D6 of Damage or
ORDER . Striking to Subdue, but rated as one Rating Roint higher than the
BLAST: . Esperactually is.

. ESPERS WITH DEXTERITY OF 14 OR HIGHER MAY DIRECT THIS, AS, TUO SDPARATE
BLASTS OF THREE D6 EACH INSTEAD, AND.MAY TAKE TWO SPECIAL TARGETS,
' DOING ONE BLAST AT EACH..-

PSIONIC PREREQUISITE: Ability to Proaect 10 feet or Transmit also carried as’
COMMAND: an Ability. .Range: 30, feet.  If SAVE is failed, subject is abso- bt
lutelyrggden the ¢ command of ‘the Esper, including suicidal actions,
for .oné hour plus one turn for every Level the Esper has. Also,
" Isper has established 100 foot transmission to the subject, Freebie.

CARRYIUG TRANSHIT AS A: SPELL/ABILITY. DOES NOT HAVL TO BE US&D EACH TIIE ”O
PROJEGT;‘JUST TAKEN AS AN ‘ABILITY.

33::::3::S{i¢' h EhE (e | h,:::::::::::::::3::::::
TERATOLOGY : :
SHAPECHANGERS (THE CHILDREN OF bHARGO’fH NHA THUULUC)

It 1s written in the Apocrypha that in the Last Battle, the Demons, being s
gsorely pressed, réledsed’ Shargoth from the Underground Exile, Shargoth indeed
fought with the other. Demons, but came forth not, alone, but leading a brood
spawned--ln what unkno%n communion--with rock, bitumen, and the heat,

Even today, Shwpebhangers prefer’the Underground and a diet of bitumen, pitch,
or blood, " They are almost invulnerable to heat and Pireballs, "overkill" merely
melting them. An E$per’who personally guesses a Shapechanger's true nature can
by successful PSI Battle.iéommand their shape. They have llagic Resistance .equal
to a Dwarf. They are colorblind, seeing more by heat-waves than by light.

They are single~ce11ed ghdusrdinary flow rate is that of molasses. Their mentality
more imitative than imaginative, they are emotionally intuitive., They change
their minds as easily as they chiange appearance--FOR THE NATURE OF A SHAPECHANGER
IS THAT OF FLUX, Alignment cannot be lower than 7, for the Lords of law decree
that "Law is Orders - jahey.can mimic perfectly anyone or anything seen a three-
month ago. They t e double damage from Cold.,

STRENGTH no-: hlgher than 13 B
- CONSTITUTION 'automatically 18, unless rolled hlgher. - _
v INTELLIGENCE cannot be higher than PSI, If rolled higher, exchange
i - 1score with PSI, .
“APPEARANCE, COMELINESS as desired. B
"'AARGHACITY .is likewise variable at will, (e

It requires one fulfifurn to change face, two turns for changing size,
frame, species, or gender; these are additive., They are Magic Susceptible (-1)
and Deficient (-1) but would be +2.with Demonic Weapons. They are naturally not
bothered, hindered, or very visible to Demons, lMaximum of seven limbs.
R R IR R IR e BN R U T R R o R T T el i T Vg
WERES e | i
All Veres ultimately trace origin to the efforts of Demons to raise troops —ef
to fight the Elves'and other races which the Lords of Law brought from Shadow to

counter the Serpent Men. The first Weres were slaves and sycophants., Alignment,
like Shapechange¥®; ho'¥wer than 7.
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WERES (cont)
Feral Possibility = Involuntary change % = 15/

Change takes 3-8 Melee Rounds and lasts i-4 hours, It has a voluntary
change factor of 20% (reckoned once per hour) at first level, increasing up
per level, Involuntary change, 90% first level, decreasing 3% per level. St
Characteristics do change upon Transformation, so are rolled twicei Aarghacityz
in were-form no lower than 16 (except the were-fox) due to a’ ‘very horrifying
appearance in man-beast form., As Were, takes no damage from non-magical or non-
silver Yeapons but feels an intense pain which can be incapacitatiné (if "over-
killed"

THE UNDEAD

Raised or. communed with by Neutrals and Chaoticsx(and only Hierarchs of g
Lawful Orders-who dare risk the penalties). Undead have the Aligrnment Number of
their Raiser PIUS OND‘(Maximum of 20) or of themselvas, if truly. Sentient.
Unlike D&D, ﬁhere is a Saving _Throw,

SAVING THROW VS CLERICS e e i 4

Sl
Should a Cleric attempt to Dispell Undead, there 1s a Saving'Throw !
Undead roll two D6 and add this to the Cleric's Alignment Number to.compare this
result with their Alignment Number:
Total Less than their Alignment: DEFEND OR ATTACK
Total Equal to their Alignment : FLEE i
Total Greater than Alignment: TWO D6 ARE DISPELLED

BONUSES: i : '

GHOSTS ':m-i .- 1. CLBRICS%: SUBTRACT ONE POINT FROM THE*UNDEAE{S ROLL
SKELETONS 3. 5 AR FOR EACH LEVEL THE CLERIC I§8° ABOVE LEVEL
ZOMBIES +1 ONE .

LARGE SKELETONS +2 - ("Large" means more than 1% human;mass.)

LARGE ‘ZOMBIES R e gl

GHOULS M o S R 5
ETC PER D&D - SR R ; Ty 'ff' ol = st res
Not all Undead are Destructive- ‘some are mere: guardians that—willﬂbe'kept 1ﬁkone :;

SPOt unless absolutely nenessary. g o %
DEHNONS , | Joasianinty

Itﬂis possible to.operate a Demoanr Half-Demon as a Character. The goal bf
a Demon is to make Contracts with Mortals (non-Elves) to get them bound to his' _f
service, A Demon-Character makes contracts with other Player's Characters.' The
Demon can suspend time (Null Time) thrice a day and Ask and/or Receive Three
Questions and their Answers, in detail. Demon will offer to absorb-a‘Blow or
Spell from a Character so that Character does not receive it, in return for (a)
one point of Alignment Increase or (b) one Point of Wisdom. Demon gains one

I
7

Wisdom Point so obtained. Demons will increase in Level accordingly. Contract
can be One Kill for a Wisdom point or Inspiration (GM Hints) in exchange for a
Favor, to be announced later. ( AN OFFER YOU CAN'T REFUSE) .

SAVING THROW AFTER. THE OFFBR IS DONE & CONSUMATED: B R BRI,

Character rolls one D20 &nd 1f FoIl is ghéater than Fiis Alignment Mumber & '
(or rolls 3 D6 if Alignmént was made that'way) he saves. :
Demons as described in Eldritch Wizardry are of a much Lower Order.
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- HALF-DEMONS
~ As above, but onlv one Question & Answer, and only twice a Day. ..

LOWER ORDEB BEMONS - -~ . .= LRadTa e pgniial AGnooiss

Ad“in ERdritch Wizardry. The Orders aré separate Species, but’ they can
advance in Hit Points and Levels and ‘improve thHeir Powers. ‘And they can be
played as Characters. Advance as Magic Users. No Ressurect... Can be enslaved and
then Summoned, and as such do not advance. P e Y

. D i |

MAGICAL & RELI ;IOUS ORDERS: L*f'”g”y; ekt
g P et .
(1) THE ANCIENT ON ES. L TN S NEUTRAL MAGIC USERSONLY +- pE
. A group of {some say) senile Neutral Mages who: buy :and trade spell, on
o: fthe opep! market. No-deliberate: Damonic involvement. :
LEVEES" 13 éommon Spells: 300 'GP et Leyel, to teach.
LEVELS ' " 1<l Scrolls: 100 GP per level:  Twouses.

¢+ {2) THE ORDER OF OUR LADY OF TRANQUILITY ALIGNNENT 10 17 MU & CL i
Worshippers of Thanais, Goddess of Fulfillment, Patron Saint of Assassins,
(Fulfillment of Life, Tranquility is Death. ) Rumors of Demonic involve-
ment, but nothing overt, Teaches spells as a payment for Tranquility
(unnoticed assassination).

(3) THE CULT OF ANDURIYAN THE GOD LAWFUL CLERICS AND MAGIC-USERS
Anduriyan was a World Teacher, elevated to the Godhead. Proof of Valor
is required for admission to the Sangha, which includes Paladins,
Practice of Group-Mind and purification by confession.

(4) THE WILD HUNT NEUTRAL MAGIC-USERS (AND BERSERKERS)
Freebooters and Free-Lance lMagic (non-standard spells).

(5) THE WORSHIPPERS OF SHARGOTH ACCEPTS ANY CLERIC
Devotion to Shargoth Nha Thuuluc (The Bringer of Gifts), as Pronmethean
Figure. Stress is that S.N.T. was imprisoned by Demons, for aiding HMan.
S.N.T. was only opposed to the Lords of Law--at the time of the Final
Battle. Veneration of the Shape-Changers. Doesn't teach Detect Evil.

(6) THE POWER IN THE TOWER ACCEPTS ANY MAGIC-USER
Teaches Magic in return for service. Organized as Covens. lMuch use of
Half-Demons for major tasks. Enlists Weres & Witches, A number of
Lawfuls attend, partly to study the Enemy, for extensive Demonology is
taught.

(7) THE HELL-FIRE CLUB CHAOTIC MAGIC~USERS ONLY
Satanic Rites for Hedonistic Giatification. Some use of Undead.

(8) THE SHINING ONES ALLEGEDLY LAWFULS & HIGH NEUTRAL MU
A heretical sect of Anduriyan. Emphasis on the Illusion of the Material
World, excellent school for Fhantasmals.,

(9) THE RELIGION OF ISSUS CATERS TO THE BARSAN
Claims to have originated on the War God's World. Enthrones ¢ne woman
as Goddess Incarnate, the perfection of humanity.
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(10) THE FOLLOWERS OF THE LORDS OF LAW LAWFUL CLERICS ONLY _ B
Strict Observance of Law, as set forth in many, many volumes. A i Y
zealous group out to convert Neutrals and dispense with Chaotics.,
% - Intollerant. Claims many miracles.

(11) THE BROWN BRETHEREN LAUPUL AND NEUTRAL CLERICS SOME MU
Friars include some MUs, Not bound to a lMonastery. Not separate from
the World q;_really required to renounce it. KNS EST V!
(12) THE GREAT FELLOWSHIP - LAWFUL AND NEUTRAL MAGICIANS
Teaches Union with Nature, Orderly conduct with all life, Gentle in
character, an unlimited Order. The Low Neutral find it difficult to
achieve advanced training. : L

*¥Others to come¥*.
****"(-*************************************
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Hurriedly (since these &%##! stencils didn't come. in until
Thursday the 11th) typed.by Mike. Gunderloy, Lloyd House, Caltech 1-54;
Pasadena, Ca, 91126. Phone # (213)-449-9294,

BRIEF BIO: ‘

For ‘those of you who don't know'me from A&E, I am currently
a Frosh:here at Cal Tech, and (hopefully) I'll be a Sophomore here
next year. I've been playing/reffing D&D now for just about 2 years
exactly (maybe a little more). My main interests are D&D and homework--
as beyond that there just isn't time for-much. If you want to know s
more, you'll just have to hunt me up sometime.

MY UNIVERSE: I run a high-level world, having just recently (last o
term) switched from running a low-level world. By high-level, I mean.:
that the following things exist or have existed in the universe: .
50th+ level Player-characters, 150th+ level NPCs, 50th+ level spells,
Size 40 dragons, and so on. I also run a varied universe: for example, .
almost 1000 spells, over 450 monsters, around 1500 magic items (with
infinitely variable subclasses), about 100 races playable, about 30

PC classes, and so on. I run this type of-world because I‘personally
enjoy it. However, as the saying goes, some of my best friends run
low-level worlds. I am most definitely not a One-True-Wayist. I think ~
that everyone has useful and usable ideas, and should be allowed to
run their own universe--or I wouldn't write for any APAs at allv™

10TH IEVEL SPELLS: : i e 5 : :

In line with my above, I thought I'd publish a sampling of 'my
high-level spell lists, starting with the "low-level" (comparatively)
ones. What follows is a representative selection of the known 10th E
level spells in my universe. Credit for the idea and/or invention
of a number of these spells belongs to Larry Neer. S : G

Spell of Spellstoring: Stores any one spell up to L9 in a person
or object. Spells in an object can be triggered by any mage, spells in
a person are triggered by that person. Each time this spell is used, ~ -
there is .a 10% chance that all spells stored in, the object, including
the one being cast, will go off in random direetions. Range=30'.
Duration=1 week or until used. g ar

Steel Cord of Zindar: Shoots out.of mage's finger at any target
in range.Hits as Heavy Crossbow +3, counting only DX-based armour.
Victim has a (1%/3 pts. ST) chance per MR of escaping. Range=15'.
Duration=10 min. :

Telekinesis II: As TK, but 10x as much weight.

Wishblock: Blocks any one wish if fired in the same MR.

Mindblank ‘any object: As mindblank, but works on inanimate
objects. Range=240'. Duration=1 day. :

Time Teleport: Will teleport user+what he can carry+l other
person up to 10 years through time. Same .chance of botching as for
a regular Teleport spell. e

Anti-Magic Shell II: As Anti-lMagic Shell, but 60°' r.

Air Walking: As Water Walking. One target.:Range=30'. Duration=.
1 hour.

Astral Locator: Allows one target to maneuver on the Astral
Plane with only a 20% chance of getting lost. Range=60'. Duration=
2 hours. :

Cloudkill II: As Cloudkill, but gets all up to 12HD.

Curse: This spell puts a random curse from the scroll curses
table on one item. If the item is picked up, the curse goes off.
Range=30'. Duration=until set off.

Minor Portal: Summons via teleport any item the mage possesses.
Mage loses "possession" if item is passed through an iron hoop.
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Detect Lock: A spell whlch is cast on a roek. brlck, or somethlng
s1m11ar. All spells which involve detection cast in a 30x30 area
centered on the brick return info as if cast on the brick. Range-lO"
Duration=1 hour. < A

Level Draining: Sucks up to the. caster s level of life level°
from.one target. Caster gets a burst of energy. 10% chance of back-
firing. Range=120'.,

Intangibility: As Etherealness, but. the target remains on this
plane. One target. Range=30'. Duration=1 hour, or until removed by
the intangible person at will, a process taklng 1 minute.

Teleport pads: The mage enchants a 3'd. circle on the floor;.
then teleports to wherever he wishes and draws a similar circl: about
himself. The circles then become Puppeteer-type teleport pads Seo,
Rlnggorld by Larry Niven.) Duration=1 day.

: ‘Dissapation: Dispells automatlcally any elemental, cloud, mlst,.
or maglcal wall. Range 50', : : :

Well, I hope’ ‘someone finds that useful. If there is any Jnterest
I can contlnue this. listing of high-level spells, or I could, % 4
anyone wants to see them, llst some of my original lower-leve’.
spells. Well?

PLUG (SORT OF):

liy Dragon system (Which in my prejudiced oplnlon, is one of the
best around, especially for high-level worlds) is being publnahed an
A&E 34 (hopefully). For those who would like a copy of this v-ique
work, I will have extras available. If I can get them printed from
the stencil, they will be free for a long-sized SASE. If I heve %o
Xerox them, they will be 50 cents plus an SASE. Stay tuned for further
details, or send money if you can 't wait. (Autographed coplec availabie
at no extra cost.)

WISDOM AND UNDEAD: : :

T Tired of Wisdom being the most useless characteristic in the
game? Well, this will partially remedy that. I use a D20 system for
Undead vs. Clerics (Similar to the one in Dave Hargrave's Arduin
Gr1m01reL,Vol. I) with the following modification:

gler ic's Wlsdom: Modifier on Die Roll:s
e e

: :
5-6 ~ -1 v
;szig erin .~ Does anyone know of any
1; +2 . .. Other uses for Wisdom in the
~18(01-50) +30 game? :
18(51-90) lb s
18(91- 99) +5
18(00)
VERY HIGH CONSTITUTION ADDS TO HIT DICE:
18(01-50) +3 i
18(51- 99) (= 19 21) +4
18(00) (=22) +5
23-24 +6 N
25«26 +7
27-28 +8
29% 33 4y
34+  +10

Well, I warned you ;t was a high-level world...d :
Dungeon Trap #103: Glass floor over pit, covered with 2" of dlrtg.,
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RING APPEARANCE CHART:

Setting:

1=Copper 9=Adamantine

2=Bronze 10=0richalcum

3=Iron 11=Electrum

L4=Tead 12=Carved from a gem

5=Silver 13=Wood

6=Gold 14=Stone

7=Platinum 15=Plastic

8=Mithril 16+Glass or something really wieird
Gems ¢

01-50=None

51-75=0ne

76-90=Two

91-00=Lots of small gems, or no gems but something e.se
(e.g. cameo, telescope, Captain Marvel decoder Pingis.)

A SIMPIE (?) AIMING SYSTEM:

This system is more-or less compatable with the Greyhawk/
Blackmoor alternate combat system. Compute the number to hit,
Subtract an additional 2 due to aiming. Roll the D20 and consult
this table:

Aiming Point Head Chest Abdomen Arm leg .
Hits Head Chest Abdomen Arm Leg
Misses by 1: 1 r. Arm Head Chest Other Arm Other Leg

2R A R. Arm Chest Chest Arm

3 Le APm R. Arm R. Arm Chest Abdonan

4 L, Arm L. Arm L. Arm Chest Abdorien

5 Chest L. Arm R. Leg Abdomen Abdomnen

6 Chest Abdomen L. leg Abdomen Abdonen
Misses by 2 --Push back 3 feet--

To Use: If the aimed at area is missed by 1 (e.g. modified
number to hit is 16, and 15 is rolled) roll a D6 and consult the
appropriate column.

Also, I rule that OHP is unconsciousness. Death comes (Character's
Level+Basic Constitution bonus) HP later.

A Really Warped Magic Item: Give someone a Transylvanian Antimatter
Laser (From The Rocky Horror Picture Show). I leave it to you to
figure out the stats...

Castle Trick i##476: Cast Continual Dark on your catapult stones.
Very Impressive.

Castle Trick i 213: String those neat vertical beads in the
doors. Annoys those sneaky invisible types.

Spell Misuse ;#8%: Cast a Maze Spell and hide inside of it where
nothing can find you. Permanize it and have a safe place to sleep.

Did you know that kobolds are so stupid that they use themselves
as Kamikaze catapult stones?

Spell Misuse i#48: Kill a T. Rex and take lots of pieces to clone
and drop on ones enemies.

Dirty Trick i#456: Cast Permanent Phantasmal Forces on EPT Eyes
to relabel tham.

Dungeon Trap i#43: Put lots of spikes projecting down from the
ceiling. Then cast a permanent Reverse Gravity inside of the room.
Looks safe from outside...

I've got a million of them...lMore to come....
Mike Gunderloy




