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Sage and Onion

Greetings Claw-Things,

Walceme 1o the first editfon of Clawmarks. The
world famous magazine that slarted the 2012 AD Org
revolution and the only publication to surpass the
"Hitehhikers Gulde to the Galaxy' in sales, but maybe
1 am getling ahead of myself. ThisIs no Yell Footprint
" Its Clawmarks a magazine for gamers of all shape,
description, vice and allgnment and it aims to be
cozing black stime for a long, long time.

Now many people have bean wortlad by the world

shattering, karma breaking, down right weird ques.
tion "What is CLAWS ? ", Claws Is a UCT sociely alm
ta bring all the various game players on campus
together. Claws provides a varlely of services to the
aspirant gamer such as organizing tournaments,
providing venues, magazines, partles, help meet
other players, groups form and circulating new ideas
in the world of gaming. Claws currently runs regular
lunchiims games of Diplomacy and Civilization.
These regufar games will Increase with the coming

new room as then we can leave the games setupon
campus. Claws also subscribes to Dragon Magazine

and these are availabla to be read, as is other
material. :

Vak vl

On a more serlous note, there has been a lot it of
sensationalistic journalism in the last few months on
the "evils of role piaving games®. Anybody who has
piayed in a fantasy role-playing game knows that thers
are no "Satanistic Rituals" or greal introductions to the
occult. ! would like to lavet the reversa accusation at
these so calied journailsts and that Is that we know
how to diffsrentiate batween our fantasy and reality,
something they have not mastered yet.

LN

ice

Thanks to all deviants who contributed the ; letters, ‘
articles, classified adds, artwork and most impor:
tantly time, that made this and future magazines pos-
sible. .

Yours Slné'quy

Rt:C/l'\ar'r/(
Ciles
ﬁ/

Editors
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: ‘i_bea.r Editor

: T write for all non- or semi- D&D
players whe are fortunate { ? )
genough to to be invaived ()

romantically or otherwise , wilh an
esteemed member of the mast sacred

" institution of the CL.AW. commil-

fee . Beware - this is my warning
- are you prepared for endless nights
of battlecries |, pacts made and
broken , blood & guis & gore 7
tound of coffee for
numbers of Halflings ,
Barbarians , Thieves ,
Necromancers 7 - not the sort of
pesple io lake home to meet the
tolks % And finally , the cleaning
up during the early hours of the
morning , when suddenly everyone

.decided that maybe sleep-would be .
‘a pood idea , and vanished before

# who would like to wash up “ is -
.halfway oul your mouth
t‘already coping  witk

" psychologically prspared for this -
~cauld you tell me your seqet 777

:IF you're
-this , or

If not , come and cormumniserate with
" me 1
“Yours , - ;

_:;‘:- Flagging Eneray

Dear Flagging Energy
f you can’{ stand the heat ,

leave

T

My D20 pever rolls 20's ! What
should I do ? All my family are
dying out .

Yours Sincarsly
Thud XXIV

Dear Thud
You have several choices :

1) Buy a new D20 at vast
cost from Wolf ( 10% off ) .

2) Use the pizza trick : stick
half-eater pizza on .one side ,
weigh : .
it dawn

o) u *
s Tl
nru\qj

- unsuspecting children .

3) Use 5D4 |
Dear Sir ,

Along with Liswe Hexwie and the
Gummi DBears , your magazine is
one of the most avil influences on
ouy campus . You must mend your
Salanistic ways . i will warn all
concerned mothers to guard their

-yours Sincerely
Mrs. Grundy

Dear Mis Grundy :

Thanks , we will remember you"

at the next meeting of NACO.T. (
Narrowminded and Conservative Old
Twuti 3

A ‘ Sincarely '
RAPPED

Dear TRAPPED '
:You should have known belter .

-';Bul never fear , things could be

&

A

" worse ., You might have been forced
to listen to Kyle Minogue while in
“ there .

Dear- Ednar (dawlhmg)

I like Clawmarks C 1 hke Claw
and you are all dumg 2 fantastic
job . . S

Than.ks_

Clawmember
- Dear cmmbe; e
‘Great ! ( Who says we dunt

write to uursslvas 73

<

Dear Sir

[ am a lonely femnale playsr (
blonde "hair , blue eyes , 57"
36" 24" 36 ' ) looking for a guod
time . please help

YUUIS AR A .
{ Name and address mthheld ) -
Editors .

o cm—————— ——— el ——

Dear Editor

1 am now on campus and would
like to join a campaign . | have
played D&D ., AD&D etc

Yours sincerely

We have had many such letiers
. If you wish 10 form a group ,
join a group or gel to know others
. contact Jonathan at Resebank Res.

by ni Py

e ,:'ﬁ":, el 5

oy
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The Weapons Master

“There he is. a silly lone traveller
in gur terri. terrw. [ mean land !
And ahal he has GOLD ! We of
. the Spikebone Orcs is brave and
“mighty, and send all suckers on
gur land down to hell (after taking
their stuff, wnaturally) Of course,
I's just a little old scout, so 1 just

zip me off to our cave and get
the other twelve 1o wipe thal suy
out.

The others wwont  belive me.
“Ahat " says Grool, our captain.
‘No  idiot’d travel alone,  with
GOLD, and only just metely with

a Il pig-sticker an’ two nitly-wilty
useless li'l daggers P
speaks like that, thinking himself is
a greal inte. intelg. I mean clever

zuy.
Anyway, me finally gel to conv.
covi. I mean gel ’em to beleve

me, and us crawl down (o the
guy. And there he still  liws,
curled up like he has no worries in
the world ! *Course,
black leather and has a uice lung
sword (which Grool will probly take
fer hisself), bul us s five. no, !
mean nine. what the heck, us is
encugh !  An so us jump him.

[ stays back, I's no great fighter,
and some guy must keep waltch,
ek 7 I sees that Grool is first on
him. An' he lands flal un him
face as thal guy just 1olls away
lazy-like-you-like and chops Giool
with his bare hand. Well if Grool

don't live, sume other guy'll get
the sword.
Anyhow, 1 sees that Druz and

Mith are suddenly down as well,
squirting blood all over the shaw,
and that guy now has his bloody
sword an® a dagger in his hands.
I thinks | better stay far back and
keep gooed good walch,

An' 1 see this guy just rolling
away from Bork's axe like he is
having fun, and shang up Bork

/. inlo quarters ke he was Hghtning

hisself. Well thal don’t matler, me

v never liked Bork that much.

Bey this is going BAD, me real.

reli.. I mean see, real sudden like.

lhe Spikeys !

Grogl always

he wears

De ather Spikebones can't even get

nea; that bloody guy, an’ he just
culs thern to pieces like they're pigs
ot a bulcher’s slab !

Cops ! There goss the last of
That means ME is
An | geis all the
Just lemme get
An’ hopes 1 can

captain now !
treasure of Grool !
back to e cave.

The Weapons

forused - discipline  with
giving them ex:

a highly
complex talning,
cellent attack abilifies, a5 well as
certain  acrobatic  skills,  ¥Weapons
Masters travel throughout lhe lands.
their only desite the ielinemenl of
their fighting skills until they are
unparallsled.

The Weapons Master is a Fighler
Subclass, but - the main require-
ment is Dexterity, - not Sirength.
A Weapons Master relies on his

speed o catch opponents off-guard, .

and is  quick rather than stisng.
Thus, he does nol gain . peicentile
Stiength, but receives additional
“to hit" and damage bonuses for
Dexterity.

A character wishing to become a
Weapons Master must first find a
Master tu teach him,

ly presents some difficulty, - since

ns Master stays in one piace for

long. Al known Weapons Masters

are men, -but this does not prolibit -

women from entering the class.
ARer a Master has been found,
the character is taught the basics of

the skill. Up-to 7th Level, the .}

character has o be frained by his
mentor (only his; no other Weapons
Master would train him unless the
citcumstances were exceplivnal) Al
7th Level, the character is deemed
ready to learn on his own. There-
after, the character doe: nat need
to be trained but gains the ex-
perience through his travels. When
a new ‘level is reached, a certain
amount of lime is required to 1efine

‘old skills and train in new ones. .’

Masler is an ex-
tremely specialized fighler practising

which maost-

' Basic Characleristics.
Alisnmentt A Weapons Master

may be of any non-Lawful align-

ment,

Minimurn Statistics;  Strength 12,
Intelligence 9, Dexterity 15, Con-
stitulion 12 are required. A
Weapons Master with 16 or abave
in Stengih and 17 or above in
Dexterity gains a 0% bonus on

though rost will be Chaotic.

warned experience points.

Maulti-Classas: A
may be Human,
Haif-Elf,  EIf (High, Grey, Wild,
Dark), o Hali-Cie. A Weapans
Masler cannot be multi-classed,

Races  apd
Weapons Master

Saves 30d  Magiq Weapons
Masters save as Fighters of the same
Level, but with a +] on any save
where the speed of reaction is uof
importance {eg diving aside from z
Lightring Bolt)

Any magical iiems permitted to
Fighlers can be used by Weapons
Masters.  Hawever, a Weapons
Master wiil net use potions such as
Heroism, Super Hervism etc to gain
an advantage during combat, since -
this would mean he lacks skill
Neither will a Weapons Master use
a Sloneskin spell to protect him,
or an Invisibilly spell to smeak up
on opponents.

There is no limit on the number
of items a Weapons Master may
carty with him, :

Hit Dice: Since a4 Weapons Mastar
is not a simple head-basher as the
Fighter is, he gains slightly less hit

poinis  per  level, although the
average is the same, and he later
gains more. For every level up to

and including the 9th, d8 + 1

‘hit points (plus constitution bonus) -

are gained. . _
After 9th Level, 4 hp per level
are gained, except when Levels
12 and 16 are reached, at which

time another d8+! hp ams gained -

(plus constitution bonus).




-

The large overall number of hit

points is due to fhe stamina and
the ability of the Weapons Master
fu lwist aside from blows, thus
laking relalively less damage.

ercpntile  Dexter] Instead ' of
percentile  Strength, a Weapeons
Muster gains  percentile Dexlerity,

which cain be increased in lhe same

way as Cavaliers may increase heir
je a percentile score is
and .every -

abilitivs,
created al lIst Level,
Level thereafter up to- 12th Level,
2410 are added to this score, It
this increases i¢ above 100, the
hundred is discarded and the main
score is imcreased by 1, eg 164102
becomes 17{02. Dexterity can never
be increased beyond
way., Percentile Dexterity "will nuat
make a difference uniil (& DEX
has been reached.

Eollpwers

At 9th Level, a Weapens Master
may begin to tramn others, but

rever more lhan three students at.

a time, and mostly only one is
taken. Although a Weapons Masier
will never have henchmen, and
only wvery seldem will have hirel
ings, his sludenis will serve him
faithfully.

Cambat

AUNQUL Weapons Masters can
use ary lype of armeur, but usual-
ly will not wear anything bulkier
than Chain Mail., since this hinders
their movement toa much., |deally,
they will wear no aimour but wiil
rely on magical protection. Shields

will not be used since they are in

the way tos much,

- Weapogs:, A Weapons Muaster can
be proficient in but five weapons
Longswaord, Shortswerd, - Staff,
Dagger,
He is mnot able to specialize as a
Fighter does. At high levels,
however, a Weapons Muaster is able

1o use nearly any type of weapon -
" without penally. A Weapons Masler
will prefer melee to missile combat,

Bioficiencies: The initial number
of weapon proficiencies is two. An
additional proficiency is gained every

‘on the same table as Fighters.

1200 in his

cluding

and Throwing Dagger.

four levels ihereafler The none

proticiency penalty is -2,

Non-weapon proficiencies will be

initially ane, and an addiljonal one
is gained every five levels there-
after. This low rale is due to the

- fact thal -a Weapons MNlastey has to-

spend rnost of his time fraining with
his weapons. A Weapons Master
can never take up a craft such aus

Csmith et

Iielpe:  Weapons Masters attack
They
will' not use eill, and poisun may
be wused only by Evil Weapons
Masters, Due to their special train-
ing, Weapuns Masters can atlack
mote often than Fighiets:

LEVEL b ATTACKSROUND
1-3 L4
4-7 - 32
511 2
12 1% 572
6 and up 3
li_ Unarmed Combat,  Weapons

Masters tight as Monks of half their
‘Lavel, up 1o a mazimum -equivalent
of 10th Level Monk, but they
gain none of the special abilities of
Meonks except for stunning or kil
ing opponents with bare hands.
Weupons Masters cannot specialize
av Fighters do, but for weapons of
proficiency  their Dexlerity gives
them a bonus to their hit 1oll and
{o the damage done. This bonus is
in addition te all sther benuses, in-
those for
does not enable a Weapons Master

" tg hit creatures which would ner:

mally only be harmed by magical
Weapons,

 These Dexterity bonuses are gained -

cnly if the Weapons Master is profi-
cient in 'a - weapon
‘Langsword, - Shurtsword,
Threwing Dagger - -
Pual Weapen £-ng baf; Wéupn_hs

Masters may attack with ane weapon

Dagger,

in each hand at & penalty of -3/

I (secondary/primary) instead of

4+2. Both primary and secondary
weapons musl be ones the Weapans
Master is proficient in, otherwise
the penalties are as- normal (4/2)

" In addition, the secondary weapon

must be either a Dagzer, Throw-
ing Dagger, or Shortsword,

L wilh two weapons,

Slrength, but .

(Staff, .
AC i lawered by |
left -and froni only (or

dary weapon.

Dexterity  adjustment for dual

weapon combal are as tfollows:

DEX HIT ADIUSTMENT
i5 : -3
6 281
17 -10
18/01-18/35 1)
1813618470 Or+ 1

18171-18/90 Sl

© 1819118199 +1i+2

. 18i60 +2{+2
19 up 2143

“To Hit" bonuses for Strength’ or
Dexterity ({(as givern lalez) are nat
counted if a Weapons Master fights
but damage is
narmal

At 7th Level, a Weapon Master
witk Dagger Proficiency also hag

the paessibility of throwing twa dag-

gers at the same time (one from
each hand) Thus, a Weapon
Muaster is able 1o throw four dag-

cgers per round instead of only iwa

{since throwing rale for a dagger
is fwo pet. round}  The "fo hit’
chance is calculated as if he ware
using a weapsn in both hands,
with the usual penalties for distance.
Al 1lth Level, a Weapons Master

.may throw six daggers per round,

and at I%th Level, eight daggers
may be thiown in a single round.
Note that this many daggers can
onjy be thrown within one reund
if they can be readily grasped.
Thus, if the Weapons Master has
eigh! daggers in the backpack, this
will no! help much, bul if they
are laid out on the ground in front
of him, he can throw them near-
ly as fast as he can pick them up.

[f iwo weapons are

used, the Weapons Master can apt

to use -lhe secondary weapon as a
in which case the
for aftacks

parrying. device,

from the
front and right if lhe character is
feft-handed}.

If the attacker’s hit 18l comes

within 1 of hiltling the Weapons
ie would have hit had he .

Master,

not parried, the blow is assumed

lo have been halled with the secon-
In ‘cases where the’

attucker is not using weapons, sg

Monks with opan hand etc, the -
Weapons Masier may make a hit -

oll, and if the unadjusted num-

-

J—

21
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the appunenl (no bonus for Suength

" per indicsles a hit,  the secundwy weapun does el daghage ult : N e
or Dexlerity, but magic 5 counted) .

Weaspun Skalls

Al. Sth Level, a Weapons Masler nay use any swuld lype weapos al hd penaity.  Sword-type weapons
are Dagger, Knife,  Scimitar, Baslurd Sword, Broudsword, Falchion Sword,  Khopesh Sword,
Longsword,  Shortsword, Twohanded Sword,  and all other reluted swords. i

Al ‘hh Level, a Weapuns Mgl Jay uve nny staft-ithe ana axe-lke we.xpun at Ro penany These
wwpuns are B0 Stick, Ju Stick, © Statt,  Baltleage, Hund Ase.  and Baldiche

Al 9 Level, a Wrapuns WMiatlul Jitay  uve Gy nuusetype weapen bt uo penalties.  These weapons

Cinclude Club, Flail, Hammer, Mace, and Moruing Star

At I1th Level, a Weapuns Masler may use any speas-lype and missile weapons at no penally.  These:

weapons are  Javelin,  Lance, Puwtiten,  Konseur.  Spewr,  Spelum,  Trident,  Blowgun,  Dart,
Crossbow,  Bow, Sling, and latl Shine )

At 13tk Lovel, a Weapons Mauler fiay use uay podecarm withoet penaly.  Pole-arms are Bec-de-Cor-
Lin, il Guisarme, Fauchad,  Foacbaed buth, Glave,  Glave Gubasme,  Guisatina, Guisanniz-‘loulgu.
Halberd, Hooh Fauchard, Blan Calches, Pihe,  sowl Uthe,  anel Youlee '
Al Lok Lcwl, a Weapons Muasler s able o handle any alur weapune ot ne penally piovided 1-4
motiths of intensive lraining with lhe nuew weapon ate uhdergone,

in his havels, a Weapons Master picks up cenuin shills similar W thete ot a 'I'hiai'-iﬁésqbat. - A Weapons
Master uses these shills in cumbal, lhuwever, not fur burglary.

Desciiption uf Skills:

Vaulting is similar to the Thiet-Acrobal's Jumpmng and Tumbling manveuvyes. 11 enables the Weapuns:

Masier o dodgenull aside fiom maissiles and Dlows, o o veull over sweeping blades etc (see Reac

Ction) Nofe that it would be neatly inpussible fur a Weapuns Master lu vault over-a Giants head, but

it will by wasier to duck beneath a Giants blow than bengath 4 Goblin's. In such <ases,  the DM
has to make the necessary adjustments. Duodging or iolling aside from bisws can only be done if the
Weapons Master wins the initiative. - - '

-

Stealth is basically the same as the Tief's ‘Move Silenlly’, and is the Weapons Master's chance ot

f_n.epmg up on an appnnunl and l.;km,, hisn unaw are. - - . T

~ =

Balancing skili enables the Weapons - Maler tu light in pl.z..x:-, such 2 Tarfow ledges, winduwsills
etc. If there is & cituation in whwh @ character would parmally tulf,  the Weapons Master may make

a4 Balancing Check, and Y this is passed, he 1etains his balance. . L

‘Balancing abko gives ibhe Weapuns Masier the ability o walk !i-"hfrup&f as o Thief-Acwbat dues,l bu‘la..

a -20% chance. Encumbiance faclors are calcubited as fut a Thiet- Auobat

Reaction is the speed with which & Weapany Master can analyze a cedlain situatien and act lhereun "

For example, if 2 Weapuns Masle: Sees @ Mmissile cumm.g. he sy c,hec.k his Reactmn Speed, and if

successful, attempt 1o dodge the misil by making "z Yaulting Check The samy pnnuple dpplms w-

blows, . which can be ev-:.ded by |w1=.una ot duckma

Mole that. if the d% rull_ isf _wilhin 20% of the maximnum fux'sﬁéu.uss, halt damage is-_stm. laken(m o

dicaling & -partially successtul smungeuvre)

D e,




When a character becomas a Weapens Master, 4di2 are rolled. These points miay bs distributed
amongst the skills as the character wishes, Dbut never more than 12 on ong skil To this ars added
the adjusiments tox Race and Dexterity, and the results are the percentages chance of success in the
various abililies. : E '

For every Level ui) o 12th that a Weapons Master achieves, anulherA4d10 are rolied,
points may be added lo the skills, but never more than [0 points per skill-al a time.

- and th.ese

. Effects .of L;ziness"gn Abilities: If a Weapons Master doss not continually train in his skills, he will
slowly lose some of his abilities. A life of laziness will soon begin to tell on the Weapons Master,

‘ Alter sne month of living in comfert, the Weapons Master will lose 2% per week from each of hi§
skills. Afler four weeks, this will increase to 5% per week, so thal afler a few weeks' of lazy life,
a Weapons Master will have no skills left. Nola thal the percentages can never be lov-wrad below the
adjustments for Race and Dexterily. :

If a Weapons Master loses his shill and then begins to lrain again, he will require one week of hard
{raining to restore 1% lo gne of his shill. The score can of couise never be raised above the pie-
vious maximum. Since this training is very slow, it will take the Weapons Master a long time to
regain his skills, o S .
Cifects of Agpmour on Abijlities: If any armour but Leather i wern, certain -penalties apply 1o the ;uc-
‘cess chances of a Weapuns Master’s skills. If Banded, Splinl, or Plate Mail is worn, _Stealth,
Balancing, and Vaulting Abilities cannet be used, and Reaction is reduced by 1% per 10 puunds' aof
encumbrance of the armour, eg Plale Mail has an encumbrance of 450, thus Reaction is reduced by

45%. . ' ] .

] .+ Elfin Chain Mail is considered equal o Studded Leather, Magical Armour is typically considered one
class better than its non-magical counterpart, but never better than Padded Armour. Eg Ring Mail
+1 is considered as Studded Leather, but-Padded Armour +1 is still taken as Padded Armour.

Magical protection devices such as Cloaks of Protection or similar bulky ilems are counled as Padded
Armour due to theit encumbrance factor.

Ability Adiustaents for Rage

|
| SN ik F L WILD FLF OTHER _ELFE HALE~ORE
Staealth T R +3%n ' +3% i —-3%4
Liq.il E gt N Ty ST nYs e R A ' - ,»’
vaalting . oo =S%. o =124 L. -la% . +3% ”
FeraC T i o e B & AN ' - Lo+2%
abllltx e mitmgntm fnr_ﬁr‘mour WD!"F\
o n‘-«l\f’lf)l ll'\ ‘, - : ‘-‘TI: ‘L TI~ ' Hr—‘-L ﬁNCE' : URUL.TING REACT ION
NG Armour 4+ GU s ¥ R -y A T, - A L
, Fadded Araour CeER s T =Th "'-8‘}.'. T —an
@ Studded Leather’ S -l T §= S 17 AL 1A
. . Ring / Szale Mail —1%% - =l7%n ::x ' L -14%

Chadin Mail : @A o mEIA O L -R9% L -19%




J e

-fDe terity Adjustm@ntg for Nrapons Masters

DEXTERITY % THLT RN DEF SrEALTH BALANCE VALLT REQGTIQN

b} — — - —_—

16 - = -3 -
17 - et 3 - +5Y, 1% 3%
S/BL—/mE -kl AR 4 4% +18% $5% AT
@I EA—/TH R 3 —5 . &Y PUEL #T7%wLl
-V s Ty L1 BN - S Y w14% . +I% 13
8/9L~/99 0 +3 - +S ~7 +10% Tz w1F% O +Le%

iB/00 S el s -8 1IN wREY v 18U +20% .

R I ¥ o +16% CREY L +19% +REA
ﬁw up “+4;1',+a 1B 2B . ¥EOL 2% + Y%

Nutp"fhat thess bcnt@rlty Adjuwtmwntq ara valid for Weapons Maﬁterg mnlyq
ga Cavalier with percentile Dexterity or & character Wlth 15 DEX wlll nat
ain these bunuqu to AC etc. : - R : :

Level Limits for Non—human Weapons Masters

A TERITY DARE. ELF HIGH/GHEY AN WD ELE YT 5 E g 218

s - =3 5 7 % RS
Y- T E ol .7 ts 7
o 1 4 8 s 13
18/81. 11 b 8 7 g
asuEs 12 7 R : 7 F(1)
18rs741 S ' 7{1) L -1 ‘ . B _ iz
18wl 14 8y o 11 (1) T 1 IR 7 T §3

S 1B/RE R % g . G2y 111 1a(2) AL 0E)

i i a2y FLOEY SR R (s CRAAY . LE(4)
@Q.up f:E o 1&5(2) ) I/ QD B 14¢3y 1204 18¢4)
tﬁ"fkﬁ jtf%?ﬁﬂiﬁ?*ﬁl.ﬂﬁ“ﬁﬂﬁltlrBﬂ N e
M UL7 Btrength also reguired : ' ' o

L8 oStrength o also regquilred v

4)719 Strength also required
sapons Master Experience FPoint Table
LIEYEL A NEEDED de  GBAINED TITLE :
L I 1+1 @i . Frobationer (1lst)
-2 LoARgL e dE+l Frobationsr (Znd)
1 L EEal R A RN = £ o § _ Frobationer (3rd)
4 1Leu@l 440 0 gd@+l Initiate Combatant
S BE@BL 0 w+GS o odB+l 0 Lesser Combatant o
b - S TOBBL e bk o dBeL Jinior Combatant -~
7 1 5@ 747 T da+dl U Prime Combatant
BT 7t Tr: T A = S Lod8+L 0 Senior Qombatant oo
: - 6URBEL GG d&+1 - Euxpert Combatant @
L 1BSeREL . - 9Ll +4 L Mautar'ramuaLanti
S lEeeol Vi +4 L Weapons Expert .
B B 41411 N W R, 5 R d@3+1l L Weapons Master“-i&g,r~.f
2400681 0 10+22 4 Weapons Master:(i3th) |
2BS00aL. o 1e+2s 0 +4 Weapons. Master “(14th) -

1@+Z0 4 Weapons Master (15th) .
Li+3Z1 7 ds+i - Grand Weapaons. Mmsterf'”‘
SIS +4 : Brand Weapons Master (17th)
-11+39 Tl &rand wpapanb Ma%ter (lath)

NIBdhel

‘ 3 'Level_ are nnedwd after 16th Level.E 4 hp are galned per
% iDVLl aftEF thL thhu ‘ :

References: Baret Jax, from "The Wishsong of Shannaré', ‘by'Terky Brooks . -




£ .k%‘f*.\;s;;ff-'

taa




~Decegption,

The -very
very evil gzrin which can be ob-
~served on the DM’s face just before

DUNGEONS AND DRAGONS - A GUIDE TO

Many unfertunale victims intr-
duced to D&D for the first time,
find the terminology of play rather
confusing. While confusion 5 &
fairtly normal state for a player,
the condition -can be alleviated to
some extent if ceftain basic ideas ae
explained. A briet guide [fol-

D.

The single most impuortant letter
in \he alphabet. As in D&D, DM,
DMG., DRINK (scraich that), et

. Also vitat in key DM concepts such

as Disaster, ‘Deuath and Desiruction,

DL
God. Alias the Dungesn Masler,

A small but wellsupported school

of thought hoids that the lelters ac-
tually stand for Devious Mind.
There is much evidence in favour

of this theory.

BICE.
Small, many-sided malignant en-

" Mities _which conspite te land  your
character in the maximum amsuni
~of trouble of maximum destructive-

ness as offen as possible. While some

 Dice are less dangergus than others,

as a general Rule, the Player’s First

‘Principle of Survival can be applied

You probably won't A further
piienomenon has been nsted :  in-
crease in the numbers you throw,
is propertional to the likelihoad that
the character is about to die.

DEVIOUS GRIN.

small, very quiet,

he does something unspeakably har-
ritle to - IR
(@) you

Dumination--and  Doom. -

THE UNINITIATED

(by your whole purty
(¢)  your whule world.

The DMG effect.
A rgmarkable “phenomenan which

the thoughiful player will often ob-

serve.  The Dpas Sirdiriend:

{#) i always the mast atiraclive
member of the party

(b) never fails a saving throw
(c) always survives,

Scientists and psycholuglsts are at
a loss to account for this effect;
players, however,  have several
{heoties on this subject.

DEATH.

An arttrom perfected by Dungeon
Masters all owver the world (und
ather woilds) Usually preceded by
monumental and completely [ulile
efforls on the part of the charac

ter ta survive at any cosh  As a.

general rule, you can assume that
DEATH will be attended by tear
ful suffering in propontion to the
blamelessness  far  your -character.
This is known as * Lawful Good
is Boring™ effect,

DIFLOMACY.

The small snowstocm of paper in

which the DM habitually operatas.
Such secret communications from
desperately -cleak - - and dagger
characters are usuaily Incompetent,

irrelevant, indecipherables  and
futile, anyway, under the Player's
First  Frinciple of Survival

In actusl fact, mosi player’s have
a pretly fair idea of the situation,
despite the MIS atmosphere. The
storms af paper are mostly motivated
by the futile hope that an irrelevant
corununication will distract the DM's
atlenlion  from the 200ft Dragon/
swarm of locusts/ Ilpoming wvoid
which threatens the characler at the

tirne. . This neyer works - see the

Player’s First Principle of Survival

"Titans encounters,
“'be ddngersus.

DMs do not appreciate, and tend
fo resent, futile distractions, Un-
less, of couise, the DMG effect
is in aperation.

DM POWER POLITICS.

A fascinating effect bDrought about
by the social meetings of DMs who
are players in each others campaigns.
Conversations are carried aut in some
obscure ‘DMs code’ , while veiled
threals and information trades takes
place, Players with super - high
inteliigence scotes and a high ar-
mour class jnay possibly learn use-
ful facts these Clash - of - the -
but crossfite can

DESPERATION.
An all - oo - familiar feeling aris-
ing from loo many ailempts {s com-
municate with the DML,

Trying tg get any sort of infor-
mation oul of a DM is a more sub-
tle form of banging your head
against a brick wall It isn’l even
nice when il stops.

DOUBLES.

One of the mere interssiing and
cbscure internal phenomena off a
campaign, dependani heavily upen
male/ female ratins in  a group.
Party .unily is often disrupted by
spading facturs, and the issue may
be further complicated if the DMG
effuct is operalive” {ie. he who
spades the DM’s girlfriend,  dies
herribly) On the other hand, the
DGOUBLE factor deoes tend to liven
up proceedings considerably.

DOUBT.
The usual stae of mind of a player,
carefully and malignatly fostered by

the DM. Most DMs have a stock
selection of doubl - inducing phrases,

among which the following may be
noted: ' T




(13 “Du you geally, want t¢ do
that!  Are you sure?  Are you
absolulely positive..? ™ elc
These phrases may alleinatively
and arbitrarily be followed by (a)
“ OK, it worked™ , o1 '

)y * OK,
you're dead! .

@) " You dunt know (evil
griny  in answer to the innocent
query * Can [ do lhis Eo

(3y ™ I hope for your sake lhat
you roll high™

(4) " Saving throws, evaryene !

{n conjunction wih the
some DMs can turg -
inté " a - maatr:f '

Devious Grin,
this simple phrase’
piece of sadistic art .
leads- to

DOUBT frequently
DESPERATION - see above,
THE LINGO

D&D players are much addicled te
sirange und mystical exclamalions in
mornenis of extreme stress - e
through abou! 90% of the campaign.
While mest are shoit,
unprinlable, . others are individual

A selection follows

* WHOOPEE TWANG “

Anton

" This ctrange yodelling utlerance is
. characlerised by complete meaning*
lesspess. I is used with profound
satinical effect, usually as a player’s
tith character in 2 . days ‘slips slow-
ly and irrevocably inte the vwoid.

Variations on the theme have been-.

noted, among them “Whoopee
Flapdoodle™ and “Whoopee fiddles-
ficks™, QOrigins of the expression

are unknown to linguistics

~“ MULTIPLE

"EEK "
‘Bane I . CoL
An exercise in masterly under-
statement, this exclamation replaces

‘the more forceful expletives on oc-
. ‘casions of law ‘ta medium danger
. which 15- suddenly revealed. = In-

stances include the discovery. uf a

" vast aymy massed In your path, o
the sudden failure of engine power

" in.a wingaed. steed ’_several hundred. -

teet up. -

_secret,

sharp andl. -

" af Survival

The resiraint exercised in such ex
clarnations aperales  with sarcastic
tarce. - :

]

* OCCULT, OCCULT ! ¢
Giles

A sarcasticaily -
applied to

molivated squeak
anyihing

'PERSOMNALITY" would disapprove .

of.

o ‘{OU YOG MOTHOTH -

LT, ) ‘

An mr:.umuup to the gnd usual-
ly inspized by the desire to uver
hrai a seciel conlerence while ap-
praring nut to (See DIFLOMACY).
This expression is a closely guarded
and must under no cir-
cumnstances  reach  the  ears  of
'PERSONALITY mugazine.

“ PUKETY
Anton

- PUKE "*

A jpeaction (o any situation which

DM nonnal of
DESTRUCTION,

falls  peluw the
DEATH and
This is one of extreme
induced by the charscteristic ab-
sence uf sweelness and light fmm
your average campaign.

ALIGNMENT
Basically, alignraent s whal
malivates . the character  you’ve

trusted throughout the campaign o
suddenly cast the entite party ir-
retrievably into the veid. The moral
is sufticiently poinied,

least of all the DM.
Somme comumon  Alignments:

CHAOTIC EVERYWHERE
Very common
tinues lo direct aperations fraom 20
miles away/ the nther side of a 20fi

~wail! the void. The DM's f vn;m g

persan

 CHAOTIC CHAOTIC
Otherwise known as chaotic  dis- -

- slugging.

cynicism, -

and gives -
" -crise tg the Player’s Second Principle
TRUST NOBODY _

the playex' con- -

‘Players of this

A fair description of almost any -
parly or campaign you care to men-
tien.

LAWFUL 3TUPID

Closely r1elated (o lawiul confused:
raiely survives for very long. Law-
ful stupid characters aie very open
lo manpipulation, and tend ts die
performing  quixotic  actions  en-
gineered by a cynical party - eg.
aflacking a Kraken. with a Swiss

_ Arml_\; B I,mi{e.'

LAWFUL BCRING

the backboene off the party,
to the care, just keep on
So deadly dull that the
DM usually kills them off spectac-
tularly in sheer frustatiom.

guod

CHAOTIC INEPT

chaotic evil intertions. The
only thing lhat saves the parly is
the character’s total inability too get
things together. Such evil charac
ters usually end up killing themsel-
ves in one last monumental back-
fire,

NEUTRAL SELFISH

- P OK Jack! Concentrates an
staying alive, whelher at the ex-
pense of of the characters or of the
whole quest.  Puarticularly merciless
in manipulating lawful stupid of
confused characters.

- CHAOTIC CUDDLEY
“"Usually under 2°

furry and

“cute” characters who will fre-

" quently be found to pack quite a

punch power - wise- and/ or align-
menl - wise. (ie. often adorably
and absolulely evil) Refer lo the
Player’s Second Law of Survival-

. LAWFUL CONFUSED

what’s happening m .
alignment may .
bumble through an enlite campaign .-
without ever knowing the party’s

- hey,

objective - they consequently live “in-~-

a stale of continual surprise, May -
suddenly wreck a pariy’s quest by
killing off key characters under the




impression that lhey are evih Tend
to die at the hands of infuriated

parties.

CHAOTIC INNOCENT

mo just a Highter - usual-
ty an alfractive, appatently power-
less individual who is later found to
have demigod powers and chaatic
uvil alighment See “CHAOTIC
CUDDLEY® B :

918 T
the way that piayeir’s see it !

For any player wishing to suivive
a campaign, certain iems of equip-
menl are essential

{[} An object in a double - rever-
sal super - 7efraclive lempural timef
SPACE WHID. :

This is esseniial The idea, when
confronted by a silualion which re-
quires a certain piece of equipment,
is to preduce that equipment brium-
phantly from ones back - pack,

.. airily teling the DM - “Oh, I

had it all the time™  Since no

.. amount of forethaught will ever- cir-

cumvent DM fiendishness, and
there will be many occasions when

. the desired eguipment is not on
 your list. Hencs, some kind of

refractive time - projecting power

. s essential, if you can possibly

get away witk i, since the.ob-
ject should have been in your pack
from the last place you could have
vbiained it.  DMs, unforlunately,
very seldom lel you get away with
il :

(2y A patent Player's Yanishing
Horse :

This, {oo, is a vital piece of
survival gear, While horses are
necessaty for traveling  quickly,
they can alss be a problem : they
require ‘feeding and are often in-

- conceivably i:large, The Player’s

Yanishing variety eliminate most of
these problems, as the player can
forget about the animal when it is
not aclually in use, Vast deseris
can be crossed without need far

, fodder o1 _water. The player wil

also still have ‘the use of his mount™
after emerging from a 3ft high S0

mile tunnel, having left his horse
on the other end. Dils conduct
a highly vindictive irritable cam-
paign againsl hesa  wseful guad-
rupeds - the wise player simply
perseveres in thelr use. :

(3) The Bottumless DNeverending
Ratign - pack

An obvious item - players fre
guently need o travel long distan-
ces, and many characters find it
convenient- to die of: starvation on
the waye Hds simpler-to rely. en
supplies which. never give out, -and
many Pplayers da “indeed roflow: this
labour - saving course of action,
once  again, DMy ale strangely
unep thugiastic

(4) The Amulet of Ferpetual Ms-
iion
Surprising number of parties would

not survive withoul lhis unique

device. Individuals under it’s
protaction are miraculously able to

ride several hundred leagues, fight- .

ing off marauders af intervals, fake
part in 2 major battle, spade a
desiiable party joermber and the
spend the evening brushing up on

Ctheir spells,  wilhout ill effects.

DMs, in suppressing this invalu-

abje aid, obviously, just want to

make things difficult for the party.

ARILITY.

The things the DM  allows the

character 1t . do.. This- should,
howevaer, not be confused with

the things yeu would like your

character o do.

HE

i3

e s






~ to manipulate

Black

-

T o LOOMS 183CE08Y CISCoveraed Hrag Laml fo m-
SARTONY 183477 Jo SHRTONITTAGIC

Shadow Shaping - a grey volume of il-
Iusionist speills by Skrykmis the Shadewmage,
describing the Plane of Shadow as well as
its ishabilanis and. their powers.

Contenls:

Cantrips: 1. Dim2. Haze3, Shadow Dance

Level 1 : 1. Shadowboit2, Darkness3. Light

4, Phantom Armour’s. Spesk’s. Wall of Fuy

Level 2 : 1. Blur2. Shaduvw -Form

Level 3 : 1. Continual Darkness2. Continual . Light3.
Delude

4. Fear5, Non-Detectioné. Phantom. Steed

7. Phantom Wind8, Wraithform

Level 4 : 1. Shadow Monsterse. Selid Fog

Level 5 : 1. Chass2. Demi-Shadow Monsters

3. Shadow Doord. Shadow MagicS. Summon Shadow

Level 6 : 1. Demi-Shadow Magic2, Dealh Fog3, Shades
Level 7 : 1. Shadow Walk2. Shadow Sluff

New Spell

® Unearthed Arcana Spall

Shadow Dance_

Level 1 Cantrip

Duratien : ConcentrationComponents : S
Range 1 -30'Casting -Time: - Segment

Area of Effect: 10°x10LevelSayving Thiow: Nene
This simple, yet useful spell allows the shadowmage
the shape of shadaws on any surface

within 30° of him. He can cause ihe existing shadows
fo change shape, move or vanish entirely, or can cause

‘new ones lo appear.
N

~The spell will not work in complete datkness or in
bright, shadowless light, and will not affect the undead
Shadnws oy other creatures of shadow.

N

Sluduwbuli (Phantasm)

Level i -
-Buratbne-— — = Spec:zk,nmpunmt" —¥-35 Mo
Range l“fLevelCasimg Time: | Segment

Area of Effect

J solid oz

. "secret

I Target/BaltSaving Throw: - Negates

This spell conjutes a bolt of shadew akin to a Magic -
Missile, unertingly striking its target tor 1d8 damage, al- -
though a save vs Magic the damage utterly negales.
As lhe bell is but a phaniasm. it dues nu damage o
nen-living cbjecs. .

One bolt is gained for every twu levels of the caster .
ie 2 at 3rd, 3 al 5lh etc. The matetial: component is a
small piece of jet, l0gp value for each bolt conjured.

Shadew-Farm

Level : 2 . :

Duration 1-6 Rads+[/LviCumponents : ¥,
S, M _ :

Range : TuuchCasting Timez: I Round

Area of Effect: | CreatureSaving Thiow: None

This - spell turms the - recipient into a -creature of

shaduw which is partially insubstantial Only a shadow
af the crealure can be seen, and alert creatures must
make a saving thruw vs Magic to notice it. The recipient
can allack. or act normally, but can only be attacked
by spells or magical weapons. The spell is cancelled by
tgtal darkness or bright, shadowless light. The material
companenl is a life-size cutout of the ilusionist mads af
black welvet {cost 20-100 gp)

Shadow-Sluff

Levei 2 7 _

Duration i HuurfLevaECompunems v, S,
M e

Rangpe » 20%Casting Time: 1 Turn

Area of Effect: 1™ CubeflLevelSaving Thiow: MNone

This pelent spell allows the mage to channel the -

very essence of shadow from the Plane of Shadows.”

‘This Shadow-Stuff can be woven inlo whalever shape

the mage desires, although this shape cannot be over-
ly complex. Thus a. bridge, wall or tower could be

formed {and even given permanency with an  Alter

Reality or Shadow Permanency speilt, The object is as
insubstantial as the illusionist desites, & solid
and hard, solid yet resilient and seft, like Solid Feg,
or iotally illusionary. Thus a shadow bridge can be solid
to the illusionisi and his parly, while being insubstan-
{ial tu others, or a shadow wall can be solid except to
the illusionist, who can move thmugh 1t as- through
Solid Fog. .

~The material -component- for- the speH i a bIack -opal
worth at leasl ]0000gp

The grey beok hac a sablewood spine and ‘a silver
clasp and lock. It has a Shadowdemon guardian which °
is summoned when the book is opened for the. first -
time by the new owner .

Each page of the book is masked by ilusionary script, .
and ihe last few pages, a bibliography, are actually
pages’ -hiding the formula fer the  creation of

Shatow Venom, how -to: make a Shadow Lanthorm, and. - -
_(pmtected by a Symbol of lnsamiy) the steps ta be-‘
cumma a shade ‘ .




Shadow Yenom: This virulent magical puissh is slow-
acting, bul deadly. One hit point is lost each round
unless a saving throw is made for each and every tum.
Even if the save is made, the victim is siowed. If ihe
victim dies as resull of the poison, he yises as a Shadow
in 1-6 turns.

Cost: 10000 gp per dose

Cloak of Shadows: This is a black, hooded cleak, al
luwing the . weater to hide in shadows (30% chance),
assume Shadow-Form 3/day, and use Shaduvw Walk once
per day. [t -also gives its wearer Ullravicion and 25%

Magic Resistance,
Cost: 15000 gpXP Value 2000 KP

Shadew Wand: A Shadow Wand is a black, bony
wuand wilh ivory ends. At the cost of 1 charze, H can
cast a Shadow Bolt, while an ewpendiiure of 2 chal-
ves enables the user to cast Phantom Armour (al 35th
Leveil Using 5 charges allows the user o Swnmon
Shadow.

The wand can be recharyged by an llusionist of !U!h
Level or higher

Cost: 10000 gpXP WValue: 3000 XP
Ihe Shaduw Azt
This volume is a black and silver tome of Dark

Elven origin, writlen in Elven. It cuntams black llusionist
spells of the Drow Askelon, 'He whe Walks in Shadow'.

1] mysc.

Cantrips: 1. Shadow Dance2. Dim

Level 1} : 1. Shadow Mask2. Night :}car:i. Shadaw
Boft

Level 2 : 1. Black LighiZ. Dark Mist3. Shadow-Form

4. Shadow . Fire

Level 3 : L Mailed Might2. Shadew Shard

Level 4 : 1. Shadew Portal2. Shadow Hound

Level 5 : 1. Shadow Swaord .

Level 6 : {. Turn ShadowZ. Shaduw Beast-

Level 7 : 1. Shadow-Stuff2. Shadow Permanency -

3. Shadehoad .

New  Spell

ipli : &lis;

Shadow Mask

Level - TR S Lo
Range : TouchCompuonents : V, S
Duration l Tum!Lev;:lCasimg Tlrru: 1 Sug

ment - . )
Area of Effacl up to 1’ RadxusSavmg Thmw Nane

This useful spell is often used by Ilusionists wish-

--ing -to—travel incegnite~ The-—subject -must be wearing-
appropriate headgear, i a large hat or hood. The spell
-gathers the shadows so as to mask the subject’s head

and lace, even if a light source is used (although the
spell is dispelled by magical light

The spell can be used in conjunction with athes
speils lg creale a4 very mysilerious or frightening effect;
the cantrip Two-D'lusion can be used to give glowing
eyes or a hideous visage, and an Audible Glamer can
distort the subject’s voice - low and growling, a snakelike
hiss, or an eerie moan. Used wisely, this one reauy im-

presses the locals.
Dark Mist
Level : 2
Range : 1"levelComponents : V, 5, M
Duration : 2 Rnds+! Rnd/LCasting Time: 2
Segmenls :

Area of Effect: 10’ Radius/LvlSaving Throw: Special

This spell creales a swirling grey area of illusisnary
mist. N reduces visibility to 3" and muffles sound like
real fog. The mist is campletely under the caster’s con-
trol. It can be moved te the limit of the range (at IO’
per round), can be shaped (atea of effect is maximum
area), or it can be dispelled at will

The swirling mists cause unease it those who do

.not realize its illusionary nature, as imevement can be

noliced ogut of the cormer of the eye, and faint eerie
sounds can be heard at the lmit of hearing (footsteps,
chittering, evil laughter etc)

A Phantasmal Force spell can be used te shape the
mist inio forms. Due 16 the strange mist, creatures will
save al -2 agains! iHusiens, The material cormponent is
some black, translucent gauze.

Shadew Fire

Level 12
Range - : TouchComponents : V, S, M .
Diuration : Seg belowCasting Time: 2 Segments

Area of Effectt Qne TorchSaving Throw: None

This spell creates a flickering, dancing silver fire
which is under the mental control of the caster, or any
sentient being wilhin 10" which mentally comrmands i, -
although the casler's command always lakes precedence.

The fire burns without sound, heat, or consumption
of tuel or air, bul gives light like a nermal fire. Due
to ils constant flaring and dancing, the area lit s very
shadowy (+10% o any Hide in Shadows allerapt)

The flames can bhe commandad to Hare up to torch
brighiness, reduce to candle brightness, dim to a slight
Hickering glow,. or 1o extinguish. - The spell lasts untij.
the flames are commanded - o extinguish. The light
provides an ultra-violet source for Ullravision wuse un-,
derground.

One torch or like-sized lighl! source can be created.
The material cumponent is a drop of mercury and a
drop of mineral oil

Shadoew Shard S
: 3 TR

" Level
Range : 6"Camponents : ¥, S, M
Duration

: SpecialCasting Time: 3 Segments
par Shard : A
A ruos nF T-‘H"wi

Area Speciallaving -Throw:-Special---——
‘This spell creates fragments of shadowstuff, paper-

thin triangles of blackness, one for every three levels of - .




o . G e

the caster (e | al 13, 2 at 46 etwc) The shards will
adhere to any object it is pressed against prioi to thiuw-
ing, and will come off at the caster's touch, so i can
be easily carried on belts, shields, sleeves elc Up o
thiee can be thrown per round to a distance ot /"
When thrown, the shards become insubstuntial, so hard
cover is ireatad only as concealment, and largets ale
AC [0 less Derterity bonuses and rnagical phuses. Thus
a waniiur with no Dex bunus, +1 Full Plale and &« +2
shield will be AC 7, ‘

Aon impact, the shards do 1dé& damage and  unless
a save vs Dealh Magic i made, the victim will slart
1o lase Strength at a raie of 1 point per round. The
shard will remain imbedded for 3 rounds hefore Jdis
' sipaling, unless removed. Lhards we insubstanlial to uny-
thing excep! silver and magical weapens, holy “waler
and fire. Lost Strength 1eluins in ruunisds, i a
crealuie is reduced v 2 Stiength it collapses #niediate-
Iy. At Strength | it becomes comatese, and ol 2ers
Sirength the creature dies, and will rise & a Shadow
under the caster’s contral in 146 turns {and cannol be
Raised thereattern) o '

{f a shard i not thrown, it will reman for 3 rounds
per level of the caster before dissipating. The material
components for the spell are an enruned paper triangle
for -each shard and ogne black pearl

p2u

Shadow Pur lal

Level T4
Rarge » UCaimpanents @ V .
Duration 1 SpecialCasting Time 1 Segment

Area of Effect CasterSaving Thiow: None

- This spell is similar to Dimension Door in tha! the
caster can leleport up te 90" per level, eilher v a slated
or sighted location, or a set distance in a sel direction,
The caster” steps inlo the shadaws,
the shadows at the destination. This is not without risk,
'_r'ur if a solid object is at the destination, or no shadows
exist (tolal darkness or light like that of a Light ‘or
Continual Light spell), the taleport fails and the caster
is stunned and trapped on the Plane of Shadows until
~ rescued.

Shadnw Hnund

Level =+~ T 4 o -

Range ' ; 50’Components : V, S, M

Duration ! Turn/LevelCasting Time: 4 Seg-
ments ~ o
Area of Effect SpecialSaving Throw: Nene-
~-This spell surnmons crealures from the Plane of

Shadows to aid and protect the casler. The caster can
summonr up to 1 Shadow Mastiff for every two levels
of experience, and the pack arrives in 1-4 rounds. The
pack will be led by an intelligent Shadow Mastiff with
maximure kit points. This leader can lake oiders frem
the caster, and it and its fellows w:li mrry out thsase
to the best of their ability.

- The inaterial components are
hound) dnd a blde leather collar wnh silver. Spil\BS
Shadnw Swnxd

Level 5

and emerges- from

V. 5\ M

Range lSU’Cun}pehents ‘
Druration 1 RoundilevelCasting Time: 5 Seg-
menls '

Area o} Effect: SpecialSaving Throw: Special

This spiell causes a jet-black sword of shadowstuff
to flicker into existence, and attack largets decided upon
by the caster. The sword strikes as if wielded by the
caster, but il is insubstantial, so arrneur er cover is use-
less {unless it s ragical), allhough Dexterily and con-
cealinenl bunuses siill apply, eg a target with 16 Dex
(-2 un AC) and Chain Mail +3 bas an effeclive AC
of 5. : :

On a successful kit, 1-10 poinis of damage are done,
and .the targel must save vs Death Magic or lose -4
Levels tur -6 turns. The sword can be moved 60" per
ound  and 5o altack different targets (one. per
tound) )

The naterial cermponent is a small sword made of

Can

Black hen and silver, wilk a diammond set into the hill
Shaduw DBeasl
Level T 6
Range 100°'Components @ V, S, M~
Diration ! Hour/LevelCasting Time: 7 Seg-
menis .

Area of Effect: SpecialSaving Throw: Nene '

This spell summons powerful creatures from the Plane
of Shadows, and these creatures will arrive in 16
rounds. The caster can decide which of lhe following
creatures he wishes to summaon:

Tenebious Werm ¢ Gluomwmg (50%

| Shadow LDragon .

-6 Yelh Hounds

2-9 - Shadows

I Shadew Demon

The creatures thus summoned will obey the casler’s
commands. The material components are a diamond, a
black pearl, and 100 platinum pieces wrapped in black
silk. )

of either)

Shadaow Permanency
This spell acts like the Magic- User spell Permanen
cy, but it works only on lusions, Phantasms, and

Shadow Magic, -

large bnnes (l 'pur e







" . tal and social developrent

The Truth behind the Myth L

Any player will agree that D&D , or indeed fan-
tasy role-playing in general , is an editing and chal
langing pastime , an unparalleled outlet for the imagination

¥Yet the game has been the subject of much media
atlack lately . from both Cluistian end secular peispec
tives I{ is seen a5’ an occcultic and sstanic influence
, making use of “torbidden™ practices such as mugic
or demonism ; psychologists argue that 1 encourages
dominance and schizophienia ., while inoralists dencunce
it for equaling good and evil . Yet DE&D is not in
herently evil @ like any activity . it is open to abuse .
but it s possible for a Chiislian o _play without
hypocrisy or cempremise , and withoul il effect |

The primary argument against D&D is that of satanism

the elements of magic and horror in the game ate
seen as first steps towards Satare-waorship . This view
takes no accoun! of context - D&D borrows from the
vocabulary of myth ., ancient relizion and {he occull to
use it in"a wastly differenl context to twenlieth-cenlury
realily . In the D&D world , magic is not a religion
but & science or skill ,. another form of power lo use
for good or evil . Those who use it for evil , allying
themselves with the powers of Hell , must , as in
reality , take the consequences -

The representation of evil in the fanlasy world s
alsp a matler of media comcern , but in fact il can
be one of the most exiling and positive aspacts of role
playing As in the real world | morality is a ques-
lion of chuoice both guod and evil exist , and the
player ‘must align himself with one or the other . If

only good ferces were employed |, the D&D  world
would become unbalanced and unrealistic , no true
reflection of the difficulties of existence . As it is

good still remains the desirable choice , while evil neces:
sitates damnation . The difference io reality lies in the
clearer. definition of good and evil , and in lhe powers
given to the individual to fight the forces opposing him
. The player can feel that he has a concrete objective
» and that his efforts in fighting evil do actually have
some effect .

D&D offers countless opportunities for positive men-

.clal skills are encouraged , and the game increases
" decision making abilities . Players are furced to exercise
their imaginations ; they also obtain a broader peispec-
tive in exploring waorlds other than the here and now
- Yel the psychological effects of role-playing are another
—area of concern . It can be atgued that any activity
laken lo extremes can be harmful - and D&D need
not be taken to exlremes . The cases of schizophrenia
and obsessive behavior reported of D&D players are
not the norm : it could be argued that such individuals
_ are -unbalanced anyway , and would show abnermal
tesponses to any activily

—_— ~

. Group interaction and so- .

D&D is an escape from reality , but ne more so
than reading 01 watching a filn . The difference lies
in the fact that the player can be more than a spec-
lator : by imaginative inleraction wilh otheis he can
become a part of the allernative world created . There
is nothing immeral or dangerous in this participation ,
no: is the allernative world any more evil or viplent
than our own . Like our own woerld , decisions have
to be madz in a situatipn offering alternatives , and
the player mudl accepl the consequences of such decisions
. We do not play D&D for the occultic elements , or
the chance 1o be evil , or even for the escape - we
play for the imagination. )
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Stram Energy and ancienl weapons of war

Modern soldiers might scoff at =

Ancient weapons of wat 7, yet
, as far a projectila weapons using
sliain energy aie’ concerned , an-
cienl weapons werg far more effi
cienl in converting strain eneigy to
kinetic energy

Use "of sirain eneigy I anciend
weapons can be divided into lwe
groups -, siege artillery , ( such as
Grueek and Roman catapults ) and
infantry or antipersonnel weapons (
such as the lonpgbow and ciossbow

).

The longbow , an awesome weapun
, can be considered lo be the raain
reason why small English  armies
wese able 0 defeat four to tive

times their numbers at the batiles

of Crecy and Agincourt , thereby
enabling a small couniry , England
. to control rmuch of France . The
longbuw , and with it England ,
was finally defeated in 1450 when
the French , at Formigny , were
able to apply supperior technology
in the form of two Culverins which
decimated the English archers from
beyond bowshol , theieby defeating
the the English |, signalling the end

do England’s pswer over France , as

well as the end {o the longbow’s
dominance of the batefield

The longbow was traditionally
made from yew staves ( £ 6 foot

long , with a diameter of + 1 in-’

ches at the center and * 1 inch at
the: ends ) . It was made from
yew not because of a lpcal abun-
dance of the iree { most of the
bow staves  were Impuoiled lo
England from Spain ) .. rather be-
cause of yew-wood’s ability , un-
like most other woods , tg absorh a
large  amount of shain  per  undt
volugne (5 * 10° Joulesfcubic sneter
) while weighing 1elalively liftle ¢
€600 kg / cubic meler )} . In spile
of the affecliveness of the lungbow
. it never gained popularity in the
rest of Eurepe due {o the fact thet

yew’s mechanical properties
detericiate rapidly  wilh iticreasing
temperature , and lherefor caunot be
used reliably at over 35 C .

The aniouni of enerpy bmparied to
an arrow by a longbow i
demonstiated by what Gerald de
Bani wrote of ™ an artow penetiat-
ing ke «kirt of a hawbeik |, the
wanbewen beneath it , the maill buse
beneath tual , threueh he weared’s
leg and cut thiough the huse un
the uther side lo pin the man's leg
6 his saddle ©

For this reasun tle “comnposite bow
was  developed for use in the
hotter Mediterranean countiles . a
“vompusite bow™ was made up of
a core of wood { near the mid-
die and theretor lightly stressud ) lo
which was clued , on the tension
side , a surface made from dried
tendon , and on the compression
side , a surface made from horn
. Tendon was used because of it's
ability 1o abswb  an  elurravus
amount of sliain -energy per unit
volume ( 2.2 #1658 Joules ! cubic
meter ) , almest six fimes greater
storage capacily than yew wood ,
thereby allowing a shorler bow to
have the equivalent effect ol a
longbow . To gain a greaier amount

“w

“of energy \he bow was pre-siressed

when sirung (& when uustiung

it was bent the wiong way ) .

Allliougl - the composite bow -was

. i most respecls |, superior io the
English longbow ( was used as
late as 1812 against Napoleon’s ar-
mies ) it was , unlike the longbow
. expensive  and comphlicated g
manufaciure . :
The crossbow (using a composite

bowstave ) and the arbelest { using -

a mote -pewerful steel bowstave )
act in the same way as (ke bow
. bul due to lhe greater stiffness of
tle bowslave |, the thick bowsiring
had to be wound back using a
windlass .  Although it had a much

areater range ( * 380 yards com-

pated o the bow’s range of 3500

yards ) , both the bow and the
crossbow  were really only accurate
to at x 200 yards . Because of the
crossbow’s lower tate of fita ( +
of the bow ) , unlike the bow ,
never became a batile'winning
weapon in itseif , rather being used
to shield infantry . [Us flal traiec-
tory and “irigger” method of firing
made it easy o teach and use .

Strain  energy was alse used o
greal effect in siege warfare . the
tirst form of artillery was basically
an enlarged crossbow , bul the
Greeks , who did most of the in-

~itial experimenting , found that this

type of calapult was not powerful
enough to breach forfresses , su
lhey began to store sirain energy in
twisted skeins of tendon ( as was
mentioned before , tendon has a
greal ability 1o abserb strain ener-
gY ) . Probably the most effective
siege weapan created which works

by sirain energy was the Oreek

“palinfon™ or - what the Romans
called & “ballisia" .

The ballista consisted of twa wver-
tical tenden springs , each of which
was twisted by a rigid arm . The
ends of these bwo arms were joined
by a heavy bowslring { the whole
device worked very muchk like a
bow ) . A windlass was needed to
sperate the weapon as the draw
force could exceed 100 tons . Dif-
ferent size ballista could throw any-
thing from a 2 kg to a 150 kg
missile a distance of + 400 meters
( The Romans used ballistae 1o
devastating effect when they shet
over 6000 40kg stone balls to break
the walls of Carthage in 146 BC

)

Following the. Romans , siege

- weapohs btecame simple pendulum-

like devices with the potential ener-
gy of a large raised mass used to
transfer  energy lo a missile of
smaller mass . A mechanism called
a “lrebuchet™ was used , It was &

highly inetfective form of energy
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% The trumpets blaze , the air hangs thick in cliched
¥ apticipation as anxious A.D.&D. players scatch their nerv-
' gus pubic bairs and hum the Hors Wessels song in ®
.demonic whispers . All wait on the tepid battlefield of |
-Iantasy gaming , corpse besirewn . Gasps and exclama-
. tions expound for thers over the hill comes their new i
- leader ..
- AD.A&D. Second Edition the Real thing !
.7 S0 it seems for many of us the old battlefield have
.. been averrun by the proverbial “ new juggernaut on
“~‘the block ™ and we {tumn our backs , all be it wilh [
" hesitation , or regrets , on the faded print of DMG. , &
- Players Handbook , Unearthed Arcana etc , for the list
_ is long that lie in a shallow grave . At least we can fuiy
_be comferted by the grace of having a lighter load 16 &7
“carfy to each game session , for only thres books are B
““advertised - in the glossy pages of Dragon or on the
,Gamma poster advertising the new mighly arsenal . || ;7% l,.
- "do however have a 1978 issue of Players Handbook , :
that proudly advertises itsell as “giving you ail the
““'background- you require on the game system , as well , _. 8
‘as the information you’}l need ta go adventuring . “ .
" 'Possibly perceptions have changed but to my mind TSR SEeosei
:is no longer the family business of Daddy Gygax , in- 2% i
“tent 1o go out and save the kids of the world from g
" reality’s boredom and choredom . This mullidollar cor- Ja%
- paratisn has come a long way but so should il’s sub-
<scribers . By now you should have your own mighiy g™ 3y
Carsenal , painfully handwritten or stamped out on a PR
“typewriter . That is what this magazine and it's material pE3%
srepresent . The rules are a reference - a backbone that [}
“‘loo few ftlesh gut . So before embarking on the expen- /
wsive 2nd Quest think closer {o. home , for as veterans
..we have leart the tricks of the trade . Let the youngsters
““emply their purses . L ‘ ‘

-1 hope you ride your own winds of ':'_irlnaéinatiunl-"."

" The bumbeling _”Zult
- Archmage "of _Anmarth

.
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Are you ready to die 7 sneered
the Blue Wizard and prepared - his
Lghtning Bolt. 'Not quile,” replied
the Red Wizard, and frem his out
stretched  hand sprang a blast of
crackling fire, striking the Blue
Wizard full in the chest. The Biue
Wizaid was so astonished thai for
a moment he forgot to die. Then
he slowly keeled over.

The dreawe of many o« Magic-User:

is to design his own spells, which
-only he has and no-one else knows
of.  Unfurlunalely, there is often
a lot of argument between players
and DM about how powerful the

spell is, its level, range, duration
and pther factors, and, . most im-
portant,  whether the character s

able 1o design such a spell and
whether hie has access to the neces
sary  equipmen! and ilems needed
for the experimenis.

However,  access o new cpells
should not be given only to Magic
Users and [llusionists. Why should
not a Cletic be permitted fo pray
to his Deity for a new 7 Ot
course, such a spell would then
have to be designed by the DM,
" with ithe player enly giving sugpes-
tions,  whereas a Magic-User can
“caltempf to creale precisely the spell
ke needs,

This article gives a few guidelines

1o assist players and DMs in creal
ing new spells, Since there is an
endless variely of possible speils, it
Is npl possible to go inlo detail,
and thus these guidelines are mere-
ly a general aid in the design of
spells.  Ultimately, the DM has
final say about which spells are
- permitled in his campaign, and

which spells a Magic-User js able to

create. :

Class: There are. basically four clas-
ses to which the spell may belong:
Cleric, Druid, Magic-User, and

Speli-Binding Design

Hiusionist,  Cleric and Diuid spells
are handled 1ogether -as Clerical
spedls,  while Magic-User and II-
lusianist spells’ are haondled logether
ac Magic-User spells, ‘

Clerical spells are granded by a
Deity,  thus the pluyer is not able
fu Cdesign’ aonew spell himself,  All
nis character can do is o pelitien
lo his god for a certain spell, and
wail and see whether the gud haus
any such spell  Thus, it is up s
the DM to take the player’s request
and create tie spell himself.  This
means that the player can mnever
be sure whelher he will get a spell
which fultills the required tunction,
or whether he will get a <pell at
all.  Basically, the DM is free lo
design any spell he wishes,  as
long as it 1s approximately in keep
ing with the player's request. A
nasty DM can, of course, retuse
to creale ke spell,  and merely
shtug  his  shoulders and  say,
‘Tough luch, your Deity has no
spell like that.” It should be noled
that a mew clerical spell is only
available to clerics of the [ieity
which created the spell Otlier gods
will be able to grant that speli only
if the creator gives them access to
i

Magic-User  spelle have 1w be
created by the player in conjunhc-
tion. with ' the DM, The player can

wrile down the description of the

spell as he thinks it should be,
and the DM may then take his
DAM’s knife and whittle away the
pieces which he does not like. Of
course, the DM does not have to

inform the player of any changes; .

he can merely wait and say to the
player, O, your character ex-
pends  approximately 50000gp and

takes two yeais to design the spell’, -
and then stun the player with the

final, miserable version. .

It should be noted that a Magic

User canncd start creating spells as
svonn as he enlers his - profession.

The precise level at which a Magic
User may begin to design spells can
vary from campaign -to campaigh, -
but it s suggesled (most humbly)

by this limitation;

_' Conjurations/Summonings,

thal a character should be at leas!
9th Level before possessing the
necessary knowledge for creation of
new: spells. Clerics are: nol restricted
since they -do
not aclively create the new speil
there should not be z minimum
level at which they may petition
to their god for it

Level The- level of a spell is not

something  which can be decided
very easily. . In general, # is best
lo compare the spell with others,
and - find those which are ap-
proximately of equal power. The
new spell should then be at least
of that level, or maybe ane or
two higher if the DM thinks il is
a difficult or unusual spell.  Thus,
ihe spell Ivriien’s Fiery Bolt, al-
though in peower equivalent to a
Lightning Bolf, has been classified
as- a dth Level spell due to its
symewhal unusual nature. Always
keep in  mind, though, that a
Magic-User is only able lo creale a
spell of a level he can use; e a
9th Level Magic-User cannot create
a Gth Level spell, and cannot even
think about creating one because he
lacks the necessary knowledge.

Ivpey The type of the spel is
somelimes a2 bil hard io determine.
Thete are basically eight types of
spelis: Abjurations, Allerations,
Divina-
tions, - Enchantments/Charms, = 11
lusions/Phantasms, Inveca-
tions/Evocations, = and Necromantic
spells.  Actually, the type of the
speil. is not tes impertant, uniess
you are using the Znd Edition Sys-
tem. . For the pedantic, however,
the . classifications. are  explained

. below;

Abjurations are basically protective

- spells, . shielding the caster against

certain: - creatures,
spells, 7 o
Allerations,” as.the name implies,

‘weapons, . or

..change. the nature or. properties of

an already existing item or crealure, -
Conjuration/Summoning speils cause
cieatures or Hems desired by the




caster ‘lo appear. - Commonly,  these
"Hems or creatures ate lahen lrom
anpther place or plane.
Divinations give the caster Lhe
ability 10 discern facts about an ob-
ject, creature, or place.
times, they also #nable the casies
to know the future
Enchantmen!s/Charms yaustly affect
creatures o persons, although they
sgmetimes also act on objects,  These
spells are usad to influence the be-
havieur and attitudes ot
or 1o enchant non-magical itens.
[flusions/Phantasms . a1 mind
spells’,  affecting only the mind. of
4  Crealule, thus  being  useless
against creatures with no 1eal minds
(Undead Dbeing a good example)
The effects of such spells aie came
pletely reat tor those who believe in
them, although they do noi neces
sarily last long.
InvocationsfEvocations are  those
spells which channel energy to create
an ilem o effect, in contrasi to

Alterativns, which merely change
inherent piuperties,
Necramantic spells include those

which affect the body and lite-toice
of a creslure, causing life 1o be
restored to the dead or ic animate
thern as Undead.

Those who are inleresied in the
different types of spells will find
rmost of lhe absve in the 2nd Edi-
_Yion Player’s Handbook, under the
heading "Schools of Magic’

Bapga: The rauge of & spell should
always be within line-ol sight dis-
tance unless the nature of the spell
prevents ‘this.  Thus, the tlarget
of a Telepartation spell need not be
in sight, bul the larget of a Firebalil
has to be.

The maximum distance of a line
of-sight spell should no! be exces-
sively gresier than that of spells of
comparable level or effect. 3o, lhe
‘range of Ivrien’s Improved Fireball
is lhe same as that of a normal
Fireball,  but lvrier’s spell is of
higher level dus to its power

Dugation: When the Jduration of a
spell is considered, il should be
kepi in -mind thal the spell has to
balanced. For some spells, of
course, the duration . is easy o
find: the effects of lviien’s Heal
ing Magic are perianent, as are

Some-

CIratules,

difficult lw deterrmine.

" 1adius,

of Daleth’s
Clhey

Spell, of
spells,

the elffects
Rechalging.
however,
sideiation.  Commonly, a spell will
fast for a.round or two per level
of the caster, with sorme minor

pusitive  maditications, ur i owill
last for twins Inslead of rounds.
Apain, cumparison  with  existing

spelis comnes i handy.,  Thue 11 i
that Feut’s Slatlight, although weaker
than o ngrmal Light spell,  has a
rar sharter duratior,  snce i has
ait additivnal power against Lindead.

Aren of BEftect: The area which
g speli-can cuver i oraustly nol to
In a touch-
delivered spell,  the area cun be
only ong creature.  In olber spells,
the nature of the spell has to be
considered. A spell with a burst
or a speil cealing a globe
of sume kind, will typically cover
a sphete of about 2% diameter, al-
though a mere or less powerful spell
can of course be designed. In spells
such as Lightning Bolf, the Area
of Effect will be long and narrow,
while Burning Hands affects only
a small area, but with aa wide
angle.  In most cases,  the descrip-
tivn of the spell will have lo be
consulted to delerming the precise
Area of Effect.

Compraents; This can  sometimes
atvetch  the  imagination  surmewhat,
especially - i natenial copenents dare
invuived.  The specific compuents
imvelved In the casting (¥, 5. M)
tnay e decided upon by be the
creatopr, bul balance should be con-
sidered, since the campenents can
easily influence the spell's level
{consider, for example, a Power

" Word, Kl Had more components

been involved, it could easily have
been a level vr two lower)

Malerial components can be a
headache. The spell's creator may,
or course, simply choose any com-

panents, but it is preferable by far
lhat the components have some con-
nection with the spell’'s desired ef-

“fect.  Thus the material component
for lee Spray was selected fo be
which -

a- sharp metal needle, .
reflects the penetrativn ability of the
jce.

require more careful con-

- masi

Caotin=. Time: The castiig time
should either be several segments
ot several rounds. In a2 rejatively
uncomplicaled  spell, the casting
time lypically is one segment per
level of the spell, although it is
sornetimes longer, and very seldem
is shorter. However, difficult and
complicated spells such as the con-

juring of crealures from anothey
plane will often require lengthy
prepaiations, such as the drawing

ot -proteclive pentagrams and runes.
Since these should be done careful
ly and as perfeclly as possible,
they will increase the casting time
greally,

Saving Throw: When a spell causes
damage, a saving throw should Le
permitied for half damage, unless
the spell is supposed o act only
against cerfain creatures, in which
case a penally or maybe even no

~ save could be given.

Spells summoning oilher creatures
should, likewise, enable the crea-
tures o aveoid the spell's effects by
making a saving throw, R
Certain  spells deo not require a
saving throw. These are those spells
which affect -material unabie lo
resist,  such as the spell Faer's
Fabulous Fire, which merely causes
a fire to appear.

Description; This is the hard part,

the crux of the whele matter. And
ligte,  unfortunately, = least of all
can be said. There are so many
endless variations of possibie spells
that it is nearly fulile to even list

categories except in the broadest
SEnse.

Firstly,  consider -precisely what
the spell is supposed to do. Is it
pratective, offensive,  defensive,
utititarian, = divinatory, or maybe

related to moevemeni 7 The answer
to such a question often aids in
determining its type.

When the main idea has been
found, the details can be filled in.
ff it is protective, against precise-
ly what does it protect, and how
does it do this 2 If it is offen-
sive, against which creatlures is it
effective, which ones can
resist il betler, and does it cause
damage 7 If it causes damage,
how much, and of what type ?
which agencies

If it is divinatory,




" dues i call on, how does it do
\his, and whal Fisks are involved
? If it is relaled 1o movement,
how many people or what mass
can it affect 7  As can be szen,
there are many possibilities.

cost_apd Leneth of Research: This
applies only to Magic-Users and [l
lusionists, and is basically lefl lo
the DM v decide. A churacter
might find il easy to creale a new
cspell,  but he could alss wark fm
months without success. '

Generaily, rasearch for a spell
should be at least a mentk per level
uf the spell,  maybe mete i ow
cane volunies and raie tedts have lo
be consulted. A Magic-User night
be furced ta search for a long lme
{maybe even go on a quest or lLwa)
tefore finding tomes with the in-
tarmation needed.

Afler the research par! has been
compieted, the design phase begins,
During this lime, the chaiscler has
io sort through all the information
he has gathered and attemp! to con-
siruct the basic structure of the
spell. This will take at least another
month per level of the spell, some-
times even two or three times as
fong if the spell is very powerful,
and it could very well be that
during thic time the character finds
thal he does nut know all he needs

" to know - and back he goes to re-
‘searching. ' ’
Finally, the experimentalion phase

can be begun.  This is the most
dangersus part of spell cieation (for
the character at least),
may be hidden flaws in the spell,
or merely conditions
credtor  has  torgotten to  consider.
Such a flaw can often lead 1o an
untimely (and sometimes uncomfart-
able) end, especially if the spell
involves the summoning of cieatures
fram the nether planes.. .
The costs for research, design
(parchmen{ and ink is EXPENSIVE

'3, and experimentation are left up

" le the DML However, creating a
new spell should not cost the charac-
ter less than several thousand (10-
20, or even 30-40 thousand) gold
" pieces per level of the spell to be
created. This price may increase if
. experimentation requires rare or ex-
- otic substances, or if the charac-

their spelis.

since there

which the § of couise.

ter fusibles and has to du each ex
periments several limes over

Lastly, the DM has to consider
the chance that a spell created by
a Mugic-User will either not work
properly or fail completely,  or
maybe even have a reverse effect
(spells creaied by gods are assumed
v be fosiprool) Here, again, no
precise  rules can be given, fu
much dependd on the complexily
and level of the spall  If the spell
is very simple and uncomplicated,
the: DM may assign only a 1%,
ur aven ne chance of fallure.  Con-
versely, Iif the spell i high-boweird
and intricate, the  chance for falure
weay hise shycingh, Maturally,  the
Muagic-User creating the spell chould
nut know whethey his desien workhe.
{This gives the DM a nice oppor-
tunity for surprises !}

When everything has been cem-
pleted tn the character’s satisfaction,
and  the final version uf the spell
has been neatly wiitten oul, the
spell can finally be recorded in the
spellbook as a completely new spell
The creator can now amaze other
Wagic-Users with i, ur even seit
it for excessive prices, Huowever,
care should be taken that e spell
is recarded at least twice, for as
every Magic-User hnows, spellbeoks
sumtetimes have nasty habits of dis
appearing, burning up, being
stolen.  or simply ’losing’ some of
And once & unique
spell is last, the Mugic-User has o
slart right al ihe beginning agam..

All the above are wnly examples,
The most important part
in designing new spells is to be as
creative -as possible,  while main-
faining « balance in the spell's

power:  making it do what you
want, while not making # too
powerful Hopefully, these

guidelines will help a bi in surpris-
ing other casters in your campaign.,
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_of points equal to the spell level,

Are you being forcad to choose your speils 7
MNo variation 2 Here's a new system {o give you
horad spell-casters some leeway !

A problein wiich every speli-casler had vncanmieesd,
and which is one of the greqt lmilabns of every el
druid, rmagicouser. and any other aspellcaster is the
fact that once a spell has been cast, il vaashies fram
the mind. and has to be rte-memorized the nex! day
i#f It is fto be used again.  This means (at a mapic
user of 12th Level will spend a whoie day meciy
memorizing spells, which is very inconvenient it youhe
stuck underground somewhete with a horde of Drow at
yuul heels.

The other point is that a memorized speil can ba
used only ance, and this [imits cheices immensely,
Think of your average 3id Level Cleric, Spellist & Cure
Light Wounds, | Silence 15 Radius.  Saund familiar
7 The sysiem described here removes lhuse problems
(altbough i1 can be argued that it mabes spellbcusizry
very powerful al high levels)

A spell caster (inciuding Clerics, Druids, high Level
Paldins etc) may memcrize up to his maximum num-
ber of spelis per day, and seiect any of these spelis
to cast withou! losing rmemery of it.  Up in the max
bnum number of spells Can be casl befute gesi s
needed,

Exarple: A 5th Level Magic User can memarize 4
Isi Level, 2 &nd Level, and 1 31d Levei .pell per
day. He can now casi any nne st Level speil tour
tnes,  uf any lwe st Loevel spells two, times.  He
can also cast beth 2nd Lavel spells once, o1 one of
twice. The 3rd Llevel spell can be used only
once.

[f more than the maximum number of spells are
casl, the constitution of the chatacter disps 1 aumber
and if U is reached,
the caster falls intc a coma, after whidi a Restoralion
is required 1o bring him o conscicusness again (Con-
stitution is raised te I} If Constitution drops below 0,
the character dies of the strain.  Olherwise, the [uss
of Censtilution is permanent until a Heal is cast upon
the character. -

A basic eight hours of sleap are required to put the
caster up lo full petential again. During this time.
memory of the spell is not lsst.  and thus they <an
be wused againn withou! re-memorization. Allernatively,
it the caster wishes to use other spells, he can select
thuse not needed, and ‘’forget’ them, fe <dean by
mind wf thelr memory. This requites 5 runds per
spell, no matter what the level Memotizing of a
new cpell requirtes reuglly 5 Rounds plus 9 Rueunds

per level ot the spail,

K.
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the casler needs a cer-
time 1o recover magical energy before
beping able to casl ancther speil The recovery lime is
equal 1o the BASE casting time, ie atter casting a
Fireball, a Magic-User would need 3 segments of
tecavery lme before beinz able 1o cast another spell,
even If I had Fue Apiitude.  An exceplion s the
First devel liagic-User spell Muagic Missle, where the
cusluig tinie I 1 segment only, bul recevery tlime is
Voseginent per missile shot,

if a spell s cast while the caster is still recovering
trom the casting of an earlier spell, the new speil
will automatically fail and the recovery time will be
duubied. :

After a spell has besn cast,

taan amount of

Kl tal _Aptitude for Maric-U

The elernental aptitude of a HKagic-User is the sase
wilh which he can handle cerfain spells. The aptitude
is divided inte the four elements of Alr, Earth, Fire,
and Water,  In mosl cases, a MagicUser will have
aplitude in bul one elemeni, though some have it for

two (never gpposing -elements, however) A Magic
User with no elemenial apiilude gains none of the
benetits described  below, but neither will he be

hindered by the disadvantages

A Magic-llser with  aplitude in a certain  slement
gatls the following benefits for spells of that element @
list of the Elemeptal Spells follows)

LThe chance {o learn the spell is increased by 1"/;__

pur peint af intellizence.
2Caing  Time I8 reduced by 1
{whichever gives a sharter casting time)
3.For every three levels of the Magic-User, he is
able 10 memorize an additional spell level of ,the same
element. '
For example,

segmentfz5%

a ANk Level Magic-User with Fire Ap-

titude can memorize an additonal 3 spell levels of fire-

related spells, ie either 3 Ist Level spells, 1 Ist and
! 2nd Level spell, or | 31d Level speil »
4.The time o meworize a spell is reduced by “'U
S.There is a 1% chance per level of the caster that
he can intentionally achieve a double effect, e a
Fireball can be twice the size (though still dnmg ner-

mal damage).

The disadvanlages fo: spells of the oppesite elemenl
(le Alr  Earth / Fire Water) are as follows: e -
.The chance to learn a spell is reduced by l% ‘pex
puin! of lutelligence below 24,

2Cutag  Time i increased by 1}
(whichever gives the longer casiing (ime)

33pells can be learnt only after the minimum level
teuited fo wast the spell has been exceeded,
wlagie User with Earth Apllude can fearn Lightning
Balt {(Ailr} anly at &th Level or above

seamentﬁﬁ%

_eg 3,
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4.The time required lo meniurize a 51.»:!1 Is increased

by 25%.

5.There is a' 1% chance per level of the caster _beluw
19th, and a 1% chance in any case, that the spell
will only be half as etfective (where this is possible;
a Flesh to Stane spell might not be arfected or might
act as a Slow spell)

Table of Macic lise: Aotjilyde
Munih of Birth Al A+F Fite F+E Farth E+W
Water WA MNone
January UL 5041 4647 5657 585960676569
8384-9091-00 .
. February U1A4348-49%0 OUE | -6263 71120
$384-9091-00 ’
March {1-4041-4788-0263-0405 7273 7ar4
2455-9091-04
April 01-1516-2223-6263-6869-75749-505 ] -
8889-9091-00 .
May OL-1H2- 18196162 6765-7879-
BUE1-8889-202]1-00 ’
June 01-1011-1617-5657-6364-7872-5U8 | -
B5EY-909 100 ,
July 01-0309-101§-2526-3233-7273-7879-
8389909 1-09 '
August OL-0809-1011-2122-2829-7172-777%-
8889-9091-00
September U1-0809-1011-2021-2627 6667-7374-
8889-9091-00
Octuber 01-1011-1213-2021-2223-3738-444%
34385-9091-00
- Novamber 01-1112-1314-2122-2324-3435-4 142
8485-9091-00
" December 01:1516-1718-2526-272% 3735 -4244-

§354-909100 -

 Special Day Al A+F Fhre FoF Farth B
Water W  Apy :
s Sprmg Equinox 01-4349- 5556 60 &7 6870 Ty 72
o B283-90%1-00
Summer Solstice0i-1]12- 1920 6763 747585 86 87-89
$1-00
Autumn Equinox 01-03 04 05‘1516-2324-“?’2_-?879-
89 90 9100

'.:8534 909 1-00

: ".‘._dxce and a new d% rolt xs made
“that month i’ taken '

Winter Solsticed| "11 __12- " 1.3-1_5 16 1727283536

a randnm ‘menth s selected by
and the result for

It ANY 1s rnlled

. Those spells not listed here
‘and are nol affecled by a

Eartkr, Fire, and Waier
are of no definite elementi,
Maygic-User’s aptilude.

Elemental Spells of Aijr

Jump; Unsesn Servant
Stinking Cloud; Zephyr _
Invisibility 10" Radius; Wind

l. Feather Fall;

2. Invisibility; Levitate;

SFly, Gust of Wind;
Wali; Lightning Bolt

d. Ball Lightning

5. Airy Water; Cloudkill; Conjure Air EIe:nenial

6. Invisible Stalker; Chain Lightning

7. Duo-Dimension; Mass Invisibility; Lighining Sphere

Elementar_Spells of Earth:

i Wendiny

Z. Fouls Guold

3 Malerud; Slow

4. Dig: Stoneskin

5Cenjute Earth Elemental; Passwall Stone ShapE'

Transmule Rock to Mud; Wall ot Stone
Muvg Earth; Flesh o Stone

Stalue

Sink; Symbol of Peirification

~ o B

=

Elemental Spells of Fire:

. Affect Normal! PFires; Burning Hands; Firewater
2. Fiaming Sphere; Pyrotechnics; Daleth’s Weapon of
Fire ' -
3, Egplosive Runes; PFireball; Flame Arrow
4Fire Chiarm; Fire Shield; Fire Trap; Wall of Fire;
lvrn.n¢ Fiery Boit; Faer’s Fabulous Fire
Conjure Fire Elemental
Ivrien’s lmproved Fireball
Delayed ™ Blast Fireball
Incendiary Cloud
Ivteteosr Swarm

oo en B

Elermenial Spells of Waier

l. Grease; Mell; Precipitation
2. Preserve; Melf’s Acid Arrow
3, Cloudburst; Water Breathing ST
4. lce Storm: Wall of lce; Ice Spray . . :
S.Alry Water; Canjure Water Elementa}. Cune of Cold

Waler Weird _
6.Lower Water; Otilkue’s erezmg Sphere Part Watax,._ :

Transmute Waler lo Dust '
2. Symbel uof Cold

enti; ils

Here are Ixs:ed thase “spells usakile by Magic-Users

- which fall inta eue of the l:.lememal Calewne:. af Al:

The DM, as ever, is of course free to change or
add 1o this, but hepefully ihe above ideas and’ sug-
gestions will make play somewhat more interesting* for
all these speil-casters (espedially the Cleric, who now

-can fake other spells in addition 10 hjs gbligatory CLWs)
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Fur Sale

Y | have a greal magic sword for
salu , All givers welcome . :
Conilact : High King Elnc :

e

‘;{ At : Melnibone
; Fur Sale :
. One soul - slightly used , in per-

‘fect waorking order , will take best
‘written ofter .

) Cuantact @ The Chairman , CL.AW.
; For Sale
- One D.M. , hardly usad .
 Conlacl Rosebank residence ,
Ruum 42

. Wanted :

Abdny lo make decisions quxckly
Manuy no object |
# Contact : Rowan
~+ The hill of Skuils

i

| Wanted 1o buy:
I Pretty young virgins . Payment in
gold . Leave chained up .

! Contact ¢ O. Wyrm

‘At CLAW. UCT -

f For Sale

1 * DM's Guide

5 * Monster Manual [I
Contaci': A. Strydom )
: AT : Rosebank hall

l

Z Wanted ;

[ Rung of infinite wishes

1 Platemail of Invulerability

{ Vorpal Sward +10 o
D&D pilayers

" Contuct

- e

LASSIFIED!

KLP. Richard Kzin : Dealh .is-
hell and then you die . K

R.LP. Widowmaker the Barbarian
: he had to .join a party with two
MAgIC Users ..

RLP. Edition 1 A D&D : Killed .
by econumics .

RIP Warld of Greyhawk : The
old realm is forgotien . Another vic
tim of economics .

R.LP. Anlon’s campaign: say na
mare.
R.LP. Eane : He who lives by the

sword dies by it .
K..P.. Sianu} the vampyre : He
used to go lo night school ..

R.LP. Agwen the witch : You only.
consult a Darklord once .

R.LP. The Monsters : What pass-
ing bells for those who die as cat
lle ?

R.LP. Snarf the balfling :

Epitah : on a much-moyrned hal
Small in stuture , quick in ways
Wealthy halfling’s fun betrays

" The thief : besides , could weulth
amend
Fur ipgpt arrow lodged in fnend?

Thus , unmuurned , alas , am..x.
His doorn is sure , hu can't cume
back .

FPragmatic "party feels no woe -
His wealth remains , poor Snarf
can go !

RIP. Sit Gerealiix Tremblane
All good paladins must meel their
end . .

RIP The High Illithid : “ You
kill one , and all its brothers come
0 «he funera] .. - '

R.LP! Guldur : You can cnly kil
S0 many ..

_ _ { NOTE :
WHAT® Somebedy made bhim a

God . )
"R.LP. Dalth :You Stonehead,

RILP. Py Lum “Freddie™ : Less '

thain zerg ¢

RLP. Snowy : A shocking state-
meni aboul the party .
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