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INTRODUCTION

Although gainers new to role-playing will have
little trouble using this book for complete fantasy
role-playing. campaigns players should also obtain.
cepiefs of the original game in (at least) its fifth-
i‘nearnation and will be well served by having access:
tothe seventh edition. _

We shall assume that the reader is familiar with.‘
the role—playing hubby in general and likely to be:
Well I-versed in the many releases of' Tunnels &
Trolls. So we shan’t here with a section on how” to:
play. If you do need a background on role-paying:
games and Twit-2T please consult the ubiquitous:
Internet; there you will find many excellent articles
on both

It is worth mentioning- th'at since the first
'inc‘tii‘iiiation of T&T, people have been fiddling with
it. Not necessarily because it was in need of wanton
tinkering—. simplyT that the framework of the game is.
so logical and" playable. that customization is almost
invited! With the rise of the I.ntemet,-. the sheer
volume of house rules for the game have inultiplie'd,__
or at least found a new home and audience”. Of
some this verSiori 0f Tunnels Se Trolls, which we
like to call the Mythical Sixth Edition (since the-
offieial publication of the rules jurnped‘ from fifth to
seventh), is nothing more than a set of unified,
complete house rates, We hepe to have covered
much of what the Original author did and added a
few things that have only exrsted 1n the imagination
of the _.game 5 many fans and of course cyberspace,
Certainly, much Was left. out of this bank and Waits.
in the wings, should there be sufficient demand for a-
Stinpl'e‘mental release. _

It is envisioned that the game will be. used. for”
creating fantasy campaigns featuring swords and
sorcerers dungeons to he delved and evil dictators to
he toppled (eventually). But that need only he a
starting point. There is enough basic material here to
take your adventures to other settings such as, space
opera, the Wild West or modern day monster
hunting. The sky is literally no longer the. limit. All
things considered. we hope that you. enjoy”- this.
and -_ rein! version (if T&-T and that we have: not
stepped on the toes of" any friends. or lawyers in
bringing you: this bk.



if VWire-La“ “1‘1 hand at T3”, WWW Pruhabl-r wandering what changes; have-been made In reur Emerita..-
gen're. This vere'ien endeavors to capture. all Of the- elements that made the fifth etiiti-nh he" grind win-1n
simplifying the genre-in key areas and adding a few mere emptines--'e-li5ewhe're,. Herels a list efjns-t- seme ef the

'ehengee that made it into the sixthreditien eftthe game;

Spell-castersne longer use Strength te _,power their: see-lie. it newereibutei celled Arcane'sefi'eh
that purpose.
Non-human characters new roll different number's of dice for certain attributes rather then
applying a multiplier tn the engine-1 genre.
Weight Units for weapons andhe'quipment.:haileheefi replaced with the mere familiar unit, the
hatred.
some of the. abilities emaciated with character type-'5 have: changed; net‘ablj'e, we‘rri'nrej; he
longer receive twice the protectinn frn-rn firmer. Instead they find themselves: able te. ehrng eff
pain and suffering even withnut ennnrl
The basic Equipment list has been expanded. Can I sell yet: a need bagpipe?
There” are ”en-me ndditinrin-l spell-s. We believe thehe- Spells net {Jilly serve-e valid hemepnrfpeee'
but else enrich the-pesnihilities -_fnr play.
Mienile eembet has "been greatly simplified and new fits mere neatly inte' the CemhetfiTirrn-,
An archer her: new attack-an individual er a group and no SavingRell "is reeltrirjiir'Itla
There is. new less batikkeeping inmlved with --the awarding; of Adventure .Peints.
Characters advanee in IiEVelS mere fieqmntly but the increase in attribute genres” is lees
dramatic,
A simple skill System is Suggested. Its use is optimal; 6110953n ti) Ilse it Dr discard it been-e
impact on any nth-er game system.
A detailed character sheet and complete; GM moderated adventure is, hie-Indian he get yen--
playing Straight aw.ay-. _
For the first time wh’Ve included a detailed "wnrl'cl rr'iap’ fer ytinr' players- tn: explore and, if
truth be tnld, we’re gretty- prnud of it! ' '
Finally, if yen find yew-self witheut a" willing GM; we’ve. :inelntled e 'eemp-lete enliieire;
edeenrure re :31t were flier»: your rem-playing muscles in the-,priea-ey fif-yenhhwn hfim'el



THE BASIC GAME
In an alternate world where fantasy is alive and magic Works there

exists numerous enchanted tunnel complexes (call them Dungeons or
"Und'envorlds if you wish) that are liberally loaded with inany types of
treaSUIea and abundantly guarded by every imaginable form of monster.
magic. and trap. Generally speaking, the greater treasures and most
powerfitl monsters are found further below the Surface. Brave men and
women of many different kindreds arm. themselves and venture within the
tunnels at risk of body and soul to-seek treasure and adventure. Those-who
sowive and” return from such expeditions will increase in eXperience and
wealth ”to hitherto. undreamed-of heights ofpower and glory. Every time
your character escapes from a tunnel alive. you may consider yearself a
winner. The higher the level and the more wealth your charaeter- attains.
the better you are doing in comparison to other players. Eventually, your
adventures will spread beyond the tunnels and encompass quests in. distant
lat-Ida; terror on. the high: seas” and all that lies between.

In int-deaf to play the game, it is necessary to do the following things
flee:

Someone must ereate and stook "a dungeon With monsters. magic. and
treasure (or othenvise deviate an-enjOya-ble adventure premise). The person
who does that. has godlihe poWers over his or her own adventures, but is
expoeted to be fair to. the other players. The game master may not play as
a; character inside his or her Own realm beyond providing aE voice for the
‘supporting east"i of his-tale.

Create and name the fantasy characters that. will explore fie world at
large; .

Arm and provision these characters for their that adventure .30 that
they will- have some" chance. returning alive- and enriched for the
experienee. Exactly what happens Whilst on one of these ‘fadVéntttres’ is
the meat of'mueh of-th is book. we hope you have the appetite!

Tunnels &*Tioli-s is a game of’ limiteri .infonnation. There is; no beard
for individual” players to see. Only-the GM knows what is on his map... and
tells the players what they can see and observe around them. They, iii turn.
tell the GM what actions they take, what special search procedures they
use. and anything else that may be relevant to the situation.

Do not allcmir one player to dominate play, which will make the “game
less interesting. for the other players. The garne- will be more enjoyable for
all if everyone participates. When there: is doubt about how the delving
party is array-ed or what they would do, the GM should query each player
Separately. If a situation arises where the GM wants the spontaneous
reactions of each player or character. he may ask ”them to "mite out their
next set of orders without 'eonsultingany Other player. The occasional use
ofsuch devices. keeps- the players.» on their mental ‘toes’ and adds a bit of
gus'peasaand surprise to the game.



THE PLAYER’S PRIMER
The fellewtn'g shell-1d be all the information and rules. a player needs tie-emery a sole aflseanaetiaaeeet

W‘s? is- included at the "end 0f the Primer), but there’s mere to T&'T than selo adventures With -a..aua sis-’5
players and a. game master, the potential for a continuing. campaign exists!

It-"s through” greup play that any rate—playing game comes to life. In - group play. there are as Beanies-tees:
impasse-d by the 'eflflfines. of" pragramed text and the game master is free to-u'rLl-eashhis DI he's“ imaginatifln.

CREATING CHARACTERS
The Tunnels & Trells solitaire and game master moderated adventures provide the means fer yeti topless

the part e'f'an adventurous. here in magic-a1 times. In order to be :a player in T&T yen. will. need Stine er mere-
ptayer characters. Such an adventurer seeks wealth, fame, and glory in ancient eitadel-s filled with monsters
and treasures galore. To play, you will need some paper, a. pencil er pen, and a number of six-Sided dies- (at
1=east three, probably more). A detailed eharaeter. sheet is presented at the end at" our bank. and yen should}
"censider using such a sheet for robust eha'raeters that have displayed the --ability to survive beyond their first
tore}:- into "fantasy adventure!

Yon-erea-te these; characters yourself in a semi-randem- fashion - that is, their beg-inning attributes. are
randomly arrived at, but you determine each things 33 character type, kindred, skills, sex, name, choice of
"Weapons, and: all thoSe- small details that will individUaIize your character. Additienallyt human eharaetets.
have ene important benefit above their fellow adventurers; they do actually have some eonttol over- the;
random nature .o'feharaeter ere-anon” — but only a little!

Character Creation Checklist
Select-your eharaet'e't’s kindred (also referred to «as race)
Roll the character "5 prime attribute scores using- a series. ofdiee ra'lllsr- '1'"
Sieleet the character 3:11:72 _ 3 '
Cheese skills (ifthis aptienal rule is in use).-
Roll for initial. wealth and chmse'equipment
[serene-Ina statistics,

at. Camber adds-
5, Addittoeaflaagttagea (firefly)
e (Tapas-ta)"

Hater-mine the; miner- det-ajils: height, weight, age, leekset eetera
Play-t
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Each adventurer is defused .b-y‘ a series of prime attributes: Strength, Means, Intelligence, Leek.
Cmfitution, Dexterity, Charisma, and Snead. They. define the chara-e-ter’s basis innate. abilities. Other
details, round out the character, but the prime attributes are the factors” that make the "game work. They
determine the character‘s innate abilities: "which weapons can be used, haw many languages are k-aassn, hose.
.muehsptmishment-ear-1 bans-ustained in. eamhat, and so an. Eaeh.-- attribute isesplained below.

ROLLING THE BONES.

First you-need to -.l<new haw .to. determine these prime attributes. Testis where the dice some in. Ifyou
intend it] create and play a human" character, re'll four six-sided dice and discard-the lowest die,- Write deem
the total obtained and repeat the process until you have 8 numbers between 3 -'an'd. 18: inclusive, Thereafter,
allocate your 8 numbers to the 8 attributes as desired (non-human kindreds‘ roll differing amounts ofdie-aft}:
each =-attri-bute- and itherefere, (tanner-specify- where to place the resalt-s). Yen would be well- advised tei Write
seen the seems-in asset-l, assthe numbers; are variable- and may change as the character has adventures...—



Strength '(ST): is the ability to exert force - hfttng, shoving, ct catera. ST limits year charm of:Wire and.
armer. (each has differing S I"- "point requirements) and tells you hcw much gear the character can muse
arcund. if ST ever falls to 0 or below your character falls uncenscious.

Arcane (AR): is a mystical power every character has within themSelves and same can use to tap iii'te
magiCa'l energies In essence this attribute represents the character a magical ability Only Wizard-s (includmg
warrior—Wizards) and rogues are allowed to tap into their arcane power. The arcane stat is also the number 11f
spell points a character has to cast Spells IfAR ever falls to 0 or below the character falls unconsolcus for at
least 1 hour. Arean'e points expended during the adventure will be recevered at a rate of one (I) point per Full.
Turn-(10 minutes) If rest.

Intelligence (IQ): measures a character‘s ability tc reason, solve problems, remember well, at cater-a. it is:
alsera- factor in language faculty. All humans- start cut kneWing the-Cainrnen Ten-gee; For each 2firfl paints
cf intelligence - above 12. a character knows an additional language. iRell on the language Table- presented
below.

Luck (LK): is the1.‘a‘hility’th.= be; in the. right place at the rightitime. or to put something-“else in the right place-
at the right time. It is useful 111 avoiding traps". striking lucky blew-s With weapdns, and gainbhh'g'. "of all shits
The LK attribute is typically used in making Saving Rolls for which n11 ether attribute seems apprennate
(' this 1s Fully explained in the section on Sawing Rolls).

Constitutinn (Chi): is the: general measure of a character’s health. It. is also the measure cf endesance and
haw-'- much punishment the body can abs-Orb before it expires (often in an. exciting, fashion).-. Damage 'tak’e’ii in
.cerhb'at is stibtracted from CN. If CN' ever falls to '0', the character dies. Lost CN' paints are: recovered: at a rate:
equal to the. character’s level per. day of rest.

Dexterity (0X) refers to. manual dexterity and general agility. D'X can also he used te. determme manual
reachen speed (the hand 11; qmckcr than the eye) if the SP attribute doesn’1 seem appropriate

Chansma (CH): measures attractiveness and leadership ability and three 111" personality It is net 111.11 a
"measure of good looks, but can he censrdered as an indicator of an agreeable appearance Stranger
pcrsonahties will have greater CH scores A high score (1065 not necessarily mean the person is nice.
Fearsemene‘ss. beauty; confidence. and kindness can all lead 111 greater scares. Monster character'siwith a CH
are fratluently-rated With a negative score to indicate their, well,;-1non5trnusne_ss;

Example: Aa sac --w-ith: a CH cf16... might-fie .11e cr- weaker-1.7111111 era-'1' smeiiy; as he: "1' as are, hecazriaiwli
be nit three. A human. With aCH scars- of It? may as 'Siminghr lzeauirfirfi but “at either here; of sear-ass the
reverse my also as tree

Characters With CH scores in excess cf20 are notably attractwe exerting or insplrmg Those With scores
of 41 Or more hterally stand out as unique spec1mens In fact, should such a character gave a 1:11d ta: 3.
subcrdmate a level 2 Savmg Roll 1111 CH Wculd be required to disobey.

Speed (SP): is a measure hOW fleet of fact and how responsive a character is. Speed is the enly thing.
standing between many adventurers and the monsters pal-Suing the-in. The GM may Wish to use SP as a basis
for bedilr admifncss .111 instances whereDX rice-s11"1-- seem appwPflate



CHARACTER DETAILS

The 111-1.1011133111111.113 round 111111113 basic-chatacter:

Combat Adds: When fighting, a character receives a benn's for exceptional ST LK and DR and a penalty
for below-overeat: scores. The modifier is plus one (-1) point for each attnbute point ower 12-- 31111 111111115 11113
(1) pint for each Ipomt beloW 9

' Athabatc Score (ST, LK or BX) """"" 1|
3 '4 5 6 7 3. 9. 10 ll 12 13 1.4 15. 1'5 17 L3
" ' ‘ '- ’ ' 0" 0 0 '0 +1 +2 '-+_3-' +4 +5 +3?

Combat Adds Modifier i " "
_ Example 7111111131313 Sptteful .1 Strength .of13 gets 311111 H for his. Combat Adds Hon-1111131 13"ST LIK 31*-
DX 1.1 31.163111111111113 tow (£1101 111111171111 I333 than 9) a chommer has what 1's- known 1:15 Negnnve Adds on
‘nogs " (Timed the Spitefttl '3' p001: dexteritv offi gives him 11 -3 in. Combo! Adds).

Note that a character can have both negative and positive Adds that cancel each other out. producing a
single number which indicates his Overall combat ability. In the case 'of Tinted the Sp1teful his total Combat
Adds amount- to -2 (his average Luck of 10 doc-so"t alter things either direction) Clearly he should awoiel
combat situations and work on becoming less spiteful.

How Corrlbat Adds: impact on the outcome. ofhattle will lac-detailed inITheI Combat Scot-3111,- below.

Resources. or GP (short for‘ gold pieces called Gold Crowns in the city of KhaZan and gold .splifs in the
distant and 1111311111111 of Juwana) This 15 the measure of a character 5 initial personal wealth When creating.
a— new character you haw'e. some money With. which to .boy' weapons armor and other provisions.

Roll the33-diee again and multiply the result by 10. for the number of gold pieces your character
possesses at the moment he first: comes to your attention. The character Will probably; spend moat of this
capital equipping biolselt for his first adventure, but if he's lucky. he 11 come back home with more.

Note that the character 5 finances could easily be negative if the character on as: money. A character need
not carry all his wealth he 11311 leave it with a friend. hmy it in a secret location and put it in a bank oi:
Whatever he chooses. All thing-s-considered, it 15 better. to be rich than poor in this. game-

Character 31111011 111311911111 end GM3 11111.1: wish to 11111111113 that 11 11111111311112 who rolls 113111111- 111111111
gold comes fiom 11 higher 301.1111 strata than those the: roll. poorly This has no immediate 13111 on game-
play [11111111313311 some omnwng opportnmrtesfor role-plant

Character Option 2 (13301111111211.3110.- 1411311: 1111311111 3111131131313 13.11111 4—3133 11113113311111.1113 {011133111713
before mohipbaing'the mini by 1 G-goIdpiece-s.

Experience Level: the l'e11'cl is a moo-3111c of- how many Adwehtme Point's- the character has accumulated
G'Bneral lyzspeakihgsa. character. with a high-Islevel‘wi-ll have": better attributes and Skill-3"

Adventure Points (AP or- APs) a 113W character generally begins With no APB: the game master awards
theSe points during the course of the character 5 adventures. Adventure Points accumulate from game to
-.game. and. are the real molester of your socc'e'ss in T851". As characters gain Adventure Point's. their overall
Experience 11121 increases



Character Optien 3: Rarely, a GM mill (ii-law pity-m ti!) begin with veteran chambers that may :1!e
flaw: accumulated many Aliment-tire Pam-ts. These t’hWfil'Efem' will generality have t: higher-starting the?! anti
greater-attributes and abilitiés-than untamed-dungeon defeats.-

Capaeiity: is a simple fimetien "of ST - -a character can. lifi and carry 10 times ia'fs-= many-paunds- as he has ST
”paints. With a ST {if 13-, Tim-ad’s- ‘capacity is 130. lbs (afloat 58- k‘ilegra'mS). At full load he eeuld carry that
mueh weight for as many Full Turns; as he has CN' points; than he will collapse from exhaustien. Half that
sum (65 lbs.) can be thought of as, a Comfortable- lead. Characters seldom need. to carry that much weight “fer
'3 [mg par—10d (If time Without a. rest. Unwounded characters can- lifi up to twice their-capacity fer ' one t0 Slit
minutes (the time might be determined by the roll ofone (.1) six-sided die).-

Eneumhrance: is the total. weight, in pounds carried by the character. Timed the Spitefill hasn’t purchased

Sinee Wary Cain — geld..sil:1ier. er supper - weighs exactly efie tenth (if a" pound (or .05. {if a k-iile_g_i-am)j,-Tinjmt1
is (3a 0.8 pounds.

Languages: Fer each 2 full paints of IQ. ever-i 1.2;,..=rel;li tine-ea «in the lmguage table bet-ewes: detennmewmch
additienal languages the character knows.

All characters automatically have the ability te speak and understand their .natien-al m kifldmd' language
{all elatea speak e11: fer eXaMpl'e) t-human‘ player chafaeters. also understand the local “cemen’ tengue
(all elves. also speak “-human’). In addition, characters: that .speak-= 21 Written lang'Uage' are. l-iteiate. if thief-'1'- IQ:
scare is 6 or more. '

Character Optfqn 4: Increase the minimum IQ were)??? literacy- to 9; Literacy beeem‘ett- fare cemmodtty
and more value-bile. [iter‘etfise the" minimum to 12far-a more medievalfeel. With a m'iniimtm 01712 most. 9f (lee:
p‘lcerer characters-W1 be ill?!were andforced £69 seek 'knawleti'geable‘ non—player ahttr'rtcters ft) tittipher their
chi-es!



THE LANGUAGE TABLE

“13? £9110n i5 Simply 3211- example 0’5 a table that; the: GM and-splawrs can use tD'..'-$IlaI-t their game. As
the GM” s map 'i-sex-ia-lered, new sounifies. er cent-iinents-Wi'll be disease-rem with new languages, cusmms; we
'Sk-i-llfiSE-ECS.
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Ancient dwarv'e'n' runes-
iCemn'enrunes;
Bird cell
Clerical
Ruhe
High Elfygn
Dark Dwarf
Common "Fey
Hoedwmking
The Fey Sim-g
Sign Language:
Elf
Dwarf
Humilan- dialect
"Trade Argfli
Classical
Hebbit
Elf
Dwarf-
Human -' dialect:
Trade Argnt
Classical
Hobbit
Oreifsh'
Sly
Reelsgrumhlei
Blacks-peach
Greenezy
Sign Language .-
Dre-conic
Hadri'c
Helltnngne-
Forest Mark
Areanj-te'
Thieves” Cant

Spoken bye-'-
The outcasts ef-seeietgy
Written language" only
Written language only
Hunters and trappers_-.
Some religious orders-
Common folk
Ancient elf'lan'guagge-
D6613. dwatves
Fairy kin
Wink. signs need by thieves
Fairies I .
Hearing impaired, secret soieietieupnmxnves
Elves
"Dwarves
Regional..human dialefit
The common. trader-talk
The old comment tongue,
_-Hobbits
Elves
Dwarves-
Regional human din-leaf
The common- traders-talk
The old cemm‘nn tongue
"Hgbbits
--'0rcs. goblins,.-adv*:ennn'e*rs
Gehlins. ercs
Tml ls
Dyes-giants. "same titres
'Lepreehauns
Hearing impaired, sec-mt enemies, pri‘fiiiltiees
Dragons, and their kin
Human nomads
_;Sem'e demons
Written. basic language ugly-
Snm'e Magic Guild meme-ens-
Thieve‘s‘ Guild members

The: “chart lists: a few nf the pessible languages- that a new character might have had access te“ in his. hfe
before becoming an adventurer; Tn use the table roll two dice of different colets- or one die, ftwiee in
succession. and read actress to the noted language; Characters: with. IQ. scores.- of 13: or? less. only hes-gin play-
knowing their own. tongue (3 human dialect, in. the? case. 91’ humans), fer- 163611 2 painttsiofIQfiav-e} .1'25the
playtir may fall once an the languagestable

1'30



If you generate a language you already possess. chase a vartatron (-1111 addrnonal dIaIect) oI assLane that
the character knows an advanced ‘high class“ version of the language

Not’all languages:have----sp.oken-va11ants and some (at the GM'S 111511161101111111115’1 have '- " "
it"s: 11111111e that .ther'ej-a're martyr m'anu-seripts- written in reckgrumhle.

--Classieai'1s the {enigma-of a bygone era, few. humans stillspeak- thelangsage: 1111111111113: revered 1131;111:3113
wrrtten in classical. Most academic-s will be. familiar with it.

Trader 5 Argo: 15 the 111111" 11111111111111 tongue but it focuses only 01111111 basrcs such as “how mueh Is it“.
where 13-11” and “what W111 I catch from playing with it”.

There are‘also 3111111111111.ofi'speeiaiist Communication te'ehflique's' "that are usually restncted 111-31111111111353; sf"
seeretive organi-z-‘Eiiiona. Membership in the otganizat-i‘on does- not immediately confer mowed-gs of the
secret language.

Learning a new. language is a simple matter in terms of}game mechanics but more difficult when it
comes to role-playing the development To learn a new language during play, the character needonly spend
200 Adventure Points multiplied by his current level (it s easier to learn when you re young).

11011611613593 (thereafter cannetdrep to a 111-wet level or merger-11111311131 by [seeming a new language he must
base-the points—spare.

. . The GM may decree that. languages at the top and bottom of the shatters more difficult to learn .—.-— but
- is a oer-11111111111011 thatcan beigaored 111 111011 games“.

Other Character Details

You should make a reoord of -=a11yt*hii1g the charaCteI buys- (steal-s. finds, or is: gwen) to equip. h1mself
11111111 going. on an adventure. You may choose to. write“ these things on the. hack" of your character sheet.
instead. but be -.;sure it" is mitten in before the active part of the game begins. You may know that 31121119s re
character is wearing alligator skin” thigh-high boots. but if you dont have it written down the Game Mast-er
has every right to treat you as if" you were barefoot'111 his cactus farm... Also a‘ character 11 belongings may
alter during the course of play, so he sure to keep an accorate account of whatever he pieks up or loses. You
111-13131- also wish to. add a few other items 11133111111 character that 111311 help define him m your 11111111, like height.
..andweight.

lighter (elves) others are shorter but denser and therefore more niassive, sueh as dwafies. 01 course 11 homes
can be fat, thin, short, tall and all points between. Give some consideration to the" eharaeter’s CH when
choosing physical features; if the c—h-ara’Ct-er has a. high CH --score- bur is .5-foot l-inehtga-ll. 2.161.01101111115, 1111111111111
hair and husk teeth, what makes him so com-ending? Perhaps it’s. a deep and resonant Voice or maybe his-
fameme-'11 like roses?

Decide; Whether- 31111—11" group Will be 115mg .‘peunds and feet: 111' kilograms and metéra sad 3111111 111- it.
11113113110111" the—game.- These rules use 11111111111. feet and i-nehes bu”: makeareferenee1o-si111111e-eonaersioas£11111:—
timeeto-time. '

1:1



Humans largely'-' papelate the world of Tunnels 13: Trans, but that world is a big plane; At-.-s"e1_ne time in
373117 tunnel travefln'g; advenmres yen may find it In yen-r liking to e'reate'a- character other than .a' human.

Nun—human kindreds enjey certain advantages, which generally mamf‘est as increased attributes
However all hens-human characters must roll the specified number efdice for each attnbute scores may net
be allocated as (if-331 red

The fellowin'g chatt- List-s: the-recommended Seleefien-efhumaneld characters ;:.$ei-.ta.hle fer. use as, pleyer—a-
characters; a fittihertehart lists alternate characters. and or monsters.

Tn detennine yeur character 5 attributes, roll the number of dice indieated and reeerd the genre next te
the apprnpnate attribute. Where the hnmber 11f” dice IS s—uffixed with an addit1enal number (+1 fer. example)
add that number to the final score Although the humanoid kindreds eften roll mere diee than Hum-ans, there
is 119 guarantee eIIfI a highIgenre-1, trells, Ifer IIexample eall fer the relIlI (11° 7 dine te determme the strength

same wiil be around 21

The 11311131111131 S's-m fit” any attribute, regardless. of the dice used. is "‘3". Therefere, even a. fairy
charaefter... Whose. 9133330113 2 (l. diceplusz 1 paint) fer—ST er CN, increases that value- in the mlnlmum or 3
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3“ Trolls are often eonmdered mensters in the fantasy werld at large but Since this game is called Tunnels 1%
Trails, here they are presented as a player-character kindred Note that the GM sheui‘d r1111 7 .dijee fer the Irene.
negative CH but a player sheuld roll a standard 3 dice for a positive score.

Lenreeheun Hehbit W77 Gehilt-*1Elf.



Kindred” Notes . . .. .. j __ __ ..
Although not-11:11 dwarfs are like these we remember from the Lard ef the 3
TREES.) have characteristics'in'eiinintdfi.

';j_"ts, ”sortie ot‘the kindreds (or

Dwarf: these characters often have excellent night vision and are accustomed to underground dwelhng
\ihen called upon to make Savmg Rolls to" see at night at peer into the darlmess of an ancient tomb reduce
the required level by 1. Dee-Ives else tend to hoard their Wealth add therefore toll one extra dies to determine

Elf: this kindred enjoys an excellent clarity of hearing- and keen distance visiea Allow :a reduction of ”one
let-1e] ef difficulty when attempting Setting Rolls related to these feats Elves are also keen arehers when:
using any kind of how, they lose one less die when firing at distant targets

Fairy the fairy has the unique ability to fly at Speed for short duratiOns They can cover greater d1stanees but
at a more leisurely pace. Fairies are often quite small six to nine inches on average”. and they can pass:
.unfietieed in a hoe}? envnonment A fairy can hide 01' move with stealth more easily than same others,
awarding-1y, the GM should reduce the Saving? Roll level required- by one (1.)

Hobbit: masters ”of. stealth: with robust constitutions the hobbit'is often a naSty Surprise for an unsuspeotmg
toe Stealthy activities are conductetl at ease (reduce the Sat/111g Roll level by l) and the fast that the hobbit
has almost certamly just eaten, providing a sturdy stomach lining allows :a poisoned hobb1t, to also redone the
level of that Saving-Roll "by one (I).

Leprechaun: These are odd fellows. are generally" reStriete‘d to players able: to perform. a passable Iris-h
ascent. They are smaller than hobbits-end intrinsically- bound to the stuff of magic Lepreehauns ean east the
Wink Wing Spell one-e per Full Tum ('I 10 minutes) at no cost in arcane points. Additionally, any-character wnh
a positive CH score (and therefore NOT a monster) n1.u-st'attempt,- in all ways possible, to. keep his word if it‘-
is freely given to the leprechaun In any event, no matter how tempting it may seem, player-character
leprechatms should not be nlcknamed Leppo. his just not on!

On a final note all Leppes are Wizards, but they are not eons1dered Guild Members anti therefore -
thflfit Sharer: addttlonal spells beyOndlfirst level from the same shady.__parts as Rogues. '

Trail]: These big fellas (_E-ifeet (11' more) 111e odd additions
to a team of delvers. but they hare- many useful features, If
without a weapon (of the manufactured sort). the troll may
tight tooth—ahd-nail with a Monster Rating equal to ST, LR
and BK (don’t add. Combat Adds). Furthermore, most --are
actually made of rock and blend in nicely- with most
subterranean environments (decrease an enemy’s chance to
spot a troll hiding in his ‘na’tural‘ environment by adding. I
to his Saving Roll level. And finally, troll-s have an armored
stony- hide which can deflect dam-age equal is the trolls ST
disti'd'eti by l" '0 Cround fleet-ions Sewn).

Character Optron S: if’platters and game matters are

speed and rerordthe scareseparately



Alternate Characters- Rae-E's.
The fhllqwing are‘ .cfins-iderEd ‘mon'sters‘ for the Characters t9 encounter (at amid), Qeeagionaflm a

playermhara'eter may be drawn fi'em these ranks and if so generate a negative CH --s'e:ti)re to. indie-Site the
characters effec-t on those. who don’t preperly know him and a pesitive 3 dice score for these that (10.

Kindred EST AR I LK CN BX CH.
Bahfig. .22" .3- .20 " 5
Centaur 7- 7 5.:-
Demon 1.0 L0 .1: l
Drag‘en 3.0-" . 0 111
Elf, Dark 3.: 5:1. :5.
Gargoylaak 5 2+2 3+2
&W1 7 2 2
Giant L1. L] 11.1
Graeme 1+2 1+2 2+1
Goblin 2+2 2+2- 2--
G'r-emlin 2i 2
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Half-Breeds

ln magical BflV-it-‘Qflflilflfltfi with humamid races it‘s not a far leap 'to im2gin¢ that interEa‘ci-al. breeding
'w'ul'd be: viable. Half~hreeds tend "t0 be rare. Chances. are that moSt halflbreed's will be the offspring bf
dungeon-delving or adventuring characters. In addition. only logical creatures. could breed tag-ether (fairies
and giant's do not cut it). To create a. half-breed character. roll 3d6.. If you do not roll triples, the child is: Hat-i2.
.nntieeahle .h-‘al'f-brejed. Rel] one more die: if it -'Comes up even. the child will resemble its mOther'; Odd and it
will resemble- its. father. If you roll triples (other than three 6'53)-é the child is a" half¥breed. To determine its
attributes. average- the attribute dice of the parents. If yen have rolled an 1-8 on three dice,,,_ you h-aye' '3 2222922
breed. This child has the most advantageous attribute dice roll of either parent. TheSe super breeds. are
'u's'L'Ially Sterile. If‘One- parent is a human, consider the parent to have '4 dice in each attribute.

One other note should be made. If dear old Dad or Mam has received some tremendous magi-232'] gifii
{like the ability to shape-shift); this is not:- passed ”on ta the children. l'leweVer. a family curse will 2211222
b19221] ihe‘E; Of chars-e, 2'11 childreh are-first level Characters and must. bea-mIl-e'diup as. such.



CHARACTER TYPES

The most aspen-ant: decision needed to Create your. character is What kind Qf background and training he.
or she has received. This background deter-mines how the character makes a living: and a great deal more. A
charaCte-r must fall within one of the categeries listed below. Each category has advantages and;
dtsadvantages, strengths. and weaknesses. Read through them all, and then decide.

All .Charatr types have 3 or 4 Key attributes. Key attributes increase more quiekly as the character:
becomes more experienced In the case of- the warrior—wmard character type. the player may. choose any A
attributes as the character 5 Key attnbutes Other character types have Qne Key attribute spec1fied and may
choose. 2 others.

Phys? mammarraaa: ifAM? is, thafirsr lime yea have" played ' NET if?! shaman wan-ice is begin
i-t-Ié'liihl '

PROFESSIONAL: Professiamls are highly lakilled
in their chosen trade. ”The assumption is that the
character was apprenticed at a young age. Most of
:Ihcse characters are not adventurers and delvers.
Normally, they are content to live. their lives out
..earhing hone-st (or dishonest.) gold by providing
—gearls-- and services. Qaly- extraordinary
circumstances force-2 a. PrOfcs-sional out into the cold
harsh wand of-=de1vin{g-.

Professionals: haveno nami‘al ability toilperform
magic. and don’t benefit flan-1- warriiur honuscs. but
may use any Suitable weapon in the same way a
rogue does In addition, proteasicn‘als may add
double their level to the die roll of any Saving Rolls
relating to their specialized skills.- Professionals
should- have unique skills "available to HQ other
character type-sad begin with 2 isqeh skills at first
level.

Example skim: Engineer Skin’s Maw-er,
Beeswasrer Cariagraphcr Larcmmtar er carers

Professionals broaden. their skill- base at leash! _ _
4. 8 12 etc. For eaample; a Blacksmith. may became an Ehgineer at level 4. Siege Specialist at level 8 and
Dungeon Designer-at level 12-.

Thepmfesswnals p Keyatmbutexs CH. choose sewers
Summary--

I» Add double their level, to Saving. Rolls involving- activiti-cs relating te--thelrsPeclal skills.
. Add ans. addi't‘ibnal skill at leae14 and each 4 levels-.therCaficr.
.. Key attribute is CH 2 sadism-at key. attributes may be chosen



WARRIOR' A warrior understands force first subtlety last Warner‘s are tramed in using weapons and
met to best effect and receive a number of benefits (in the battlefield.

_ While warriors can use most magical artifacts they might come across; Wfirnflrscannet east magi: spells:
"(for them, it’s like being color-blind. it is. simply beyond their abilitieh‘). ,1fe-ehaeeere ST "is._.:g-;re.atet than his
IQ-gor: [1K that character could make. a good warrior.

Wamers gain-a CombatAdd bonus equal to their level, each. level. so. a
an extra +6 Adds (+1 at level 1., +2 at leve12 and-+3 at level 3.).

d leeel warrior would have

Someone who has practiced combat all of their lives should have home knowledge of- dodgmg and
parrying heyorld the average man In effect warriors have a natural” armor rating. equal to their level +1
The beams 13 added to any annot or shield worn. The 3:“1' level wamor mentioned above would have a haSic
attnqr rating of 4 even if completely naked!

Warriors can use all weapons for Wlnch they have the minimum attribute Scores. At level 4 they may
- nominate one specific weapon type as a spcmahzed

weapon. The character adds his or her level to any
Saving Rolls- th'a-t might employ that weapon (for
example, using a spear to vault --across a chaSm). The:
player may: choose additional weapons at least-ls: 81,12
“and. soon.

A warrior will he a formidable fighter,— even if. he:
h'as'ito beat his foes with his. bare fiat-s. Warriors Bier-6:373:-
roll 2' dice (rather than the usual 1-die). even if
unarmed.

Ualike moat characters, warmers never haste
negative Combat Adds based on :attrihutges. Each-
though a Warrior might have S—Ts. DX 3116 LE. shore-s
below '9’ they are considered to: be exactly ‘9’ for-the

3?? purpose of .determ' ' ini1:1_'g_.;€0ni1batAdds“;

The warrior’s primer)!” Key attribute-$331 meme
2 ether's.

Summary _
I Gain Combat Adds equal tothelr current level.-x(eumu1"a11ee Withpreviooa game);
a Gain a “Hat-Leaf art-nor- beans-“equal to the" ”current level + 11-pin additio'fi to ahy. armor wemot'

shields carried.
1.- May specialize in one weapon at level 4 and may choose"-~an---addit_i'o.11a_l_ specialist weapon; each

4 levels thereafier. The warrior adds the character level toany Saving Roll-required "to employ
the Weapon. " ' '
Been unarmed, the warrior fights with 2 diceplus his Combat Addsl

- _ Warriors :---do not have ‘neg‘ative.’ Comhat Adds;
0 ”The Wettior’s hey; attribute is ST and 2 others may be chosen

is



WIZARD Wizards (else called magicians mages. magic-users. and sereerers — to name but a few
alternatives) are those individuals that have an innate mystic ability and received the training to control the;
arcane forces that power the world of magic. Only youngsters with a reasonably good Intelligence and areane
power (IQ 111.1111 of 10+) and decent dexterity (DX of 8+) will be trained by the elders ofthe Guild.

LEVEI I spells (detailed later) are the basic heritage of wizard characters and most will begin play with
access to- many of them. The wizard knows. a number of-Spells equal to his IQ more (which may mean all at
them)! Spells beyond that level must be purchased fiom the W'izards“ Guild or discovered while adventuring
but the wizard must haVeysufficient attributes to east those spells. _ i '

Wizards can use a magic eta-filer similar magic focus, to preserve theirfenergies while seating spells. and
if'of' sufficient ability. may cast spells of lower levels at reduced-cast. '

A wizard equipped with a focusing staff reduces the casting cos-t of-.-alli spells by 11 1111111111111.- equal to 1111::
level (although no spell. with the exception of Deter-'1‘ I
Mag-t1: will have its casting cost reduced beIOW zero (0).

If a wizard of high level chooses to cast a lower lettel
spell, the cost is reduced by the difference between levels...
This: 11111111111 can be use-1:1 in canjunetion 111111 a 111111111113
staff. _'

Because wizards spend their youth learning magic.
they are not particularly adept at. combat. Only} small
weapeus like daggers and --appr0priate weapon-s like
quarter-stares: may be used easily by wizards. To use any
other weapon, the oh-araeter must possess twice the
minimum ST and DX requirements for that'weapon.

Wizards do: get Combat Adds; the same as any” other
aha-rapier type, and may wear any armor they can afford. It
'IQ 111' AR (arcane power) is greater than either ST or L-K.
the character could make: a good wizard. Den't forget a
wizard-must have an IQ 6’1. ARtof 130' or more. and a DEX of
8111' more to- begin with.

Wizards are modeled on "lblkien‘s 'G'andalf, or Merlin
at? Arthurs England. Magic is ‘tl't'eir best weapon ”and
defense, and only a wizard has an understanding of magic
suffieient to create new -'spell.s.. It takes-a wizard ofat least
:i-th level to ineentnew spells - and this should truly be dene
with. the agreement. of fellow players as to: the spell’s
ap‘pra'priatenes$_. logic. and suitable level and Greeting ens-t assign-ed.

The Wizard’s primary Key attribute 1s 1Q. eheese .2 othersi.

Summary
11. A Wizard Inns-t have” IQ and AR attribute ratings of 10+ and a DX at Ben
11. The wizard may use any weapon and armer but must double the ST and DX reqmrements ef

any weap0ns with more than 2-dice.
Automatic-ally begins play With a number of level one-spells equal to thewmards IQ.
May use a staff or focus to reduce the east of casting 3113.113;
May-create new spell-s.
Reduced castin:— east at high character levels.
Key attribute is IQ 2 :add‘itianal attributes may be aliases.



1101;338:515 characters 11151115131113.111i to use magic, but for 3113 135531131 311311131 never received the
necessary training 13 1311311311131r (131131311. that ability. Their IO. 31' AR may have begun too 1311: for aeeeptanee t3
the Wizards (11111111 they may- have been street urchins without sufficient capital to pay the entrance 1635;
they may have been brought up in a backwater Village 100 small to 13311131 with 5113-11 things; they “may h333
been a high [3111 5 y31111ger Child 133 lazy to stick t3 the 111131153 studies 3f either weapons 3‘1 magic: 01',- it-
3311111 be any one of a dozen other poesibilities,

Note: 111 5311133111111131335: the 331113 Rogue 3311131” 33. 1:11.3- 5331'15‘115‘11 131111: Reg-3113 W153131 P35351511 "133113"
535315155153 describe those 1111:31615-131‘13 111311161 1131}3111 11150q11 when it .fermed long ago. The 1533111131115"
3311: 5155311113: 1111313113 1-11-33 I135 311 -111111111de-f31' 3131113, 11-1111t 1113.1 33117311133315 enough 13 33115 1533111311
training. 035111.13 having LK 3511131? 3111-173 attribute 3111:1111-3n 1:1 .j-eek—qfie-IIi-tmdes, 111131155 .5113 1.1311133555113123}:
15115-1135: they 11113. 11311131711551 111-1331113111. T1115" I33}: 3}” 1131-31113: 3113311111}: :3533111111f31' 113.111 the 533113 311115? 11111
13131111111123 £11113 31:” 3113131131115.

111351135 13331-113 113' 533115 51311- 1311311 starting- 31111the‘y 1111151 133111-311 their magic 113111 player—3113133131
Wtzetde 31: 3311311135131 wizards that 11311 t fear 1331115315 113111 the Guild.

'Reguee have the ability to 1153 any weapon of their 333133 fer which they ”have 511R“31t ST 1111121 [3X 35
15131] as the ability to learn magic from 5115311311135 3311 find that will teach them. However. 11331135 will 1131131 _
1133 weapons and 511-1331 1:3 531113 them quite as well 115 they 113 1113-1113111 (133335 do 1131 331 31531 3f the: 1131131115
afforded warriors).

In learning 533115... the 133113 1351115 the individual 5kill5 necesfiary; b111-1111-l-331131‘1131'3megi‘e 3333313
533311121 1151.1113- - 111115 33 133113 3511 11111311111513 spel1‘s. FUrthermere: 1351135. 33 1131331311 the-11311311131 1115351351
foe-1553311 115 5151-35 115-111331- 1531: the understanding 311113 nature 3131-5513.

A1531 rogues- 11111-51 3351: spells at the full listed AR cost even if the. 135113 advances 111 levels If a regue
35515 a give-11 53311 51 5' 131331 leveL 1131111151 pay the 11111 3351-1115 3351. Addmenally, 311311 1:3 allure ‘I-Qt-h 131131
15 133- 3311131351311 for 5 133113 to learn

[f the 311633-51 5kill 111135-313 115311, lie-3113313351111 til-3‘1 with 2 eddifienafl 3131113311113

The13115331- 31113-311 K31 3131311133 LK. ehees'eéz others

Summary
--- May 135111553115 11331 1351135 51:: 111131111115 11111 1131 33111 11131227111113. 31511115- 31511 511111-‘113-5531151

M31! 1153311}! weapon 31133111315
611111131 east 51131.15 'beyend seventh level.
Must 3351' all 533115 at "11111 AR 3351;131:311 1331331: Magm 33515 3611 .(1):; 1131111
+2 skill 11311115511131 13.1131 (if the 31111311515315.1331 is 11533)
The key attribute 15‘ LK .and 2 more 11111313331135.1111._u

3.
.I

o
.3

Character 011117311 6: S3313 6M5: 11131111113111 rogues in. begm piay 13171111 531113 111331331 1313111135133
3.9511111133133111'13113 5111395131111 (1131611155 11151111111335 :3] sp5IIs granted 51131111111131 3133511 3115 (1) serial-1131" 4
filllpmm‘s QfIQ

Example W113 3111‘? 3f 16, nbyike -'-g113 1135113 1131111111013135353131—1‘313”111'

"1‘8



WWI-(1'R-WIZARD these. characters: are rare: breeds indeed and Shel-11d he Gena-idered an attend!
character type, a]10wed only at the game. master’s discre'tien. These are characters. trained in bath magic and
combat. It takes an uncemme'n- character to be able to absarb both and. the files-gingof fate; th be: ill the right
place at the right time to receive that training!

To account far the 1'a’it)” ”ti-the WWW-Wizard the character must-have 'ah.(lae-.- average seems- Egg-1:1: plane
attributes (311, AR, IQ, LK, CN Dex... CH and ’SP).-Te determine ifyearnewscharagtm is; eligiblfim 12mm”
minim-wizard apply the ,fellewingfmmula to each attribute score:

a. Attribute must equal: 1+ (number eif'dice rolled- x 4:)

In the: gage afhzmmm (humans. r011 4.2:!s and discard the: lowest score), the number "offline .rin-_ the:
familiar 173*. ‘3 ‘1 Officurse this means that human vii-arriar—wizqrds are more common filial: any other kindreci
Nevertheless; this 51f?! means: thrtf all qflhe Mitten: warrior-l-aijard’s attributes wusr'be I3 or batter.

Warrior—Wizards enje-y all the benefits {if the warrior type and settle elf thoee accruing to wmards
WarriQr-wizards, do not have the capacity to create new spells. cast spells at lower leVels te‘ reduce the east,
at use magic stave-s. They- ean however; cast lhwe-r level spells at higher levels for greater effect and” begln
with. a number ef'level 1 55132113 equal to the IQ scare. Somemhy- hale connectihn's within the Guild but mesgt
watriert-wiZard's must Seek additional spells elsewhere.

The player ched'se'e- all pf the w-arriqr—wi-zardis key. attributes alld unlike {the eater-ehatarqter mafia. the:
warrieréwizard has; 4.

Summary
Gain all theBenefits ofWarriors. .
May east .lewer level spells at a greater leae'lfitei' Increase thelref’feets
Begin with level one spells equal to IQ
.C-‘a'nnm use magic fool to reduce: casting spell. cest:s--.
Cat-mat create additional Spells.i

i
i
!



CHARACTER SKILLS

Shiite area'n area” 111-character generation that should be relegated to the optional! category. And-that is
what it is here; optimal! The-_projéssi1'0nal character type already has access to sp.ecializedknew1qe.thn
allows him to add double his level to Saving Rolls relating to the-area of expertise. At hi-fler levels this. is a
great advantage. However, characterskills do not approach this level ofpower.

if the GM and players wiSh to use this option -—~ and it is encouraged to more readily distinguish
---characters — all player characters begin their careers at Expertence Level 1; they receive 1 Skill Point plus
one point for each 4 filll points of IQ A character with an IQ of 3 would hegm play with 3 Skill Points".
Gammg experience levels adds skill points to the character 5 total; an additional point is added at each eve-21
11112111914, 6., 8 ._etc.).

Skill points are spent by. the player to acquire expertise for the character; each point spent must be
..a.llo'eated a ‘ta-g" or be added to an existing tag. Simply put, a-tag. is a word or phrase that describes a 'clisot‘ete
aemity that the. character” perfume” a little better than others; For" example, a hobbit character mi-ghth=a12e-_'the
tag.“ ‘z-eooking’ and. opt to spend 3 ofhis 5 Skill Points on the tag.

The player would then record Cooking 3 on the ehm‘aemr "sheet. The nuinbeit neXt to: the tag Its-added to
any Saving-I Roll "die-e see-re that relates- to thestag.

Note that skills- are not related to specific attnhutes. The Armorer 511-111,e example mlght he applled to
11 ST or DX Saving Roll for the purposes ofhammenng out a dent 111 a breastplate. hut [Q when used to.-Judge
"the quality of a suit of chain mail.

There is no. definitive list ofofficial tagsfhut a few suggestions11owfollow:

Examples: Accurate Actor AgiIé, AIIurIn-g, Archer Armore: Artist,- 30115121212- B'rmvler Cartogrepher
Domor 91331113512 Arttst, Farmor Fest—talker Good Rider Haggler HeaIer Heavy Drinker Herbalist Keen
Observer Knéfehthrmeer Leader Ltbmrmn Marksman Merthctnt,M1n11reI Mountaineer, Nimble 01111111112
P1211211 Qtuck-on—Ihe-th 11112 Range}; Researcher Seducer Shodowv, Sneaky SoIdier. S'pelunker Stealth}?
Steward StreeneiS-e .‘1—111211221I111 Swimmer Swordsman Theologitm Tracker Venmloqnm Vintner Weapon
51211121 or Woodsmnn. -

The mammoth number of: ektll pants 11 character can Invest 111 any .i'
level +3.

meter tag equals he current

Players should be. on the lookout for opportumttes to put their skills to good use. The GM 1s‘11- t going to
-'remember that you have the Fmagla shill when 32011 attempt to talk an tool-teapot into gwmg you fi'ee food
and hoard— it 3 job. to find a valid use for all your skills.

Although you may see eomhat-onented skills 111 the above list (such as Swordsman or 1111111111111) it
should he noted that skills apply only to Savmg Throws and never to- combat dice (see the Combat chapter
heloW)

'F'hr’ example, a chate’ct'er With theskill Marksman :6 may; he able to perform Rehin Hearflike feats (take
careful aim and out a rope with an arrow 11t at SO—paces) but he’ll never roll extra dice 111 combat just”
because he has honed his technical skill-s Combat is about reflexes (attributes) and experlenee (htgh
iattnhutes due to moreased Level) .



PROVISIONS AND 'EQUIPMENT

Same. items 111 111%: 11513 111114611611. will be too expensive" to. PHI-0mm I ‘3 ledjatdy, hm 663-“ 4&3". mgadvent11r11.the character maybe-161111 purchase more and-better equipment "with the-1164111113 cilia? 511003551“

Equipment @1170“ 11141570114 dxfferem 4111111154111 1141111210 star-1' 142671 more or 11.131111111111151 The: 1112111111.—
11-f:ard__gets double the normal 1141114111441 "(he-”s probably ofnobz'e birth); the warri‘ar has the-11511411 34614161
.1 1-1-0; rag—1141' have 5466.61 :1? 1-0 (131' 56- and discard “the 101423.31 if human) becam 1411» hag-1111' 1‘11. 62- 1111111:-
resourcgfld and wizard-'3 have less- (Z-dfce x I0) due ta their ruffle." andsl-fi'es;

Price-gs- are all li tiled in "gold pieces; Silver and copper coins- are also in circulation. One gold pier-161311111115
10 5-il6er pieces (31:), ”(1116 silver piece is worth. 10 copper pieces (0p). For ”ease of calculat.ion,--_ .10 wins,
re‘gatdlfifis of value or typm weigh one pound Most jewels Weigh 110 mm than one tenth of a pound (and
many, musiderably 113515), :althnugh large abj'ects. such as: a jade "statue fer 6113111613,- would have 1111. standard
11111171651311.3116, i'f'i'reIW-ant, should he aSsigned a Vialfle by the. GM

WEAPONS

7614111130113". are Listed first hex-1311531 in the fantasy "wad-1:] muscled warriars- are: d‘efinredbytheir-111411121?
111621331311, and {1f 011111311. because in a wmld rampant with 6:68 and other nasty. 11612111331613 needs '-'the- best
defense-available (namely, a: goud attack).

Swords
Bastard sword
Broads-ward 3+4
Falahian: 4+4
013111113 3112

Rapier 35M
Scimitar :47-
Shfl‘rt $141616 3

' ”:63 'CoSE 'Wenght' Range
1 10 6.5 --

75 4s .1—
125-
1.40
60.
35

'—.
.‘ #- M

3—
.-

F—
i 00

l

Haft Weapflns
A are, double bit
:13:a. thmwi'ng
k-Ia'cc...heaw
Mace-,3 light
aingistar
War War

1141-41: (1411 Welght Range
2 140 7 ~
'1 311 1 13
2 126 8.5-. .,
1 15
1 14.11
2 .8551 :10

:-
u:

144

I

Spears. 0111 ST Dx .Hfifids Cast "Wenght- Range
.4141, purl-é 7 14 13- 1 10 10 _;
J314114 2 5 7 1-0 1.5. 4:01“?
Pike 6 ’1 S 12 160 '
Spear, comnmn 3+1 3' 8 20 __
314:6? 2 :2! =1" 1.1 25
1:144:11 4+3 '16 1'6 130.; 3 1:6

N
m

221?



Dirk
Knife:
Sax
Stilfittfl.

Missile We" '
Bflw, heavy
BOW; light

Bow .Medium
Crossbow heavy?
Crussbow light
Crossbgw pistal
Shngf
Staff sling
Throwingfitfilfi

11311111111331116444411415161

8-

.6:
1

fifififiw . '_. ' ';.':

25.

"15
.12

W.
W

W
W

BX
"4.110

1..
1-0
”If3

DX‘
l '7
1-35.
15
1-0
10:”
15
1-3.-
1.1.7
l 3.

414
10-
13.2;
12:

Hands:
l
1
I1
1

Hands

ha
tte

r—
t—

w
bg

bg
w

tu

Hands
.2.-
'1
I

1.0."

Cost
9.90
’1 .200
1,509.

- Range

Range
I 60
6.0
l 20
1-53.13.

.1 00.
40
6.0.

19.0-
5:03

Range
.30
4o

'D-X.

Gunnes are'7the-prt1du-t1tflf a little understood science and their successt‘ul use bfie‘n hinges 2011 the luck bif-
‘t'lie marksman. GMs-mtty: retire a'succesgfifl level 1 Saving Rel] on LK-(‘ui'r [314612.011 DX.) be fire: tat-gums, If
the roll is mi:ssct:_l,_nt1 dice may-- he rolled. that Combat Turn but no ether ill 4.466015. arr: sufi-‘eréd unless the
player mlls exactly ‘3’ in which case the gunne explod’e'és inflicting 3-d1’ct: (01'- 12-61% in the ease o'f‘a drappfid
peta‘rd) ofdaina'ge on all. Within 3' y-a'rds of the Shoatcr. '

Am'mun'ifim
Ar'mWs (20)
Bluriderbuss shot (. .10)
Case (holds 20 110115)
Pistnl powderand 5t (110} _
P11d and "shot 13011611. (fields. 230 511015)
'Quarrels (10)

Quiver (holds 4.0 arrows)
Sting; stabs ( 1. 0(1)

:Weanan and Ammunititm ChartKey

gem
1.0
301
:5.
3‘0
10

_ was; ittdittetes the number efi-six—sisdbd dice to; be relied -.(attd the: 11161141451681 mints. 1:1 be adcied tar: the
161411.13 Each Combat Turn.

Exampfe A6168 mung 11f5+2 means that durmg camfimt. the p14;
point-.5? to the fatal:

-_'--r- 331044141 rellfive' 111311 and 6‘61" 3

All weapons have ST and D reqmremants A character must meet these 46411111311 minimum 111affabttvely use— theweapen
22



Hands mdteates whether the weapon may” be melded 111111 0115- Sr requtres two hands A weapen
requmng two bands can be used'111 ene hand prewdmg the fighter has 3~trmes the required ST S1111 double 11-1e
required DX.

C1151, lists the price, in geld pieces etc a brand new item In geod condition
Weigh-'1 1's liSted'11:1 pounds (or tenths of pounds) for all items. Oceasmnally an item is liSteid SS weighing

zere (0) peundS. Such items can usually be carried'111 large numbers without impact m the character but the
GMmay allocate a weight for characters carrying (1113 of a certain item.

Ecample: R1361: 111111 Rogue decides that it 1veuIeI-be 1111 exeeIIenI idea to 1111171.: 1'47 mane): pouches 11.6011!
Iiis bed}: since they have 1111 efiectrve- wenzr of sere. Off course the. GM dees 11171 eIIm-r R1gby s plaver 1‘17?
pervert the ruIes in this 111117 and 111111011111. es 1km the pouchee here a combmed weight of30 pezmds and make
the ehemeter Iook Ii'ke Pavarotti.

Range indicates the maximum distal-lee: in yards that. the: weapen can project a misSiI'e. Beyend this
range, halve the dice value; beyond double the lJ'Sted range; it"s rarely possible toseore a hit, b11111 suecessfid
lee-1:16 Saving Roll on LK might result in 1 die ofdamage if the GM is feeling really get-11110115.

Note that the rather rudely named bastard Sword As a rul,e a nee—handed weapen but these ef
exceptional ST (22+) may wield it one-handed

Finally, up to three throwing stars may be launched at the same target in the same Cembat Tum
effectively, the thromng star beeemes a 3-—dice Weapon.

ARMOR

"On a good day, armor can} serve yen well. It-willl continue: to step a dumber-ofdeiflag'egpeinfi equal 11') its:
Prete-etiori réatihg (uhlesS the. players and GM is using Combat 0111111119: Armer Damage).

Each. item of protection (11117101- and Shields) has an associated ST Sit-ore. The .p‘leyei‘ must record hIS
equipment'“s ST totals and ensure they do not exceed his character’s personal ST. 11' the required ST- .of the
arms: and shields does: eclipse that of the wearer, reduce SP and DX by 50% (round up). Additionally, the"
player must make-111311612 CN Saving-Roll each Combat Tern ofactivity or lose I. point of ONE

Damaged armer rind Shields can be rep-aired by- a suit-ably- equipped and skilled character; the cost is:
--11's'ually-' S geld per point of damage repaired, multiplied by- the armo-r’s weight in peunds. In Some-se'ases, it,
may: be that the suit of armor is so. badly damaged that repair is mere. expens-We than. buying an entirely-"ha?
suit. 'Ofceurs'fe. repair may be the ”enly- (Ziptin'r-fl A-n armorer with 11. I111 earl eseally fix; pee-point .ef damageper
4-hears,26131155101111.1519? reduces-the time-111111111161) heur per point.-

FullSu-its bf-Arhldr- Pfidtéc-t'idil ST CW Weights
C'leth, feneihg .1 ”1 15' 3.-
L-ar‘nel [at 16 1.1 _ 385- 81.5
Leather, hardened- 5- 5.- 51}. 6.
"Leather, sofl 4 Ii» '40 5..-
Leather. studded 6 6f? 60 6.5.
Mail, chain 9 9 235 1'0
M311,compes-ite-jpléhte 1'] l "14 4311 '12
Mailning 7 7 20:0- 7-
Mail, scale 82? 8- 250 9.5.-
Plate, fun 12 is 600 2:0
Quilted; fending: 2 .l 30 35



Shield Protecnan Sit 3 Wright
B-ucki'er' 2 l l 0 3'
Large 5 6 10.0 12
Medlum 4 4- i765 6:
small 3 3 '3 5 4...

Equ¢ment Option 2: 01412:! materialsfbr weapons and armar

Not all cultures have access in ..s_'-tee-I' to construct their weapons and (Irma;
8:0a is less sizing: than #013, 30% cheaper than the Ilisted: Steer-1 items and nor-ma} '
weight. Iran will no: (end. {0- break against brome and i3. 60%‘1119 price :3)” steel;
(”upper is [es-.3 stunt)! than. bronze. and gold am!5t are weaker still. Mith'ri! is

far simnger than eve» steal. and a mirhrf'l “fawn It's-11:051.}: a number afgnldpfecex
equal if) 100 times its steel counierpani 15* .Irveight. A11 armor should be dqubled'
5:322:55: any: 11994240238 made-fish: a material sqfl'er- Than Mama

ARMOR & WEAFONT SIZE _
All 41.311137115t‘equifimenti is: Gflnfiidered sizg I . Characters _'or mange-rs their ['6l at 1644’: 7 dice“ far ST

may use size '2 "Wehphn's- and mum. For each multiple of 7 ST dice, the character may add «mes-(1)4114
maxi-mum size.

Each paint :of5.1512433154444114 (1)adds -l+‘1 dis-actor 2 pointa 43f"garment-1:55 and'dnuble-s: the; -_i_tem’s 543$ '_ _.

. _ GENERAL SUPPLIES.
FEW-i’charactem Wm succeed (5111 extanded EXpeditiOIlS with armur and: weapans. aljpne. Clothing, feed, and"

specialist toms are required at every adventurous. step of the mg. The Toilting. 'hhi'afi' bfiérs- "a few.-
‘s-uggesfiunsi that may assist in the early career of a: budding hero

C431

Animal. farm (gum sheep etc) 170';
Animal, 'féed (usually-grain- (gr-f 'samezrsarfl lasts-.77 days. _-2
Afii'rfial, hfirse 250+

' ; -- kesttel étcg)? . so

40
20+
30
500
l
450
2 5

B-edroll 3 __ 4
Belt or hamesfjs' 3:522-10 .1
BlankE'L large 4- :4
Denis, .fhncy 90'" 4
B'OOtS‘,.wal.king-T 10. 3
law case 4.0 6
Building. cottagg (64 rooms) 15:000. NA
Building. shack (one mam) ‘ 200 NA
Building, 5;t (4-6 rooms .pQS-Sible-sgsecond 3mm) 4,000 NA
Building, tfiwn house (-8- warns, 2531:5345). 5000 NA
Candles; .( [.25 each bums f4: appmzsirnatcly 1- hgun)..- 1-. 2

2.4



Gimme. Geld weather. '
Clothing. 00111111011
L" lething, fine-
C empasis
Diee. me set:
Helx symbol
Jew elry. average
Jen-eIIy.-in-’1pressive (+1 CH whilst worn and enable)
J'an elry. modest
Kit. alchemistical- (vials. pestle and mertar'eteJ:
Kit. annerrepair'
Kit.- haw maintenance ("requ'iféd t0 use a bow-over. extended pefiedg)
Slit. carpentry '
but. climbing (hammer. Pitflflzs, belaying..-pifns.a;and nape.)
Kit. clothing repair '
Kit. fishing.
Kit. locksmith
Kit. medical. (supplies: fer 7 ewe-deems. {the normal. hea-Isifig rate)
Kit. metal worker’s:
Kit. trappier‘s- (rope, snares. bait)
Kit. weapon repair
K11. Wl'ltlng (ink... sealmg Wax etc"; mcludesseajed bu“)

Lam-p oil, flask (as-ix refills.)
Lamp ail. skin (one refill).
Lantern (prevides light fer “'60- m'i'riiufee. 3'0'eféet radius br-fijfl-ffipf beam)
Magical feeus or staff
h-lagieal fee-us or ”staff-deluxe
‘xla'gnify iH-g glass
.‘s‘lat'ches, dwarven (:12. in he 5.3;).
Mirror. hand-sized
Henley. belt. eqneealecfl
Money purse
Oilekin. large:
Parchment (12 sheets)
Playing. “cards".- ene deck:
Previsions. 7 days
Rope hemp (pelt- lfl-feetJ
Rope...silk (per 10~feetJ
Saddle and flames Cmeludee mlscellaneaus riding gear such-es. a herseblanket)
Satchel
"Sheath or SGflbbflTd
Sheath or seabbard with secret compartment
Shep (essentially a kit but permanent);-
Snuff hex
Staff. magical few-s- (net necessarily an actual staff but a 001011;; efgemeeqm
Telescope (4 X- magnificatiofi)
Tinder be): (flint, Steel and tmder)
Torch (pmvsdes light for 20.1mmfies 20-13901: radms)
Trade gems»... average

25.

1.2.2.

2.0-
300

150.4 00
110.0
1000

1. .0
1..200
2511.
..3Q

4.0

15.
25

2'50
'10
20
en.-

25

90
l 00

5000
1 DO
:10

1-5

120

31'?39

+110.
'1 .0002}:-

12
250
5.00

3:»:

01.23
0“. 1.
0. 1'
30
4.0



Tra'de' goodnessie 1.x Varies
Trade goads, luxurious-er exotic 9st vase-.-
W-agon, large ('6 people Or 3-60-9tftade- goods) 2.5100 756
Wagons small (4 people or 240 trade goods). I 500 50.0

Equipment Notes

Aks is a portable cellcctien at“ useful. teols Macon-smashes It ”is easily.- portable and nan-the resteekea
fer halfthe. coatof the-original kit eachmenth.

A shop functions as a permanent kit: it is generally not portable hut."in some cases may he housed in a
wagon of some sort. Quite often, it requires one or more rooms and tn some cases an entire building is
appropriate The cost of fine shop 3 housing is in addition to the price listed for the shiap itself.

Adventurers often make use of horses to get from one exciting location to another. They asei sase-ly-
important other than a ”means of transport but if the game master or players require stattstlcs the atmbutes for
common animals are listed here:

1: 1+2 :4 3
2' .2 .6 NA
1. l” 3 NA 1
1 1 3* NA 24'- I

.. in some a'rEas of the: fantasy World, trod-e gases; are! exchanged rather than gold and silver. Thenest of
nade goods- is. relative in that, an exotic good is worth 9 basic gross or 3 average goods. Exactly- what a
"basic good’ is worth is dependant on the-economy and the GM. A standard of 1. good equals. 100 gold is
workable and the GM may wish to note different exchange rates at various locations: F‘or' e‘xa‘tmale.r luxury
itemsmay bG'WB-fth; 3: or more times their value in the city. whereas basic items are in demand on the frontier.
Again, exactly What constitutes a trade geod is lefi to the imagination ofplayers and game- ma'SliEF.

A deflate magicni'ssafl'can he used in combat with dice equal to the wizards: level divided'hy-twa but a
minimum of 2rdi'ce. The staff also provides 2-12 (roll 2-dice') additional points-- of .AR per day-L,- which the
w1zard may. freely "use for "casting; spells. There are also rumors that the staff itself contains a: tiny demon,
Which protects the: staff “making it all but unbreakable. Of course-5- few owners are game enough to test the
breaking point I such an expensive item: so this cannot yet be -'confi1rmecl. A cheaper version of the deluxe
staff exists: and can take many forms. — it's merely a. focus and can be a stat-if; lucky charm, wand, ring at
enter-a. This ‘n'orm'al’ focus- or magical staff enables a wizard to coat spells oft-a lower level than his own at a
reduced cast ..(-'ais_: does the deluxe staff) but has-no other special featmes;

Equipment Optics: 3.: Parsons
For case all poisons are sold in vials: contammg 3 applications assummg they

can be purchased at all. One application of poison can cover one (1) weapon 20 .
arrears; 10 bolts, or 2 daggers Poisoned weapons must penetrate the target 5 armor
to be effective When used on weapons poisons last for 3 Combat [urns (or until
the weapon penetrates :armosJ- before wcamlg. eff

25f



GM’s may insist “that characters applying 1101231111.. 111 weapens make a level 11- Same 4611' 0“ LK W- BX
(Wifie'hever is 'hi'gher)fite aveid cutting themselvea’ and Safféfiflg the'ififfflfiifi-

Poisen '
C (irate

Spider-- 'veeemt

Hellfire Jeiee

Dragen Wine!!!"

43‘D-e- s.cript]on 2111;: as a e 1:5 I; 3% -. .- _ Cast

Damage 1; 2 for edged or pomted weapons 109

The vieti-mis paralyze-d within 3 combat round-Is; The 150
first Combat Tum has no netie-eable‘ affect. The seeend-
CT the Vietim is at halfEffectiveness. At "the end ef'lthe
third'com-bat roundvthe Victim is paralyzed and helpless.

Damage 111 1.5 fer -;_a11y weapon (even blunt cuties). 5,:

Damage 1'14 115-1- edged e1- poin'ted weapena. 1090

Weight
1 '
.1.

1
.1

t? _-1F-’-!11yeiicharaeteramay {11111111 GM1‘11. discretion) 1'11;- flawed 11 CN 1171115113 R1111?" e: £51113? 3 a1 -:a11111_’1_t the
1111111111 ’3' = 11.355115...

Equipment 017111111 41Muswallna1‘rume11ta
Any prespectwe bards eat there? A few common Instruments are Included here far these characters "

the appropriate skills.

:-:-:-'-:-: . . . 111;:-

Iagplpe I

Harp

Lute-3e Mendolm

leather bag by blowing into it through a tube. The music
comes from feur wooden pipes equipped with reeds that3111;
11111 Earn the 13213. One of the pipes; has holes drilled 111 it. The:
bagpiper 516511113135. 11 shrill -'skirli11'g melody by eeveri-ng and
immehng these holes with the finger-s.

A wooden er metal cylinder with calfskin stretehed hghfly 1D?
eti'er' tine ('11- both 511115 to flame the head. Strikifig the head
“11111 the hands or one 1111 two sucks plays it.

A Whittle-"n or metal tube about. 12-18inehes Tangy-cldsedj'at 50
ene end with-holes fer regtdatihg the tune. The flute played:
by holditig it .herizentally and blowing over a halt: near the
elesed end. It has a smeeth rich him to it.

.11 'tfiangul-ar shaped sttinged_ musical instalment: The frame “3+ig:..._m;ade ef‘rweed and it carries in many sizes; Item abtitlt 1-2
hie-hes tealmost 6.0 inches in height.-

A weeden pear shaped matrument It has a deep, curved back 300
and a flat tep. They vary greatly 111 the sane, and number ”at
355

. = - I » - _____ Cost
A W111d instrument whleh requlres the player to inflate a 466 35.".

25
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Ly‘re A Stringed musical instrument made up inf a sound 1363:;t 10:9: 35+
II-urved arms, ”and -a crossbar, stretched. acrsss a- bridge and
Attached-to the saund b0x. [t' is played by strumming or,
plucking the strings; with the fingers or appletstrum.

Trumpat Consists of a cylindrical tubes made of brass turned miss 52E! .3;
back upon itself, with a sup-shaped? mouthpiece 'at (Ins and
and a flaring ball .at the other. The vibrations ofthe player’s:
lip's_.-jp.roduce the tones.

Hand held ovoid (woodwmd Instrument) popular with gama 10 1.5
players

COMBAT

II 'LI'IIIJI' IIIIIIII yak knew; II *S: I-III‘IUIII you heat It am (If...

YQU know, you’ll probablyget into -a fight or two' when. adventuring; but: how :gwd a fighter "are $611?"
The 'fnll'owing section looks at battles. between barges. and mun-Stars. (or cer characterg) whom. the
--wmpfilications inherent in Magic and M55116 Fir-e; they are dealt with iii-their owIJ Sets-ion!-

As discussed abovei certain attributes are key to successful battle-s: ST, LK. and DX (Strength, luck, and
dexterity). If "YOU i-are batter than average in any of these 'att-ri_b._utIIS'.-- you: will be a better fighter - yau hit
harder, Control ysur weapons better, and “are just mere likely. to get? _a lucky shot. Since “average” is
cens_ide.red_- tub-e between 9 and 121,121: each. point ahsve 12 in- ST... LK QI‘DX, yea gm .1 point added tn-l-ys-ui‘
C’IIIIIIIIIIA-dds.

Ifasy- ofthe key. three- attributes are balaw i9',-3III1I must-"subtract: 1! point
fi'om yam .Combfit'iAddS fflr each...130t ‘

For armnple SIIg the HSIIIIII has IIIS follmwng aIIrIbIIIEI, ST II DX
I6 and LII I4 AS I1 FESIIII- SII‘g gets +4- fiom DX +2fIJI LK i"
8113 S IIIII.CambI-II Adds are +4

Eviary weapon has 'a' certain number (Ifdiée representing: the --amountof
damage itsan-potentiafly- doI-haw- easy it is to use and'how'effémive' it Is at
deféafing Enemy defenses The weapon’s dice total plus your Combat Adds
reflects-how Well. you fight. As you willsse below, iIIcI‘eased -_e'xper.i-'ehiee if]
the farm ofAdventure paints leads t9 better attribute scores. andI therafflm
more Combat Adds.

.. When gm find ySuISeIIf iii "combat, make sure you have the. best WCEIEOnS-and fauna: yqu can afford a:
find. . Circumstances: tor thB‘GM. may dictate what. ysuvca‘n and cant do; for -eX3mp?I-e, the. GM may tell yam;
that the- Gamma; you are: fighting-in is top narrow to make- use (If yes: huge. twauhandeid Swan?!

28



When year character enters eomh'at, start by telling. "the dice. fer ;you'r we'a'pens. Add the tetalsz. tugethea
Hat’s say. we rolled a total: of 16 with the Sa—di'ege fer a. mornings-tar). Seme'jpewerfuli Weapen-s. have-'additienal
Adda; that are applied in the same way as“ 'a' character's Combat Adds, in this- example, the memingatar
doesn't receive any additional bonus-es. Next. add your character‘s normal Cemb-at Adds. If you had 20'
Combat Ad'dsfi yum: total would be 36. In the unlikely event that Stig was fighting with a morning‘s-tar, his:
tetal Would be 20(16 fer the weapon and 4 for his own Combat Adds). That result is the Combat Pain-t Total
toffee referred to as CPT), and. represents year part in a smgle round of fighting or your contnbutron to a
greup battle

Your (inpatients will. fight-- back, of. Nurse. Some fight the way yen-r --chataeter
driest with weapons and Gembat Adds. When you have. to fight sue-hen opponent,
you. will be told the weapon(s)' being dated.- the CN and Cembat Adds" ef‘yeur fees;
and if'thEy are wearing any armer. Although-year GM may eheas'e- to keep” theCN
and. Camber Adds st‘dria's- a. scene-r;

HeWetr'er, most monsters hm: a Monster Rating (MR) This number reflecting
how well the monster fights; In a solo. adventure you will be 'te'ld the monster;
rating. in which case consult the following chart- to determine the number ef
combat dice relied In" a game-mastered adventure the GM will most likely keep
enemy ratings secret but players should at least see the number ofdie'e rolled.

Mans-tar Rating Number'et" Dice“
'l-_ 59.. ' 1
1049 2
2049 3
30—359- 4
etc. -'ete.-

Te. deem-me the number cf jdiee rolled, die-ide- the Mrmster-
(discatdingany remainder), ands-add 1

tmg by '19

Monster-s also get fAdds’ just like y'eur character‘s Cemhat Adds: that number"
is one-half'the Monster Rating, rounded up (so a.monster with a rating of” 2-5 rells 3
dice and has +13 Adds). When a menster fight'si the GM will roll the appropriate
number of dice then add the ereahrre’5 Combat Adds The result is the menster a;
Combat- Paint Total.

Note: The Hundred T&T monster (if fire-re conic! 5e such a 15mg) 33 greetbw
drsrrdvantaged cancer it begins to rake damage Each paint of damage reduces {Pie
cream-rm Monster Rating which calls for a re-evalzratwn of its Dice emit Adda
The GM’3: section Qf this batik .oflerr some wcryr of beefng up mensterr 5133fie
new this mformrrtwn is all thep/m’er needs to know

Once you have .e‘StabliS'h-e'd your CP-"l' or that ef your "Side" and the enemy’g
CPT, compare the two numbers. The side with the highest" number is. deem?“ the
winner of that Combat Turn (apprexim'atel'y 2-minutea of game time). The laser-
s-u’ffers damage equal. te the-difference between the lewane high EDP-T.
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You and 310111 party. may have to fight several opponents at 11:11:13.1)? 311,; add together all the monsters
CPTs before comparing the grand total with your team s CPT,

If the losing side comprises several members allocate the damage suffered equally between each.

€15!o OpIIIIII I:DIII11ogII dISII‘IIIJMIffJfl-
F01- I-I more strategic game the GM and pIm 3111 may agree I0 IIIIow Ike-10.11113; sIdI? to allocIIIe (Image

III-eoIIIIIIg III. pres:TEHCE’. WIII1 this Method. damage I'm-1 1?s be Izllocored III characters with the nIIIIesI
1110121111111 IIIInImrzmg #11: risk 10 weaker or Improtecred chIIIIIIIers AIIowIIIg .IhIs- method of damage
.d1sII'IbIII1011 Increases Ihe value afarmor but can prolong combat encounters

Not everyone On the losing- Side will take the same amount "of damage; some will have armor. .lifso-I
reduce the damage? suffered by that lucky individual by his 01' her (or- its) value (01' tIs when-500116);

"Damage-that exceeds the target’s 1112111111: rating reduces CN or Monster Rating by: a like amnion. IfCN or
MR is. reduced to zero, that. combatant is out offthe fight and will. mestilikely [be dead!

13111111110111i 2: SpIIe 0111111031:
The 11111.11 1112111.:t armored waIrIIII' (11111 111111- 1101111111“: that f1111 weak points- In hIs .dejooses 111' sIIp

hooveen the [JIHIES‘ of armor T0. 111111 IhIs spoon. 1111: GM and 1111111111151 11111.11 make I1 110113.0fet1ch --'6 rolled
during a Combat Tin-11.111 norms! play each sI-x represems 0111: (I) 1110I11IefSpIIe Damage (13o; IIII I11 1111111
of my defenses) SpIII': Damage Is 011011011111! equally 111111153 the 0501111 sfiategw Opt-Ion Is In use. Spits
Damage 11- afios the 011411 way I1 emIng sId'e c011 IIIIIe damage duIIIIg (I Combat Turn

"Combat Flow-Chart (withoutoptional considerations):
I Players roll dice for'th'eir characters

I: .Add-weapoh adds (if they exigt) _
=0 Add. Combat Adds. (this may be a negative score 11:11.1: characterts parse-Mam puny)!

-.. This is your Combat Point Tat-a1 (CPT)

11- The GM theih rolls- im- all monsters and enemy. characters Involved (if you are a 3111n player Involved
In a sale adventure. you ll. be [011n these dice too)!

I). Add weapori adds (if they exist)
.11 Add Cam-hat Adds-(or half'the monstsr’s. MR)

;.. n III-me. irs-the enemy Combat. Point Total

but no oneI If 11.111111111111115 are the 11111111111111 Combat. Tum is med Swords leek. .ehssseters -
suffers measurable damage.

11- Otherwise;one-rsideoill have the higher CIT (the III-inners)zrasd that-other mllhave 1.1111113111111311 (the .
ld‘SéI‘S)..

.- The losers. take damage 13111111110 the difference; in CPITs and must distribute that damage equally If
there: is dmnsge lofi over. the GM. will nominate a character ifno volunteer step'sfo’t'ward.

If' at" the.- end of. the Combat Tum there are still characters: anchor. monsters keen to continue the; battle...
tho second Combat Tum begms and the pro """ is rap-cam until. --211n.l.y one Slde ..-rcmains (the 9.111311111t3111;
died 1111 fled).



”It ”Should” he noted that combat'IS a narratwe system. it gathers together the entire. antion of a pitched
battle over a 2-minute period and turns it into two numbers (the CPTs) '1 his-can be fun for a While and 1a
certainly quick and easy; However. players afi-d GMS ”are encouraged to be as deaeriptwe as pensihle'in
i-l‘loetrating their character’s act-inns.

You eould juSt roll year dice declare the result and hote your damage. Alternatively. you might
announce that your nimble hobbit will leap atop a- table and use a tin” plate as a Frisbee to cut a ”rope. The rope
is busy suspending a” huge eartwheel ”(hanging from the ceiling), burdened with candles which will tumble
down upon a ”gaggle of 11115113p'ecti11g ores”

Clearly this action is mere involved ”than Swhlging a short sword and dodging a few blows but-51: also;
gives the Impression that things are happening rather quiekly.Ca11 the hobbit employ his sword dunng the
same 2—minute Turn as his Frisbee anties? Will he succeed? Will his Frisbee min-5.111112! slice the plume 1110111.
11111: colleague’s helmet? The GM has cam-plate control one: such- activities and may denide tee-1111311151. 111131.111
the felloWing methods:

I. Give an. CPT total to the hobbits side. for an amusingnarrative"
2. As's'igil a flat (aide for the Frisbee nativity and allow- the hobbit teed-d. his sword. tn theCPT
3 Assign a dice value to” the Frisbee” (or treat it” as a missile weapon) what-1111111 thehobbiiti":s‘

award to be, used during the same turn
4-. Call for the hobbit's player to make 'a Saving Roll tn .iietermitlfi the aunties; zen failuie; of the;

described action (mete on this later). . .

Combat Optien 3: No Ganja-11:11.11
Iih (111111111011 practice to create one Combat Poi-m Tia-((115fbr :n-(inh side -b.ttr=oizI11-bn'na1tse' i1 '_.1.- nt—iaiier film

1111312. The GM is fine to (Ihride [anger give-zips into .znninIIn-r comb-(11:9- and get with pittivnr 01* ..sr‘mall grow-2 fin:-
generate a! separate CPT For example. the party is comprised ofiwe warriors (1 rogue and (1 mega. thayaan
5115*i exifloring a. ruined knep when they are stat upon by a band Qf” 6' arts. Aflnr one C ”om-bat T111 11 the orna
irate picked 11p rife-111 wounds and (he heroes are leaking like ”they-112i” prevail. 31181383111112, an earth Iremor
hpam' 1:1, jagged rifi‘ in the flaw (if the. chamber! 011 one side we have (Ire 2 111mzors (he rog11n.11111d 4 arts
:11 the other 311111111 the triage (11182- area The (TM chooses to. run Combat T111112 an 2 separate bani-(1.12..

C0111111111 Optian 4.- Defend more thangmy hither!
This 1'3 11 ighi more cpmpIiettInc-i aptinn .111 the GM might- like in (wander the apnea earnfidly before

.1IIQ11-“111g it. Before a Combat Tani”: begins (before (”I-inn are MIMI} one or more ckaraninrs may announce
:Itaii intention to protect nnofher Charade? on the tame 5icia The defenders must 5111111113 11 number Ihei their
1111’ £31111a fiom their CPT and add in the dnjandnd charm ter- 1 armor mine. Far example; T11? Ian III-111

merrier has been charged 1-12-11}: promoting the (page. in- his party. The inani- 15*.narrani'Iv baffling (”1 band of
Fergini‘ (man—Sized bipedal rabbits 11111}: 1’6i sharp teeth and no love for lair-ace) Twine in 115'n I115 11:11.11):
tarhnmmnr ”(5 +1) he has” +8 Ctimber Ado-”Ii afhis 011111 and wears Inmhnr. armor. THPIGC brmebr (homes 111
udztce his own CPT by ID paints (tiICIIISIIC‘flIIy the Iowa‘s: taiaI he. could raII) The 1111:111c r1011: enjoys I0
.11 marpo”hits.

Camber Option: 5: The-Iieiierpart oftiaIOI-‘n.
8111111: In.111 herein. characters mm" op! 1‘11 flanfinni samba! raihni" (Imp (emanate 1911:1111. 31:11:28 earn-11:

3191 may be the onIv Charaefer left standing on their side)! Te sac-c enqfirilv make good” tour neon 110111111111
.trinmpl' (1: Saving Roll 011 SP (.11 a Inna! equal 111 half-"1hr:- number of enemies you. face (round (1mm), wii‘h at
minim-am afnna (I). Ifflie 501mg RoII i5 succesafuI the nhamcinaflem the scene [11-11 dens not conrnbzttn .111
.111): CPT. Humannnnhjflil' flan-character must stay- (1118]t but halves-his CPTTrnajnc-I aim-1’11}fin: (hisComhet‘
111111.

3'1:



C1111111111 01111011 6: 31111111 I17111'11ia1'11I
3.111111111111113 1‘11 battIe it .5 passrble far warmers 111' gb berserk Wamars 111117111 Make-1:1 habit 11f 1111211- rather

anti—1171111111! behawor are called berserkers-.W711'Isr1'n a “berserk state’ 1111111111111? db 11111 61111311111111 Combat Add:
based 1111 7111;11:111- 111111att111b11tes. Ha1ve11111. 1111131 1111 3111111 roll double the 11.111111111Ie11111batd1'ee. 13.611011 111111114 111
11.111 the-111111111111I3p1't‘e Damage 1111Ie. [11111111111111 .11111111-111-111111111 11111-111 1111 1111111111.

P11111111: af- 11111111111111 chm-1112111121 11111.11 epecm1ytheir character 13 11 31111511111311. 11111111. time 1111111111- creatwn
Ta be eIigibIe. far- 1511 eerkerihaad a eharar. 1111- 11111.11 have-1111 IQ11f 1.6 1111' leer Shaafd they“ IQ.scare 111.111 111 I: 7
or 11111111. the abihry Ia 111111111111 '11 berserkfi 1111.131 is last

A bereerker maybe-1111111111111 hand4Ia—I1a11d 1111111151111 111- 111111-11 The rage’ and -1I11115:e 111.111 71111111 ate-bie-IS 1‘11
chew 111131111 311111111! +5 111-111I1a1‘ie11111- 111111 berserker is" CPT 1111111511. 711-1111111111 11111-111 rage, abet-1111111 ST
8111111131 RaII'ar- 111111112. 81111111111111.1111 1.111131 remain 1'11 the-411111113 Stare-far 111111- (‘I) Combat Tum-far 111111131 23-1111' ST
paints 17111-11 b11111. AI 1111 e111I'af-Ibe1'1' battle 11111111111113, the berserker 111111111111- 11111: 1111-1111 11f damage per
Camber: T111111 11111111 111 1111 1111113111111- 1111111.

Ta 11111111 111111111.3611111 11 bland-11111111111111" 11111111112 rage, 1111- 1111111911 11111.11 1111111111111 1111 19.9111n R1111? ' (II-".IWSI"
1:11.11 III Ifthe SR 1'11 failed the ebwaerer 11111111111111 11111111111111; 'flfldflkfflg the-1111111111.:111-ge1 (111111111 111-1111) 191‘-
1'1111-111111-11111111111111111berserk-1111- more Cambar T111113 than STdivided by 2. he or shefa!1.5: anemseiaaa.

A fellbw adventurer may 1111111111711 Cambat T111111 11-1 calm 1171111111 11 bereerk oamrade by atrempiiag 111111111111 11
CH31111111311111! at IeveI 111111 1’IJ

Combat Option 7: {111113 weapons-111111111119 1011 71111111111
A 1.111111111111111 1-v-itI1- ISLE-ame‘iem ST 111 WIGICI a" 1-11eap1'111 .1111131-51I1Ia'11e111pi tafighit wifh 11111111111111.1111 11111111111111;

each raund the pIayer 11111.111-atte-111pt-a ST Saving R01} 111- a level 111111a 11.1. the 11.11111111111151-.-11e.1]111'11ed STcImdedby
10 "(1111111111 11p): ifaaceeSsfiI, the character may use the 111-1111111111 (11-11. 11011 the wecupan '3 dice); 1f1he Savmg
R0” 1'11 11111111. the character may-11011111111111 (Le. may 111-11 roll-the 11111111111113 dice 111111111111 Cambar- 1111-11-1. I11?
addiiian. 1111111111 3111111111 11111111111111.1111 character to: Safir .I C'Npoint- afdamage.

61111115111 Option 81 U1. ing 111111 (1.111 111111111) weapons 1111111111
A 11111111111111 1111131 1131.1 11' 1111111111111 1111171 11111111 [Hebe-11.5 1111 1111111— adding 11II afIbe 1111111111111 diee-pro111d111g I111

1:111 Me (12111 1'1) 711111 11117“11111111 ST 11111! DX 10 1111.1 aII of these weapons Add the ST 1111.1 DX requaemems' afaII 111‘
the 11111111111111: 111. 311111;" the character can 11.111 his choice of 11111111 (pun- intended) 171111 11111111112111- R-igby 1‘I1e mgue
11111111111111.1115;f31111. with a stiletto (ST'I, DX I Iajigbi with— 1111 8 to 1111-1111).and 11 111111111" (ST 10 DX 1’4) T7111
.reqmres a minimum ST11]" I! 111111? DX 1.3; Rigby 11171.1 11 ST of I I (.1111 1121131131 1111171111 i1) and 11DX f20 .111 each
Combat T111111 Ite raIIS 1111 1mpre351ve 5+4 {pI-aS his 1111111 (31111111111111.1111).

61111111111 01311113111 9: A1 mar damage
Armar 111111 Sa11I1-11pdamage that 1111111 Stwe 31111111 11111111111111:.5 Iifi. W11I1 (his 0.1111111111111111311111'111111 11111.11

Spit‘e Damage 11 111111 be damaged itseIfl Each 1111,1111 af Spite Damage year 07111111111111 rec-ewes reduces-1 the,
11.111111111111111 rating 11171111111- 111111 11111111 .1 111111011 or Shield (12111311111 .1 chame) I131 1-11-11? (1') 11011111111111 regatred (see
the 11111111111 1.111111113111- the casts of.11111I1-1‘ebaim)‘.

C1111: Option III: Fighter Fatigue
CIaeeI‘v- 1111-1111Ized' 01111111111111 111111 11-1111 10 111.131 [1111,11 1111111111115; this 11111 1111 1S1 edge 111?a game. mechame

that“.11 1111111111111 111.511 exe1t111g’ Thefallmvmg mle may be 11151131111111! b1?- the GM111I1111'11 a long- d1 1111-1111-0111fight
"seems amenable (1-11 1'51 acmaIIv I211: been gaiag 1111 for a 1.11I11IeJ'1a1‘11I the players area-:1 11511 I111 111111111gJ 1a
111111111111 11 1111111111111;-plan (andammbie Saving R1111) to 1111-11 the rabies
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Each Combat Turn in 154111131 51 Ieast 3‘ 51595 m-e rDIIed (by any th'e pIcDrer-s) Die GM shouidpiacé (1:15
Fahgue CbiD in the middle of the 111515.555): the GM places the secomi, and 51151551711511! 531195, DII'
1 Imr‘aciem mus: 5111511119! 11 Saving Roll on ST at a level equal to the number ofFangue Chips MIHIIS one (1').

Character .5 that. fail the Saving RDII IDs-e 4 Combat Adda; (1551:1115 (I) pain"! ofCm each Fatigue Chip.
on the.table. Momter—rated foes do not $11279? fiam fatigue' but non-player chm- Deters wit-I: ST and CN
EFGRES 5D!

Onrafiml new; ha‘bbits- (because flffheir tenacious 51515115152125 11111511215155 and125551255155 (555110111155
11171511151155 5155- and magma! 551m) 615 normfirfiom 50111111111relatedffifigug.

MISSILE WEAPONS ANDRANGE!) COMB-AT

WheaDeD b13555! D5513: Waugh. ifis-oflen best 10 In! 115‘ killitfiam (1:0mel {2511115513.

[11 Many respects, ranged 1111m1 111 T&T is 51.1 DpiiDnaI rule since it 111115511?’1 quite DaDrm tD the.
established 5y5tD1n of DDmbat described above. However we- have endeavored tD e115ure that the‘ r5155 "5111:
5111111115 and fit heatly within the Spirit (if T&T combat...

«I Charae'ters using missile weDDs may chouse to add their CPT to that Df fixe‘ir CDfleagues (if they
have them). Or concentrate all their firepower on (me- foe

”I The .5125 1:11” the enemy or enemy group. determines the maxim-11111 number of DDm’t dice that can. be:
rolled.

1! It may be that theiiaigfit is 511, distant Dr small ("or both) that the; GM must rdeD-ide Wham-er nDCPT 53.111
be created or thf: CPT :eh'Duld be based 'SDlely on the arthér‘i's CDmti-Adds.

-1. The 151155555 5111 missile combat 15 really quite simple. First determine the 51211 Df 3115111 fDD (D1:
the si-Ze of the group 0.1 enemies if yDu plan to pepper an area w1th shots 51111511211115 pat luck
by firing“ into a 11d Df‘ noisome. gobliné).

2gN551-DD'115-ider 1h.e:15ngefbetween your 151‘.t and your weapon!

3. 'CrDSDDrD'tehDD the. W5 factors-2, 115513 flie Archer“ C‘h-Dr1 DDIDW 1D amve 51D 5.1113151111111135:
(either negative. pGS'iIii‘é’B Dr 25111).

4.3213511 must 1t apply the. number-01115111511 55‘. 11'- d-ifie'r 111; the; number .D'f weapDn 11155351111
will roll in the mining Cumbat Tum.

5.115(1) 111i555i15-12Dr item ofDYIUTIunitiDn. is; used D1- rexpeDdDd per CDmbatTurD.

Example Close Range Near Range “range
Tant- Size Up: tD 10 yards .11 to 50 yard-'5 51101003151155?

Dragon 0 +1 0 «'1
Elephant '2‘ .0 -1 s2:
Humanqid - :1; +2 +3:

R51: -3 —4 -5
Coin -:4 -5 .5

O DragDn-smed entity 111' large group Dt‘ é ? gets
1:. Elephant-sued entity Dr 51211511 gtDup Dftargets
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. tinting at an :i-ndietdual,;the GM mtiai't make a -dec':i-'3ia-a' ceneermng the ,jtjasgets ass-.1 its to resists - after
earls thtsis a 2-minute (Earnest-{Tum- and a l‘os- can happen.

Examssle I: Gresehesi is using a 5-di-ee .m'edsam- hiss-s, her pride mid jay.-
FWuIsi s-kssfksssg through she cits" streets she spate a huge bs-slldssgehisissed :0 ages-
si'sre to alert" her enemies. She moves to within- 10 yards, takes aim and fires an
arrow as the brute. The GM eerie-hides" that the dag is. "he-6152's ’ size, which is marsh
cs medifier of-2 dices! this range. Gretchen- rells 3' dice, searing .8- thess adds her
combat" adds ss she mists takes 15 damage: bis-t s'sagg'ers'ssgév had ass MR of 3151'!
The 6n £16.! 0,!v has is berkfngfis but new as the ie—ssgfh 61-“ its; chairs arid" gees
Gresehe-ss a good biting. The. dag new has a ssstissg qf" I5 and rolls 2 dice pliss '6’.
adds’ Poor Grelchen takes 15 damage points busformnaiebs her eraser save-e hes"

I i: l: m fleas 6ofthese!

Example 2: .Gresehess is new traveling with her issue! deageesseers'ssg crew and has erases.- isms is
chamber confessing is madam of sissgay weeps (geisha-sizes! critters with ' wasp—sails) Grescheis s filiew
delvers easssier the ml? and a, battle assesses. Gretchen could pick” of the odd weep sir perhaps si's'sss far the
leader but instead. decides to Itsb arrows miss the fi‘a‘v’. The GM decides shes she grasp of wasps is a smell
sine eisrressily assess: 15 yards Aways Gretchen is Still using her trusty. 5-dice bow and- ssow- gets so use 4 6f
the-sis (joins Camber AddsJ. The semi af 1 9 is added (a she delvess CPT and the Lambs! Tim is weis bis 1-:0
points amass!

Missile Geffen .1: AI? least-“one missile will "befired-in eeeh- excheagejssr ms; '6 -_relied; .eesssiiier --eee
(i) eddi-sinhaf missile is. ape-sided; The ’trubs eflhserisatfve dehar may mes/re is LK Sewing Roll as level” 2 for!
each iii-fess“are used is see ifsis-- is saeeessfislbs recesses-red

Misfile Option 2 When firsing into Isis ge groups offoes whichmay include comrades hassling sis harsd-.
Its—hens! assesses there is. a chance that is stray arrmvv mavfrid the wrong target Frsessdlv Fwe '30 Its speak If
this aptissrs is used, eaeh '6' railed. by the archer adds one (I) to the number efSpiIe Damage purists his ssiie
miss? sake (sshhough the archer inmselfsssev seas (else she extra missile Spirepaints)"

MAGIC ANa SPELL CASTING.

Wizard vague and warmer—Wizard characters are able. to tree magic in a wide. variety of sstusstazmss
incladmg cambat. The character pays' the east of the spell by espendlng his as her AR attribute- Censsdet
this to. be the character a mental pawer 0r psychic reserves. Spent AR energy is recovered at the rate of. I
{paint per character level- per Full Turn (10 minutes). If yeti ire. playing a 5010 adventure recesses 1061 AR-
paints, for each numbered paragraph yau visit.

Examples miseries" lheRedssndan! (e. wears wish ssfine censuses offers”) metessspeflss ss seizes 3 he
reassess 3'AR .pes Fall Tam.

What is. Magic?-

It is a questien that. many .eehalare have sought to aflSWBT ‘W‘e‘r the; centuries. If aayene has. the answers.
they re keeping it to themselves. Certainly there are enough ideas; the Guild for examples considers magic 3-
sols-since that can be researched distilled and reproduced We: and over However the Guild can ~"'t account for
why some mdlwduels have a large. reserve 6farcane power whilst sit-hers have very lit-fie.
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.Other orgamzattens and Indlwduals believe magic. is a natural ablhty They See spell pewer a5 a natural
evelation that all sentient creatures can access if they wish; spells aren’t leamed, £1153; are already lacked
away within the hest creature, just waiting to be 'u‘nle'cked"

11151131 Went. it’s 11111 11555551113110- understa'nd magic-1111 an existential level to emplay its power Anytime
meeting-“the "15551115155- may beset-11:5? a Wmard and tap into: the resource-5 1111115 Guild;

Nate's .011 .-S.pell Casters

A5 a Wizard survives: his advehtores, he or she becomes more experienced and gains- ileuels." 51f
555511151155 T1115 til-laws the-wizard t5 learn and east greater and there powerful spells. Hewever, the-11155151511
11 ill still wish to use lower level spells from time-to-time; and because of his greater ability 5 higher level
mage casts a loWer level spell for 1 AR point less. for each level that Spell 15' below the 535151 5 level. (A third
151 el magic-user subtragets 2 £15111 the cast of a first level spell) Although the 11111111111115 eo5t remai115 e115 (1)
All.

Wizards may reduce the east 51‘ spell eaSt‘ing by using a magic staff or by rising in character level5 A
:11ag'i5 5taf1" reduces the cost of 11551n .5 well by the 52111115 number as. the level of the Wizard Thu5-.‘aa lit-251;
Level wizard using a staffmay 5115’: any first level spell fer one 1555 point of energy or AR than that listed

A high level wizard may use his ability combined with a staff to greatly” reduce the cost" of“ casting:
DOWB'Efill spells A third level magie-user with a magic staff subtracts five harm the east ef a first level spell.
The staff subtracts three points and the magician 5 own proficiency. (being higher level than the Spell bemg
.551) subtraCts two!

Ne redaction permits any spell to be cast for less than 1 point, All spells,
cost a minimum of 1 AR Point. There 11111151 be semething te get 1115511511
Started. (The spell Date—er Magic is the only exception to" this rule. .Dez‘eef

;:.;:- Magic requires only that. the wizard - concentrate on the task at hand);
Note that neither rogues nor simmer-wizards receive the; 51151 15111175555

for increased level or staff-use and they must pay 5115 (1;)- AR point te- 5551'
Detect Magic.

ll Wizards, rogues and warrior—wizards; can east enly 55115 spell «per-1
Combat Turn, and may not fight with weapons during- that period- If a
Wizard is in close combat and chooses. to east a spell such as. 'a Vorpal' Blade.
he will. have to” take damage (if his 51115105551551 take all the damage-11115-
is a solo. eambatant The wizard won’t gain “the benefit ofhis spell until the
following Combat Turn Cembat spells such as Take The! You Fiend! and

_. Blamng P111531 create a Combat Point Total. Other spells such as 011-. Ga
— ------------- ' --------------------------- A1551 divert the foe'?‘s attention so no comparison of Combat Peint Tetals

are reqmred (if the spell 15 successful) A careful reading of the available spells should clarify any-- queshoas-
_ on may have concerning their use and. operatien.

All Wizards start-with a number 51’ Level 1 apells equal. to ”their IQ score— all 5f the spellsif their IQ. is.
suffig—ient. A 111555 111531-- 5111}? ihuy mere: from the C1 ”111151., and :ehly- alter: attaining: the: 51111151111515 1511515115
11111111115 scares. '

Magic Option 1:155 GM‘mgg allow characters wzth fifteen? attributes but insafiieiem 1515-} 1515111111 5
v char-level 51111511511! cm! 11.11 double the 115151! 5551. However 115 character may start pfay With 51353175
- 1555' his ewe level



Magie in “Combat

some, spells have hnrhedi'ate effect 1111 battle; 0h Go Amy-II for example, 119q clear the jenemy.-. lineser
at least thin them down: a little. VaI'pa-l Blade Will enhance. the attack- afa; sword or dagger but not until the
fellowing; Combat Turn. Some spells such. as Icicle, directs missiles against specific individuals-rather than
adding: their total to the party‘s Combat Paint Total. Others sueh as the infamous Taka Than, You Mandi-and
Bitmtng Power are so powerfiil and dramatic that they do add their totals te the CPT. Magic Will always be
an important part of T&T combat and hopefiilly the individual spell descriptions Will guide their use
appropriately When at doubt heed the GMi-s word!

Mites on Spells

The etist in AR points to east the spell is listed in brackets next to the spell name.
Certain Spells may he east at a level higher then the Iisred lettel (up to the eaSte'r 5 current level). If” this'is

the ease the individual spell description will indicate the effects 11f doing so. These effects are listed 1121 the
spell s Paws-r entry.

A spell may else have a specific Range listed in feet after the spell east. If- 1111 range is listed the spell
can 1111131r be cast within warms-reach of the caster

The Cost 11:. Gas-t the spell "at the listed- .leVe‘l is“ given in AR (arcane paints) directly after the snail
description.

Players and GM5 should freely rename the hated spells to fit their oWn campaigns and style-.3 This is as it
shauld be: not all Wizards reguies and warrior-Wizards Will kneW the same spell by the same name. Ind
in some game worlds the GM may eoasicler magic-1 a god~given poWe-r with wholly different spell naming
practices.

Magic: OpIIah 2: :SpeIIs are fitiweijid game :elemems and they read In 11111-1q war-1E In: a predictable
feshian: The baIrtncIngfaeIer is. that they are Isa-finite rarer-Iran. Once your AII points .haae- been used up an
mass spells fiia yea! Sam-a Git/Is- may wish 111 add a .IeveI of (lifiicnlhr IO the speII casting process Io make
--Iitagie Ilia-1 [tale III:- mm'e unpredictable and therefore, [2.113- ofairfares to be reckoned WIIII. was-11115- nation,
the player 1111.111 make an IQ Sm 111g Rail at IeveI I I0. have the character rucresfliillv casI-ra spell. Hewever
.Iiefere attempnng the Saving Roll the casIer’s qflectwe IQ must be 1 eds-cad Iiy III-e afieernre east In AR points
ofII1e speII,

Example. KargIns: Uneempremzsmg :Is a 3"“ IeeeI: warrior-4111.1are caning Take Thr‘iI Yr‘ia FMHII’ .aI a
hunch sfsad—Iaakmg gabIms The spells easI is I8 so.” Kerg must reduce his IQfi'am 20 II2 2- befare making
the roll.

Magic Opt-Ian .3: AII’ characters have .Ihe- AR attribute but the flies of-IIie marries aa'II"_-II1e prefessiaaai
are denied. Its 1132. Under .IhI-s'. apt-Ian; at! chm—11am may expand A R points to Increase Ihe‘i‘r' magical
Iiefeases. Sue-I1 an action. shanItI be seaside-sec! an automatic response" In the imitate-r111*IIesigIIs.-afmagte as:
.Ih'e natural? world. Defending takes no Iime- or actions, it happens ailtamaIiaali’y. To rests! a spell Ina! rises.
"211111" ear-malhr a-IIo—w {1 Swing RGII. the character ems! 'expend II 0 AR points. this alias-15' a? level I 0- Saving Roll
In eompieteiy resist the speII "s 'tjiécI-s'. Each 3 addiIiana/ points, redness-Ina required {avails}: one (I): :10 ifa
ehmfat‘re‘r spends: NEAR In defence he; ifs-allowed a level 8-Sm'11'ng R011 to avoid the harmfid magic. If the speII
In q-aesttan- {tees slime a Saving Rail, AR paints Imus be spent Its-1- Increase Ihe chance of Ina-tress. Each .3}
paIn'Is‘ spent- adds +I Iii-the 21-dit'3 Sawing. Rafi; AII'paInIs speaImz-tgrt Iie--.-namiaareI-I before the dice?- are roller!
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”THE SPELL BGOK

Several. sample. spells-r— are listed here for players and GMSa to: use 11:: their games; T1315 should lee
considered. as :31 Starting.point rather than a complete list.

Many of the following spells contain an entry for Paulo-r and begin with "the “text “for each additio-hal
level...” This cryptic message means that a- caster (Wizard, rogue, warrior—Wizmd- or magic items uedmth
'sp'ell powers) with an Experience Level or least one level higher than the spell’s "level may. increase one or
more (but usually only one) of the. basic- effects.

If. for example, a level 3 spell lists a basic duration of 5 Full Tums. the text “each additional level.
idOuble‘S the duration“ indicates that a "caster of leoel 4 could pay the Stafidar'd AR cost twiée to deuble the-
duration. A 5th level. caster could pay three~times the cos-t and double the duration again (5- Full toms.
doubled to- 10 Turns. doubled again to 20' Turns)!

All Spells have IQ and BK requirements which must. he. met before the -.cas‘t‘er- may purchase the open.
from” the Guild. The character: must be of'the appropriate level to loam or usej'the Spell... '

LEVEL 1 SPELLS . _
Requiremenm IQ eAR 19:. DX :84-
Ceet: 250-gp each

Name Disoription Cost Range
DetectMagic The water deteetg aafaint .gelewssnrroufidmg magic or our -1 .39?"

magical item‘s; Wizards-agate: pawer "at-no em but
rogues must- pay 1. AR.

WmO‘TheWrsp Lights-up finger orl-smfl“ in. lieu af'a:.;t.mhi~ About; 1. .1.
eandlepower; last?» 1 Full Tum

Lotklrght LocksaHy dear far. 3; combat: Turns. 1 -
Power: Each additional level” mereasestheduratwnby
WE:.'( 1) Combat Tum

HocoePoeus enema-ea mundane-{neti-niegieal) item to heoerner-a I -r
flagiefacits- which acts in. an Ways do 3.11411n 5305‘: A
lei-cl 1- LR Saving Roll is required the firs-t limc it. i‘e'used
33 it's possible for nominal; items to 'burnaout' and be
destroyed by the arcane powers crowing through them. A
Hoeiw- Fae-us. can. only Stand so much: ofiee it has been"
ueed in cast spells With a cost equaling the wizard'e IQg-x.
2.-'the'itom is expended anda new Spell must be'east.

"daemon; The spell stems the flow ofblood from wounds 1' 1:50?
(including that calmed by mealtimes with :a. blood defile
ability; musing.- them'to rte-establish their 'h'old'.

Knock-Knock Opens: nowmagica‘lly sealed loeksol‘all song. If used 3"; '-'-'
against a magical Ioek..the:.caster’-s level must exceed that
o'f'the original wizards level or. the lock- will. hold foot.

DelectMtracle file-fierce: Magic" Hut applies to Spells; orpowers offidi‘xlifle 2 3.6?
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’iparkler

Na—Feel-Ums

:t "march 1.53!

.....

Alamms.

Vorpallslafle

£3.11 Go sway;

cm”fifths a~',yard-Widisz,sph6re (if glam-ug- ftiltiies'. wh: '. ieli
mews-about at the casters dire- etion. It'viill wsaksly
illurhit’iat’e a five that radius:- las'ts anal-hill Tumor until
iiiSmissed.

This will pierce overcast; orclouds. -cremiu.g-.:a- hole
directly beMe‘en-iyeur-pesitiun and the sun (hr moon {it
directly everhcafl if only Starlight is available).
illuminating yen and your surroundings in a; very
impressive manner. The spell will - last One Full Tum.

Renders all others incapable of feeling the. thiefis
activities on their persemsuehas peel-get picking-"er evsh
injecting a poison. The spell lasts one Combat Tumonly

Usually detects chnse’aled or invisible things-by
surrmuidinglhem with-sh purple glu-w that slowly fades.-

Pswsit: Eseh additional level dnubles the radius ii'f was.

Raises a ten-.limt wide cloud of 13115:. which reduces
Visibility by half and causes all those within range ts
Wash. and -'che|<e- losing. half their. cifs'cl'iss Sil' far me 615;)
Full Tum-ifs level 2 81' Saving Roll- is not -'sueeessfi1]ly
made.

The Spell is-east across an opening, on an object-erasing
are-a bf-spproxhnately. l‘flafeot radius. If the areas is.
disturbed -e'r 'hrossed. the-caster Will lee-alerted. The shell
lass-100 heurs.

Hither-.- Each additional level doubles the duration.

Driginally a message sly-e11 or limited. ,1t (hate the
$110” range). It allows'the 0-3319!” 1“ fifties! his was so:
“1"" it Wat's-mm ‘csmifig ham-a point right next ta the
WEB” ea“ Th‘i Shaken smash camel-be langerthas
the wtsr’s'AR inwards. ‘

ter: Bash additmnal lavel- doubles. the range".

Dhubles the dice rel] fhr a swergl epdagger-vfgr the
Subsequent 'Cqmbat Tum.

Pioneer: Each additipnal. level dtlesthehdumfitiqn IalT-the:
' spell.

Cembmes the fetal life'sster's IQ.'LK ant-1.011 tosses
Elisa}? files With a te‘f-MOns'ter Rating er equivalent
swim-its totals. lf-spéll fails. this victim chases— the-wizard-
m the'exclusitiii ofall whats. If‘the spellis sec-ewsfiil. the
targetljs) will fie.e...fhru1-i6 (roll .I die) (samba: Turns.

=39-

mr Radius

3:0!-
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Take'flmt Yau

Hatfflot

LEVEL! SPELLS
Reqanemia-2: 1912.93519-

flame
.Ma'g'i2 E72225.

1322232132.

31222 Tight.

2222mm"- r::.

U585 10.33. 222222;, “-3315“t hits Equal-lolvjafi'teris if}...
Must-222232222 3‘ an'ifidi‘i’idual line. No 222222
"inanimate “iii-€015- The Spell is ”not directgd 31p“

individual but: iflswad is added directly. to the CPI,

Power: Each-additional level doubles-the Effect (221111232);
32 aithir-d 163261 wi'mr'd with an- IQ :of 2022:3121 pay-3.18 AR
points'and cause 8022111229 P031133!

This causes one target to experience the momentary--
sensation of having a lit match stuck between the-tags;
This may afl‘ect a number of targets. as long as thair
:cumhiued CH (or MR) does not exceed the easter's. 1Q-
The spell has limited impact on combat as each. Tum lasts-
Iii-minutes. However, targatsiil‘ the spell haveatheir C?T
rfiduefid byline (”I-l-pointand may not scm='Spit2-'Dam222
2222 Turn-

Dmfipfion
Changas a belt. 21- 2121172110 "small poisonous-Serpent with
an MR equal In the caster's CH. 1112 snake cannot
:ic'ommunicate withthe wizard but will uhey' commands:
The spells duration is based on the AR 'pointis inVestejd in
its-qmflon. 'I'hesnake’s venom is- equal to that afa-
pflifihnhus. spider. (see the equipment section for (121221523211:
22.11921).

'Magieal healing ofWounds or injuries. Cannot raise- CN
e-éhmre the original leveL

[Feast-02.3231 already sleeping-.-ind'ivid.ual-, the 2l22p2r'mll
remain that way E222: .1222t-‘2i12(--1)'ham. 0212-2 1:22.-
522” can awaken him

P221222: E2211 :Iadditihnal level 22,215 2212 (:1) 11222 IQ-‘lhfi

Thiscreales..;a pcfthct three dimensienal illuéienfif-a
2222222 th’rhug‘h 2 wall. {it 51Mi lar'harri-er. 111222211 lasts
.6212 (10 mihutei Fail. 'lum or until Someone humps int-2: ii.

Pawer Each additional level doubles the duratiani

Baubles the target’s movement speed (only) for (me-(1);
Combat Turn. (3hamsters-2 under the effect pf Little-Feats,
11102-2 quickly but thi-S-additional 'adroihlesg has 110 impael
on. their combat ability, beyond enhancing their :abiliiy t2
flee the scene.

P212223: Each.{addifiéhélfflevel 2.0112122 the (1212222 -- 2fth2
29211..

-40 "
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Omnipotent Eggs-:5

flfiefléeré-Ums

Flame F1161

aim

.Csriaees -

'Wesfliercast‘fii i"

Nieht Blight-r

one You

one;

ButtFue

Provides one piece of inl‘onnation about nature and or
pone-r ofmagic items or enehanhnents on:an 111d
or object. Several eastings of the spell might be required.
to learn all ol the seerets..

Gempletely silences anyxsctisrity patterns-1111;; theeasmr.
The spell lasts one Combat Turn.

Power-1113111111 --additi‘onal 1e doubles the duration.

A small spurt of'flame issues forth from the wizard-’5-
finger which may beflicke-d up to 20~feet ewey. It may
ignite dry combustibles. or do 1-2 points of damage te-
unprotected flesh. Also good for lighting cigars.

The persion will blitud into any. backgroundand lie-harder"
tn; hit (treat as one range category more deems-121 11nd
easier 111 hide (liaise hiding saving 1111111.: mine-111.11. this
wall halve the attackers Combat Adds and [its-Ls only one.
(1)" (31111111111 1111-11.

Allows see to see-in the dark [1113. Full Turns

(uses the cestetr‘aeemate" knowl‘edge- o‘f the general
weather conditions in this. reg-ion near the next 24 hours.

Creates-“darkneeewer :3. ten-foorrsdius "equivalent; 111s}
mp-ofll'ess:night. The spell lens one Combat tum.

This gives any one person the sensation ot ants in the
penis; it requires a level 2 Saw 111g Roll on [Q to ignore. if
the target fails the Saving Roll. he IS incapacitated for
Approximately 3'0-seeonds (if the spell takes eli’eet during
eembat. the target'must reduce his CPI" by 25%,).

PreJeLts 1'1 non-111111111131 11nn111b1 1e Image 11111111 the
:eester s21mag1netlon. The image is dispelled if touLhett.

impedes the movement and reaction speed of vieti-m by
511%.. for one (1) (31111111411 T111111. In 111111113111, thisMeans the.
target must reduee his or her (or its) Combat Point T1112]
he 5.0% (round 61.01111).

tmpefles movement arid—travel 111‘the Victim ”by half for. I
@13t T111111. 111 combat. this'mesns the easter and his aor
hérseonlpnnions get 2: combat reunds th-opponeflth-one
(halve the CPT of one individual).

This cameos one target’s posterior to hurts intoiflem' "es.
'Tfh'efire- is purely visual effect rind-C1111 do. no sexual
damage; the pain, however. is real. 'l‘he whole event'is
momentary, but will cause complete preoccupatienihr at
least 911-112(1) Combat Turn. The target can completely“
ignore this spell 11111113 level 28.111111113131111 1111 IQ.-

43.
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What's Wan—ms

; "my

Vim 3:. Vigor

511“”

I—fideyIIoie

ConcealmsCItek

LEWL 3 SPELLfi
Requires-ems: IQ L44 DEX it}.
(Zest: 1.000 g'p: each

Name
esteem Hands

Palm

The. spell causes; all characters Within range (except
hebbits. Fairies and leprechauns) to sufl'er fi’om increased
fatigue, the eester immediately places one ( 1) additional
Fatigue Chip on the table. Note that the spell caster is. alSo.
petentially effected by the spell.

Pewer: sash additional-level eddsene I I .1 exirai‘augiw
Chip

Triples die tell fer any-*---wsapen fer en: (1) sub-sequent
Gems-a: Tum.
Theses]! cancel-wen flaggingeomhelan. ' 'i ;. ts Onsereli are
(21') dieend retrieve thm many (of-ell) Fatigue Chips-"freei-
the table,

”Ibis can afleet ans number of targets. as long as the total
CH (or MR7) does not exceed the Wizard'5 IO; targets are
inflioted With a sneezing lit thet prevents any action ib‘r.
one ( l) combat Tum

Mrikes the Wizardgimd his cemeeniefis (within-1.045s): {If
the caster) invisible” for 3 Cemhet Turns.

Fewer.- Each. additional level increases the-duration by 3
Cembat Tums.

'I111s afleets only one target. inflicting a gigugling fit that
“lasts one Cembet Turn. '1 his reduces the target 5 Combat
Adds to zero and mereeses all Saving Rolls by. one {1)
test If the target is under. stress at the moment of
oesting. theyaare ellowed a lestel 2 Seeing-g Roll on [Q10-
resist th'mpcu.
Makes the Wizard and his companions invisible fer 3
Cembat toms (Note: senIe sales treat this as a Level 1
$9611. I

Description
The jeesteris finger ems .e'cl'een in'cisio'n,. dying _I_ (q;
mere) points of damage Can be used as a weapon,or te
perform erode surgery (mow removal. etc I Without
excessive blood loss or- risk 01' further. infection.

This illusion spell grants the user the ability to pick any.
item. (Which he or she could normally pickup... and 1s fist-.-
sized or small-erI and cause the item to megieelly
disappear as if by slight ofhand Anyone touching or
searching the caster 5 hands or body will find nutmeg.
This spell lasts for 3 Combat Turns. after Whieh the-item
megieellje returns to: the. meters hand.

:42
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Sey'fiheese

Pres)“ use
Memes! Fart

sens-ts 12: nit
Eh? Mt.

Cursesmilss

sap?

Prsdnees a flash of"intense light from the caster s palm;
anyone looking at the wizard must make an level 2 LK
Saving Roll er- be dazzled. Dazzle-:61 fees halve their

Combat Point Total and add one (1) to any games R911
lesels they are required te: make.

The "spell doublesm halves (round deem-CH far 1 am.

This-erases a ten.- 1-‘em- diameter£1s one-fame
smelliegggases. It is not eentained and-will dissipate
nemally.

Fewer: Each additional level dnuhles-the- diameter ef the
steed, these caught in the Island must make sieve-l- one
(1,): Seving'Rell on. Ch] or suffer- tat-penalty of 415,-Cembgt?‘
Adds (or 45 Monster Ratin'g'points),

A gleaming red 6—inch sphere hurtles tewartl the latest-end
esp-lease effecting ene or mere targets tesgeL The -
fireball sets as. a 6-diee missile: weapon

Aeenretely. determines the Value at preseusmeelse
”strangeness teensfies fakes-I

Setsand heats ene' broken bone instantly,

tel-lees the west-d In fly at mnnmg speed for she. (1)::Fnll‘

fins SPRIL

raw flesh ads-suns tavern-hes the less-.1. and
therefhre th‘e':-efl-‘eetiveees;sj (if the spell.

Curses ene attiibu‘te lowering it by number 91 peints
sqmll tn; the level nf this spell Ifthe ettribute'ls reduced
m: 0 er less the vietiin dies. The nurse will last until e
Curses Fcried 1s east at‘ a. high eneugh level

Fewer: Eaeh additional levelllra'ises the level,.estgl_
finer-sen: the effectiveness of the spell.

fi = ' " g boll leaps itemthe tester 5 finger tn a single
target The boltls damage dice ”equals the caster s Jewell
plus his or her Cembat Adds.

Creates a mass ef- strengt sticky strands 20' x 40' The
strands. een be out with slashing weapons ina single
Combat Turn but doing so requires a [DC (or SP) Sewng
Rel] at level 2 to as oid becoming entangled. An
entangled fee 15 held lest until a lee-e13 ST Seeing sell 13.;
suesessfilllx made: ene roll may be attempted per Cement
' ' .'i: t Leland led fees are helpless

'6.
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"57111171111526.0111

True-Tongue

“1111001511 P100220

(11055011 T100115

3.155151151001501

111.511.11- 1.111

111111-15 Iii-1:51

11100101“ Wash!“

(1011101010 .0110 ”

3001150531110

This-11111511111-0511'501111-10111111-5t01105 111111111 ”l- 5.-feet 11.1” the
1515511151111 t0055111110 the 1101105101100 01' 50111 1111551015 0.1111
001115. 0110511 11015011 515115 Making-11101111111. 111031 1111151
11111110 101101 13 1Q Sewing R011 1010511211 111.0 1111151011. L0515
11110 Full Tum. '

17-01005 111111-- 11015011 11) 5111111111111: 1111115 the 11111010 1111111”. 51111
110111n but 1111-: truth 101 111111- Full Tum. Dependmg 1111
elreumstanees the” GM 1111111-0111-115 the target 11 level 5
80111115, R011 011 CH 10 avoid 1110 5011115 0110111l he 1.115101”
will 1101111101111 1511011101 the spell 15115” 51111150551111”0r 1101...

Throws sheet 0f100- at 1005-. T110: blast gets same number
of11100 1115 11-501”’5 1.01.101 number. 111115 0551005 (30101101
11111115. T111515 511 area-0117001 attack 111511'11010050551110
EDI-1115511501111 T0151 0f the 11115510505115.

H11110105'513'155111-‘05'e5-”5113 trail 1011 1131 1110 05.5101 111111 11111 10
"9- 011101- 0001110. (3.1111 0.1115: 110 f0fl0we1l by using 11' 30511111!
013111 51311011.

T111005 5 11101111110 01’ fire.at £005.. The blast 115115051110
501110 1111111001 of 11100 05 1.1501" 5 10501011101100111115 0.05101 5
(10111051111055. This 15 511 areeaeffeet attaek- that“1110105555

1110 (39131133111113.1111 T1115] 01’ the Wizard's party.

3T110 0115101- 01.111. 1111101 111110 (1111051115 level). 1.511151111111115
target will then Speed:- 0111 1111.111. 'l’he' target 11.151.11015-0
1.01101 '1 10 -S'”a-vir1g:R0'll 10 105151 the 11111101501 0110111 if 1110
31111501 151305115 the 150.1115”. it will 1.111110 1111. 0110031. .011 their
“51111111110 '01 frame 11f 11111111. S0100 11.110115. 1101501101: 01100"
50111;. 01011111101111 10 take” back-...

Causes .1115 055151 and everything-000101110 bec0jme an
”155-1155150551 11111111511115 wraith-like mist. 1111111151111 111.15
{11.05.1115 055.101 0511 1111131111 111100155 115011-111, 51111-111155
11110111311 ”01110115” 01-11031 1111105 111 110015. 1101111501, 1111111111235:
.555 be physically5115015111511115111”[15:511055,-'1.-51111.11.1 be
entered. 1.1115 55511 I551 3 (31111111111 'I‘ern'5.

(30111111010131 1111111105 5 quantity 01‘ 1.5.0101 01.511
:511011111111101115(111011111111g 11015011531011 [0 1110 15112511110401.1101
101111011 111 111111115.

5111111110115 2'0- g'el-101'15 .‘111'1553101111011111110 111111110521 50111550.;‘1117
151111111 5'1 111' i110 1111'” 5.11”) 1101.1 1111111115 11 atop the 1.511n.

P1115 F005 11.1 510011 1‘01“ 1-6 Ont-11115110015001! l 1110} 11
0115101 ”5 SI". IQ. and ”CH 111111] 1.111.111.1111 11111150515515.

_j'_(.S'I IQ.”and CH 101111 ”if rated.-15”11h,11ttrib_11105_}.

0511500511 5511011551 1555151111551151111111555] 16mm

15-

111-:-

11:1.

1.1

15

5‘51
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111'-

”511*.



Dis-been

Heeli'iig Feeling
ShihYutik—

Pmk‘flbm -

iii-{id's}: ’l‘h‘iiii

Sii‘p‘SIitiing-haay

LEVEL 4 SPELLS
Requirement? IQ 16 DEX [1
C95V 1,500 as: each

Tim—Bed Tam .

Bteun

Ussidaiiss

Negates magic of‘sahseior‘lnwer leV‘els.

Power.- Each additi'enal 12m raise-sine ms, and
therefere the efl’eetiVencss ofthe shell.

Cures any” kind (if-disease, magical. anathema

Converts rack to. mud or quicksand for 2"Combat Turns.
and lip-tn 1760. euh'ie‘feet. The; Wizard may. dictate
dimensiinns aszdesireii. 'bni‘the- shape must” he a regular.-
g'eiametri'c solid.

Allows the-*wi zard to see inside. await-5v Hale.

Used In :hide any inanimate object from sight The spell
fade-s-as seen as the object is touched by any liVin‘g entity.

For exenipt'e: if“1:11.231d makes a Issue! bettihnase
Imrisfhie the spa” satanic! be iii-rakes as satin as.- “the 'nei'rtfls"
bumped into if!

The reVerse ofSites}? that turns mud or quieksand intn.
solid rock [hr 2 Combat 'lums, and up to [0.0 cubic; [eel
The Ward may dictate dimensions as: desired, but the
shape must he a tegnla'tawe‘nmenie solid

wastes. a Glue Yea-repel! cast by a wizard saith-slower
IQ. '

Thi's“milia‘i$¢5 011'“ Dart—asset's. nan-magma. armor ta
Pmmfly ileseiitsfprateetlan Valua-

Deseriptiell
Cures the eifeet (ifany poisian and nullLlJLs Heweves the
spell tines net heal the. wnund final weapon or fan-g‘ thist-
deliVered the poison

Reduces Victim’s [1X tn 1.. “this spell fails. for: some
:I‘easunthe easier‘s’ EX ism-acted instead. Characters _
mt]: sneh- law ear-isms can barely stand, fumble held
items and gamers-ally stagger around like-a dmnkard.

Permits caster tn leVitate and mess objects or beings up:
ta caster s mm weight for I It all Turn,

creates high level clouds: they flirm within fiVe minutes
arid-last for 3 Full Turns with a 5.0% change (l-die‘s .1435.
{if rain per ’I’nm. ”H30 AR points are-inVe_sleti in the spell,
'the:§_Vap't-ir forms at ground level as think: flag.

spam.- Esche-additienal lee-e1 disables the duraflen

1'1
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Hemmer

Flatt-in Gilt

-.€nehinn .Cursm

String.

Sm-Ii'ehtélnie Bottle

Smefilm

Meme
Pelttdgrem

Renders-e persen quite incapable: nf‘being surprised he:
-=an3rthing for me heur.

.Rii‘iees. the temperature of en-nbje'et {'up..-te hobbit see} ll;
"-29.“ Earlene fin-meat Inm.

Extingniehes- a: campfire- si-eed-fire-(er up. te-—-fenr terehee).

"This enme causes nne target to emit lend farts whenever
they. Sit down; the}? we allowed a level 2 IQ Saving R01]
to resist the spell entirely. In fact. if'the Saving Roll
contains two er'more'dnubles. the spell baekfires. and the
easter'ie afflicted with the curse! The efleet lasts until-tilte-
fnllnwingeunriee- I I

-_Pi"nj eete'eelnud ofpei-efingflS. The Suing-inflating;
gathers within range, hanging- in a. It) nubile that area.
Amine within the Smng—Znfle ln'eee half men EN {if m,
if they are Susceptible tn flexinus winners (they will be. ii"
the}? need "to breathe tn line). Player ehalaetere naught in
sneh je pre'dieam'ent' might be 'allewetl a level 3- SP er LK
.Saeing- R011 to never their menth and nest:’ and flee the
zone. The(Suing will last fnr One-'Cembet Tum Dr'un;1'il.=
dlsmieeed by the easier.

Fewer: Eeeh eddilienal level deublee --.lhe flumfinn.

.rCre-ates full daylight tea ten foot radios are: lose: one
Fell Tom and requires eome Hansen-ere vessel (noon on
jar-willde nicely}.

_PW£P: Each additipna] level 111a3% dpnblei-either the
duration or the-radioe-

This. is. a empe- ward; planed tin eceneiner er acres-s e
“three-eta. will. instantly awake-=3 .ane- alert'the. easier when.
it" tie-"triggered. Lens for 12 hours-m until triggered.

Renee n preteenee earner 3;" in I'diemeter tier 2 camber
Turtle; New.' .....' .erie eri‘iapelle may peeeeete-tfie-ehexfientin
e'r'"'¢lutl.~ '

Allen-e une tn tnanepnrl nneeelf (.nn'ly) up tn 50? in
direeti-nn nf' ehniee withnnt erneeing intervening spnee,
“litepreehalms may east-min spell at no test but .nn‘ly nnee
perCembat Turn; If'theeLepreehnlm is willing- and able.
be (are there any female Lepp-n's) may east the spell‘et
higher levels. but must pay a minimum of 14 AR te-_.tle en,

Renee-E21611 additional level. doubles "the diet-anon?
telePorted and 'eoste en additional MAR

4.6
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Stay “can

Arcane._WtTia.ilies

”Wars Warn

Heath!

Iii-Haws Dumbsr

Fast-tins

fii‘iumfig-doujflg:

This renders the easter- ar one ether person Impemaus to. '15
heat and 11111111111: ta all fire”- damage (except that frem
magical jsaurces such as a wizard qr dragon with a glgreatar-
LlQ scare than the Sim'~Ct3-GI caster) for unit hour.

causes the caster or one other person to be impmiws'm =15
said: and immunezto cold damage throne hour, If the
‘searee (if damage is ol'ra magical natuaesthe arcane
:Waaiiiat will protect the-caster providing his IQequalsor
exceeds that of the enemy spell-easier.

.AlltMs a person to breath tmderwater for one —hour.- Hie 1-6

days, it merely allows the tatget afflie spell to 5mm
Witha‘ut Oxygen,

Placed across an {melting an art-t object ar- an area of 10 13+
fat-It radius with {the other. Spell (which adds its AR east
to Wmd Warn). The seeand spell Is triggered when the
watt-led area is breached. Ward Warn lasts 24 1191113 or
until dispelled (it 15 possible for the caster t0 sat tiff-111$
am trap.» so he meant

Power: Each additional level adds one step to the
duration; the base step is one day (24 hours) the hex-t Sisal
is one week then one month, one year then multiples of
10 years. (him by a level-11 wizar¢ Ward Wam wtll
mantis“)! last Bil-years!

This causes tine target. whose CII cannat execsd 11111;. 13
itfisuiris IQ.- to :hIi‘i-Sttddtttils consineed they are enmplstjals'.
naked '1 .asts- One (’1') Cambat Turn.

Reducesloe’s IQ; to: 3'. It? spell fails for. any wasting 1:81.;
water‘s-- IQ is-reflusedta 3.

Negates a Rask—a-flyaspefl, l3

Doub'lss site ptimaattribute afithe Wizard‘s: sehuiee- for as iii '-
itii‘S. Emmi-Tums When spell wears tiff; thedauiiisd?
"ataihuta-i-s halvad ftir- sane numhsr-dftnrns.

L9Reduces fat: -_s IQ ta 3 at” if spell fails fer this i
easier 5 IQ reduced to" 3I

"When-east '11a ‘a‘ e-elleetion afloat (not exceedingithei' at
casters-IQ in pau‘nd‘sh the goods Will-Sink Without a isms
him.” the grmmd beneath. It will stay-there; safe from:
water‘ worms; & other natural hazards (but not from
.di-seasety by Others‘ with spades}. The caster may meallfii
2th the. surface- at any thiie; but after one war and 21:11 fish
tbs-spell di'ssoIVes and'.the' treasure reappears.

--47
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The'13m1m1s'tn Works likeezPonr Baby-only- faster. Clan rostoro up 11125 50 -
CN' points within 1 Combat Turn. 'Fhis'rapid healing is
very-painfill. The patient must have. all broken bones sot,
Ihtoi-gn objects removed (arrows. stones. gravel, 1310.), and._
stay still I‘Or the entire 'I’um. Failure to properly prepare
the: patient will result 111. at best no heating, and at worse
improper healing (a broken bone knitting at .a tight angIe.
skin growing over an embedded arrow. 1:1 onions)

LEVEL 5 SPELLS
Require-meats- IQ I8,- l)__F___X 12
Cost: 21100 g]? sash

'Niam‘i- ,Dfificl‘tptinn .. Cost “if." {2‘

19"" Bomb: USGd to lock anything Structure; with it Vinibls lock-L W11 2-20,; -- '
samsme tries to open this trapped lock. it will enamels
within three onus] tn tho nastoris IQ in damage”points
unless they 11k a lei-vol 3 Saving Roll On DX.

MGM Allows one to: tank 3 yas'aor 410 questions. of the Game 3f} -
Master, to be answered truthiullyt with perhaps a cunning;
degree of vagueness thrown in for. good measure"

Defies; Heals any .‘cold damage done to a living creams a -_
inoluding a victim of cold spells if‘cast at" the san'ts-lévol,
as the spell Which caused-the damage... This healing must
olttcar within 2 Combat Tums of me cold damage. ‘

ESP Detects tho: true intent of man or monster by matting their :29: L207"
minds or consciousness — in the absence of III-113 sentienoe...
The caster.- must successthfly make a level 2 Saving Roll
on IQ to penetrate the target’s natural (Intense.

assassins Tho sis-Stet may look into oneiiro’and “ass. out 01“" any. 2‘26. .-:-
othorfirowi'thin five Iiiiles. The visions lasts ono.{1'):-Fi1]l-.

nan-fast Minna a» paths.“ Iii-Walk on water for 9116 F1111 Tm 1195-“ ‘ -

'iFIowhtiPoW Causes all.within IiIiy Foot (including the costar) to desire '23 Sfl'Radms
nothing but poses sweetness & harmony for ons{l)Fn11
Tum.

EFF?” Pkwh-afidit‘ional love-I 1131112135 the $8113? "‘91?
'dnvation.

Fracture Causes any weapon or amtor- of nonemagioal onsm or 35 "
(11831511.. to become so brittle- that it W111 shatter;on first
impact.



Glaw

Mindfies:

M'axr‘l‘oer

Peekahe

perfectal

Rfi'siieue

2322223249123

Stem: emit

TrustMe

The easier glows- With tesehlight intensity. These it)"
tannin-1'13 him Will take 1-. die in heat .mage..nm
'gi‘appling er being grappled take three dice-1232;192-
lz'iste one (1.) Combat Turn.

Causes mental CWflsii-m; their-teem cant!” 'i 0.1 zatlfiek-nr' :39:
defend. The-Pea: lasts 3'1'CombatTt1ms.CenatTeu any
number ofbeings up to the l'es’el- oftasting Wizard._

A Inna: eclipse. alliactingthearea within one mlleoftlre 20
WIZBi‘d lasts. for one (1:) hour or until dismissed.

Fewer: Each eddititmz‘tl level doubles lhe radius.

'Negatcs a Swag-spell. but not thfii‘ofim irflfifi has “may 5 11-5
inhaled merges.

Renders any material (125,5.thén 211t th‘iék) $2112t 15.-
fiir-flne Full Tum The area of transparency can Beings-te-
th‘e' “shawls-level in inches (diameter)-

lhis creates the image of a passage-(as. in the2:25i leave- 22
iiPeetrri'..Pi-errrrre]. except that the Caster and party-may"
actually pass thrimjgb it! It disappears When: anyone-else
tries til-use it, or after One ( l _) Full Tum.

This-cut! curse p'artilyzes the fietim From the track down 30
The e'lTectJ.-is_pawn-Hiram.1t can he iii-stifled-

Mews ene--te-':disliiiguish ibetii‘e'en illusion andreafity Fer 275

All rocks and rubble (fist-sited and-smaller) within 50— 20
Feet Will leap off the ground and hurl themselves at the:
target. Damage depends on the surrounding terrain. but is-
at least 2-diee audaat most 10~dice. The GM'will have tn;
make-a decifi’ion on the amount (if-damage dune;

Mews the cR’StEr -tti3i-'te1@i:inthically c‘iiniterse with site 31'1"
Peril)" '-|‘a'reets mustbe Imam to fliefeaster nr-ii'ithitr‘lifie
atsight; 1....ajsf-tsnne. '(1).-C.embat"-l‘um. , _

Power;- Each additional level 'dOubles the range "qr.
duration.

{tenet upon a. victim whtise ..IQ+I .K+1CH (inMR) islet-is 30.3
than the caste-iris twist, the victim-will. happily believe
whatever the wizard-says, Lasts; l~6;-hourSI(-rell-1.die).
Hfissm'cr, if the intended victim pros-'65 to have too 111311
.311 attribute total or MR, the vistim instantly becomes.
aware that an unfriendlyspell waseast against him-and
will likely seek retiteSS"against'the emitter with :a large
knob'bly 1111111.;

li'
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LEVEL 6.. S-P'ELLS:

“miremem '1=. '30. has 13
east: 2500 gp eaeh

Name
Will-ll eF-Wfitér’“

We'll elf-Gloom"?

wall-:33 Thom-S35.

here Write

Mystlc Visions-

Iimrstem eye;

Guidnuss

Allows the I to teleport double one ‘5 weight? SG-teet
in any. dnectmn num work's 01113 on eon-llvmg matter
only.

Power: Each additional level either doubles the weight
thaimay- lbeitranslaortcd 01' lhcmexlmum dl-Staflfie' it W111
travel;

'D'eéserib‘tieh
This conl'ofins. to the standard rifles f3:- Well' spells. It is:
just a Wall ”of ordinary water. (Drinking-it will done
good.- any water removed from the wall area. dis-"appears:
It does. hummer". make-one heek oft-a fizfie swrmmmg
mill-l

This eonforms to the standards for all. Well spells Within!
the wall area there Is total darkness: those entering musI
make on level 3 IQ Saving Roll or panic and (let:

Puts a wall of thorns up between caster and his or her
Toes-It can he cut-or burned dom'but anyone walking
through it must make a LK Saving Roll at level 3' {tr-avoid
'falling,'asleep for [-6 daysfroll 1 die).

“A o'ltrfnrqmncespgll, Allows one to: see what is

“WWW-WWW else by smmming: a: meflta'l-pietur'ie.
”fill“ distanl location. The wizard- must 'have...some
knowledge; (if-.311 Ohic'GL menu, or the place to teens he 1'
”"3 cm“ 36-" int-0 a let-filly: unknown place. The Vision-is
like“ Stillphotograph; you cannot scanta Whole ares,

Similar to the halo-rage spell; allows-some movement of.
the image projected. No sound. however and movement;
fer only short distances Others can detennine that the
vision is not real by. the the! it eon't be touched but touegh
alone will not cause it to vanish lasts upte .3 Gumbel
Turns.

Fewer: Ease-seeiohual levelgaeds an em 5.: Emmet
Turns. ref fim‘auem

{Hales-the ens-let's- natureand level from others. who may
USe-ran 0313232015333 Eye spell-- Theses-ll may also 1313 3.331.
-_on magic ilems to make them appear mundane. The 5113'"
lasts for 6 Full 'l'ums or until dismissed” by the easier.-

Fewer: Each-additiofial level-adds a further-.6 Full Turns
to the spell's duration;

Allows the easier to smfiom gold for one Combat Tm
Dwarfwizards and rogues may,cast Goldrrose for 13131335.;
AR points and double the duration for each additional 15:;
:P_flifil$?filll?nl.-

;'5.o.._

3‘6 .-
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Wall {if lit/006*

Maitrcfim

leesate

Dis

was af‘iit‘i'indii

Wall {if-Stan's?-

W10”

Wallet-Labs

Wall .efli'aiii‘

Walls

This seafaring to all the standards fer WaII spell 3, this
{one is made of footnthiek oak beams.

The Caster can hear what is gains on in another known
I‘m“ (shameless): The spell [eats-one. li‘ti'l-tnn

causes an instant hail sigma over a 20 let-it radius; it lasts.-
one Cambat ”lam and does little real damage (except ta
steps and property}. Higher level merease the radius

Power: Eaehgadditienal- level Enables the radius.

The easter- can move aside or relative earth (but not solid
Task) at the rate of 50 cubic feet per Level per Camber
Tum for one Full ”lu'm (A tunnel that a man-sued
ereature eanmeve through at a erotteh, is 190 cab-it: feet
per four feet length.)

Raiser: Bash additional level diiiihzle-s thes-diirs't‘i'on.

’t‘his Ieenfenns it) the standard rules- for Wall spells.
Within the wall‘s volume the'ai r is hurtling amend Eat
hurricane velocity Anyone entering” it must make a SI
Saving Roll at level 3 or be hurled back (sufferersI
damage equal to half the caster 3 level to dice). '

Biases an impassable wall ofstone up between caster aria
Ines.

Anise-ates any intimate object in-a-cartoen-fii‘ShTan: it"
Spiel-Its legs ands-tins as seesaw. and aim manipulate
objects and abey simple commands. Itsefi'eetive 3‘1" and
DX depends- on its original .eompeSi-tien and form-.- The
swell” lasts. one Full Tum

.Bb‘wer: Each atltliti'ortal level doubles the-dllr-afian.

This estimate-Te the steadieds for all We” spells. The
Wall...g~l_iiws Tera brightly. illuminating the alias mm
150' feet. Anyone entering meet take heat damage equal.
Tattle easter’s IQ and make a level -3"'-S-aving Rail-011.1211:
asheb'li-nided- for 1—61 Fall'l‘urns (will I die).

Places a wall of iron between the'easter- and htserhet'
fees 'Impassable unless. ans ean. melt orwarptron.

Negates a Protective Pentagram Takes one Cembat Tum
-' to some iota being.

Cases paralysis .frem anyeauseescept a severed spies-
eord (edema i-Greiirssti'ell. will have tees cents-teed sits..-
lhiis to: (1111797 that Tami-60“"

5'1

16'}

“-1.26
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w.a11-ef-:—Ice*-= =Plt'tee'e emit-er lee between the-easier and timer heir fees 2.6 -
Witt take (east'er’s- as iIQ‘l'itinee he twat) in damage
breech.- '

Wallflfrlw“ Puts? a-Shfiflt {If-flame. between the easier and his. er- her 245 -
thee; W111 deliVer (.easter’s IQ times his level) in damage
teen-325mm walking threugh the well, en‘lees the per-senor-
er'eattn'eé is immune in fire.

.gqp'erglue' This i331], amplified and-concentrated Glue You._’1'he 2'6 30'
victim cannot move at all for one turn: tt‘is subject to
normal time events (he can be mnvedl hurt, et eetere),

Petite All living. beings within 50 ,t‘eet nl' thee-aster must nette- 3‘2 50??
an IQ ”Saving R011 at lever-t- er flee-in terrerife'r melt-)3
Gunther ”turn.

Pam.”- Bee-h edifitinhal lintel'dmihles the dmmmm.
"tame.

* AIIth'e Welt Spells. are immobile ence created; All appear. at the Mediate dietetic-e 9f the Gee-text‘s reeehi (the and et‘ Itisfiegerfihe.
aestaff), Wall's can eel}; he farmed in the-ehepe ef'a-regnler'geemetri'e selid, such her-a rectangle or square be; een he menieel; (well)
or horiznntal (giant). Wells'ean be dispelled; but if not, the We}! will disappear-wet“ 1 day: its-isize cement SHIEHSS liflflh-eubie fleet,

LEVEL. 3‘ SPELLS
Requirements: lQ.-32.DEK l4
fleet: 3.300 gp eaett

Name. Deserip'tion- (lent, Range
Re.-fetger‘y- Repairs. damage dune to: metal armor or weapons; The l!) -

‘ ' welcome 1,0 AR per pieint of damage repaired. Atleast
50% eftlie eri'ginal material must be present for-thespell
m weir-It. The AR cast is halved for dwarf-wizards".

Wmd-Whieile Cells up- a breeze with a speed upte 10 mph. which blame 1'4 100’
fer um: (1); Combat Tum Higher levels increase velocity-- I
efwind er duration (not both). Caster must specify wind
direct-inn while .easting the spell. Opposing winde ofequal
eelgeity will cancel each other; a stiffer breeze will be;
net-tihllynegeted by .e lesser one but net completely-:-
nullified.

Power:- Each eddilieeallevel Emcee thewiIId seeder
the duration hy'dnnlftl’e, but net both.

OpenSesame G-fee-tee-a'n- dp'cn'ing: in “at physieal-barrier ebmtt‘fiVe fée't 21:35:- a.
" across. The depthllcngth er the passage-is equal tethe

east-ere level in Feet. IF the barrier its thiéker "than that, the -
ep'eu 'fails- eOm‘ple'tely. 'I;‘he spell will last for. one hear
megs dispelled; '

'52"



'Darlgtneld

Etéfifl- 25 Whtér-

Iemnma

ERIE

Zanpaflnmgmn

Brain-Strain-

Yfiuwd! 121m

RuhbteRumhle

This-"eerier-npefl turns the caste: into nub at then-ightefnlk.
Acreature nfpurc shadow. They .are'2.1t invisible
=t11 motionless and can only be heard if they Wish it,
Onlysilvcr or enchanted weapons can hurt the-.ni'g.ht~ fol-k.
(although the Medusa sp'ell will still kill thnm)iThe effect
is dispel lc'd if'the caster-is caught in Stronglighi but
otherwise lasts-lone Full Turn

-.-32tisfies a'gpbrsnn’s nest! for fund anddrmhfnr n}: to
three-days.

Th6: caStEr turns-:inlnstéam --.it laSts three Full- Turnsénr
nntil- diSpelled, -by--'the Easter.- Use with cfiutiiin: yanking
'nfn vtiIuntary movement in this than. 3:611 £243 :21 the ntérby.
nftfie winds (and temperature). I.

Allnws..the caster to .mw‘nm precinns gems. .e one
amhat Turn. Dml‘wizn'rds and rd'gjnns: mayaast
mnnse-fnr nnly 5 AR points andldnnblc' the nut-minim:-
Enact: addifiional 5 points spentr

Hurts- nspear-like icicle into one target. The damage
finals-the .ca's'ter’s IQ. but the target must make a [9K
Saving Roll at level 3 Or [use half their DX. rounded
a'(due to 2111115) for. one Combat Turn; targets with
Monster Ratings (inStead ofDX) lose. 25%1-01' their
'Gnmbat Adds for the Turn.

Pa‘werHélach- additional level increaselt'hez-nnmhnrnf
"Ici'élm-Iby 27? ... which may. he th'n-iwn' separately,- at
différcnt targeté, or all at once.

Enehanm any nnnmntgicai ,weapan . tn deublesit’filtmnat
éffeetiwnfiSS. ’I'heisp'ell- laSts; 1-6h0u1‘Mr'nll-l the).

Causes permanent insanity. The nature cf the insanity —
subtle disorientation tn raging ltmany - is up tome. GM:
but the Learel'diflbwnce between 'castnrnnd victim shquld.
bataken into ancnunt. A 15th level Wizard-should be able
tn inducenany. desired type of insanity in .21 Int level
W-an‘ior. I

Endaws an inanimate abject with a mouth and the, p'nWer
of Speech for 3 (321111221 Turns. The apparent IQ. nfthe
obje'dt will be very rudimentary, but dependingnn GM"§§
datérminatinni effective- IQ will aetually- increase. With
fifie'mrkmamslfip and granter a’ge ofthe. obj ect- (fie;_g-.._-a-‘-
iféhnefp', new leather h'nlt'will bie- a'usele's's dimwit. but 2
fi-nely‘wrbught antique chair may be Exceedingly eruditn)‘;

dwmh" “‘3 Ofz 3'2“.“1116 feet nc'rCombat Tum. 1122*
MG 5.11911 133m- Fnr {mi};- o'nc Cflmhat Wm

PM?" 13391-3 additional 1.22.31 increases the duratinn: hy4
(2.22122 Turns

52
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Oldent weer

crutTnLunch

'Itiitisihle We'll

Alchemical
Esehsngs

LEVEL-38.3PELLS
Requirements: [0249 I5
Cost: 3.5110 gpf-eaeh

Name:
Alas: Prior Yonok

Mam“. 1Mutandts

ems--

Adds sis-e Years tothe age. atone. person or---.oi:ii;eiEt_'(iitiitig
beings swallowed an- tests 3 as Saving amt: object-s get;
no-savmg Roll); '

The; ”casters-mental presence is undetectable by any
means (psychic powers and spells- of unique special.
ahilities)..Ot~course" the physical presence is uneh'anged.;
Out To Leach lasts one hour or .until'di-Spelled-the-Bahter.

The spell allows the wizard to erect a force field from
floor to ceiling that nothing. except higher level magic can
penetrate Cannot be moved onee created nor shaped to
speeifications. lite Invisible Wall W111 last 1hr. l-6 (roll
One die) Combat 'l'urtts.

This spell transmittes precious metals (including coins)
into. gems and 1 ice scrim. The total value to the mileage
catntol exceed the caster s (10 ‘5-1 100) m‘ gp: no value'ts
lost in the exchange The gems thus created will be uncut?
and unesceptional. ofrandom types weighing a tenth of
the original metal. The reiter'se proeess will create the
eqoiir‘alent value in-(rell lilo);

(ll-geld dust: (273)2-ssid nuggets; i‘4i§.-)I‘silivern nuggetg,

Dese‘riptien
Allows the caster to speak with a dead person; the corpse.
or at least a skull must be. present. This-does not-aetua'lly
recall the spirit but merely reactivate-:3 the memory and
consciousness lying dormant In the remains. The spell
[asks for one Combat rl urn.

Enables the-caster to change into any other term ofhe'ing
er creature with a Monster Rating 110 higher than his
combined prime-attributes. The spell gives yous-all the
powers and abilities oFthat creature and lasts up to 6.-
C—ombat "l‘urns at caster's option. at which time he returns-
to his original form Any damage taken to the Monster
Rating must be applied proportionally on original
constitution.

For all practical purposes the target of this spell will
appear to be (lead (although he can move. talk and
ihte’r-aet— he‘s dead)! Scavengers may attempt to eat him
as he sleeps and worst ol'all he will actually beginto
decompose- losing one point of CN each day Also. no
healing. of any wounds 15 possible except by magic There
is no Saving Roll allotted and the efieet'ts pennants-:11;
although it may he remot ed like any. curse.

54

27.

3.0-:

Cost

is.

Range

30



Head Shank

Sie-en

Waterfipoat

same-15 51111111-

LEYEL 9' SHELLS-

€115.19: 4.0119 go-eaeh

11111111-Ways

BaasMerger

..t:.11ra;s.;a1_litypes 1111111111111]. 1111131555. 11111611115 illness is as:
IE1!“- Of-dl‘ti'ing “15131111111OIL

Enchants: any ojnei'sait- of-aifrnorgor-a shield to. deithleits
normal protection value for 1-6 (11111111111 Tufh’s‘troll 1
air);

A 10631111211 solar eclipse (Within-one mile-of the easier).-
Theeefirse Ease 511111 I.) hour.

Pewer: 11:11:11 additional-lore] dour-1155 1111111111115.

Creates a small cyclone under the direction of the caster;
anything weighing less than (1'0 X easter’s IQ) pounds
1111111 he picked up and thrown around on a whim! The
wind lasts 2 Combat Turns and can.more at up to '40 Feet-
pcr round

Creates: a water twister that moves at the oaster’s direillitin
.(i'up to 411' per round); lasts for'bNo' Combat Tums. It will
destroy small boats and swamp larger ones, and pick up
8: hurl about auy'ohject oeighhig less-than (IQ K100)
pounds. This spell works-only 1113111111. or' Within 301] feet of
a large lake or Sea.

Creates zombies from corpses by doubling their ST and
C-N or MR. The Zuni lasts for 5 Combat Tums-(51) _
minates). The zombies are destroyed if their master dies.-
Assuming enough corpses are available. the caster eon
raise a number ofzombus equal to his or her experience
level.

Descriptioo
.-Allows the caster to merge with a body ofwater and
move along w1th1n ii. at 11 rapid (11p to 40 mph) speed. '1- he.
Spell lasts fer 0111-10} hour or until the caster exus the
water.

The caster can become one with a; body of ice and move
throitgh iii-at Walking speed. .lgastE-_-lhf¢3-"Fllfl'71111113101”
until the caster leaves the. ice.

The caster merges with the ground and may move
through it at walking pace. even through solid reek. The
spell lasts for one (1) Combat Turn or until the caster
surfaces The poster can breathe and see normally Whilst
merged

Allows the caster to step into one fire and out of another
up to five miles awry. Cf course. the cost'er suffers no 11}-
effects 11111111 the fire but 1111111.a of the existence of the.
‘11i fire.

“311

3:11

:33

3.5-:

'35

Cost
211'

22

25

31:17:11?

3111

Range



[.5 . . er:

sate-11am
Mutaadiirum

:C- eenrrated R1134.

means: Mug--

Weatherma-

fiseh 'Saelli 119'

Ems!

Rees-111111111” ghost e1 11 deeeased pagan A'pamg“13.1:

person may be specified. or a random ghost will he
:su-trnmoned A one ofblood must he reads For the 31111111 to
consume: it will then converse for up to one hour I-the
.glioSt merely refuses to come if' there is no hinted these
are. shades only. with no-Suhstanee-or powers).-

‘Enahles' you to change others into any form with a;
Munster Rating maximum equal to their combined
attributes and a minimum of S; '1 'he change lasts "1-26 -
Combat 'l‘urns I'easter's option), whereupon the being
res-tens to the original form. Any damage suffered to the
MR must be taken proportionately on original (IN.

”Transforms stone objects (statues. rocks. characters
previously turned. to: stone). into living flesh with the
same nhysical proportions as the origiiml obj eel. If the
target ween t prewously sentient it isn‘ tnow. (probably
makes for good eatin‘ though)!

This spell works only under direct. sunlight. It causes a
shaft of greatly magnified sunlight to fall upon a livefhet
radius. A11 flammables will catch fire and the heat
damagete all in the area equals the easter’s'IQ H 1111 _
Those in the target areaare allowed 11 Saving Roll on '3'?
at level 3 to jtunp out of the light before it strikes.

Permanently- turns flesh into stone unless the target
sueeeeds're a level 3 Saving Roll on (IN.

The caster may do one ol two things: (a) control the
resisting weather (rain. wind lightning. ete.L to-a small
degreeIn a limited way for two Full Ferns; or (b) dictate
the weather for the soaring. day (must not he too
inrseasonahle)

I'Summons-a-fenrilim- that will serve the caster lz'ur 1-5-6
years or until banished The lamiliar is almost always an
111111. with an MR no higher than the easter s IQ. Fhey
must [end daily upon the wizards blood. which costs the
-'easter one (I) point of CN.

The target must make a level 9 ‘iavmg Roll on LK or-
.drop dead!

Lining Bead lunetions exactly like the Zombie Zens. spell
with the exception that the zombies created will last
indefinitely.

Thetarget is completely frozen intime.. They. can he
marred. but their [posture will not change; and they-- are
totally immlnerahle to harm. The spell lasts one (1') Full

sewer: 13441444141114.1441 level-adds 2 1321131111. Tums

3-5

as

'23

343

3:9.

30

3:5

411

4'1").

as

1111311

411



LEWL 110 SPELL-Si
Requirements: IQ 29.19)}! 1'2;
(fest: 4.5090- .gp each

Name Description Cost Range '
3155? Me Ti)... Teleports you and a Weight of up to 2.00 pounds «to any 28:; —

specific leeafien ofyour ehtiieze ,

BryUp' Cempletely deh5dra‘tes one vietim {man-sized Or 30 190*
smaller) ST. immediately drops to. one { 1-,) and the victim
must receive at ieest one quart fife-tater for each of the
next- feur hours or will perish

Pewer: Each. additional level either? memes. the. size '01"
number of the allowable Weti'r'r'lifS-I.

WbteStefle The" easier my shape stene as ifit were sefl'CIay-(diies. 3'0“ --
nth work on magical stone). Lasts. fer'ene heur‘.

501311. is 5' Z . " Decreases size and valuenl'any creature or object. Hell 1' 1'53 50*"
die-and add 17:. then. divide current attributes, by that
number It a being with prime attributes is being
--decreesed only divide his ur her S'I‘L L N and size- May
tier be used cumulatively. Lasts 1 day only.

(Remaied The-caster becomes rowed to the Earth and eat-Him be 33 -
innit-ed"; lasts-fur one hour or until. dis-missed b5- the caster-

Hawaii? ”1'6 caster £1159 'bccnmes._ef_the smas-

caution.

Wealthng A single tee is effected His or her CI"! is reduced In: 35 25’
" 30% tier one Combat lurn.

Phase”.- Eaeh laddit‘ienel. level izdimb'les the delimitin-

‘Hsflhemb- lusts Dismiegrates up m 10.0 euhicifeet of any-thing! 36 1.570"

510519111053 and preduée iii-agile sounds but isslllll
dismissed fi'tflufihhfl. Lasts up. to 5 Combat Tums,

Power.- Hetih-additihnal "lei-tel adds a filrther 5' Chmhat

ll-ii‘ferSiiel-lziii ii [he easier must make a 9th level saving roll on LK. If 60 100
' successfill this spell reverses Death Spell #9.- The cam-

ofthe Death Spell #9then has to make a 10th level savifig
veil cm I _K er Otpu‘e in a greasy puddle.

TS?



LEVEL 11311-511111; __ . .
Benflirt-5111511552: "IQ: 3313 138'
(lest: 300.0 e11. ear-th-

Bilijeh

Beeehzhelthfi

flewYet-1The-

Cleme Green

hem-we

Cemhueuve
:fipemawie-=

{rhesflyfiemg

Beetriptien.
"l'he caster disappem end reappears "in theisairte-epet; six;
seeends later. (If another person is new standing there. he
will be pushed aeide with-”great farce.) Yen are actually:
hurling yenrselt’inte the future, but maintaining the same
“teammates.“ This Spell 12311 theoretically be cast at
higher'levells, but it ee'n be suieide to de se. The longer
yell “hurl.“ the wider you l‘r'eme el‘r‘elhrenee- fer yeur'
eeerdinatee will become. Thee instead of being
peeiliened relative to the'gmund e'l yeur Feet, you may” he
peelliened-relatiee th the mess of the world (5553551111535, 151‘
him it has related or mew-d in- "the meantiHIBL ereveh
relative to the ether (which may lung since have went
past the Whrld)

Fewer: .Eheh eddjfieeal level; . - 1.111;! den-it even-think
about it!

Ehleeges any creature Rel] one: die and edel ene. 1:155 the:
gem-her Ill-multiply lh‘e MR-er 13'1" and CM efthe creature
The ell‘eet lasts: for one day:

Aflewe you 151 telepert one ether'persen plus a weight of
up tin-200 peun'ds. to any [heatien you eaeeiify._ ['1‘ the
tweeter-glues not wish le ge, they are allowed :1" Seeing-
Rell (e1: IQ. delennine the level of the roll hylher I
glilIere‘neezhetween. the vietim‘e level and that of the
eaeter. (Example: :1 l2th level magician tries to Blow
Awey e 4111 levelehareeter; to prevent this, the-4111 level,
ehaxeeter must make-311.8111. level tell.) ll‘.th'e Viflitn
eeneents 11:: being sent, rte-rel] is required.

3551 Whit-1135513355 e. If theiiriimy 'l‘h'e- limb-takes. 1951:1535

This spell eels-”fem “a hemlweinyisible Epir-it-thet-‘een-
91531111115311 tendering-end making“ fenetienwer the meter
'I‘ereee tell-deer

Causes ene victim [e burst into, flames end'he'inetanlly
reelected to ashes. The target is “ellt-lwed .3 Seeing” Rell en
-_1Q:_a't (the caster-is- leveil minus their level): if eueee'eefu-L
they" Still take damage equal It: the- Water‘s lQ-mfi their
elething is, en fire.- Wlfieh is e he'd thing even in. eelfl.
weelhier;

Elsefiil e1 night 9111151115 59511 55111955551152 Effect ef1110911
gene-jetaelight eithin enel 1:): mile-.01" the eel-elem

Fewer: Heehtatldji'tiena]. level double the radius.

Astral hmj.eetien.;a 15 Dr. Strange: Leave your may
humane-"behind . yen and 551511115: an immaterial term
still 5.1115 recast $96113.

Cost
511..

33

#0

4h

45

linge-

.511

.10"



H1113}..;Heek.i

LEVEL 11. sen-1.111s
Requirements: _-IQ 3.3-, DEX 19"
Cast: 55903113111111»

Name
111$tfil'1'i Burial.

Sees Vs

3111111111;t

Whiteflnt

The spell steps anvene using:Ghostly (101113 in pass
thrnu-gh solid objects for one (1) Combat Turn

Fewer-{Each additienal level adds 1:6 additional Combat
Turns ofdutatiem

Dieseripfieii
The grnmd spans- up beneath 1111a target (of up 11:: 12g: 12
Tsiae) swalaing him 1111111111111e hefnre elesingt Damage-
11111111 depends .1111 the griiund LDflSlSl’Bflcy but 111111111131 runs
210.111 120.110110 mentinn suaeatien

Power. -Eneh'..n§ditienai lettef..1in11hieszrhe 111113113131“ Qf
targets

The Spell isrused 111 three a sentient hieingi'tn g1)” 1111'- a'.

the qua-:51 isr'a-reieSnnahl'e one 131111.11 feasible is good 1111l
thumb is:-yrhecnsrm-co‘ufdhtwat/111111 the 11211211: the

6111111111111 1111111111, wtfieh will imprison anyr.ghosts.._-demnna;
undead, and an en, that may be lured or canjw ed into it
The circle Will held any entity with a Monster Rati rig
equal 11) or less than (caster s IQ N level). The spell lasts
11111: hour.

Paws: 511.1s11111111'1iea1111e1e1 act-111s the demise

The spell peneirates- themind of one target. revealing
dBIHODIL 1.1111111115511111, psychic central mental illness et
esters. Head Gauge 111 not' usefiil for reading the thnnghts
ofthe target.

11m: victim is. transported to a nightmare dimension, R011
2 1111;111:1111 a double-emsflzhe vietim is'consume'd by: the:
1111111111 1111111311315. there. Otherwise. he or she returns to.
the Same Spn't three Combat Turns (30 minutes} later. 113
level] [Q Saving Roll is failed? the target is driven
.nennanently insane. Even the stm‘diest of persons WhO'
make the Saving Roll, usually retttm screaming and take:
several minutes to recover.-

A blinding blizzard springs up, coveringgthe-area W1thin
11111-11111 of the caster. All within that radius (except the
easter)1nust make an level 3 .CN Saving R111] 01' .lesethtee-
DX points per round due-tn the freezing cold; lasts ene-
111111111111.

Pangr: Eaeh additienal less] deuhles the 11113111111 er the
- duration

Cent
{23-

3711}:

as

2-411")

11

501111111111

Range
50’

2.111.:

100

50

100



The Wheres-aha.
set-1..

"Warhea- .
Necromaney

LEV-EL 13' SPELL-.3:
'Reqfilaments: IQ 3.4 EX 2U
'Costi 6,000'gp each

"Name
dhalftime:

flames Kehel'da:

Reflhcfiesr-thecaster’s (-111.- a- .target'taueheii by the easier)
Itine—fewer by '12. The perms will experience only. 10-
minates oi. subjective time while the world goes through

IacEeaSe's the caster‘s (hr mother’s) time factor by 7'24. see-
Speeds Me for the ba'Sic effects The speeded pershn-Jifiil
lihe through 12 hour-s- of time in only lU' minutes: to their
perception the entire world has stepped dead still.
However, at this level the isolation of the altered time
ihethr is a hit blurry & imper'ihct. Rapid movement can
actually cause windbmrn: hitting something hard can
demolish your hand (because itwas movihg at several
hundred mph3; and 11 can take quite. a “long“ time to' open
a large door (the fraction of a mound it takes to overcome
the door‘s inertia).

Temporarily restores the dead to” life. A person'hrouglit
hach to life this may l'ises for'as-many-tumsas the
restorerh Luck rating.

"Instantly returns your body and possessions to a
previously chosen base. Which may be any distance
away The act that triggers the spell must be identifiedas
the spell'1s east possibilities include: moment of- death.
.One (13 hour from new, "first successful-attack, and. serene.

Description
The.caster is covered in a shimmering aura; eu-seeing it
must make an level 3 LE Saving Roll or be dazzled
(halve their Combat Point Totals and double their Saving
Roll “.levels'J Daazeled targets cannot cast spells but may
use spell—like powers ofmagic items The touch oI the
easier causes- damageequal to CH K one(1:) die. The spell
lasts one Combat Turn.

Fewest: Eachadditional level doubles the duration;

Heals outfits 11'l lost due to mneee injuries. mag-ta
“poison. tie-otherability. Will restoreall-1€eat-IQ1httt.iietjte
a higher total-than the cas.tei"-S':.-IQ.

i-Kobolds are nihiei‘ earth .elementa'ts and 1131131131 have
Monster Ratings of 1.0 or less. The number appearing
'(poppmg out (1] the ground-3 will have a total MR not
more than the caster‘s CH. They will obey the easier :1
eottiina'rtds ”for one Combat "Tum [s eaSter’s IQ). after
which they; will ”return to the-ground or seek reveiige {eff
being commanded- to. do. something really stupid.

Pulitzer: Eachaadditiitiha'lI-lefiteledeuhlce the .duratifin.

6.0.

45, ..

4s =-

61: tar

.75. ..

CW I Rates
40 . '5'

4:59 —.

4s -



1166616t 6116-111116-

61616166151616.

Ebb-63713111611.

1106* .13

IEVEL t4 SPELUS
Requirements: IQ36, DX 21
61161666 .61 .500 61?. 66611.

666-666.. .
66166631116111

111110166361 (16111111116 116116 with 53 MR 06111-611 “3 1116611616175".6011113111812] amibutes -l- 25. Th1”: fiend fights-With 1301950111361
1661116111! 6161165 11111666616611 6 1661111611. [11.116116116666166
61111 damage._roli 1 die (1116116136 1.0 points of CN: 11111.
16611111611111 number 61' 11111111 1116 character has 10 611161116
Tad—3661' T111111 Spell (-01 1111111161 11111161116) before dying.
The GM should play the fiend as devious. treacherous.
M-dfiuhlé-‘deal‘iflg. Tasks set for 11161161111 5111111111 6112163315;
i116|udicblmd-lclti11g; Each time the Fiend Completes-ea.

1661:, "its 11136161 1111161 make a 7111161661'Sz11161lg-R611611 CH
16 1161616 61.16611. 1151116 36611166611 16111611616 111111161 16516
11165! be assigned.

(63166616666616; in the 661111 111 616.1611- 16166266611611 16 1616-611;
Simugh. '1‘116 1116111161681611161116161 1-6 (3611111111 111111111616
uht-iI-Tdiism'isScd-‘hy 1116. 665161; Anything caught in the. 116136.
1611611 11161111161166 "pops“ out 1116 61116:, it‘s 1111.1 6666111'16-t6
61611511211n66116 i116 collapsing M616 H0116.

A circular 166116 of ragmg 111111166 Spreads 11111111116 6115161
16 a 1611111116 111501661 doing (IQ >6 665161 S 1611131) ' age
11111.1 1611111116. 6116161111116 that migm' conceivably b11111.

P6116611: E6611 additional l616l 6111161 661111166 the damage
61' 1.116 166111116 617 616.61.

16111119161113: binds a ghost, 61' 1116 6101665111111- 61‘. 6 11111116
13616611 (11116 561113116166). 16111 1111. 665661. The-16611111
161616166 'CflflSitillsnefifi1 but 6666116606 6666611101? 61 6261161366666
1111116615. L11116 6116 WEEK (111116611 be 111666 13611116116111 by
1116 361116 61161111111611" "(16111 Spell).

(6961166661161 to 611611161- plane. T6616 are 1111 1111111111
1611619 to 1116 6116-11. but the other plane-16.166 he 1.666616
1116'. 1666611" (through 61166666666166 0161656116111-

Th6 [11111161661 Translator! This 1111111116 6116116116116
wh611161161- 11166661111166 11111111161251.1161161111 66
6111161616611 b‘y- 61136116161161 withih' Speaking 16116.6. Lasts
6 C61111161”! 1111-16.

Fewer Eflflhafidfilflfifl 66611-1166 66 616666666624.

B6scription
Creams a- wafl 11f spellvpmof colored light. T116 Shield
6aummaticully deflects magic spells and 1116611111116 1111616161
levels Wizard can shape 6111:! move the Force Shield at
will but doing so consumes 1116 entire {1111111111 Tum lfza
being trapped behind or within 0116 can make 6 14111161161
Saving R611 on ST 01 IQ (611166116661 15 higher), 116 61-5116:
6616 66666656 6631.

6115.

:65:

66

46-3

59" Radius

mag-'6
16.96



Master-m”.

Com-anon

Catt Y's-tint!

LEWL 1-5 SP-E Lats; _
Raquirémsflta IQ 3a no: 252
£95“ I¢0.UU-gp1eacfi

Name

mdDfiman

LEVEL 16 SPELLS
Requirement? IQ 40. DX 23'
Cost: 7 50!) gp eaelt I

Name .. ..mama!“

The ease: can-control all Urdfiamy forms ofmidead-t.
pmv-iding the individual undead. IQscore does not escalat-
ih'e mama and the total MR does not exceed ('easter’s
Level >< [IQ + CH1). The undead will remain under the
necromaneefis power for 12 hours. Note that most
amidead creatures have an IQ of zero (.0). only more
p'owerfifl creatures. have the. ability to reason;

Poster: Eaeh'additional lavel doubles the duration.

DIN-35 a 905335—4113 7618mm out of its Victim (it may'than
:be-fre'e to possess another, or attack. '-depe_nding ”upon
GEBUHIStaflcei). If'the demo-13‘s MR: eaeeeda the camera

will Pass from the victim and né'sg the caster!

D'afiriptiofl
Allows the easier to Conjure an elemental to use an.
Servant for 5 Combat 'l-‘u'm's. Its main equal the total at
the Easter‘s attributes. multiplied by Mo. Elementals cafl
bc-‘Iaught‘ and are nullified by sending the oppa’site type
against it,(fife vs. mater. earth Vs. air),

Powef.‘ Eaeh‘additioaal level doubles the duration

Fmanently binds .a demon into an enchanted object; it
adds the demon” s powers to that object. and the caster can
then utilize any of the demon'.a abilities through the
object. (Example: an ordinarv demon IS bound into a
sword the sword gets normal dice but the regular adds
are replaced by the demon a Combat Acids and its attacks
are considered magical) The demon'5 true name must be.
known and Wused In the spell. “is target demon s [Q may
not exceed the ”easter‘s, nor may its ..MR'ex_e'eEd 111a
ear-1m (”laws—*1 as 1Q}:

Description
Can be used selectively to negate and cancel any lower
level magic in the Wizard‘s area of View. Lasts 3 Combat
Iums once set in motion. Alter 3 turns the countered
magi-e returns.

Power Each- admnonallml doubles the. duratmn

62.

5f}

369$:

Cost
4-2?

Cast

m"

”112t
530'“

150

590'



Exam

LEM 17 SPELLS
Requirements: IQ 42 _DX 24
.:Cost 37- 000 gp Each

Name
Sminmelung

Lee-ems spaLL-S
seqairentems: [QT-44. s25
cos-t1: emu g: each

Name _..
Dames Dump

Theeastermay use this Spell to negate the power eithe-
Undead. it will dissipate ghosts slay vampires Withdraw
the power ofmovement from zombies et eaters. MR
should he: be 1' evealedpnw re ape}! .9 use.

1% sea to cast the .gfiell is equal to the MR ofthe-entity
to be esoteiased.

Conjuresupa greater Elam-enrol. it will serve for one;
Combat Tum or. one task-(whichever enmes-seoner); It
will "have-an MR of (caisier's IQ x level) and have-arcane
powers to control its element as appropriate (the GM
should decide what is and isn’t appropriate).;.

Power: --Each additional -.Jeve1 doubles the: martian a-
ntu'iaber elitaslcsrtheElemental-will perform,

D'e'seriptieu
Summons a demon with-a MR equalto'.the.m'agi-eian‘"s
G'timbined ST; LK. IQi'and CH. [lithe demon. is used
simply as a monster. the MR will suffice. [fit is- used as a.
character however, the MR should be diStributed among
the primary attributes as desired by the easterl A demon 5
teen must be Specified upon the Summoning Demons
will strive from 1-61 hours (roll I die.) Demons know and
can seat any-Spell that-"melt IQ, DX and AR willpenuit,
but they sul‘fer the-.sameAR loss as a wirfld for doing, so;
howwca they recuperate AR at use of 10 points per
leash-a1 ’l‘urn. '

Power: Each additional level dwblee-fieW erthe;
summoned 'demeu.

As per the Summers-rag s'pelll but if the meter makes an IQ
$.11q R1111 he may Specify the type at dart-ten
summoned. “16 léVEI at" the 53mg rol-‘l is equal re the
”-reqmrefd demon MR divided by 20..

seems demons.- invisible fiends imps and the like haek
Whére thaw. came from. The BaIJiShing must be east at. the
less! ofthe wizard Rho originally summoned the demee.

Description
__A more powetfitl fem} o1 Banishing The spell will
dismiss any demon with an IQnot greater? than the
taster s, or whose MR :5 not greater than the wearer-1e
10*: caster 3 level) Bound demons meat first befleet! m
order to.be dismissed

639

5&2;

Cast
11m

129

;;1 50"

cost
155

*‘leht

Renee

500‘



LEVELJ'Q'SFEPLS .gequiremgnm IQ 46.5133" 2.5(just: 9,000 cat311-

Nil-.111?
Sim] Snatch

.Dmrinfion; , . .. C93f Rang?
Steals the Spirit of one-victim ("must bee-within ling-of" .1;SQ 4
sight; 01' may be up .to (me mile away 'rfthe caster
pjflsfiusms a lack 9f hair. or such). Unless 'imprisflned. or
bound. the spirit is immediately free t9 seek "out its'bpdy-
again. If the still] is gfine 1’01’ 21 days. the body. Will-die-

3-".a;llggembodied1 unbound spirit may rc-inhabit its. budy
pm'xrided theqy can be lucaled — which generally takes-
4 (;di‘ce;)_+6 days of astral searching. 131' the bud); is located,
the; 53t mus: make a series of Saving RulI-s on LK,
matting at level 1 and Working up to the character‘s level
at the lime- Ol'dc-ath (so a Charactarwho was [We] 3 when:
the San! SEW-i7 51331] was cast would .ns'ed to smut-ed jam-
Igvalfnue (--1).- '2 and 3 Saving; Roll on LR.

Additifinal Spells

Ofeourse there are fiber aneusvava-ilabla to the wizards 0f the. warld. but 'thvse. listed .abwe: willh'élp 5'10"“
ta face: many. (if the Challeriges --a true.- adVenturer must meet. Ga- ':' mt: mamas 511mm feel fixer-r toamaze rape-1.15.
wingithe .exi'stlng List as inspiration.
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SAVING ROLLS: A PLAYER’S INTRODUCTION

In the; sale; adventure that follows, the text frequently ealls fer the player to ma Saiiiiig R011, at 4
particular “level”r to determine; the-outmme ofthe character’s actiens.

Saying; Rolls are a cornerstone of} play, and are diSCussed fully in “the Game Muster-’3 Grimoire; Fur'new
all you need to know is that when called upon to make 41- Saving Roll, you will. roll 2 six-sided dice and add
the indicated attribute to the total. [1" the dice come up doubles, roll again and keep adding the rolls? until
semethingether than a double is revealed (it is entirely possible to generate. very large Saving Roll. numbers),

However, if the first roll is ‘ l " and ‘2‘ or ‘1‘ and ‘3" (less than '5— hut not deubles), the Saving Rail. is:
automatically failed. _

The final. result is camp's-red with-lithe following. table to; determine ifthe Sawing Riell has been sueeessfifl.

Level ”Est-9'41 Required
1} 2-0
2 25--
3f} 30;

4 35
5 40.
+ +5

saving Roll 'Exflhtple: Stigma heb is about to leap hen-ween nvo mqfitOpS escaping-firm semi? aver-'-
5424x524 City Watchmen--w-hoz.;have weft-arsed fifmfor a wanted rh-iefl- The GM callsforaa ST'Sevirrg-Reil at {£55441-
2; .Si‘igTs-_p!@er arguesfor a? DX Saving Roll but the GM '5 word is final. The-player rolls 24513521 undecide-
fig ’5 ST of 12. 34 level '2 Sari-rig Roll requires a mm! of 25. for suede“, o‘rdi‘naribz this wartld mean, Sfig’s-'
P34?” WWW-have ‘0' *0” a '1' '3 "V!0 make Thfijump! The P141145? r0313 double-45' car-#0154143 a _-rez—mll. "The: 44.525551?
rel-l: is '39 ' fer a safe! (If 1-5, pit-ts Brig is ST‘Df '12 tag-mils 2 7’. SH}; makes the: 1425p andflees into the night;
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The” Ice Cavern of Seriali
By A. R; Helmet

The followmg is a brief solitaire adventure suitable tor all eharaeters- With 2'0 Combat Adds er lea—s.- Even
newly created first-level dungeon delve-rs will stand a chance here; although a sharp sword and sharper wits
are called for! The adventure assumes that you have suffieent' equipment to decend to the caverns below; if
your character 11 brand new andfa little low 1111- eaeh, don’t Worry, we'll lend him-.the._.zneeessary items. juSt this
once.

In the depth-s.- ef the meanteih's, a deep (brevets-Se, lined With ice. Plunges into the 11211111. At the bettern, a blue:
ph'oSphoreseenee can be seen, illuminating the Way-1 F011111 hereabout fear the crevasse believing that Frast-
Giants secretly created caverns beneath the meuntain, and they don't look kindly upbn Visitors. Othere
believe that a terrible Ice Dragda lives at the Very bottti‘m. turning anyone whe ventures int'e its lair to sohd-
ice; :1 .neCESSa-rily fatal transfonnatidn.

ti’hateVer is tH there. you: are .eenvineed that there must be tmasure' And 3915,- equipped r-With Silk rape,
pittinap --and a pack full at? equipment and Supplies Rentingh 111 lae’t't’pr a: Week, you begin your trek '31t the
mountains

“her-mar yen see the letter (B) 5 hated by.“ parentheses-1. 111-1.11:1: an .Eaceaafer the table 111111-11 the
adventure. .Gon'd luekl

Begin your adventure at paragraph. 1,.

Paragraph 1
The climb was hard. but you are in no hurry and twelc your time There are still hours of dayhght left by the:
-.ime you arrive at the crevasse Caution-sly ytiu peer over the edge. You can clearly see the blue. glee: at the
bottom of the abyss If you begin setting-up your 111111: and pit-011's, and attempt to climb dawn the; crevasse, ge'
1a 14. Ifyea look areund foranbther Way-down go 111-2.2.. '
Paragraph 2
‘1' on are at the bottem of the crevasse You can now 1111111111},-r see that the blue light ia- caused 531
phoSphoreseent 11111113 that clings to the Walla. D0W11 here it is very cold, and me has fanned at the sides of the
reek wapll Leading down into the rock is a tunnel. which also. glows blue from the enchanting moss and
lichen As you look down the reek tunnel, you can see icicles hanging down about 20 feet inte it and after
this it appears that the entire tunnel, 1s eeVered 111 ice. The-glewing moss illuminates your Way.

.‘: 11‘01'1jladaPPeal-'_t‘hat year adrenatre begms here; Strange-.11 Will be hauling great: sacks: .of-‘tireasure gear. 111‘the
eat-ems! Welt. ht least that it}. yam- 1111111....(21111111111131: you Walk down the iey fundel. (E) After your eneeenter
go to 3'6.

Paragraph 3
You are in a large eaVem in Which: are many arrange. creature's. They- look like Gabi-int, hut-'2 they appear
total [.31 made from ie'e. For eyes. the-y haVe tiny-green points of light, and ”their fingers-are iei-elesz..Atfi1:stthey
more you and continue dancing around In the. iCe mm but suddenly, they stop and as one, turn to [Oak 111
our direction their eyes .glinting and shining, their jagged icicle fingers like claws ready to rip you

asunder. Their faces are menacmg, and they begin to edge towards you. Behind them is a natural iee
£1211“ ay, through Whieh you can see mere of the strange but beautiful glowing blue mess Behind you the my
.:-:Irridor creeks and cracks as the: Froat Goblins prepare to attack If you turn and 11111.. go to '42 If you attach
i‘C‘ ID 20.-
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Paragraph 4
The ice tunnel winds doWn into the. rock like a corkscrew. You scorn to walk 1111111111 11111- never-ending spit!
for ages. Suddenly: you are Wary ofa cracking noise beneath your that- The icy floor gives'---Wary-- and you 111113
leap clear! Make a level 1 Saving Roll on SP If you make it you leap aeross the sudden chasm in the tunnel
floor and continue down the tunnel deeper and deeper into the mountain, at 16-. If” you fail the Savmg Roll,
you fall dIoWn into freezmg. Icy blackness Go to 37

Paragraph 5 . _ I .. .
Only chunks. Mice-remain ofthe creatures}, theircald greeneyesz: dead. Yet-.i-scmehevr-yeu get. the feeling: that
all is 11111well. If you-return thaws-31111111 came-so “1042: If you-.sa'thmueh the natural is‘6='-'ar6hW'3¥ so it) 2-4--
Paragraph 6
The old man shakes a pot of small bones tIBeth and claWs and throws them down 1n front of you. chantlag
continually. Roll 2-dic.B Ifyou roll odd, go tn 19. If you 1611 even go to. 23.1fyou roll doublesgo to 39.

Peragraph 7
You are on the edge of a large subterranean lake. It IS absolutely freezing down here and the surface of the
lake 13 thi'lee. You cannot see the roof of the cavern but apart from the way you took to arrive in here.
there 1s a large natural archway; dripping 111 long icicles. and shrouded by huge columns of naturally fanned
ice. Through this arch you can see a tunnel wreathed in glowing blue moss. stretching. away into the distance.
Suddenly. from the lake. there isa loud B<CRACKI>> and a huge shape hauls itself out of the fro-Zen lake.
shattering the thick layer of- ice that covers the water. There is no time to do anything but attempt to tight or
flee down the'my tunnel. The creature looks like a giant VETSIOH of a frog. but has tentacles Sprouting from all
"otter its scaly hide, and 15 covered 1n what looks like frost. Its eyes are huge globes mounted on top of its
head. and are white. 11 1s easily 30 feet high and almost as wide It cpens a vast mouth within. row. upon row
tit-What look. like icicles are displayed. From its mouth the beast breathes icy cold air. which appears to flee-2e
anything it touches. If you -canfiefit this mammoth subterranean "ice beast. go to 38. If you flee down the
tunnel go to. 128-. .

Paragraph 8
As you return. the use beneath your f‘Bet cracks and creeks and before you can react, you fall through the my:
floor of the tunnel down into .- .‘."-z1ng darkness Make a level 2 Samng Roll on LK. If you make 11. go to; 45 -
H" you fail go to 1.1-.

Paragraph .9 .
The tunnel is dark. cold'and narrow. It soon- hegin's to” slope down into the bowels of the rock. (E) Soonthe
tunnel opens into a roughly spherical cavern. It 15 quite small with no attractive features. In the flicker of your”
torchhght you see that the floor IS littered with bones skulls and pieces. of broken weaponry and armor
Across the cavern is an ojpcnin'g through Which you can hear faint chanting and a rattling:- noise. If gouge-
through thei:op.eni11ggo 11:126. To. return't'o the-outside and climb: down the chasm go to; 1‘4.

Paragraph. 10'-
Take 100 AP as the Demon shatters into a thousand shards of me. In the remams you spot a' dagger-like theta
of 1GB that glows green but 15 quickly fadmg This Is- [cadriLIa Inagic dagger that will never melt and Will

UK of .6 to. use- You may noWgB through the KB archway at 27 or rBturn to the first cavern and take the left
tunnel 1114.
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Paragraph 11
Roll 6-dice and take the result In damage as: you tumble doW11 through” jagged, 11131 rock's winch 11111: the p11
beneath the tunnel 111111117011 may count armor value normally. If you survive, you find yomseif In a small
cave near the bottom of the mountain. You are battered and bruised but you still live and breathe. You hohhie:
back to your village, without the treasure you hoped for, and Without dlscovenng the lee Cavern of Seralmd
10.0 AP. The End.

Paragraph 12
You-have found a Small cleft 1n the rock just behind the crevasse Here, you see a- dark opening that. enters.
the rock ofthe mountam. To enter here go to? 9 To elimh down the crevasse anyway go to 14

Paragraph 13
Malice a level 2 Saving Roll on the average 11l and CH ifyou fail, the seated figure waves an icy hand and
dismisses you, a sad smile on its face. Go to: 15.1fyo'u rnake the roll go to 35.

Paragraph ‘14
Carefully you assure the rose at the top ofthe abyss, fikihgit around a pinnacle ofroek. and tie: the-other- and
around you. Using a clever slipknot arrangement; you begin to ease yourself down the Wall of‘the chasm,
every now and then knocking .a piton into the wall in case you need to climb back. 1111' Without the aid of'the
rope. This is a very dangerous and tricky maneuver and you must make 10' level 2 Saving Rolls on the
average of your ST LK and DX (round up). if you fail one of the rolls, take 1 point of CON damage as you
get it wrong and slain into a section of- rock and your rcpe slips too far. If you ever fail a by a rolling less than
5' (Without doubles.) whilst trying the ten rolls, go hnmediately to: 30-. if yourfinish triymg-g all ten saving rolls
Without dying or rolling: less than 5 gets. 2-.

Paragraph 15
11111.1 find yourself outside-1 bash near the bottom of the mountain. You cannot quite recall how you got here,
but you are alive, safe and Well in your pocket you find some crystals Roll 1 die- +— 2.- and refer to the table at
para-graph 41 to see What, you have got. Your adventure 13 over. Take 150 AP and go home The End.

Paragraph 16
1E) You come in to a large cavern the Walls of which glisten With sparkhng gems. However the; floor looks
I ery dangerous it 15 covered In cracks and feels unsteady beneath your feet. If you risk trying to gather some
gems, go to 41. Ifyouprefer to return to the first cavern and take the right-hand tunnel go to 31.

Paragraph 1.7
The figure 11:1 the throne remams ImpassIve and .casually watches proceedings wrth mterest, raising one:
51BbFQ‘W. You have chosen to. fight two _‘Ic'e' Beasts, each of Which has an MR of 22 multmhed by. year level
number. if you die,- your adventure ends here-.- If you defeat them go to 2;].

Paragraph 18
112') After your. encounter you find yourself wander-mg down a WIde we. tunnel The walls are glowmg With
chosphorescent moss and the Whole scene is enchanting. You are unable to see the end of the tunnel,wh1ch
gently angles. down ever deeper into the rock 111 the Innuntain. Sun 11p ahead, you see a dried of twinkling
ii'ghts. As you approach, you realize that hundreds of Wii'l-o— Wop: almost fill the tunnel- Beyond them the
confident vanishes into the distance. There is no . way to. pass; the magical lights Without disturbing them. [If you,
return the; Way 110ucame no. to: 8. If: you walk throughthe Will 0' Wraps go 11:125.
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Paragraph 19
The old man shakes his head.mutteri11_gto himseli. He fixes you With his cloudy eyes and grabs your hands
in his “Do. not go doWu there!” he matters 111 a passable attempt at your native" tongue. Then he sits back
dots-'11 on the floor and continues mumbling and weaning his hands on the fire Ifyou attack him go; to 34. If
you return to the edge ofthe crevasse and prepare to Climb d0wr’1,go to 32.. If you heed the old man's Wanting?
and go home leave the adventure with 50, AR

Paragraph 20
Roll 2-.diee to see how- many. Frost Goblins attack you.The1'1 attempt a level 1 Saving Roll on LK. Ifyou fail

-.g.o to 43 If you make 1t read on. Each creature has an MR of 5.1f you are fighting With any form of fire:
attaeh (Le. a magic- Weapon or third). you may deuble your attack score. Assuming you ,survieesgh to 5.

Paragraph 2- I,
As. the Ice Beasts fall dead to. the cavern floor.theyturn to water and sink throughthe floor. somewhat super-
naturally. When you turn towards the throne. the figure has gone-,- but upon the. seat of the lee throne is a
”booklet shield and short sword. They are both made from lee.- but very magical. The shield has the same
protection value as" year earreut L-K ratings and the. Short“ sword Will deliver as many discos-your eurrent ST.
hut it has. no extra Combat -.Add.sz. Claim these gifts then go to: .45. as suddenly: the iee'flo.or'-ope'11's her-loath
Your feet!

Paragraph 22 . _ ... .. _. . . . . . . .

1M aka a level 2 Saving Rotten LK. Ifyou fail.- yea-1.1111111: eli'mb-.-doW11..-.go1e '14. for-yea find nothing; It's-1111.1
make the saving; I’Oll go to 12,. - ..

Paragraph 2.3
Your adventure has. ended. You. are alive and may fight another day Hopefully you Will have gained a little
treasure and maybe some magic from your time Within the caverns. Even if you have lefi With nothing, you
have had an interesting experience Take an additional 150 AP and seek adventure elsewhere' The End.

Paragraph 24
As you Walk to'Wards the archway something terrible happens. The remains ofthe Frosr Goblins anhnate and
gather together forming- the huge and fearsome lee Demon! It blocks the archway. leermg at you With. a
terrible mouth filled With sharp icicle teeth and eyes that glow With an unholy green hght. It aWaits 310111
attack. If you flee the chamber go to 42; If you attack go to 33.-

Paragraph 25
The Will 11' W1sps are magical unpredictable creatures and new you With mterest surrounding you. Make 11
Saving Roll on LK. If you fail go to 15. [f you make a level 1 or level 2 Saving- Roll go. to 47.;1f the savmg
roll you made 15 lettel 3: "or higher go to 2.7. .

Paragraph 2.6
You enter a small loW cavern. “Inside, sitting cross-legged on the floor is an old man dressed in layer upon
layer of ragged clothing, wearmg old leather boots and a hat covered 1'11 feathers small hones‘ elaWs and
colored heads. He 13 hunched over a small fire that burns low In a hole In the cavern floor. facing aWay from
3.11111. He appears to be mumbling low and shaking somethinjg'111 front of him. As you care. he steps and turns
to look at you. His: face is like. old dyed leather. and his eyes "are pale White: orbs. You assume that he is blind...-
He begs that you sit._ although it seems. that he: cannot. see you. If you leave _nIo-w-,_ return to the; edge 'of"-th_.e
[crevasse and 'elimh down at 1.4. Ifyou sit as he 'i'hst‘ruet's go to. 6. If you attaek him go to 3:4.

{1"-
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Paragraph 2.7
You ’find yourself 1n a huge. circular cavern. It must he at least tWo hundred feet in diameter and many of the
giant icicles that hang from the reef are in excess of ten feet long. The walls of the coy-em contain many
archways all shrouded 1n sparkling ICB crystals. and the ever-present glowing moss is everywhere in here. In
the center of the cavern is a wonderful ICC throne,in which a staggeringly beaufifiil person she. watching you,
a look of pleasure and intercSt on its face YOu cannot tell Whether the person is male or female Then,
through two of the largest arches, great hulking ice beasts shamble into the roam. Theywalk on all fours and
have huge tucks at either Side or their mouths Their eyes glow green and they walk upon huge claWe'd feet,
and sport icicle spines along their backs and long, heavy tail. They walk Casually yet menacingly. tOWaI'dS the
throne and sit at either side. The figure in the throne looks upon them apprevingly. Nothing more happens. If"
you leave the cavern going back the Way you came go to 8 If you approach and greet the figure go to 13.1f'
you try to leave the caved-1 through one of the: other archW'ays' go. to 46. If you attack the beasts go tn 17-. To
attack the figure':11 the throne go to 50.

Paragraph 2.8
The old man grins and Waves: his hands 1n the air, smiling. a toothy grin. He claps his hands and says, in a”
brave attempt to speak your language, “The Gods of the Mountain will watch over you! Go!” He gives you a
small necklace ofbird feathers and claws. The necklace is magiCal, and has one use only. You may choose- to
use it When you meet any the in this adventure only. When used, it alloWs you the first combat roundfioa
without your. opponent attacking. HOWever you only get to score the result. of t‘he-sdie roll for your weapon(s)
you may not count Combat Adds. You Wear it. thank the man, and prepare to climb doW-n the abyss. Go to
14.

Paragraph 29
"Hmrnm, an Interesting decision mortal, but so be it. Let us to combatl” Seralind does not use her full
strength and poWer against you or it Would be a poorly matched contest"! Instead she fights With a magieg
quartet-staff of ice and an MR of 52 m-aitipli‘ed by your Fave! Minibar. It Will still be a tough fight, but
Scralintl, daughter of the Ice (ind, does. not wish to lose: a contest against a mortal if she can help. it! In
addition, at the start. ofevery Combat. Turn you. fight you must try to make a Saving Roll on the-.-aeerage of
LKiand DX (reund up) at level 1. [Fyou on. the roll go immediately'to 40.. Ifyou win, go they.

Paragraph 30
The slip-knot arrangement gives-way under- the strain and you plummet down into the.abyss. Make a level 32-
Saving Roll on the average of ST, DX and SP (round up) to react in time. If you make it, you retain a firm
grasp on the rope and laad at the bottom, taking only 2-dice of damage, With armor counting normally Ifyou
tail the. roll, you fall freely down into the yaWning crevasse and slam into the rock at the bottom, dying
instantly. If you survwe go to 21.-

Paragraphfi '1.
The tunnel creeks and groans as. you Walk care'fiilly (lo-Wu it. Now. and then. the: fleet seems to give. a little;
beneath your feet. Ahead you can see .a large cavern,- in Which you see movement but cannot Work-out What itE
is. As you approaeh, the icy. floor creeks and strains more and more. If you continue towards the cavern you.
sill need to make a lose] 2. Saying Roll on LK. If you make it go to 3.1fyo'u fail go to 425.011 you may turn
back to the main cavern Where you fought the Worm and take the left—hand tunnel at 4.

Paragraph 32: _ _ _
lie-oughut thisadven , your character Wlllhave his orher Luck rating reduced by 211011115 The Gods of
1he Mountain on net favor you today. Continue al.14-
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Paragraph 33
The demon has 511 MR of 35 a your level number. Again "if your 5521131515 fireor heat b55511 you 11155115111115
your attack score. At the start of each Combat Turn make a level I Savmg Roll on LK. If you tail go to 44;. If
you kill the Demon go to It]-

Paragraph 34
Your attack failsas theold 111551 som'ehoW"1avo-idayour violent onslaught. Hevpoints a flail”. b.5115 finger-5515511
and shouts a clutter of sink-ward Words at you Whilst Shaking his flats in. outrage. Your fle5h 15.111511115515155.
Later. alter he has rested. The Mountain Man Will sweepsyeur remains into -.th'e oil-tor cavern-1 The End.

Paragraph 35
“The figute 1s impressed With What you have you have: to 553. It rises [item the: thronet and you see that it is
about 9 feet tall! The figure 15 slender yet muscular "and Wears a long floWing- ro'he. Which appears to he"
made from silk or maybe very thin me. you cannot tell. You can see now that. it is a female. She speaks-.111
holloW tone-5. Which seem to ring around the cavern. Meanwhile. the tam. ice beasts lie on the "floor.
seemingly uninterested. “Your presence. here pleasures. me. Mortals do not often tread Within my chain-her.
especially those- as channing,_ strong and beautiful as you. I am Seraljnd, the. lee God's” eldest daughter. I give
you three choices. You may leave now. With my blessing. stay and light my Ice Beasts; to prose "your worth.
131‘ out yourself to the ultimate test and fight me. What is it, to he? If you leave now With. her blessing go to 43
If you stay to fight the-two huge Ice-Beasts. go to 17-. Ifyou-tight Seraliu'd go 11122-9.

Paragraph 36
The-'toy tunnel Works its Way down into the hoWels of the mountain "for around seventy-five feetII 'a'i-‘te'r Which
it opens into a roughly spherical cavern. Long. thick icicles hang from the roof. From the cavern least tWo
tunnels, each one heading down fitrtIher into the mountain. Suddenly. before you can decide which. of the turn
11155515 to take. the cavern shakes and a deep rumbling can he heard above you. The icic'lEs fall down
shattering upon you and large chunks ”of rook: and ice falls- into the cavern. Roll 1 die and take the result: in
CN damage. despite any armor promotion you may have. After the Collapse, you are horrified to see a (31551
Ice. Worm writhing around in thecavern. huge mandibles clanking together. It's massive purple compound
eyes fix upon you and it attacks Wildly. You must fight for your life. Its MR is 20' multiplied by your. level
number. If you kill it. you may take 1 die. Worth of sections of its unusual eumpeund 5555.. Wish will sell for
50. gold 'eoins-per=p.i:eeg. Assumingyou suruive this deadly cavern. take the left-tunnel at 4-517- thc'right tunnel
at 3] .

Paragraph 37
You land With a crash and _a splash upon the fresco surface of a subterranean 15155. You take no. damages but
you are now in dark. treeamg Water. The surface of the lake 15 3555115115 you Will never 1"nd year Way 55115
to the hole you made When you tell into the Water especially as it is pitch black. You Will 51511111 perish from
the freeat 11g temperature and droW'ning 15 also a grim possibility. If you are Wearing armor you 11111511515555
it immediately. Make 5 level 2 Saving Roll on DX to do this. If you fail. you droWn- and then freeze. Close
the- book. If you make the saving roll Make a level 1'Sas-ing Roll on CN. If you tail the temperature oi the
W312i:tl5:}’flt1f downfall. and you die iti-st‘a‘ntly. If'you make the roll, you have 3 Combat Turns to get out of the
Water. 'ah Turn try to make 5 levels’3 Saving Roll ”on the average of LR and (IN (round upJ. If'you 551.1511
1--die‘ and deduct” it from (IN to represent thedamage to your body that the freezing Wateris doing; Afier you
have had three tries at the:savmg roll With no success you? die. If” you make the roll go.to 7-.

Paragraph 38
I thought the description of the creature Would have been warning enough' The vast creatme dettours jtoii
thout noticing The End
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Paragraph 39
The old man gases. although how he can see through his eyes is a mystery to you. He smiles a toothy. smile
and. Clasps your hands to his singing and SWaying from side to side. You have met The Mountam Man, and.
he has. cast the Bones of Fortune and the Gods. have favored you! Whilst in this” adventure you have three
second—chances at any. setting} roll. If you fail one, you "may. if yeti. Wish. roll again to try and make it. You
may not have more than "2- chances at any one saving— roll. as they must be used for three separate seeing.
throats. Happily. the Mountain Man leads you to the rear of the cave and shows; you a concealed. tunnel-.-
which he pushes you towards. It leads down? to the bottom ofthe cteVaS'se.-thussa11ing you:a..difiijeulte_liin1b-
dD-Wn! GO I0. 21 You THEY-14159 claim ”100 AP for your encounter with this colorful eha1aeter..

Paragraph 40 _
Sara-glint! catches you unaware‘ss and strikes Your legs with her staff of ice. teaming you great pain and
toppling you to the floor. She: then touches you on the head With the end of the staff and you are instantly
turned to ice. You do not die h‘oweVer. and your soul traVels to the realm of the Ice God. Make a saving. roll
on CH at level 2.. If you fail your adventure ends here. If you make it the lee God remoafnates you You are
returned home With an iI'1er'ea's-ed ST and CON of 10 each but should you ever take any fire-based damage. it
Will do three times the damage it should... including magic. (E- g. a TTYF or Blasting PoWer that Would
nonna'lly do 12 points of (telnage would cause your reincarnated character 36 damage. .) The End.

'P'aregraph 41
Make a level 2 Saving Roll on LK and then one on DX (tWo separate rolls). If you fail either the floor gives-
Way and you are sent falling dOWn into the my darkness beneath. Go to 37.1f you make the saving throws.
you. safely gather your LK rating in diCe Worth of gems. Then roll 1-die and cansult the table beloW to
disease: What gems you have got”. When you have finished her-e retum to. the main (tavern you started homa-
and'fitelte the righthand umnel 31-3 1.

lee Diamond1
2 11315131111111 Ice: ‘1
.3 i’Eree-aingTopaz 2

":4 :I-‘Trosty Jade 3.
5' later-Tear] 1.. :ij

6 Toe-Emerald 15

Paragraph 42
The ice beneath your feet co 3;_§_ '-
good does it? Go to 37

sesame you are sent? tumbling down into-"the“- 1oy":da"1'-kuess. "it 1 doesn't lose

Paragraph 43.
One of the Frost Goblins Is a Shaman and he casts a spell that turns your. Weapon. oi choice to ice It shatters
as you deliver the that blow Either choose another weapon or fight With bare hands! Return to 20 and -;'_
combat. (DM's comment: always carry a spare... )‘

Paragraph 44
The Demon cast a spell that ;:... -' youto iee. Your adventure- eues here.



Paragraph 45
You Slide down though a SmOOth ice tunnel in “complete darkness Soon after a- thrrllmg ride, you :See
daylight in the tunnel ahead and you are sent flying through the air, landing harmlessly amongst some
bushes The ride was worth 100 AP. Go to 23.

Paragraph 46
Neither the figure 1a "the throne. or the tee-beasts; react as you choose an archway-and: walk thmugh it} hilt "Th6?
watch you as you go,..the enigmatiofigure in the throne-smiling“ beautififlly. Go t0-15..

Paragraph 47
Make a level 72 Saving. Roll on CH If you make-- it, the magical creatures like you, and beStow upon you a.
_-magical boon, Choiosie. One of yotrr Prime Attributes and roll 1 "die +- 1. adding the total to your eh'eseu-
attribute. They then teleoort youth 27. If youfail the. roll, there is. something.- about yon thatithfiy 'dio, tie-t: quite:
like. Gun-to- 15.

Paragraph 48.
Sara-lino respects yeur decision- and grants you '--.a-: boon. Choose ST, LP; "or IQ And tidil. the tots] --ri‘t"-E¥f-adiee «-. 1
point, toit permanently-though" to 15.

Paragraph 49
Seralind concedes defeat and you are vietoriOusl However, the [Ce God's daughter does not appear to be
'han'ued in any way As a reward, she Increases each of your Prime Attributes (not SP) by 2, and adds one (1,)
die to the effectiveness of one of' your weapons and either your shield or the armor you wear (your choice).-
You are allowed to enter ljsahils Gem Cavern, which lies through one of the. archways leading- from the room.
In here you may gather l—die worth of gems, then roll on the table at 41 and roll lD6 to find out which kihd
of gem you got (you are only allowed to take one kind of gem). When you are ready. Seralind creates an icy
whirlwind and transports you home thanking you for an exciting combat, and wishing you well 1n the future
She predicts that you will rise to great things. Finally, when you return home, you discover an annoying
weakness. to your body. You seem to he very sensitive to heat. As a result, you will now suffer double
damage if ever you! take hits to; CN from tire-based attacks. Such is the cost of the Seralind'is blessing! The
End.

Paragra[1111 50
As you step thrward to-hrasel-y attack the figure seated in the throne, it stands up tall, and holds out a head-
towards you as if holding you bask. You find movement Suddenly difficult. Then it speaks to you in- your
native tongue, “I am Seralind, daughter of'Siglamir the Ice God! You are a mortal standing bethre me it: my
alt-amber, the fabled lee-Cavern of Seralind! As Seralind stops- speakin'g, you find yourself once more able to
more. If still you attack ”go to 29. If you decide not to. attack after all. .Seralind- smiles-and makes aggosturrti
wtth- her iey hands asyou put down your weapons, Go to 15-

Me Enceanfer- Table

1.).- ‘Bltte -.I'mp. MR 255 x. [eye-Lumber, Uses nasty little icedaggers that-slows. do 1 CN damage oer Combat
Turn regardless of CPT.

Issuing- Roll on CN tor-sufl‘er 1, CN loss because ofonldottaek.

3:) Cold Drake. a poisonous lizard that lives in icy cares. MR '20 .x level number. Ifdamage to CN are taken
-.th.'e sees: tsmfected with nelson thatwdl reduce ST hr 1 for the. next 1136 garagtaphst
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411% Spider. M11393: Level Number.

5') Amber Warm. Moat-1y: hat-Mess but-Will sattaek if 1. or 6 is rolled an me- dic... when enceuntered MR 15 7:
level number.

'6) Yeti. There is Only- one 9f these per adventure. If ne-rolled there will be fine encounter MR 46 a l’e‘iie-l
number. ”Will. carry Essie worth :of gains (use table at paragraph 41 t6 determine. type) as: treasure: and will
always attack.

As We mentioned earlier, with the exception of the solitaire adventure, it is the game master that. creates
Ib‘egame environment and” stories that-the player character's inhabit. We. espec-t that T651” players; and game.
masters are already- familiar with these often challenging but always rewarding duties, butiih the fella-wing
p‘ages- we present Same rules, suggestions and game tool-S that may assi-St in the task. I

emDING THE PERFECT BEAST
Sincefflie first edition of T&T, one of the Ist'ickier prehiehlafaoing 'G-Ms-ghas.al-Waysfbeeh: haw t'e. "sate”

thaenemy. If" the Monster Rating is too high, the; player characters--. will get wiped out very quickly-t tee-11W
and there is little challenge. Here. we offer a few tips:

011' average,.a- monster with a rating 61‘ 10 (2—dice.+ 5') will have a Combat Point Total-of 12pm Cembat
Tum The t’ol'l'owmg table display-s the average progress-ids in CPT based on Metaster Ratings;

' 1.3 ,8
19 3.9
31 6-1

at}? 71.5- as 94' _
90 80" 55 .105.
1-00- 386 61: .l 16

Its aim “Wt—Mam for the GM to have a and idea. ofthe‘ dial-serfs aiveriag'e CPT: add up: the-:totalofall
dice-available from weapofia then multiply-that“ total by 3.5-, Thereafler, add-the character’s Combat Adds. If
”Sing Cam-bat 0P5??? L Wu might like tie consider the total of. stator -_protec‘tion apoihts- available; For art was
fight (and: this may fist necessarily be a good thing), h'yand mate-lithe net CP'T cit-manstetsaand player
characters.

Example: A lane-rogue 11’5'ith‘7niifl'r‘mtif’ savejam battered b-uCiEier- (2 pair-asp; cadhis tiniy‘tvespim a
Mummers" is Worth an average of3-diee- (I '0'; 5) plus 2 poi-ais- ofarmar; plus his Cambit! 'Atidi‘.. Lei '3 say 63‘s
mi abi’e lads-vim ST: 1-3, DX 13 and LK: I 7; his Combat Adds will be. + 7- bringinghis nei t-vorrhf to 19.5,. Jei’s
give him the benefit ofthe doubt and era-II it 20! Looking at the above chart; a single are with an MR of20
could defiaiteivgive-aar-paariragaea major his ”Janey! Ether one rolled its maximum seare- (2-8)‘ andaria
pew Hague raged-minim“??? (10, ‘ar- 13 with his-armor), the-rogue- wan-id rte-ad :2 CN of} 7 it} semi-tea ihefn'si
'Cambaz Tara, flat-Iii ' '

is





Looking at the average possible CPTs 1.5. the best way for the game master to create Monster Ratings
likely to give the characters a reasonable challenge

The following Suggestion help to provide a rough ..gu_ide to the ratings you should allocate-relevantatn the
party 5 potential CPT.

Sword-Fodder: ~15 to +15 to MR (average CPT. ~15 to +15).

Eve“ Fight; +25 MR (ii-Wage CPT +23) The delvers Will need te-be lucky or. pull out seine-direct
damage to weaken it.
Tough Fight: +30 MR (average CPT +2.9). This" monStet will borough. 11* oon be wom down, but;
direct damage andfor cunning are almost- a must.
Epic Battle: +40 MR (average of. +38). This monster will savage the (lowers. Direct "damage ..Will be
needed to weaken it enough'to; finish- it off.
Hopeless Battle: +5.0" MR (average of +46). This -.mot1‘ster' Will demoliSh the party in Straight melee
acrobat. Those without direct damage or major tricks up. their sleeves may be in-stron‘ble'.

Sivan that as a fee takes dome-go, the Monster Rating is reduced, eonoider the following: options for-
beefing up the opposmon

The critter might have a ranged attack-1whichmirght-beacrossbownt air 1
11153: assign :a "Specific dice value-gro- the attack or use the-- normal MR dice.

Gwe the monster an armor value. either an arbitrary number (the creatures. tough skin) or a pat-ocular
suit of armor (the Ores might Wear studded leather armor worth 6 points of .prgtectign gach Combat"
Turn). Natural armor: probably wouldn-.‘t*d'eg1‘ade with Spite -.‘damage but the otois leather certainly
Would.
Assign a CN value. independent to the monsters MR. This means a 'ereanne’scgmhgtAdds. anddtee
do not drop as its. MR is. redueed. Add armor and the. manner becomes as powe‘ffial as a player
character.
Monsters may be ”able. to east Spells conditionally (every. time they roll one or more ‘5’).Jorgnorn1al'ly-

'_(they have an AR.-senre_ju5t like -'delVer-5 and cast Spells at the whim of the: GM};
The monster may have unique abilities. that are always activate-cl; perhaps the ereatnresoskin- in' molten
lead. attacks from metal weapons increase itsMR and destroys the weapon!
A nice treat for the GM is simply to have the mans-tor Capable: o'f'flying. into: a berserk rage:- (See-the-
Beoserker' rules fro'mthe Player‘s Primer).-

--:spores=. If so, the GM

For. exam-1:11:55 ofpart-1511151 monsters with-special mile-bending ”abilities, read through the GM Adve
tool-anon 11:1 thi'sbo'ok: Gods And (Rat). Men.

Monster Rated Critters and Saving Rolls
Sometunes. a creature with an MR Will be called upon to make a Savmg Roll; it- doesn t happen as o'i’tefi

as you might imagine since enemies with ratings are often the foot-soldier5 of more derntled Eben; There are
on 13* three possible outcomes for Saving Rolls made by these underdevelOped enem1es this makes tife a 11ttle
easier for the game master. Simply roll 2-dice and interpret the results as follows:

1.; The dice do not generate doubles-am"! total loss than 5. the saving Roll is failed,
The dice do not generate doubles but total 5 or more: the monster makes- any Saving Roll With" '2' level
equal to or less than its MR divided by 10 (round down). Ifthe level Wa-5 greater than the: monster 5
our-rent number of Combat Dice; the Savrng Roll failed .
The dice generate doubles; the monster makes the Savlng Roll.

In the middle of o heated batthe just remember that a Monster Rated Eoe always makes its 521a Roll
on doubleS; always fail-'5 the roll ifthe date total are 1555 than 5; :and mtght succeed ii‘ the result 15 anythmg
also!
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CHARACTER MOVEMENT RATES a GAME TIME

Each tum. characters may have the option of meeting a certain distance (111' the GM‘s map. Although-
many T&T adventures are carried out in tunnels with moderately level stone floors. if you get into an outdoor-
adventure,- the GM should take terrain and manner of travel into consideration

Stene and dirt floors are not completely level. Dungeons are rarely well lit at: the best (If—times: torches:
and lanterns cast- a fair amount- of- light, but not nearl-y- as much as. full sunlight. Furthen. most eharaeters-j
(111033. who expect to survive) will be. carrying weapons, armor, heavy boots and clothing. a- pack, a-and
possibly more.

Taking all the above items into consideration, normal walking speed in a dungeon will not beas- fast a-asi
you or. I onold walk to "the Ideal market. Mo'reOVer, if durig-réori—dehiing characters are leaking. 'b 121113111165,
secret pas-sages, and othertraps. and triek-s,-their speed will . be further reduced.

Basie Humanoid Speeds;
Walking: "400 feet per Combat Turn (2 minutes of‘garneatime)
.Sivimmr'ng: 100 feet per CombatiTurn
R1111niag:l 200 feet per Combat'Turn
Fb'ingfl 000 feet per CoInbat Turn

Double these figures if the characters are no"! lookmg for: 1131213, secret doors, in normal hghtmg and
generally not devoting the concer- leVel ofattentiveness with a- mew to staymg alive.

.u- Forest enough ground will cut speed by half: heavy. forest or swamp will rodeo-e it to 117-3. 011111112113
redueBS' Speed by: half; this is" halved. again if you have no torches. (For nocturnal monsters-181161122113.
night-gaunts. and ores.- this is" reversed; daylight, if it can be tolerated at all, halves speed.)

.- flight is slowed by darkness. (111 light if appropriate}; but 110151the“amt?""i’f‘hegmufidbflwfi'except that forest; water. eta, prevent takeoffand landing.
r-I Aqoati‘e creatures swim. at walkingspeed.

When characters are fleeing from monsters or vie-e- verse 11 SP Savmg Roll rs. probably appropriate to
determine whether the monsters 111111 outrun the htonans. The whole quesnon of speed and movement is};
highly subjective Game masters should strive for playability rather than realrsm. she-111d the two"
eons1deratrons conflict.

Thee

For easeofplay... real-time is 12111111111351.1161. dieing less-exciting some evefits (the Full Tum) arid Stratified
during times. ofheightened-anxiety. (the Combat Turn”).

Full GIT-11111111 in Tunnels and Trolls- are 10 minutes in length: cameo Tums are-:2 mi'fititeszin langth;

Wiear-11mm other Spell-casters recover one AR point, per level, per '10 minutes, and may 61151: 01161133611
pe—r'Combat Turn. It isxeasy for a wizard to tire himself out very Quickly. Wan-1111's may attack" once-1.- hand to:
hand .or “with missile weapons. pier". Combat Torn. Damage to a character’s- CN is reeoyered at one point-per
level, 1161111111 unless magic. is. used to. speed the healing process.
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SAVING ROLLS
This section offers a game master 5 introduction to Saving Rolls the most important mechamc in the

game one that 1"res the imagination and stops play becoming a series of dice exchanges
I When instructed by the game master or the text of a solo adventure asks. you to attempt 3 Saving Roll. on
a particular attribute, you roll 2 dice and add the relevant attribute to check your fate-.- The level of the Saving
Roll (SIR) indicates how difficult the task and assomated roll will be.

have] Total Rédnfled
i1 21)
2 25

4 35
5 so

+1 +5.

ln game master moderated play, it may be ”the player that requeSts 21 Saving Roll for the character in fast
it s entirely likely! Players are very inventive — and mVBDflOIl should be encouraged When faced with
difficult game situations; players W1 [1 almost always suggest a solution requiring a Saving Roll For example,
the GM may armounee that the roof the characters are traversing is beginning to collapse. One of the players
may request an attempt to leap to a near-by root or lasso a Weather-vein and so on. The Saving Roll dictates
success orfailare!

Although players are encouraged to offer their suggestions. the level for each Saving Roll 1s selected by
the game master Saving Roll levels have nothing to do with character levels, dungeon levels or spell levels.
They are simply an indicator of the difi‘ic‘u’lty of the task to be attempted, As you will see below, higher level
Saving Rolls quickly become contingent on raw- luck of'the dice rather than the -cha‘raeter’s--abilities: A rules-of
thumb is. often usefirl in these situations:

I Assume a character generally has a reasonable chance of-s-aeeeedingIat a Saving: Roll 3 levels mien!
his;- Own. Which means that in. many "cases. eharacters. on— the short but deadly-“journey from first-to—
third level have a rocky road ahE'ad orthem!

Let 5 look at a rogue climbing an ivy covered wall or the. dead of night; a fairly common adventurous
act1v1ty The GM Is likely to assign a level one (1) Saving Roll to soch an endeavor, the rogue. is basreally
climbing a Hollmvood ladder. Some GM's will feel strangely inclined to merease the Saving Roll level to:
match the attributes or of the character 01" Course this undermines the character s Increased abilities [f the.
GM rates the wall as difiieulty level One (1) it should be rated that way whoever. attempts the task.

Generally, the choice of attribute for a Saving Roll is obvious; vaulting a chasm, use DX; haggling your-I
way to a bargain use CH; holding a door closed: ST However if the GM'1s unsure which attribute to use as
the Ihasis for 2' Saving Roll use LK (luck). Often the comerstone of a successfill adventunng career is good
luck! Simply put the player must roll 2-‘dice and add the relevant attribute. If the total exceeds the Required
Total, the brave adventurer has lived to fight another day.

Where a character fails 3 Saving Roll, the effects may be obviOus. “I‘ll leap this 30 foot cavern and
avoid the lava below. “Huzzah lads!" Seconds later: iAaarrrrghh... ” Sizzle. If the GM 15 at a loss to award a
suitable penalty, have the character take damage equal to the number the Saving Roll was missed by.

The character may exceed all expectations. and roll well beyond the required number. In these cases,
.:-suitahle reward is called for. Often this relates to the role-playing scenarlo the villagers might Sing your
praises for a month, you may receive a magic token or special sword and So on.

The following chart gives players and game masters alike, a rough idea of the levels of Savmg Rolls _
Whieh might be assigned to particular tasks



SR Level.1 Simple: Even :neophyres have 1a reasonable chance eta-success: here and the fitSt; level
Saving Roll remains a common. occurrence throughout the characters career
Examples include: climbing a tall tree; 'a blacksmith making a sersiceable horseshoe.
or throwing-a dart at “a board in a fiiendl-y contest of skill.

Routine: This level ofchtiiculty represents a real challenge for low-level characters
Success 13- not a given! Examples meiotic making a quahty craft 1tern scaling a rough
Wall With pitons and rope or picking a Well—made lock.

Tricky: Tricky Saving Rolls often arise at pivotal points in early adventures Here
suceeSs is unlikely but still possible thanks to the possibility of rolling a double or 11.:
Some examples “include: scaling a natural clifi' 1n good conditions but Without
equipment; creating an artwork like to impress a skilled artisan or trying to pick. a
lock under duress. (hanging from a rope while goblins are hurling abuse-and Spearsln
your direction).

Challenging: The player will be hoping torroll at least “one double to succeed and
failure mayresult in the character taking damage or-evcn chufflingoff this mortal coil.
.I’fgi't’ren a choice. a sensible player may consider rte-thinking a plan that calls for a
'Chm‘lenging Saving Roll. Examples include: attemptingto talk your Way-out of-an ore
encampment by assuming the guise of 'a used spear salesman; trying to follow- the
tracks ofa thief across paved. streets at twilight or leaping-across a 20—foot Wide
chasm.

Heroic: Matters? of life and-death are settled alt-this level. "Failure invariably results: in. a
tragic defeat, which may mean dam-age, death or humiliation for the character. Success
is often the result ofa series of im‘proba-bly lucky dice rolls that causes-those gathered
at'the gaming table to gasp in amazement, cheer. wonder'whcre those dice-came from
and nip outto buy a Lottery ticket. lit-(111119185 could include: inspiring-a small village--
of 20 hobbits; to mount a spirited- defense against a maraudingyarmy of 1000' area;

the queens chastity belt With the sharp -=end of'a feather!

Incredible: Saving. Rolls of this level and higher are usually the islet action-the player
takes before rolling up a new character Examples- oflncredihle actions i111: Iode
running into a dragon 3 month to punch it'1n the tonsils, climbing across- the ce1hng —

- l1ng1ng on by your fingernatls or convmcmg the king- that you are in fact his losing
Wife and that he should pay no attention to that thick growth of heard on War chin.

Fantasy: Anything is possible in T&T. but these situations stretch the boundaries of
reality. Examples include: licking the pOiSOn from a dagger and spitting it out-(thereby
avoiding. its i-Il sheets) whilst being stabbed with said dagger; hiding in the tooth
cavity of a dragon after it thinks it s eaten you, or convincingthe king that your are his.
long loSt Min and then pointmg out that since you Were born 4 seconds before him.
you are the rightful monarch!



8 Ridiculeus: When the GM tells yea that yearelaneed came-11111121151111 is really, real1y
stupid bet" that yeu can have a go if you really. really want. Yet-1 should probably
'reeensider” Examies include. running-I across the ceiling, convincing the eastellan
that the king 15 your evil twin and should be executed allewing- you to take your
rightful place as Head: of State catchmg 11 131111111 between your teeth er an egre-
Iimpersenating a leprechaun;

9 Diabolic: This.- lev‘el of SaviagIRoll is. generally reserved for-jS‘iteatihns-Whetl. the-I
character is.-_-dccm'e_d beyond all hope but. the GM throws the playera bane” etrtof
tit-3111113111113. . .

1f the GM 15 not sure Which attribute 10 use as the basis. fer 11‘- Saving Roll- use LK (luck). Often the
earnerstene of a successful adventuring career is geed luck! Shnp1y put the player must tell 2-dice and add
the relevant attribute, (as dictated by the GM).- If the total exceeds the Reiltdrc'd T111111 the breve adventurer-
has Reed 1111- fight another day.

Where a character fails 11 Saving Roll. the effects may. be ebvieue “I’ll leap this 30 feet ca‘Ve’th and
amid the lava below huzzah lads!’ Seconds later: “Aaarrrrghh..s1zzle ” If the GM'15 at a less to award fiaj
suitable penalty, have 111 e. character take damage equal 111 the number the: 811n Roll was missed by

The character may exceed all expectatiens and 1011 well beyond the required number. In these cases, a.
euttable reward is called for Often tins relates to the rele-playmg seenane the tlagere might 3mg 3111111:
pra1ses fer a month you may receive a magic taken or special 5111111121 and 3.11. ea.

Rolling. thesewing Rall’Bonesfi

fleeing estah-liehedjthe number required and your chance of'_-suecese_1 111111 2-d1ce and'adtt your Chara
apprepriate attribute.

1.....Eiven charaet-ers with incredibly high attriburee are not" ass-ured cfenecess: If the-result 15a 1. end-e” 2...
I 01* a 1 and a. 3;, yeu have automatically failed the -'Saving- Roll 1111': Matter what the attribute acme: is!
2'1. If dice 1111' 11111 generate deubles add the number rolled to your character’s attribute, This... is" your tetal-.
3. Ifthe dice are. doubles (even deubl'e 13) make a' note ofthe total and roll the dice again. Keep rolling:

and adding the scores until yen etc-p telling deublea. Fer example the player 111-113 2 sixes (I17)
fella-wed by 2 threes (I6). followed by a 11110 and a l (3). The dice tetal.'1.5 21 to which we add the“.
character 3 attribute seere

4 If the tetal equal-a er exceeds the requrred number the. Saving Rell'13 made and the. deemed 1101113111u-er
effect IS. achieved

As can be seen friem the effect 111’ rellmg doubles there '5 he upper- 1111111; to the player fi-s dice 1:911 As a
result even low-level characters th lumted attribute scores can successfully makes h1gh-level Savmg Rolls

11



CHARACTER. DEVELOPMENT-

113315111113 year Char-timers grew and presper can be one. of the major pleasures of this game. 'E=3t_l_i.et,_.-we
net-ed l't'tJtt'tr en'e 33.311111111111113 Adventure Paints. Earlier we ne'ted how one accumulates Adventure Paints;

All. newly created characters begin play- at level 1. A3 the character accumulates Adventure Pain-1'5 his
1333] inetea'se's, as the level increases so do the character’s attributes.

Upon reae‘hing the see‘end level of esperienee and each level thereatt‘er', the character may either ad'dtwe
paints to any Key attribute (333 Character Types) or add one ( I) paint tn any other attribute

The fellewing table shews the number of adventure points that a character rhu—s't accumulate .hef'ere
reaehing a speeifie level q- example, a warmer with 12 00.0 Adventure Pemts 111 313th level; when he gains.
an additienal 1,500 points, the wertinr bet-311111115 Seventh lettel

AP Level " .' :AP Level AP
11 t 111 11011 11 3.33.30- 15 37,5113
1 1111115 '1 13.,500 12 3115011 15 '13},(11111
2,503 3; 19,5111). '13: 45,113.11 13. 35 311,11
4,51111 .9; 32.11011 14 53,011.11- 13 94 51111
1,311.11 111. 27,1150 15 53,501). .211 1111,5111}-

E.-

E-eeh 1313! requires: Adventure .Ptrtrtts---eet'1al._m the (131191213 he 311111711311) 35 500. Level 27 1113151173 1339311
31115111731111! tflfiflfl 1111111131 111-3333101110 the-eat"inconsitfartrhx‘e 104,50011131313 required 15.353311 13113120:

Adventure Paints-- ate-gained through, well.-. daring adventure! Sine-e enmbat and S'351111‘3R311323almest
always-33531111531111; the action,- the GMsheu'l'd use the following method for awarding experience paints:

Each and every time a ‘6' is railed-Whether it be fair 'cemhater Saving-RelIS, "The players tsheuld asseir
temitid). the game master t1) place and" Adventure Point Chip in a nearby P0! .Dl' mug (1156 standard tie-leer
51131113)-

At the end at the sessien, the GM 3-henld n11.11t1ply the chips eelleeted by 100 AP and dlstnhute the t_3ta__l
evenlyr betWeen all characters

_ 3199911919": 911119 99d9f99999111’ 19351911111919.999- 1.5 11d119-911119-= 1951111131133 111 11191991 The (31119999193
15.11131 1111-11113- 11111111133111.1113ft:1111 31111511513531.3311 31111113311311.1113 3.75. 33-1313.

l-Ttnrtherntrtsrettr any creatures-I defeated (either in- battle-er by cunning and Wits) are-wast 3 11111111531 ef AP
331131 tn. their M33313: Rating-1 ”again; this“. 511111 sheultt he divided equally“ between these 3111113313113 that: had all
1131111 in the critter’s 51113111311; Defeated fees that have attributes rather than a Menster 11133113313 11111.'_11"_1h AP3
equal to the tetal fit their ST, IQ and CN; multiplied. lay 2 if the creature passes-sea spejeial? abilitiee. er the
hatter 111- east .. spells-er multiplied'hy '4 if the enemy has spells and "special abilities!

Beans-Adventure- Paints.

The GM Ina-31215111111 in eettain events that are Wart-h a few extra: AP. Fer example, the characters they. earn.
an extra 513—100 points for talking their way- past a guard 3135’; rather than assaulting it, (31' points: might he-
33111511 for thoughtful or in Character role—play. This1s a relenpla-ying' game after all!

Characters ean only advance. time level at a time. Players can 1 save their AP3 and sheet 1111 3 levels; jest
beeause it suits them ’11) 113 3-3. Peinta shell-1d be awarded regularly and. level [1111313331313 3111111111 11331131113
erderljtt- eeeht‘that- players; leek fem-31:11.13- eti-th sen-1e eager antie:ipatien-.
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maELIN-GS
Ail-'dangeen delVef- may hirenan-player characters to j 011111851 with him an dangerous ,mieaien‘a,
"The GM might wish to prepare a stable of possible candidates to that" present "themselves-- for

empleyment HOWCVCI', adVEDtUI'OUS lfllldualS are rare; most Will be PrflféSSlflflaIS', 501316 WWFIGFS and

regaea with a very few. being remade. W-anieyr-wimrds Will not generally present themselves as
:SUbOrdinate51they lead! '

243m Character ‘
2—6 Professional
"749' Warrior-
UH] Rogue

1.2-. Wizard

The GM should eheese the appropriate kindred fer the hireling, remembering of caurae, that 1111191111113 are
the mast can-men race and generate attributes randomly. Few adventurers wander argued naked se amiable
éharaeit'ers' Will'hav-e one er. two weapeus and a set ef'armor-(a'nd a Shield if a warrior).

Iii-ratingsasually-denim-1:12 gp [361‘ month per attribute- point (soa character with 3a genre 131-15 3 i131 all areas
Will redu'ire 1123 geld per month.) plus a half-'ahai‘ie-e'f all gold recovered fiein the miss-i011.

RANDOMTREASURE-GENERATION

(Many thank? for Mahrrmdl [Mark Evans] of The Trolibrrdge fer his. wenderfid neanmagteal ”RI --
Tremrare Generator}

III some sale adventures it is 1153;”: '- " - ta create. a tandem treasure Certainly there are many game
masters who are grateful for the epportumty to spark the imagination with a random celleetlan af geodtes ta .-
efi-‘er the delverzs. _

The folloWing system is. presented aaa way-- ef randomizing the centents ef'a fauna er guarded. heard: at"
treasure; The GM may use the-tables- as efiemd .111 as inspiratien fer placing hisr'awn. reward;

Te randomly generate a treasure, aiatett by rolling 2-di'e'ete determine the.treasurers-even]! stave

Mmlmal
Smal |
Meetare
Large-T-
Huge-
Masswe



(3555 the treasure-"s- 5125555 been detmtfinesd. IBM .555 the 5555-55mafint5 555555 " afcfi-in- 5561 $553515
and multiply-the Insult lay-the treasnur-e Siam '35 indicated iH-the fallawing $13.16;.-

a'p'er 55-1555 (351d Mithril Jewels .E-lmmm P15555555-
Bage-dice [2" I 9 =4 l l 5 2.
Mlmma 15': .135 0.53: 0:3. fix- 'U.53x- 03:
355511 5.5; 1'5; 05; 9'55 '25 .055
Medmm 105 35. 15 15 55 :5:
Huge: - 5'05 365 .155— 6): 45x 23::
3.555555 15.005 5.35 3005 1335- 605 43511-5 2505

If dasgircd; multiply-”flu: 4555-155.- size by the --dung5.fln :1551 number where it 5-55 {531514; 1515555555, 5-5
55.5555 tha-ti'this can prfidflfle 5515'-55551555555 5]" 1555 Wham ya11. Hill 5 Mam-i155 'tr‘eflfinté-

Example: 5:: 55555555 5555555 on :55 4H1 15551: Laokfngfmx a: gald trains. 45
45:5 5*.t :m- m'rerage 5555-15 5 rail 57‘ 1.4-.- 34514553315n r55: by 390 (155 - 5 M55555”

5545555555); £5555 by 4"fflf‘ the 1555! gives a. (5:551 53f"! 6.300“ 13533 in that-115515545 .befwe- 555-
55555555 flhyfhfng 55.1153“ rh55g5£dMet-:55.

_ _ _ _ JeWe‘l Sizes _
If 555-1355555115551151 dlSCGVered a; jewel.- mu l'diie 55' 5555551515 511555555 is. The. 5551155115155

51515515555555.5551; base values 5.55555 (in 55c 5155555; given with the. 555—5555. “55155...
Small B'a5¢---v-alue X .5
55555553 Base value x 10:
Large: 3336 value 5': 2'9
"[33:53:5- Base 5.1us 2-150
Huge. 1335635531518 X 100
15555155 R511. Sieparatfily

Type 51‘ Gem

‘15 5555555- 5 5115 type 5fgem '55 155551 1555 i115 5555555 5555-55, 551155555 5555;. first 5555555555 555.55
4151.5 diet: 45. die I. . 55555 55 Die .25 and the-5.1511151-555 555- 055 3. 131555!" '3 ;.- M55511: 5515515w‘w51‘kreally 5551.1.

'fli-e; .1' Die}- Ihes Name. .3555 Value
.1. 1-4 1-45" 4535 Pink quartz

3.5.4- l-{i' 8111531555,: quartz.
5-6 1-56»:- Greegn quartz

I44 4-55 Amber

5-5 4516 T5paz
1-44? 1-3 Game“:
1-4; 4.15 NW-
55 1.53 5155555555

13 13 355554?“
‘54

W
m

55
53

.55
53

5.
:

5—3
-5

——

5
3

5
5

5
5

5
5

5
5

5
-

.34 '



1—311
. 44-6
42—6?
1-23
1-24
11-2?-34
3-34.

_ 3-4.
3-6-

5-5
L—Z
1.3-2

3—4

5—6
"5.1-6
5-3
5-6

m
$

m
¢

¢
¢

¢
fi
m

m
m

m
M

W
m

m
m

w
m

m
m

e
e
fi 446

13

1-2
3-4

1-2
3-4.

1-2:34
546?
1-2
3-4
5-6
1-2.-

5-6.

4:
31

2:
43

m

Amethyst
Lapis Lazulii.
Cat-’3- Eye
Mother. (IfPearl
[very-
8311211111343
Carnelian
Agate
Pefidet:
Aquamarine.

Tanzanite
Jade
Blee-k Jade

Opal: _
Sea Opal
Black Opal
Pearl
Ruby
Fire-Opal
Blue Sapphire
White Sapphire
Diamond
Emerald

123..
14
1'5 1'
1.3
17
13
1.3.
23"
2'1
22
23-
24

22.75.
.33-
32

413'-
45
53
63
20'
90-

1:13.33
1120'

Jam-led items“

Fer jeweled items roll “due (1) dice and multiply by 2. This i3 the number efjewelegin: the'aitem; i-fthere
15' net; that many jewels present in the treasure use the number efjewe-Is- remainifig

R011 for each jewel type on the gem type table If- there are more jewels than yeu Want 143' toll fer greup
them into 33 01' 53(01' any ether sized group yeu.wish) and roll a type for each greup

To use the Jeweled Item Table, first roll 33-d'ice fer-the setting, them 32—di-e‘e te- detemine 111313133. It" 111334
3133:” be necks-3333134 to rel] 2-diee to determine-the type of weapon or armor. '

Since weapons will usually be made 01" 33.1113 311.11 of metal if the. material i3 iriappropfiaie yen 335331115314-
fall again er replace the rolled material with steel Of course, there-- are men-11131111111: weapeas, such 33 the
31mg and thebullwhip.
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3 3 dice” Type 2- dice Weapen '.2:-¢,_liee
3-: 3 Head-gear :2. Spear 2 .
4 . 4-5 Necklace .3-4 Hailed- 3-4 Quilted"
.5‘ Leather .6-7; Bracelet :5-6 Dagger 5-7 Leatheh hard
_:6-i Amber 8+9 Ring 7—9 $636.16 8-9 Mail. chain
72'; Obsidian. 10. Clothing- 10 Spear- 10 11 Lame-Mar
"Si-9| Iron 1 1 Kniek-‘knaek 11 Mis3ile 12: Plate:-
16- B-re'n'ze- 121-13 Weapon 12 666116
111 (Zapper- ‘14 Armor
1313 311361 15 13666363
14-15 6616 .16 Belt
16 Cit-6111. 17 Pouch
17* 816116. 18. T6111.

Theré are few things that satisfy. greater than liberating a powerful magic-6i item hem the heard. 6? 36'
”nasty critter Devising 3116b rewards 13 the domain at the GM and often a very enjoyable element of the.
fantasy game The following 36336366113 will hopefully make the 6.131: easier but are
intended 61113: as a primer — th6re are no limits to exactly what incredible. power. a magic
item may be imbued with- _ I 3‘]

Magic item's o‘fien define a role-playing campaign and finding the right balance: it‘
between 1:66 generous and toe stingy can be a fine art. For "example: a-campaign in which.
the characters customarily Obtain items, which Substantially increase primary attributes...
reduce the impact of Adventure Points and levels. This is. not necessarily a bad thing but:
the GM should be conscious of the: deeisipns he makes when. handing out such powerful
game-changing goodies.

if using a random appr6ach to magic items, the GM should tell 2-dice for- each
Iffiafiul‘B; with the Chance 61‘" one 61* more magic item3. appearing in «a gwen heard 31166111 6616611 Add 666 t6
the tell for each dungeon level below the first 611 wh 16h the treasure i3 found The 66116661 6f dungeen 161161.13:
a fairly- old-fashiened one but 666 663i apply'III any game Simply. put. the "dungeon level’ Indicates the
dimeulty 6f the mission enceunter 6r depth be-lnw the earth.

Chance ‘1“ ' j Size:
[2+ Minimal
[- H.— :S-mall
9+ Medium:
28+- Large.
'-'.!:"+ H1166
76+ Massive-

If the diee r611 indicate-3.1m [3163611666133 magic item r611 one (1-) edditiienal die; The number relied
indieate3 the number 16f items found providing it 6663 not exceed the dungeon level; Fer example a heard
feund on level two. of a dungeon complex couldn t contain more than two magical items «and the Mia'imlim
ntunbe'r of magtc item3 to be found-anywhere is six.
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Roll 2+‘dieea'tocdetenume the: type:ofitem' ‘fotutd.

‘11 ewfi’e
$2 _..;;1;T" .............. Wei

Skill modtfier
3-111- Consumable item with a -.spjell-Iike power
5— Permaoeut item With .a spell-likepoWer
;6 'i Shield
8+9 Armor
.10 Weapon
11: Attnbute modififl‘er
12- Unique

Skill modified: rell 1 die t’o- determine. the value that the tar-11111111111 specific aliill tag F111‘: example, a;
magical set 'oi'lo picks - might add +13 to a rogue's [.0111 Making akill.

Consumable item with a spell-like power: examples include but arenot limited to. magic spell scrolls that
are consumed When read or activated and potions that are literally consumed The GM may choose an-
appropriate spell or tolll die for eaeh dungeon level and consult the spell table for that particular leeel.

Permanent Item with 1.: 11111141111: power: examples include, but are not limited to, magic ring-s. wands orbs
and so on. The GM may choose an appropriate Spell or roll I die for each dungeon level and conSult the. Spell
table for that particular level Some spells won t always be suitable to be imbued 111 items but with a l-1ttle
imagination, the GM can create some interesting treasures. such items are usually powered by their o
curious means — roll Zadice and multiply-the total hy'the spell‘s coat to determine the number of' arcane paints
it possesses. lithe item" has two or more Spells ofdiffering costs, use the highest spell cost tor-determine AR

Emmplea: The ‘Wand of Aaarigh!’ is an Item of minor power with 60 AR poi-111.1111 can eat: me Take
That 1"1:111 F1er1d spell once per Combo: T11m and delivers I3 Emma of damage. However the ‘Wand of
ideaaaarrrrgggh ’ ’ 1'11 afgraater power 115' 11 11111.1 created by 11 IO’II811?! 111113111 11‘ 1111's 600 1511'? and. score-1 I30

11011111 per Combat Tar-11

Shield:— magic shields-- often Weigh less. than their i111111‘1dar‘1'e counterparts.- aad offer -. '- 1

Ar1111111-' magic "am“ often Walsh less-111111 their mundane e1:1I'inttel‘l?n‘:1.1'tsE and offer greater pro-te‘et-iou values.
Weapon: magic Weapon-s. generally enjoy moreased thee (11' Combat Adds the GM should take great care in
mtroduemg magic Weapons smee they. (obwoualy) add poWer to the entire team and lead to art esealatron 111
Monster Ratings that" a hard to aloW or reverse

Attribute modgfer items that boost a charaCte-r 5' prince attributes are popular among players but again the-
GM must exercise caution Not only do Increased attributes (particularly ST DX and LK) raise the poWer
levels of the game; they can also Undermine the value of Adventure Points. Rosier the temptatitm to scatter
tre'hStuea that. increase. any attribute by more than +2. A single-+2 item equates to.- aheW experi‘eaee level and
as.- the chamct'e'rs- progress, IeVe-ls become more =‘diffieult to attain.

Unique: these are‘th'e rareSt of magical items and the GM should have fun Coming" up With powers that oanit
be emulated wit-h- ealatmg spells; Unique items Can also combine other categories, for example, a 31111 of
magical armor that has an Increased protection rating and boosts the wearer 5 ST by +1..

31



IF GODS. AND (RAT) MEN

£45515 555555-1'51‘5555 WWW 55555551555505 five-5555.15 4 55555555555555.5555535555555-
5’55-

This-5555555555555115525-51515155-5155j5'b51'155’th555 55511. 551 551555.111 55 513551155 5" "ti-1'5- .1515 555
1555555.~We15em5 t5 Millefis- (23555555;

S555 5555'? 51115155 "in Millet" '5 Cressmg. 5: 511-1511 Inggmg Vlllage In the 01155.:R155r aley, the' ch5r55t555 are
-'5ppr555hed by Melmutt Dundnrh51me Th5 enenunter will likely: take 51555 5.5 M51 5 inn—- th5 T115115 T1555

M51 Will first nffer the-51.5. [nug- 51' 515 511' the 115.555 (5515551355555 them In put-“511.555. 5555.5 55 5555' 1:516:55-
lfidgings 5t th5 T5055) 513151" making. :5 little .5mall 15111 115- Will m5k5 then-1 5 5155555155 — it 5 5555: 1:5 him 555
5511555 in t5Wnth5t12115 511555 5-55 55515555 5h5r55t5r5 51-5 5 5.5t 55555 the 55551 55551555 111155 5155 5'15
5555555.

54515111555515 Charact5rs 55155.55 .55: 55155155 his 155515. and: 5.55155 the 53115555.:

513515555. 515155,. 5555515- has 555555 from 5.0me min5r but 5555555155, 511555555555. 15555 f5r5 1551;
that 5555 53f 515150315555 5551555.; I'r5-55t1tly' visited. .Ell5g5r; 5555-2-55 515 55515555115 11555511515115 51555 in
the-5555555; "She. r55d thy t55 155555-5561 tnld 1115 that the TrOve-‘is problem's lie 5555551 my 5555 feet.”

“155.5555 55: she told me. I knew What 5115 meant. It's my understanding that the site.55 Which the 5111555 55W
.5t5'nds W55 .5555 Something 5155- entirely. I don t know even the half .of’ it but I think there 5 semethmg In my
551155. Yesterday memingl Went <15t t5 fetch 5 new keg 55.51 there W55 only 8 Where the clay-551555 thern‘el
15555 9 11:555. In it 5 51:555. W55 5 Withererl lpoking rat 5155 1:15 t_51155th5n my belt
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‘1 hose a little magicabomme sol easta spell on it; Teall it: “My Unlocks BEES-5" ‘S’ifiBé fles Stmgsumfithmg
rotten. In any: 11116111, when'th'e mag-it: .=fad'eid. 11119:- £31411n W35 gijflfi-fl

“Explore my cellars, put an end to. this rat problem of mine and I’ll give yea my Snake Bite a special knife
gwen to me by Duke Elbow himself. Furthermore ifyou get hurt down there, I can fix you good as new:"i

As the characters talk with Mel they notic-e (no Saving Roll required) a rather ugly jade statuette ofa rat on
the shelfbehind the bar The rat is rearing up on its: hind legs If asked about the rat Mel will confess that he
has no idea where it- came. from but that he has 2 others just like it that he found 111 his guest 1001113.

The Reward:Sr-1ake Bite.- 1s 11 1101111111 leaking dirk with a keen blade inscribed with a delicate snake design
and leathers-bound wooden handle. The dagger s crossbar IS of sturdy steel fashioned to look like. a ourvmg
snake; a single silver coin is set into the lead ponnnel. Anyone wielding the dagger doubles their Combat
Adds (so fighters with minus adds actually get worse); with one exception Wizards with negative adds
(hogs?) have their adds.” boosted to zero When attacking with Snake Bite 1f the user attempts to wield a
second weapon (even a shield with attack diwce) Snake Bite 5 magic will not funotion (it IS a jealous blade)!

Option: The GM stay rise-Snake- 3113 as a campaign devfcg; (he dagggr might be an .ew-I. magic ITEM 12111111111

’11??? not revealed its true power (Late! of the Rings owned); it. might be more? as desesibad' ”5.1571139 a. if"
might have: saleable hidden-powers tho-1mm: benefit the character and the Pater-1'11thefzosra

Mel also knows the Poor Babv spell and has aeoess to 6 healing potions each capable of restoring 3 lost CN-
paints Mel won’t hand them Out (in case someone in the village needs one) but will administer aid 11":
wounded adventtn-ers make it back to the surface.

Game mamrh note: this seventies is" designed"for novice characters and notice pigeons Heisman
exam-fenced players WW— enjoy-”this small " f -' " gem q.nest""hnd.1aifl await).- acquire-treasure and magmas
Points-fer their charaeiear.

Assuming the sewers take Mel on on his proposmon (and they re hardly dungeon dolvers if they don"t)_ he:
Will show them to the cellar” door. Within is a small ledge then a stout ladder leadmg some 25-foot below
Mel Will give the characters a lantem and flask- of oil (geod for 60 minutes each) whether they have. sooh-
equipment er not. if they ask about more; freebies he will refer- them to Widdenvem’s Storehouse to purehase:
supplies

If his characters: "do Visit W-idderWent-‘s- may will find 6 other jade rat '15t'fitufittés on sale for a Very reasonable-
} gp eaeh. Widdement canit remember Where he got them from but isn’t happy that they’re not selling!
Widderwen-t will happily" sell the characters any equipment he has at half price for normal 'geartand full prise
for weapons. Howe-11ers delsers mus-t nuke level 1 "saving. Rolls on [K to see it Widderwmt has the." item
they 'requii‘e in Steak-1. Metal armor requires-a second level LK SavingRoll.

Game Master’s Background

Many years ago: Gringo the rat god arrived wrtb his. followers 111 this area. They set up shop below ground
and recruned many humanolds to their cause They were 1111111131:e flushed out by the- heroic (or hapless)
hobbit, Nobdale Millet.



Int. geds 11511 1 die, they just fade away; Ortega" did‘ir t. w1ther away entirely and- 11555 seeks t5 rte-assert his
515551155 55 the: material plane It 0115115511 551 enough 555515 15 wer5hi5 him (51'- even just believe 111 him),
his power will 1'5t

The first stage in his "master plan is to d'.i5tri.hute hi5 5W5 idols 1:5 55 many- people as he 555 He 115.55 this
.threu-gh a network 5f 155151 railings 5p5rating- 5111 ‘5f- the semi-abandoned rat 15111515 b51515 th5 Treve Th5
id515 51511 t- particularly attractive but 553151-15 who [(5555 5115 5511555 Ortega-5 M555151Rating 15 i115rease- by
5115-55151 Ifhis MR reaches-1000 points, he? will 1555551 his ‘nd status and 5555 again 15.555515 5 551551 in
1115 51.51151.- albeit a miner 5115;.

55 5511155115 the -t'1111'11515~.b5'1555 the T1555, 11155551551515 may. uneeverOrtuguspidh 5551351- 5515515: It, is:
515151.151... 1555.1.

'Es-elaring- 35155-

The 551151" (15551, 1..) is lined with-damp 11515515115 flags; the ejeiliiig is sheet 3 feet high. The” 51555 heyeed the:
555151. deer: are "generally dimly lit by 55115155 1551n iii 's'hallew 51551155 at apprhiiiinaiely shedlii'ei height
515115111551. 115.115. The 55115155 515 meet 511511- 5551155 and 12-1551 high with heavy 5551155555515115 the
551115 grey slate tiles that line the walls. and fl5515;. D5515 are 5f'5t111-dy-55k 3 by 5 feet.

A. 155155115551 555-. be battered 61511.11 by. those using; 5 11155551 555 (51.55155 and daggers 515 5f'.1_iti15'1151115
5511111515505). Wiifldefi (15555 551131511? haw-an effective CN 51' 70 + iii-dice? 55115115055 dawn 55111 31151555
eert'aiiily make a great deal '5? 115-i55 and is. likely" 15 5111551 interested parties. [155- .5115. 515115- 55515 will 13151
yield to 11-51-1115] 155555.115.

"The 1-155 51‘ Savihg'Rells is suggested througheut the text the“ GM may 51' 5511155 alter- th5 1555.155f 5115h 15115
if he 51 she £5515 they make- the 11555511 15555511 fer veteran players 5111551315 1155 apprepriate character skills
15511115555 attribute Savmg Rells.

R5551 l: The'Tieeei5: Cellaiii
At the 11511515 5f the ladder, at 515151 height'15 a 5111511 151155 511 whieh 1-5515 '5 111555 55115151151551 and 11 2551511
1155 51" dwarf 155151-155 The main seller .5155 551115515 wine and .spi-irit 155115 stacked against the 115551 well 5115
15511511 1515511555 against“the 55.51 111511; T5 the-.55 11th stands- a weedwerking beach where M51 can fix his 5111
hafrEls.

The 551115151555 5']? 11151755111 is 5 51555511515115 5515 151515.. which 5551115 far 155 large-:15 have been 1551'."""""
down. f151'11.the 155111 abuse Sis? high-hacked 5haii5 are gathered 515111111 the table which is littered widi 151115
kettles and tasting 5155-555

5551 1-115 characters: base been. :in the: teem-just 15115 65511511. 15 51151155!- 11555515115 5 a51-11111'r 5555 between
35115 barre-15 15.155 east 1551155511115 halfway 55511. A rat-11156 head 55 55111111] 'hUiilaiieid 551151 is hri'efly‘ 55511
.h.5f515‘-'-'th5 critter 1115115155011 bugger-i”- sheila-111's the door shut!

New: that the 555115 51555511555511 is‘. 51111551 impossible 15 pick 551.?55'1111115- 5151155 11115154111511 5511-1551115
55511 5555115555 the-55111515555151.1111 55511- with any sharp abject:
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Semi 111115112113 irate: As: strange. as 1'1 ma} seem 1‘s experience ginger-s, gamers as their first dusgsen.
expedition might never think to 1191111 far secret things arid hidden. deem. Haqsflv :nmv' they '_-Wili!
Abrams-threw: the GMmay Resist an emare'wet-11111231111111disesvesiagrhe deer 11191111111113; #730 MW misses
a less! one Sms'ag RAH tin-[Q er LEandtrtke at? least 10' minutes. '

E11111
The dam is only 5—feet high” :faiid 3..-fe'et'-Wide so it Will be difficult for "larger 61111131311315;t mese. qureidy
through. Characters 20% larger (er more) than the human norm moat/111! ea ST SR (level 1) to not getis'tueh 111
the deerWay! Charaeters that become stuck in the doorway can easily free themselves after one combat turn
ofstruggling. However, if the first character through the d001- gets; stuck he will be at the. mercy sf "Shiv-1e:
(see room 2:) for One turn! I

The character-s may ate-.1 return to the Trove: shave;

Ream 2: The Ratling Der:
Assuming the delve-rs quickly folleW the rat men through. the secret 1100: they Will find him here desperately
Wondering. what to do aboutbeing spotted, Ifthey Wait Wen one turn he Will have gene for help:

This lapge rum is the equal {if Mel s cellar 1n size hut much more Impresswe the flqor Is: tiled With black
marble the Walls 21a ceiling with grey slate A large burgundy rug takes pride.- at" p-I'aee 1n the centre-1'11"the
mom and '3 1011111231316 5113' on the rug

It smells particularly bad in this room; a mixture ofdamp far, alcohol aerid'urine and theses 331.1111 the cider-11p:
_.'moely Snivler and his railing kin frequent this room to enjoy the things they steal from the tavem Their-
master doesn’t know of their illicit activity and Would not appreve (smoe it doesn 1 Want to be discovered)

Sni'vler, a not so cunning ra‘tlizn-g _
ST: 7 AR: 14 IQ: ? LK: Q'CN: 11 DX If} CH: IZSP 15-.Camhat- Adds+4AP
Award: 25
Level: 1 reggae (T131111 attack: 3+4 Tet-a] proteetienzz 2)
Skills: Leek picking 2
Weapons: Short swerd (3)
Amour: Leather brae'ers 1111 the arms (2'hits tetal)
Spells: Neae— Snivler; lacks the necessary TNT ’11:: east spells
Treasure: None

Snivlens-almest 3—feet1all severed With patchy g‘rey fur.- Like mast ratlmgs he leeks much like a giant tat
standing on its hind legs He Wears soraps of hmnan-style clothmg and carries a; sword at his srde

vler IS heme-11'a reek and a hard place his rat gsd master deesn 1 want rathngs hemg seen by. humans bet
he; must go“: far help and Want his pack!

If the characters are quick through the seergt door; they Will find vler dithering about what its 12111 if they
take langer, he W111 ”hue the arrow and go tell his. kin that the rat temple has: been breachedl



.11"3111111111 weight-.111: 11111 I surely be defeated and his --1111sihg 111111111 11111 11113111111131. 11111111111111 112111125
Adventure Peiets. If‘they-settempt 11:1- interrogate him, they weh't get 11111 1111:1111 15 :51) {tightened 11111111111311:
111.1113; think Straight; he will lie‘eutragee usly'.-as- 1111111111115:

__.1. “Mme rat? I'm no such thin-g!” .
2.117111 here- 1111 my 11.1111. 1.1111. ether 151111. 11111111 here... 11111 that I’m 11 11-— ”3-”
3 "Never stole a thing £11111: the: 1.1116111. 11111112111111 knew there. was-1111111111 there.”

.411‘Wheteeeret 1111.111?”
__fl-Ii

.E‘11e‘1111h11'1'1 11111111111111d death 1111111111 will 11111 1111113113: 1111111311111 — 11111161111111.111121‘15113cempremlsmghie
231111.!

1111111: 11111111111111; 11111111 111111111 1he-2111-1111g-1-S11111111-is n1111-‘11-q1111111'11111-.-whatthe 11111111111111.11111With 111111 11m
wet the-tene- 1'111 the: rest 11f the adventure. Hew eeld-bhieded will the 11111111115 be?

1311 they kill him? Tie him up? Let him ge- flee? Take him 1:11. Me]? If Sniv-ler is tied up he will 11111111111111: 111111
hi1 Rogue-y“ ”1’31t 111 escape-111111111 him 3 31111111., R1111 attempts 1111111111111 111111.- 11111931131- 111111 a flew. 131111111
F111. the frat 11111110111111 passageway) Shivler 11111111 attempt. the 11111 at the level 11f the character that tied h1m
up.

E1111
A Wide-11111111111331 leads 111 a'pwggagfiwfiy 111-11111 east”.

5311111111111 1111111111 11111111 wall 'heueee a 111.0111 1:11;a door 1111111111 with 1.11111. The: 11111111 is locked but jean- he"1111111111111
hy. 111131;. 1.11111111111- wit-1151111111111 knife (11111.1 -3.-5-=Saeing 11.1111 111-1 BX) 111 11111111 1111111 pi‘t: [11.211111] 23111135111111);

111111.111” 311111: 'npetl Tun-11111;
Several-11f the-111111131115 have: hunted down iii this; .pegeege. 111111 (2111111111- 1:11 11- rat-ogre has 111112111. fiejhlefiish 11111111,

At the 111111115 indicated 11-1-1 the 111111: by the. number ‘3- are two pit traps. The pit cheers themeeleee 1111111 1111
-;1iifii‘ere11'tfiem the test 111 the 111111111 111111111. 1111111.H11we1111. either Side: of the 101111111511111111 111-11111 me 3- 111111111
.depresemns 111 the 1111111 each large eneugh .111” insert the tip. 1111' staff 111' the butt 1:11" 1-1 spear-

1.1111111111111111 Set (11311-1111 31 they 11-11 11-111: but (ll-111111.11“ is. testing them- 1111111 11111111: '-5 111-111-1111: characters 1111111111
--'1111-11ge11n. 31153. 33151.5 11.1.1111-11-1112111 3.21.111? weight-=11laced11111111111115 111‘ 5.0 21311111111113. 1117. 11111111:- will 135-11-3313-11571311131113
1111111 in the 1111111- 1111'11‘pp11'1g. 11111-1 111* 111112111 1111131111111. (depending 1111 how they ‘11. traveling 111111111 11111 pewege)
-_-ihti11ith'e pit 1111111111.

81111111: --.ci111111=1 knew 1111112111 1111-; 11111.1 321-1111111111 heavy el-nelttghs'te 11111111111111? cal-111.1111 area 11151111 111111111
was. largely fer- -the use-111’11111111111 wemhipers. whings rarely ea-me‘hBre):

A.111111111111=111ggeiri-ng-the-trap 1111131 111111111 111111111 2 Saving 111111 1111 LK'i-te_a111111i plunging 111111 the darkness
bet-awn if 1111 ormfirfi deal-1111111 fell-owing 1111151111“ 12611111111 they might tall 10013 Hflwwerl 11101-1-11111.1-11111111111

111111111111 :11. 1111-11 1 Seeing Roll-111.1 1.111111411111111 11111111111.
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A amend way to iafioid 1:56 trap. is 5th fit a Stfif’f 01' Spear 'ififia the cefitte-Ir-depressian‘eitherIke-flare. are a?" {i the pit
trap. As [Ongsas the: middle depregsion isgfblacked, the“: trap; fiat-safe. T6 black béth 155153. t‘wfi staves (if poles-fire
regmired.

Characters falling int‘ui) either .Qf'thc pits won’t: suffier any damage. .35 the); lairifcl- in waist-deep bratsk'ish wafer
(yes... it tan stinks 0f urine). A I'mugh (if watflr unis the length of this passage but has an 'ather-i-us'efiil altiistg
and is; therefore not marked on the: map. A ”single-blamed wat6r~rat litréis in the Water passage: — it is: taughly
thesize of a- ROWEiI?E-'r and easily as vicious!

The WaterRait
MR: 24
AP Award: 2.4
Cambat: 3+l

Due to the; confifiadfspaaevmd lack aft-£75115 only the flel'iwercs‘aj iii the water
pit can fight and defend againstthe water. rat.

If a trap has been. triggered... the dfilvers mm have a III-fut abstain-ale ifi their
way (and Omb'ur Will Surely-come to inVe-stigate). A level 2 Saving: R911 an

._ __ ST will. allow a delve-r t0 la-ap. .acmss- the pit but failing the m1] :(wlith-ouf
i“ Suitable precautiOnS -_ like roping yoursaif ta a fall-aw delve—er) will land the

" hapless adventurer in the 'dnn' k!

Getting wt 95* the pit might P386 preblems too. The pit is. only-:- 7152+feet deep hamster; 50 "3.35311 11" $1133character's hayefi’t thought t9 bring rope; two delvers-“can war]: tage'ther tia- réscufe a ”third-.-

Exits-
]:he tunnelextends tothe south .'bra'ii1£§h¢.;s £01133 eastand westand gramme, Emma-narthita remz

Fla-um 4: Ombur’s Den?
The 133.35.336- -OPBUS. into a lafgfivstare araa. There are -'raeks of Gandl'e's: on 'th‘Ezflfiflh wan, pfi-STfif'tall'uw. mils. qf-
thread for WM“ and 10“ 0f mach-351' 0.121 a 10W table against the West walJ'ca-n he fimnd :2.2.1116t§-flffii1. 'a‘fldh‘
lantem ("the puts Bf ail are each-gmd fiat 2. hours {if-light). 011 a hank (m the: sguth 'Wfliiifiifl 36-,t .qafl gf
hemp} mp3; leaning men to. it are '24 sturdy 1:0-fmt long pales.

On‘ the: float befflre- the tabla. is-a pile of blankets and old pillows.- The Ara-:3 ”smells quite badly but HQ worse
than rfifim 2 Ombur 13' Usually fB'llU-d 111 this team gettmgteady to VBPIaGB oldcandltts ef'justrestmg. HE” can

315:: be enciquntered. tidying up" around the tunn'téls and daing minor bit-s. {if maintenance. As thegcharaqteérs:
entér the dufi‘gféml h-bwever,‘heis1:1,:o 5 Testing... ..

Ex‘ifS‘ _
Nana. bar thei;passageitfimugh' which the? adventurers Emmi-
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Ream '5: Temple of the Rat God
This huge chamber With a 13-1”t high Vaulted eetltng differs 111.11115111erabl)1 1111111- the. 1111111" 111' the dungeen The
Walls are cheered With reeds and dried grasses, as is the ceding The deem: gives the. temple, a hest~hke
atmosphere.

Game master’s 111118: There is '11 fhir 111111111111 ef'combastible 111111111111 111-111111111111111111
.1111111'11111'1111113 111111111111 .11 111131111 be 11 1111111 11111111111110 11111111 f111 11 31111511 3111111 111' fallen
1111111111'111 1111111 11 blaze! {f the character's 1111111111111 111- 11.111 11 11111.1? 111 1111111 advemage
1111111111 1111 11111111111111.1111 50. AP 111111113

The'_'fleer is eevered with dozens 11f reed prayer mate but the duminant- feature is egg-teat
marble dais an which tests a huge brti'nze. statue 111‘ a rat (12—foot high), rearing .1111 its-
hiud legs, the rat has 2 seine-sized rubies 'fer eyes (worth 200 gp eaeh). At the base (if-
theastatue are deeens. (ever 100) ofjade replicas 111" the 111111111131.htm. Eaehjade .statuette
WEig'hs abhut S'lh's, The jade might he Worth 1 5111 par psi-and but few weuld be inier'eistefl
in eWnin-g their Vet-31 111-11111 rat .ge'd.

Theestigatine thestame- reveal-s three pieees of usefiil intermatian;
1,, The right arm. can be erased up or down by roughly. 45 degrees Raising the an sets the-traps

.i—1'1' rum 3,lt1wering the arm deactiVates the traps.
2. At the base of the statue a single werd'is engraved iin'th'e marble dais: ORT'UGU,
13; The 5111t 11'1" the rat Statue opens like thedoer 111a giant breeze 11111111. Inside these-haraeters

W111 find a single jade idol, identical to' those at the -'statue"'s thet [f the idol is 11111111111111 and the (111111
111151-11, beams of light shoot out frem the statue 3 eyes (the light Will be red if the rubies are still'111 piaee)
When the. deer 1's opened. a fresh neW'ja'de idol Will be sitting there, if It is retirees-1d and the deer'elesed
again, 11 MW one Will be created. There 15-110 limit 111 the number ef idejl's- that can be geeerated 111' this
fashih'ii-

Ghme 11111111111"11 11.111111 1111111111111 1111111113 1111111 1:11 some-2.1111311 1111111111 11111-1 11111 1111111111 111111111 11f(Mega 11111111111
he destroyed Working this 1111-1 1'11 111111111100 APS —— 111111111111 the 111111111. :011'11'g11. 131111 '1' creme 111-1 magic 11111111
13.117511111111151; the 111111.111 111-113111 he mas-h 111111111 1111311011117 1'1 ’11,}111ge-1111dm11de-0j breeze. Hateever 1111111 PCs preseat
11-.e'11111eefli11g 11111111111111'11111 11f 1111111 They e111111'1'11’es1111y 1'1 -—. .1111. 1'1 i111phe'11'.111111'11111111'd11111111 eat-1'41 1:1fi'iit 1119.
A111,

0111111111- the rat-egre is charged With maintaining the temple area far that time When human fellewers has he
'sWayed ta the- will 11f the rat gad enee mere. He is currently shunting- the ideIs (again). and realigning the.
prayer 1111115- If deieers aVeid triggering the flaps in 11111111 3 they Will be able 111 11111111 up on 0112111111 With

'- ease It‘thej,r eheese ta attack him, alleW 11111111111111 fiee‘ 111111111 111‘ attacks befere- Omb'ur ”can retaliate

If,--h'eWeVet, the: dez-I'Vers. 11e- set off 11111- et bath traps, Omhur will match 11p 5' idols-and run _te--'-the messes-111"
this shamher Once there, he Will.quickly assess the s'ituatien. then begin labbif-ng the idels deWI-I. the 111111111111
't seem the atrherne rellgmus iconry eaeh character mast pas-s 'a Ie'Ve-l 2 Saving 111111 1111 DX'. Characters
111111111, their Savmg, Rail [asst- take the difference 111 hits



011111-111 the Rate-0g;
Something of a punk-rafter 011111111- has numerous steel piercmg in his lips; nose and ears including two large;
gold loop earring-s (Worth 25 g'p for the pair). He is a huge beast just oVer 6-feet high but broad and
musoular. He has a short snout With tusk like teeth rather than the prominent front teeth of rats and rathngs
He'Is hoW'ever, covered to short grey hair but chooses to conceal his modesty. With a studded leather codpieee
(21111111113 ofprotection).

MR: 40+3 for each PCS-or allied NPC present--
AP Awerd: Equal to MR +2311 points:
Combat: Based (111 MR
Arum-n 2
Special: 011111111- has been blessed by his god and While 111 the service of. his ratty deity; 011111111 cannot be
effeeted hy- hostile mag-1611’ 011111111- should die 1n battle, he W111 sloW-ly regenerate at the rate of 5 MR per
full turn (10 minutes) until he IS 10 points more ,po-Werfill than. before he was defeated He will then aWak'en
and continue about his business as if nothing had happened. Ifhe encounters the PCs again, he: Will attack
with-out a second thought! Note that 01111111131 regeneration will not become apparent until 10 '111'1n ute‘s after is?
‘demise’.

Treason-11101116 earrifigs Worth '25 go; Ombm: also carries :a large 1111111 111131111 1111111661111 1116111 8; ion a thlek
aha-in around-his neck:

11‘ 011111111 does. Speak oar-111111111 111112116. we will never know since he does-111111211 With-61111116151116 ki‘ll-S-z-"théfh
and feeds them to the Water-rat or delivers them to the ”rat god-1

Game 1111111131"3; 1119111: 011111111 IS a flexzble GM character he s deszgned to be as tough as; need be. 11) gnre:
1hr delvers a challenge To achzeve 1111201711212 all/{0113191 111112113 is based 1:111 Ihe number ofchromiers 1'11:-
{he-pom". Hikers? are 4 heroes 011111111"11 MR will ”be 72-1 .tflher e are 10 he ’1! hope a mung of 126

Room 62: TheStair to Newherei I . I I
T111112 111111111- -'a Stone Stai'iease rises. to. the 11811111n thieentranee muse-1161111611 1111111166 1111111111131 years ago.

Roll one (1) die on a roll of 1 or 2 there Will he 3 ratlrngs cowering here. They are huddled together at the:
heat-'1 of the stair Wartmg to see What happens 1f approached they fight 11111: or cornered rat's!

Ratlings
MR: 10 eaeh I

:-- .11 ' . _ AP Award: 30.:
:11“: fig? _ W Combat: 4-1-15 as a group

Armor: 6 (2 points ofproteenon each— from their leather brooms)
Treasure: The little 1111 men carry 3—d1oe worth ofsp between them

E--11'ii’ts'-- _
A passage to the east leadmg to 1.66111 3

A stone door leading-to 111111111 7 '. it is Slightly-fiat.

119111 iron door leading to room 8 it is looked (make a; level 2 Savmg Roll on DX 16.611611 1121' level one (1)11"
you have appropnate tools)

A Wade-n deer leading-to: room 9 it ounlocked

'95. .



Ream 71 The Stone. Ream
Beyer-111 the Stone 11111111" 111 a bare 11mestene 11111111 With just a 111w 11f plain weeden hemihee against the 1.1111111
11111111 In yea-rs gene by. the hum-en- devetees ofthe rat .gjed would use this area 111 111111 theu' eerernemal rebes 1h
private prior to a ritual gathering

If 511.111.1111 was:ab11: tn flee the chaseetere. the secret deer linemen.

A11 gap-111111111111 1111111: th the-West.

A eeeret. 11.11111- 111 the east wa-11.~-Meke-e level '4: Same 111111.. .1111 IQ 1e. leca‘te 11.111113612111313 meehamsm 11111111
110111111 envth'eséflher).

Ream 3.:- The-Sthry Rhnm
The 11111111 is shrouded 111 think webs 111115115:- ehseuring the plain grey Wezlie whi-eh- areengraved With 111.1113
detailed'merges ineiuding these. 111‘ [11111111101115 bowing befhre- ginnt' 11111 the wages seem 1111111111 51111131. Sthhili
Iratl'in'g skeletens can else beseen hanging 1111:1a the webs.

A .giant 1311-1111131 has:.-1n11de 11511111111“: in this 11111111 (11116111 011111111" real-11211.11 the? heasne he'd 11rrh1'e11,-he: 11111111111 the
deer) it will pounce ass-eel: as- the deer-I'is-epehed...

Giant Snider
MR1263
AP-Award: 10.01
Cnmha't: 7-1-34
Speeih11Any deleer tak'mg damage from the spider must hanke a level 1 Seeing R1111 1:111 CN 111 31111111-
heeerning poisoned I-f' pni.se_.ned the character takes me hit automatically “each tum he 111' she engages 111-.
1311111111111 111: other strenuous activity (such as 11 Saa R1111 based on a physieal attribute). A further .ieve-l ene-
(1) Saving R1111 11111 EN can he made after. 5 Combat Turns (nr 10 minutes 111" rest. a Full Thrn) 11:1 shake 111111111-
peisen.
Trenhafe: One 111‘ the head 1.1111111gs. 1111-11” a purse: enntamrng 10 gp; While anether has a small htnneWhte heme
entitain'ing 11-P111111: 3:11.11}!- eehen that Will heal 11) peints 11f damage.

1111111- 11111 11113111111131: 111:1.- {examined timber the delve-11 will he shle 1111 111111111 111111111 ihi-eery-hf'the duegeen 111.-
?h- hetihh p-ietures... .

1 The first:11t 11' 1111111111 fer-t (the haseefWhieh leeks her-y 21111111131: tn the: T111111s " ”1311111121.
3. A number nth-1.11111 rats- with tatlings in attendance feasting-1111 humaneidg.
3 An image-11 1“ stern faced humans Carrying terches. In the gtfiund --.he11'eath 1:111: meme-111111111111

hats---._h1_11;111.1;e: in the: darkness. '-
4-. A fat-Ogre" Working tirelessly to build the chmplex.
5. The temple chamber full 111‘ Werehiping humans.
6.Wl1nt leek-s like a small child but on closer mspeetlen appears in he n 1111111111 leadmg the

humans 1:11 the surface (he s carrying a big bag (if swag).

111113 deleere stay to 1111111111111: the engravings- he'd leer-111- 11111::- 11111311111111. pee-1 award each 1111111111 15;:
_Adeennee-Peihts.

96"



Ems

The dust tn. the east.

Ifi-‘fhe delvers; spend a fill] hour clearing the ”webs they will find-a woo-den ti'apdnar inthe ndrthwest Garner hf
the teem-1 The hatch. is nht lashed, within is; a deep dark pit, winch leads to a watar filled cavern Ombur used
to dispose 9f the temples. detritus through the hatch until the mival of the spider.

Game master’5* (1018:1116 trap dear 1s a dead and. a [dag drag with nothing at the 11121111011111.3111 it:aaddn Ida,
GMs can add their awn reams and adventures in are: areas baton {ha dungean y‘ thav wash bid wdi naed 1n

' ‘ ' the hatch easier tofind’

Ranm 91111111121311 the Hobgoblin
The mom contains a number afoverturned table's and chairs a few animal skins are scattered assess thefl?
and a large fat hohgehlim squatting in the nnrth-east Gamer next in fine of Mel’s Stolen Cider kegs.

Habnail is an inhabitant“ {if another dungeon or tunnel complex who-was. sent out an a faraging Bxpeditinn
same .‘daySi age. He. chanced upon the railings ‘emetgeney exit’ (see roam 1:8) in the Wands and fal-lewad the”
small (iii-cider (and leans-anew ratty smells) tat-111311110111. He has 1513 ihr gnne tiridet‘eeted by the railings. and
intends. to drink his fill hefnre: leaving. He dassll-ike his cider.

Hahn-ail the Hebga-hlin _
ST: 31 AR; 13 IQ: 9 LK: 9'CN: 16 BX: 131- CH:- 11 SP: 1-0 Combat Adds +20.
AP AWard: 5.6.
Level: 3 Warrior (Total attack 5+22 Total protection: 14)
Skills: Wilderness Survival 3 Games 01 Chance 1, and Defenswe Tactics 2
Weapons; 2411111d breadsword 5+2, gladius 3+2 (back up weapan)
Arinnr: Scale mail (8); warriat bonus 6
Treasure. The Amulet qf the Mfg/11v Arm (3 bronze disc on a leather card, the disc- cames an image of a
__short-haired impossibly muscular man— it is Arnhnld Gad ofMtghaly Masried Warriors) The- amulet adds
2 paints. 111‘ ST to my warrior that wears it around his or her neck. Rogtle's- receive no behefit but all other;
-:ehatacter- types suflhr amt-1111611011 in ST (1f 2 paints. whilst wearing the amulet.

.Hehnail also has .a' backpack- nan-taining a 20-‘fadt ”length of rope, 4' ilran- 1111111151 a tin mater flask, 26', wax
seahdl'es and a has n’f'il dwarfmatehes. At that: hattam nf Iii-spank is 21131213.” wondeh "11011 Genta-irgli-ng 211 g9. and
ia‘n-c‘alleflidn ’e'f‘ 30 teeth from various dancers.

As yen can see,l-iebnai1 would be a cenmderable ehaIlenge for a lane lawalevel deliver but ”a group hf than 111'
mare weuld make mmcemeat out 11f him The GM has (at least) three- optinns with this enenunter

1. Let the delvers make mincemeat out ef him — they. might nee-d an easy win to boost their
GGnfifiG-nee.

2 Hobnail isr'a ‘hnok" that may lead the characters tt‘) the G'M’Si next adventure - in eaahangeffhr
his life. he may 1n11.themabnu1-a new locationor available mission.

3:. Make Hobnail a canny fighter. He kicks ever a table, which new acts. as a shield? -— if-mar‘e
”than 2 characters wiSh te ioin the attack against him, someone will have to. make a lava] ans (1) Saving
Rail on ST ta; mere the table — if they fail, they take the difference 1111 hits. Either Way 11111;: 2 characters
can generate a combat total against l-lebnall Whilst the table 15" in phase!

ants: , _. A11 unlackednnar in the add Will?
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Room .10: The Spent‘Spcar Trap,- . . _ . . ..
Roll 1 die; on a roll of 1, 2 or 3 a random monster- lunks in- this passage(see-theI-aaaroprifate table at the and of
this adventure to learn what creature challenges the (towers).

A 40x-f00t' long unlit pasSageway ending in an unlocked wooden. door. At the point marked ‘10", five}: iron
spears extend aeross the corridor fmm- small holes in the wall. The ”spears ,pin an anoient skeleton to thefwall.
“The spears are "spring loaded’ so. a level Saving Roll on ST is required to hold them-back for enough to: alloo.r
others-to pass. Ofcoume the character holding the Spears-will need Someone to. do the same favor for him.

The preiSence of this trap might give the characters cause fer, cohocm. Are there other .sim-ilaratraps in this or
other conidors? How Will they be. detected? Whole-egotthe 10~foot pale? However; there are; ho other similar
traps but anticipation is 90% off the event. or so they-say; .

Exists
Adder in the far southwallfi. it is: unlocked-

:Aa valet-shad door in theeast wall.

Room I]: The Bath Frog- _ .
A vile stanch; rolls 'out of this unlit room as soon as. the door is fleshed. In the darkness beyond a so
slapping sound can be heard. When; that quickly subsides, a-eroa—ky Voieieotters the" followiogzwammg

-“'?*'.Sodoffl' Findiyour-cwn slop hole to wallow 111.”

Then --theref-s a shallow asst-ash:

some characters: examine. the: room with their. own light games they natice my blue tiles on the wall and
ceiling Strings ofgreen mucus stretch across the floor and the smell gets. worse.

Against. the East Wall is. all ornamental- bath or dough-i It‘s quite large and would mealtime-date several
hat-hers. As the dole-era approach two huge frog—like eyes .-=s-.1-1rface in the-sickly black-water. quickly followed
by a. huge frog-head the size. of a large Shield.

"It" opens its; mouth as iffto speak again but instead-1a thick... pink tonguedarts out!

Randomly pick a character. and have that character’s player make a LZ’SR (lo-SP1) if thev‘roll is failed-a- drawn
Weapon, shield or" piece ofarmor (or other exposed item ofieQuipment) is Snatched away by the tongue. The-
oharacter may make a level 3 Saving Roll" on ‘ST ”to hold on to the item but Will be dragged some the room
right in from of the trough if he succeeds. "That character must then take any and fall Spite damage dE-liVBTed"
by the frog in the first "combat round.

Any items amped are quickly dissolved in the frog 3] stomach Juices.- Even if the characters qmckly hack the.-
dead Monster Frog to bits; they will only find unidentifiable chunks of fused metal (or: whatever hits the frog;
‘tengued )

It the players start talkmg about what to do or try to talk to the boast. the tongue lashes out agate mnly
seleot another character However as soon as they attack the frog, he retaliatesl

9.8”.



fight Bath Eleven Worse than-Se 011 A Re 16' I
MR: 68
AP Award: IOU
Earnhat Dice: 7+3‘4 _ _ .
Special: Each eembatwete-‘ithe 1mg : es amether *teeg§ue- Attack" in additien tie-- 11511111111111 9111111111c 11111
(-TOIIOW the procedure outlined above fer- eac‘h Special :tettgue attack).

Ifaay 0f the delvers. have the stomach to ’SBflI-‘Ch in the ”treugh they’ll need ta wade-m up. to the waist. Make a
CN 1111] or lose 1 hit due to violent vomitmg. Whether there s vomiting or 1101:, the. character in the bath Will
find a length at chain” 011 the hot-tom. Pulling the chain, will release a plug aheut Gide-hes in diameter,
causmg the Water to d1-ain out and reveal a hidden (leeway rau‘ghly 4-feet' high. The 1111111 leads, to 1011111 12-

Exits
A hidden deer leading. 11: 1111111112-

Ah unleelte_d,;-da't11 leadmg West-

1111011112»:- The Patrulled Passage-
This: tunnel ia'Well lit with candles- iand-tOmhe-‘s placed thrqugheut its length,
R011 1' die, an a roll-11H to 5, roll enee fer arrando-m mans-ten .On a mu 01°15, 1-111! Wee After thebattle: 1-1111 1
die 111- see if there is any trea'SUre' nearby; 1m 11 roll of 6' there will: be, R911 an tt-gufifl.115m table,

Exits"
A hidden dr iii-:the north-Wes: pass-age- leading; 10.100111 .11

arched aleeve iii the: 1101111 61131 passage leading to. team 13".

An unlocked but GIGS-Ed (1091' leading tn rum 124-ri11 the south westpafseage,

A 1133‘? Stone (1031‘ with 11- b'aS$+reli€f offia- giant tat: in the ‘s‘hu'th- Wall 01-111: south east passagent leads ta
ream 1.5; There appears to" he he way-1119111111111 the idiot.-

Eeam 13: The Betting-Nest _ _
3A huge“ stem-111111111111 teem, his-unlit: very'clttietiantlawe-1111111131 badly- d‘f 1111:.

The outskirts: ef the ream are clicked with debris of all Surfs}; bits- of wood, 11lcf damp earthy-1111111111
chairs and tables, did-111111115, mtten beehshelae-s, geld blankets and-1:11ah-i‘ehs-efeeti'ei‘a; and the mbbigh l3 piled
ae-xr-eral. feet high.

This. is the tatlii-hgis' lair-11111 theyare lurking in the-garbage p._i_l-e.a,-. watt-thingvthe-FCS; waiting,

The centei‘pIece 11f' the mom is a huge stone slab out With deep bleed-gutters It IS heavily 31211111111 by 1:111t
.5361:'l'i‘ceis fer the rat god. If the delvers were begmmng to think that the rathnga Were 6111:: Gr at lees-t mestly
harmless this should hethe eVIdenee that canvnets them! Somethmg can be seen restmg on the slab it 111ifiti
he :a weapon 11111111 111‘ seine sort
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There are V551 numbers -.af Iatl-ingfi-Sfiz lurking 11111115 rum, if they all atteekee? at each, they waule 311112111r
VVer-whelm the PCS. Although =5 mass, attack Wellld he :reelistie ("and 11131111511111.2151 ceneet 11111315),- the; game
VVeuld-e-nd here;

Se instead. the eowatdly ratlmgs will 1mttally attack 111 5 green of5h;- As the firet-squaei attacks the PCs, the
ether rathn'gs will rise up frem their Iifiest 131151111113 end eheermg'

Ifthe first. _.group (if 515 Iatlings 15 quickly defeated the Second wave wifl 1110111111: 7- treeps then 3 and he (IIL. If'
thehettle'1'5 relatlvely -eVen,-. the rat-attack numbers (111 not- increase

If_ the d'elVere eue'eees-fiI-l I31 fend (1114 waves. (311111313115,- the rattling horde-e reheat 'te. the...;5iefety ef'th‘eir nee-h.
effeetiVely eellihg- eff the-511111111. They-Will.etiIJ--r-ehittehs.'5e.1eeeh and "general-1V hurl abuse at the hammers.
thehghl

Taking the High Ground
1-151 eny time (1111n the battle (11111 (If mere delVere 15111}: 11111111 The 550111111151 515131—1111111111111 flley (11511 C111 wrth e
511eheeeful leVel ene(1) SeVing Roll (111 DE they will enjjey. e euhstentlel height advantage allemng them 111--
1111111115511 their Combat Add5 111 (111111t by 25%

Game master is here: .(‘TIIIIIIIIII' III T1111“ 5310111111111 be IIII exercise- III railing :bhekereiofdieee{11111191131111 IIIIII --I‘.III'II-.
(III! #1111 way, .1f_V.0-II [III 111; Spice the: baffle up? HIIVV n-V'e 'rIIIIIIIge 11-1111! II third III {1119- (IfI-he -ehIII'IIeIeI-'5,. 117111111:
delverfefla 111's- SP SIIVIIIg Rel! he 11 hit by thejbxing railing andfake?“ the IiIfj‘hI'e-nee in damage! {frhe IIIIII'IIggII
IIIIII VIII II 50. can the PCS. let them pick up. a raI'lIIIg and her! I'I hack IIIIII Ike crowd 1-11.11}: II ST SeVIIIg 111111,
Characters may also he able re 11519 1111115 each as Leademmp (Ir IIIIIIIIIIIIIIIIIII III brow-hem the. IIIIIIIIge iIIIe
VIIEIIIIISIIIIII Le! yew IIIIIIgIIIIItIIIII FM}! wild!

Paaflings
MR: 10 eaéh _ _
AP Aha-rd: Based ea MR but great 55 hem-hes; fer inVenIiVe-Lee-mhat elega-
Combat: Based en MIL initially 74—30

01' 0
Speeml These rat] Inge fight with teeth and claw

There 15 hue-item e1” tieue Value in the-112111111 (eltheugh the rethnge think all theIIJunk 15' 1111111111115}; the HIV“
PIIIV: 11111113. 11 refit 51111) the alter stem and 15- used fer slitting the (1110515 {If seerifiheh 511d 151111111.n the:-
Guardian R51 Deer- The” Ire-life 1'5- 5 length (If bene- en‘dihg in a little 1111 pew elutehing-e pitted-- grey IiVer 111111.111.
The hflW’e 111deII-finger is extended 511115 razer—hherpvknife bl-ade..he5.jl:1ee11 attached with twine.

Ueeig the VIII Pew Rees 111:: 1111e (In Ihe Guardiants-dem-1Vi:u.-a11e11r the fiche-111111111175 111 meet the III... gee
himself! '

If the retli-has hen: semehewhe celled 1111 seed-111:5.- a beefseareh 111111151131.htm mlla'llew eee re-ll? en-fixe
henna here "table

Elli-11118;.
I111 III-11115532 tethe westleedste teem '1 :1...

511 the Game- Masters 111111-1111 there may be numerous tiny rat hhlee leedmg out 11111115 teem 1111511
V551 quantttwe efjunk
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Rain!!! 14: The AbandnnedRhom _
This dank- smelly more is. assessed. by an unlocked weadea deer; It._was Iéri'f
new e-ant‘ai "11‘s 111111111111 but a few" eifipty crates andIa pair of'wmzk benches.

‘. 11113611 as a store roam bet

I‘f'Shivler fled fit-m his first encounter with the PCs or later. managed tees-ease, he tlhaveheaded stratght
£1111 reent=13ieallested a paw-fall of his trusted pack-rats and; be waiting. here is: :is-ee h'the delves will eeme
this Way.- er be building up theeeurage to go looking" for them.

If'Saivlet did net escape for. any reason (”such ”as: being dead),- 1011 One random minister is enceuntertheFCs
here. Afier-the:-batfle, tell an the._ Femd Item tablet-to: see ifthere is. anyleet to. he had.

Exits
A ass-111111.111- in theE 11111111111111] leading-110. tee-11.1 7.

A 111111111111: dear-in- ths‘aast wall Which leads-ta team. 12-.

Ream 1'51 The. Rat Gad-’11 Anteshamber
15.101131111113131
A heavy stone duet bars the way to this room. The deer has a detailed bass—relief image of a” giaht' rat
rampant There 15 silly. ene way through the deer (or 2_ if yeu want t1) spend 2 ta 3 hours. smashing it drawn
with pick and hammer), The Rat P1111- Relic from room 13 1111131 he usad to tap Once upon the door

A 1311e therelic Will summon the Guardian Rat Spirit; The relief image upon the deer; slowlytwmts and
1111-1111 until it is fully-animated. it then leaps: into the passageway. as substantial. as any delves mere so in fact?!

The rat spirit is et’ a similar size to Ombur but rather than the half-rat half—Ogre that [S Ombur, the Guatdtan 1s
a magmfieent example of rodent-1111111 Its shout is ieng and heawly 111.1h1511e’1'ecl1 itsears bread and its-1101131
rippling. with. musele'... The fur- and tail 1s shew White 313111 its eyes ruby red With a wise like a sly whisperit
asks

“Are 1.1.1111: :wetslaipets of the enegreatratgectgaea and true?”

Ifthe "answer. is. 111111.111: Guardias‘wiii leap back 111- the 6611111111111 he:i_returns 1.111115 mammals state He 13.3.11 be
summoned again iii-any time-g.

Ifthe 1111311111 $951351 he sentinues.
"“311 whatname is the-ens great'ratg'odlenewn’te.-'l"1.is.iifellewersifinswer me thus 1:11s1 shall 111111111 sauspeak
the 11-11" ' " "

The answer (if-sense: is. ORTUGU and should be: pmflflUflGEdI".RET5fiEGGiL Hopefully the players: 111111111?
have meted this from the statue: (if‘the rat.gedin teem S. .

Game mast-er 1* note Ifyes think 1'1 1‘ tune fer- another figitr Is: 1111 Guardian be unimpressed 1siii1- the
11821111- 's presseetettan efthe rat ged .5 name if.they need a break and did make 11 sets efithe 11111113111 them
through however they say-Iit;



If thei-delsers- name- the-ged eesreefly-li the. Guardian; meshes with the deer reuse-mere and it swings apes.

lfthey get the name wrong or try to bluff their way threugh, the Guardian attacks. with lightning'speed' Ifhe
is subsequently defeated his body crumbles to dust at the delver 5 feet A moment late: :a ghostly breeze:
gathers the dust and reassembles the relief design on the door which then swmgs open.

The Guardian gnardian rat spirit.)
MR: 78
AP Award: 100.-
Cflmbat DEE: 8+3?
Special: The Guardian is somcwdtbly fast that charaetem-‘engaged in combatiwith him must makes level '1'
Saving; Roll on SP or ‘Sufi‘ei' 'ene.-zadditi'0nal Willi: of shift: darn-age each per Combat tum.

153 Inside the Room
The reem- is. decorated with wheat 'eelored- tiles and well lit by oil [flfltfifiiflr "The- floor is? a detailed mesa-e
shaping the rat .ged‘s many. farms; -a'=fi'el'd meuse chewing. an ear «if-earn, a bleak and oily sewer rat fleeting
in a ..dark-stream_. an armored rat man with a bleody. award and a'blo-ated, disease plagues rat.

Game master’5 Rafe: Make a mental note- of haw the players respond to yea-Ir descriptions of the eel god 5
farms Ifany ef- the players react particularly :0 ens phage 0r another that .0} how the m: grid WIIIappear to
them m mam 16

Exits:
A stone-dear in the. nerth Wall” leading “back remem- 1.2..

A thug—h eut, tunnel in: the east Wall (ream 13);

Two identical brenze dam in the south wall leading t0 rams .167 and? 17; The: fibers are: heavy andcananly
beepen-ed' lay-a combined ST 0f 30. 's more than 31. delvessamay' werkte 0138.0 the-deer at enca-

Reeflr 16:. The Chamber" of th'eRat God __
This its a: Well-lit epulently‘ aPP'intE-ad team. The --wheat—tile and remain theme; here ream 51-5. assesses: here:
and is complemented by well-stufied sofas, low tables hearing fruits, grain and ire-wisest. At the rear- Qf'tha
realm the rat grad reelihes he a 10mg leather eh'ezr-Ieunge next he a large ea'k chest 00q in‘ ital-'13. He is net
entirely surprised that he has: been discevered and net tee happy about it "either;

The playersl and how they reacted t0 his various images depicted 1n the:meals... determme Ortega s-farm IF
there was no definitive reaction the rat glad assumes his favorite guise—-—th_e blasted plague rat; ever eta-feet
tang” and semething of a Jabha the Rat!

.rtugu currently has a Monster Rating 0f..-.46‘9 (+1 for each idel the 'charaCters may-'haae'itaken‘). Fertunately
fer the PC15- h—e-dees net sew-ally- *esist’ .011 the. mortal plane. Yet. IfOrtugu can get enough people to belieae
in, or worship him (initially by taking POSSess-ion" of one of his-jade ideals) he will be able to'manifest in; the
"real; world’. He needs at least 1000 ' MR points to manifesr and each idal adopted adds she paint" ta his--
Rat-ins.
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IF the PCs attack the rat gal their weapons and spells have completely no. effect (he s not really them;
.-altheugh it appears to the characters that they are attaekmg semethmg real and 5701111) andhe waves their
blews away like anneying flies. However, if they talk to him he will reveal something ef. his plan Whfle She
takes. the time tn, smnmon his rat champion

11301-311111 have. found me, Have yen Seilitile 111343111 werld that? 51011 11111111 seek gut 11:19;d pf- $1330.11 defile 11111

sacred pl-aee§?a

‘My power has wan-I1 aiace the eeming-_._ef-=the 3111111 11111: but it 1211111131: erg-111111”

“You W111 see the face 111‘ Ortugu'111 many places neW,sm1111:_1g back at you With jade fan-35,145 my mage-
multlphes, my peWeri grows. Seen my might Will 1121111111111 113 peak and my. "trident army shall be legmn'” '

He Will enter 111111. a brief diseeume with the characters but as 30011 as- he tires of them he Will 311111111011 15113
01111111111111. He-elaps his paws and a mighty rat—W-arrierappears in the-10001.

“Kill the £11111.
aflheeturers;

wn ef the ever-Warlaersl“ Sheets: Ortugu and 1511331351111. cal-aw in 111e:.-.111ree11511n of the

The champion is a huge rat monster- towermg 8-feet tall and severed 111 great slabs. 11f muscle He. wears.
gladiator-style 11111101 and carries a gladius 111 each paW; He attacks immedlately

311M111; Gig-gia‘mrfl-
MR: 88.;
AP Award-1 15.0
Combat Dice: 9+44
Armor14 points off protectten from leather strapping and bronze plates
Special: Each 1111:1111t Spite damage suffered by the player characters mum‘s as double -—-— Ileedaplat 13
particularly ferocious

During;;the battle,-- Ortugu W111 111111111 encouragement- 11: his -.ch11np.ien;.threwmsultsatthedelvers andolapms
paws like-a true-Sparta fan! “K111 them 'B'luedsplat, ikill them-all!”

After the battle (assuming the 116111-613- Win-)1 Ortega-“.11 look of di‘sn‘iay‘ Will turn-10 110111011“ as he. starts :10. fade
0111331.. 31111111111111i 81001133111111 reduced his. MR by .818 points, drawing: it 1111101111400 H4” .-'1111 lehger has.
wflfieient energy- 10 remain en :the mortal plane and vanishes With-a.ery.efa'11guiajl1!

With 13n11 game the ratl-ings Will slewly returh to their Weedland homes or head to: large cities Where fliey
ean 1111111 quietlyr 1121 nice smelly seWere. 011111111: Will remairl however and awant his god‘3 return— Winch Ls?
inevitable unless the delvers ensure all of the jade idols are destroyed which 15 neigh-eh 11111103311111:

But fer“_noW,__-the rat .g-pd i_s— defeated and their first 11111111011 is: ever. Mel 1:8'1‘13-1'1112’: to his 11111111111111 11191.11 handover
Snake Bite-111 the party 3111:! efl-‘er “them free. heard in theaDuke‘s: 119.0111..- (Where they maymeet Helmet: the
Guardian trell).

lceaeh survrvmgchareCteranextra .1 1111; dventure P011113 fer (10111111111111; the. adventure
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The Treasure Che-111!
'Qrtugu‘s mighty chest is of course looked .andtrappedl A level 1-Savihg Roll an IQ reveals that ':th'ere is 1.391111:
kind (if trap 011 the lee-11:111. Detect Magi? spell Will reveal that the-trap ismagical innatnre'. To safely defeat
the trap. a delner must make a level 4 Saving Roll on LK or UK (level 3 if lock pick tool-s aroused).

lf'the roll 11111.1 purple light shoots our from the chest and engulfs the thief. There is no apparent. effect but
Within 6 to [2 hours the character Will start to grow a hairless rat-1111111! The tail can be disguised? but if
revealed Will :subtracr 2 points from 'CH when dealing With non-ratlings- but add '4 points: if .ratlings- are:
present.

Once the. trap is-out of the Way. .111 level 2 Saving: Roll on UK or level 3 Sta-vi11g 1111-11011 LK Will We theeheSi
open-e11. Inside are many goodies that have been—offered to "the rat gunmen-11111511111151

'1. An ornamental black Wooden bot": (Worth 20 gp) containing 4- gauzeewrapped rubies of: a;
similar size to those in- the bronze statue and worth 100 gp each.

2. A._ black drawstring bag. It’s a fabled Bag of Holding Any. item may be pissed in the bag.
provided it weighs less than 20 lbs. There 13 no limit to What; the bag can hold other than that one
-'res,trie'tion.Tl1e bag and everything m it weighs only 0.5 lbs

3-. A leather satchel containing 31-dino 11 10.0 gp.
4.. A plain iVory Ring off-realm. which. adds one point to the wearer’s CN.
5. Assorted gold and Silverjewelry amounting to 2-50 gp.
6 A rnagierrapier that'seores +2 Combat Adds when Wielded ”by-a Rogue (it”s 11111111111111. Rages

Spike)
'2‘. A potion of"Arcane Power This clear glass bottle contains a. fiery red liquid. 11’ consumed._;ti1e

'1mb1ber .1 AR soone- pennanently increases by 4 points.
8?. A scroll case containing 3 Learning Scrolls. These valuable texts impart the knowledge of 3

second level spells to a- anzard or warrior-wizard with the appropriate attributes to cast second level
magic. One of the spells is Poor Baby -— choose the Other two randomly. Rogues may use the 'Lea'ming._.
Serolls to cast the hated Spell once— after which. the 231111)“ is destroyed. Other character types can’t read
or use the enrolls at; all. Each-sienoll is 1-worth. 2000 gt) —1even the Wizards‘ Guild will buy them if only to.
take them out ofcircnlationi

Exrts
The bronze door to thenorth leading to room 15

111111111 17: The Chamber of the False Gad
Beyond the plain heavy bronze door lies a dank unlit dungeon (1111,1111 odd Shape of the noon-1 results In the
formation of deep shadows as the delvers light the way. Rivtdets of water run dTQWD the Wfliifi 3.1113 11.19%};
patches- can be Seen. here and there. From the far southeast corner can be heard a 1111111113111:- -“Hel[1 mes.
the voice-sounds like a YOU-11g. Some-What ‘Squeakyr‘ human female. '

.As the. characters'apgprnaeh they Will see a tiny rat: huddled in the corner it. raises - a paw; it looks wean
liHeipme. I}

”If:- the PCs attack. the tiny rat (shame on them); it vanishes and 1r'on bars drop tram the ceding. near the door,
blocking the e11it. Characters near the door 1111151: make a— level 1 Savmg Roll on SP to avoid being hit by the
bars and taking 2-diee Wenth of. damage The game master must decide Whether the. character is 1n51de on
outside of the room...



[f the PC9 got 91999 enough to touch 91' speak to 'the rat: 1151991111 119.1t big balefiil eyes then grins 9911151
“Welcome 1:9 your doom foolish mortals!”

Then 1119- 9919 descend as described above and the 1911199151195!

At least some and possibly all of the delve-"rs are now trapped in. this rum It 1111911111 19119 9 combined ST 9f-
29.0 91 111911919 1111-99 the b12115 119w b199king the exit and it is impossible to 111111191 911t9f-th9 199m 91' 1919911
11911111 '11 wall Without construction (or destruction) equipment

A Search of- the 91-99 will 1911.991 9' series of 19939 9999 Shaped stones in thesmtth well. The 9191193: 9911119199
19111911911 but can “he rearrange-11 by sliding them. up and 991111.11 or .1911‘91111-51‘ight. Th9 'fe‘ee: 91"99'119'191 91"11'19

9191199919 111911199 With :a; 1919 91’ the 99111111911 tongue alphabet as fellows:

MEL-T UTE-0
if9911159 the 51.9119 9111999- 9:911 be rearranged t9 1999 I'1'9t 1119-911? A 9191111" 1119119 1111191139 111999121 119911119911 999121
111919 and at the beginning and end of the phrasge. Once this is 121.999.1119 bar's rise into the ceiling 991:1 1119
characters are flee to 1991191119 rat god 159 t 199 smart so his cunning 91122195 are somewhat 111111191211
However. anyone who participated in solving the puzzle should be rew-er‘ded with fiOAdve—ntu'rfie Point's

Game master"5' 11919: This. 911s 9119219 12111 '1 intended to baffle the characters or the players 1'1".1 1111191131 here
9.1: 99 9291111219 of the kind ofthings that new delvers mav encounter in their adventurmg careers The 9119-19
9911 be presented to the players 99.111}: by prepormg square-.1 ofpaper With the approprzate letters primed on
them before the game (begins.

em _
The. 9191129 9991 "to - the with 18311111210100!“ 1'52

Room 18: The Long Passage
Roll 9119 die... on a roll of 1 or 2 randomly 59199111 9111191 to be wandering down. the tunnel as the characters
919 about to 911131919011 11 roll of 3 a 91999 9f1991 may be found with .11 39999951111 1911-91 2 Saving R911 911 LK
(9119111 each member of the party to attempt the Saying R911) Use the.Found 11991 1911.19 1.9 (1919111111119 exactly
--w;het_ the 11919919" have 1999199..

.A.rough-11911111 passage extends 11119 th9 darkness It runs for 111919111911 two miles before emerging in.9 dam-9.
hollow 111 the wards This.‘is how 1119 191111199 move to. and from 9191111911: delivering the '19919 19. imsuspeetiiig
recipients

2-119
The-11111119119 1119:9191 1911991921119 99991911999999.1116-31111399:
“The 119999119 ofthetunnel19111111111191.31Q 15..
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Found Items .. . . . . .Rial-1 2-diAe' and autism: the following Stable; Each item is unique and can .6111? be tound was. Ifa Ital-l?
"indicates the same- item asecond time (with the-i'exceptifln 9fnumber 7'); thanjn'o' itAm is Itiéifiéd,

" 2 " A discarded empty GAR-PW

3 5 *A? 5313137» 373E“ leather" 575-“ 0f"611'”Oriiginiffit’fi the left bent), Verymae tar-urinal: much
g.“ on its awn.

1A A bmad—brimmedblack hatWIth a peam-ck fea’cher stink in the hatha-ndf.

5 A battéred medium shield bearingthe image at“ a ram’s heaCL

6 A “AWN?! key; At the GM’s discretion it may open adam intHis """“- " "
another-IMAMof his Ar her slamming.

7" A hand full nf-grinjy gald coins-- scattered across. theomidm- Ar gfit-hereid-'.lnm’A-d-usty
corner (toll Zudi-ce t0 detennine the number of. wins).

3" A Wallécrafieid breadsward(+1.due ta-th'e skill with which AAA 1 1" rather than. any
enchantment) withisnake jskin scabbard (worth 2-5.0" gp 3,5 a set)

9 A thick leather- helt set with bronze studs anda very impressive licm ’s—hea‘d motif on
the buckle. This-is the Belt of Courage; During any battle Situation, the wearer: mil-15ft
make a leVel 1 Saving Roll an LK to take actions that dan."t.i_mm‘ediately relata'ta
attacking the enemy. On the-positive sidel the magic belt ”grants a +1 boat's on my
SEA-n3 R011 to avoid fear.

10 A dented imn Tin-g set with a small emerald. It is" Ana Alf-the 8 ‘Mind Rings’ and the
wwter may Add Ana mint t0 IQ while the nag is we

11 :=-A-jyel.low6d 'Akeletan lies in ia‘fa-‘r. earner. with a javelin sticking out (if-its rib cage; The" I
jaw-mi: tame much feared and greatly 'cursci "Fool-maker”— Whe-Il thrown it turns
-'-abuut in mid "flight Striking the thrown'Ar fitr normal damage. -.Oueh.

1'21 *A singlet green leatherMurat-elforigm(1ts the fightbootwery me but notmueh
; ; -_ gmd-An- its awn.
A; :AA

A

*Ifbflth bflfltscanlhflcl'ACAtGA—a thee-wean will lenj0y 3 +2""Sav.ihg RAH bonus hit any Sisal‘thf related achwtms
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__Iilncauntered Monsters 8: Critters _ _ . _
Roll 2-diee. and consult the following table. Each monster may only be emotmtered ease.- If ’a- sell. Ind: es.
the same entry a second time (with the exception of number .7)”, treat the result as tho encounter."

2 A fat centipede slith'e'r-s- out ofthe Wall; it’s as large as a human farearm. Anyone
takmg spite damage must make a level 1 Saving Roll on CN or lose a filrther 3 hits

area
eea a:

3 I Pack rats. A swarm .017rats pour cut of- holes in the walls and floors They attack as a
group
MR: 30 I Combat Dice: 4+15j[ AP Award: 30

thfifiarth H I I I I I I I I: $1:

MR: 42- | Combat Dice: .5..+21.| AP Award: 42 ;

'5.‘ Ratchet the, goblin (he’s. been sent to look for Hoh‘n'ail): He’sactually large and quite;
ferbcims for a goblin!
MR: 40.. | Combat Dice“: 5+201 AP Award: 40

6 The delvers notice a near mdmr‘nifled ratling 1n the comdor It’s: tightly WI; _.__ _
spider webbing. The body 15 destccated and has he possessron

7 3 feisty ratlings attack from the shadows
.MR: 3.0 | Combat Dice: 4+15 | AP Award: 30.

8* A'flea infested ratiiog Corpse. With the exception ofan old leather purse contaifli'ng :3

'9 A loose bloCk of stone falls; from the ceiling. Randomly choose half of the delvers
present and recluest a level. 1 Saw 11g. Roll on SP to avoid the falling debris. Failure
results in 2-di'c'e of damage. It’s. notpoiSSib-leg-to tell whether --someorie --set "offa trap or"
this-Was a Harem! event.

[I use its tongue to steal one item from a random delver for each pomt of sp1te
damage it generates. The targeted delver may make a. level 2 Samoa Roll on LB: Ste:
word the loss . -

11 I Rat Pig. It s the size of a wild boar~ as giant rats go this one s a biggie
MR: 60 | Combat Dice: 7+30 | AP Award: 60

A hf; "L‘f'jfgii-black bear has way . ungeo ; .2911! the w; i 3;
MRS? | Combat Dice:

*Corpse Itch. 1s a nasty rash that develops 1n the armpits and crotch. It causes extreme d1seomfort resulting 1'11
a penalty of:—1 to any and all Savmg Rolls for the duratton of the disease The standard duratmn 1'5 20 days:
minus the mfected persons normsl CN_score The minimum poss:ble dmatlon 1s 1-day.
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0F GS AND (RAT) MEN
-1 11

meme?

" ‘ DING A NEW WORLD
Where dd the-delvers live? Where do they spend their time when net bu rrewin-‘g belew the earth leaking

fer treasure er Walk-ing- three-gh an enehanted ferest‘? We are: their friends and where did they-grew up}? All
le'gie'al questions a player- might ask of a Game Master. '

When yeur characters have gone throng-h a few "d unf'geen trips and have develepied a sense {If ree'ifie5e,
yen may start asking yourself these and other questions. Same of the cements. belew refer It) the wet-1d 1
have -Created.. but :‘de net assume yeu- must play in this werld, altheugh it is effered here rm.- yeur use. (If you
Went tn meme in, yeu‘re welcome in the. Werl'd of- Rebel]? ire" Trellwflrld. It has eeuntle5‘5 dimeneiflne-l
.dnerwayfs fer yeti to. pass. through.) But I cannot urge you Strait-31y eneugh te' exercise ye'ur Wit and
--irneginatien (as well. as your there-l energy..- dedication, etc.) in creatingan envi'reritrnent :ef yeur ewe people
places and things Within this World elf Kabel'l. .Many Will tend t0 Spring up witheut- askin-gelike- yen: biggiefit
'-men.eyl'ender. Whe was a 'dh—flflthiflg dungem delving-character who one day Struck it rich eneujgh tn retire
and start lending (at high interest rates) and new hi5 establishment. has opened numereguej branch eFfi-eee in
SEWI‘EII :of the. larger cities in Which our characters live. The same could be. said about the :e'h'ara'etersl' fatten-ire
tavern—like the Blue Frag-Tavern.

The must r-amhitious may Wi5h ta build a city of their own (adding. it semewhere on the mapflf Kabafl.)j._
Khazart was the first City. and is by far the largest. but many other great cities—Such" asKhn's'ht, Kner, anti.
Gull—quickly fella-wed. Meist of the cities have not been mapped out with any deteih but fereets --am§l
meuhtain rang-es ”have been laid out (as you can see). A little more-e will beexptained as yet; nominee.- re refill-5
detailing. where yen might 'find majer Battle‘tfiettts at elves, '-dw-arves.,-- hebbits and? SE). forth fer use in item
'cmnpalen-

«as:
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Building a city, you need resrdenual areas- for poo,r middle-class and the wealthy. Theresa-11111 he trade
routes over l-and to surrounding areas, and extensiVe “water supplies. A riser provides an all-iu--one trade
route, water supply, and sewage system. It more to a port, there must be customs houses, wharres and
warehouses; there must: be- inns and taverns for the travelers, and stables for their horses and other peaks
an i-rnals. There must be fresh food for. the thousands of inhabitants. oflarge cities, thus there must fisheries;
holding pens. and slaughterhouses. for cattle, pigs. and fowl of all kinds; and outlying grain fields: and
orchards. Merchants- must be present to sell these foods; and i-romnongets- and annorers, coopers and.
'wheelwrights, jewelers and crockery-makers, cobb'lers, weavers, tailors. and stonemasons to. drive the
conunerce- and settle the city. Fer the spiritual side. there-may be -aiiything_'frorn Shrines and temples to opium
ideas and cheap miracle-workers. The most ancient cities had huge bazaars Where Strings- of stall keeper's-
e—ould hawk their wares on a regular. if not daily, basis and also provide the patrons with a bit of
entertainment And there must aloe be governing forces—some legitimate ones take the form of- nobles and
reigning aeronautical the less public, but sometimes equally powerful merchant guildsr wizards guilds, and
thieves guilds. There will be the powers of enforcement—guards and sentries. and laws and curfews, which
rho}r or may not permit Ogre's and Ores to walk the city streets for the purposes of” trade and comrnerce. Cities
of old were usually walled: when population pressures grew, so did the cities,.and. for their detense a seeond_,_.
third and fourth well might have” to be added, while new gates had to he broken through the 11111 walls to
pens-it traffie flow.

A city is far more varied than a more dungeon, so it is a hopeless, thankless task to try to draw." sears
building ahd tell what and who is in it, as can. be done in a dungeon for every one 1't its rooms. Drawing the
"floor plan” is enjoyable, but should be done with consideration to resi,dcnce practicality, and economy. Still,
remember that cities are somewhat Organic in their nature, and ancient cities "great" to be what they are. in
the present rather than having being "set up" as so. Roado may stop and, start up again, twist in and out;
nobles don’t want beggars as their nearest neighbors-12.11161 the "bad side" of town might have not. been always
so. You will probably find it convenient to mark off sections of your city as. "nobles quarters." "beggars
.-._q;uatters," "guard barracks" and such.

Ca ital Cities-of the world

This is an equal opportunity “city... where: all. races- 1 regardless of size or kindred) that are in amplifies With the
laws. are: welcome within its great walls. Lerdtra'hh doesn't ennsider anyone" to be a serious-threat to her reign. She
employs an elite corps of; agents to deal acids problems throughout the Empire. Many of the City guards and Regal
Palace guards are Trolls. Almost all of the Dragon Continent south of the Goblin, Mountains, and all the; cities
-.strist'ehing fi-o'm Kares'ia' to the distant Stormraue'n, fall under-the Empire of Kilo-nan. The Khaaan C-istil Authorities hold
daily battles'iu the great Arena of Khazan. open for all visitors to attend-
Kindred Types: 8.11% Monsters (211a other races)
Governed By: Lerotra’hh the Death Goddess
"City pops Latlihtltit} million.

EHOSHT'
Even though the Dwarven God Gristlegnru does not openly rule Khosht as does lerona’lfli _ia " - '

influence is felt throughout the. city. by; his Dwarren to-llowe'rs. who run the city and are employed by the City Guard
and its wstanding Army. The City of Khosht was rebuilt after a great fire to 1003 A K., and it has now expanded to
encompass both sides of the river, which cuts the city in half, opening into the Blackwater Ocean. Due to a very large
part and the abundance of pirates. {from places like Houghton and GoldFyn) the City of Khoshr is always on a
heightened state of alert. Having previously learned lessens about how easy a city can bum,- most of Khosht to built
from stone quarried fi-orntheanearby mountain. _
Kindred Types: 70% Dwarres. :1. 0% Gnomes; 20%(c1au. Hobbitand other measly-raises):-
flavoured By: The DwarfGod .Gri-st-I-eg‘iini
iCitypup: Qflflfiflfl thousand.
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