Adventurers,

Welcome to Princecon VI, Pach year at this tire we-offer
Dungeons and Dragors players from throughout the northeast an
ofrortunity *o get %ogether, and exchange ideas a*t our annual
convention.

When you register for the convention you will be given a card
which will allow you *o obtain ycur ccnvention charic*er from tae
'Hireling Hall', The character will ke on 2 sheet with all
requisites ard hit pcints. Don'+ lcse +the sheet for vyou will
need it to play in convention scenarios and %o get a new
character if this one should get trashed.

Scerarios for +he convention will begin running at 3 p,M,
Priday and will run all day Saturday. Starting times anrd sign up
sheets for expeditions will be fposted upstairs in the lounge. On
Sunday mornirg a special scenario will te held for *those players
selected as among the bhest froa their class and aliqnment,
starting at £:00 A.N. In this final round, the players will be
given pre-generated characters with personal objectives to
accomplish within the scenaric. We will try to give the players
characters as close &s rossible to those they played in the
convention, with respect tc bPoth abilities and personality.
After the scenaric begins, the details atout it will be made
puklic, and its progress can be watched.

During the convention, certain expeditions will be designated
'ncen-competitive.' 1lhese will be run the =same as competitive
expeditions tut will not count towards getting a sSpot in  the
final round. Piay should be more relaxed and perhaps a little
more amusing.

In closing I would like to thank all those who made this book a
reality, Mark Blencowe and Dave Chess our editors who turned
pages of systems and descriptions into a somewhat decipherable
form, Marion Pugh our overworked typist and proof reader, Howard
Mahler our mcst prolific contributor, Bob West who did our word
prccessing, Wanda Eisenman our Conhook artist and cover designer,
Albert George, Robert Bradford, Fric Jablow, Rich Eisenman, Chris
Buja, Chris Perny, Larry Clarke , and our Funuch all of whonm
worked on the production of this volunme.

Good Luck,
Peter Mayewski
Convention Director
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Player Characters

The characters used for the convention will be pregenerated
by an IBM 370/3033. All rolls cf over 18 are reduced to 18. For
a strength of 18 a die is rolled with the requisite remaining 18
half of the time and increasing to 19 otherwise. This roll is
repeated until it fails to increase or the allowable maximum of
22 is reached. Any reguisite rolled as a 2 is 1increased to 3.
All hit dice are pre-rolled and recorded in the hireling hall.

BACE SIR INT WIS CCN DEX CHA
Human 346 3d6 3dé 3de 3d6 3deé6
E1lf 3d6 3d6 3d€ 3deé6 3de6 3d6
Dwarf 3d6+d4 2d8 3d6 3de+dy 2d6+dy 3de
Hotbit 248 3dé6 346 3d6+dy 436 3de6

Players may choose the race and class of their character from
among the rossibilities below. Rangers and paladins occur
occasionally among the human fighters and players may play one of
these if they are lucky enough to get one.

Human: Fighter, Magic User, Cleric, Thief

Dwarf: Fighter, Thief

Elf: FightersMagic User, Thief, Fighter, Magic User,
Hotbit: Fighter, Thief

The first character will be a fifth level character of the
chosen class, except for F/MU's who will be qiven out one level
lover, Fach new character a player gets will be one level lower
*han his previous cﬁg;ac*e: was when i: died. =N
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POINT €
Level Fighter Magic Usec Cleric Thief
1 ) ) ) J
2 2 2.5 1.5 1.2
3 4 5 3 2.4
4 £ 10 6 4.8
5 16 20 12 9.5
6 32 35 D5 20
? 64 50 50 49
8 120 7= 100 60
9 240 100 200 90
10 4€9 200 300 125
1 720 320 400 250
+1 +240 +300 +100 125
Level Fighter/Dyw Fighter/Ho E1f F/MU MU/ELE
1 0 ] 0 J
2 2 2 4,5 2.5
3 4 n 9 5
4 8 a % 18% 10
5 1% 24 L4 20
6 32* 56 91 35
7 96 120 170 50
8 208 239 307%% 75 %%
9 448 472 597 125
10 923 982 1271 325
11 1408 1432 1357 525
+1 +480 +48) +1089 +£ 00
* pinned as a fighter ** pinned as MO ———__ name level

EXPERIENCE SYSTEF: We are using the Men and Magic experience
point system, modified for non-human races. Instead of absolute
pirring we are using del*a doubling, which is independent of
requisites. At any level above the level where a character would
rormally pin, the amoun*t of experience which he must gain to
reach his next level is doutled. Elven F/MU's experience is the
sum of the fighter and magic user requirements for that level.



Effects of Regquisites

STRENGTH: Effects melee and damage for all classes. Also
determines ability tc opea doors. Docr opening i3z rolled on
a d100 with a number less than or equal to the numbec shown
meaning success.

INTELLIGENGE: Determines wheather a MJ can learn 13 spell,
and his total spell points,

WISDCM: A clerics spell points.

CONSTITUTION: Determines chance for a successfull
resurection, and a <characters system shock roll for spell
survival.

DEXTERITY: Give a bonus for all classes when eaploying
missile weapons. Dexterity also may effect strike order.
Fighters who have a dex*erity of 15 or grea‘*er gain a parry
bonus. This borus is usable only against the opponent who
the fighter is currently swinging at, and only if this
ofpronent is using a edged weapon.

CHARISMA: Effects morale and commands.




Requitite Effects Table

STR STR STR DEX CON CON CON

Req. Hit% Lappage Doors Missile Ressur. S.Surv. Hit Dice
3 -11 -1 2 -12 30 35 -1
4 -9 -1 4y -10 35 40 -1
g =7 i1 & -8 40 45 -1
6 =5 Q 2 -6 45 50 =11
7 -3 0 12 -4 50 55 0
8 ~1 0 16 -2 55 60 0
9 g Q 29 Q 60 65 0
10 0 0 25 0 65 70 0
11 0 0 390 0 79 75 Q
12 0 0 36 0 5 80 0
13 +1 0 42 *D 80 85 0
14 +3 0 43 +4 85 30 Q
15 +5 4] 56 +6 90 94 +1
16 +7 +1 64 +8 94 97 +1
17% +10 +2 72 +10 ¢7 59 +2
18 +13 +3 81 12 99 99 +3
19 +16 +4 90 /-

20 +20 +5 94/6

21 +24 +A 97,13 Hill Giant Strength

224 +2R +7 99,22 Stone Giant S+trength

23 +32 +8 95/33 Prost Giant S*trength

2F +44 +11 99/70 Fire Giant Streangth

2¢ +56 +14 N0 /99 Cloud Giant Strength

30 +60 +15 92,00 Storm Giant Strength

21 +64 +16 0 /090 Titan Strength

= Ogre Strength
# = Maximun strength for humanoids.

= First number is for doors, second number is for wizard locked door
and held portals. Using brute force on a wizard locked door will shat
the door and it may not be closed again.



Initiative

Each melee round is divided into seven phases, each of which
is reserved for a specific activity. In order of occurance the
phases are:

I. Movement Phase - All movement occurs within this phase, movement
rates are given in meters per melee round. (3 meters are
considered to equal 10')

II. Breath Phase - All attacks by breath weapons and gazes occur
during this phase. Regeneration also occurs during
this phase.

ITI. Missile Phase - Missile weapons (including Manticore spikes)
are fired during this phase. No missile weapon may be
employed by a person who was in melee range during the
preceeding round.

IV. Melee Phase - Melee combat occurs during this portion of
the round. When previously unengaged opponents meet
the longer weapon strikes first. On all subsequent
rounds the rules for determining strike order apply.

V. Clerical Spell Phase - Clerical spells take effect in
decreasing order of Caster's Level - Spell Level,
treating spells read from scrolls as level O.

VI. Magic User Spell Phase - Magic User spells take effect in
decreasing order of Caster's Level - Spell Level.

VII. Item Phase - This phase is used for the activation of items,
which the character had out (if required) at the beginning
of the melee round. A character may never employ an
item that was not available at the beginning of the rou.d.
Any trades of equipment between characters occur during
-this phase, as does a character changing his equipment
(getting out or putting away an item).

Strike Order Determination

Within the combat phase of the melee round one of the following
systems will be employed to determine who swings first. The
selection of the system is left up to the dungeon master who
will announce it at the start of the expedition.

A. Modified Dexterity - Each characters time is determgned by
the sum of his dexterity and base armor class (1g§ore
magical plusses). The higher this value the earlier
the character swings. For monsters_replace dexterity
with movement rate to determine initiative.

B. Random - Each character (and monster) rol}s a.d6 to Qetgrmine
which part of the round they will swing in. Swinging
begins in the first part and continue to the sixth part.

C. Simultaneous - Everyone swings at once.

Whichever one of the systems is employed, the first round of
combat still gives first swing to the lorger weapon.
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Spears: Spears may do additicnal amounts of damage when
employed against a charge, this does no* alter the hitting
protabilities. A spear will do d8,2d6 against charging
creatures (man size,larger then man size).

The combat syster used for the convention will be Howard

Mahler's percentile combat system. This syster is a linear
system based upon ¥en and Magic's alternate combat systenm,
with the guantized jumps removed. Fighters and monsters

gain 4% per level (or hit die), «clerics and thieves gain 3%
per level, and magic users gain 2% per level. Written as a
formula givipg a number a chtaracter of level L must roll
under on a 100 sided die ("020" is high and treated as 109).

Fighters 4 x L + 5 x AC
Clerics & Thieves 3 xL+5 xAC
Magic Users 2 x L+ 5 x AC
Monsters “ x HD # S x AC + 12

If a monster is attacking with natural weaponry, such as
teeth, claws, etc. use the monster line for his attacks. Tf
a monster is attacking with a weapon treat him as a fighter
of Level=Hit Dice and use ttke fighter table. Certain
monsters recieve bonuses to hit and in damage when using
weapons as fighters, they are; Kobold +0%, Gohlin +2%, Orc
+5%, Hobgoblin +7%, Gnoll +10%, +1, Harpy +0%, Medusa +0%,
Grnome +2%, Centaur

Grappling
Each character has a basic grappling value, which is then modified

by the situation. The base value is : (5% x level) + (2% x
strength) + (2% x dexterity). For all characters reduce these
values by 10% if wearing chaimmail and 20% if wearing platemail.
For the attacker(s) reduce their values by the number of hit
poirts recieved in melee damage during the current round's
melee phase. For the defender, the grappling value is reduced
if the defender attempts to do anything (besides avoiding being
grappled). If the defender is involved in combat or employing
an item reduce his value by 10%, if he is throwing a spell 20%.
Grappling required the use of both hands, and one of the following:
net, whip, or rope. A

Larger than man size creatures use a base value of 10% per
level (or hit die) instead of 5, while smaller races use a base
of 2% per level. The grappling attempt is resolved after all
melee combat and before spells, which are distracted by a
successfull grappling.

The chance of a successfull grappling is equal to the difference
between the current grappling values of the attacker(s) and
the defender. I1f more then one person is attempting to grapple
their combined value is equal to the value of the best grappler,
plus % the vaule of the second best, 1/3 the next best, etc.
After a successfull grappling the grappler(s) must spend the
next melee round tying up the victim, or he will break free
by the end of it.

4



PERCENTILE SAVING TEBROKS
A character's saving thrcw is determined by adding +*he
base value for his level to Lis bhonuses for class and race.
In order to save the character must roll less taan or equal
to this number on a d129,

Lesel - & Vu2s 3-laSib . Jiofr 910533 1274344045 15041
Base 2024 28 -32 3¢ 40 43 4F 49 52 55 EFF9 £ 1 €3 A5.6H5s%
3cnuses

Class Bodily Mental Spiritual
Fighter +10 -10 J
Magic User -10 +10 9
Cleric Q J +10)
Thief 0 +c -10
Paladin +10 -10 +10
Ranger +10 0 ]
Bard +5 5 —10
Warrior Priest +5 0 +5
F/MU 0 0 0
Race

Human Q Q 0
Dwarf +10 -5 0
E1lf 0 %5 +5
Hobkit +5 0 +5

Saving Throws are divided into three types:

Physical: Fireball, Physical Spells, Paralyzation, Poisor,
etc.

Mental: ESP, Phant. Forces, Hold Person, Harpy's Lure, etc.
Spiritual: Finger of Death, Cures/Causes, Quests, Curses,
etc.

When an individual makes a saving throw, he will
generally know that he saved against something, but will
only know the general type of =saving throw involved
(Physical, Mental or Spiritual). If an individual fails to
save, he will not be aware that he needed to make a saving
throw.




THIEVES

Thieves may use any weapon that the weapon list allows them,
however multiple damage can be obtained only with a dagger. 2
first level thief has a damage multiplier of 2, which increases
by 1 for each additional four levels of advancement. A thief
gets multiple damage when stabbing from behind, only if the
victim is totally unaware of the thief's presence. If a person
who was attacked from behind elects to swing back at their
attacker next round, they swing at normal strength not the usual
-20% for swinging at an invisible opponent. Thieves become
visible when performing any of the following: attacking, opening
doors and panels, pickincg locks, disarmina traps, or climbing
walls.

THIEVING TABLES

Hear Secret Find Remove Open Move Hide Pick
Noise Doors* Traps* Traps# Locks sSilent Shadow Pocket#

Dwarf 0 +5% +20% +20% +10% -10% 0 0

Elf +5% +15% -10% -10% 0 +15% +15% +5%
Hobbit +15% 0 +5% +5% +10% +15% +15% +5%
Non Thief 15% 15% 7% 2% 4% % 3% 0

Thief 1 30% 33% 20% 15% 10% 25% 15% 20%
Thief 2 35% 36% 24% 20% 15% 30% 20% 24%
Thief 3 40% 39% 28% 25% 20% 35% 25% 28%
Thief 4 45% 42% 32% 30% 25% 40% 30% 32%
Thief 5 50% 45% 36% 35% 30% 45% 35% 36%
Thief 6 55% 48% 40% 40% 35% 50% 40% 40%
Thief 7 60% 51% 44% 45% 40% 55% 45% 44%
Thief 8 65% 54% 48% 50% 45% 60% 50% 48%
Thief 9 70% 57% 52% 55% 50% 65% 55% 52%
Thief 10 75% 60% 56% 60% 55% 70% 60% 56%

* = If being shown by someone who has allready found it, give +20%.

# = This assumes the thief is trying to avoid a bad result. If
the thief is willing to take the risk give plus 20% on the roll,
however falure to succeed means that the trap is sprung, or the
thief is detected picking pockets. Otherwise whenever a theif
does not succeed make a second attempt at the same roll which

the thief must make to avoid setting off the trap, or being
detected.

Each individual may make onlt one attempt per day with a
particular lock, door, or trap.

The numbers given here represent the base chance, the may be

modified to reflect the dificulty of picking a particular lock,
etc.

In order to attempt to remove a trap, listen at a door, or open
a door, one must first find the trap or door.



RANGERS

Rangers are a subclass of human fighters. Rangers are
always good; if a Ranger does not kehave in a good manner,
he will permanantly lose his ranger status. Rangers qain
several special abilities. When not in metal armor, a
canger may follow trails and +tracks when atove ground, and
litens as a thief two levels thigher. A rarger Jains a
damage konus equal to his 1level when fighting "giant class"
of all types. At ninth level a ranger gains +he ability :o
throw Magical and Clerical spells as a Magic User/Cleric of
level-8, Rangers may then employ Magical and <Clerical
s;rolls, but not other items forbidden to fighters. At
first level, rangers receive 2d8 for hit dice; after that
the progressicn for hit points is *he same as for fijhters.

Minimum Requisites : Int 12+, Wis 12+, Con 15+
Experience Progression : As Fighter
Weapons : As fighter

Armor : Any

PALADINS

Faladins are a strongly aligned subclass of human
fighters. Palidins are either extremely good or extremely
evil (anti-Paladins). Paladins function as normal fighters
with certain special abilities. All Paladins/Anti-Paladins
may read clerical scrolls and are immune to disease.
Paladins have the ability to lay on hands, up to their level
tises per day, curing 2 points of damage from the person
they lay hands on. Anti-Paladins have a similar ability
which does 2 points of damage to a person; these may be
transferred through a weapon which hits as a damage tonus.
Paladins of 5th level and above may cure disease by laying
on hands, up to once per day per 5 levels of the paladin.
Anti-Paladins are carriers of disease and may cause disease
in the same manner. If any Paladin/Anti-Paladin compromises
their principles, Paladin status will be forever lost.

Minimum Requisites : Cha 17+
Experience Progression : As Fighter
Wearons : As Fighter

Armor : Any



EAELS

Eards are a suhclass of fighrers, who are jacks of all
trades., A& kard figihts as a fighter of his level, acts of a
*hief of 1/2 of his level (round up) without the ability to
do multiple damage, and acts asg a magic user of 1/2 his
level (round down), A hard has full abilities in all these
areas when wearing leather armor and carrying a shield, In
211 other respects, regarding the use of i*ems, <*-ea* 3ards
1s fighters.

Yinimum Requisites : Str 12+, Int 12+, Dex 12+, Cha 15+

Lxperience Progressicn : is figh*ers

dearons : As fighters

Armor : As fighters

WARRIOR PRIZSTS

kKarrior Priests are a b class Of clerics, who have taken
1p the vow of the sword, darrior priests are allowed *to usze
the weafpons and armor of a fighter as long as they are under
the vow of tie swerd, while func*ioning as clerics one level
Lower than their level, At any time a2 warrior priest gay
terounce the vow of the sword znd bccome a normal cleric;
o:ce this is done he By rever again wield a sword or use
plete armor or a stield.

"inigum Kequisitee : 5+

(3}

15+, uis 15+
“¥perience Progression A5 cleric
WERLEONS 1 As fiqghter

Armor : Any
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Magic Users



Magic Systenm

®5r the Convention, Magic Users will have the spells that
they know predetermined. The MU gets spell points which he
may use to throw any spell he knows.

Spell Points and Spell Costs:

When fresh, a Magic User gets a number of Spell Points per
day equal to his Intelligence.

Spell costs depend on the level and the MU and the level of
the spell thrown:

Spell Magic User's Level

Levél 1 2 /3 4 5 €= 8 9 10 11 12 13 14 15-16°17 18
1 8 #7964 3 228111 1T P19 11
2 8 6 = 4¢f 332 2 1. 1 1 1% cEids koo
3 8 Y5 M. 3 2-2- 1 4. 1tV ¥ -1
4 8 86 5= -2- -2 "1 3 ¥ K1
5 8 5 54 3 2Boi] W]
€ Feewt 4 352 2 1
7 g 6 5 & 3 -2
8 8 654
Q 8 6

Preparing and Throwing MU Spells:

Spells take effect at the end of the melee round in which
they are thrown. Thus they are dealt with after the effects
of regular missle fire and melee.

While preparing a spell, <throwing a spell, or holding a
spell prepared, an *U may be distracted. See how many hit
points he had left at the beginning of the melee round; the
chance of distracting him when he is throwing a spell is 2
times “he percentage of this number of hits that he receives
during +he melee rcund. {(Fcr exanmple, if he had 2 hit
points left and took 5, the distraction chance would be 2
tires 25% = 50%.) Trea*+ holding a spell prepared just as if
it were being throwr, When preparing a spell rather than
throwing it, the MU is easier to distract; the chance is 4
times the hit-fraction, rather than 2 times.

If distracted when preparing 2 spell, the MU merely has
accomplished nothing at all, at no spell point cost. If
distracted while attempting to throw a spell, the MU does
not get the spell off, but may succeed in holding it
prepared, Immediately roll againu, and if he again fails he
is forced to drop thke spell (a* *the usual 1/3 spell cost).
Treat similarly distraction when attempting to hold a spell
prepared.

20



Regeneraticn of Spell Poin*s

After 12 hcrs of sleep an M0 will recover the maximue numbher of
spell points, giving him the total nuaher of points shown on the
taktle below. For each hour of sleep les=s, and eica *ime he was
awakened, reduce the paxt days poiants Ly 1% roungirg any
fractional points ageinst the magic user.

Paily Allotmen+ of Spell Points

MU's Gpell Poin*s Used Day Betore -
Intelligefnce 1 2 3 o & “47°77°8+°9 10 11 12 13 1« "¥5"F6 17 18
1 11 1t 11 111N V0 - T 6 - AEEs S e
12 12 12 12 1212 A= -8 F1 9 8 .6 = "= = -
13 13 13 13 13-13 1 8<Fj PP 1% 10 8 F ~=Re= S At =
14 - W T 1P RT3 13 PR AIE RS R e =
15 15-15-15 15 RS-0 1413 12 1158w -
16 16 1€ 16 16 15 16 16 16 16 15 15 14 13"v"v 10" 8" - -
17 17 17 17 17 17 17 17 17 17 16 1€ 15 142 13 12 10 9 -
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Spell Delay System

If an MU does not take sufficient time between spells, the
spell point cost for the second spell thrown is increased. An MU
may throw another spell at normal cost after a delay period of a
number of rounds equal to his normal spell point cost for the
previous spell has passed, 1include the round in which the first
spell was thrown but not the round in which the second spell was
thrown. If a Magic User chooses to throw a spell before this
time has passed, tte spell point cost is incresed by one point
for each round remaining in the delay period (including the
current round). Preparation of spells may take place during the
delay period without penalty.
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Shield

Sleep

Read Magic
Detect Magic
Ignite Pire
Hold Portal
Faerie Fire
Ice Lance

Analyze Spell
Strength

Web

Mirror Image
Weakness

Fire Bomb

Sound Amplification
Pyrotechnics
Infravision

Wizard Lock

Prot. Nor. Missiles
Dispel Magic
Monster Summoning I
Second Sight
Disguise

Firetall

Heat Cbject

Slcw

Fxtension
Polymorph Self
Massmorph

Hall. Terrain
Mons. Summoning II
Size Change Self
Levitate 10'r

#all of Fire
Implosicn

Blinding Plash

Magic User Spells
level T

Sealing

Binding
lightning Lance
Wind Veering
Magic Missile
Color Change
Ventriloquism
Locate Anrimals

Level 11

Wwind Eringer
Mini-flash
See Invisible
Invisibility
Magic Hand
Long Talk
Range Finder
Levitate Self
Locate Object

Level ITI

Snowtall

Cool Chiject
Llightning Bolt
Water Breathing
Haste
Suggestion

Fly Self

Level IV

Flame Weapon

Wall of Ice

Ice Stornm

Growth Flant

wizard Fye

wWall of Flectricity
Dimension Door
Locate Perscn

Magic Bridge

Telescopic Vision
Displace Self
Range Loser

Read languages
Contuse

dessage

Cleanse

Detect North

Knock

Prot., En. Monsters
Write Languages
Phan*asmal Forces
E5P

Locate Plants

Air Blast

Fog Weave

Magic Mouth

Explosive Runes
Clairvoyance
Clairaudience
Mage Wind
Invisibility 10'r
Velocity Finder
Rope Trick

Magical Trap

Fear

Telepathy

Trace Sending

Storm Bringer
Control Self

Temp. Bag of Holding
Cold Cone

Prot. Locate Objects



Prot, Nor. Weapomns
Wall of Iron
Animate Dead

Hold Monster

Magic Jar
Clcudkill
Telekinesis
Transmutation

Wall of Stone

Concentrate
Reincarnate

Anti Magic Shell
Death Spell

Geas

Rerulsion

Power Word Blind
Reverse Gravity
Monster Summoning V
Cone of Weakness

Power Word Stun
Permanent

Polymorph Object
Monster Summoning VI

Power Word Kill
Prismatic ®all
Yons. Summoning VII

Tevel V

Mini-Maze

Fly Others

Conjure Flemental
Mons. Summoning III
Ext. Ordinary Fire
Immolate

Small Patterning
Storm Calm

Growth Animals

Level VI

Invisible Stalker
Control Weather
Cooperation
Projected Image
Delay

Shield of Protection

ILevel VII
Grand Patterning
Mass Invisibility
View Past

Level VIII
Ext. Magical Fire

Clone
Mass Suggestion

Llevel IX

Meteor Swarm
Avalanche
Time Stop

Polymorph Cther
Teleport

Phase-In

Pass-wWall

Contact Higker Plane
Feehlemind

Trace Teleport

Stone Walking

Monster Summoning IV
Disintegrate

Move TFarth

Stone to Flesh
Legend Lore
Part/Lower Water

True Sight
Damp Teleport
Phase Door

Mind Blank
Time Travel
Symbol

Astral Spell
Cone of Feeblemind
Shape Change
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Level One Magical Spells

SHTFLL: Tt gives the MU Armor Class 2 vs, missiles, ard AC 4 vs.
other attacks. Duration: 27 melee rounds.

SIFED; It affects ro creatures of higher than 4th level or U4+1
HD. Tt dces not work on Undead, or other ron-living entities,
Jt puts to sleep up to 208 1st level ¢types, cr 2LF 2nd level
types, or L6 3rd level types, or a sirgle 4tk level type. Wher
different level tyres are in the zone of effect, then the lowest
levels are affected first, followed ty the higher levels until
the effects of the spell are used up. Fange: 24, Zore of
effect: a cube A0 feet on a side,

RFAC MAGTC: This spell 1is required tc use MU spells off of
scrolls., Magical writirg appears to the wuraided eye as
meaningless constantly shifting and changirg tlue secrirpt. This

spell erables the caster to read this magical scrigt. Duration:
10 minutes per level of caster, or one spell throwr off of a
scroll. F

DETECT MAGIC: A c=rell to determine if there bas been enchantment
laid on a person, place or thing. The caster will see a tlue
glow around anythirg magical. Duration: 6 + level of caster
melee rounds,

IGNIT™F PTRE: The caster may ignite a sincle okject, which must
te able tc he quickly lit by an ordirary tcrck (ex. an oil socaked
raq). PRangr: 12%, Duration: 1 melee rourd.

FOLD PORTAT: It holds closed a door, etc., vhich must be
completely closed at the time of casting. A strong anti-maqgical
creature (ex. Ralrcq) may shatter it. (Cispel Magic gets rid of
it automatically. Rnock allcws the docr tc be cpered.)

Duration: 206 melee rounds, Rarge: 3",

FAFRTF® FIRE: T+ surrourds all otjects or creatures, withkin the
zore of effect, with a pale gqlow. There is nc savirqg throw, s
will outline irnvisible otjects or creatures. Area cf Fffect: 1"
by 1", TDuration: 6 + level of caster melee rcunds. Fange: 6",

YCF LANCE: I+ Aoes D8 + level of the caster, cf ccld damage,
requirirag the normal roll to hit as a missile weager, brut there
is no saving throw, Cold resistance prcvides cowmrlete

protection. FRange: A"

SFALING: Tt will make a wooden structure water tight, ever
aqainst sterm force waters. The structure sust ctherwise bhe in
gonod share before tha spell is cast. %cne cf effect: one

structure with largest dimorsiors at nrost 10 vards per level of
caster, DNuratior: 1 Jday per lavel of the caster. Maximum Range:
1" from caster tc certer of structure.
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RINDTING: It may be used to mend or strergthen either wccden cr
cloth structures, includinrg ropes cr other fabtrics. Td widderot
render the mended structure water tight. Rance: 10 feet,
Duration 6 honrs per level of the caster. Zone  of Fffect: 2
feet by 2 feet,

TLIGHTNING LANCF: It does D8 + level of the caster of damage,

requirirqg the normal roll to hit as a missile weagon, kut no
savirg +throw. Resistance to 1lightning rrcvides complete
protecticn,

WINC VFFRING: Tt changes the directior of the rrevailing wipd 4¢
degrees in the desired direction. Fepeated applicaticns of this
spell vill thus be ahle to prcvide any wind directien desired.
Duratiomn: 4 hours per level of the caster. 7cne cf Fffect: Shigp
on which the caster is located at the time cf castina, or the
area withir a 10" radius of the caster.

MAGIC MISSILF: B magical missile or missiles emarate fror the
finger of the caster. They are +1 to hit, apd dox 1-4--I6-0f
damage., (There is ro saving throw.) At 5 levels abcve the level
of the %0 first gct the spell, he may add a secord missile, and
two additional missiles for every additional 5 levels. (Thus if
a MU got the spell at 1st level, he wculd get 3 missiles at 6th
level, 5 missiles at 11th level, etc.) A1l missiles ir a burst
must be aimed at the same target. Rcll fer each wmissile
separately to see if it hits. Fanage: 15",

COLOR CHANGE: The MU cap change the color of cbjects small
enough that they conld be completely enclcsed in his hand.
Rarge: 1/2 foct per level or the caster,

VENTRILOCUISHM: The MU may make the sound of his voice come fronm
somevhere else, He may also use it to immitate the voices of
others, The difference will not be detected if ke has heard the
voice before. (This functior cf the <cpell way te used in
conjunction with Magic Mouth, 1TLong Talk, cr Disguise.) Range:
6", Duration: 10 minutes per level of the caster.

LOCATF ANIMALS: The caster must specify the particmlar species
of animal to be locatedi. Be will be informed of the straight
line direction to the animal. Range: €", Curation: 10 mirutes
per level cf the caster.

TELESCOPTC VISTON: Tt allows the MU tc see thirgs as if they
were closer to him. ™he MU must concentrate or ore recicn. The
maximum magnification is twice the level of the caster. (Thus an
M1 could see things twice normal size while an MOS could see
things 10 times normal size.) Duration: 10 melee rounds.



ISPLACF: SFLFs It warps liqght (and irfrared) waves, sc that the
caster aprears to be uo to 17 feet away from where lte actually
is. ~ This will add 17% to defense fror melee or missile attacs,
and nplus 15% versus targeted non-area sgells. 1t grcvides nc
defense vs, area spell. Duration: 20 melee rcunds.

PANGF LOSFR: If the single victim fails tc save (vs. Mental), he

will ke upable to accurately gauge Adistances. He will not bte
avare of this fact. (3ive the victim ap additicnal -20% to
missile fire at medium rarge, -40% at lorg range, Increase the

error on spell targetting by +20% at medium range, and +40% at
lora range.) PRange: 3€" Duration: 2T4 melee rcunds,

READ LANGUAGFS: The caster can read one specific language. He
can do so as would an ordinary native. Luraticn: 10 minutes per
level of the caster.

CONFIISE: A confused creature will not te able tc coordinate his
actiors with anyone else. {Tn the case of player characters, the
plavers may nct consult, and must submit orders in writing.) Ir
addition there is a 1/3 chance each melee round that the creature
will not te able to decide what to do that melee rcund, arnd thus
will do absolutely nothing at all. Those creatures cortrolled by
some outside source, will not te affected, (Cf course the
outside source will have to make any relevant control check.)
Only those of 4 HL or more will get saving throws., fTheose of 2 HT
or l»ss are affected immediately; others get a delay cf Df minus
the level of the caster melee rounds. Duraticn: 12 melee ronunds
from the time cast. Range: 12", Zone of Fffect: c¢ne creature.

MPSSAGF: The caster points at his target who will telepathically
receive the messagqge. ("he messaqe can nct te cverheard, and
backqround roise ar Silence Spell have no effect.) Range: 12%,
Duration: .1 melee round. Maximur Fffect: a rmessage 10 words
lona.

CLFANS®: I+ will clean any nor-living material or a being.
Maximum Fffect: 172 pourd of dirt fer level «cf the caster.
tirt, agrime, etc., slough off the tarqet, witkcut damaging
delicate itewms. Range: 1", Curatior: 1 melee round. Zone cf
Effact: =10 cibic feet.

DETECT NCRTH: Tt lets the caster krow which directior is Nerth,
Doration: 1 melee reonnd,



Level Two Magical Srelis

ANALYZF SPFLL: It will inform the caster of all MU spells that
are beinrg prepared, thrown or are currently in effect, I will
give the spells' directions, distarces, ard states. Zcre cof
Fffect: sphere 3" radius centered on caster. (Ccunt stene, €tc.,
as 10 times its actual thickness.) Turaticr: 1 welee rconuri.

STRFNGTH: TIncreases the requisite Strergth of cre irdividual: a
Fighter's strength by 204, a Cleric's ty T€, a Thieves bty LU, TFf
10 melee rourds are taken to throw the spell ttere is no saving
throw. A person will not be able to recieve a second Strength
for 24 hours. Duration: 80 mirutes. FRange: 247,

WFB: I+ creates a barrier of sticky strards wtict are d1ifficult
to sever, but are subject to flame. Bill Giarts and similarly
large creatnres car break through ir 2 welee rcurde. Lesser
creatures take lonager, {(a humar wculd typically take  © rpelee
rounds.) A flaming sword would slash through in tut a single
melee round. Duration: 10 minutes per level cf the caster. Zone
of effect: a wall 20' wide, 10* high, 172" thick. Range: 3",

MIRROR TMAGF: The ™I creates images cf hismself, randomly
distributed around him, which are irdistirquishatle frcm him and
appear tc do exactly what he does. Ary attack (welee, prmissile,
or single target damage spell) wupon an image will dispel it,
vhether the attack would have been successful or rct. Duratior:
6 + level of the caster melee rounds.

WFARNESS: Similar to the Strength Spell, tut oprcsite in effect.

SOUND AMPIIFICATICNS: Allows the recipiernt tc hear ncises
normally too faint for him to hear. Add +30% to chance fcr
hearing when 1listening at dcors. Range: 1" when cast.

Duraticr: 6 + level of caster melee rounds.

FIREBOMB: It does fire damage of L6 + level of the caster. It
has no effect on Fire-Based creatures, and Fire Resistance gives
complete rrotection., Save results are as per FireFall. 7Zone of
EFfect: 10' radius sphere. Range: A",

PYROTECHRNICS: Tt requires some form of non-ragical fire or
flame. The spell extinguishes the fire scurce, provided it
occupies an area of at most 1 square yard. The spell car be used
to create either a fireworks like display, or at least 20 cutic
feet of smoke. The overall effects depend on the size c¢f the
fire used., Duratiorn: 6 melee rourds. Range: 24%,

INFRAVISION: It allows the caster to see infra-red light rays,
(as do Flves and Dwarves). Duraticr: 1 day.
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WIZARL LCCK: It holds <closed a door, etc., which must bhe
completely closed at the time of casting. A strcng anti-magical
creature {ex. A Palrog) may shatter it. (Cisrel Magic if
successful gets rid of the spell. Knock if successful allows the
door to te opened. Kriock has the same chance cf cuccess as does

Dispel Magic, i.e. as in a "level vs. level tattle".) An MU
three levels higher than the caster, or the caster himself, will
not be affected by the spell, Curation: 1 day fper level of the

spell caster. Range: 3",

WIND BRINGFR: It causes a gentle ‘treeze (8-12 M.P.H.) to come
into the immediate area of the caster, Lirecticn ¢cf the wingd is
as the caster desires., This spell is orly usable abcve grournd.
Zene of Fffect: the ship the caster is on at the time of casting
or the area within 10' radius of the caster. Duratior: 4 hours
per level of the caster.

MINI-FLASH: May be thrcwn at opne creature. 3 swmall tright
flash will go off ir front of all its eyes. Urless a Savirng
Throw (vs. Phvysical) is made, it is blind for 2r4 melee rounds.
Tf its eyes are closed or covered, give plus 20% or the savirg
throw. {(This spell is useless vs, creatures that dc not use
eves, such as Undead or tats.) Fange: 6",

SEE INVISIRLE: It allows the caster to see invisible objects cr
beirgs, if he would otherwise see them. It is cast upcn crecelf,
Duration: 1 hour.

TNVISIBILTTY: Tt make~s something not visitle, including to thcse
usirg Irnfravisiorn, ™he spell will ke brcken if the recipient:
casts a <srell, actively uses a wmagical device, opers a docr,
immerses himself in water, engages in melee, or fires a missile.
The recipient may always break the spell if te chcoses, It has
been fnund that extended periods invisitle (atcut an hour or
more) terd to attract various nasty beings, especially Spectres.
The lorger the reriod, the greater the danger. Rlsc ttey seer to
ke able to hit a victim better than usual when he is invisible.
7one of Fffect: Ore obhject or teing (ircludirg objects he is
carrving at the tire of casting and continues to carry), provided
its largest dimension is no mcre thar 1 vard per level of the
caster, Farge: 24", Maximum Curatior: 1 btcur fper level of the
caster.

MAGYC HAND: Tt creates a small humaroid bard that car 'hold up tc

379 1ts, of strecss, (So for example, ore could cast a rope to
it, and then scale the rope.) The hand ic unatle to grasp a
livirg ot-ject. The locatior of the bhand remains fixed, althongh
it can oren and clese, and rotate arourd a fixed peint. Range:

3". TPuration: 10 minutes per level cf the caster.
RANGF FTNDEP: The caster mav poirt tc one sclid ctject, ard he

wvill know the distance to it. Maxipur range: € gmiles per level
of the caster, Curation: 1 melee rourd,
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LONG TALK: The caster may send a verkal rmressage of up to 25
words in lerngth, 4 magical mouth will arrear ard speak the
message at the place specified hy the caster, whe must csrecify
exact distance ard direction frcm his present lccaticn. Maximum
Rarge: 1 mile per level of the caster.

LEVITATE SF¥LF: It Aallows the caster to levitate himself,
vertically only. He may lift tesides himself, U %t 012008 G, BT e f
encumbrance per level of the caster. Maxirum Heiqght: 30'per
level of the caster. Maximna Speed: A0' urwards rper melee
round,

LOCATE CRJFCT: The caster mrust have a descripticn of the
specific object to be located. He will be infcrwed of the

straiqght line direction to the okject, PRarge: €" + 1" per level
of the caster. Duration: 1 melee round.

KNOCK : Tt opens a magically held docr, withcut tbtreaking the
spell. Against the 1st level spell Wizard Lock, it must win a
"level vs. level battle" as per Dispel Magic. T+ will not open
mechanically locked objects, but it will allcw ncr-lccked objects
to be opened from a distance. Fange: 6",

PROTECTICN PROM FNCHANTFED MONSTEES: Gives the MU + 25% o@n
deferse (both versus attacks and on saving thrcws) against
Fnchanted Mcnsters, (Elementals, Golemws, Invisible Stalkers,
Aerial Servants, Djinns, FEfreets, Homunculi, Salaranders, Demons,
Angels, and Simulacra.) It will add tc other kirds of
protecticn. Duration: 6 + level of caster melee rcunds.

WRITE LANGUAGES: It gives the caster the ability +tc toth read
and vrite one specified 1lanquage. He «car dc sc as would ar
ordinary native. Duration: 10 minutes per level of the caster.

PHANTASMAL TORCFS: It allows the caster tc create vivid
illusions , which can not directly cause dJdamage *o anyore.
However, they «can be made to move as wculd real creatures or
objects. The difference can not be detected via tte crdirary
senses of hearing, siqht or smell. An illusion can be dispelled
by the deliberate touch of flesh, ( or by +the spell Dispel
Magic). The caster must continue to concentrate cr the illusions
in order to maintain them. There is no saving throw against this
spell, although anvone is free to ignore the illusicrs if they
choose. Range: 24", Maximum Curation: 1 hour per level of the
caster. ( As a rough quidline, an MU can contrecl at mest 1/2 his
level seperate illusions of creatures 1/2 his level.)



ESP: Tt allows the caster to know what anctbter being is

currently concinonsly thinking. The victim gets a saving throw
(vs.  Merntal). Tf he has succeeded in savirg, thker he will know
some spell has been thrown at him. It may be targeted or a

single visible individual, or it can te thrcwn at an area cf 1"
by 1", Tn the former case the saving thrcw is at 20% worse for
+the victinm, In the latter case, a single victim is chosen at
rarndom from among any possihle victims. Range: 6" (ccunt stone,
etc, as ten times its actual thickness). Curation: 12 pelee
rounis.,

ATR RLAST: It produces a damaging hlast cf air, which does D4 +
level of the caster, hit points of damage. It does not effect
pon-corporeal creatures or air-based creatures. Tt has half
effect or creatures currently flyirg. Area of effect: a cone
emanatinag frcm the caster, as per a Fear Spell ( a ccne 60 feet
long, with a base 30 feet in diameter). Save results as per Fire
Ball.

LOCATF PLANTS: The caster must specify the paricular species of
plant to te located. He will be infcrmed cf the staight line
directien to the object. Range: 6" + 1" per level of the
caster. Duration: 1 melee round,

FOG WEAVE: Tt creates a patch of dense craque fcqg, which can te
blown away. This spell is only usatle above ground. FRange: 6",
Duratinn: 1) minutes per level of the caster. Zone of Fffect: a
cubhe ter yards on a side.

MAGIC MOUTRH: The spell is cast or ap ohbject. At a later time
the object will deliver the svecified ressage once. A mouth will
appear or the ohject or the spell will wuse the mcuth of the
object if it has one, and it will speak he messaqge in the
caster's voice. The message may te up tc 25 wcrds long. The
conditions under which the magic mouth will speak pust be cof a
form that the caster could himself determine by nor-magical means
if he were present, Duration: 1 day per level of the caster.
Range: 1 ",
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Level Three Magical Spells

PROTECTYON NCRMAL MISSTLF: The recipient teccres impervious tc
ron-magical missiles which have nct heen rrejected freom raqgical
weapons., Tt will nct protect aagairst missiles fired by heings cf
1/2 the level of the caster or greater. {Sc if the caster is 5th
level, a missile from a 3rd level will rct he affected by the
spell.) Duration: 12 melee rounds. Range: 3n,

DISPEL MAGIC: It gets rid of erchantments of a nen-clerical
nature, Ar M3 is alvays succesful against enchantments that he
cast himself, Cthervise, the chance of success is as rer a
"level vs. level battle", Let [ te the level of the person whe

threv the enchartment to he dispelled, and let I ke level of the
caster of the Dispel Magic. The chance €for success IS L/iE % T).,
If the U0 fails to dispel a rcortirning enchantrent, he does not
get a second charnce on it. Range: 12"/ Zore of Fffect: a
svhere of radius up to 2 feet per level of the caster. (The
caster may choose to decrease the radius,)

MONSTER SUMMCNING T: Any listing on the Mabler Randering Morster
Tables #1 or ¢#2 , wmay be chosen ty the caster. A single teing
wvill appear next to the caster after ore melee rcund delay. {You
cast the spell in roundi #1, ard the creature will have the
equivalent of the 2nd level spell Suggestion cast wupcn it tc
serve the caster. The creature is real, ard has teen transported
here from elsewhere in the worli. It will returr tc from wherce
it came, along with everything it trought with it, Duration: €
melee rounds.

SECOND STGHT: Allows the caster to see perfectly normsally
without the use of his eyes, or the need fcr any 1light.
Duratior: 6 + level of caster melee rounds.

DISGNISF: The caster may change the recipient's appearance sc
that he looks like someone else. (The being beirg imitated must
be a memter of a humanoid species cf similar size.) There is ro
saving throv against heing fooled. Tn order tc fcol a memter ct
the species concerned that the recipiernt is a rarticular memter
of that srecies, the caster wust te a sember cf +tthat Species
himself, and the caster wmust have had a chance tc carefully study
the model. (This spell only affects visual details; vertriloquise
may be used to imitate voices). Curation: € bours per level of
the caster. Range: 17,

FIRFBALL: A succesful physical save results in nc damage. It
creates a sphere of magical fire, 2Z0 feet in radius. All within
must save or take damage, but the amcunt cf the darage differs
depending on how far you are from the tlast cernter. If the
FireBall was thrown bv an Nth level Maqgic User, then vcou take N
6-sided dice of damage within 2 feet cf the certer. Cutside of
this area, but within 20 feet you take orly one third cf this,
Range: 24", The volume is ahout twelve 10' x 10' squares,
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HFAT ORJFCT: Tt takes 10 melee rounds tc cast, teating cne
solid otject to about 200 degrees fahrenheit, The wmaximur
veight is 590 G.P. per level of the caster. Turatior: 12 hours.
Range 24%,

SIOW: It slows the movement along tte grcund of affected
creatures by a factor of two, (Tt will affect pagical movement
due to Bcots of Speed, Speed poticn or Haste Sgell. The victie
then moves only at normal speed.) It affects up tc 24 creatures.
Normal saving throws (vs. Physical) apply. (The spell does not
give disadvantages in combat per se, it merely affect the rate of
travel.) Zone of FEffect: sphere of radius 30 feet. Range 24%,
Duration 1/2 hour.

SNOWBRAII: Save results are as per Firekall. It is similar to a
Fire8all, excert that it gives <¢o0ld damage rather than fire
damage, Also the damage is four sided dice, thrcughcut the 20
radius sphere, for a Snovball cast by an Nth 1level Magic User.
Range: 24", Volure: about twelve 10' by 10' squares.

COOL OBJFCT: It takes 10 welee rounrds to cast, cooling ore
solid object to abocut -30 deqrees fahrenheit. The maximum weight
is 500 G.P, rer level of the caster. It way also ve used to
freeze vater; it will produce a maximur of 750 cutic feet of ice
per level of the user. Duraticr: 12 hours. Range: 2un, (If
scmeone is in contact with a metal object at 30 below, then give
him 1 hit point per melee round, as well as a 1/6 chance per
melee ronnd that it will stick to his skir, dcing DB hit points
when it is removed.)

LIGH™NING BOLT: Save results are as per FireBall. Tt does N
6-sided dice of electrical damage, if cast by an Nt} level MO,
Zone of Fffect: 60 feet long. FRange 24",

WATER-BREATHING: It allows the recipient to treatte urder water.
Duration: 1 heour. PRange 37,

HASTR: As rper Slow, except that it ircreases rcvement by a
factor of 2 rather than decreasing it.

SUGGFSTTCON: If the single target fails tc save( vs. Mental),
then the caster rav make one suggestion tc hinm. If the caster
has a high Charisma the victim has 1less ¢f a chanrce to save.
(For 18 Charisma it's -15%, for 17 it's -10% fcr 16 it's -5%)
The suocgestion rust be short and sigplec. 5 is made
telepathically the melee ronnd after the spell is cast. The
victim vill then fcllow the suggestion, provided it is something
that he miaht very well have chesen tc dc himself. The key is
that i+ must be a viable option that the victin right have choser
of his own free will, A victim who fails tc save will have nc
memory of the snell having bteen cast or Lkim or thkat his actior
were affected, Tange 247,
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FLY SELF: Tt allows the caster to fly thrcugh the air. Paximum
speed is 12", The caster car carry besides tis cur weiaht, 500
G.P. of encumrbrance. Tha rise or fall Ly at mcst cne foct is
allowed,) Duraticn: 5 + level of caster relee rcunds, This
scell may be cast simultareously with Levitate fcr the sup of the
spell points, withcut taking anv additicnal time.

EXPLOSTVE RUNES: The caster fplaces them or either a scroll or
book, ip order to protect them from beirg read by cther thar a
specified list of people. (The maximur rusber of peorle on this
list is the level of the caster.) Tf the reader is rot ore of
the nerscns named when the spell wuas cast, then the runes will
explode, This destroys the book or scrcll and gives the reader
the level of the caster's DA's in damage ( tc savirg throw).
The Runes may be detected by an MU of at least the caster's
level; the chance for successful detecticn is given ty a "level
vs. level battle" Pange: 1", Duration: 1 day per level of the
caster. Zone of Effect: 1 book or scroll. )

CLATRVOYANCE: Tt allows the caster tc see what ancther teing is
currently seeing, The victim qgets a Savire throw (vs. Mental).
Tf he has succeeded in saving, then he will kncw some spell was
throwvn op bhim, Tt may be targeted cr a sirgle visitle
individual, or it can e throwr at an area of 1 by 1. Ir the
former case the saving throw is at 20% worse for the victim. In
the latter case a single victim is chosen at randcm, from among
any possible victires, Fange: 6 (ccurt scre, etc. as ten times
its actual thickness.) Duration: 12 melee rounds. It may te
cast simultaneously with ESP andsor Clairandience fcr the sur of
the spell point cost, without taking any additioral time.

CLAIRAUDIFNCE: Similar to Clairvoyance, tut instead the caster
hears what the victim is hearing.

MAGE WIND: It causes a strong Ltreeze (25-30 MPH) to come intc
the immediate area of the caster. Cirection cf the wind is as
the caster desires. This spell is wusatle cnly abcve grourd.
Zone of Effect: the ship the caster is on at the time of casting
or the area within 345" of the caster. Curaticn: 4 hcurs per
level of the caster.

INVISIBILITY 10' RADIUS: It is similar to the second level spell
Irvisibility. Hewever, it affects all objects and beings withir
10*' of the caster at the time he cast it, as well as the caster.
The whole spell is broken if the caster dces anything that would
normally turn him visible (as per Invisibility srell). The spell
ends if the caster dies. Even if the spell remains up, others
become visible if they do something that wculid ncreally turn ther
visible, or if they are no longer within 19' of the caster. (Orce
you move outside of the 10'radius moving tack inside does nct
help.) Maximum Duration: 1 hour per level of the caster.
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VFLOCTTY FTYNDEFR: The caster may point to cne solid otject, and
he will know its speed and direction of nwovemert relative tc
himself, as well acs its distance from himself. Maximum Range: S

miles per level of the caster.

ROPECTRTICKS
length six
stard upright.
into a tiny "pocket universe”.

enough tc comfortatly hold four
but no natural light. The rope
uriverse, When the spell ends
finds itself back in the normal
above qround., Duration: 1 hour

The spell erables
feet to twenty four

Curation:

Any who climb the

1 melee rcund,

the caster
feet) in
rope tc

to ttrow a rope (Of
the air and have it
the tcpr will varish
This pocket universe is crly big
people. It has bhreathable air
may be pulled ug intc the pccket
anything in the pccket uriverse
plane at the aprropriate height

per level cf the caster.




Level Four ¥agical Spells

EXTENSION: Tt 1increases hty fifty percert the duraticn. of cre
spell thrown by the caster. It may te thrcwn at tte same +time as
the spell to he extended for the sum of the spell rcint ccsts and

without requiring extra time, It may alsc ke cast ary tiwme
during the duration of the spell ir questicn. In that case the
caster has to he within the usual range cf the srell to te
extended,

POLYMORPH SFLF: Tt allows the caster to take the shape cf
anything he desires. He retains bis present mass, ard thus his
nev size is about the same. He nmust specify tte shape at the
time of casting. He will not therety gain the <ccmlbat
capabilities of the shape, tut he will cain - govemert
capabilities, (For example, he would te able +tc¢c fly 1like a
Dragorn, Put not get a breath wearon.) He may chcose to
incorporate arything on him at the ¢time of castinc into the
shape. (This would allow hig to *take along his clcthes and
equiomert.) He will retain his atkility to cast stells, rrovided
that the form can make the proper sounds and hand motiors. He
will Detect as Magic, and a T[Cispel Magic will have the usual
chance of returring him to his criginal form. Thke caster may erd
the spell at will, Duration: 1/2 hour per level cf casteér.

MASSMORPH: It may only be thrcwn cutdcors, concealing up to 100
persons ({i.e. two-legged, gererally mammalian living beings, less
than or equal to man-size). They will appear as a woods cr
orchard. The concealed figures may te moved through without
being detected as anything other than trees, and it will nct
affect the spell. (Rlthough a [Letect Magic will wcrk.) ;5 o
reguires the caster to concentrate in crder tc maintain the
spell. Anvone taking any action that would break the 2nd level
spell Invisibility will no 1lorger ke corncealed ty this sgell.
The perscns to be concealed must remain within 12" of the caster.
Maximum Curaticn of the Spell: 1 hour per level cf the caster.

HALIUCINATCRY TERKAIN: Tt may te cast only cutdcors, creating an
illusion which affects a large area. Terrair features can either
be hidden or created. When any intelligent creature ccntacts the
area affected, the spell will be broken, unless he is
specifically trying not to do so. Totally unintelligent creatures
(Say those below the intelligerce of a horse) will he totally
unaffected. by the spell. Area of PRffect: ugn to 100 square
inches per level of the caster cver sixth. Range: 24", Maximunm
Duration: 1/2 day per level of the caster.

MONSTER SUMMONING TT: As the third level spell, except that it
involves entries on Mahler Wandering Monster Tabtles #2 and #4,



STZ¥ CHANGE SFLF: The caster may while the spell lasts, freely
vary his size arywhere from ter times his rcrmal size to ore-
tenth his normal size. Fverything that he is carrying or wearing
changes size with him. There is no ccrresronding change in his
strength, bhut there is in his mass. Wken tte spell ends he
returns to his original size. Duration: six plus level of the
caster melee rounds.

LFVITATFE 19YRADIUS: As the second 1level spell, except that it
affects all within 10' of the caster as with Invisibility 10°?
Radius. Cne must save vs. Physical to stay on grcund.

TMPLOSTON: The caster may attempt to crush one victim. Tt gives
the level cf the caster Di's of darage. A save results in half
damage. (Tt will not work against ncn-corporeal heings such as
cpectres or op other beings without so0lid tcdies suchk as Giant
Slugs, Water Flementals, Ochre Jellies, etc.) Range: 12",

WALL OF FIR®: Tt creates a wall of magical fire, although Pire
Resistance provides complete prctection. The <shape cf the wall
is either a hemisphere of 20' radius or a plane up tc 60°¢ lorng
and 20' ‘"high. The wall is opaque, which will make it very
difficult for missile fire or nop-area spell to be targeted
through it, 7Tt rerains where it is cast fcr the duration, urless
dispelled. Creatures under 4 hit dice must save (vs. Fhysical)
ir order to pass through the wall. It gives damage tc all those
who pass through it and are not fire-using or fire-dwelling.
Urdead ard cold-based creatures take 206, cthers take D6 (no
saving throw), The wall prevents the passage cf ccld based
magic. Turation: six plus level of caster relee rcunds. Range:
En,

BRLTNDING FTASH: The caster may create a flash of ligkht, These
within six inches of him, and ir the line cf sight of him, must
save (vs. DPhysical), or te blinded fcr 206 melee rourds. {The
user 1is not immune.) Those facing away or with their eyes
clgosed, qet plus 20% on their savirg throws.

FIAMF WFAPCN: Allows the caster tc flame any sirale edged ncn-
magical weapon. Pcnus in comhat is as per the swerd of that name
(rlus 57 or hit probability, plus 109 or hit rrckatility ard plus
2 tn damaage versus Trolls, plus 157 con hit prcbakility ard plut
to damaqgr versus Undea? and Fnts.) Luraticn: L honrs Fange:
1".

A} © =
2 (% b < ~ ~

< <
= —~T N 3 ‘3 N =
* \) - > -~ 1 e el 1805
> K  AAAAAAAAA DT 5 - mg
. a— ————
P - 2 \f’\TM >
= S~
.- S /;J_j';,—— 7 23 // V4
\\‘)/\J/-’ 9
s

<

]

WD)
o~



WALL OF ICE: It creates a wall of magical ice, alttough Ccld
Fesistance provides complete prctection, The srhere cf the wald
is either a henisphere of 20 foot radius, cr a rlare cf up to €0
feet long, and 20 feet high. The wall is cpaque and " thick,
which will make it very difficult for rissile fire cr ncn-area
spells ¢tc te targeted through it. Unlike the Wall cf Tlames,
once a hcle is made in this wall it remains there to allow cthers
to pass throungh for no damage, or to throw spells c¢r missiles
through, The wall remains where it is cast fcr the duraticr,
unless dispelled. Creatures under 4 hit dice must save vs,
Physical ir order to pass through the wall, It gives damaqe tc
all who rass through it, and are not cold-using c¢r Urdead. Fire-
based creatures take 206 damage, all others take [€ damage, (nc
savirg throw). The wall prevernts the passacge cf fire-tased magic
(ex. Pire Rall, certain Dragon's treath, etc.) [uration: € +
level of caster melee rounds. Rarge: 6", where a %all cof Ice
and a Wall of Fire overlap, they will cancel eaclt cther cut.

JCF STORM: 1Tt creates a storm of large hailstones., Tt does 3r¢
plus level of the caster hit ppoinrts of damage tc thcse within.,
There is no saving throw and Cold Fesistance does rot telr (sirce

the damage is froe impact.) It does rot affect completely ncn-
corporeal beings, (ex. Spectres). Those who get their shields
overhead take half damage. Those prone take dcuble damage. A

Fire Rall would melt the hailstores where the two spells overlarp,
resultirg in no damage from the hailstones. Zone of Effect: a
cube 30 feet on a side. Range: Zz4", T[uration: 1 melee round.

GPOWTH PIANTS: Tt may only be thrown outdcors. Tt causes normal
brushk or woods to become thickly overqrown (this takes cnly one
melee round to happen), making the area virtually irpassable: Tt
may also te used to aid the growth of crors. In that mode the
plants will grow twice their ordinary rate durirg the duration of
the spell, Zone cof Effect: up to 50 feet bty SC feet. Curaticn:
1 day per level of the caster or until disgelled.

WTZARD EYE: It produces, initially at the 1lccation of the
caster, a remotely controlled visual sensor in the form cf ar
eye, The eye is invisible (and detects under see invisgitle,) Tt
is about the size of an average eyetall, ard emmay nct pass
through sclid objects. The eye moves at ur to Z¢€. Fange: 100°
Duration: 6 + level of the caster melee rcunds.
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WALL CF FLECTRICTTY: It creates a wall cf magical electricity,
although lightning Pesistance provides comrlete protection. The
shape of the wall is either a hemisphere of radius 20 feet, or a
plane up to 60' 1lcng, and 29' high. The wall is cowpletely
trarsprarent, T"hus it will not be wvieible, but thcse vho stand
very near it or arproach it very cavticusly will feel scmething
(ex. the hair on the back or their hand starnds ur.) Tt remains
wvhere it is cast for the daration, unless dipelled. Creatures
ander 4 ML must <save vs, Physical in order to fass thrcugh the
wall. T+ gives damage to all those who pass thrcugh the it and
are rnot electricity-using or electricity based (ex, Will O'Wisp,
Flectric Eel, Blue Dragon, etc.) Creatures who are standing ip
water or are otherwise well grounrded take 2D€, cthers take DE (nc
saving throwv). Duration: K + level of thte caster pelee rourds.
Pange 6.

DTMENSTON DCOR: Tt allows the caster to «create a pair of
connected doors 6' wide and 8' tall. Creatures or chijects may
pass thrcugh one door and come cut the other. They may only go
in ore of the doors, which is specified by the caster at the tiwme
of rcasting. Once part of the «creature or otject is thrcugh the
rest will be drawn through as well., The door will appear opaque.
(If vou €nd up inside solid stomne tough luck.) Ore of the docrs
must be within 1 of the caster at the time cf castin. (Fcr
exa®nle, he might call 50' in frort of me, 30' tc my left, ard
10' up.) Duration: 6 + level cf the caster melee rounds.

MAGTC RETDGF: It allows the caster tc rrcduce a temporary
tridae, similar tc a fine netting, and thus may alsc te clirbed,
Tt may rct te detached by ordirary meams, but T[ispel Magic has
its usnal chance of working. The near end of the bridge must Fe
within 10 feet of the caster when cast. The nmraximur lergth of
the bridae is 10 feet per level of the caster. The maximum width
of the hridge is 1 foot per level of the caster. The bridge may
support 2000 GP of encurhrarce per 1level <c¢f the caster.
Duratior: .10 mirutes per level of the caster.

LOCATE PFRSON: At the time of castinrg the MU rames ore specific
nperson (i.e. two-legged generally rarralian creature, near to or
less thar mar-sized) puring the duratior of the spell, the ¥U
knows te direction to that person provided he 1is in range.
Farge: c¢ne mile per level of caster. Luraticn: 1,2 hour per
level of caster.

MAGICAL TRAP: T+ may be set with one spell from the caster. The
chtoser srell and thke Magical Trar Srell are cast simultaneounsly,
for the sum of the spell poirts, taking 10 welee rounds. The
spell must he one the caster car rcrmally throw. fThe caster must
state the corditicrs under which the trap is tc te srrura, but
thev must be suck that the caster could determine them by
ordirarv mears if he were there. Maxipur trigger ranae: Te
Duration: ¢ hours rer level of the caster. Farge: 1.
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FFAR: A1l those failing to save (vs. Mental) will attemmpt ‘c
flee cr to get as far away as nossitle from tte caster. They are

afraid until they wmake a successful saving throw, They get
additioral chances to save at intevals of 60 wmirutes divided ty
their level, Victims will wuse wagical wears cf fleecirg (ex.

teleport) if they are availahle ard preferatle. Thkere is a 60%
chance minus 10% per level of the victim, that a victir will drop
vhatever is in his hand when hit ty thke ¥ear, (Tkis will not
apply to items that can speed ore from the scere. Alsc it will
rot apply to Magical Ttems that may not rcrmally te drorped such
as cursed items or intelligent weapons that make tteir reclls
against teirqg dropped.) A creature controlled ty an outside
source (e€x., a magical sword) is immunec. Alsc Paladips and Anti-
Paladins are completely immune to this spell. 1They have a chance
of rallying their forces or party. Zgte ‘cf  Pffect: " a .corne
emanating from the caster, 60 feet 1long, witk a base of thirty
30" in diameter.

TFLEPATHY: Tt allows full two way commuricaticr. A saving throw
(vs. Mental) arplies unless the victim wishes to ccmmunicate.
The caster may attempt to influnence the acticns cf the person who
he is cowmmunicating with. If be fails to save (vs. HMertal) he
will act on the =suggestion with either +2 to negctia*ion dice
{2D6) or +2 to caster's Charisma (whichever is ®cre arrropriate
to the situation). PRange: 9 (court stopne, etc. as ter times its
actual thickness.) Duration: € + 1level cf the «caster melee
rounds,

TRACF SFNDING: It is wuseful for finding the source cf an
Trvisible Stalker, Aerial Servant, Flemental, cr other cummored
creature. Tt is thrown on the creature in questicn. There is rc
saving throw. During the duratior of the spell, the caster gets
the direction to the person who summoned the creature. Duratior:
1/2 day rer level of the caster. Range: z4 to the creature when
cast,

STORM RRINGFR: Tt raises up a storr. The effect takes 10 melee
rounds tc reach a maximunm. The winds will ke stcrm fcrce (65-75
M.P.H.). The direction of the wind is randcm. Rain or snow will
accompany the winds whichever is more appropriate. Zone cf
Effect: area within 1 mile of where cast. Duraticn: 12 hours.
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CONTROL SELF: Tt may only ke thrown cn cneself, Tt gqives the
caster impunity to being Tmmobilized, Feared, or Ccnfused, Alsc
it will provide help versus crushing damage (including
corstriction, hugging, ard the Crushing Hands spell); the caster
takes half the damage that he otherwise would. Finally the
caster can get his body to do amazing feats, <suchk as bhold his
breath fcr extended nvperiods of time, stop bis heartteat, hecld
objects with an iron qrip, seal his ears, etc. (Fe can't perfcre
actions physically impossible for his tody.) Bis bcdy needs a
recovery reriod. 7Tt well not repond if the spell is thrown again
vithin 1 day. Duration: € + level cf the caster melee rounds.

TFMPORARY 3AG OF HCLDTNG: I€ cast on an crdinary sack, it will
act as a Bag of Holding for the duratior of the spell. (A Bag of
Folding will hold 10,000 G.P. as if they were only 300, Objects
of up to 10" ty 5' by 3°' may be stuffed into the bag, but they

seem as if they weigh only 300 C.P. ercurbrance.) Anything
irside the bag when the spell wears off, is lost. Cre may rnot
put one Pag cf Holding inside another. Fange: in ccntact when

cast. Duratior: 3 hours per level cf the caster.

PROTECTICN ' LCCATE . OBJECT: It provides an otject cosplete
protecticn against being located ty the 2nd 1level spell, or
similar magical mears. The spell can be throwr directly upor a

non-magical obiect. A magical item wmay te rrotected by casting
the spell on a container, wvhich will now ©prctect that specific

item wher it is irside. This spell takes 10 melee rounds to
cast, Duraticn: 12 hours per level of the caster. Fange: in
cortace,

CCLD CONE: 60' by 35* bhase Cone of Ccld epmanates from the
caster's fingertips doing N six sided dice ¢f magical ccld damage
to all within the cone who fail to save (vs. Ptysical), wvhere W
is the level of the magic user casting the cone.




Level Five Magical Spells

PROTRPCTICN NORMAL WEAPCNS: As the 3rd level srell, Protectior
Normal Missiles, except that it provides prctection frcm relee
{(includirqg bites, claws, etc,.,, insufficient level Ltkeings), as
well as missile fire.

WALL OF TPRON: Tt creates an iron wall three inches thick. The
maximus area is 500 square feet. The wall remairs urtil tattered
down, dispelled, or duratior ends. Duraticr: € hours per level
of caster. Pange 6",

ANIMATE CFAD: It creates low level Uncead (tke overwhelmirg
majoritv of them have been created in this way.) It regquires a
dead body. Those in better share will bteccrme Zceties, the others
Skeletons. It does not aive the caster ary centrol! cver the
actions of the resulting Undead. 7Zone of Fffect: the tody cf
one perscrh. Range: 6. Duraticn: until disfpelled, or the
OUndead is destroyed. (A successful Dispel Maqgic versus the srell
reverts the Undead back to a dead rody which has decayed the
arpropriate amourt for the time that has passed.

HOLD MONSTFR: As 3rd level Clerical Spell Hcld Persen tut it
applies to monsters as well as fpeofple.

MAGIC JAR: It allows the «caster to ‘touse tis 1life in ar
inanimate, non-magical object, the sc-called PFagic Jar. The
ohject must be within 3 of his ftcdy at the time cf casting. Eis
bodv will then be lifeless, until or unless the caster returns,
However, his body will be preserved against crdirary decay as
long as the Magic Jar Spell lasts. The otject rust weigh at
least 10 G.P. The caster wmay thep try to posess the tody of any
living creature that passes within 12 of ttke Jar. EFach such
possessicn attempt uses the same spell point cost as the castirng
of the Magic Jar Spell would. The victir gets a saving threw
(vs. Mental). If the victia fails, then the caster will have
complete ccntrol over the body of the victim, and complete access

to the memories cof the victim. The wvictie will kncw what is
happering, although he will t©Le helpless at the time to take
counteraction. The caster may not use any spell casting

abilities of the possessed body. However, he may vuvse his owr
spell casting abilities if the Ltody bas tands ard car w@make the
proper motions and sounds. 1f the pessessed tcdy is destrcyed
the caster will return to the Jar provided bte is within bis
level in miles of it. Ctherwise it is as if he suffered a ncrmal
death. While within his level of miles he may return tc the Jar
at will. He may return from the Jar to bis bedy at will, thus
ending the spell, provided it is withimn 3 of the Jar. From the
Jar he may attempt new possesions. If the Magic Jar is destroyed
the caster is totally anihilated (whether te is ir thke Jar or ir
a possessed hody). If his body is destrcyed while he is in the
Jar or a possessed body, he may cbtvionsly rct returr tc his tody.
Duration: until dispelled, the Jar is destrcyed, c¢r the caster
returns to his bhody.
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CLOUDKILTL: It wmay only he cast outdoors, creating a mcving
poisonous cloud cf vapor. Tts movement is 6 in the directicn of
the wird, or directly away from the caster if there is no wirnd.
nnfortunately, Aue +to the vapors ability to seep thrcugh the
skin, holding one's breath is no defense, althcugh getting under
water will work. Damage is as for a dose of standard poison.
(Tf ar iritial saving throw is failed, an initial L6 of damage is
taker, ard this is followed by 1 hit point per melee rcurnd, until
a saving throw is made. Larger them man-sized «creatures get a
chance tc save every 10 melee rourds, ottkers every 20.) The
cloud is heavier than air, and thus it will follcw the ccuntours
of the ground. Tt will be disvelled ty unusually stong winds or
by trees, Duration: 6 + level of the caster melee rournds.
Effect: 10 feet high, and 39 feet in diameter.

TELERTNFSTS: It allows the caster to move chtjects at a distance
by use of mental force. Maximum encumberarnce is 200 G.P. per
level of the caster. puration: 6 + level of the caster melee
rourds. Range: 12,

TRANSMOTATION: It works only upon generally hcrizortal and flat

sur faces. Tt allows the caster to termporarily turn water intc
stone, stone into either water cor mud, ard mud intc either water
or stcne. Duraticon: 10 minutes per level of the caster. Zcre
of Effect: up tc a cube 60 feet cn a side. Fange 12. (Mud

usually decreases movement to 10% cf normal.)

WALL OF - STONE: Tt creates a stcrne wall two feet thick. The
maximum area is 1000 square feet. It may te tattered dcwn as one

would a normal stone wall, Ctherwise it will last wuntil
dispelled or the duration ends, Curation: 1 day per level cf
the caster. Range: 63

MINI-MAZF: It rfuts the single victir ir an extra-dimensioral

paze. Ncrmal saving throw (vs. Physical) is granted. The ncrmal
time to escare from the maze is 2D4 melee rcurds, but it is
rodified tv the intelligence. Cne melee rcund is subtracted fcr
every point of intelligence over 12, while cre is added fcr every
pcint of intelligence under 9. The victim will reappear a
distance removed from where he left. The directicn is randon.
The distarce is 2L10 feet., W®While ir the maze nc spells will work
or may be prepared. However maqical devices will aenerally work.
A person ir the maze mayvy go slcwer then ncrmal in an attemrpt to
exterd his stay in the maze. FRange: 24, Maxigrum Curation: 20
melee Tounds,

PLLIGCTHTRE : As the 3rd level srell, except it pay te thrown on
others as well as creself, ™he recipiert has the freednm tc use
the akility or nct as he sees fit. Fange: 1 at the time cf
castirg.

Y2



CONJURF FLFMENTAL: Tt allows the caster tc ccnjure a 16 H.D.
elemental, There are four kipds of Flemerntal: Fire, Farth,
Water and Air. (In order to call forth ar elemental cre reeds a
consideratle gquantity of the corresponding element. The caster
must be within 1 " of the elemert. The elemertal sprirgs forth
from the element.) Ap MU wmay rot call forth more than cne
elemental of the same type during any 24 hcur pericd. Also at no
time may an elemental occupy a point where witkin tte last 24
hours another elemental of the sare type was within U400 feet,
(Tn such cases the elemental will returr tc frcs whence it came.)
The MU sust maintain undivided attertior orn tte elemental ir

order to maintain control of it. Control may nct te re-
established. Tf control 1is troken the elemertal will move
directly for the one who sumwoned it, and attack. (2ny whe try
to bhar its path are also attacked.) Ap unccntrclled elemental
will go tack to from whence it came after a pericd cf time 10
+imes that during which it was cortrclled. A ccntrolled

elemental will return to from whence it came at the ccmmard cf
the one who summoned it. Range of Control: Zziu",

MONSTER SUMMONING TII: As the 3rd level spell, except that it
involves entries on Mahler Wanderimg Monster Tatles numbers 5 and
6.

FXTINGOTSH OBDINAFY FIRES: Tt extinquishes all ncp-magical fires
in a large area. The caster may contrcl the skare cf the area
of effect, but it pust be bounded bty a simple convex closed curve
(ex. square,circle, hexagon, etc.) Maximug Area: 16 sguare
inches per level of the caster. Range: 3€". TCuration: 1 melee
round.

TMMOLATE: The caster may cause his body tc burst irto flames,
causing all who come into contact with his body tc take damage
{double damage for cold-based creaturesj. The amount of damage
is one D€ per every three levels of the caster (Sc an 11tk level
pagic user would give 3D6 but ar MU12 would give ULE. There is
no saving throw, although Fire Resistance helps. Duration: 1
hour.

SHALL PATTERNING: Tt allows the sealing or tinding of non-
magical otjects that were once whcle. They will hold up under
great strain. The break to be fixed must not exceed 2'. It
takes 10 melee rounds to cast this spell. Duraticn: until
disrelled. Range: 1",

STORM CALM: It reduces the strength of a storm by 50%. (Wird
speeds are reduced to about 70%, the amount of rain or snow is
cut in half, lightning and thnnder are cut tc atcut 25%) Zcne of
Effect: within 1 mile of the caster, moving with him. Duraticn:
12 hours.
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GFOWTH ANIMATS: Tt causes up te 6 ordimary anirals (ex. cats,
degs, woclves, horses, lions, etc.) tc gqrew ufp tc four tirmes
their ncrmal size. They will have their comtat atilities
(damage, H.D.) increased by a factor of twc., Willing victims get
nc saving throw. Tt does prot give the caster any contrcl, Zcne
of Fffect: a ccre 60 feet long with a btase 30 feet in diameter
(i.e. as per Fear Spell). Daraticn: 12 melee rcurds.

POLYMOPPFE OTHFRS: This spell lasts until dispelled bty the caster
or lispel Magic. T+ can make arnother creature into any octher
givirg i+ all the physical abilities of thte new creature but rot
magical attacks or abilities. There 1is a saving threw (vs.
Physical) if the snbject is nnwilling. fpell Survival applies.
Range: 6",

TFLEPORT: Tt allows practically instantaneous trarsportaticr
without regard to distance. The caster may telegcrt himself and
take alonqg one other, provided that he has his ccrsent, and has
his free arm around him. However, the MU may cnly Telepcrt with
him beyond his own weight at most 200 G.P. rper level. {Thus to
take alona another person he would wusually have to be at least
10th level.,) Withcut having heen to the destinaticn there is 75%
chance of death, the M7 just never shows ur there. Tf the MU has
been there, but it is not ore of his memorized locatiors, then he
has a 10% chance of coming in tooc high, and a 10% chance for
coming in too low, in both cases by 10L10 feet. R®hen Teleporting
to a memcrized locatior there is no chance for errcr. The nuster

of Adifferent locations that ar MO car memcrize is his
TNtelligence divided by 3. (FEe cap drcop cld 1lccaticns when he
vants.,) Tt takes 12 hours of study at a lccaticr %o properly

memorize it. Coring inside solid matter results in death thrcugh
explosior, destrecyirg all traces cf tLodies and items carried.
However, there is another danqer tesides Jjust comirg ir high or
lov. Often creatures will be met while Teleporting. The chance
of meeting a creature in percent is atcut 1 + lcg base 10 of the
miles telrorted. (S» a 10 mile trip wculd have a 2 percent
chance, while a 10,000 mile chance wculd inrvclve a 5% chance.
“ometimes the creatures are hostile hurmans, 5fectres, Demons,
etc., PTercrts are sketchy.)

PHASF-IN: This srell is useful against teings in ancther rlane
{(ex. Norral, Fthereal, Astral, etc., ) Tt will tempcrarily trirng

one such teina into the plane cccupied bty the caster. There is
no savina throw versus this spell. Thus for example, it would
enakle ore tc attack a Phase Spider. (It will make NcnCorporeal

ndead and Shadows s0l1ii1, and subject to attack ky crdinary
weapors,) Ffuraticn: ¢+ level of the caster melec rcurnds. Ranqge:
y !

e



PASS WALL: It cpens a hole in nor-ragical, solid wcod, stope cr
earth. (Tt will rot work thrcugh metal.) The hele is 6 feet
wide, and 8 feet high. Range: 3", Turaticrn: € melee rourids,
(The hole starts to close from the center first, sc there is a
chance tc jump out either side,) Iergth is 10' plus 5' rer level
of the caster over 9th, )

CONTACT PFIGHFR PLANF: Spell Pcints used to cast this spell, are
expended for orne week, Tt allows the MU tc seek advice ard
knowledge from creatures inhabiting higher planes c¢f existernce.
Ore guestion will be answered, conly yes or no. The creatures dc
not like tc admit that they do not know the arswer tc a guestior,
so 1in that case they will apswer at+ rarndcm (althcugh it is
assumed that a given MU contacts the same creature every timse he
uses the spell, so that he will Le consistent with himself, if
not necessarily correct.) The tase chance of kncwing the answer
to a specific question is 90%, tut this skculd ke wmodified
downvards for difficulty or ohscurity.

FEEBLEMTND: It will only have an effect against MUs cr wielders
of M7 spells. Saving throws are worse ttan ncreal by 20%. 55 4
the sinagle victim fails to save (vs. Mental), he will have an
Tntelligence of 3. {(Thus his allctment <cf Spell Pcints and the
list of spells ¢that he knows well enough to cast wculd te
affected.) The effect lasts until Dispelled cr Cure Feeblemind
is thrown on the victim, Range: 24,

TRACE TELFPORT: Tt is used to find the destinaticn (or origin)
of a teleport, dimension door, etc. It is throwr at thte poirt of
departure ( or arrival). It must te thrcwn wittkir the level of
the caster =melee rounds of the time of departure (or arrival).
Then during the duratior of the =spell, the caster gets the
direction from him to the destination (or origin). TCuration: 1/2
day per level of the caster. Range to the pocint cf derarture (or
arrival) at the time of casting: 12",

STONE WALKING: It allows the recipient to =slowly mcve through
solid stone or earth, but not metal. Mcvesment is at a rate cf up
to level of the caster feet per hour. Tte stcre will "selt" ir
front of the recipient, and reform immediately tehind hinm. He
will be able to breathe while he is in the stcre. Fange: i iy
wvhen cast. Duration: 1/2 hour per level cf the caster.
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Level Six Magical Spells

CONCFNTRATF: Caster is immure from distracticn due tc darage and
from mental attack as with 4th level Contrcl Self. Curation: €
+ level of caster melee rourds.

RFINCARNATION: Places the soul of target 1in a tcdy cf the sawme
race, one level lower than at death. Rcll for 4 physical
requisite,

ANTI-MAGICAL SHELL: Creates a 10" radius sphere centered cr
caster within which no magical spells cr items may funcion.
Magical akilities may not be used within this area. Duraticn:
12 turns.

DFATH SPFIL: 4n8 creatures of less than 7 hit dice within the
area of effect (6" by 6" by 6") w%ill die. Beain with lcwest
levels first, rclling among equals. 4th levels count as 2
creatures, 5th levels as 4, 6th levels as 8, no saving throw.

GEAS: The victim must perform a task set ocut ty the caster,
othervise his strength will ebb at one point per day until death
at 0. Mental saving throw. Earnge: In. Curaticn: uptil
completed.

RFPOLSION: Sphere as Anti-Magic Shell which causes all oljects
or persons withir it which attempt to move tcvards the caster to
move in the crposite direction. puration: as Anti Magic Shell,
12 turms.

INVISIRLF STALKER: The caster suprons a stalker and can ccemand
it to perform a task which it will try tc do no rmatter what the
difficulty.

CONTROY, ¥FATHFR: The caster car do any of the focllowing; start
rair, stcop rairn, cold wave, heat wave, start tcrrado, stop
tornado, deer clcuds, clear skye.

CCOPERATTON: Tt allows the caster and ancther PU, srecified at
the time of casting, to "cooperate" on tte thrcwirg cf a sgell.
On a spell where the effect (not duration) is dependent cn the
level of the caster, their levels (for spell thrcwing rurroses in
the case of Nor-Magic Tsers atle to thrcw MU sgells) will be
added. Tt is only pecassary for one of the pair to actually
throw the spell ir questior, and only he must krcw the sgell.
The pair rust remaip within 3" of one another cr the Coocperatiocr
Spell is troken, In order to conoperate c¢n a sgpell, the MU nct
throving the spell sust concentrate on adding his level tc the
spell while the other is throwirg it; ncne ¢f tis srell poirts
are used, The cooperation spell is orly good fer cocperation cn
ore spe'l castinrg. Duratior: 30 minutes. Rarge 3".
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PROJFCTED IMAGF: The caster may create ar irage cf hLimself frorn
which all bis spells etc. seer to epanate thereafter. Fange:
24", puration: 1 hour.

DFLAY: Cast with another spell for the cembined spell pcirnt
cost, this spell can delay the effect of the cther srell for ur
to caster level melee rounds.

SHIFLD OF PROTFCTICN: Creates a large mangical shield which will
protect the caster from one attacker. Ary darage frcm rhvsical
attacks including missiles is done to the shield which fails at
the end cf the round in which the total of hits it has abscrtead
is greater than the hit points of the caster. Tte shield may te
shifted tc a different attacker each round. Lasts until bkrcught
down.

MONSTER SUMMONING TV: As the lower level spells, except that it
uses Mahler Monster Summoning Tables rnusbers 7 and 8.

DTSTINTEGRATE: Causes any object cr individual tc disinteqrate,
creatures get saving throw (vs. Ebysical. Magical cbijects are
not affected. Range: 6",

MOVF FARTH: Usable only ontdoors +he spell car move a hill or
ridge 6" per turn for up to 6 turns. The spell takes cne turn tc
cast. Range: 24",

STONE TO FLESH: May be cast on one individual, the spell is
reversable. Its effect 1is permanent wurless reversed bty the
spell. Range: 127,

LEGEND LCRF: Some knowledge of a legendary item can be gained.

PART/IOWFR WATER: Will part 10' deep water fcr up tc six turns
or lower rivers, etc. by 50% for up tc ten turns. PRange: 12",




Level Seven Magical Spells

POWEF WCRD BLIND: Affects all creatures up tc 35 H.L. Nc saving
throw, those with 36-70 H,P, get Mental Saving Thkrcw. Those with
71 H,P. are not affected. 30*' radius from caster is area cf
effect, Blindness lasts 2DA melee rournds. Pcwer Words require
one rcurd to throw,

RRVERSF GRAVITY: Gravity within a 3" cute is reversed.
Durationp: 1 melee round. Range: 9 %,

MONSTEP SUMMONING V: As the other spells except it uses Mahler
Wandering Monster Tahles numbers 9 and 10.

CONE OF WEAKNESS: Area of effect as Fear Ccne (€0 fcct lorng with
a 30' base). 2al1ll1 within the core are affected ty Weakness srell,
with saving throw (vs. Physical) applicable.

GRAND PATTERNING: As Srall Patterring hut it may affect magical
material.

MASS TNVISTIBILITY: Affects up tc 200 men ard horses cr fewer
larger otjects, Range: 24", lasts urtil brocken, see lower
level Tnvisibility.

VTEW PAST: Allows the caster to see all he would have seen from
his current lccation up to <caster 1level numter of days ago.
Duration: 6 hours.

TROE SYGHT: All things appear as their true selves to the
caster, including irvisitle, disguised, shape charces, illusiors
etc, Dnration: 1 hour.

DAMP TILEPCRT: No Teleport departing froe within a sptere of 12"
radius centered on the caster will work. [uraticn: 1 hour.

PHASR DOCR: As Fass Wall except that the dccr is invisible and
car be used ty the caster ornly. I+ lasts for 7 uses. May te
Aispelled bty the caster or by a Tispel Magic thrcwn ty a magic
user of twice the caster's level,
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Level Pight Magical Spells

POWER WORD STUN: Airea of Effect as Fower %ord Flind, Fffect
lasts 2D6 minutes. Tt affects creatures up tc 40 hit fcints with
no saving throw, those with 41-80 hit poirts get a mental saving
throv. Those with 81 or more hit pcints suffer nc effect.

PERMANENT: Spells of limited duratior car ke rade rermarent by
this spell. Only one mental ard one physical spell can te made
perranent or any given individnal.

POLYMORPH ANY OBJECT: Anything can ke changed tc anything else,
The effect will be permanent if the twc things are fairly
similar. The areater the difference between the ctjects the less
time the spell will last. Range: Zu",

MONSTER SUMMONING VI: As the lower level spells except that it
uses Mahler Wandering Monster Tables numbers 11 and 12.

FXTINGUISH MAGICAI FIRES: As the Sth level spell Fxtinquish
Ordinary Fires except that it affects magical fires.

CIONF: a piece of living flesh may be used tc create a dupcicate
of the person from whom the flesh was taken. If ttre Clcone and
original are alive at the same time, the Clcne will try tc
destroy the original or toth will gc irsane.

MASS SOGESTION: Up to 30 levels of creatures are affected as per
Suggestion. Saving throw -10%. Rarge: 12V,

BTRD BIANK: The spell prevents the target frcm teing detected ty
ESP, Clairvoyance, Clairaudience, Skrying, Ccmmure, or Contact
Higher Plane. Duration: 1 day. FRange: 1",

TINE TRAVEL: Allows the caster tc travel forward in time up tc
level of caster number of days.

SYMBOL: Affects those of different aligneent frcr the caster or
those hostile tc him. No saving throw if touched cr crcssed.
The reader saves vs. Mental. May be dispelled ty a MU cne level
higher than the caster. For types of Symbcls sece Greyltawk.,
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Tevel Nipe Magical Spells

PCWEP WOEL KILL: Area of effect as Power Wecrd Blind. Those cf
45 hit pcints or less die without saving throw, 46-90 hit points
get saving throve (mental).

PRTSMATTC WAIL: See Grevhavwk.

MONSTER SUMMONING VIT: Uses Mahler Wardering Monster Tatles
numbers 13 and 14,

METEOR SWARM: Four fire balls in diamord shaped pattern with
centers 20 feet arpart, doing caster's level cf Dlu's in damage.
Half damage if saving throw vs. physical is wmade.

AVALANCHE: As Meteor Swarm except it uses sncw talls.

TTMF STOF: Time is stopped in a 3" cute arcund the caster. The
caster may move freelv. Duration D4 + 1 melee rournds. The
caster shonld not know the exact duration,

ASTRAL SPFIL: Allows travel in Astral Plare, sece Greyhawk.

CONE OF FFFBLFMTNLEDNFSS: As Cone of Weakress.,

SHAPE CHANGF: Caster may change himself irptc any cther creature,
havirng all of its abilities. Fe may continue tc change intoc new

forms for the duration of the spell. Tt takes a rcund to change
ferm. Duration: 10 plus level of the caster turns,
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CLERICAL SPBFIILS

A Cleric is assumed to know all spells ttat ke is high
enounah level +to throw (those for which prayer gpcint cests
are given). The only restrictior or what sgpells ke thrcws in
the course of a day, is that he does not exceed his daily
allotmert of Prayer Points, which is equal tc his wisdcnm.

Spells take effect at the end of the melee rcurd, thus
their effect is adjudicated after the ordimary combat for
that rourd. There is a chance to distract a Cleric whc is
throwing a spell, in which case he doesnr't get the spell
off, and loses no Prayer Points. The chance o¢f a cleric
being distracted ir a particular melee round is as follows:
divide the number of hits he takes during the round ty tte
number of hit points he had left at the beginpning cf thke
rourd, and multiply by three. Thus a cleric wto tFad 16
points left at the beginning of a round during which he tcok
4 hits would have a 75% chance (.25x3) cf teing distracted.

Neutral Clerics may throw either form of reversitle srells,
but at dcuble the usual cost ip Prayer PBoints. Neutrals may
not throw: Pispell (Control) Undead, Wcrd «cf Cormmand,
Consecrate Water, Banish Demon (Angel), Portal cf Justice
{Tnjustice), or Conjure Angel (Lemon).

Protection/Fvil and Dispell "ndead supercede and replace
the free ahility of Clerics to "turn or disrel Undead". VNow
Clerics rust expend Prayer Points.

PRAYFR POINT COSTS FCR CLERICAL SPELLS

Spell Level of Cleric

Leve¥ 71 Q0 -3 4.2 6 18 9 ¥ 1F 12 13145 16 17 18
I1st TE SRR S 2 1 1 1 1 1 21 = 1 1 e
2nd - M) G 3 2 21} 1 = 1 1 %2 d : 3 ¥V 3
3rd Ere- S04 6 B 3 2 1 TT1 1 .3 1 b |
4th SRS R 10 3 2 2 F 1 s 1
Sth E W E 5 - o0 6 4 3 270 SE R 4
6th = egs - m -l o= Ee. WPNE. 43 221 1
Tth ST - - =R A Ehr s - - W6 8 3 7 D
8th h coim e sENlSlE. — U o ae - - W STW0 6 0 3
9th = e SigSea et - el - = = wm e 106

level vs. Level Battle

When twc spells are in conflict, the outcome deperds upon
the levels of the casters. Wher the casters are cf equal
levels there is 3 S0% charce for each spell tc prevail, For
each level of difference hetweer the levels cf the casters,
halve +he lower level's chance cf success.
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Leval 1

*Cure (Cause) Wonnds ~
*Protecticn from Evil (Good) T
Dispel (Control) Undead I

Bless 1T

De-were 1

Detect Were

*Purify (Putrify) Food and Water

Level

*#Cure (Cause) Wounds II

*Protectior from Fvil (Good) TI

*Dispel (Ccntrcl) Undead TI

Rless IT

Water Walk/Self

*Detect (Conceal) Disease

Silence, 15 foot radius

*Detect (Conceal) Poisoning
Level I

®*Cure (Cause) Wounds TIT
#Protection from Evil (Good) IT1
*Dispel (Control) Undead III
Bless ITI

De-Were TTT

Prayer T

Word cf Cosmand Y

*Cure (Cause) Teafress

*Cure (Cause) Paralyis

Hold Person

level I

*Cure (Cause) Wounds IV
*Protection from Evil (Good) TV
*Dispel (Ccntrcl) Undead TV
Bless IV

*Mass Cure (Cause) T

Mass Rless I

Suspend Animation

Detect Pood

*Cure (Cause) Blindness

Create Water
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kSterilize (Infect)
Cetect Magic

*Letect Fvil (Gcced)
*Letect (Ccnceal} Trniury
Consecrate Chbject
Predict Weather

Cetect Water

Cetect Ecssessicn
*Iight (Larkness
Speak with Pnimals
Srake Charnm
Corsecrate Water
Tetect Life
Onderstard Speech

*Continual Ligkt (Carkness)
Resistance to Spiritual Attack
Speak with Cead

Fire Resistance

Cold Resistance

Iightninc Resistarce

Crushing Resistance
Resistance to Pcisconing

Hide Intent

Inguisiticn

*Cure (Cause) [isease
Neutralize Eoiscn
Sticks tc Srakes

Speak with Flants
*Fmpathic Cure (Cause)
*Femove (Cause) Curse
Letect Protecticns
*Preservaticr (Rcttirq)
Speak Larnguages



Level V
*Cure (Cause) Wounds V Water Walking/Otters
«Protection from Fvil (Good) V *Cure (Cause) Iycanthropy
*Dispel (Ccrtrol) Undead V Teld
Pless V *Lispell Evil (Gocod)
Mass Cure T7T *Raise Cead (Finger cf Death)
Mass Bless T1I commune
De-Were TIT Insect Plague
Praver 11 Create Fccd
¥ord c¢f Ccamand ITY

Level VI
#*Cure (Cause) Wounds VI Animate Ctject
*Protecticn from Evil (Good) VI *Find (Lcse) the Patt
*Dispel (Control) Undead VT Speak with Monsters
Bless VI Cornjure 2Arirmals
*Mass Cure (Cause) TIIT Fire Fesistance, 10' radius
Mass Bless TII Ccld Resistance, 10! radius
Corsecraticn T Iightninc Res., 10' radius
Cure Feetlemind Crushing Res., 10' radius
Cure Trsanity Pes. to Poisoring, 10' radius
Create dir Res. to Sp. Att., 10! radius
Quest Contrclled Empathic Cure (Cause)

level VII

*Protection from ¥vil (Good) VIT
*Dispel (Control) Undead VII
¥Mass Cure (Cause) TV

Mass Rless 1V

Ce-Were TV

Word of Ccemand TIT

Convert Sword

#fortal cf Justice (TInjustice)
Fart Water

Blade Barrier

%cré cf Recall

Level V111

*Protectior from Fvil (Good) VTIT
*Cispel (Ccntrcl) Undead VIIT
k¥Mass Cure (Cause) V

Mass Rless V

Consecration TI

Corvert
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*Restcration (Lrain)
Farthquake

Supmon Aerial Servant
¥ipd Walk

Ccontrol Weather
*Faise [ead Fully (Full Finger)
*Banish Temcr (2rgel)



Level IX

*protection from Evil (Good) IX
tDispel (Control) Undead IX
*Mass Cure (Cause) VI

Mass Rless VY

Pe-Were V

Word of Ccmmand IV
Eermanent

*Cor jure Ancel (lemcr)
Holy Word

Astral Srell




Multi Level Spells

CURE (CAUSF) WONNDS 2 Allows the cleric tc cure (cause)
vournds, depending on the level of the spell, the fcllowing
number of hit points are done: I d4, II d€+1, ITI zd4€, IV
346, V 4de, VY all. There is a spiritual saving throw,
unless 10 melee rounds are used to throw the spell. This
spell may te thrown into combtat. Farge €".

PROTFCTYCON FVIL (GCOL) : This spell creates a rprotective
sphere, of 10' radius, which @moves with the caster. Evil
(Good) heings of hit dice less than or equal to thke level of
the spell will be unable to enter the sphere. EFvil (Gocd)
beings with one hit die more than the spell level will be
affected if they fail to save spiritually, while those with
more dice will not be affected. MAffected heings within the
sphere will leave as soon as possitle. Neutrals have a S0%
chance of being affected as an individual of the wrorg
alignment would be. Undead are particularly vulrneratle to
Protecticn from Evil, Treat the spell as if it were cre
level higher whep determineing effects on Undead. Thcse who
save agairst the spell will not be affected by arother
protecticn of the same level, by the sase caster, that day.
There is no need for concentration,however the =spell will
cease to function if the caster dies. TCuration : & + level
of caster mrelee rounds.

DISPFL (CCNTRCL) OUNDEAD : {may nct e thrown ty neutral)s
This spell will affect up to 10x(Spell level - 1) hit dice

of undead (minimum of 5 dice). Tt affects undead within a
20' radius <c¢f the caster starting with ttose cf +the least
hit dice. A particular undead may te affected if it has

less hit dice than the spell level, cr if it bas hit dice
equal to the spell level and fails to save. Undead dispeled
are qone permanantlv, controlled undead rmay te ccntrolled
for a rumkter of hours equal to the caster's level. The.
control wil end if the caster dies, or the undead gc wcre
than A" form the caster. Controlled undead wray enter arny
Protecticn form Fvil that the contrelling Cleric could
enter, Orndead who save are immune to the same level sgell
from the same caster for the remairder cf tte day.
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BLESS : (ray not he made permanrent) PRless may te thrcown en
any perscn not currently in melee. Fless will add ¥ % to
their hit probability and D to their damage Lorus. Effects
by bless level are: T #4=5 D=0, II M=5 D=1, III M¥=1,0 =1 TV
M=10 D=2, V M=15 [=2, VI M=15 ©=1, Turation: €4 level of
caster melee rounds. Range: Contact.

CE-WERE : De-Were will turn lycanthropes tack irtc tuwmancid
form, starting with the lowest levels. The raximum numter of
dice of were creatures affected (includinc ttcse whc save)
is 1 plus spell level squared., Due to the specialized nature
of the spell were creatures save at -20%. Curaticn: 6 +
level of caster melee rounds. Arza of Fffect: 2" lcng ccne
with a base radius of 1",

PRAYER : This spell reduces the saving thrcow acf all within
3" of the caster, during the following selee rcurd. The
reductior is dependant on the Prayer 1level: T 5%, TI7 10%.
Prayer has no saving throw.

WORD COF CCMMANL : (may not be thrown ky neutrals) This spell
will raise the effactive charisea of the caster, fcr the
purpose cf giving one command (cf approrriate alignment) to
beings c¢f the cleric's alignment. In ro case will the
effective charisma exceed 18. The gain is dependant on spell
level as follows: I 3, II 6, TII S, IV 12,

CONSFCRATE : Fach cleric may consecrate ore area tc his gcd.
Tt requires one day to consecrate an area, which is then
consecrated until dispelled (at which tire tte cleric is
free tc consecrate a new area). Rithinm a consecrated area
the saving throws of all who dc nct follcu tte cleric's god
are reduced. Consecrate I gives a 10% reducticp ipr ar area
of up to 1000 square feet, and to a height of 10°',
Consecrate IT give a reduction of 20% for an area cf up to
10000 square feet to a height of 100°.

MASS CUORF (CADSE) : Will affect up to 10 ¢ level cf caster,
hit dice of beings, starting with the lowest levels. Treat

each affected being exactly as if the normal Cure (Cause)

was thrown at them, Zone of Effect: 6% x 6". Range: 6" to
center of zone.

MASS BRLFSS : Functions in same marner as Mass Cure (Cause),
replacing Cure (Cause) with Bless.
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leval I Clerical Spells

DPTECT WFRF : O0Usable versus one creature to see if it is
lycanthrcpic. m"here is no saving thrcw against this spell,
Rarge 107,

PURIFY (PTTRIFY) PCOD AND WATEF : This spell will make
poisoned or spoiled (pure) food and water usaltle (putrid).
It effects erough for 12 people ©per level cf caster. Rarnge
10.

DETFCT MAGIC This spell is cast upor oneself, Anything
magical, or with a spell cast upor it will appear tc have a
blue aura, Duration: 2 melee rounds.

DFTECT FVIL (GCOD) : This spell wmay te cast upcon one being
or obiject, revealing whether there is an ¥vil (Good)
aligrment or FEvil (Good) enchantment. Feircs get a
spiritual saving tkrow. Range 12%,

DETFCT (CONCFAL) INJTRY : Allosws the caster tc determine
(conceal) whether particular behavior is caused by ghysical
irjury, disease, magical control, mental urtalarce, rlay
acting, cr pcison, etc., It will rot te more specific. Fange:
contact,

CONSRCRATF ORJECT : Consecrates opre inanirate, norsentient,
ohject tc the cleric's diety, Consecrated ctjects must te
eeploved when performing certain ritvals. (At the ©DM's
discreticn, the ccpsecrated symtol of a person's diety, may
be used to injure or dishearten certain strongly alligned
creatures,) Rarge: contact, Duration: casters level in
days.

QTEPTITZE (TNFFCT) :This spell will immediately kill
(create) any germs or other agents ir the swounds wkich might
impede the process of healing. Infect will douhle the amount
of rest requires to recover lost hit pcints, and may cause a
random disease. Tt will affect up to twice the casters level
wounrds, on one irdividunal. Rarge: ccrntact.

PREDTCT WFATHFR : The caster wmay predict the weatber. Fis
predicticp vill be for within a S mile radius per level of
caster, ard for ¢ hours per level cf caster. 7Tte predictior
will not take into account any modificaticrs of tte natural
weather due to magical means.

CFTECT WATFP : nisable orlv above grcund, it will give the

directinr tc the nearest body of fresh water, Fange:
caster's level in miles,
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Level II Clerical Spells

WATER WALK/SELF : Allovws the caster to walk c1t water, or
other similar liquids (including quicksand). CDuraticn: 6 +
level of caster melee rounds.

DFTECT (CONCFAT) CISFASE :This spell will reveal (conceal)
vheather a disease 1is present and which rarticular disease
it is, Ccnceal will keep the disease from teing ctvicus for
caster's level in days, although Ggeneral effects will te
felt, Spell takes 10 melee rounds tc cast, Lut }tas ro
saving thrcw. Range: 10",

DETECT (CONCEAL) POISONING : As Cetect (Ccnceal) Lisease,
but applies to Poisoning rather than Cisease.

DETRCT PCSESSION : Detects the presense of a seccnd mird in
a body, it will also detect if a single mind iv a bcdy is
not the original one, but ir that case give twc chances to
save (vs., mental). Range: 10",

LIGHT (DARKNESS) : A sphere of 1light (darkress), 1%5°¢ radius,
is produced. Thke 1light is equal to full daylight, the
darkness is complete (infravisior is useless). They car only
be counteracted by magical sources. The spell cap nct be
thrown on a moveable object. Range: 6", Curaticr: 12
caster's level melee rounds.

SPEAK WITH ANIMALS : This spell allows the caster to
commuricate with "™animals", wunderstandinc wtat is said in
reply. Animals do not include Monsters, but dc include:
btears, giant irsects, giant animals, etc. It adds +2 to the
caster's neqctiation dice (on 246). Curaticn: € + level of
caster melee rounds.

SILENCE 15' RADIUS : Similar to Plarkness except ttat it
produces an absence of sound, rather than light. Curatior:
12 melee rounds. Range: 18%,

SNAKE CHARM : Will affect a numter of hit dice in srakes of
up to the caster's level. The spell will keep the snakes in
a trance, hovever any damage to the snake, will treak the
trance. Snakes get a saving throw (mental) at -20%. If
snakes are already controlled, treat as a Level vs. Level
battle. This spell requires concentraticn +c wairtain.
Duration: 12 melee rounds. Range: €V,

CONSECRATE WATFR : Consecrates ope ounce of Hcly (Unholy)
Water. FHoly water will cause 46 hit pcints of dawmace per
ounce that hits undead. Unholy water cures undead at the
same rate, PRange: contact. Curation 6 + level cof caster
hours.

DETECT LIFF : This spell immediately determines wheather a
single irdividual is currently alive., If susterded arimation
has been induced by a spell, thar a Level vs. Level Pattle,
determines weather the detect can penetrate the ccncealment
of that spell., Rancge: contact.
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UNDEFSTAND SPFECH - The rcaster gains the atility to
urderstand, but not speak, one spoken tcurnge. He mrust
srecify tke exact language at the time cf casting. Turaticn
5 hours.




Ievel ITT Clerical Spells

CORF (CAUSE) DEAPNFSS : This spell %ill always be successful
if 10 rounds are taken to thrcw it, otherwise there is a
spiritual saving throw., The effects are permanent, Fange:
contact.

CURE (CAUSF) PARALYSIS .: As Cure (Cause) Leafrness, except
that cause ©paralysis has 80 wminute duration ard an
additional mental sving throw.

HOLL PFRSCN This spell can be threwrn in twec vays. Tt car te
throvn as an area spell with a €" kv 3" copic area of
effect, immobilizing 1-4 perscrs whe fail to save
spiritually. A strong hold may te thrcwn cn a <single
individual within 18", who gets a spiritual savirg thrcw at
-10%. 2 strongly held individqual «ill obey the commands cf
the caster, however the caster ccntrcls orly the tody and
Bay rnot acquire information from the victis's mird,
Duration: 6 + level of caster melee rourds. The caster must
concentrate to maintain the spell, any damage tc the caster
or the target (except for strongly held targets) will break
the hold.

CONTINUAL LIGH™ (LARRNFSS) : Similar tc the Ligkt (Darkress)
spells. The area cf effect is a 30' radius, and may be cast
on any person or object. Range: 12", Duraticn: persanent.

SPEAK- WITH DEALC : This spell allows the caster tc ask ur to
three gquestions of a recently dead being. The Lleing must
ansver truthfally. The dead being is ccwpelled +toc arswer
ves/no questions, but may chocse weather or nct tc answver
other gquestions. The being may not have been dead mcre than
the casters level in days,

PIRE RFESTSTANCE: Provides one individual with iemunity to
normal fire. It also adds 10% to saving thrcws against
magical fire, and gives -1 per die of damage frcm magical
fire, (Magical fire includes: Firetalls, Dragcr Ereath,
Balrog Imrclation, etc. but not the wall cf fire.) Range:
1". Duration 6 + level of caster melee rourds.

COLD RESISTANCF: As Fire Resistance, but verses cold and
cold-tased magic.

LTIGHTNING RFSTSTANCE: May le cast cn cne irdividval, who
will take 1/2 darage from lightning or electrical attacks.
Range 1", Duration: 6 + level of caster melee rounds.

CRUSHING RFSISTANCE: As lightniq resistance, Ltut verses

crushing attacks. {Crushing attacks include: Ccnstricticn,
Hugs, etc.)
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RFSTSTANCE TC EOTSCNING: T+ affects one individual. Wherever
he would norrally be given cre chance tc save versus
poisoring ke will instead ke given two chances tc save. This
applies cnly tc pcison injected or injested while the spell
is ir effect., Fven if the spell duration has exgpired, vyou
will continue to get the extra chance to save versus poison
injected or injested while the spell was ip effect, if you
have not vyet successfully saved against it. Rarge: 1",
Duration: 6 + level of caster melee rounds.

HIDF TNTENT: Affects one individuval. %henever he would
normally get nne chance to save versus such srells as letect
Fvil, Detect Good, FSP or other ragical means of discovering
his true intent, he will instead le given 2 charces tc save,
Duration: 6 hours.

INQUISTTICN: The single victim will truthfully answer tc
the best c¢f his current knowledge three questicns frce the
caster. He gets a Saving throw (vs. Mental). Fange: 1",
The question must be asked within 1 minute of casting the
spell.




Level Four Clerical Spells
CURE (CAUSF) BLINDNESS: As per Cure (Cause) Deafness,

CREATE WATER: It creates enough drinkable water to sustain
2 times L men and horses (or 8 times L men), for one day.
Range: 1",

CURF DISEASE: It cures any type of disease. If 10 melee
rounds are taken to cast the spell, there is no saving throw
versus Cure or Cause Disease. Zone of Effect: one
creature., Range: ccontact.

CAUSE DISEASE: As Cure Disease, but it gives the target a
disease, rather than curing him of one. The saving throw
(vs. Physical) is modified by the victim's Constitution:
18 +.15%, 17+ .10%, 16_+6%, 15 ¥3%, 18- #1%; "8=1370%5> 7051%y
6 -3%, 5 -6%, 4. -10%,. 3 -15%. The chance of the disease
being fatal if not cured is L x 5%, modified by the victim's
Constitution as above. The disease will have an incubation
period of 2D6 days. During this time, the chance that
someone in close contact with the victim for a full day or
more will catch the disease is L x 5%, modified by the
victim's Constitution, as above. Those who spend less than
a full day in close contact with the carrier, get the
appropriate fractional chance. After the incubation period
comes a period of active illness, during which the victia's
effective strength declines until it 1is zero. This period
of active illness is only 1 minute 1long if the caster is
20th level. It is double this base amount for every level
below 20th. After the period of illness, the victim is in a
coga for 1/10th of this time. If the disease is fatal, the
victim perishes in the middle of the coma. Otherwise, there
is a recovery period, during which the victim slowly returns
to normal. It lasts 1 year if thrown by a 20th level
Cleric:; it is half cf this base length for each level below
20th.

NEUTRALIZE PCISON: It always eliminates L doses of poison
from the subject, affecting the highest level poison ( i.e.
most damaging) first. The caster must be in direct contact
with the subject for 10 melee rounds, while <casting the
spell.

STICKS TO SNAKES: The caster may create at most L total hit

die of non-poisonous snakes. The size of the snakes
depending on the size of the sticks. The caster must be
grasping the stick cr sticks. (For example a C15 might

create one gigantic 15 hit dice srake out of a large tree
limb.) The caster may telepathically command the snakes,
within a range of 12", Duration: 6 pelee rounds.
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SPEAK WITH PLANTS: 1t is cast on oneself, and allows the
caster to communicate with plants, understanding what is
said in return. It adds +2 to the caster's negotiation die
on 2D6. Note that the typical plant is mno* intelligent.
However, it might understand simple concepts important to
itcself such as: light, dark, wet, dry hot, cold, ground,
air, growth, seed, deathn, animal, large, small, etc.
puration: 6 + level of +he caster melee rounds.

EMEATHIC CURE (CAUSE): I+ will transfer damage from victim
(caster) to the caster (victim), until the victim (caster)
has no damage left on him, or the caster (victim) dies,
Jhichever comes first. The transfer will take place in one
round. Otherwise as Cure Wounds.

RFMOVE (CAUSE) CORSE: I+ removes (places) a curse on any
one individual. A curse may be removed via the level vs.
level battle. A cleric may not remove a curse from himself.
range: contact. Takes 10 melee rounds to throw, Cause
Curse may be thrown DY Good or Neutral Clerics as they are
dying a* no additional cost.

DFTECT PROTECTICN: Determines wherher a single target has a
form of magical protection in effect, and if so which
+yge(s) . Ircluded would be spells such as Fire Resistance,
Hide Intent, Mind Blank, Shield, etc. It works whether the
protection is from a Clerical Spell or Magic User spell, or
a magical device such as a Ring of Protection. It wilT not
dotect natural abilities of creatures. There is no Saving
ThTOW.

PRESERVATICN (ROTTING) : This spell 1is cast upon some thing
+hat normally rots or decays, such as a dead body, old hook
or food. preserved ohjects will show no effects of rotting
for the duration of the spell. Rotted ohjects will decay at
4 rate 100 times the normal rate. The spell takes 1) rounds

to cast. Range: contact. Duration: caster's level nuaber
ot days.
SPEAK LANGUAGEFS: As second level spell Understand, but

allows speech as well.
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level Five Clerical Spells

WATER WALKING OTHERS: It may be thrcwn on someone else, as
well as on the caster. Range 1". Otherwise like the secord
level spell.

CURE LYCANTHROPY: It always cures the condition. The
caster must be in direct contact with the victim for 10
melee rounds while administering the cure.

CAUSE LYCANTHROPY: As above, but if the victim fails to
save, he becomes a random type of lycanthrope. This is of
the uncontrollable variety as if infected by a were-
creature. However, the effects will te delayed only D& -1
hours.,

DISPEL EVIL (GOOD): it eliminates one non-Good (non-Evil)
enchantment of a generally clerical nature. Run as a "level
vs. level battle", (See abcve) Any one cleric will only get
one chance to dispel a given enchantament.

RAISE DEAD (FINGER CF DEATH): Spiritual Saving Throws apply
to the PFinger of Death; _ Raise the Dead requires a
constitution roll.

CCMMUNE: Gives answers to three yes/no questions asked
within one minute,

INSECT PLAGUE: See Men and Magic
CREATE FOOD: See Men and Magic

TOLL: Produces a mystic disturbance within a range of
(L-8)/2 miles. (Treat solid stone, earth, or metal, as 10
times their actual dimension). Will be noticed by: Demons,
Angels, Free Willed Elementals, Patrolling 1Invisible
Stalkers, Aerial Servants, beings in the astral plane, and
members of the spell casting races who are of a*t least 12th

level or 12 hit dice. (A spell casting race 1is one which
has a substantial number of members able to cast spells of
some kind. Examples would be Humans, Flves, Lammasu, etc.)

This spell produces no compulsicn to do anything.
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Level Six Clerical Spells

CURF FEFBLEMIND: As Cure Deafness. There 1is no Cause
Feektlemind.

CURE INSANITY: As Cure Deafness. There is no Cause
Irsanity.

CEEATE AIR: It produces enough air for (L-9) m®man-hours of
breathing. It will not increase the air pressure unless it
is lower than the caster considers cosfortable.

QUEST: Note that the limit on the level for Curse that may
be used, is per Cause Curse. See Greyhawk.

ANIMATE OBJECT: See Greyhawk.
®INL THE PATH: See Creyhawk.,

LCSE THE PATH: Those who fail to save (vs. mental) will
find themselves unable to make the simple decisions needed
in order to travel toc a goal. They will misread maps, miss
turnoffs, take the wrong turnoff or fork. They will be
plagued by doubts that they are going in the wrong direction
or have passed a turnoff, and should turn around. They will
be inspired to take "shortcuts" across country. The key
thing to remember is that +they will feel that there is
absolutely nothing wrong with them, and will insist on their
orinion as adamently as they usually would. Duration: L +
6 hours. Zcne of Fffect: 6" hy hit. Range to center of
Zone of Effect: 36",

RESISTANCE « 10' RADIUS: As the appropriate 3rd level
Fesistance Spell, but applies to all within 10 feet of the
caster (including the caster) for the duration of the spell,
The spell ceases to funtion if the caster dies. No
concentration is needed to maintain the spell.

CCNTROLLED EMPATHIC CURE (CAUSE): The caster may specify
the maximum number of hit points he is wiling to have
“ransferred (of course not to exceed the already established
maximum for Empathic Cure). The spell is otherwise as the
fourth level spell, Fmpathic Cure (Cause).
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Level Seven Clerical Spells

CONVERT SWORD: It is cast on any aligned sword, not of the
Holy (Unholy) or Sacred (anti-Sacred) variety. It=will
convert the sword's alignment any single step towards that
of the caster (ex. good to neutral, but not directly from
gocd to evil,) Success depends on +the Ego of the Sword.
Roll 2D6; the spell succeeds if the number rolled is grea*er
than both 7 and the sword's Ego. If you succeed, the
sword's Ego has been increased to the greater of seven and
the original Ego +1, Tf the rcll fails the eqo bhecomes the
higher of 7 and the original Ego +2. (The caster is free to
try as many times as he likes *o convert a particular sword,
but the process becomes harder and harder due to these

increases in Ego. Remember that it takes two successes to
convert it from Good to Evil or visa-versa.) Casting Time:
one day.

PORTAL OF JUSTICE (INJUSTCE): (May not be thrown by
Neutrals.) When thrown on a doorway, archway, etc., any 7®vil
(Good) being will have a red (yellow) glow around them as
they pass through it. There is no saving throw versus +*his
spell. It may not be made permanent. Duration: L/2 hours.
Range: 1%,

BLADE EARRIEK: See Greyhawk.

WORD OF RECALL: Note that the sanctuary to which the caster
wishes to return must have been Consecrated to his diety by
the caster (via the 6th or 8th level spells). See Greyhawk.

RESTORATION (DRAIN LEVEL): It works as Cure (Cause)
Deafness, except it applies to the Drain of one life energy
level. (The Caster is not incapacitated.)

PART WATER: As Greyhawk.
REGENERATION: It causes the affected part to regrow at the
rate of 1 inch each day that the victim takes no physical

damage. The effect will last until the damage is completely
healed. Range: contact.

67



lLevel Eight Clerical Spells

CCNVERT: It may be thrown on a humanoid, in an atteampt to
change his alignment *to that of the caster. There 1is no
saving throw; instead run it as a "level versus level
battle", In the case of an attempt to convert a Good to
Evil or vice-versa, run two battles; the caster must win
both for the attempt to succeed. A being who has resisted
an attempt to comvert him will act as if 10 1levels higher
when trying to resist future attempts ( only 5 levels if two
battles were run and he lost one.) Clerics, Paladins,
Rangers, etc. are immune *o this spell. Range: 4",

PARTHQUAKE: See Greyhawk.
AERIAL SFRVANT: See Greyhawk.
WIND WALK: See Greyhawk.
CONTROL WEATHER: See Greyhawk.

RAISE CEAD PULLY (FULL FINGER OF DEATH): There is no saving
throw against the Full Finger of Death. Raise Full requires
a constituticn roll, and the being affected comes back as if
fresh.

BANISH CEMCN (ANGEL): Neutrals may not throw these spells.
They will force any single demonic (angelic) being having up
to L/2 hit dice to return to its own realm 1if possible.
(Such beirgs generally have restrictions against their
irpediate return to our realm after being banished from it.
The length of time wculd depend on the particular being, but
L years would be about average.) There is no saving throw.
Range: 12",




Level Nine Clerical Spells

PERMANENT: Applicable to Clerical Spells only. I+ may not

be thrown on any creature, except that the Cleric may throw
one permanent on himself., Ctherwise it is as the 40 spell.

CONJURE ANGEL (DEMCN): The conjured Angel (Demon) is under
the control of the caster. The maximum strength of the
conjured being will be as follows: Type I- at " 16th level,
Type IT at 18th level, Type III at 20th level, etc. It may
not gate ir cthers, nor may the caster conjure another un+il
the present one returns from whence it came. It will return
frcm whence it came when the caster orders, or after at most
L-13 intervals of 10 minutes leng+h unless the caster dies.
If the caster dies while the conjured being is still on our
plane, it is free toc roam our plane.

HOILY WCRD: See Greythawk.

ASTRAL SPELL: See Greyhawk.
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HAGICAL ITLCHES

flere is our reorssnized asnd exrended lisl of Mesicel Ttems, Alihoush
we are rroud of the number of items: over 800, we think there are
more imrortznt things then sheer lenglh Lo recommend this list., It
has been carefulls organized so thet Lhe resulis rolled sould meke
sense, Farticulsrls imrortent in this reserd is Lhe svstem of
levelindgs a3 well as the rercentsse chance for esch iltem Lo srrear.
Also we’ve Lried to have sboul Lhe ssme fresuencs of bed items
serinkKled Lhroushout the various tures and levels of items, Also
imrorisnt sre those items thal we have nol included. We redected
items which creste more rroblems for the Gamesmaster and Cempsisn
than thew are worth.

The new items have carefullw thoushi oul and worded exrlensticns,
Horefullys we have been able Lo enticirzle wanw of Lhe wuesztions the
Gamesmaster will have to resolve in running the item. For ihoze
items drawn from Honsters & Treasure and Grezhawks we have noil given
descrirtionss (excerl in & veru few cases where we have slishtle
modified the item.)

Althoush there are strong items on the lisis we have concenirsted on
adding a varietw of less rowerful items. A&fter 2lls Lhese less
rowerful items will maKe ur the vast msdoritz of the masicsl ilems
which will arresr in 2 world., There exisi ilems more rowerful Lhan
{most of) those listed here. Howevers these will be unicue items
which do nol rrorerly belong on sny list of random srresrsnces. Thew
should be carefully rlsced by the Gamesmasters as well as "dezidned”
bs him to fit into his world. Such items have rrobable had imrortant
conseauences on the historys of the world., #Manwe of them will
currently be in the rossession of the more rowerful and imroriant
inhabitants of the world.

Of rarticular interesi is the was thal this list combines wilh the
system for rolling ur Wandering Fartiess to essily zllow the
Gamesmasler to come ur with varieds interestings and losical resulls,
Also the Susiem of Curses is heasvilwy used ito "srice” ur this list,
References to the Clerical and Mzgic User Sustems sbound in Lhis
list. We’ve tried Lo exrlain how to sdort certsin items Lo olher
suystems. Howevers in & few cases & Gazmesmasler using certain other
systems will have to make some chansges for himselfs or nol allow =
rairticular item into his world,

de have made 8 rrovision for the Gamesmaster Lo sdd his own clssses of
items or unicue itemss under the heading "G.M. Srecial” in Lhe listi
of Miscellaneous Masgical Items. In sddition we encourzse
Gamesmasters to add (and subtrsci) items be writing (in rencil)
Jirectly on the list.

nis list hass been carefully constructeds so thal even & rlswer with
access to the list will ususlls nol be sure which item he has found,
The CGamesmaster should do his best Lo mske Llhe rlawers work to Ffind
out the nature of & Masical Item., This zumelimes recuires thztl Lhe
G.M. Keer his wits asboul hims and be extremslw careful in whsl he
saws, This is rarticularly true in the case of badicursed items. i

their verw nature some Cursed Items lend Lo hide the Tecl thel thes
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cursed., Somelimes rarl of the Curse is thel the viclim does notl
L to et rid of the item, In thsi ceses he will nol associaste in
ming anw baed effecis wilh the itemi znother exrlanalion will

we come Lo mind, Often & cursed item will function es enolher
ful item of zimilar ture: uniil ihe worst rossible moments when
victim is given the business.

f0110w1n5 notzstion is used throushout the listd

usable only bw Magic Users {end those sble to cast M.U Srells)
ueasble onlw bw Clerics {(and those able lo cast Clerical Srells)
useable onlw by Fishlers

usable onlw bz Thieves

roll smouns rossibilities

item or class of items is level s see below

WO oB

ionou

LEVELS of MAGICAL ITEMS!

When is = masical item too rowerful Lo be rorulsted in 2 diven
narioc or on 2 given level of Lhe dungeon? This cuestion is
wered by sssidgning each Masgicasl Item = level., The level would
resrond Lo that level of the dungeon on which the item would firsd
given its ususzl rendom chance to arresr, (0f course occasionalle
cizlly designed sections of dungeons or 3 rerticular scenarios

1 have 2 rowerful magical item of hisher level which hss been-
cislly rlaced there bu the GM.) Now = (4) after the name of an
m would dencle that it is level four. For examrles 2 Helm of
erathe is level four. (5) after the name of & whole class of
mss would indicste thasl the minimum level for ane ilem in that

s would he five. For examrles 211 Rods are a2l leasi level five.

Where no srecific level is indicated for an item it is the

imum level for the class of items., For exasmrle & Rod of
cellation is level 5. Where no srecific level is indicsled for s
. of itemss il is & minimum level of cone (i.e. no minimum.) For

examrle Gasunllelss have no minimum level.

aun

T would not rorulste & level 4 item on the 3rd level of tlhe
geony of in & "Ird level scenaric".

When rolling from & lists rercll insrrrorriaste resulis, For

examcle if rolling for & random Helm Lo rlece on the 3rd level of =

durn
510

geons a2nd 2 90 came urs one would rercll on the tsble of Helmss
ce & Helm of Telerazihs is level four, If rlscing snother item on

that seme 3rd levels snd when rolling on the list of Tures of Magics
Ttemss = 46 csme urs Lhen rercll. All Rods zre st leassl Sih levels
and thus z Rod could nol be rlaced on the 3rd level,

Some will isnore these sussesied levels, Others will convert th

levels =iven heres which are bassed on & camreisn lardelyw using the

2HE

For
RS

for

Lems siven heres in order to fil into their own cemesign,
tunstelys such & conversion tsble need onle be sel ur once, In
ceses wou mishi wani Lo resd the erticles thet dgives duidelines
determwining the relastive level of Mzsgicel Ilems.




BURNCOUT CHANCES!

Manw Magical Items have 2 chance of burning cul during esch use,
When thew burn outs» as well as afterwasrdss thew will no longer
function. The rercentasge chance of Lhis herrening during esch uses
is called the Burnoul chance.

For exzmrles consider an item with & Durncul chence of 2%, such
2s =2 Firehball Wand. Then during everw use of the Wands ihe
Gamesmaster rolls 2 0100, If & 29 or 00 comes urs he Knows thal the
Wand didn’t works and will never function zgain,.

Here is how to convert from 2 suwstem in which ilems hsve chargess
to this Burnoutl sustems or vica versail

The Rurnout Percentadge = 200 / the Number of Cherdez when new.

_For examrle a twrical Wsnd has & 2% burnouly, or 100 chardges when
new. Under the 2% Burnout sou would sei an averade of 49 uses oul of
the Wand. Under 2 sustem where @ new Wand had 100 charsgesy Llhe
zverade Wand wou obisined would have 50 uses left, Thus the luo
sustems give virtusllu the same number of uses on aversde., (One
could modify the Burnout sustem slishile inorder Lo get Lhe sveresses
to be identicasls but the simrlicite of running it in the wmanner
rresented here easile wins out.)

The Burnout susiem is remarkable eazsw to uses There is none of
the bookKkeerinsg that is neccesssru when using & suslem of cherdges,
Also il adds sn refreshinsg element of muslerwe to the gsmes when no
ones not even the Gamesmasters Knows whelher an item will fezil to
funclion in an emergencs. Also items with 2 limited number of uses
are now much easier to carru from oren universe Lo cren universe,
There is no need wilh the Burnout sustem for the rlaswer lo carre s
sealed envelore with him from Gsmesmaster lo Gasmesmasters as is
usualls the case with & sustem of chardes.

One can think of the Burnouti sustem 2 merelw 3 belter daming
sustem which is mathemastically roughly ecuivelent to the sustem of
chardes. However it is nice Lo have & rational behind anu suslem uou
use. Our rational is that Items with Burnout chsnces sre channelers
of the madical enersws omnirresent in the Msnnaz. Each time thew ere
useds a strain is rut on them. This strzin hss 2 fixed rercentssze
chance of rermanently disrurting the enchantment which ensbles the
item to work., (It would of course be much more difficull end
exrensive Lo rroduce 3 more reliasble item that rreformed the seme
functions bul had 2 lower Burnout chance.)




HaGICal. TTIMST

1-046 Swords 5354 Clerical Scrolls
714 Armor 57-58 Other Scrolls
G519 Shields 5962 Rings
2021 Tows/Crossbous 6367 Medgicsl Gems
2225 Arrous/Querrels 468 69 Gauntlels
2427 Mecesflleils 70-72 Relidgious Relics
28-29 [azsgers 73-7% Dooks/DecKs
30-32 Miscellsneous Wesrons 76 77 Pracers
2733 Seasbhherds/Shesths (2) §-79 Ewes
Z4--40 Polions 89-81 Hedsllions (2)
41- 43 Wands §2--83 Closks (2)
4445 Siaves (3) 24--85 Helms (2)
44646 Rods (5 8400 Miscellanecus Mzsic

47-52 MU Scrolls

MIGCOLLANEQUS WEAPONS!

ROl TS

slismans (X))

rerall s
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SWORDS:
TYPE OF SWORD:

01-09 Short Sword

10-89 Sword

F0-99 Two-Handed Sword
00-00 Other {(or reroll)

01-22 +1 Suword

23-27 +1s 42 vs., Sharechanders

28-34 +1s 42 vs, HUs & Enchanted Monsters
35-39 +1s 42 vs. Insects & Sriders

40-46 +1s +2 vs. Giant Class (excluding Trollss & Giants)
47-47 +1y 43 vs. Shadow-based Crestures
48-48 +1s Madic Using Sword. {(7?)

49-53 -2y Cursed

594-62 42 Sword (2) .

63~67 +1 Flamindgs 42 vs. Trollss 43 ve, Undead & Ents (2)
6872410243 v5, Elerice (2

73-75 +1» #3F: vs,: Giants 2)

76=-76 +1y +4 vs, Little Feorle (2)

77-79 +1s 43 vs. Tradons (2)

80-80 +2s Giant Slawindg (7) (2)

81-81 +1s 45 vs. Ilemonss Andels (3)

82-85 43 Sword (3)

86-86 +1s Gladistor’s (3)

87-87 42y Drasgon Slawing (7?) (3)

88-88 425 Slawing (7) (3)

89-90 +4 Sword (4)

91-921 43y 45 -we. Gold (4)

92-92 43y 45 vs, Heat (4)

93-93 43y 45 vs., Air (4)

94-94 43y 15 vs. Earth (4)

P5-96 Holw/Sacred Sword (7) (4)

97-97 +1 Egualizing Sword (4)

98-98 +5 Sword (5)

99-99 +2s Nine Ster Draining (5)

00-00 43 Dancing Sword (&)

A +1 sword rrovides +5% to hit rrobabilitzs but no damsde bonus,
Howevers 2 srecisl bonus adgasinst & rarticular monster or class of
monsterss is to both hit rrobsbilitw and damade.

SWORLD +1s 42 VS, SHAPECHANGERS! Sharechandgers includes gll
Lucanthrores (Were-crestures)s lorrleganderss and anusthing or anszone
ultilizing 2 rolumorrh or sharechanse.

SWORD +1y +2 VS, MUs ANI ENCHANTED MONSTERS! “"Madgic Users” includes
8ll those able to throw Msdgic User Srellss (ex. high level Rangerss
Osre Madis Fighter/Magic Userss etc.) "Enchanted Monsters” include!
Elementalss Golemss Invisible Stzlkerss Aerizl Servantss Itiinns
Efreetss Homunculis Szlsmanderss Demonsy Andelsy and Simulscra.

SWORD 41, 42 VS, INSECTS ANI SPIDERS! Includes Giznt Insectss Giant
Sriderss elc.

75



he zrecizl bonus srrlies to Lhe
smaller Lh g Troll. (Koboldss
acblinss Rudgbears:s Osres,)

SHADOW- RASEDT CREATURES! The srecial bonus asrrlies to
elo.r as well a5 anw other creatures whose hases is

MAGYC USING SWORL! It acts as o {41 Sword. Il does not have anu
Frimerw or Cxtirzordinerye Powers, Instead the sword acts (while in
the hend of Lhe wielder) as = Magic User of certain level!

01-20 lst level MU 81-90 &th level MU (4)
2138 Znd level MU (2) ?1-946 7th level MU (7)
39-54 3rd level MU () 2799 Bth level MU (8)
GU-68 4ih level HU (4) 00-00 2th level MU (9)
&80 Sih level MU (5)

~ M

[ R,

Its Intellisence 2s & Magic User is that as a2 Sword., The sword and
wielder msy nol do enulhing elses while the sword is throwing or
concentrating on meintzining 2 srell, The sword mayw not he
distrecteds and hes no need Lo Frerare = srell before throwing it,
The wielder mzw not use anw items usahle by MUs onlys merelu because
of Lhe rossession of the swords excert Lhat bu use of Read Magic Lhe
sWword max use MU Scrolls,

CURSED SWORD! In sddition to beins =2y the user will suffer Lhe
effects of 5 Random Curse., The sword mas onlw be Solten rid of bu a
successful Remove Curses as versus & caster of level! 4 + D4 + twice
the level of the Curse. TDelermine the level of the curse as follows!

01-10 st level curse 7689 &th level curse (46)

1122 Znd level curse (2) ?0-94 7Lh level curse (7)
Zrd level curse {3) ?7-9% Bih level curse (8)
41h level curse {(4) 00-00 ?Lh level curse (9)
Slh ; curse (5)
s LITTLE PEOPLEY "Litlle Feorle” include! Fairiess

-+ Druadsy Hellionss Gremlins, Wretches, Imrssy Erowniess
nsheess etc,

GIANT SLAYING: It zels se o 12 sword. In addilion it is +2
g sinst all Gisnls, lHowevers against one rarticular ture
nt il will do 40MO hitl roints of demzze when it hits, {(Roll to
} ture. )

5 & 12 Sword. Howevers it will give 4010
it hits one rarticulsr srecies of monster,
the more rowerful creziures, The

& #Hood source of idess,)

% # 11 Sword. In zddition if Lhe user is
aun race in single combzl (no other living
either of them)s then whenever he scores a
simum demege {ew, & 10 wearon will do 10 hit
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SWORD 43, 45 VS, COLD! In addition to being 4+25% Lo hil erobshilites
and 15 to damase versus Cold-hased Crestureszs it

1, Gives the wielder Cold Resistance {(zs rer Lhe Clerical Srell)

2. Allows the wielder to Lhrow one &4 Firebsll rer dews 25 rer Lhe HU
srell

3+ Allows the wielder Lo disrel a Wall of Ice

SWORD 43, +5 VS, HEAT! 1In additon to being 425% to hit rrobabilitw
and 15 to damadge versus Fire-Eased Creaturessy it!

1, Gives the wielder Fire Resistasnce (s rer the Clericsl Srell)

2. Allows the wielder ic throw one 4llé6 Snowball rer daws a5 rer Lhe MU
srell

3, Allows the wielder to disrel a Wsll of Flames

SWORD 43, +5 VS, AIR: In addition to beins 425% Lo hit rrobabilitw
and 45 to damsdge versus Fluins Creasturez and Air-based Crestures
{excluding Undeads; and Enchanied Monsterss but including Storm and
Cloud Gients)y it?

1, Gives the wielder Resistance Lo Lishtning {25 rer the Clerical
Srexll)

2. Allows the wielder to throw one &I6 Crushing Hands srell (sinsgle
tardets range! 12". Saving Throw resulls derend on how Fireball is
handled bw the GM. If Fireball save results in full damage, allow no
save versus this srell, If Fireball save resulis in no damades save
versus this srell results in haslf damade.)

3. Allows the wielder to disrel 2 Fluy or Levitate MU Srell (but not sz
nstural abilitw to flu or the use of an item to flu,)

SWORD 435 45 VS, EARTH! 1In addition to beinsg +25% to hit rrobabilitu
and +3 Lo damsde versus Earth-Eased Creatures (ex. Earth Elementals,
Stone Gisntsy Hill Giantss Giant Slusgss etc.)s it?

1, Gives the wielder Resistance to Crushing (ss rer the Clerical
Srell)

2, Allows the wielder Lo throw one 406 Lightnins Bolt rer daws as rer
the MU srell

3. Allows the wielder Lo disrel Wzll of Stone.
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HOLY /SACREX SWORDS:

01-286 42 Holw (4) 82-87 +4 Szcred (6)

27- 39 42 Sacred (4) 88-93 +5 Holw (7)

40-539 43 Holw (5) ?4-946 +5 Sacred (7)

40-49 43 Sacred (5) 27-98 Sword of Sharrness (8)
70-81 +4 Holw (6) 99-00 Vorral Elade (9)

Thew are alisned either Good or Evil, A rerson of the wrong alisnment
will teke twice the usuzl damadge for touchind 2 madic sword., When in
the hands of & Faladin (Anti-Fsladin) 2 Hols (Anti-Holw) Sword will
give rroleclion sgzinst Madic User Srells. The wielder is totallw
rrotected, Those wilhin 10° radius are rrotected agzinst srells ur
to and including those of cerisin level!

ction of Holu/Sacred Swords!

Level of Prote

) 6380 &ih level (7)
)

)

01-18 Zrd level (4
19- 40 4th level (5
&

41--62 Sth level f

81-92 7th level (8)
?4-00 8ih level (9)

are similar to Holw swordss but thewm
Clerical Srells rather than Masgic User
Rendgers {(Anti-Randers) rather than

42 ]

oW

-

I SWORD! Tt zcts ss & 41 sword., In addition: when 2
scoares 2 hil with the sword uran 2 humsnoids the rerson of
level (defender or wielder) loses & levels and the rerson of
vel dzins one level, The higher level rerson zluwsuys dets a
throw (vs. rhesical), This is in addition to the normsal

the sword does,

12: NINE STEP DRAINING! The first time the sword scores = hit
foallowad bw 2 roll which would also hits it drains
ddition to normel damsde )y The second time Luo

y feaining 9 levelsy il becomes 2 normal +2 Sword.
sword maz sl any time choose Lo not use this rowers
e it for fulure use.)
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ALTGNMENT OF SWik

01-35 Good 34660 Neutrel H6-00 Eeil

A Good being who ricKs ur an Evil sword will tske 204 hit roints of
dazmzdey snd vice versa. A Good or Evil being who wicks ur a8 Neutr
Sword takes 6, In eddition if thew continue to hold onto i SW
thew will teke dice of damede eausl Lo the orisinsl smounts st
intervals of!t 20 minus the edgo of the sword melee rounds. On s
being of rrorer slidnment msw use snubhing but the combsl bonuses
the sword (s orrosed Lo the Primervw asnd Dotrsordinsry sbilities.)

of

INTELLIGENCE AND EGO OF SWORDS:

Magical Swords have an Intelligence and Eso. First determine the
averase reauisite. Roll & number of 04 eausl tol the level of the
sward or the meximum combat rlus of the sword (including snw srecial
honuses )s whichever is drester. HNeut roll s [0 to determine how the
Intellidgence and Edo are relsted to the swords averasse reauisitel

Rty t 3 4 5 6 7 B 9 10
gttt -4 R0 - f O D L 4343 J4
Edal 8 48 40 +1 . 0 O -1 -2. R4

Then adJust to & minimum reauisite of 1 and & meximum of 12,
Now roll for snw Frimsre or Extrsordinsrue sbilitiess (number
determined bu Lhe Intellisences see below) and Fersonslilw Traits

(numbher determined be Egor see below)d.

INTELLIGENCEs ARILITIES, AND COMMUNICATION FOWERS OF SWORDS:

Int. Abilities and Communication Fowers
i0 None
7 One Primsry Abilitus
Emrathe with wielder (i.e. can communicaste strong emolions)
8 Two Primsry Abilitiess
Emrathe with wielder
2 Three Primarw Abilities
Emrpathe with wielder
10 Three Primsrwe Abilitiess
Sresks One Langusdge like s dumb native
11 Three Primzrwe Abilitiess

Fezds Two Lasndgsuges like an ordinary native
i2 Three Primery and One Extrsordinsrs Abilitus
Sresksy Reznds and Writess Three Landguadges liKe & Scholar
Telersthic communicstion with the wielder.

Sreaks and
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PRIMARY ADILITIES OF GWORDSS

lification 56-58 Bode Hest
cret Doors . 59-465 Cure II X

e A

1216 2 44672 Bless 11 ¥
1720 Iie : i 7i3-74 Ventriliauism
- Ietect Gemess No. & Size 7h-7& Silver Vslhallae ¥%
Letect Gold 77-81 Read Lansuadges
lietect Mithril 82-8%5% Hide Intent
i+ Dletect Norih 8687 ESF
Infravision 2889 Mirror Imsse
. Telescoric Vision 90- 93 Weter Wslkinsg
; Second Sight 94-9%5 Levitate
letect Invisible 9246-99 Take 2 rollss rerall 96-99
50- 52 Frot./Enchanted Monsters 0000 Roll Extrzord. Abilitus
53-55 Rode Cool Forfeiting this & =zl1

Following Frim, Abilities

¥ = ussble onlw once rer daw ¥% = usable onlw once rer week

#11 zhilites maw onlw bhe used bw the wielder or thrown on hims while
he has the sword’s hilt in his haend. If @n esbilitw is rolled twices
it is double strensgth. (If this has no meanindgs then reroll),

SOUND AMPLIFICATION: Allows the wielder Lo hesr noises normalle too
fzint for him te hesr. Add +30% to chesnces for hesring when
listening =i doors.

LOCATE SECKET DOORS! Sesrching in this manner tsKes 1/710th of the
ordinary time, T works 90% of the time. (This roll should he
handled sererstelw from ene other chences Lhe wielder misht have.)

LETECT TRAFPS! similer to sbove.

the MU srell.

i renges tresl solid stones etc. ss 10

Renget 3",
Lo sbuove.
BETECT

BETECT

Knows which wew is Nortih,

the MU srell,

der cen see things as if thew are closer
: on one region snd everwthing will seem
ce Lhe level of the sword.

- wielder to see rerfectlu normalle without
the need for asnu lisht.
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DETECT INVISIBLE! As rer the MU srell.

FROTECTION FROM ENCHANTLD MONSTERS: CGives the wielder
(both vs. attzcke and on saving Lhrows) assinst Cnot
(Elementzlss Golemss Invisible Stzlkerss Aeriazl Serven
Efreete: Homunculis Szlamenderss Demons: Anseles and Si

mulEs

BODY COOL! Reduces the wielders bode temrerature 25 dedrees
Fahrenheits towards normal bodu temrercture, (It will not counter
fire srellssy etc.s but it is useful sssinst extended evrosure in veru
hot climstes.)

o

bodye temrerature 2% degrees
ture. (It will not counter
insl extended exrosure in veru

BODY HEAT! It increases the wielders
Fshrenheit towsrds normsl bods tems
cold srellss etc.s but it iz useful
cold climstes, )

CURE II? As the Clericsl Srell {(once rer daus and onle on the
wielder )

BLESS II! As the Clerical Srell {once rer dsus and only on the
wielder)

VENTRILIGQUISM! As rer the HU Srell.

SILVER VALHALLA! As rer the Horns once rer week, {summon 2D4 F2s),

READ! LANGUAGES! As rer the MU Srell.

HIDE INTENT! The wielder gets two chances to masKe his saving throw
aszinst srells such a2s Detect Goods ESFs etc.s or olher wagicel means
of discovering his intent,

ESF! As rer the MU Srell,

MIRROR IMAGE: As rer Lhe MU Srell (once rer dews and only on the
wielder )

WATER WALKING: Allows the wielder to wslk on water.

LEVITATE: As rer the MU Srell.
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ARILITIES OF SWORDS!

&% &4 Commend Landgusse
&4&7-70 Dhisguise
71-72 Detect Gste

0% 11 Mind Elenk 7374 Flane Seeing

12-14 Tetect Evil (Good) ¢ 75-7% X-Few Vision

15-17 Hetecl Shift 76=76 True Sight

1822 Sirensth ¥ . 77-79 TeleKinesis

2%-24 Iron Velhslls X% g0--80 Rerulsion ¥

2%-29 Bless ¢ % 81-86 Flwing

30 35 Word of Command III ¥ ¢ 87-88 Telerort %

2441 Cure Wounds IV % 89-8%9 Time Travel ¥

42-62 Resistance (7) 2097 Deteclt Sreciazlitlvu ¥¥X

63464 lamr Telerort 98-99 Take 2 rollss rercll 98-00
00-00 Take 3 rollss rerocll 98-090

$ = Rerocll if & Neutral Sword

¥ = ussble onlw once rer dau
% = usable once rer week
¥¥% = Reroll if sword has no srecizl bonus

CLAIRAUDIENCE! As rer Lhe MU Srell.
CLAIRVOYANCES Az rer the MU Srell,

TELEFATHY! It sllows full two wsw communications ranse 9" {count
stone a5 10 times its actusl thickness), The wielder .mau attemrt to
influence Lhe sctions of the rerson who he is communicatins with. If
he fails lo save (vs. Mentsl) he will act on the sudgestion with
either 42 to nesot ion dice {(206) or 42 to wielders Charisms
{whichever iz more serrorriste to Lhe situation).

MING BLAMK!  As rer the MU Srell,

DETECT EVIL (GOOD)Y  As rer the arrrorriztelw zlidned version of the
Clerical srell,

DETECT SHIFT! It cen detecl sudden discontinuous shifte in the
wielder’s rositions s would cccur uron unwittingly slerring throusgh
z Lelerort device.

STRONGTHE  As rer the MU Srell (once rer davs snd only on the
wieglder, )

IRON vallialiat Az rer the Horns once rer week, (Summon 204 Fés,)

the Clericsl Seell (once rer dams and onle on the

[ OF COMMAND 11Xt Az rer the Clericzl Srell {(once rer dzus and
3 on the wielder.,)

ithe Clerical Srell {(once rer dzus and onluy on

Clericsl srell, {roll to see which anes
Crushing: Poisons Sriritual Atisck.)

# no Telerortetion either into or out of
uf the wielders without his ewrress Fermission,
nieien Doors Trensrort ToKenss etc,
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COMMAND LANGUAGE! The wielder mau cho : one lengusse
During that daw he will be sble Lo srezls understands i write
that landusdge liKe an ordinare natives {comerehension on 8
scale of 1-6)s (The sbilitw will lasti for & dazy during which time
he need nol touch the swords buil mwust carrw it on him. )

DISGUISE: The wielder mau chansge his arrearance so thast he looks liKe
another similar being of ¢imiler size, f{(Humsnoids cen look like
another humasnoid srecies of similar size.) In order to fool s wmember
of the srecies concerned Lthal wou sre s rarticuler member of thzt
sreciess sou must be & member of. thal srecies wourcelfs znd vou must
have had & chance to carefully study the model. (A disdguise will
staw in rlace for one dsus during which time he need noil touch Lhe
swords bul must carrw it on him.)

DETECT GATE! The wielder mau detecl "gates"s i.e., rlaces that zllow
travel to rarasllel universes, He will slso Know Lo which one it
leads {35 best as he can comrrehend.)

PLANE SEEING:! The wielder meu see from any rlane (Normals fstrals
Ethereals etc,) Lo snother.

X-RAY VISION! IV will show ur denser obdectss such as metazls honess
etc.s even throush 2 feet of stone. (It does not work as in Surerman
staries.)

TRUE SIGHT! The wielder will see the true state of things, This is
useful versus! Phantasmal Forcess Dorpleganderss Illusionss
Iisguises Hallucinalorwy Terrains Prodected Imssess Mirror Imeges
Hzssmorrhs elc. :

TELEKINESIS! As the MU Srells as if cast buw a3 MU9.

REPULSION! As the MU Srells as if cast bw 2 MUll., Usable once rer
daw.

FLYING:! The wielder mas flu 25 rer the MU srells (a3t 12"),

TELEPORT: The wielder maw Telerort himselfs as the MU Srells as if
cast by 3 MU9?, He maw iske szlong one others rrovided he has his
consents and hass his free arm zround him., Usable once rer dau.

TIME TRAVEL! Allouws the wielder to move forwsrd in times ur Lo tuwo
da=s, UWhile doing so he does nol move in srace, {(He is shrouded in
the "Mists of Time"s and thus nol subdect to attacks excerit bw an
inhabitant of the mistss or 2 fellow time traveller.) He maw Llake
along one others rrovided he has his consents and has his free arm
around him. Ussble once rer dsw (where usou onls count time nol srent
travelling in time.)

DETECT SPECIALITY! The wielder msy detecl Lhe srecial enemu of Lhe
swords {(i.e, the ones thast the sword hes s srecisl bonus sdgainst).
{If the sword has more than one srecial bonuss choose randomlw. If
it hss no srecizl bonuss rercll on the sbilities table.,) IL detects
both the numbers snd rarticulsr Kind., {(For exsmrle letecl Undezds
might tell wou 3 Ghouls and 7 Zombies.) It haes renge 10"y {count
solid stones etcss a5 10 times itls aclusl dimension.)
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i & onumber of treits esusl Lo its [C€o minus seven (Lhus
1 trzits for swords with an ESo of 7 or less,.)

01-0% Loves Beitle G640 Vein
0410 Cautious &1 65 Froud
11-15 Fesrless 4670 Ambitious
14-2% Hales one Srecies ¥ 7175 Comretlitive
26720 Likes one Srecies %X 746-80 Arsumentative XXX
2135 Greedw 2185 Rude ¥¥X
4--49 Generous 8690 Polite XXX
41- 45 Revengeful ?1-9% Telkative XXX
44- 50 Fordgiving Q400 Quiel XXX

5155 Religious

£
i

if it hes & srecisl bonuss then it hates that sreciess
olherwise choose random srecies

¥% = Ususlly & rotentizl wielder of the sword
¥¥¥ = reroll if sword lacks asbilite to sreak

Contradicatory Trails cancel esch other out. Roll I'6 for the strenst
of each Traitl
1. only slightlye more likelw Lo act in this manner than Lhe orrosile
2, unlikelw to sct in Lhe orrosite manner
2. never zcts in the orrosite manner
4, teKen into zccount in imrortanl decisions and zclions
5, determining factor in most decisions
{reroll if esc less then 10)
4, ohsessives driving force behind its verw exislence
{rerall if eso less than 12)

Thn GH mus 4 uyee his imagination inorder to imrlement ceriain

For ewamrles currose & sword is obsessivelw rolite, Tt
¢ on Knocking before orening zny door, It mighi attasck
g 3 rele for not addressing ils wielder bw his rrorer titles
ete, Remember that an obsession lesds in certsin circumstances Lo
irrsiionzl behavior (as defined bs oilhers,)

RATTLE OF WILLS BETWEEN SWORD AND WICLDERS

The intersction between =z sword znd ils wielder is sort of like =
merrisse. To.ensure long ranse harmonys each must be rrerared to le
the olher have his wez from Lime to time.

Howevers when neither is willing Lo give ins run the test of wills In
comearing the rolls ezch -{u; higher roll wins. (Excertion!
inorder lo 5 nst its will or inorder to force
HOUr owner Lo someone wore Lo wour liKindgs the rariw in
gueztion m in 2 rows znd if unsuccessful maw pol g
the ssme one month. )

level, Add to this total! his Intellidenc
subtrezcl 1 for everw I hit roinits he has

Wieldar v
andd hie

level {as = madgical item), Add to this totsl
> znd ite number of Extrsordinary Abilitie
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ARMOR

TYPE OF ARMOR!

01-65 Flste

66-95 Chain

96-98 Scale (or reroll)

99-00 Jousting Flate {or reroll)

01-32 +1 Armor 88-21 +3 - Armor (3

33-37 Bouussnt Armor 92-92 Automston Armor (4)

38-42 Armor of the Seas ? 94--94 Faladin’s Armor (4)

43-57 Armor of Resistznce (7) Q5946 +4 Armor {(4)

38-67 Armor of Vulnersbility 9798 A, of Absorbing 2 H.F, (4)
68-79 +2 Armor (2) 9999 45 érmor- 15)

80-87 A. of Absorbing 1 H.F. (2} 00-00 Armor of Etherealness (&)

BOUYANT ARMOR: It zcis as +1 Armor. It will flost on water, (IL can
not be sezled for underwster use,)

ARMOR OF THE SEA! It sives no combsl advanbage. This armor mew be
sealed and the wesrer maw sisw out of contacl with the outside air
for ur to one hour. It will floal on walers unless weighis sre used.
It can then be used underwster,

ARMOR OF RESISTANCE: It scts as +1 Armor. In sddition it will sive
the weasrer one of the Resistancess ss rer Lhe Clerical Srells, (Roll
4 to see which one! Fires Colds Lishininsgs Crushings Foisonings
Sriritusl Attack.)

ARMOR OF ABSBORBING OME HIT FOINT: It shsorbs one hit roint from everw
wearon attack (ex. swords arrows claws bites etc. ) on Lhe wearer,

For exsmrle if & sword rolls 4 roints of dameses il will only do 3
hit roints of demasge to the wesrer. IL would not effect the damase
done bw 3 Firebzsll. It does not effect Hit Probabilitu,

AUTOMATON ARMOR: It acts a5 +1 Armor. If worn in 2 battles bw the
owners then it mauw fisht on its own during the next battle. There
will be the illusion that the ocwner is wesring the armor. The armor
will fight as 1/3 the level of the ouner (for delerminisgn hit
Frobability and hit roints) with no damase bonus or melee bonus.

FALADIN’S ARMOR: It acts as 42 Armor. It is slisned either Good or
Evil, If 2 Meutrsl beinsg wears il he tskes !4 hit roints. If = Good
being wears Evil Armors or vica versas he tsKes 206 hil roints, When
worn by 3 Faladin (of rrorer slisnment) it can be made to glow with &
bright light, This hass the following effects with = Rense of 10"

1, Elinds orronents of 3 H.Il. or less

for 204 melee roundss saving throw vs., FPhusical

2, Adds 2 to the wesrerz effective Charizms

3. Adds 3 to the morszle dice {204) of friends

4, Subtracts 3 from the worsle dice (204) of enemies

9. Disrells Shadows and Shades

6+ Turns Trolls to stone.

ARMOR OF ABSORRING TWO HIT POINTS! As rer sbsorbing one hil roint.
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SHIELDE:

01~31 Shield +1 8484 Shield of the Wall (3)
32-37 Shield of Reflection 2789 Shield of Throwins (3)
70-47 Shield of Missile Deflect., 90-92 Dancing Shield (3)
44-49 Shield of Hersldru 93--9246 Shield +3 (3)

50-55 Shield ve., UWalls 97--97 Faladin’s Shield (4)
5461 Evranding Shield 98-99 Shield +4 (4)

42-72 Shield of Missile Attract. 00-00 Shield +5 (5)
74-83% Shield 42 (2)

SHIELD OF KREFLECTION: It ascts as a 41 shield. In additions both
cidec of this shield are rolished to such brillisnce that Medusses
Vamriress etc. become victims of their own stares. This shield is
slso excellent =5 = reflecltion sisnasller ouldoors,

SHIELD OF MISSILE DEFLECTION: It scts 25 2 +1 shield versus melee
attackss and 25 2 43 shield versus missile stlacKs.

SHIELD OF HERALDRY: It scts as & +1 shield., In addition the user mau
disrlae on the shield anw desisn or cosi of arms. He maw chande st
will what is disrlazed.

SHIELD VERSUS WALLS: It scts as 2 +1 shield., In additions the user
mew safelw burst Lhroush snue of the madgicslly condured Walls (ex.
Flamezs Ices Stones Irons etc.)

EXPANDING SHIELDG It acts as & 41 shield., Uron command it will
ewrsnd into @ bodu-sized shields thesl recuires two hends to use. It
then =cbs sz & +5 shield., The user msw of course commend it to
return Lo normal size,

SHIELD OF THE WALLY It scts 25 & +1 shield. Uron command it will
hecome = Well of Iron (=5 rer Lhe Magic User Seell)d), I maw be
commanded Lo return to shield forms by graseing the shield’s strar,

SHIELD OF THROWING: It =cts sz 2 41 shield, In addition it maw be
Lhrowns 20t owing to ils share eddge will do DB dsmasge if it hits., It
will return Lo the thrower if it micssess as well as 50X of the time
that it hits.

DANCING SHIELD?: It =cts 25 & +1 shield. After being used in melee
for I roundss it will defend be itself for ur Lo 3 more melee rounds,
sttemrt Lo Knocok the shield out of the siry {treat as

An orronenl mau

to hit A.C. 2D,

scts =5 12 shield. IL is slidgned either Good or
rosite zlignment touches its he tekes 216 hit
: 14 hit roints. I used be & Fsladin
2 to his effective Cherisma. Alsc the Faladin
it Lo rroduce 2 brillisnt light {(enveloring
evil (dgood) beings wilthin it to fight at 5%,
en instesd be chsnnelled into & besm ( tardgel as
ing the srell tardgeting sustem)s which will
1) orronent for 206 melee roundsi give g ssving

el 8t - 90%,
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MACES/FLAILS @

01-32 Mace +1 7475 Flall 12

3337 Mace -2» Cursed 77-82 Mace of Healing (2)

38-38 Flsil -2, Cursed 8284 Flail of Entansglement (2
3947 Mace of Return 85-90 Mace of Disrurtion {3)
48-54 Flail +1 91-95 HMeco +5 {4}

5555 Maces Roll Sword FPlus 96-946 Flail $3032)

56-56 Flails Roll Sword Flus 97--99 Mace of the Undead (4)
D7-73 Maote 2 £3) 00-00 Flzil of Level Blastiing {(4)

A +1 on 3 Mace or Fleils dives-both +5% Lo hit rrobsbility and +1 to
damase.,

CURSED' MACE! FResides being -2y the user will receive the effects of =
random curses 25 rer Cursed Sword,

CURSED' FLAIL! As zbove.

MACE OF RETURN! It zcts as 2 mesdicasl wesron with no rlus to hit
Frobability or desmsse., Howevers it can be used Lo bst = Firehsll or
Snowball srell back 2t the caster., To succeed wou must roll below
sour lexteriiw on 3D6.

MACE, ROLL SWORDN FLUS: FRoll on the tshle for Mesicsl Swordss in order
to determine the Mzces combst rluss (idnoring Mesic Usinsg Swords,)
Limit the level srrrorristelus snd never more than (2). The Mzce
will not have an Intelligences Edos or Fowers,

FLAIL, ROLL SWORD FLUS! As above,

MACE OF HEALING! It acts as 2 +1 mace. In additions if wielded hu &
Clericsy he maw cure {(without using Frazer FPoints) ss manw hils as
times that he hss csused damase with the Mace durinsg Lhat daw.

FLAIL OF ENTANGLEMENT! It acis as a3 +1 flail. In addition if s hit
is scoreds the wielder maw siiemri to Grarrles at +30% chance.

MACE OF DISRUPTION: It acts as & +1 msce. In addition anu Undead
that is hit bw this maces musti save {vs, Sriritusl) =s versus a C8y
or be dissolved/disrelled.

MACE OF THE UNDEAD! It =acts as 3 +1 msce., In addition when wielded
by an Undeads uron 3 hit beins scored the wielder drains life enersu
{if he normallw can)s and also causes the "Rlack Bresth". Saving
throw (vs, Sriritusl) zllowed vs. "Rlack Eresth". Anv morlazl who
grasrs this mace musl ssve vs, the Elack Ereath., Elsck Bresth is a2
auickly srreading deleriorstion of bode snd sriril., The rarl of the
bodws struck bwe the masces becomes immobolized immedizlelwm., Then Lhe
victim loses one roint of Constitulion rer hours until he is down Lo
1. Then he has one daw of life remsinindgs being totzlly immobolired,
The Black Bresth maw be cured bw s Cure DIizeszse from 2 CBs or 10LR
level Fazladin.

FLAIL OF LEVEL BLASTING: It acts as 3 +1 flail. When wielded b
Iemonic beinss uron & hil being scored it will drzin cne 1if
in addition to anu naturzl zbility the wielder has in
{Treat with resrect to saving throwss &5 wou normalls
life enersu,)
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ODAGGERE S

01-30 Daesger 41 75-80 Made Dadser (3)

, Dagger ~1s Cursed 2188 Winded Dagsger (4)
P rs Roll Sword Flus 29--94 Nagger of Increase (4)
40-54 Deste

S S 9598 Thieves [adgder (5)
5564 Orzl [agder (2) 99--99 Tiagder of The Undead (5)
45-74 Dancing Dagsser (3) 0000 Dasser of Ronkel (&)

A +1 on 2 Dasser would rrovide +5% on hit rrobasbilitys bul no dzmase
bonus.

CURGED DACGER! Resides being ~1s this degdger will cause the user to
receive the effects of & random curses as rer Cursed Sword.

DAGGERs ROLL SWORD FPLUS: FRoll on the table for Magicsl Swordss in
order to delermine the Dessers combst rluss (idnoring Magic Using
Sworde, ) Limit the level arrrorristelus and never more than (3). The
liz=der will not have an Intelligences Edos or Fowers.

OFAL DAGGER! It zcts 25 3 +1 dssgser, In additions if dirred in
roisons Lhe dasger will shsorbh ity indecting the roison into the next
rerson hit with the dasser. It will hold one dose of roisons and
must be refilled after each use.

DANCING BAGGER! It acte @s & +1 dasgsger., In addition afler beinsg used
in melee for 3 roundss il ‘will fight on its own for 3 rounds. Durins
that Lime ii will fisht as would its user., Howevers il mauw be
knocked out of the =ir. (Trest it ss A.C. 2.)

HMAGE DAGGER: It acts =5 3 +1 dagsger, In addition, if used bu & Madgic
Uzers he msz store one srell inside which he mes normslle throw. (AL
ihe lime of storasge it costs him seell roints. Then he can throw the
erell off Lhe dassger onces wilh the use of no srell roints,)

WINGED DAGGERT It =c
s

pd
5 -
oo

PR
m

=5 & +1 desger, In addition if thrown tlowards
an enemws it will srrout wings and fight its orronent as would 3
rishter of Lhe users level., Tt will fisht until it is either

2lled or hit,” If it is hit il will fs11 to the sground and maw notl
e reczlled, {(Trest it as A.C. 2 for the rurroses of being hit.)

c

r+ Howeversy the second time
dadgder there is s +1 Lo
:ges Lthen 435 etc,

[k OF INCREASE: It ascle as & t1 dasdgs
. 2 rarticular being is hit with Lhe
damsge, The next time it will +2 to dam

THIEVES DAGGER: It acts a8 2 41 dzgger. In sdditions if used bw &
Thief to "sirike silentle from behind": he will never misss {provided
he would normells heve 2oy chance to hit.)

88



‘DAGGER OF THE UNDEADI! It acls as a2 +1 desser. In addilions if
wielded bw an Undeads anu hit scored will czuse 2 riece of Lhe des=ser
Ao break off and start burrowins towards the victim’e heart., It
normally tskes one dew Lo resch the hearis but if & Cure Disesce
spel¥ is administered it will tzke one week instead. The viclim musti
receive a Cure DIisesse from & C8 in order Lo he saveds otherwise he
will die and be unressurecizhle {(ss rer the Curse of Ronkel.) This
Iizgger has 2 10%Z Burnout chance, If wielded be = mortals he must
save {(vs, Sriritusl) as vs. & €205 or the dasser will hit Lhe mortsl
gs if it had been wielded bw an Undeazd.

DAGGER OF RONKEL: It scts a5 2 +1 Desser., In zddilion znw one slzin

by its musi be raised within 10 melee roundss or be unressureclzhles
(2s rer the Curse of Ronkel.?

WARHAMMERS
01-5% +1 Werhammer &7-7¢6 Lighining Hemmer (2)
G460 Werhammer -2y Curced 7796 42 Werhemmer (2)
61-45 Warhem. of Mercilecsness 9797 Werhsmmer of Slawing (4)

éb6~4646 Werhammers Roll Sword Flus 928-00 43 Returning Warhesmmer (5D

CURSED WARHAMMER! FHesides being -2y this warhemmer will ceuse the
user Lo receive the effecls of & rendom curczes as rer Cursed Sword.

WARHAMMER OF MERCILESSNESS! It meuw nol be released., IL dgsins
exrerience rointls for creztures Killed by it sindle-handedlws and
advances in level a2s would 2 Fighter. It recuires of iis owner the
killing of & certain number of humenoid tures bw it rer month., (IF
the owner fazils in this tassks he will be forced to turn the warhammer
on himself.) As il dgoes ur in levels il is more effectives but its
demands are 2lso dreater. AL its first level of exrerience it is +1»
and requires one Kill of of 2 humancid of =zt least 1lst level., At iis

. second level of exreriences it is +2 znd reeuires Llwe Killings of at
lezst 2nd level. etlc.

WARHAMMER, ROLL SWORI PLUS! Rell on the table for Mesgical Swords,
inorder to determine the Werhammers combet rlusy {ignoring Madgic
Using Swords,) Limit the level arrrorristelws nd never more than
{3)., The warhammer will not have an Intellidgences Edo» or Powers.

LIGHTNING HAMMER: It acts 25 2 +1 warhammer. In additions when it is
thrown and a3 hit is scoreds two Lishtning Holts of 406 eachs fl= from
the head of the hammer. The Eolis will hit the two nearest tardets.
{The hammer will not return when thrown.)

WARHAMMER OF SLAYING: It =cts 25 2 +1 werhsmmer, In zdditions if
thrown by 2 Dwerfs il will continue in & slreight line until it hits
an obdect, It will imbed itselfs czusing 100, If the terget hse &
high Dexteritws, then sgive him 2 chence of deflecting Lhe hzmmer ecusl
Lo hie Missile Eonus., If the hammer is deflected it will relurn to
the users and imbed itself in him czusing 10D, {(0Otherwise, Lhe
hammer does not return.)
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DATTLEAXE!

70-70 Beitlesxes Roll Sword Flus

71--9% +2 HBatlleaxe (2)
2600 +3 Dettleasxe

IC BATTLEAXEY It haes no combaet rlussy but il does count as =
=1 wesron. The user maw chor throush 1 foot of woods 2 inches
n

es or 1 inch of ireon rer melee round. (Treat olher materiazls
Gdonells, )

this bettleaxe will cause the

CURTCED BATTLEAXE! EHesides being -2
rzndom curses as rer Cursed Sword.

vser Lo receive the effecls of 2

BATTLEAXD, ROLL SWORD PLUS! Rell on the tsble for Masgicsl Swordss
inorder to determine the Battleaxes combal rlussy {(isSnoring Madic
Uzing Swerds, ) Limit the level srrrorriztelss snd never more then
{Z). The bztilesxe will not heve =n Intellidgences Escs or Fowers.

SPEARSE

7070 Srears Roll Sword Flus
7 180 42 Sreatrit 20
2600 +3 Srear (3)

. 25 2 +1 sreers In sdditons anw Lecenthrore
returned to its humznoid form for 10 melee
hrow, The spesr will slso return to their
crezture which hes cheznged shares such as
rolumerrhed crestures.

: +1 spear,  In sdditions for evere hit
der will receive an eeual number, These
rountdss making il more difficull to

SF esre

il on the tsble for Mesicel Swordss inorder
L rluss (isnoring Megic Using Swords,)
znd never more then (3). The Sreer
Csas or FPowers.




HORNING STARS!

0143 +1 Morninsg Star 75~84 Morn, Ster of Fireballs (2)
44--48 -2 Morning Sters Cursed 85-94 Morn. Star of Snowballs (2)
49-49 M, Stars Roll Sword Flus 95-99 +3 Mornyns - SLar 43

S0-74 42 Morninsg Star (2) 00-00 M. &, of Level Rlesting (5)

CURSED MORNING STAR! FResides being ~2; this Mornins Ster will cause
the user to receive the effects of = random Curses =& rer Cursed
Sword,

MORNING STAR, ROLL SWORD FLUS! FRcll on the table for Magical Swords,
inorder to determine the Morning Stars combat rlus, {(isnorins Mzgic
Using Swords,) Limit the level of arrrcorriztelus and never more than
(3). The Morning Star will not heve zn Intellisences Esos or Foweres.

MORNING STAR OF FIREBRALLSS: It gcets as 2 +1 Mornins Star, In zddition
the user mas throw one 404 Firebzll rer dau.

MORNING STAR OF SNOWEALLS! As aboves but one Snowball rather than
Firehall,

HORNING STAR OF LEVEL BLASTING: It acts &s 2 +1 Morning Star. When
wielded by 2 Demonic Feings it will drain one life levels in =addition

o anu natural asbilitw of the emon, (Treat with reszrect to saving
throws a&s wou normalle do level drains, )

LANCE:
0140 Lance 41 61-83 Lance 42 (2)
41-4% Lance -2, Cursed 84-8R8 Lance +1» 42 vs, Irasgons (2)
446-52 Lance +1x 42 vs, Humans 89-92 Lence +1s 43 vs, Giants
52-59 Lance 415 42 ves, Horses 94-95 L. of Dragon Slaving (7) (3
60-60 Lances Roll Sword Flus 9600 Lence +2 {2

CURSED LANCE! Fesides being -2, Lhis lance will czuse the uvser to
receive Lthe effects of 2 rzndom Curses &5 rer Cursed Sword,

LANCE, ROLL SWORD PLUS! FKoll on the tzhle for Magiczal Swordss inorder
to determine the Lances combal rluss {ignoring Mzgic Usins Swords, )
Limit the level arrrorriztely; znd never more than (2)s The Lance
will notl have an Intellisence; Esfos or Fowere,

LANCE OF DRAGON SLAYING: It scis as @ +2 lance. Roll to see which

rarticular twre of Iragon il refers Lo (Greens Erzseo etc. Il will
dgive this rarticular lure of Irason S010 hit roints when it hits,
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NETS?

0125 Net +1 71-80 Net +3 (2)

26-35 Variasble Net 21-90 Net of Entanglement (2)
4650 Nel 42 21-95 Net of Srectre Catching (3)
5140 Nel of Sanity 96~-00 Net of S.FP, Ireining (3)

&1-70 Curcsed Netl
See Lhe Grarrling Ruless inorder Lo see the use of nets.

NET +1! Gives 45X on hit rrobebilite, Once it hits gives +10%Z on
dgrazrrling rolls.

VARIAELE NET! It a2cts a5 2 +1 Net, In addition it will adiust it
size to the rrorer cne for the tardet.

NET 42! Gives +10% on hil rrobsilite. Once it hits it dives +20%Z on
grarrling rolls,

NET OF SANITY!: It =zcts as 3 +1 Net. In addition if an insane beins
is hit bw the nets he will temrorarilw redain his sanitw. This
effect lasts until he removes the net.

CURSED NET! It acté 2s one of the other tures of masgical netss but if
it misses its tardgets il hits Lhe user.

NET 42! Gives +15% on hit rrobsbilitu, Once it hits it sgives +30X on
grarrling rolls,

NET OF ENTANGLEMENT: It scts as 42 net. In 2ddition when the victim
would normally he =hle to toss the net off in one melee round it will
tzke 04 melee rounds,

NET OF SPECTRE CATCHING: It acts as 2 +2 net, 1In addition it mauw be
used to atlemrt to Srarrle non-corrorezsl beindgs (ex. Sreclress
Shadowss etec. ). Non-corroresl beings inside Lhe net maw not make
zti=zcke throusgh the nel (e, drain life enerds, drain strengths etc.)

NET OF SPELL POINT DRAINING! It scts 25 2 +1 Net. In addition if it
hits = MU or someone ahle Lo cast MU srellss and theuw fazil Lo save
{ve, Mental) it will drzin 211 of their remsining Srell Points for
thai daw,
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JAVEL ING

01--26 Heel SeeKing Javelin 7979 Jevelins Roll Sword Plue
2752 Cold Seeking Javelin 20-89 Javelin of Hzckbiling
5378 Light Seeking Javelin ¢0-00 Javelin of Lishining (F) (%)

Javelinse must bhe Lhrown in order to be effective, Thew mse be reused:
=fter thew are retrieved,)

© HEAT SEEKING JAVELIN! It will heve 425X Lo hit rrobsbilitw asgeincst

the closest warm-blooded cresture in its line of flisht, (IL mew be
zlttirected Lo fires and mishl rass bw zn Ogre in order to hit 2
Bzlrog,) It hes no bonue versus cold-blooded crestures csuch as
rertiles and insects, It ieg -25% to hit rrohsbilily agsinst
cold-based creatures,

COLD SEEKINE JAVELING Az zboves excerl seeks cold,.

LIGHT SEEKING JAVELIN! When Lﬁrown il will move st 9" Lowards Lhe
nearest source of naturel dawlight., (Thus il might be useful in
finding wour waw ocul of zn Itungecns elc.)

JAVELIN, ROLL SWORD FLUS! Roll on the table for Magicel! Swordes in
order Lo determine the Javeline combel rlusy {isnoring Masgic Using
Swards, ) Limit the level zrrrorrizslelus aznd never more than (3}, tLhe
Javelin will not heve &n Intellisences Escs or Fowers,

JAVELIN OF BACKRITING: It zrrears Lo be znother ture of Jdavelin.
When thrown in ander 2t 2n enpemuws it will instead hit the user in the
back .

JAVELIN OF LIGHTHNING! Ezch time thrown it will become 2 &I6 Lighinins
Balt,
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WHIFS?

01-20 Whir 41 71-80 Whir +3 (2)
2150 Whir 42 21920 Whir of the Easlrodg (3D
5140 Whir ~2s Curcsed 2100 Whir of S.F, Iraining (3)

&£1--79 Whir of Animel Control (2)
See the Grerrling Rulés to see the use of whirs,
11 WHIFY =5 the Net.
12 WHIPY 2s the Net.

CURSED WHIF'! FPesides being ~10% to hit rrobabilitws and -20% to
gsrarrling chencess the user will receive the effecls of z rendom
curses as rer Curced Sword,

T3 WHIMY =5 the Net,

WHIM OF ANIMAL CONTROL: It =cts 2s 2 +1 Whir, In addition anv normsal
animal {ex. licons bearsy etc,) who is hil by the whirsy must save
{vz. Menlal) or be unable for one hours to 2tisck anuthing unless
either il silscks the asnimzl first, or the user orders the animzl to
atiack it, IDuring this time Lthe user maw order the animz2l Lo attack
anuwthings but Lthe animal will detl an =dditional saving throw if it is
something he normelle would not attack.

WHIP OF THE BALROG! It z2cis 23 2 42 Whir, In 2dditon anuone hit bu
it will be ~10% to save versus fire; and +1 rer die of damadge from
fire (i.e, the reverse of Fire Resistance) for the next 12 melee
roundss no saving throw, (The effecl of 2 second hit of the whir on
the same victim will adds bul Keer track of the.cerarate durations.,)

Y
WHIF OF SPELL FOINT DRAINING! as the Net. 2
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BOWS /CROSSDOWE

01-320 Rouw &1 6782 Bow 42 (2

31346 Bow of the LaKes 2287 Crossbow of Lishining (2)
3742 Clven Long Bow 88-92 RBow of Sih Imension (%)
4248 Hobbit Short Row 9397 Raw 3 L 3)

49-54 Lisht Crossbow of [istance 98-98 Eow of the Trorics (4)
5560 Heavu Crossbow of Sreed ?9--99 Low of the North {(4)
&61-65 Cursed Row 00-00 Bow of Manuy Shots (4)

6666 Bows Roll Sword Flus

Roll for ture of Rows
{excerl where alreads srecified bz tLhe name)d!
01--20 Short Row
21-69 Long Eow
70-89 Lisht Crossbow
7099 Hesve Crossbow
0000 Other (or reroll)

A +1 on = Bow dgives +5% to the hit rrobsbilitz. Howevers missiles
fired from it do not do sny extrs damssesy nor are ordinsry missiles
fired from il sble Lo damsse Lhose crestures which recuire masicsl
WESFONG,

BOW OF THE LAKES: It mauw be fired underwater., If it is fired
underwater or from the zir into the waters it is +10% on hit
Frobebilite (i.e. 10X more than the hit rrobsbility wou would give if
the missile only had to travel through sir.) On ordinary shols in the
air it gives no bonus,

ELVEN LONG BOW: It acts 235 2 +1 lonsbow. If used buw an Elfsy azdHainst
Iwarvess Orcss or Ghoulss then it will be 425% on hil rrobasbilitw and
+% Lo damase,

HOBEIT SHORT BOW: It zcts &s a3 +1 shortbow. If used by & Hobbits it
will do double demadge Lo Wishts and Wrsithss and trirle damadge to
Srectres and Phantoms, (If used bw s Hobbits ordinary asrrows from
this bow can effect these crestures,)

CURSEDN BOW: It zcls & 2 41 bow. Howevers 25% of the Lime il is
fireds the missile will o al & random tsrsel (including the user.)

EOW, ROLL SWORD PLUS! Roll on the tzsble for Madgicsl Swordss inorder
Lto delermine the bows combat rlusy (ignoring Mssgic Using Swords. )
Limit the level arrrorristeles and never more than (3. The bow will
not have an Intellidences Esos or Powers.

CROSSBOW OF LIGHTNING! Normslle it scls «s & 41 crossbow. Howevers
if it hss not been fired within the last 24 hourss it will shool =
616 Lishining Bolt {(a3s rer Lhe Magic User Srell.) If & cuarrel is in
the crossbow when 2 Lishining Bolt is fireds the Lishining Rolt will
backfire,

75



BROW OF THE FIFTH DIMENSION! Anw missile fired bw this hows
out the nearest tarset in some other Plane (ex. Astral Flanes
Ethereal Planes etc.)s and alwaus hit, (If there is no such lardetl
in range then the bolt merels dissrresrs into one of these rlanes.)

Thus il can demage elheresl beingss ssirsl beindgsy Phase Sriderss
blinking Rlink Itogss etc.

will seek

BROW OF THE TROFICS! It needs no missiles. Instead it fires & fierw

kolt, The bolt scts as 2 +3 madgic arrow/guarrels 15 vs, cold-hased
crestures,

BOW OF THE NORTH! It needs no missiles.

Instead when it is fired it
shoots 2n icw bolt. The bolt scts as & +3 masgic arrow/uarrels +5

ve. fire-based crestures., In additions if the bolt hits a
cold-blooded creature (ex., rertiles insects etc.)s then the creature
mustl save (vs,., Phusical) or move at half sreed for 10 melee rounds,

EOW OF MANY SHOTS! Anw non-masical missile fired from this bow: will
srlit into three in flighi. Give each one the usual orrortunite to

hit. In 10 melee rounds &ll three cories of the missile will crumble
to dust.




ARROWE /QUARREL S

0180 Arrow 8100 Quarrel
{Arrows are used in Rowss while Quarrels zre used in Crosshows,.)
01-25% 41 Arrow/Quarrel 7780 A/Q of Enlandglement (20
26-36 12 Arrow/Quarrel 2184 A/Q of Woods (2)
21744 Cursed A/R - 8587 Enchented A/0 (2
4549 A/Q of the Forest 88-920 A/Q of Tracing (%)
50-55 A/Q of Doom (7)) 91-93 A/Q of Life Irazining (3)
S56-60 A/Q of Illuminalion ?4-95 A/Q of Manu Shols (4)
61-65 A/Q of TracKing 96~97 A/Q of Direction {(4)
&6-70 Signal A/Q 98-98 A/Q of Deazth (5)
71-71 A/@s Roll Sword Flus 99-99 A/Q of Slawing (T) (5
72-76 +3 Arrow/Quarrel (2) 0000 .Curid’s A/Q (5)

Number of Arrows/Quarrels!

O1-50 % i iy

Si=75 2 ?28-99 6

7688 3 00-00 Roll Twices ignoring 00

29-94 4

Roll for LHe ture of the first arrow. Then Hive 2 S9/6Lh chance for
each zdditional arrow (if 2nu) that it is of the seme ture =25 the one
rreceding (excerl for Arrow of Direction).

With the excertions of! Arrow of Directions Arrow of Manu Shotss and
Arrow of the Forests Megicel Arrows are good for one use. When &
Mzgicel Arrow or Quarrel hits its tardet (with the rrevious
excerlions)s its head exrlodes. Thus +1 arrows do +1 to demadge as
well 25 zdding +5% to hit rrobsbility, Howevers then the arrow is of
ne further use. {(Howevers; thew cen ususlle be recovered unharmed if
thew mise Lheir targel.)

CURSED ARROW: It functions as some other ture of arrow. However,
when fired il will 50% of the Lime hit the srchers and 50% of the
time hit the closest other tLardget redasrdless of where zimed.

ARROW OF THE FOREST: It has no rlus to dezmedge. When fired bw an ELf
or Ranser it is +10% to hit rorbebilitw, otherwise it is 4+ G, When
fired in the forests this arrow will flu zround trees in its reths in
order Lo hit its tarsget.

ARROW OF DOOM: It has no rlus to hit erobabilily of demssge. When hit
bu this arrow the victim receives the effect of one random Curses no
saving throw., {Limit the level of the Curses end delermine the
rarticuler curses s for 2 Cursed Sword.)

ARROW OF ILLUMINATION! When fired il senerstes & Continusl Light
Srell {as rer the Clercisl Srell) centered where it hits,

ARROW OF TRACKING:! If uwou srend cone full melee round to 2im ils it
will never miss., This is so even if the vitim movess rrovided zou
keer ziming a2t the srot he was occuruing. There is no range limit.
It hss no rlus to damade.
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SIGNAL ARROW:! When fired it will rise 1 mile into the sir., (If fired
undersround it will rise 2s high a2s rossible.) Then it will burst
into 2 brishtly colored flare, It will hang there dlowing brishtle
for 1 minute., {The color derends on the rarticular arrows but
vellows blues reds and green are 2l1 common,) It will be visible over
immense distancess bul the horizon ususalle cute off viewing from more
than sbout 80 miles.

ARROW, ROLL SWORD PLUS! Roll on the table for Madicel Swordss in
crder Lo determine the arrows combal rluss (ignoring Madgic Using
Swords, ) Limit the level arrrorriatelusy and never more than 2 level
{23) sword, Howevers count 2 level (2) Sword 25 onle 2 level (1)
Arrows ele.y due to the fact of onle one use.

ARROW OF ENTANGLEMENT! When it hits it denerzles 2 Web (235 rer the MU
cerell,)

ARROW OF WOODS: When it lands in dirts it turns inte 216 023K Treess
ezch 404 feel tell.,

ENCHANTED ARROW! It is +3 Lo damssge., Assuming Lhere would normalle
be anu chence to hits it will never miss unless:

1, the victim has some masgical rrotection (ex. Madic Armors Madgic
Shields Protection Rinsgs Cloak of Protections Bracers of liefenses
Shield Srells Protection vs., Normzal Missile Srells etc.)

2. the victim is an Enchanted Monster (Elementalss Golemss Demonss
Angelss Invisihle StalKers Aerisl Servenls Ddinns Efreets Szlamander,
Homunculuss Simulscras etc.)

3, the wvicitm hes a2n natural armor class better then 2 {(ex. some
Irzgonsy Will O/Wisrs etc.)

Agzinst these excerlions Lhe arrow is 4154 to hit rrobebilits,

ARFOW OF TRACING: If uwou srend one full melee round ziming it will
get 2 lock on & victim, It will maintzin the locKk rrovided vou Keer
ziming a2t the srot he was occuruing, Uron being released it will
follow the victim 2t & rate of onle 3"y (rather Lhan doing in 2 usual
errow flight with damadge uron hitting the tardel.) The arrow mau be
destroved., (Treat it as A.Cy» 9» with 2 Hit Points, It is not
effected by Clerical Srells,) There is no rande limit,

ARROW OF LIFE DRAINING: It 2cts as 2 +1 arrow, In z2dditions it
drains one life energuy level if it hits. (Tresat with resrect to
2llowing 2 saving throw 25 uwou treasl drzine buw Undead,)

ARROW OF MANY SHOTS! When fireds this arrow srlits into 6 rieces,
Ezch riece iz 45X to hits but deing the ususl demade for an arrow
with no damasge bonus, All of them o for one tardet. If the rieces
are brougsht together the zrrow will reform and mew be reused.

ARROW OF DEATHY It is +5% to hit erobebilitus but does no damage uron
hitting. Instead if it hitss the victim must save (vs, Srirituzl) or
die {zs rer Finger of Death).

ARROW OF SLAYING: It =zcis 2t 2 +5 srrow. In a2ddition il is Keued to
one rarticulsr srecies of monster, Ageinst Lhal srecies it does 400
of demadge if it hits. 2

CUFIN’S ARROW! - This errow is +5% to hit rrobabilituw, but does no

demage uron hittins. Instead if il hitss, the victim must save
(ve. Mentzl) or become the tireless follower of the Archer.
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SCABRARDS/SHEATHS (208

81--1% 8o Sheath of Protection 7881 Scabhard of Good (4)

1426 Se b/“hecth of Arrrezisal 82-85% Scebbard of Neutrlitw {(4)
27346 Scabbard of Comrliznce 8489 Scebbard of Evil (4)

3738 Scabbard of Control ?0-90 Scab/Sheath of Cancel. (4)
2948 Scabbard of Transfer 21923 Scsb/Sheath of lencing (4)
49- 52 Scab/Sheath of Subdual 94-9% Sceb/Sh, of Greal lamzde (S)
%440 Scab/Sheath of Rust 698 Scates of Extreordy) Abi 1 (8)
61--70 Scab. Frimsrw Abil. (3) 99-99 Scebherd of Edo Switch (5

7174 Scab/Sh., Lev., Irain. (3) 00~00 Scab/Sheath of Voreazl (6.
75-77 Sceb/Sh., of Paraluz. (3)

TYPE OF WEAFPON!
0107 Short Sword Scabherd
08- 62 Sword Scabbard
464-70 Two-Handed Sword Scabbard
7193 Dzdder Sheath (rercll if scabbard)
?4-00 Battle-Axe Sheasth (reroll if scabhard)

The term Scabbhard arrlus to an item which holds and rrolects some Lure
of zwords while 2 Sheath rerforms the same funclion for some other
bladed wearon such 2s @ lagser or Ealtle-Axe. Each different Lure of
bladed wezsron haes ils own shsred Scabbard or Shesths which can onlu
be used with thal ture of wesron., It sgenerzllue iskes one melee round
lo draw 3 wearon from 2 scabbard/sheath znd one round to rerlace it,

SCARARD/CHEATH OF PROTECTION! IL rrolectis & weasron incide it» aszinst
all externsl sttacks., This includes Firehallsy EBreath Weazronss Rust
Honeterss Convert Sword Srellss elec. Even [etect Magic will not work
on the wearan,

SCARRARD/SHEATH OF AFPRAISAL! The user will know tLhe rowers of anwu
wearon rlaced inside. This includes whelher the wearon is masgicals
its bopusess; rowerss shilitiess intellisences ego» missiocn znd
slignment, Howevers curses on wezrons can nol he delecteds &
negative combal "bonus" will be indiceled 25 2 rlus instead,

SCARRARD OF COMPLIANCE: It =2ides Lhe wesrer in shezthing zn otherwice
uncoorerative sentient wesron. A {(noncursed) wearon has halft the
normal chance of controlling the wielder when he is ztlemrling to
sheath ilt, The wielder of = Cursed Wearon will have & 10% chznce rer
month of sheathing and beins shle to gel rid Lhe wesron,

SCABRARD OF CONTROL! The wearer maw onle det rid of this item viz =2
successful Remove Curse a5 verus 2 14th level, It zids 2 sentient
‘weeron in contrelling an olherwise uncoorerzlive user. Give the user
half the normal chance of controlling the wesron. The uvser mav not
gel rid of the wesrony without first getlins rid of the Scabbard.

(0f course the wesron is not storred from settinsg rid of the vser if
it chooses. )

GCADEART OF TRANSFLER! The wearer can use the non-combal shilities of
28 wearon in the scebbards wilhout having to touch the wezron. (The
wearon 1f sentient must be willins to 2llow this. Alsoc the wezrer
must normalle be able to wield the wearon in guestion.)
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SCARBARL/SHIATH OF SUBDUALY A wvictim thet is siruck bw s weasron
during the rounda zfter it is drawn from the scabbhard/sheaths has a
20% betler chance of being subdued: than he normally would have. The
victim gels & saving throw (vs. Mentazl) versus this extrz 20%., The
wesson doss ite pnormal "deamede” towards subdusl,

SCARARTGASHOATH OF RUST!  Anwe non-magical wesron sheathed in this
scabherd/shesth is turned to rust, A Hegicel Wesron is effected =s
the GM would heve il be effected by 2 Rust Monster. (Three waus of
hendling this sre! no effecls turned to rust if saving Lhrow fzileds
or turned to rust with no savinsg throw sllowed,)

SCARDARD OF PRIMARY ABILITY! A magical weazron rlaced in the Scabbard
will temroraerile gs2in one Frimare Abilite, (Roll on the tshle under
Mesicsl Swordss to see which rarticular Primerye Ability the Scabberd
hes. ) IL mew only imrart its shilite to one wesron every hours and
the wezron relsing the sbilite for cne hour. 3

CCABRARD/GHIATH OF LEVEL DRAINING! A viclim whe is struck by a
wearons during Lhe round a2fter it is drawn from the scebherd/shealhs
iz dreained one life level., Saving throw is asrrliceble. The wesron
alzo does ils normsl demssge,

SCARRARU/SHEATH OF MARALYZATION! A victim who is struck bw 2 wezron,
during the round after it is dravwn from the scebbard/shesths is
raralured for 1404 melee rounds, Saving throw is zrrlicehle. The
wesran zlso doee ils normsl desmadge.

SCARRARD OF COOD:! It deis one chsnce to (temrorarile) convert to Good
any wearon sheathed in it. Treat the intizl sltemrt 35 tLhe Clericsl
Srell Converl Sword. If the Scebbard fzils on & rerticular wesron it
gets no further chance on thsl wearon, If the Scabbard succeedss
then the wezron will need to be in the scabbard 2t leasl once rer
week or reverti Lo its oridginsl slignment.

SCARBARD OF NLCUTRALITY! As zbovesy bul converts to Neutrzl rather than
Coad,

SCARRARD OF EVIL! -As =bover bul converis Lo Evil rather Lhen Good.

SCARDARD/EHEATH OF CANCELLATION! Anvy magical wesron rleced inside
becomes rermanently non-masgicaels as rer the effectis of & Rod of
Cancellation.

SCABRARD/SHEATH OF DANCING! For the three melee rounds after s wearon
is drawn from this scabhard/sheaths it will fight on its own {(a3s rer
Sword of Dencings but with no bonus.) The scabbard/shestih masw be used
ance rer hour.

SCALBARD/SHEATH OF GREAT DAMAGE! A victims who is struck bue 2 wearons
during Lthe round after il is drawn from the scebhard/sheaths will
tzke one helf of the hit roints he hes remaining {(or the normsl
demzge the wesron would heve dones whichever is dgreater,) If the
victim saves then he lekes onle Lhe normsl demedge the wesron would
have done.

r that of Primers Abilitwus

SCARRARD OF CXTRAOGRIIINARY ARILITY! As s
s {ge rer Magic Sword,)

&
but instesd an Euwtrzordinere Abilite E]
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GCARRARD OF ECO SWITCHY If & senlient wesrcon {(i.e. ope wilh en [zo)
is rlaced insides then the mind of the user will be in the weszron
while Lhe rersonzlite znd ego of the weeron will be in the bode of
the user, The weeron is sllowed 2 saving throw if i1t wanls one.

SCARRARD/SHEATH OF VORFALY A viclim who is struck b & wesronsy during
the melee round after it is drawn from the scabberd/ehesihs will hsve
hie neclk severed: rrovided the wesron scores 10X over Lhe recuired
score Lo hits or 3 86 or more snd hite, The viclim dgels 2 eaving
throw, In ane csse the wesron does itls ordinarw demsse,

WANDE (M)E

Wande denerslly have & 2% Burncout chances (i.e. 100 chardes when new)d.
The following Wands do nol have Burncut chsncest Metel Deleclions
zgic Detectiony and Detect fecret Ioors snd Trars,

01-10 Melzl Delection &7--70 MNegation (3)

11-20 Mzsgic Deleclion 7179 Lightning Rolt (3)
21-30 Detect Secrel Iloors & Trers 80-88 Firebslls (3)
3139 Phantesmel Torces (3) 89-93% Cold (4)

40-48 Snowball (32} 24-98 Poluwmorsh (4}
49--57 Fear (3) 292-00 Persluvzetion {43

SG8--44 Wendering (32)

WANDN OF FHANTASMAL FORCES! For one charge the Mesgic User cen csust lhe
srell Mhentesmel Forcess as would & 6Lh™ level M.U.,

GNOWRALL WAND! For one chardge Lhe Madgic User cen cesl i e ] ]
Snowhkalls a2z would 2 4ih level M.U. (Snowhksll iz similer tlo
Firehalli it gives cold-based dsmasges rather than Tirve beced demege

WANDERING WAND! The user mau only gel rid of this itewm wiz &
successful Remove Curse 25 vz, 2 16th Level, The userr will suffer
the "Curse of the Shark". He will be required to move el sll Uliw
or receive one hit roint every ten minutes. (Movemenl can cont
merely rocking in 2 chair or riding in & wasgon.)}
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STAVES (3)3

Sizves generslle heve = hurnout chance of 1%s (i.e. 200 cherdes when
new. ) Hawevers the Sneke staff and Slaff of siriking, as well as
theze rowere when rreseni in oiher slsvessy have an unlimiled number
of uzez. the Staves of Hesling & Hurting have the ssme limiled
number of uses as olher stavess bul have the additional restriclion
thai thew msy nol he used more then once rer dew on any given Ferson.

01--08 Staff of Healing (C) 4270 HMages Slaff (M)

09--16 Staff of Hurting (C) 7+-79 Elerics Staff ¢C)

17-25 Siaff of Sreed (M) 80-88 Staff of Lhe Flame
26--34 Snake Staff (C) 89--93 Cadeusus (L) {(8)

3543 Staff of StriKing (CsM) 94--97 Musicsl Staff (Csl) (&)
44-52 Sleer Staff (CiM) 98--99 Staff of Fower (M) (&)

53=41 Sea Cartains Slaff (CsM) 00-00 Siaff of Wizerdrue (M) (8)

STAFF OF HURTING: It a2cts as the Staff of Heaslinsgs excerl il Csuses
Wounds rather than Curing them.

STAFF OF SPEED! Eazch charde sllows the user to cast one of the tuc
#a2gic User Srellsy Heste or Slow.

SLEEF STAFF: Ezch charde sllows the user to casl Lhe Masic User
sreells Sleer, lowevers it will effect twice the ususl number of
victimz of 2 given level.

SEA CAFTAINS STAFF: Each chardge sllows the user ‘to either lkeer & shir
aflosl {resgardless of weather or lesks) or move s shir at tluice its
ordinary sreed. One use of either function lasts 1/2 deau., The user
musl remsin on the shir to be effected. The shir msz be at mosl 10
feet rer level of the users in lendgilh.

MAGES STAFF: Each charsge zllows the user to deterwmine sll Magic User
srells thasl are being rrerareds throwns or thst are currentlg in
effect, It will tell the effect of the srellsy Lheir durastions their
dislances and whether lhew sre being rrerareds throuwns or are
currently in effect, Zone of effect! 32" radius sround the usersy bul
doesn’t work Lhroush stone wallss ete. Durstion! 10 melee rounds or
until the MU stors concentratings whichever comes first.

CLERICS STAFF: It is allisned either Good or Evils and mau onlw be
used bw 2 Cleric of the rrorer sllignment., Individuazsls of orrosite
allignment who touch it receive 20& damade’d neutrsls who touch it
receive 04 damzge., The user maz send ocul & messsdes each word
requiring the use of @ charge, The messasfe will be telerathicslls
received onle bu =1l crestures of the rrorer zllisgnment within 100"
of the user, Trezi their reasction as if the cleric had an addition
of his level to his natursl charismas ur to & meximum of 2 20
effective chaerisma,

STAFF OF THE FLAME!: The user maz onle det rid of Lhis ilem via &
successful Remove Curse ss versus @ 16th Level. le will suffer from
the "Curse of the Moth"., He will be uncontrollable stiracted to ans
oren flame or fire he sees, (He will ususlle nol det cloze enoucgh to
harm himselfs rather he will stand and wetch the flame in utler
fascinalion.?
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CADEUSUS: It combines the functions of the Steff of Heeling and U
Snake Staff.

MUSICAL STAFF: Easch chardge sllows the user lo masgically male urre
one magical musical instrument. (The instrument can ilhen
anwone who could normally use il,) The instrument should be ;
standard list and a2t most of level (3), Esch charde is good Tur one
use or one hours whichever is mosl arrrorriste for the insirument.
{A Chime of Orening would siazu for one uses while & Chime of Lisghi
would staw for one hour.) {Instruments include Hornss PMiress Chimes,
Irumss and Lures.)

RODS (5)¢

0110 Rod of IDletects 81-85 Rod of Cencellation

11-20 Rod of Resictance 86-89 Rod of Absorblion (M) (&)
21-30 Rod of the Sesz 920-92 Rod of Lordly Misht (F) (7)
3140 Rod of the Air 93-94 Rod of Resurrection (C) (&)
41-50 Rod of the Earth 25-946 Rod of Deasth (C) (&)

51-460 Kod of Nature ?7-99 Rod That Welks (#) (81}
61-70 Rod of Pesuiling (MsT) 00-00 Rod of Rulershir (9)

7180 Lishining Rod

Rods sgenerally have & Rurnout chance of 8%, (i.e. 23 cherdges uwhen
new., )

The Rod of Cancellztion has onlwe one use.

The Rods of Resurrection znd Ilesth each heave & Kurnoutl chance of 10%
{i.e. 20 charges when neuw). y

The Rod of Rulershir hzs a2 Burnout chence of 20% (i.e. 10 charses when
newl,

The Rod of Lordlw Might has no Burnout chance.

The Rod of Absorbtion {and this rower in the Rod That Welks) doesn’i
have & burnout chance rer se, Insteads it is limited to sbsorbing st
most 3 total of 100 srell levels throughtoui its life.

The following Rode have certazin functions that do not have Durnout
chances {see their descrirtions)s and will continue to rerform thesze
even if the Rod Iurns oui! Seas Airs Esrihs Netures and Rod that
Walks,

ROD OF LETECTS: Each charse 2llows the user lo rerform ong of Lhe
following iy funclione!
1, Detect Evils 2t the Clericsl srell
2, Detect Goods az Lhe Clericel srell
3. Detect Madgics as rer the Masgic User srell
4, Detect Trares ss rer the Mzdgicsl Sword Pouwer
5. Detect Secrel loorss as rer Lhe Maesgicasl Sword lMower
6+ Detect Undeads as rer the Medicel Sword lMower.

RO OF RESISTANCE! Esch charde 2llows Lhe vszer to throw one of ihe
six Resistance Srellss as rer the Clericel srellss or Mind Dlanil, as
rerr the Magic User srell.
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RODl OF THE SEA! The wielder mav sutomsticzslle sreak to all crestuies
of the seas with 42 on nedotiation dice (20I44), For one charde he mau
rerform one of the following four functions:?

1, Lower Waters as rer the Madic User srell

2, Parti Wslers as rer the Mssic User srell

1, Freedom and Water bresthings as rer the Rindss for ur Lo one dax
4, Folumorrh Selfs as rer the Magic User srells into any one Ses
Creatures fixed duration of one dawg.

oD OF THE AIR: The wielder automsticalls mav sreak with all "Flwing
Creatures” with 42 to negotiation dice (2d44)., "Fluing Creastures”" do
not include Undead or Enchanted Monsiers. The wielder maw slso
sutomztically rredict westher., His rrediction will be for within 5
miles radius rer his levels and for & hours rer his level. The
rrediction will not take into account sny modifications of the
nztural wezther due to madicsl mesns. For one chardge he maw rerform
anw of the following two functionst

i, Control Weathers as rer the Magic User srell

-2+ Polumorrh Selfs as rer the Madic User srellsy Lo znuy one "Fluinsg
Creature”s fixed durastion of one dau.

RO OF THE EARTH! The wielder asutomstically mas sresk wilh 211 "Earth
Based Creatures”" (those who live under sground or asre associsted wilh
earth or stones ex. Badgerss Giant Sludgsy Hoartsy etc.) with 42 on
negotiation dice (20&)., He will zlso zutomasticslly Know his derilh
pelow the surfaces and be able lo evsluasie the monetlary value of
dems. For one chardges he maw rerform cone of the following two
functiionst
i, Move Earthsy as rer the Madic User Srell.

2, Polumorrh Self, as rer the Madic User Srelly to anw one "Earth

Based Creature", fixed duration of one dau.

RO OF NATURE! The wielder sutomaticslly msw sresk to Planis, with 42
on negotiation dice (2dé). He mew slso sutomasticalls Detect Food (as
the Clerical Srell) of 2 rlant rather than animzl form. For one
chardge he mas rerform one of the following two functions?

i, Growth Plantss a5 rer the Magic User srell
2, Folumorrh Selfs =s Lhe Madic User srells Lo 2nw one Flanty fixed
duration of one dauz.

LIGHTNING ROI! The user maz only det rid of this item vis &
successful Remove Curse as vs, 2 20th Level, UWhen anu srell is
thrown in the his dgenerzl directions add or subtract ur to 10X from
each Srell Targeting rolls whatever brindgs the srell closest to him.
{If the GM does not use 2 Srell Targeling sustems then dive & 20X
chance for 2nu srell thrown in his dgeneral directions thet it will s=Ho
2t him instead of its intended tardget.)

RO OF RESURRECTION: It a2llows the Cleric to throw the 8ith level
srexll Raise Dlead Fulluws 2s rer & 15th level Cleric., It hae & 10%
burnout chaences {i.e. 20 chardes when new.)

RO OF OEATH! It zllouws the Cleric to throw Lhe 8ih level srells Full
Finder of Dlezth {(the reverse of Rzise llead Tullw)s as rer 2 15Lh
level Cleric, (Full Finger of Dezths; normelly hss no saving Lhrow.)
It has & 10% Burnout chances (i.e. 20 cherdes when new.)
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THE ROD THAT WALKS: It combines & number of funclioned
i, When held it will ascl as 2 Roed of Abzorblion.

2, When used in hand Lo hand combai il will heve
rrobabilityy and 41 to damssge {thus doing 1040,

7, It mau strike on remote conirol, It is 1104 on hil rrobebilits
{compared Lo whal Lhe user would need to hit wilh & normasl slaff in
his hand)s angd +2 to dsmesge {(doing 1404). It maw be seni on remcle
contral for a2 renge of 12" and must remsin in sighi. It will mo
2t 20"s in 2 manner similar to & tumblewesdi il cen noi flu, UWhen on
remote conirols the rod is far too dextrous lo be hits however it
will have Lo saves a2t rer 2 Staff of lowers versus arerorrisle srells
within whose areas of effect it finds itself.

4, For the use of one charde it mew aifemri lo rereluze someones
{soving throw srrliceble)s that il hes hit using either funclion §2
or #3.

by - Sar e
ERCVANNCI A S N

MAGIC USER SCROLLGH

0147 One Srell

4874 Two Srells (2)
7%-84 Three Srells (32)
8590 Four Srells (4)

~924 Five Grells (3
~9¢6 Giw Srells (&)

- 97 Geven Srells (7)
00 Cursed (7))

~3 Q0 0
00 LT e

LEVEL OF M.U, SPELL ON A SCROLLY

01-20 First Level 81-90 Sixth Level

i4)
21-38 Second Level 21-94 Seventh Level (5)
37--54 Third Level 27-9% Eishih Level {(4)
5548 Foruth Level (2) 00-00 HNinth Level (7))

6980 Fifth Level (3)

EXPLOSIVE RUNES! CGive everw scroll a cheance that this 3rd level

#.lUl. srell has been rleced on the screoll in order Lo rroteci it

Give 8 1% chance rer total level of 21l srells on the screll., Assume
it hse bween rleced there b & M.U, of level ecusl lo Llwice the
highesl level srell (or curse) on the scrolls bul &t lessi en MUG,

Theze scrollse sre usazble only bw Magic Users: or thoze able Lo casi
#asiic User Srells. Thew contein srecizlly wrilten shori versions of
sre@llss 25 well as the magical energe Lo sctivale the srell.,
{Scrolls are 2 comrlicated to rreodguce, The G.M, chould cerefulle
work out the difficuliies and exrenses involved in his worlds ifT he
decides to zllow rlauvers to eroduce theses or eny olher mesgicsl
items. Knowing 2 srells is neccessary Lo be zble to rreduce s
with that srell on it. Howevers further reszeerch is reguired
2z srecizl meterisls.)

croll
- well

Thew reauire 2 Read Maesgic to be useds or even to determine whel
are on Lthem., A given srell mawe be ucsed Jusl onced uron being
of ¥ the scroll that srell venishes., (Bw rutting more then one >1 15
or even multirle cories of the come srells on il Lhe screll ilself
can of course be used more Lthan once.)

Some advantadges of Madic User Scrolle eretl

1, One onlw uses the srell roints needed for 2 Read HMesgic

2. One need not Know the diven srell or even be sble lo cest srells of
that level on wour oun

Z. It only tekes 2 single melee round to get the srell off
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When the effect of = srell derends on the level of the casters treat
it =25 the level of the user of the scrolls but at least the minimum
level of M.U, sble to normallw cast the srell. ’

When determining which srell of 2 diven level arrears on 2 scrolls the
Camesmzster could roll raendomls on the srell list for thst level.
Howevers il seems logical thst certasin tures of srells will arrear
more often on scrolls. Generslls these will be srells which have to
be azctivaeted guicklw in an emergencue, These would dgenerzlle be
offensive srells such as Fireballs defensive srells such &8s
Protection/Normal Missileszs or escare srells such as Telerort., Thus
the Cemesmaster shoulds st lesst occesionsllys use his Juddement.
(For ewamrle let’s sau that the dice determine thal there is & seroll
of %5 crellsy 211 third level. Then the scroll could logicalle havel
two Firebzlls (0ffense)s Slow (O0ffense/Escare)s Flw {Escere)s and
Frotection/Normal Missiles (Defense). Comrare this to & randomly
determined: Exrlosive Runess Water Breathings Infravisiony
Clzirvouwances and Clairsudience. One could certezinly come ur wilth 8
rerticular reason whg someone would have done to the trouble to
rroduce this less deneralls useful scroll. However» one would still
exrect Lo find more scrolls of the former ture than the latter.)

SCROLLS OF MORE THAN ONE SPELL: When rolling for srells after Lhe
first ones give =z 50% chance for the same srell as the rreceding one.
Then if not the same srelly dgive s S0%Z chance for the same level as
the rreceding srell, If not the same levels then roll a5 usual,

CURSED SCROLL! As rer 2 Cursed Sword. (FRemember to limit the level
of ihe Curse arrrorriztelw.) The curse is sctivated when an atlemri
iz made to read the scrollsy or even to merelw find out what srells
sre on the scroll., There is no savinsg throuw.

CLERICAL SCROLLS!

01-47 QOne Srell ?1-94 Five Srells (3)
48--74 Tuo Srells (2) 95~946 Six Srells (6)
7584 Three Srells (3) 97~97 Seven Srells (7)
8590 Four Srells (4) 98-00 Cursed (7)

LEVEL OF CLERICAL SPELL ON A SCROLL!

01-10 First Level 76-89 Sixth Level (4)
1122 Second Level 90946 Seventh Level (35)
23-37 Third Level 9799 Eighth Level (6)
2885 Fourtih Level (2) 00~-00 Ninth Level (7)

56-73 Fifth level (3)

Seralls which contain both an Evil form of 2 reversible srell and 2
Good form of 2 reversible srell are less common. {(Thes are more

difficult Lo rroduce.) CGne can roll (010) on the feollowing table for
ez Clericel Screlll

{“4 fnue Reversible Srells errear in the Good version

58 fAnuw Reversible Srells srrear in the Evil version

: Ho Reversihle Srells arresr on this scroll

i9 ftoll for esch Reversible Srells 50% chance of either version.
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These ] : pw Clericss or
Clericsa e ] ) w someone eble lo use the
whal ef ere simi
there Lre contain
of Clerical a-vll Lhe mzsi
srells (Seroells ere comrlicaled Lo pr
carefully work ouil the difficuliies znd e
wor-lds if he decides to &llow rlevers to
mesiical ilems. Knowing 2 srells is necvem‘
2 scroll with that srell on ii.  However
recuired as well es sreciszl msterisls.)

Thew reauire merels Lo be read by & Clericel
determine whal srells zre onp them. A given
onces uron being cast off the scroll thatl srel
rut.ling more than cne srells cor even mullirle
sre@lls on il the scroll itself can of course

Some adventages of Clericel Scrolls zretl

1, One uses no Prezer Points

2, One need not Kknow Lhe dgiven srelly or even be zb

of that level on ones own

When the effect of & srell derends on the level of the cesters trest
it a2s the level of Lhe user of the scrolls bulst 3 ML
level of Cleric zble to normzlly cest the srell.

When determining which s%ell of & dgiven level
Gamesmaster could rell rendomls on Lhe srell
Howevers it seems lodgicszl thel certzin tures
noire often on scrolls,. CGenerzlly these will
almost slwauws needs & few more of in cas
Cure {Ceuse) Wounds: ProtectionsCvil {Coa
Teaths Larihouskey etc, {(For exzmrle, let”
determined that we hsve 2 ﬁﬁroll witlh Lhrec
Then the scroll could losi hevel tuwo
Frot,./Evil 111, Comrare thi' o Paﬁdelb
Ieafnessy Sresl with lesd. Locete Obdectl.
come up with & rerticuler ree someone would
trouble to rroduce this less 11w useful scroll.
would still exrect to find more scrolls of the fTormer
latter,

GCROLLS OF MORE THAN ORE SPOLLY When rollir
firsi ones dgive & 50% chence for the some

Then if nol the same srells give & 504
the rreceding srell, If not the czme

CUREGED SCROLLY  As rer 2 Cursed Sword.
of the Curse errrorristeluw.) The curse
is made lo read the scroll. There is
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OTHER SCROLLS:

01-09 Prot./Lycanthropes 71-78 Map to Treasure f Danger
17-18 Protection/Undead 79-82 Map to Danager

19-27 Prrotectiorn/Magic 83-86 Cursed (?)

28-36 Prot./Flementals 87-89 Calendar

37-45 Protection/Demons 90-94 Mirrored Scroll

46-50 Information/Message 95-98 Scroll of Mapping

51-55 Blark Scroll 99-00 Fxplosive Runes (reroll)

56-70 Map to Treasure
These scrolls are usahle hy all. Some are not even magical.

protection scrolls, are only good for one use. They are activated by
reading the simple message written on them. for example, a scroll of
Protection/9Indead mighkt read, Felp me against Undead!

SCROLL OF PROTECTION FROM DFMONS: Tt provides complete protection for
tte user and all within a 10' radius of him. Tt affects at most 40
Modified Hit Dice of Demons. Modified Wit Dice arc the Demons Hit
Dice {in equivalent D8's) multiplied by 1 #+ magic resistance. Thus a
30" resistance to magical spells, would mean to multiply by a Factor
of 1.3. (Fhere the Demon instead saves as if he where a certain
nunber of levels higher, in order to calculate modified H.D., first
convert these extra levels to percentages, at 4% per level.)

INFORMATION/MESSAGR®: Tt has written on it either some information or
a message. Originally it was someones notes, a report, or letter.
The more valuahle ones will usually have ore or more of the
difficulties associated with maps, (see below). The particular
contents will vary willly, use younr imagination. Examples would
include: qossip, pleas for help, theorems of magic, methods to
analyze certain types of magical items, military infomation,
historical information, and qeographical information. (It would
Aiffer from the similar type of Book, largely as to lenath.) Some
will be of value to large number of people, while others will be of
value to only a fevw people or even just one person. (Tt will often
take imagination to find a use for it or the right person to offer to
sell it to. CFxamples of nnusual uses would include: to add to a
collection perhaps of rare signatures, or to blackmail someone.) Of
course some will not be worth the paper they are written on. (Keep
in mind the potential value, when assigning it to a level.)

BLANK SCROLL: The first person to write on it, will be the only
person able to either write furthker on it, or to erase the writinag
already there. Othervise the writing ray rot be altered or erased
{(even with a Dispel Magic) without destroying the scroll itself. The
next person to touch the scroll after this initial writing on tte
scroll, will gain t*e ability to make the original border of the
scroll qglov %lue. (Thus this scroll could be used for a letter of
introduction, an important letter sent by courier, a check, etc.)
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MAP TO TREASURF: Tt has written on it a draving and/or instructions
which stounld enable the reader to get to the docation of a

treasure. There is no specific great danger gnarding the treasure
itself. Osually it is a matter of a bidden and hard to get to
location. Naturally there are often secret entrances, secret doors,
secret panels, locks, and traps. This does not mean that you will
not find danger on the wvay, particularly if you make a mistake.
Treasure is here used in the broad sense of anythinag of great

value. Fxarmples would inclnde: gems, jewelry, coins, magical itenms,
a valuable piece of information, fine works of art, rare spices or
substances, an important prisoner, etc. (Xeep in mind the value of
the treasure when assigning a level to the map.) Only rarely will the
map clearly state what the treasure is. At its simplist the scroll
will contain a clearly drawn map as well as clear and complete
instructions in one or more well known lancuages. However, most maps
to the more valuable treasures will have ore or more of the following
difficulties:

1. ¥Written in Magic, requires Read Magic

2. Invisible writing ,{ofter most of the writing is visible and seens
complete), requires Detect Invisible

- Little known or Dead language (Read Langnages usefnl)

Fiddle or poem wit* obscure references {Legend lore useful)

Part of the original map destroyed or elsewhere

Partially obsolete, due to chanaes since it was written

- Key poirt or instructior left out, ofter on purpose

- Trapped via Fxplosive Runes, contact Poison, an unusual Curse or
Geas, etc.

DN w
0

MAP TO TREASTRF AND DANGFR: As above, except there is a specific
danger associated wit} the treasure. Often there will be underlirgs
or a monster {ex. Argus Sphere, Golem, etc.) left by the owner to
quard the treasure. Otber times the owner (ex. ©Tvil Higk Priest,
Dragon, etc.) will be there himsel® to dispute ownership personally.
Finally there may be pany bighly dangerous traps. O©Of course
sometimes ttere will be all three.

MAP TO DANSER: As above, except that there is no treasure. ™he thing
of value may have been noved, stoler, destroyed, decayed/spoiled, or
lost its value due to new discoveries or changing tastes. (dnthe
other hand, there may never have been a treasure; someone ray have
had his own reasons for laying a false trail.)

CURSED SCROLL: Roll! on the Curse Tahle. {Remember to limit t*e level
of the curse appropriately.) The curse is activated when an atterpt
is made to read thke scroll. There is no saving throw.

CALFNDAR SCROLL: There will magically always he a red circle around
the current date.

MIRROPED SCROLL: ¥%hen unrolled its inner surface acts as a special
mirror, but only for the holder. To others it appears to be an
ordirary piece of parchment. The holder of the scroll is transparent
for the purpose of determinina what he sees in the mirror. (Thus it
is useful for seeing what's going on hehind him, while not seemirc to
be doinqg so0.)
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SC20LL OF MAPPING: Tt will automatically map what the user sees. The
scale used will allow the mappina of a square area of side 5 feet
times D109, depending on the particular scroll. It will start
mapping at tte place where the user first %olds it, and will start in
the middle of the square shteet. (It displays different maps,
deperding on who is holding it.) It will only map one dungeon level
for ary given user, and only that portion that fits on the sheet.

EXPLOSIVT RUNES: Reroll to see what type of scroll has been protected
hy tbis 3rd level MU Spell. Assume that it was cast by an MU of
level U4+2D4.

PINGS:
01-05 Protection +1 79-79 Two Spell Points.4M) (2)
06-10 Water W%Walking 80-80 Two Prayer Points (C) (2)
11-26 Resistance (?) 81-81 Protection +2, 10! r. {3)
27-31 Color Change (7T) 87-87 Four Spell Points (M) (3)
32-36 Gem Fvaluation (T) 84-86 Invisibility (4)
37-41 Prot. 10'r One Monster (?) 87-87 Protection +3 (4)
42-46 Water Breathing 88-88 Y—-Ray Vision (U4)
47-49 Freedor 89-29 Storing 2 Spells (M) [(4)
®0-51 Freezing W¥ater 90-90 Storing Two Prayers (C) (4)
52-53 Igniting Fire 91-91 Diinn Summoning (5)
S54-57 ¥Yeakness 92-92 Telekinesis (5)
58-61 Delusion 93-92 Spell Turning (6)
62-65 Contrariness 94-94 Storing Four Spells (M) (%)
66-68 One Hit Point 95-95 Storing Four Prayers (C) (6)
69-70 Two Hit Points 96-96 Many Things (7)
71-71 Three Uit Points 97-97 Thrice (7)
72-73 Shooting Stars 98-98 Regeneration (7)
74-74 One Spell Point (¥) 99-99 Storing Six Spells (M) (®)
75-75 One Prayer Point (C) 00-00 Storing Six Prayers (C) (8)

76-78 Protection +2 (2)

RTNG OF RESISTANCFR: There are six different versions. Fach one gives
the wearer one type of Pesistance, as per the Clerical spells.

RING OF COLOR CHAYGRS: The user can change the color of objects small
enough that they could be completely erclosed inside his hand. The
object must be within 1/2' 0f the ring. (Changing the color of a
Magical Ttem, would not change its powers.) Usable only by Thieves.

RING OF GEM FVALUATION: Tt allows the wearer to determine the value
of gems that *e holds in tte hand that is wearing the rina. Usable
hy Thieves only.

RING 0% =PROTECTEON 10" “RADTUS "¥S. ONE "MONSTER: it will prevent one
particular species from coring within 17 feet of the wearer. (If a
member of that species puts on the ring, he must save vs. Mental or
become insane. If %*e saves te will remove the ring.)
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RING OF WATER BREATHING: Tt 2allows the wearer to breath under water.
(He retains his ability to breath® while in air.)

RING OF FREFDOM: It allows the wearer to melee nnderwater as if he
were in air. (i.e. weapons do not have their effects reduced as
ttey normally would.)

RIYG OF FREFZING WATER: The wearer may freeze water. The effect
emanates from the ring in a cone as per a Fear %ard (A" outvards to a
base 3" wide). The maxiumum amount of water that may be frozen, is
100 cubic feet per level of the caster. Usable once per hour.

RING OF IGNTTING FTRES: The wearer may ignite an object within 12,
The object must bhe able to be 1lit by an ordinary torch. (ex. an oil
soaked rag.) Usable ornce per hour.

RING OF ON¥ HIT POINT: Once per day, the Ring will ahsorb one bhit
point of damage that the wearer would otherwise take.

RING OF TWO HIT PNINTS: As above.
RING OF THREYF HTIT POINTS: As above.

RING OF ONF SPFLL POINT: Cnce per day, it will supply one Spell Point
the wearer would otherwise use in order to t*row a Maric lser Spell.
{(This may he all or ary portionrn of the cost of the spell.)

RING OF THWO SPRLL PCINTS: As above.
_RING OF FOUE SPELL PNINTS: As ahove.

RING OF ON® PRAYER POINT: Once per day, it will supply one Prayer
Poirt the wearer would otkerwise use in order to throw a Clerical
Spell. (This may be all or any portion of the cost of the spell.)

RTIKG OF TW0 PRAYEP POINTS: As abhove.
RING OF FOUR PRAYER POTNTS: As ahove,

RING OF STORTNG TWO SPTLLS: The wearer may store up to two Magic User
spells in the ring for his future use. The spells will remain in the
ring until they are thrown off the ring, but only for as long as ‘e
continues to wear the ring. He may throw thkem off tke rinn only one
at a time. (A spell will cost its usual nunmher of Spell points when
he stores it. It will cost no Spell Points when he later throws it

RING OF STORING TWO PRAYZRS: As ahove, except applies to Clerical
Spells, ratter than Magic User Spells.

RING OF STORING FOP'R SPTLIS: As per Storinc Two Spells.
RING NF STORING POUR PRAYEPS: As per Storing Two Prayers.

RING OF MANY THINGS: It may preform cach of its furctions once per
day, for 10 melee rounds eack. Tt may preform only one at a tire.
Its fuctions are: Water Walkirg, Invisibility, Telekinesis,
Protection +3, Healing at ' hit point per melee round (no
rejeneration.)
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THRTCF RING: Tt will allow the wearer to turn into three copies of
himself, Fach copy of the wearer will have full capabilities. There
will be three copies of all magical items worn, but only one copy
will be functional {roll randomly for each item.) None of the copies
of this ring will bhe functional, (it will function again, if and when
all three copies reform.) Any Hit Points taken, Spell Points used, or
Prayer Poirts used, will be transmitted to the other copies, but only
at 1/2 value. The maximum Duration is 4 + D4 10 minute intervals.
Any time before that the copies may reform. Tnorder to reforrm they
must be within 20' of each other. #hen they reform, they may do so
anywhere thtey choose inside the triangle formed by the copies. When
they reform, average the hit points taken, Spell Points Used, and
Prayer Points used. Problems occur if one of the copies is dead,
store, out of range, etc., and thus unable to reform when time runs
out. A reformed character that came from two copies will have only
2/3 of tis former experience points, and will lose 4 on his
Constiutior. A single copy that fails to reform, will have only 1/3
of his former experience points, and will lose 8 on his Constitution.
In case of a failure to reform, each version of the original will
regard himself as being the original, and will do his best to
permanently dispose of imposters. This Ring has a 20% Burnout
chance.

RING OF STORING SIX SPFLLS: As per Storing Two Spells.

RING OF STORING SIX PRAYFRS: As per Storing Two Prayers.

MAGICAL GEMNMS:

Magical Gems normally kave a hurnout chance of 20% (10 charges when
nev). If implanted in a crown of mithril (it requires 100 mithril
pieces) this is reduced to a bhurnout chance of 5¥ (40 charges wher
new.)

Unless othervise stated each use of a gem is good for one day.

01-19 Diamond

20-38 Ruby

39-57 oOpal

58-76¢ Emerald

77-9%5 Sapphire

96-NC Pighter's Gem (F) (reroll for type of gem)

FIGHTER'S GEMS (F):

01-490 Weapon +1 75-87 Weapon +2 (2)
41-46 Weapon -2 88-97 Defense +2 (2)
47-70 Defense +1 98-00 Weapon +3 (3)

71-74 Defense -1
Fighter's Gems can be any type of gem. ¥%hen embedded in any non-

magical weapon or suit of armor, they will give the indicated bonus.
They are usable by Fighters only. They have no burnout chance.
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DIANMONDS:

01-15 Crushing Resist. (F,C) £9-78 Seeing (2)

16-18 Diamond of Greed 79-98 Phantasmals (?)

19-20 Diamond of Return 89-94 Crushing Hands (M) (3)
21-32 pPolymorph to Dwarf 95-97 Crushing Death ({?)
33-44 Tllumination 98-99 Skimmering Shield (4)
45-56 Perpetual Light 00-00 2rena of Deatth

57-68 Light Fantastic (T)

DIAMOND OF CRUSHING RESISTANCE: When implanted in a metal suit of
armor, it will give the wearer the benfits of the Clerical Spell. Tt
has no Burnout chance.

DIRMOND OF GREED: The holder of the gem will have the desire to
possess all diamonds {magical or not.) Upon seeing any diamonds, he
must save {vs. Mental) or he will do his best to gain possession of
the diamond. Any diamonds that he has in bis possession he will
never willingly give up. Fe may only get rid of this Diamond via a
successful Remove Curse, as verus a 14th level. It has no hurnout
chance.

DIAMOND OF RETURN: It is sensitized to the last person to possess it
for 24 consecutive hours. He may command the diamond to return to
him, within 24 hours of last touching it. Maximum range is 19 miles.
Fach return uses one ctarge.

DIANMOND OF POLYMORPH TO DWARF: Allows the user to Polymorph Self (as
per the MU spell) into a Dwarf.

DIAMOND OF ILLUMINATION: ©Fqguivalent to a Clerical Light Spell that
roves with the qgenm.

DIAMOND OF PFRPRTUAL NIGHT: Fquivalent to a Clerical Darkness spell,
that moves with the gen.

DIAMCND OF THE LIGHT FANTASTIC: It creates a multi-colored display of
ligtts, that dances around. All within line of sight, who fail to
save (vs. Mental) as versus a 6th level caster, are minus 20% on hit
probability. Duration: 6 plus level of user melee rounds. Usable
only by Thieves.

DYAMOND OF SEEING: By looking through it, the user can see secret
doors and invisible ohjects. Tt has no Burnout chance.

DIAMOND OF PHANTASMALS: The user may identify phantasmals or
illusions by looking through the gem (this function does not use a
charge). Also he may create Phantasmal Forces, as per the “U Spell.

DIAMOND OF CRUSHTYG HAXDS: The user may attempt to crush one victin,
for 6D6 of damage. Thke results of a save, depend on how the GM would
run a save Vs. Fireball. If a save vs. Fireball would result in 1/2
darage, then allow no save vs. Crushing Hards. If a save
vs. Fireball would result in no damage, then a save vs. Crusting
hands would result in 1/2 damage. Range: 12". Tt will not work on
non-corporeal beings, Giant Slugs, Ochre Jelly, Black Pudding, and
other creatures without solid bodies.
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DIAMOND OF CRUSHING DEATH: The holder of this gem takes, with no
saving tbrow allowed, 3 + his level of D6's of crushing damage.
Crushing Pesistance will remove the first 3 damage dice.

DIAMOND OF SHTYMERIFG SHIFLD: The user may raise a shimmering shield,
which acts as a force shield, which prevents the passage either way
of physical effects {creatures, missiles, fireballs, etc.), except
for a slow movement of air. However, it would allow the passage of
Mental Spells (ex. ESP, IMMOBOLIZE), Detection Spells (ex. Detect
Magic, Detect Good), and Spiritual Effects ({ex. Cause Wounds, Cure
Wounds, Finger of Death). Those outside may not see in, and those
inside may not see out. It can be brought down via 100 hit points of
damage inflicted by either melee or spells. Treat the shield as if
A.C. 0 versus relee. The following spells will damage the wall:
Fire Ball, Lightning Bolt, Snowball, and Magic Missile. Attacking
the shield does no damage to those within. The shield is a sphere S
feet in radius. Thus the holder of the gem could rmove at normal
speed. If a second person is inside the sphere with him, reduce
movement to half of the minimum of their speeds. Tf a third person
is inside, no movement is possible.

DIAMCND OF THE ARENA OF DEATH: This appears to be a Diamond o€
Shirmering Shield. TIn fact it raises a double shield. The outer one
is an actual Shimering Shield, while the inner one is the Barrier of
the God of Arenas. Each individual inside will separately find
himself apparently in an circular arena (actually a half-sphere) with
a diameter of 00 yards. FHe is matched against a member of his own
class and level (equip the opponent as per the Wandering Party
system). They will start D100 times 10 feet apart. If the character
vins he will be rewarded with a magical item (roll as if the
character were the leader of a Wandering Party).

RUBIES:
01-15 Fire Resist £E,.C) 69-78 indi
- 3 - =78 Blinding Flash {2)
:g_;g gugy oE Greed ) 79-88 Calling Fire Creatures (2)
-0 Ruby of Return 89-90 Calling Hostile Fire

57-63 Heat Object

RUBY OF FIRF RESISTANCE: When im i i
: p NCE: J planted in a metal suit of armor, i
will give the wearer the benfits of the Clerical Spell. Tt has ;olt

RUBY OF GREED: as per the Diamond, but applys to Rubies.

RUBY OF RETNRN: as per the Diamond.
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RUBY OF LIFE: When a drop of blood from an individual is placed in
the gem, it will glow. It will continue to glow for the next morth,
if that individual remains alive, The gem may only be sensitized to
one person at a time. {One charge per sensitization.)

RUBY OF MELTING METALS: The Thief may melt non-magical metals at the
rate of 10 G.P. weight per melee round. (Each charqge is good for 59
consecutive melee rounds.)

RUBY OF FLAMF WEAPON: Allows the wielder to flame any weapor he holds
for a period of one hour. Bonus in combat is as per the swvord of
that name {plus %5 on hit probability, plus 10% on hit probability
and plus 2 to damage versus Trolls, plus 15% on hit probability and
plus to damage versus Undead and Ents.)

RUBY OF HEAT OBJECT: In 10 melee rounds, it will heat one solid
object to about 200 dearees fahrenheit. The maximum weight is 500
G.P. per level of the user. Duration: 12 hours. Range: 24w,

RUBY OF BLINDING FLASH: For the use of a charge, The user may create
a flash of light. Those withtin 6 of the user, and in line of sight
of the user, must save (vs. Physical), or be blind for 2D% melee
rounds. (The user is not immune.) Those facing away or with their
eyes closed, get plus 20% on their saving throws.

RUBY OF CALLING FIRF CREATURES: When this gem is used, all fire-based
or fire-using creatures within 18", will do their best to come by
ordinary means. Upon arrival they will do their hest to aid the
holder of the gem. When the effect ends, or the holder of the gem
dies, the summoned creatures will attempt to peacefully return to
from whence they came, unless molested. Duration: 12 plus level of
the user melee rounds.

RUBY OF CALLING HOSTILE FIRF CREATURES: As above, except that the
arriving creatures will do their best to harm the holder of the gem.

RUBY OF CASTING FIREBALLS: The MU may cast one 6Df Fireball as per
the MU spell {per charge).

RUBY OF FIERY DFATH: the holder of the gem, takes (no saving throw
allowed), 3 plus his level of Df's of fire damage. Fire Resistance
¥ill remove the first 3 dice of damage.

RTBY OF IMMOLATION: The user may cause his body to burst into flarmes,
causing victims who come into contact 2n6 of damage {double this to
cold-based creatures and Undead). (See the Grappling Rules, under
Engaging and the Use of Whips, for a method of GMing his attempts to
bring his body into contact with others.) Fach use of the gem allows
Immolation during the following hour.
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OPALS:

01-15 Resist. to Poison (F,C) 61-72 Opening Portals (?2)

16-18 Opal of Greed 73-82 Disquise (T) (3)

19-20 Opal of Return 83-88 Producing Poison (M) (3)
21-32 of Alarm 89-91 Poisoning Death (3)

33-44 Detecting Poison 92-97 Hallucinatory Terrain (3)
45-56 Seeming Innocence 98-00 PReguiling ()

57-60 0Obvious Guilt

OPAL OF RESISTANCE TO POISON: VWhen implanted in a metal suit of
armor, it will give tte wearer the benfits of the Clerical Spell. Tt

OPAL OF GREED: as per the Diamond, but applies to Opals.
OPAL OF RETURN: as per the Diamond.

OPAL OF ALARM: The user will be able to take immediate full
counteraction, as soon as someone decides to attack bim, even when he
is surprised or sleeping. (This requires discretion on the part of
the GM, to decide exactly when the gem is alerted.) PRach charge
quards the user for 24 hours.

OPAL OF DETRCTING POISON: Tt will 3?11 the user of the presence of
poison, and which type. Range: 10, Duration: 10 melee rounds.

OPAL OF SEEMTING INNOCFNCE: Each use, gives the user a temporary
effective charisma of 19, for purposes of convincing others he is
innocent of any misdeed. (It will be of no avail if there is
undisputable physical evidence that he is gquilty.) The additional
charisma lasts only for one hour per use of the gem, but those who
are convinced remain so.

OPAL OF OBVIOUS GUILT: Tt acts as some other type of Opal. However,
in addition each time it is used, the user will be suspected of any
misdeed he could have committed during the 24 hours following the use
of the gem. (For example, if something was missing from a safe that
he had the combination to, or if he walked by the scene of a crime at
about the right time, etc.)

OPAL OF OPENING PORTALS: Rach charge is good for one portal. Normal
portals open at once. Held portals (as per the first level MU spell)
open after D4 melee rounds. Wizard Locked portals (as per the 2nd
level MU spell) open after the level of the caster of the Wizard Lock
in melee rounds.

OPAL OF DISGUISE: the Thief may make himself appear to be another
similar being of similar size. Tnorder to fool a member of that
species, you must have had a chance to carefully study the specific
model. This Gem only effects visual details.

OPAL OF PRODUCING POISON: Fach use of a charge, allows the MU to make
doses of poison, so that their levels add up to his or less. (For
example, a MU6 could make 6 doses of a 1st level Poison, or 3 doses
of a 2nd level poison, etc.) It takes one day per level of the poison
for each dose. Thre poison remains potent for one week per level.
{See Potiors for a more detailed discussion of Poisons.)
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OPAL OF POISONING DFATH: The holder of the genm, takes (no initial
saving throw allowed), 2 plus his level of doses of poison, each dose
of which does 1 hit point per melee round, with possibilities to save
every ten melee rounds. Resistance to Poison will remove the first ?
doses.

OPAL OF HALLUCINATORY TRERRATN: TFach charge allows the user to throw
one Hallucinatory Terrain, as per thte MU spell, with maximum zone nf
effects 5% x 5%,

OPAL OF BFEGUILING: ¥When the user activates this gem, it works for the
next 24 hours. FEach person who views the gem, and fails to save
(vs. Mental) will believe the wearer to be his best friend or
respected mentor. Despite any evidence to the contrary, he will
continue to act as he would if the wearer were this particular
individual (although he might be forced to conclude that the wearer
is not in his right mind, traveling incognito, etc.) The effect will
be broken by any attempted attack on the viewer by the wearer.

FMERATDS:
01-15 Cold Resist. (F,C) 69-78 Calling Cold Creatures ({2)
16-18 Fmerald of Greed 79-80 Calling Hostile Cold
21-32 Concealment from Infravision91-96 Casting Snowballs (M) (3)
33-44 of the Green God 97-99 Tcy Death (3)
45-56 Closing Portals 00-00 of Escape (T) (W)

57-68 Cool Object

EMERALD OF COLD RESISTANCE: Rhen implarted in a metal suit of armor,
it will give the wearer the benfits of the Clerical Spell. It has ro
Burnout chance.

EMERATD OF GREED: as per the Diamond, but applys to Fmeralds.
EMERALD OF RFTURN: as per the Diamond.

EMERALD OF CONCFALMENT FROM INFRAVISTON: The user can not be seen via
infravision. Ordinary vision is not effected.

EMERALD OF THE GREEN GCD: Reveals any hkidden, invisible, or faded
writing on a scroll or book. Also it has a 5% chance, per point of
Intelligence of the user, of revealing the general nature of a
Magical Book.

EMERALD OF CLOSING PORTALS: Closes and locks the portal as the MU

spell Wizard Lock, from a MU of level seven or the user's level,
vhichever is higher.
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EMERALD OF CCOl OBJTECT: Tn 10 melee rounds, it will cool one solid
object to about -30 degrees Fahrenheit. The maximum weight is 500
G.P. per level of the user. It may also be used to freeze water; it
will produce a maximum of 750 cubic feet of ice per level of the
user. Duration: 12 bours. Range: 24, (If someone is in contact
with a metal object at 30 below, then give him 1 hit point per melee
round, as well as a 1/6 chance per melee round that it will stick to
his skin, doing D8 tit points when removed.)

EMERALD OF CALLING COTD CRFATURES: When this gem is used, all
cold-based or creatures within 18, will do their best to come by
ordinary means. Upon arrival they will do their best to aid the
holder of the gem. W%hen the effect ends, or the holder of the genm
dies, the summoned creatures will attempt to peacefully return to
from whence they came, unless molested. Duration: 12 plus level of
the user melee rounds.

EMERALD OF CALLING HOSTILE COLD CREATURES: As above, except that the
arriving creatures will do their best to harm the holder of the gem.

ENERALD OF VIEVWING PAST: The user may see vhat occured at a specific
time up to 24 htours in the past. Past events are seen at real speed
and take the usual time to unfold. He may see events he would have
seen from his present location, by looking through the genm.
Duration: 19 minutes per level of the user.

EMPRALD OF CASTING SNO¥BALLS: The MU may cast one 6D6 Snowball as per
the MU spell (per charge).

EMERALD OF ICY DEATH: the holder of the gem, takes (no saving throw
allowed), 3 plus his level of D6's of cold damage. Cold Resistance
will remove the first 3 dice of damage.

EMERALD OF ®SCAPF: it allows the Thief to act as a Thief four levels
higher than his true level. Pach charge is good for 6 cornsecutive
hours.




SAPPHIRES:

01-15 Lightning Resist. (F,C) 69-80 Silence (™) (2)

16-18 Sapphire of Greed 81-82 Distant Fchoes (2)

19-20 Sapphire of Return 83-88 Casting lightning Bolts (M) (3)
21-32 of Predicting Feather 89-91 Electrocution (3)

33-44 Tracing Sending 92-97 Flight (3)

45-56 Flight Disruption 98-00 Controlling Weather (4)

57-68 of Velocity Finding

SAPPHIRE OF LIGHTNING RESISTANCE: ¥When implanted in a metal suit of
armor, it will give the wearer the benfits of the Clerical Spell.

SAP#HIRE OF GRFFD: as per the Diamond, but applys to sapphires.
SAPPHTRE OF RETURN: as per the Diamond.

SAPPHIRE OF PREDICTING WEATHPR: The user may predict the weather,

within a radius of 5 miles per level of the user, and for a period of
6 hours per level of the user. It will not predict the weather if it

is altered by magical means.

SAPPHIRE OF TRACING SEFDINGS: This gem is useful in finding the
source of an Invisible Stalker, Aerial Servanrt, etc. TIf it is
activated when the creature in question is within 2?4, the user will
knowv the direction to the person who summoned the creature. He will
continue to get the current direction for 1/2 day per level of the
user.

SAPPHIRE OF FLIGHT DISRUPTION: May be used to bring down any flying
or levitating being. If the victim is attempting to remain in the
air, he will fall at 30' per melee round that the gem is working on
him. (This is not fast enougt to do any damage.) Usable against one
creature at a time. PRange: 1line of sight.

SAPPHYRF OF VELOCITY FINDING: The user gets the speed and direction
of movement, as well as the distance from him, of the nearestobiject
in line with his vision through the gem. Tt has no burnout chance.

SAPPHIRE OF SILENCE: The Thief may move silently. Duration is the
level of user half tours.

SAPPHIRE OF DISTANT FCHOES: Seems to be another type of Sapphire.
However, it attracts monsters by causing echoes at extremely great
distances (in either tke dungeon or the wilderness). Roll for
¥ardering Monsters twice as often as usual.

SAPPHIRE OF CASTING LIGHTNING BOLTS: The M7 may cast one 6D6
Lightning Bolt as per the MU spell (per charge).

SAPPHTRE OF FLECTROCUTION: thp tolder of the gem, takes (no saving
throw allowved), 3 plus his level of D6's of lightning damage.
Ligktning Resistance will remove the first 3 dice of damaage,

SAPPHIRF OF FLIGHT: It allows the user to fly at 24w,

SAPPHIRE OF CONTROLLING WEATHER: For the uvse of one charsde, wou get
one use of the MU spell. Control Weather.
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GAUNTLETS:

Generally both members of a pair of Gauntlets must both be worn, in
order to gain their benefits.

01-10 Gauntlets of Dexterity 71-78 G. of Removing Traps #+15% (T)
11-14 Gauntlets of FPumbling 79-86 G. of Picking Locks +15% (T)
15-24 G. of Ogre Power (F,C,T) B87-87 Gauntlets of Adhesion (2)
25-34 of Swim. & Clim. (F,C,T) 88-88 Dwarven Gauntlets (2)

35-42 Gloves of Manipulation 89-91 G. of Rem. Traps +30% (T) (2)
43-48 Gloves of Silence 92-94 G. of Pick. Locks +30% (T) (2)
49-5? Gaunt. of Strangulation 95-96 Gloves of Power ({?) (3)

53-61 Gloves of Concealment (T) 97-98 Strangler's Gloves (3)

62-70 Remote Gloves ) 99-00 Gloves of Crushing (3)

GLOVES OF MANTPULATION: When placed on the appropriate part of some
creature, without hands and of approximately human size, they give
the creature full dexterity as if he had human hands.

GLOVES OF STLENCE: When these gloves are worn, their index fingers
can be used to stop up the wearer's ears. He will then be immune to
attacks that work via his hearing, such as Horn of Deafness, Harpies
Song, lamias Whistle, Ctime of Peace, Pipes of Subdual, Rumba Drurms,
Drums of Paric, Lyre of Truth, etc.

GAUNTLETS OF STRANGULATION: They appear to be some other type of
Gauntlet, but each time the wearer is injured (has taken 10% or more
of his remaining hit points) there is a 1/6 chance that he will lose
control of himself. He will then attempt to strangle the nearest
being he has known for at least a day. (If none is available he will
strangle himself.) Run the strangling as per Strangler's Gloves (see
below). Once these Gauntlets have shown their true nature, they may
only be removed via a successful RPemove Curse, as versus a 16th
level.

GLOVES OF CONCFALMENT: They add 20% to the Thief's base chance of
picking a pocket, palming an item, etc.

REMOTE GLOVES: The user may create and control a pair of small
humanoid hands at a distance from him. The hands are invisible to
all but the user. Once created the hands remain in one location.
They can hold up to 200 lbs. of stress, but can't be used to hold
onto any living matter. The hands last as long as the user continues
to concentrate on them. Usable once per day. Range: 3%,

GAUNTLETS OF REMOVING TRAPS: They increase the Thief's base

chance of removing a trap by 15Y. (They will only add to the roll
for the first Thief whto attempts to use them on a particular trap.
If he fails, this shows that the Gauntlets are of no help against
this particular Trap. Thus passing the Gauntlets around will do no
good.)

GAUNTLETS OF PICKING LOCKS: As above, except they aid in picking

locks rather than removing traps. (As above passing them around will
do no good.)
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GAUNTLETS OF ADHESION: They appear to be some other type of Gauntlet,
until they reveal their true nature. ¥henever something of stone is
touched (ex. dungeon walls, floors, some doors, etc.), thtere is a 1/6
chance that the glove will stick to the stone. It will be stuck for
2D6 melee rounds, during which time the hand may not be removed fron
the glove. In any case, once their true nature has been revealed,
they may only be removed, via a sucessful Remove Curse, as versus a
16th level.

DWARVEN GAUNTLETS: ¥When these Gauntlets are worn by a dwar®, any
Magical Warhammer will return when he throws it. (The warhammer does
not gain any of the other properties of a +3 warhammer.)

GAUNTLETS OF REMOVING TRAPS #30%: As above, except they add 30%
rather than 15%.

GAUNTLETS OF PICKING LOCKS #30%: As above, except thev add 30% ratker
than 15%.

GLOVES OF POWER: They will be either fire—-based or cold-based. If a
hit is scored by the gloves, they will give D6 of damage, (double
damage to Cold-based Creatures by the Fire—-bhased Gloves, and vica
versa.) Add any damage bonus the wearer may have due to strength.
Also if the wearer casts a fire-based or cold-based spell (whichever
applies) add +1 to each die of damage. (The wearer must already
possess the ability to cast the spell.)

STRANGLER'S GLOVES: Whken using these gloves, first a success®ul
Grapple must be made (see the Grappling Rules). Then the victim will
be strangled in his Constitution minus D10 melee rounds. (Obviously
these Gloves do not work or beings which do not breathe, or do not
have necks. They also will not work on Giants and similar sized
creatures.) The Gloves may not be removed from the victims neck, .
except as per breaking a Wizard Lock {i.e. brute extraordirary
strength or Knock spell.) RKilling the wearer of the Gloves does no
good. The wearer may not remove his hands from the gloves while
strangling, and may not stop once he has started.

GLOVES OF CRUSHING: The user may attempt to crush one victim. Tt
gives 10D6 of damage; a save results in half damage. (Tt will not
work against non-corporeal beings such as Spectres, or on other
bheings without solid bodies such as Giant Slugs, Water Flementals,
Ochre Jellies, etc.) Usable once per week. Range: 127,
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RELIGIOUS RELICS (C):

This category of magical items is usable only by Clerics of the proper
alignment.

If a Good Cleric grasps an Fvil Relic (or vica versa) he will take 206
hits of damage. A Neutral Cleric grasping a Good or Evil Relic (or
vice versa) will take D6 hits of damage.

In many worlds PRelics will be in the shape of a Cross. In those
worlds with arother mythos they might be shaped as Six-Pointed Stars,
Crescents, Yin-Yang, etc. In yet other worlds, they could each be
remnants of well known Religious people or objects (ex. a piece of
the true cross, a tooth from a certain saint, etc.)

Pirst roll for the alignment of the Relic. Then roll for the type.

Next roll to see if it has any Powers. If so, roll to see what they
are.

ALIGNMENT AND TYPES OF RELIGIOUS RELICS (C):

01-40 Good 41-60 Neutral 61-00 Evil

GOOD: NEUTRAL: EVIL:

01-35 Prot./Ondead +1 01-35 Hex 01-35 Discord

36-65 Prot./Und. +2 (2) 36-65 ®Ward (2) 36-65 Punishment (2)
66-80 Prot./Und. +3 (3) 66-80 Aversion ({3) 66-80 curses (3)
81-90 Dispel +2 (4) 81-90 Hiding (&) 81-90 Control +2 (4)
91-97 Interven. (5) 91-97 Interven. (5) 91-97 Interven. (5)
98-00 Honor (f) 98-00 Area Avers. (6) 98-00 Obedience (6)

RELYC OF PROTECTION FROM UNDEAD +1: WRhen the user throws a
Protection/EBvil Spell, it will act as if it were the Protection spell
one level higher, withk respect to Undead only. (OUnder other Clerical
systems, treat attempts to turn Undead as if the Cleric were one
level higher.)

RELIC OF PROTECTION FROM UNDEAD +2: As above, except #2.

RELTC OF PROTECTION FROM UNDEAD 43: As above, except +3.

RELIC OF DISPEL OUNDFAD +2: When the user throws a Dispel Undead
spell, it acts as the similar spell two levels hiagher. (Under other
Clerical systems, treat attempts to dispel Undead as if the Cleric

were two levels higher.)

RELIC OF INTERVYENTION: It adds the level of the user, to the D100
roll, whten the user calls for Pivine Intervention from his god.
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RELIC OF HONOR: Anyone pay swear on the relic that a verifiable fact
is true, or swear that he will complete a well defined task in a
specific period of time. Tf he is lying or does not complete the
task, then be will receive (no saving throw) the effects of a random
Grand Curse (as the Clercial Spell). The Grand Curse will be of the
higtest level possible, as if thrown by a cleric of 16th level or the
level of owner of the Relic, whichever is higher.

HEX RELIC: One use per day. The user may give one creature a lLuck of
3. There is no saving throw. Range:12". Duration: 6 + level of
user melee rounds.

WARD RELIC: The user acts as if he had a Luck of 18.

RELIC OF AVERSION: One use per day. TIf the single victim fails to
save (vs. Mental ), he may not harm the user. (Any action with any
possibility of giving the user hit points or incapacitating the user,
is prohibited to the victim.) The effect will end if the user harms
the victim. Range: 12", Duration: 6 + level of user melee rounds.

RELIC OF HIDING FROM UNDEAD: Undead will not detect life energies
that are within 10 feet of the user.

RELIC OF AREA AVERSION: Tt is as per the Relic of Aversion, except
ratkter than be targeted against one individual, it bhas an area of
effect: 6% x 6%.. -Ranges:- 12%,

RELIC OF DISCORD: One use per day. If the single victim fails to
save (vs. Mental), te will vice-versa. FEvery time he does harm to a
true friend, he gets an additional chance to save. Range: 127",
Duration: 6 *+ level of user melee rounds.

RELIC OF PONISHMENT: Usable once per day. If the single victim €fails
to save ({vs. Spiritual) he will be spread-eagled on the nearest
vertical surface. The victim will be unconcious for 1 + D4 hours.

If he then fails to make his Spell Survival Roll, he is dead. Ranges:
12»., If there is no vertical surface within 12" behind the victin,
failure to save will merely propell him backwards 12". He will be
sturned for 1 + D4 mele rounds, (no Spell Survival Roll necessary.)

RELIC OF CURSES: Usable twice per day. The user may throw a Cause
Curse spell, as a Cleric of his level or 4th level whichever is
higher.

BELTC OF CONTROL UNDEAD +2: ¥hen the user throws a Control Undead
spell, it acts as if it were the similar spell two levels higher.
(Under other Clerical systems, treat the Cleric as if he were two
levels higher when attemptinag to control Undead.)

RELIC OF OBEDIENCF: As per the Relic of Honor, except that the result

of lying or failing to complete a task, is alwavs a Grand Curse of
Ronkel, as if thrown by a 26th level Cleric.
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Rumber of Powvers of Peligious Relics:

21-20 Yo Power

21-40 One Low Power

41-55 Two Low Powers (2)

56-70 Three low Powers (3)

71-8% Three Low Povers + One Medium Pover (4)

86-95 Three low Powers + Two Medium Powers (5)

96-010 Three low Powers #+ Two Medium Powers + One High Power (6)

LO¥ POWFERS: MEDYUM POWERS:

01-04 *Detect Disease 01-190 Mass Bless II #
05-12 *Detect Evil 06-15 *Cure Wounds V #
13-16 Detect ¥Were 16-25 #*Prot./Evil Vv %
17-20 Dnetect Life 26-30 Animate Object &
21-24 Detect Magic 31-35 Commune

25-28 *Detect Poisoning 36-55 Resistance 10°r
29~-32 Detect Water 61-70 Dewere V

33-36 Detect Possession 61-65 Speak Language
37-44 *Light 66-70 *Detect Food
45-52 *prot./Tvil II # 71-80 ®Dispel Evil &
53-72 Resistance (?) # 81-85 Mass Bless II &
73-76 Water Walk/Self 86-90 *Mass Cure ITI #
77-80 Bless IT §# 91-95 Conjure Animals #
81~-88 *Cure Wounds TI # 96—-00 Quest #

89-92 Dewere II
93-96 Understand Speecth
97-00 Locate Object #

HIGH POWERS:

01-05 Bless VITIY #
06-10 Cure ¥Wounds VI #
11-20 ¥%word of Recall
21-30 #*Prot./Evil VIII
31-40 Convert #
41-50 Mace Barrier %
51-60 TImmobilize Monster #
61-70 Dewere VIITY
71-80 ¥®ind W¥Walk

81-90 *Mass Cure V #
91-00 Earthquake &

% = spell reversed for Bvil Relics. Neutral Relics have one of the
twvo versions.

$# = ysable at most twice per day if a Good or Evil Relic, once per day
if a Neutral Relic.

Rach power acts as thte Clerical Spell, as if thrown by a Cleric of the
users level, hut at least the minimum level that can throw the spell.
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BOOXS/DECKS:

01-05 Informational Book 76-77 Special Deck of Few Thinas
06-07 Explos. Runes/Book (Reroll) 78-82 Deck of Sev. Things {2)
08-09 Cursed Book (Reroll) 83-R3 Coercive D. of Sev. Th. (2)
10-13 M. of Recog. Opportun. 84-84 Special D. of Sev. Th. (?)
14-17 Manual of Gainful Exercise 85-85 Marked £ Stacked D. (T) (?)
18-21 Manual of Bodily Health 86-86 Intelligent Deck (T) (3)
22-25 M. of Quickness of Action 87-89 Deck of Amber Trumps (4)
26-29 Tome of nUnderstanding 90-90 Manual of Golems (M) (5)
30-33 Tome of Clear Thought 91-91 B.“of Infl ‘Spells  (N,C) (6)

34-37 T. of Leadership & Influ. 92-92 B. of Exalted Deeds [C) (7)
38-41 Tome of Remedial Magic (M) 93-93 B. of Vile Darkness (C) ({7)

42-42 Book of Purile Nonsense 94-94 Lib. of Silver Magic (M) (7)
42-47 Book of One Prayer (C) 95-95 L. of Gainful Conj. (M) (7)
48-57 Book of One Spell (M) 96-96 L. of Ineff. Damn. (M) (7)
58-60 Marked Deck (T) 97-97 M. of P. Skill/Arms (F) (7)
61-63 Stacked Deck (T) 99-99 peck of Many Things (R)
64-73 Deck of Pew Things 00-00 Deck of Many Many Things (9)

74-75 Coercive Deck of Few Things

INFORMATIONAL BOOK: It has written in it either some information or a
message. Originally it may have been either someones notes, report,
or diary. On the other hard it may have been published, but copies
are now rare or nonexistent in this part of the world. The more
valuable ones will usually have one or more of the following
difficulties:

1. Written in Magic, requires Read Magic

2. Invisible writing (often most of the writing is visible and scems
complete), requires Detect Invisible

3. Little known or Dead language {Read Languages useful)

4. Obscure references, perhaps in the form of a poem (Legend Lore
useful)

5. Part of the original book is destroyed or elsewhere

6. Partially obsolete, due to charges since it was written

7. ¥ritten in a code, often personal

8. Trapped via Explosive Runes, contact Poison, an unusual Curse or
Geas, etc.

Examples would include: gossip, treatises on magic, military
infomation, historical information, and geographical informatior.

(It vwould differ from the similar type of Scroll, laraely as to to
length.) Some will be of value to large number of people, while
others will be of value to only a few people or even just one person.
(Tt will often take imagination to find a use for it or the right
person to offer to sell it to. Fxamples of unusual uses would
include: to add to a collection perhaps of first editions, or to
blackmail someone.) Of course some will not be worth the paper thev
are written on. {Keep in mind the potential value, when assigning it
to a level.)
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CJRSTD BOOK: Reroll to see which type of book has had the curse
placed on it. Tf a deck comes up try again. Determine the level of
the curse as the Cursed Sword, limiting the Level of the Curse to
that of the hook. Assume the curse has been thrown by a Cleric of
level = level o€ book +3 +D6., The curse is activated when an attempt
is rade to read the Book. There is no saving throw. Unlike with
most cursed magical items, a Remove Curse can get rid of the curse on
the Book (in a Level vs. Level Battle.)

EXPLOSIVE BRUNTS O BOOK: Reroll to see which type of book, if a Deck
comes up try again. 2 Magic User of level = level of book + 3 + D§,
has placed the 3rd level spell Fxplosive Runes on the hook.

MANUAL OF RECOGNIZING OPPORTOUNITIES: The reader gains +1 to his Luck.
Tpon being read the book vanishes.

TOME NF REMEDIAL MAGIC: It is usable by Magic Users and those able to
cast Magic User spells. It allows the reader to learn anv of the
standard M.U. spells, of one specific level, he was unable to learn.
(Yhen a M.U. reaches a level at which he gets a new level of spells,
die rolls are norrmally made to see which spells he was able to learn.
The Book would allow a ®.J. to go back and fill in an important gap
in his spell 1list.) It may not be used, if the M.U. is not normally
able to throw spells of the given level. Determine the Level of
Spells to which the Book apnlies, as per the level of a spell on M.U.
Scrolls. After heing used to learn one spell the Book vanishes.

BOOK OF PUERILE NONSENSE: A Magic User, or one able to throw

M.U. spells, who reads this book, loses one point of Intelligence. A
Cleric, or one able to Throw Clerical Spells, who reads this book,
loses one point of Wisdom.

BOOK OF ONE PRAYER: It is Basically a multi-use Clerical Scroll of
one spell. It has a 10%¥ Burnout chance.

BOOK OF ONE® SPELL: It is basically a multi-use M.U. Scroll of one
Spell. Tt bas a 10% Burnout chance.

MARKED DECK: It takes one day in the possession of a new owner,
before it will function. The owner will be able to know the value of
any card, by merely seeing any portion of its back. Usable only by
Thieves.

STACKED DECK: It takes one day in the possession of a new owner,
before it will function. The owner will be able to deal any specific
card from the undealt portior of the deck, regardless of the card's
position in the deck. The owner may sense vhether any specific carad
is ir the urdealt portion of the deck whichk remains in his hand.
Usable only by Thieves.
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DECK OF A FFW THINGS: Any one person may never pick more than once
from this deck. This Deck has a Burnout Chtance of 407, (i.e. ttere
are 5 picks when the deck is new.) Tt has 8 cards. After each pick
the card returns to the deck.

1. Gain 10% of your current experience points

2. M.U. Scroll of level at most (1)

3. Clerical Scroll of level at most (1)

4, Help from 4 dwarven Flis

for one hour, when you call once
5. If you're a T or F, you can turn any dagger

into #2 (magical), for 1 hour, once when you want
6. Lose 5% of your current experience points.
7. One monster from Wandering Monster Table 4

attacks you with surprise,

he and his equipment vanish when either of you dies
8. Paralyzed for 80 minutes, no saving throw

COERCIVE DFCK OF A FEW THINGS: As above, except that your first pick
forces you to pick until all available picks are exhausted. TEach
pick takes one melee round, and you cannot explain what is going on
as you pick. ’

SPECIAL DECK OF A FEW THINGS: It is similar to the Deck of a Few
Things, but one person may take as many of the available picks as ‘e
vants.

DECK OF SEVERAL THINGS: Any one person may never pick more thar once
from this deck. This deck has a 25% Burnout chance (i.e. it hkas 8
picks when new). It has 14 cards. After each pick the card retursns
to the deck.

i. Gain 207 of your current experience points.

2. NiU==Scroll; OF at wWost level (2.

3. Clerical, of at most level (2).

4. Help from 3 elven F3s for one hour when you call once,

they each have D10 #1 magic arrows, which will vanish with thenm
5. Other Scroll, of at most level (2)
6. One dose of a random Potion, of at most level (2)

correctly labeled

7. 24d #1 to a random non—-prime requisite

8. You have a Luck of 18 for 10 minutes, when von call once.

9. If you are an F, you may make any sword +2 magical,

for one hour, when you call once
10. If you are a T, you can get either a Faste or Invisibility spell,
(not both), thrown on yourself, when you call once.

11. Turned to stone, no saving throw
12. lose one point from a random non-prime requisite
13. One monster attacks yon first,

and then if it kills you anyon2 else in sight.
It vanishes along with its equipment, if it's killed.
The monster is from Wandering Monster Table = to your level.
It attacks you with complete surprise.
14. Lose 10% of your current experience points

COERCTVE DECK OF SEVERAL THINGS: It is as above, except that your
first pick forces you to pick again until all picks are exhausted.
Fach pick takes one melee round, and you cannot explain what is goina
on as you pick.

SPECIAL DFECK OF SEVERAL THINGS: Tt is similar to the Deck of Several
Things, but one person may take as many picks as he wants.
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MARKED AND STACKED DECK: Has the powers of both a Marked Deck and a
Stacked Deck, see above.

INTELLIGENT DECX: It takes one day in the possession of a new ovner,
before it will function. The deck is an expert player (able to beat
all but a handful of humans in the world) of one particular card
game. (This will usually be a popular gambling game, that allows of
skill, like Poker or Bridge.) The owner may allow the deck to make
the decisions involved in playing the game. (Tt will telepathically
inform the player of what actions he should take. Tt will not base
its play on its knowledge of cards hidden from its owner.) Usable
only by Thieves.

DECK OF AMBER TRUMPS: The Deck will have remaining in it D6 cards.
(If the deck is in someone's possession, give a 50% chance that any
missing cards have been picked by the owner and his friends.) Whten a
pick is made from the deck, the card will have on it a portrait of
the picker. This person's picture will remain on the card,
regardless of who touches it subsequently. If two people each have a
card with the others picture on it, they may use the cards to
communicate with one another, Range: 10™. Each must hold and
concentrate on his card with the others picture. Then the picture on
the card will come to life, and you will see the person as well as
what is behind him. You can then talk with hinm telepathically.

(WVhen someone with your card wants to get in touch with you, you will
sense it, provided you have khis card on You.) In addition when in
contact, you may drav througb the other person by grasping his

arr. (This is usually done with the other person's cooperation.
Otterwise there is only a 5% chance of success for every level you
are higher than him.) He will then be with you in the flesh. (He mav
not bring anyone else with him.)

28



DECK OF MANY,MANY THINGS: It has a total of 60 cards when new. There
is no limit to the number of picks. However, when a red card (heart
or diamond) is picked it does not return to the deck. (Thus tte
percentage of bad cards continues to increase. The G.M. must keep a
careful record, and reroll when red cards thkat have been previously
picked come up.) The first time a given persor touches the deck, he
is forced to take a pick (saving throw vs. Mental, but at -40%).

The cards and their effects are listed below. There are 13 cards
{Ace, King, Queen, Jack, Ten, 9, 8, etc.) ip each of four suits
{Hearts, Diamonds, Clubs, and Spades). {Thus AH stands for Ace of
Hearts.) Also there are two Jokers {cards #53-54) and 6 Blank cards
(cards #55-60).

01 AH Gain 50,000 experience points
02 KH Choose any 1 Magical Item, level at most (5)
03 OH Choose 1 Misc. Magical Item, level at most (U4)
04 JH P8 with #3 armor, shield, £ sword, will aid you for 1 hour
when you call once, (his equipment will vanish with him.)
05 TH Choose 1 Sword of proper alignment, at most level (3),
G.M determines Intelligence, Fgo, £ Powers as per normal
06 9H Choose either 1 Magical Armor or Shield, at most level (3)
97 8H Choose 1 Magical Ring, at most level (3)
08 7H Choose 1 Wand, of at most level (3)
09 6H Choose a Magical Gem, of at most level (3)
10 5H Set of 10 random labelled potioms
1 dose each, of level at most (5)
11 4H Set of 3 random Scrolls, none Cursed or Explosive Runes
{decide whether you want M.U., Clerical, or Other)
of at most level (U)
12 3B choose 1 Bow/Crossbow, Mace/Flail, Dagger,
or Misc. Weapon, of at most level (3)
13 .2H 50,000 gold pieces ({no experience points)
13 AD Map to the richest treasure on the level of the dungeon
+equal to that of the picker
15 KD 5D6 pieces of non-magical jewelry
16 QD Random Scroll not cursed, at most level (4)
{decide whether you want M.U. Clerical, or Other.)
17 JD Add +71 to any one requisite, your choice
18 TD Random Medallion of at most level (3)
19 9p Random Ring, of at most level (3)
20 8D Random Wand of at Most level (3)
21 70 Set of 10 Random Unlabelled Potions
one dose eact, at most level {5)
22 6D Random Magical Pair of Fyes, at most level (3)
23 5D 1 mass teleport to be used when you want
you may take with you up to 100 irdividuals, within 100 feet
24 41 Random Misc. Magic Item, at most level (3)
25 3D Luck increases to 18 permanently
26 2D Random Book/Peck, of at most level (3)
none Cursed or Explosive Runes
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50
51
52
53
54
55
56
57
59

69

AC

XC

Qc

JC
b

8C

oW

@ ww

Alignment changes,

{(if Good goes to Weutral 2/3, Evil 1/3 chance, etc.)
lose highest level Magical Ttenm

{(including items you own, but do not have on you.)
Turned to stone, ro saving throw

Lose one point from prime requisite

Teleported instantly to random spot on the planet
fPecieve the results of a Random Curse, no saving throw
Must take D10 picks from this Deck

immediately, ignoring all else while you do
Polymorphed to a random creature

of the same alignment, no saving throw

Becorme an F1f

Become a Dwarf

Become a Hobbit

Become a Human

All Your Ttems with Burnout Chances, have 10Y added
{i.e. those with ctarges,

have a +17% chance of Burning Out with each use)

Lose one experience level

P9 with +4 armor, shield, & svord, attacks you

(vhen either of you dies, he and his equipment vanishes)
Death no saving throw

1 monster from Wandering Monster Table 5,

attacks with surprise

Beceive the results of a random Curse, no saving throw
Lose 2 points of Constitution

Luck becones 3

lose D8 hit points permanently

All Magical Ttems, of level (5) or less, that you touch
within the next 6 months, cease to function permanently
Sleep for 2 weeks, no saving throw;

then fuction at 1/2 your level, for 6 weeks

Deaf for 3 months, no cure, no saving throw

Receive the results of a random Curse

delayed for D6 weeks.

The picker thinks he has drawvn a blank card.

Lose all non-magical valuables,

including what you own, but do not have on you

gain 25,000 experience points

gain 25,000 experience points

You may not pick again from this deck for one week

All coins on your person when you picked

nov have your image on them

You are color blind €for one week

You get a set of 100 engraved calling cards

You get a deck of playing cards with the face cards
having images of you and those around you when you picked
A bull's-eye centered on your heart

will appear on whatever you are wearing for the next wveek,
1t will glow in the dark.
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BRACERS:

01-20 Bracers of A.C. = 6 74=85:Bracers of A.CL =2 ()
21-40 Bracers of A.C. = § 86-92 Brac. of Poisonous Touch (3)
41-45 Bracers of A.C. = 12 93-96 B. of Cooperation (M) (4)
46-55 Bracers vs. Teleport (2) 97-97 Bracers of Ronkel (4)

56-70 Bracers of Protection (2) 98-99 Bracers of A.C. = 0 (5)
71-73 Bracers of Prints (2) 00-00 B. of Fnergy Storage (M) (8)

Unless otherwvise stated, both members of the pair of Bracers must be
worn in order to get the benefits.

BRACERS VERSUS TELEPORT: Within 100' radius of the wearer there is no
teleporting either out or in. This includes teleporting by the
wearer. This includes via Dimension Door, Transport Tokens, etc.

BRACFRS OF PROTECTION: Allows the wearer to throw up any one of the
following Protections as per the corresponding scroll: Lycanthropes,
Magic, Undead, Flementals, or Demons. Usahle once per day.

BRACERS OF PRINTS: They are cursed, and may only removed via a Pemove
Curse vs. '4th level. VWhenever, the wearer touches anything with khis
hands, (wearing gloves doesn't help), he will leave a glowing copy of
his finger prints, which will only fade after one dav.

BRACERS OF POISOW¥OUS TOUCH: The wearer of these Bracers gains a
poisonous touch. Anything he hits with his bare hand, must save or
suffer the effects of 1 dose of standard poison. {Standard poison
has an intial surge of D6 hits, followed by 1 hit per melee round.
After the initial chance to save, you get additional chances every 20
melee rounds.)

BRACERS OF COOPERATION: Unlike most pairs of bracers, thtis pair is
only effective when each member of the pair is worn by a different
person. In addition both of them must be Magic Users, or able to
throw Magic Tser spells. They will immediately feel that they are
somehow in touch with one another over a 30' range. However, it
takes 24 hours before they develop a true rapport. Then they can
cooperate ir the throwing of certain spells. Certain M.U. spells,
such as Dispell Magic, Fireball, etc., have their effect dependent on
the level of the caster. On these spells the two wearers can add
their levels (for spell casting purposes in the case of Rangers,
etc.) in order to determine the spells effect. Tt is only necessary
that one of the pair actually cast the spell. The caster must know
and be able to throw the spell involved, but the other person reed
not. 1Inorder to cooperate the non-caster must be within 20' and
must be concentrating on adding his level to the spell when it is
thrown. This does not use up any of the non-caster's spell points.
(There is no reason why they can't freely switch tte roles of caster
and non-caster as circumstances warrant.)
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BRACFRS OF ROVKEL: #hen the victim puts these on, he will know that
unless he gets another heing of his race, (who has never worn the
Bracers), to put them nn within 28 bours, te will be unresurrectable
as per the curse of Rornkel. The Bracers will not kill him. (0Ff
course if he does convince another person to put on the Bracers, that
person is now in the same fix.) The Curse of Ronkel, is that if you
die, vou may never come back by any means (including Raise Dead
Fully, Reincarnation, Clone, Wish, Divine Intervention, etc.) To
remove this curse one must succeed with a Remove Curse as versus a
20tk level.

BRACERS OF ARMOR CLASS ZFRO: As per the other Bracers of Defense,
except these give the wearer A.C. 0.

BRACERS OF ENERGY STORAGE: They allow a Magic User, or one able to
throw M.U. spells, to store up to his Tntelligence in Spell Points
for later use by him. As he stores any Spell Points, he has of
course lost the normal use o€ them for that day.

EYES:

Eyes are sort of contact lenses. They will (magically) stay on the
user's eyeball, generally until he wishes to remove them. Only omne
may be worn on each eye.

01-10 Eye of Second Sight 72-79 Fye of Plane Sight (?)
11-20 Eye of Telescopic Vision 80-83 Pyes of the Peaks** (3)
21-30 Dwarven Glasses 84-87 Pye of the Law** (3)
31-37 Bull's Eye 88-91 Protection Glasses** (3)
38-47 Evil Eye** 92-95 ¥izard ©ye Glasses** (3)
48-55 Eye of the Storm*x* 96-97 Eye of True Sight (4)
56-63 See TInvisible Glasses (2) 98-99 Pyes of Charming** (14)
64-71 Eye Conguered** (2) 00-00 Fyes of Petrification (%)

** = the pair must be worn together for any effect.

(The seeing and protection eyes will only work for the eye on which
they are worn. One eyed vision gives —10Y to melee, -20% to missile
fire, and 20% worse on spell targeting rolls.)

BYF OF SECOND STGHT: Allows the wearer to see perfectly normally
without the use of his eye, or the need for any light. (Useful when
blinded, in the dark, fighting Medusa, etc.) Usable once per day.
Duration: 1 hour.

EYE OF TFLESCOPIC VISION: The wearer may concentrate on one region or
object, and he will see things as if they were closer to him. Things
will seem closer by a factor egnal to twice the level of the user.
Thus a 5th level user, may see things at 10 times normal size.

DWARVEN GLASSFS: Allovw the wearer to see via Infravision, distinguish
metals and evaluate gems and jewelry, as per a Dwarf.

BULL'S EYFE: They may not be removed except via a successful Remove
Curse as vs. a 20tk level. The wearer will never be missed by any
missile fire directed at him. (Obviously the missile must have had
some chance to hit tim.)
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EVIL FYP: OUsable once per day. Allows the wearer to throwv a sirgle
target paralyzation spell. Range: 1. Give a saving throw

{vs. Physical), as well as additional chances to save every 890
minutes.

FYE OF THE STORM: Allows the vwearer to calm a storm. It reduces the
storm's force by 50%, within 1 mile of the wearer, for as long as the
storm lasts.

SEE INVISIBLE GLASSES: Allowvw the wearer to see invisible objects or
beings.

EYFE CONQUERED: The wearer may gain #20Y versus attacks and on saving
throws versus particular species of monsters. In order to do so, the
user must take a pair of eyeballs from a creature he has personally
killed. {(If more than one ctaracter did damage during the round of
death, determine who gets credit randomly.) Then within one hour, ke
must place one eyeball to each lens, and the eyeball will magically
vanish into the lense. The lense will now provide the 20% advantage,
but only for that character versus that species. They will not work
versus human beings. (Beware, if an elf, dwvar®, etc., dies while
wearing the lenses, he wi'l permanently lose his eyes, even if raised
from the dead.)

EYE OF PLANE SIGHT: The user may see in the Normal Plane, Astral
Plane, Ethereal Plane, etc., from any one of them.

EYES OF THE PEAKS: The wearer may on command see what he would see if
he were standing on a nearby mountain pea¥. He may magnify what he
sees from the peak, as per "yes of Telescopic Vision. The peak must
be within 5 miles, and over 2000 feet tall.

PYE OF THE LAW: Once per day the user may throw the Clerical Spel}
Portal of Justice. (¥hen thrown on a doorway, etc., any evil being
while passing through the doorway will have a red glowv around hinm.)
Range: 1%, ~Duration: 6 hours.

PROTECTION GLASSES: They protect the wearer from the effects of
viewing Medusae, Vampire's Gaze, Power ¥ord Blind, and any other
attacks to or throngh the eyes.

WIZARD EYE GLASSES: Usable once per day. They allow the wvearer to
use a ¥Wizard Fye Spell, as per the MU spell.

EYE OF TRYZR SIGHT: They allow the user to see the true state of
affairs. 7Tt is useful versus: Mirror Image, Phantasmal Forces,
Dopplegangers, Projected Image, Tllusions, Hallucinatory Terrain,
Massmorph, etc. (It does not provide infravision, etc.) If he is
vearing only one Fye of True Sight, there will be occassions where he
must make a saving throw (vs. Mental) or go insane due to the vast
contrast between what he sees through his two eyes. {The GM must use
discretion in deciding what constitutes such a situation.)
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MEDALLIONS (2) :

01-09 Medallion of Seeing €3-69 Medallion of Revenge (2)
10-18 Anti-Sleep Medallion 70-73 Med. of ESP 9 Range (3)
19-27 Med. of Size Change (T) 74-80 Medallion vs. Poison (3)
28-37 Med. of ESP 3 Range 81-85 Medallion vs. Scrying (3)
38-40 M. of Thought Projection 86-90 Medallion vs. Stoning (3)
41-48 Medallion of Defensiveness 91-94 Medallion of Ancestors (4)
45-54 Galileo Medallion ({3) 95-98 Medallion of the Arena (4)

55-56 Medallion of Cowardess (3) 99-00 of Switch. £ Hold. (T) (5)
57-62 Medallion of Stone Walkina (3)

MEDALLION OF SEEING: Tt allows the wearer to see as per the M_U.
spells Infravision and Detect Invisible. The wearer will see through
the Medallion. Thus he could see behind himself, if he wore the
Medallion on bis back. Also it would allow a blind wearer to see.

ANTI-SLFPEP MEDALLION: It gives the vearer complete protection versus
being put to sleep by magical means, in particular versus the M.17.

MEDALLION OF STZE CHANGE: During one 10 minute interval, the wearer
may freely vary his size anywvhere in the range from 10 times his
normal size, to 1/10 kis normal size. Everything he's carrying or
vearing changes size with him. There's no corresponding change in
his strengthk. Tt is usable once per day. It is usable only hy

MEDALLION OF DEFENSIVENESS: The wearer will never take the first
offensive action in any battle. (The Gamesmaster should interpret
ofensive action as broadly as possible.) Until he does take an
offensive action the wearer is +10Y on savinag throws and defense.
Once the Medallion has revealed its true nature, it may not be
removed except via a successful Remove Curse vs. 12th level.

GALILRO MFDALLION: Although this item may not be removed short of
death, it is not cursed. The wearer no longer believes in any qod or
gods. He is unaffected by all Clerical spells of level 5 or less.
Against those of greater than level 5, he gets an additional chance
to save. (Against Fnll PFinger of Death, which normally has no saving
throv, he would get one chance to save.) Note that amoung other
things, the wearer will have trouble getting his wounds healed. Any
Cleric, or person ahle to throv Clerical Spells, who puts on this
Medallion will die instantly, unless he saves (vs. Mental) in which
case he goes insane.

MEDALLION OF COWARDTSS: Tverytime the wearer takes any hits, he tas
to make a morale check, or he will react as per the effects of the
M.U. spell Fear. Inorder to make the morale check successfully, ‘e
must roll (on D100) over, the percentage of his total hits that he
has on bim. (For example, if he has 6 hits on hkim, and can take 20
hits ahen healthy, then he must roll over a 30.) This medallion may
only be removed, via a successful Remove Curse as vs. T4th level.

MEDALLION OF STONE WALKING: The wearer may move through solid stone
or earth (but not metal) at a rate of one inch every minute, (i.e. S
feet per hour.) The stone will melt away in front of him, and
reform behind him. The wearer will be able to breath while in the
stone for up to one hour.
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MEDAILION OF RFTVYENGE: Upon dying, tte wearer may thkrow one Curse, as
per the Cause Curse spell by a Cleric of the users level, bnt with no
saving throv versus. There is no range restriction. He may throw
the curse, on any one heing, who is rosponsible either directly or
indirectly €or his death. There is alvays time to qget off the dying
curse hefore expiring, provided he was not killed in his sleep, etc.
{(The curse will end if the user should return to life.)

MEDAILION YFE®RSUS POISON: Whenever the wearer would normally get one
chance to save versus the effects of Poison, give him two chances.
(The wearer must have ingested the poison, had the poison injected,
etc., while wearing the Medallion, for it to be effective.)

MEDALLTON YERSUS SCRYI¥G: VWhenever the wearer vould normally get one
chance to save versus magical surveillance (ex. ESP, Clairvovance,
Crystal Ball, Magical Mirror, etc.), give him two chances.

MEDALLION VERSUS STONING: Whenever the wearer would normally get one
chance to save versus being turned to stone, give him two chances.

MEDALLION OF ANCESTORS: Tt will be sensitized to anyone who has worn
it for one year, provided that during that time no other beings who
had worn it were currently alive. 1A wearer vho is sensitized to the
Medallion, may summon any of his dead ancestors who were sensitized
to the Medallion. (He may summon one or more at any given time.)
Bach such ancestor may be summoned at most once by the wearer. Fach
ancestor will serve the summoner for one hour, and then vanish. He
will appear at his most powerful while he was wearing the
Medallion, (or as he was at an age specified by the summoner,
provided he wvas wearing the Medallion at that age.) The ancestor will
appear with no magical items, but othervise normally armed and
armored (and on horseback if appropriate). He will have his full
memory and capabilities. (The Gamesmaster must use his discretion as
far as alloving a player to play the child of one of his other
characters. Under the time scales of most campaigns it is unlikely
that a player would play the granichild of another player character.
This item can he very powerful when worn by a member of a family that
has owned it for several generations.)

MEDALLION OF THE ARENA: It allows the user to throw the Clerical
Spell, Arena, as would a cleric of his level and alignment. Usable
once per nmonth.

MEDALLION OF SWITCHING AND HOLDING: 1In a special manner it allows the
vearer to store objects in another dimension. The wearer can switch
what is inside the medallion with something outside. (Actually
there is no requirement that anything beyond air, be inside the
medallion or be switched inside.) Tke object to be switched inside,
must fit inside a cube 2' on a side, and must not weigh more than
5000 g.p. The object must be within 3' o the medallion. The object
may be a group of similar small objects, such as a pile of gold
coirs. The Medalllion will only furction on inorganic matter.

Osable only hy Thieves. Usable once per week.
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CLOAKS/ROBES (2):

01-36 €loak of Prot. +1 (B.C;T) 85-86 Robe of Powerlessness (4)

37-44 Cloak of Horse Contrnl 87-98 Cc, of Prot, +3 _IN.C.Ty (5)
45-51 Poisonous Cloak (?) 91-93 Elven Cloak (5)

52-68 C. of Prot. +2 (M,C,T) (3) 94-96 Wizard's Robe (M) (5)
69-76 Displacer Cloak (4) 97-99 Cloak of Mystery (5)

77-84 Robe of Blending (4) 00-00 Robe of Eyes (M) (6)

CLOAK OF MNORSE CONTROL: It allows the wearer to control any
hay-eating animal of a non-magical nature (ex. horses, cattle, sheep,
deer, etc.) Only one animal may be controlled at a time and it qets a
saving throw ({vs. Mental). Range: 36.

POTSCNOUS CLOAR: When you put it on, you must save (vs. Ptysical) or
receive the effects of a dose of Poison. PRoll on the Potion table to
determine the type of poison associated with the Cloak. Pemenmber to
limit the level of the poison appropriately.

CLOAK OF MYSTFRY: The wearer's identity and background will be hidden
from all mortals, except for those te specifically wishes to have the
information. For example, his face will neither attract notice nor
be remembered. Even magical means (ex. F.S.P., Commune, Contact
Higher Plane, etc.) will nrot work.

HELMS (2):

01-10 Helm of Empathy 66-79 Helm of the Moon

11-24 Helm of Hearing 80-87 Helm of Glory (2?)

2%-39 H. of Reading Magic & Lang. 88-92 Helm of Telepathy (4)
40-42 Helm of Dancing 93-95 Helm of Teleport. (M) {5)
43-56 Helm of Thinking (M) 96-97 Helm of Brilliance (6)
57-60 Helm of Pensiveness 98-99 Helm of Ice (6)

61-65 Jeweler's Helnm 00-00 Helm of Ego Switch (6)

HELM OF FMPATHY: Tt gives the wearer the ahbility to cure the wounds
of others by taking them or himself, as per .the Clerical spell,
Empathic Cure.

HELM OF HEARING: The Wearer is better able to hear faint sounds. Add
+307 to rolls ({+2 if roll D6) for hearing noise.

HELYM OF DANCING: It causes the wearer to dance whenever he is awake.
{(He may sit down, but his feet continue to tap away.) #is feet will
produce a great deal of noise as if he were wearing taps on his
boots. The wearer may fight or cast spells while dancing. He mav
dance up walls and across ceilings. It may not be removed, except
via Remove Curse as vs. a 16th level.

HELM OF THIVKING: Tt usable hy Magic Users and those able to cast
H.U. spells. It allows the wearer to learn any of the standard M.U.
spells he was unable to learn. (When a M.U. reaches a level at which
he gets a new level of spells, die rolls are normally made to see
whick spells he was able to learn. The Helm would allow a M.U. to
go back and f£ill in an important gap in his spell list.) Tt may he
used only once per each level of spell. (This means that once it is
used to learn any 2nd level spell, it may no longer be used hy anyone
to learn any second level spells.) It may not be used to learn a
spell of highter level than the wearer is ordinarily entitled. Trere
is no need to wear the Helm once the spell is learned.
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HELM OF PENSIVENFSS: %hen faced witt a situation the wearer takes one
melee round to decide what to do. (For example whether to run or
fight, whetbher to cast a Sleep or a Pirebhall, etc.) Once he has made
up his mind, he functions as usual until it is time to make his next
decision. Gamesmaster descretion is needed to decide what
constitutes a descision. The wearer may make up his mind well in
advance as to what he will do, but then the Gamesmaster pust bold him
to that decision.) It may only be removed via a successful Remove
Curse, as versus a 16th level.

JEWELFR'S HELM: The wearer can distinquish between all types of
metals, and the value of gems. When worn it appears golden and
studded wvith gems, as per a Helm of Brilliance. The wearer will
never willingly part with it. There is a 1% chance that any Good
person who sees it will attempt to obtain the Helm; this chance is 5%
for Neutrals and 107 for Evils. Add 70% to these chances for
Dwarves. (Attempts to obtain the Helm, will vary in form. They may
involve stealth or brute force. Attempts to purchase the Helm from
the wearer will, of course, fail.)

HEL® OF THE MOON: ¥henr the Moon is shining on the helm at night, the
wearer acts as if hte had +2 to each of his requisites. The Helr does
not function during the day. (At a random moment, during a randon
night, there is a 50% chance that the moon is in the sky. YNow take
irto account whether it is cloudy, or whether the moon is behind a
mountain, etc.) (In those worlds with more than one moon, it is
suggested that the helm be aligned with the brightest of these
MOoONS.)

HEZLY OF GLORY: The wearer's effective Charisma is increased when
dealing with persons of lower level, and decreased when dealing with
persons of higher level than himself. The increase/decrease is one
point of effective Charisma per level of difference. Effective
Charisma may never be more than 20 or less than 1.

HELM OF ICE: It is similar to the Helm of Brilliance, but it's
cold-based rather than fire-based. It gives the wearer double
strength Cold Resistance. It creates a Wall of Tce around its wearer
upon command. Fighters who wear it may command any sword they wield
to act as +1, +3 vs. Fire-based/using Creatures. Magic Users wearing
it, add +1 damage to_each die of Snow Ball spells, (similar to Fire
Ball, but cold hased), that they cast. Clerics cast Darkness and
Continual Darkness at 1/2 the usual Prayer Point cost (round up), as
well as being able to put out ordinary fires within a 3 range. The
wearer adds +2 to Negotiation Dice ({2D6) when dealing with cold-based
creatures, but all fire-based creatures are very hostile to hinm.

HELM OF EGO SWITCH: It appears to be one of the other types of helnms.
The person who puts this on, finds his mind inside the Helm, while
the ego that was in the Helm, is now in the body. (No saving throw
against this.) Roll as you normally would for the area, in order to
determine the humanoid type of the trapped ego. Now the new¥ person
trapped in the Helm, can switch places with anyone new who puts on
the Helm. Remember that the trapped ego may have been of any
alignment. In any case, there may be good reasons why he may not
want anybody new to put on the Helnm.
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BOOTS

01-16 Boots of Travel. & leap. 72-81 Boots of Speed (2)
17-32 Boots of Sure-Footedness 82-91 Boots of levitation (?)
33-48 Boots of Water ¥Walking 02-94 piseased Boots (?)
49-55 Boots of Dancing 95-00 Forty-league Boots (3)

56-71 Elven Boots

BOOTS OF SURF-FOOTEDNESS: The wearer stands almost no chance of bheing
knocked off his feet. These boots are effective even on 0Nil of
Slipperiness or Glare Ice. (If the wearer is the defender under the
Grappling Rules, give him plus 20%.)

BOOTS OF WATFR WALKTING: As per the rinag of the same name.

DISEASED BOOTS: Appear to be one of the other types, but impart a
disease to the wearer. ({Leprosy or Athlete's Foot is sugqgested.)

FORTY-ITAGUE BOOTS: Allow the wearer to leap up to 100 miles. They
may only be used once per day, and the wearer must rest one hour
after use. {Until he does rest, treat him as two levels lower than
usual.)

CHIMES:
01-26 Chime of Opening 81-94 Chime of Tollina (5)
27-52 Chime of Light 95-96 Chime of the Pharoahs (5)
£3-62 Chime In 97-00 Chime of Time (5)

63-30 Chime of Peace (2)

CHIME OF LIGHT: When rung, this chime gives off a Continual light
equivalent to the Magic User Spell. Tt remains on until the chire is
rung again.

CHIME IN: Once rung the owrer may not get rid of this item, except
via a Remove Curse as versus a 10th level. From then on, every time
the owner tries to give his opinion, the item will chime in withk its
own contradictory opinion. Give the victim -6 to his Charisna.

CHIME OF PEACE: Usable once per week. When rung, this chime
temporarily gives the user incredible charisma, which is noticed only
by those who have known hkip for at least one day. Thus when rung
it will silence all arguments amoung the party, who will obey the
decision of the ringer. (The G.M. must exercise discretion and limit
the use of this item to decisions generally made by the party as a
group.)

CHIMF OF TOLLING: When rung acts as the Clerical Spell Toll, as if
thrown by a C10.

CHIME OF THE PPAROAHS: %hen rung, D6 Mummies will appear. Give cach
Mummy seperatcly a 597 chance of attacking the ringer, ard 592% chance
of attacking at random (including the possibility of the ringer).

CHIME OF TIME: When rung, 907 of the time it will act as the Magic
User Spell TIME STOP. The other 107 of the time it will paralyre
the ringer, and all within a 10' radius when the chime is rung, for
D6 days.
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HORNS:

01-13 Horn of Plenty 73-80 Horn of Animating Dead (2)
14-17 Horn of Bubbles 81-89 Horn of Valhalla-Silver (?)
18-30 Fog Horn 90-94 H. of Valh.-Bronze (%,C) (3)
31-43 Horn of Healing 95-96 Horn of Valh.-Iron (F) (&)
44-56 Horn of Silence 97-98 Horn of Blasting (4)

57-69 Horn of Summoning 99-99 Horr of Collapsing (4)

70-72 Horn of Deafness (2) 00-00 Horn of Distance(l)

HORY OF PLEWTY: From this btorn may be poured a constant flow of
fruits and vegetables, at 10 pieces per minute.

FOG HORN: ¥ten blown this born spews forth a thick black foq which
quickly spreads and obscures vision for all. Limit clear vision to 1@
with a -10% to missiles and spell targeting for each additional 1w,
Area of effect: 6™ x 6" x 1" high. Duration: 2D6 melee rounds.

HORN OF HFALING: When blown it acts as the Clerical Spell Cure
Disease, on all within the cone of effect. TZone of Effect: as a
Fear Wand, a cone 60 feet long, with a base of 30 feet diameter.
This Horn has a S5” Burnout chance.

HORN OF SILENCE: When blown this horn bas the same effect as the
Clerical Spell of the same name.

HORN OF SUMMONING: When blown this horn suzmons one creature,
randomly chosen from one of the first eight wvandering monster tables.
(Unlike the “onster Summoning Spells tbe creature will not magically
varish after a short time.) The creature will be under no compulsion
to serve thte user; it will act as it normally would. Usable once per

week.

HORN OF ANINMATING THE DEAD: VWhen blown it acts as the Magic User
Spell of the same name. Usable once per day.

HORY OF DISTANCE: It is sensitized to the last two individuals who

have had it ir their possession for at least one day. Those who are
sensitized to the horn will hear it whken blown regardless of distance,
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HORSFSHOES:

Horseshoes come in pairs, bothk heing needed to be effective. They are
usable on any horse type (horse, mule, pegasus, centaur, unicorn,
hippogriff, etc.) (Hippogriffs have only two hooves.)

01-20 +1 Horseshoes 79-88 +2 Horsestoes (2)

21-28 Horsesh. of Skittishness 89-92 Horseshoes of Flight (3)
29-48 Horsesh. of Pacification 94-98 +2 Horseshoes (3)

49-68 Horseshoes of Fndurance 99-00 Horsesh. of Polymorph. (?)

69-78 Horseshoes of Speed (2)

+1 HORSESHOES: Give the wearer +1 to damage and +57 to hit
probability when striking with that hoof.

HORSESHOFS OF SKITTISHNESS: May not be removed, except with a Pemove
Curse vs. a 12th level. The wearer will rever willingly carry any
rider.

HORSESHOES OF PACIFICATION: The wearer becomes immune to panic; even
Fear Spells have no effect.

HORSESHOFS OF ENDURANCE: The wearer never tires, and reed never rest.

HORSESHOES OF SPFED: Act as thke Boots of the same nanme.
+2 HORSESHOES: Give +2 to damage and +10% to hit probability.

AORSESHOFS OF PLIGHT: Allow the wearer (carrying its usual load) to
fly at a speed of 20 for up to 2 hours. Aftervards the wearer must
rest for 4 hours. Usable once per day.

+3 HORSESHOES: Add 42 to damage and +15% to hit probability.

HORSFSHORS OF POLYMORPHISM: They appear to be one of the other types;
however there is a 207 chance each time the wearer is ridden that it
will become a random wandering monster (from wandering monster table
4+D8) and will attack the rider.




NECKLACES:

01-10 Necklace of Laryngitis 51-70 ¥ecklace of Protection
11-30 Necklace of Pure Breath 71-90 Necklace of lLanguages
31-50 Necklaces of Safe Landings 91-00 Vecklace of Missiles (3)

NECKLACE OF LARYNGITIS: The wearer is unable to speak or make a sound
witt bhis voice. Mav only be removed via a Remove Curse, as versus a

NECKLACE OF PURT RREZATH: This allows the wearer to breathe poisoned,
smoke-filled, or otherwise impure air harmlessly.

NECKLACFE OF SAFFE LANDINGS: This allows the wearer to fall safely
fror any height.

NECKLACE OF PROTECTION: Tt completely protects the wearer's neck
against specialized attacks {cx. Vorpal Blades, Strangler's Gloves,
etc.

NFCKLACE OF LARGUAGES: This necklace allows the wearer to speak arv
one additional human lanquage. Understanding the languaae when
spoken by someone else is another matter. The wearer may chanage his
choice of language at most once per day.

ORBS:

Orbs are metallic spheres about the size of a clenched fist. They
have a slight depression at one spot, about the size of a thumb
print.

Orbs are armed by pressing this depression. They will detonate in
D4 melee rounds, and can not be Aisarmed. Thev are good for only one
use. (The Orb is destroyed.)

Unless othervwise stated they cause 2D6 bit points of damage to all
within one foot, and D6 to all within 10 feet. A save {vs. Physical)
results in no damage.

They usually have a distinguishing mark enaraved on them, which would
allow a knowlegable person to determine the type of orb. (All marks
for the same type of orb are the same.)

Determine the NUMBFR OF ORBS found as follows:
01-50 1 95-97 5§
51-=75 2 98-99 6
76-88 3 00-00 Roll twice, ignoring 00

Roll for the type of the first orb, then give a 5/6th chance that each
orb will be of the same type as the one preceding it.

01-10 Orb of Silence 67-73 Orb of Passing (3)
11-20 Sleep Orb 74-77 shkort Fused Orb (3)
21-30 Percussion 0Orb 78-82 Paralyzation Orbh (8)
31-40 Orbh of Smoke 23-87 Holy Orb (4)

41-50 orb of Opening 88-92 Teleportaion Orb (4)
$1-56 Dud Ord 93-96 Anti-Magic Ord (5)
57-66 Orb of Destruction (2) 97-00 Time Stop Orb (5)
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ORB OF SILENCE: 1In addition to the usual damage, upon detonation they
throw the Clerical Spell STLFNCF. {(This will cover up the noise of
the detonation itself.)

SLEEP ORB: It does no damage. All within 10' are effected as per the
MU spell SLEEP (with the usual limitations as to levels affected, and
no saving throw.)

PERCUSSSION ORB: Tn addition to the usual damage, it makes a very
loud noise. A1l within 30 feet vho 40 not save ({vs. Physical) are
startled by the noise and cannot perform any actions the next pelee
round. If they also fail a second save (vs. Physical) they are deaf
for 4+D6 hours.

ORB OF SMOKE: 1In additon to the usual damage, it gives off a choking,
blinding cloud of smoke. The cloud will quickly €ill a 10! radius
sphere. (In confined spaces it will expand to fill 4000 cubic feet.)
A11 within the cloud must save {vs. Physical) or be totally
incapacitated for D6 melee rounds. All in the cloud will not he able
to see (unless they leave the cloud). The cloud disperses in 2D6
melee rounds. {faster in a windy)

ORB OF OPENING: In additiom to the usual damage, it will cause anvy
door within 1' to open as if it had the MU spell XNOCK cast upon it
{as from a 7th level caster.)

ORB OF DESTRUCTION: Instead of the usual damage, this orbd does 4D6 to
anyone within 1', and 206 to anyone within 10'. A save (vs. Physical
results in half damage.

DUD ORB: It is marked as one of the other orbs (reroll to see which
one), but will never detonate.

ORB OF PASSTNG: 1In addition to the usual damage, it will blow a *ole
through any wall or floor within 10, with dimersions as per the M1
spell PASSWALL.

SHORT FUSED ORB: Tt is marked and acts like one of the other orks
(reroll to determine which one). Tt detorates the moment it is
armed.

PARALYZATION ORB: TIn addition to the usual damage, all withkin 10°¢
must save (vs. Physical) or be paralyzed for 4406 melee rounds.

HOLY ORB: 1In addition to the usual damage, any Undead within 10" aust
save (vs. Spiritual) or bhe dispelled.

TELEPORTATION ORB: Tt does no damage. A1l within 10' radius are
teleported (with no chance for error) together to some random spot
within 50" which is large enough to hold them all. Any who are
unvilling to go get saving throws (vs. Mental).

ANTI-MAGIC ORB: It does no damage. No Magic 7User spells of fth level
or less may be thrown from, into, or tkrougk the area within 10v oFf
detonation for 4+D6 melee rounds.

TIME STOP ORB: Tt does no damage. The effect of detonation is a TINF
STOP (as per the MU spell) for all withkin 10°.
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TOKENS:

Tokens resemble thin bronze coirs. To be used they must be held in
the user's hand.

01-20 Door Finder Token 71-90 level Tndicator Token
21-40 Door Opener Token 91-96 Limited Transport Token (U4)
41-50 Trap Springer Token 97-00 Perman. Transport Token (#)

61-70 Monster Caller Token

DNOR FINDER TOXEN: Tt adds 30% to tke roll for finding secret doors
and panels. It can not raise the chance for success ahove 90%. It
von't work for more than nne person per door or parel; thus passing
it around will do no good.

DOOR OPENER TOREN: It adds 2 to the roll {D6) for opening ordinary
doors. It adds 1 to the roll (D5) for opening WIZARD LOCKED Doors an
AFLD portals. Tt won't work for more than one person per door or
panel; thus passing it around will do no good.

TRADP SPRINGFR TOKEN: F¥hen used, it will activate all traps within a
10 foot radius.

MONSTER CALLFR TOKEN: When used it will 50¢ of the time call ar evil
wandering monster. (Roll for Wandering Monsters, as if tvo levels
deeper in the dungeon. Reroll if a Humanoid or non—-evil entry
appears. Number appearing will alvays be omne.) The monster vill come
by ordinary means. T€ and when he arrives, he will he under no
corpulsion to serve the user and may attack if it seems proper.

LEVEL INDICATOR TOKEN: It will beep an appropriate number of times
when used, in order to indicate what level of the dungeon you are on.

LIMITED TRANSPORT TOKEN: Tt will provide transportation one time
between two preselected points within 10" of each other. First the
token must be set at each of the points selected. (0nce set at a
point, this choice may not be changed.) Then it must be held at one
of the two points. The user may either be transported alone, or he
may take everyone within 10 foot radius along with him. The user
does not require the permission or cooperation of these other people.
However, he can only take along beings in his plane of existence,
(ex. normal, ethereal, etc.) After being used once, the Token is
burned out.

PERRMANENT TRANSPORT TOFFN: It may be sensitized to only two locatioms
at any one time. A new location may be substituted if an old one is
dropped. It takes 24 hours of study at a location to sensitize the
toker. The user may instartly transport himself from either of the
two locations to the other. Usable once per day.
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TRIDENTS:
01-30 +1 Trident 90-94 +3 Trident (3)
31-50 Trident of Warming (F,C,T) 95-98 Trid. of Submiss. {?). (D)
51-79 Trident of Water Breathing 99-99 Trident of Yearning (5)
71-77 Trident of Trarnsformation 00-00 T. of Comm. Water Beings (6)
78-89 +2 Trident (2)
+1 TRIDENT: Adds +1 to damage done as well as 5% to hit probability.
TRIDENT OF WATER BREATHING: The wielder can breath under water.
PRIDFNT OF TRANSFOPMATION: It appears to one of the other kinds, but
after D4 hours of use tte user becomes a Merman. He may he turred
back via a successful Remove Curse vs. a 12tb level.
+2 TRIDENT: Adds +2 to damage as well as 10Y to hit probability.

+3 TRIDENT: Adds +3 to damage as well as 157 to hit probability.

3ELLS {2):

They generally act when rung. Then they usually have a range of
effect of 6",

01-13 Bell of Awakening €2-74 Door Bell

14-25 Bell of Summer 75-87 Bell of Bats

26-37 Bell of Autumn 88-96 Bell of No Time
38-49 Bell of Spring a7-99 Bell of Freedom (5)
50-61 Bell of Winter 00-00 Bell of Fate (%)

BFLL OF AWAKENING: Tt will immediately awaken all within range, cven
i€ they are asleep due to magical means.

BELY OF SUMMER: All within ranage when the bell is rung will have
their body surrounded by a 1 inch thick zone which follows the
movements of their bodies. ¥ithin that zone the temperature will be
maintained at a minimum of 75 degrees Fahrenheit. {i.e. it does not
act until the natural surrounding temperature €alls helow -75.); 3t
will not counter cold spells, etc., but it is useful against extended
exposure in very cold climates. Duration: 1 day. Usable once per
day.

BELL OF AUTUMN: Plants {not evergreens) will drop all of their
leaves, fruit, and grain. Usable once per dav.

BRLL OF SPRING: All plants within range, will be effected as a
Growth/Plants spell, as i€ cast by an MU8. Usable once per dav.

BELL OF WINTER: All Insects, Snakes, and other Creatures who are not

active during the Winter will sleep or hibernate for 1 hour or until
disturbed. Usable once per day.
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DOOR BELL: Tt takes one day to sensitize the bell to a particular
door. During that time it must remain in the hand of the user and
within 20 feet of the door. The Bell can only have two doors to
which it is sensitized at any given time, but old ones may be dropped
to make room for new ones. When the bell is rung any sensitized door
that is within range will swing open if closed, or swinqg closed if
opened. The door will close and remain closed as if a WIZARD LOCK
were thrown on it by an MU6. The door will open as if a KNOCK were
thrown on it bv an M76A; in any case the bell will not be stopped from
opening the door hy a previous WIZARD IOCK from the bell.

BELL OF BATS: When runa 2D4 Vampire Bats will immediately appear.
They will follow the orders of the ringer. They will vanish in one
hour. Usable once per week.

BRLL OF NO TIMF: Once rurg it may only be gotten rid of via a
successful REMOVE CURSE as versus a 12th level. The ringer will be
unable to keep track of intervals of time shorter than one day. For
example, if he were asked to meet someone at a particular time of
day, or to stand a watch for two hours, or to crash through a door
after 5 minutes, he would somchow get mixed up. (His errors will
generally be from minus to plus 50% of the interval involved. Roll
D100 and subtract 50.) He will misread or forget to look at watches
or clocks. Any timing device he carries on him will cease to
function properly.

BELL OF PREFDOM: It will free from outside control all emtities
within its range when rung. (This would include controlled Undead,
summoned Elementals, Charmed or Held Persons, etc.) Usable once per
veek.

BFLL OF FATR: Every time it is rung, at least one of those who hears
it (including the user) will die within the next 24 hours. TIf none
of this group has died at the end of the 24 hours by other means, one
of them picked at random dies suddenly. Any of the group who receive
a successful REMOVE CURSE as versus a 20th level will not be subject
to this fate. Usable once per week.

BOTTLES {2):

01-17 Jug of Alchenmy 71-80 Plask of Curses
18-34 Decanter of Endless Water 81-92 ship in a Bottle (3)
35-51 Hole in a Bottle 93-00 Efreet Bottle (5)

52-70 Beaker of Plentiful Potions

HOLE IN A BOTTLE: 1If thrown against a wall or floor it will shatter,
forming a hole as per the MU spell PASSWALL. The bottle may of
course only bs used once.

BFAKFR OF PLENTIFJL POTIONS: Choose potions of appropriate level,

SHIP T¥ A BOTTLE: This bottle is usable once. ¥When the bottle is
broken a ship will appear; it will cease to exist after 4 #D4 days.
During that time it may be commanded to vary in size from 10 to 100
feet long. It is unsinkable. Tt may be commanded to either rove at
twice the speed an ordinary ship would move under such circuastances,
or to be invisible (along with what it is carrying) to anyone further
than 10 feet from the ship. (Only one of these two functiomns at a
time.)

PLASK OF CIRSES: When it is opened a curse is loosed. Choose a curse
of appropriate level.
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ROWLS/CUPS (2):

01-19 Potion Cup 68-75 Bowl of Delicious Foods (5)

20-28 Cup of Oberon 76-84 Bowl of Controll. Water (%)
39-43 Cup of lLove £5-96 R. of C. ¥ater Flem. (¥ (5)
44-48 Cup of Revulsion 96-00 Bowl of Watery Death (%)

49-67 Cup of the Assasin (3)

POTICN CUP: Usable once per week. Pour in a potion (or suspected
potion), and it will be analyzed.

COP OF OBERONWN: This cup remains ever full . The liquid will stay in
the cup, unless someone is actually drinking directly from the cup.
The nature of the liquid that comes fortb depends on the drinker.

For elves it will be a healina and refreshing potion, treat as a
Clerical Cure II spell. For humans and hobbits it will be a fine
wine. For dwarves, orcs, hohgoblins, and goblins it will be vinegar.
For other it will be water. Usable once per day per person.

CUP OF LOVE: This cup causes the person who drinks from it to fall
hopelessly in love with the first member of his species of the
opposite sex that he sees. (A drink from this cup will precisely
cancel the effects of the Cup of Revulsion, and vica versa.)

CUP OF REVULSION: The drinker will despise, distrust, and generally
dislike the first being he sces, of either sex. (Please remember
that this does not mean that the drinker need take any immediate
action. Tn fact he will probably not immediattely inform anyone of
this change in attitude.)

CoP OF THE ASSASIN: Tt may be used to produce one dose of standard
poison. (D6 initial surge, followed hy 1 “it per melee round.
Chances to save before the surge and every 20 melee rounds.) This
poison may of course be mixed with a drink, already in the cup,
unnoticed. Usable once per day.

BOWL OF DELICIOUS FOODS : Tt will dispense delicious foods, inclu?ing
fruits, meats, nuts, etc. Pursuing creatures will stop to consunme
the food as follows: non-intelligent 95%, semi-intelligent 757,
intelligent 457, (This of course doesn't apply to creatures that do
not eat, or those controlled by outside forces.) The food will also
add +? to negotiation dice (?D6), wlen negotiating with those who eat
of it.

BOWL OF CONTPOLLING WATRR: Usable once per week. Tt allows the user
to form a cresting wave in a river. Thke wave may be 1/10 as *igh as
the river is wide, up to a maximum of 2 feet in height per level of
the user. It will sweep away all creatures of (its height/ 5 Feet)
or less in hit dice. {For example, a 15 foot wave would sweep
awvay creatures of 3 H.D. or less.) It takes 1 melee round to form
the wave per foot of hteight. 1211 ttose who are not swept awvay must
save (vs. Mental) or suffer the effects of a FEAR Spell. The user
must be within eyesight of the wave, and must concentrate on
maintaining the wave. He may cause the wave to have various shapes
and frothings.
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BRAZIFERS (2):

71-?25 B. of Swallowing Tirebhalls 66-75 B. of Comm. Fire Beinas (5)
26-50 Brazier of Control. Fire 76-95 B. of C. Fire Flem. (M) (5)
51-55 Brazier of Sleep Smoke 96-00 8. of Attr. Cold Ssalar. (5)
56-65 B. of Reforging Rings (5)

BRAZIFR OF SWAILOWING FIREBALLS: Any Fireball throvn at the user will
be swallowed harmlessly. The bhrazier must bhe out to be effective.

BRAZITR OF CONTROLLING FIRE: Tt allows the user general control over
fire as follows. Ye may create full fire from embers. He may
command a normally burning object to leap up into consuming flames.
He pay command a normally burning object to quickly gutter out; if
desired this may be accompanied by a fireworks display or a large
amount of smoke, as per the PYROTECHNICS spell.

BRAZI®D OF REPORGING RINGS: Tt is used jointly by a Magic User and a
Dwarf. They must be at least 6th level. They may use the brazier to
melt a magic ring, of level at most that of the minimum of their
levels mirus 4, and reforge it into another. A ring may only be
reforged into one of lower level. It takes one month per level of
the original ring.

BRAZIFR OF COMMANDING FPIRFT BRINGS: It allows the user to control
fire-based or fire using creatures. They get a saving throw
(vs. Mental).. Only one creature may be controlled at a time.
Continuous concentration is necessary inorder to maintain control.
Range: 6. It also may act as the Ring of Igniting Fires. (May
ignite an object that could be lit by an ordinary torch. Range: 127,

BRAZIPR OF ATTRACTING COLD SATAMANDERS: ®hen lit it will summon a
Cold Salamander, who will attack the user. Any Cold Salamanders who
happen to be within 50 will also come, and attack at randonm.

BROOMS (2) :

01-25 Flaming Broom 61-80 Broom of Flying (3)
26-50 Sweeping Broom 81-00 Broom of Cleanliness (3)
51-60 Animated Broom

FLAMING BROOM: This broom may be lit by any flame, to produce either
a fireworks display or a great deal of smoke, as per the PYROTFCHNICS
spell. The broom will put itself out, allowing it to be reused.
Burnout chtance is 1%.

SWEEPING BROOM: When the user attempts to swveep, his speed is
increased, allowing him to easily sveep away centipedes, spiders, and
otter small objects and creatures. Magical dust is also easily svept
avway. =

B200M OF CLFANLINESS: Orce per day, the user may summon the
Chambermaid. She will arrive after a delay of D10 melee rounds.
She will not only clean up any unwanted filth, but also has control
over all monsters of the clean—-up crew. Although she would not
battle a dragon, she will easily clean up Green Slime, Yellow Mold,
or send a Carrion Crawler on its way.
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FIGURINES (2):

01-20 Figurine of the Creature 85-87 Ebhony Fly (5

21-22 Pigurine of Substitution 88-90 Marble Elephant (5)
23-41 Pigurine of Truth/Untruth 91-93 2 Golden Lions ({5)
42-43 Figurine of Untruth/Truth 94-96 Onyx Dog (5)

44-63 Figurine of Service 97-99 3 Ivory Dogs (5)

64-82 Pigur. of the Gods (C) (5) 00-00 Fiqurine of Life Frergy

FIGURINTY OF THE CREATORE: Tt is in the form of one monster. (In order
to determine which monster, roll as for Wandering ™onsters for the
place where the figure is located. If it is carried by a wvanderirng
party, then roll on the table that the party is from.) When placed
upon the ground, the figurine will turn into a full-sized version of
the monster and serve the user for one task, or hattle. T(sable at
most once per day.

FIGURINE OF SUBSTITUTION: It appears to be a Figurine of the
Creature. However, when it you touch it you are transformed into a
tiny figurine of yourself, while the creature returns to normal.
{Then if someone touchtes the figurine version of you, they will
become a figurine and you will return to normal, etc.)

FIGURINE OF TRUTH/UNTRUTH: It has the use of E.S.P., Clairaudience,
Clairvoyance, and Y-Ray Vision. Tt will answer one guestion a day.
Tt will tell the truth 5/6 of the time, and lie 1/6 of the time. It
will answer as briefly as possible, while s5till answering the
question completely.

FIGURINE OF UNTRUTH/TRUTH: As above, except it will lie 5/6 of the
time, and tell the truth only 1/6 of the tinme.

FIGURINE OF SERVICE: It can turn into a Fighter, Magic 0ser, Cleric,
and Thief, each only once. Unless the user specifies, choose
randomly amoung the possibilities remainring. Tt will be of level
1#DU4; roll each time it serves. It will serve for one day, and then
return to being a figurine. After the fourth use, it turns to dust.

FIGDORINE OF THE GODS: There are as many diferent types as there are
gods. When in the hands of Cleric of the proper god, it will add 107
to his rolls for Divine Interventiorn. If the god is Good or Fvil,
then the fiqurine will give 4D6 hit points of damage to Clerics of
the opposite alignment who come within 20' and who fail to save (vs.
Spiritual). Neutral Clerics who don't save, take 2nPh. If the God is
Neutral, the Figurine will give 2D6 to Good and Fvil Clerics within
20' and fail to save. If a persor of the wrong alignment touches the
figurine, then treat it as if a he were a Cleric who had come within
20,
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FIGURINT OF FG0 SYTITCH: It appears to be one of the other types of
Fiourires., The person whto picks this up finds his mind inside the
figqurine, while the ego that was in the figurine is now in the body.
(No saving throw against this.) Roll as you normally would for the
area in order to determine the humanoid type of the trapped ego. Now
the new person trapped in the figurine, canr svitch places with aryone
new who touches the €iqurine. Remembher that the trapped ego may have
heen of any aligrment. 7Tn any case, there may be good reasons why he
may not want anybody new to touch the fiqurine.

FIGURINT OF LIFFE ENWRGY: Once per month it may be used to throw a
MAGIC JAR, as per the Magic User Spell. The FPigurine must be vused as
the Jar. VFNote that this ficgurine may already be occupied at the
time it is found.

GIRDLES (2):

01-04 Living Girdle 74-83 Girdle of Pockets (3)
05-24 G. of Resist. to Crushing 84-84 Girdle of Mage Bindina (3)
25-44 Girdle of Reduction 85-90 Stone Giant Strength (4)
45-48 False Strength (3) 91-98 G. of Prost Giant Str. (5)
49-52-G2-HT  HL 11" Giaht: Strs- (3) 95-97 G. of Fire Giant Str. (%)
63-72 Girdle of Polym. (3) 98-99 G. of Cloud Giant Str. (7)
73-73°G. of False Polym. (3) 00-00 G. of Frost Giant Str. (%)

LIVING GIRDLF: ¥hen put on it will turr into a Giant Snake, which
wil]l attempt to crush the life from the wearer.

GIRDLE OF R@SISTANC® TO CRUSHING: It gives the wearer resistance as
per the Clerical Spell. (Take half damage from crushing, ircluding
Hugs and Constriction.)

GIRDLE OF RTDUCTION: Allows the wearer to shrink to up to 1/10 of his
normal size, and to returr to normal size again when he wants.

GIRDLFT OF FALSE STRENGTH: It appears to be one of the girdles of
giant strength. However, for each month in which the girdle is worn
{(for even a small part of the month), the wearer loses one point off
of htis strength. T¥ the wearer goes do¥n to zero strength points, he
becomes a Shadow. Normally the wearer is unavare of this loss.

GIRDLFT OF POLYMORPHISM: It allows the vearer to change form, as per
the Magic User Spell POLYMORPH SELF. The wearer must stay in the new
forr for at least 24 hours. There is a 10¢ that the wearer will
become a random creature rathter than tte one he desires.

GIRDLE OF PALSE POLYMORPHISM: This girdle acts as a Girdle of
Polyrmorphism, except that 407 of the time the user will be
permanently polymorphed into a random creature.

GIRDI® OF POCKETS: It has 20 pockets. Fach pocket may hold an item
that could be held within a hand. (For example: a ring, potior,
token, etc.) Any item may be removed and used in one round. TItems
inside thke pockets do not add to encumberance and, being in another
dimension, are not subject to damage or detection.

GIRDLT OF MAGF BINDING: If worn by a Magic User or someone abhle to
cast Magic User spells, it will prevent him from throwving any spells
by draining all of their spell points into itself. May only be
removed via a successful Remove Curse as vs. an 18th level.
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PIPES (2):

01-14 pripes of the ¥oods §7-70 Pipes of Charming Snakes
15-28 Pipes of Sanity 71-80 Pipes of Tnraging Canirnes
29-42 pipes of Diminution 81-90 Superior Pipes (3)

43-56 Pipes of Subdual 91-00 Pipes of the Sewers {3)

PIPES OF THE® WOODS: By playing them, you can communicate with any
bird or bird-like creature, as per the spell Speak With Animals.

PIPFES OF SANITY: When played they cause all insane persons, as well
as those controlled by some outside force, to return to normal.

PTPES OF DIMINUTION: By playing them, you may shrink Giant insects
and animals {only those with Giant in tkeir name) back to normal
size. They get a saving throwv (vs. Physical). Duration: 10+D10
melee rounds. These pipes kave no effect on Hill Giants, Stone:
Giants, etc.

PIPES OF SUBDUAL: ¥When played while trying to subdue an opponent, the
chance 0f success will be raised by 307 . Saving throw (vs. Mental)
applicable.

PIPES OF CHARMING SNAKES: VWhen played, they act as per the Clerical
Spell, Snake Charm.

PIPES OF ENRAGING CANINES: They appear to be one of the other types
of pipes. However, they have the additional property of sendinrg out
high pitched noises that enrage all dog-like creatures. A1l such
within 20" will come and attack the user.

SUPERIOR PIPES: They drown out and render ineffective all magical
items or attacks which function via sound. This is effective wtile
the pipes are actually being plaved. Examples of items and attacks
are Horns, Chimes, Drums, lLyres, Pipes, and Harpies Lure. The high
pitch of sound emitted by these pipes gives the user a 5Y chance
eack melee round of use, of becoming permanently deaf. (A CURF
DEAFNESS spell from a Cleric will work.)
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ROPES (2):

01-21 Rope of Climbing 70-90 Snake Rope

22-42 Tight Rope 91-92 Rope of Vipers

43-46 Rope of Slipperiness 93-98 Rope of Entanqglement %)
47-67 Trick Rope 99-00 Rope of Constriction (4)

68-69 Rope of Trickiness

TIGHT ROPE: When thrown across a pit or chasm, this rope stiffens and
flattens out, making a solid bridge 3' wide and up to 50° long. it
may be ordered, while grasping either end, to return to rope ‘orm.

ROPT OF SLIPPFRINESS: It appears to be either a Rope of Climbing or
Tight Rope. However, at the worst possible moment it will act as if
coated with 0il of Slipperiness.

TRICK ROPP: When thrown into the air it will perform the POPE TRICK,
as per the Magic User Spell. Usable once per day.

ROPT OF TRICKINESS: It appears to be Trick Rope. However, the other
dimension into which the climber vanistes is occupied. Fach tinme
the trick is performed, roll as you would for a Randering Monster on

the 3rd level of the Dungeon, but with the number appearing alwvays
one.

SNAKZ POPE: When thrown down, this rope breaks into 6 non-poisonous
snakes. The snakes are under the user's command. Any snake not
killed may be ordered to reform themselves into the rope, and may be
used again. Any snakes killed may not be reused.

ROP™ OF VIPEPS: As per the Snake Rope, except that rather than beina
under the user's command, the snakes will attack the user.
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01-20 Hobbit Throwing Stone 66-83 Luckstone (3)
21-40 Firestone 84-88 Stone of Petrification (5)
41-60 Stone of Building 89-00 S. of Contr. FRarth Elerm. (5)

61-65 Loadstone

HOBBIT THROWING STONT: It is a magical weapon that does Df damage,
and is +10% on hit probhability. Tt does double damage versus
cat-like creatures. ¥hen throwr by a hobbit it has an auntomatic
return feature (similar to t*e +3 warhtammer when thrown by a dvar€®).

FIRESTONF: It throws a 6-die Pireball, as off of a Wand. It's usable
once per day, but there's no burnout chance.

STONF OF BUILDING: ¥hen placed down and grasped, it can be commanded
to form a Wall of Stone. The wall is two feet thick, and up to 19
feet long ard 20 feet high. The wall may be bhroughkt down by grasping
the correct stone, and commanding the wall to return to being bhut a
stone.

LNOADSTONE: It appears to be one of the other types of Stores. The
holder has a Luck of 3. e may only get rid of this Stone via a
successful Remove Curse as versus a 14th level.

LUCKSTONE: The holder has a Luck of 18,

STONE OF PETRIFTCATION: Tt has two states, stone and flesh. Tf it is
touched while in its stone state, then it will turn the toucher to
store unless ke saves (vs. Physical). The stone will then turr to a
greyish block of flesh which may be used to turn ary petrified
creature back to flesh, upon which the brick will return to its stone
state. Alternately tte flesh brick may be used to turn stomne o€ up .

32110' x 10*' x 19* to flesh, or to turn a Stone Golem into a Flesh
enm.
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AMOIFRTS/TALISMANS (3):

01-18 Apulet of WNentrality

19-38 Apmulet vs. Crystal Balls £ E.S.P.
37-44 Anmulet of Inescapable Tocation
45-58 Amulet of Prot./Undead (6)

59-72 Aumlet of Prot./Disease (C) (7)
73-77 Talisman of Banishing Demons (C) (7)
78-82 Talisman of Banishing Angels (C) (7)
83-90) Talisman of Lawfulness (C) (7)

91-98 Talisman of Chaos Supreme (C) (7)
99-00 Talisman of the Sphere (M) (7)

AMULET OF NFUTRALITY: The wearer will seem Neutral to such
spells/povers/abilities as: Detect Fvil (Good), Portal of Justice
(Tnjustice), etc.

AMULET OF PROTFCTTYON FROM UNDEAD: It completely protects the wearer
from losing life levels due to drains by "ndead.

AMOLET OF PROTFCTION FROM DPISEASE: Tt gives the wearer complete
immunity to disease. (However it will not cure diseases that the
victim may have caught while not wearing the Amulet.) Use the same
definition of what qualifies as a disease, as with respect to the
Clerical Spell, CUR® DISFASE.

TALISMAN OF BANTSHING DEMONS: May only be used by Good Clerics.
Fvils who touch it take 5D10 tit points, Neutrals take 5D6 hit
points. Yhen used it acts as the Clerical Spell, Banish Demon, as

thrown by a C20 or the clerics level, whichever is qreater. Tt has a

burnout chance of 307 (i.e. 7 charges when new).

TALTYSMAN OF BANISHING ANGFLS: The evil version of above.
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BAGS (3):

01-20 Bag of Protection 86-90 Bag of Devouring (4)
21-40 Lead Lined Bag 91-96 Bean Bag (5)

41-45 Bag of Transformation 97-98 Bag of Tricks ({6)
46-75 Bag of Holding 99-00 Vacuum Bag (6)

76-85 Bag of the Winds (8)

BAG OF PROTFCTION: Protects items stored inside from physical or
magical attacks. (ex. Fireballs, Snowballs, Lightening Polts, etc.)

LEAD LINED BAG: Magic may nrot he detected through this baoc. Y-Rav
Vision, Wizard's Fye, etc. do not work through it. Also since
radiation does not pass through it, a Cube of Radiation may he safely
carried within it.

BAG OF THF ¥INDS: ¥hen ovbened, this bag releases a tornado-type wind
which can be directed and controlled by the user. Treat as you would
a Djinn's whirlwind. It lasts for 8 melee rounds. Usable once per
day.

YACUUM BAG: This bag contains a vacuum. Fhen opened, the bag will
draw ir any mass of less than 1500 G.DP. within 20 feet. {This counld
include the opener, especially if bhe is unaware of the nature o€ the
bag.) Those drawn in will suffer the effects of lack of air; even if
ttey do. not have to breatth they will quickly die of cold. Tt might
be possible to get victims out, hy sufficiently quick and clever use
of ropes, etc.) Usable once per day.
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- BALLS (3):

01-2% Crystal Ball (M)

26-29 Crystal Hypnosis Ball (M)

30-54 Balls of Bravery

55-79 Bowling Ball

80-83 Eight Ball

84-88 Crystal Ball with Clairaudience (M) (4)
89-93 Crystal Ball with E.S.P. (M) (4)

91-95 Crystal Ball of Forgetfulness (M) (4)
96-99 Ice Ball (5)

00-00 Sphere of Annihilation (M) (8)

BALLS OF BRAVERY: They protect the user against all PFAR Spells and
keep his morale at a maximum. The pair are useless whten seperated.

BOWLING BALL: Tt may be rolled down a corridor or other relatively
smooth surface. It will krock all victims in its way off of their
feet, doing D6 bhit points of damage.

PIGHT BALL: The owner may only get rid of this item via a successful
REMOVE CURSE as versus an 18th level. The ball has no effect until
the owner attempts to travel faster than 12. (This would apply to
moving faster than 12 on horseback, via flying, by sailing on a
boat, etc. It would not aprly to Teleport, Dimension Door, etc.) The
ball then moves in front o5f the victim, striking him once per melee
round for D6 bit points, for as long as he continues to move faster

CYSTAL BALL OF FCRGETFULNFESS: Any Magic User, or person abhle to cast
Magic User Spells, who looks into this ball must save (vs. Mental)
or lose one level of spell casting ability every ten melee rounds.
Saving Throws are applicable each level. Until the victim saves, he
can not look elsewhere. Each use of the Clerical Spell CORE '
FETBLEMIND will restore one level of spell casting ability. Also,
every time a level is gained normally the victim will have a lost
level of spell casting ability restored, in addition to the one he
normally gets for going up a level.

ICZ BALL: Tt allows the user to control cold-based creatures. They
get a saving ttrow (vs. Mental). Continuous concentration is
necessary to maintain control. Only one creature may be controlled
at once. Pange: 6". The ball may also be unsed to freeze water, as
per the ring. (Area of effect: a cone 6" lona with a base 3" in
diameter. A maximum of 190 cubic feet per level of the user.)
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POTION TABLE

or-i5
16=12
23 - 28
29 =33
34.-3%
39 =43
Ly 47
4g =51
52=55
56=59
60=63
&4 = ¢5
66— 63
69=71
72-7%
75-76
77=78%

Delusion (reroll for effect)

Cure 1

Invisibility

Ogre Strength

Kobold Strength (ST=6 for 12 rounds)
Levitate

Cure 1R

ESP

Fly

Water Breathing

Haste

Slow

Cure III

Plant Control (2)

Hill Giant Strength (2)

Stone Giant Strength (2)

Frost Giant Strength (2)

Paralysis (2) L R
Cure IV (2) : e
Growth (27 =
Diminuation¢2) .
Polymorph (2)

Fire Giant Strength (2)

Fire Resistance(2)

Cold Resistance(2)

Crushing Resistance (2)
Lightning Resistance(2)

Cure V(;%

Cloud Giant Strength (3)
Storm Giant Strength (3)
Gaseous Form (3)

X-ray vision (3)

Protection from Fire (3)
Protection from Cold (3)
Protection from Lightning (3)
Protection from Crushing (3)
0il of EtherealneSS(g)
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CAYDELABRAS (3):

91-20 Galileo Candelabra ##

21-830 Candelabra of Distress

41-60 Candelabra of Hospitality
61-75 Candelabra of Darkness (C)
76-90 Light of Right (C)

91-00 Light At the Fnd of the Tunnel

#% = give an additional 507 chance for a Galileo Medallion

A1l Candelabras have a 1Y burnout chance. Roll each time they are
lit, and once each hour that they remain 1lit.

GALILFO CANDELABRA: They will only work within 30 feet of sonmeone
wearing a Galileo Medallion. Their 1light will dispel the following
Clerical spells/effects: Darkness, Continual Darkness, Light,
Continual Light, and Silence. 2Also they will cause Clerics who view
them when lit to save or be affected as per the fourth level MU
spell FEAR.

CANDELABRA OF DISTRESS: When lit they will set off a great
pyrotechnical display visible for up to 100 miles. The display will
last for as long as they remain 1lit.

CANDELABRA OF HOSPTTALITY: V%o poisor ingested within 20" of the 1lit
candelabra will have any effect. Also any partaking of food within
20' of the 1lit candelabra may not attack each other for the next 24
hours. They may only be lit once per day, for at most omne hour.

CANDELABRA OF DARKN®SS: If 1it by ar Evil Cleric, they will absorb
absolutely all light in a 20 foot radius. (Infravision is of no
use.)

LIGHT OF BIGHT: TIf 1lit by a Good Cleric, it acts as the Clerical
spell Protection/Zvil TTII.

LIGHT AT THE END OF THY TUNNFL: The owner may not get rid of this
Candelabra, unless a REMOVF CIURSE succeeds as versus a 20th level.

He will have an unreasoning optimism that once he starts on a task or
rission, he can carry it tbrough to a successful conclusion. He will
have 6 added to his Charisma when he lights the Candelabra for
purposes of convincing others to continue their joint mission or
task, recardless of any evidence that quitting or turning back might
be a good idea. (The Gamesmaster must use great discretion in
running this item.)
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CENSQRS (3):

01-20 Censor of Flight Disruption

21-40 Censor of Controlling Winds

41-6) Censor of Entrancement

61-80 Censor of Trapping the DUnbodied

81-85 Censor of Trapping Self

86-97 Censor of Summoning Air Elementals M) (5
98-00 Censor of Summoning Hostile Air Elementals (5)

CENSOR OF FLIGHT DISRUPTTON: It may bhe used to brinag down any flyino
or levitating being. If the victim is attempting to remain ir the
air, he will fall at 30' per melee round thkat the censor is wvorking
on him. (This is not fast enough to do any damage.) fUsahle against
one creature at a time. Range: Lire of sight.

CENSQR OF CONTROLLING WINDS: It allows the user to alter the speed of
vind within 1/2 mile of his location. Speed may be increased to at
most light gail force, 35 m.p.h., or decreased by as much as 35

CENSQR OF EFNTRANCEMENT: When used, it will cause everyone within 10°,
including the user, to sit down and go into a trance. TInverted
saving throws (vs. Mental) are applicable. (By inverted it is meant
that your normal chance to save is nov your chance to fail, and
vica-versa.) Give additional chances to make TInverted saving throws,
every 20 melee rounds. Usable once per day.

CENSQOPF OF TRAPPING THE UNBODITPD: Tt may be used to entrap up to three
unhodied creatures at a time. Examples are Wights, Wraittks,
Spectres, Phantoms, Shadows, Shades, Air Zlementals, Djinn, gaseous
Vampires, etc. Saving throws are applicable. Any and all contained
creatures must be released before a new bunch may be entrapped.
Range: 10", :

CENSOR OF TRAPPING SELF: Tt functions as Censor of Trapping the
Unbodied. However, the user will he transformed intn Gaseous Porm,
and will be entrapped inside the censor (no saving throw) along with
any other victims. Note that any Undead inside the Censor may
attempt to drain any non-Undead inside the censor as per usual
(treating the victim as A.C. 12), but each Undead may make only one
attempt every ter melee rounds.
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CUBES (3):

01-22 Wondrous Fnhancer of Jewels

23-44 Cube of Mimicking Sounds

45-f6 Cunbe of Visibility

67-70 ¥oundrous Pulverizer of Jewels

71-8C Cube of Control Over Tiny Tron Golems (5)
81-399 Cube of Force (5)

91-20 Cube of Radiation (5)

WONDROUS EBYFANCER OF JEWWLS: Tt can be used to multiply a jewel's
value by tern. May le used at most once per jewel. Burnout chance is
10%.

CUBE OF MINTICKING SOUNDS: It can bhe used to imitate sounds, voices,
etc., provided the user heard them when carrying the Cube.

CUBF OF VISIBLITY: It makes all invisibhle objects and beings, within
10 feet of itself, visible to all. (It works at all times, the owner
has no control over it.)

¥ONDPCUS PULVYERIZFR OF JERFLS: Tt multiplies the value of jewels hy
Zero.

CUBE OF CONTROL NVFR TINY IPNN GOLEMS: Tt will summon and control a
2' tall Iror Golem. The Goler fights as 1/4 that of a regular Iron
Golem, (1/8% H.9. and 1/4 Damage Domne), but is unable to breathe
poison gas. . ™te Golem will vanish after D6 10 minute intervals.

COBE OF RADTATION: Tt causes all who approach within 10' (stone
walls provide protection) to become violently ill with radiation
sickness, in 6+D6 10 minute intervals. Tf the player rolls on 308,
over his Constitution + Level, then death results in 100 more
minutes. Otterwise he will act as if half of his usual level (round
up) for the following week. A CURFE DISFASE spell will end these
problems. An X-Ray vision Sword or Ring will always spot this Cube.

DRUKS (3):

01-20 Talking Drum 61-70 Drums of Deafness
21-40 Rbhumba Drum 71-90 Flephant Drunm
41-60 Thunder Drum 91-00 Drums of Panic (5)

TALKING DRIM: Tt can he nsed to send messages up to 40 miles,
provided there is someone on the othter end who can understand tte
code used.

RHUMBA DRUM: When played it causes all human-types within earshot to
begir dancing. Saving throws (vs. Mental) apply. The player is not
affected. A dancer can not attack or flee, being entirely involved
in tis dancing. Additional chances to save are given every 10 melee
rounds, and the dancers are freed inr any case when the playing stops.

THUNDFR DRUM: When played they cause a violent Thunder Storm to
appear inm 3D197 minutes. Usable outdoors only.

ELEPHAPT DRUM: When played it will surmon a huge elephant complete
with war tower. (Give the elephant 6 H.D., A.C. 4, M 15, and two
attacks wit} tusks for D12 each.) It will obey the player 857 of the
time. The other 15¥ of the time the elephant will run amok,
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01-15 Lyre of Shattering 46-£5 Lyre of Truth
16-25 Lyre of Singing 66-85 Lyre o€ Sealinn
26-85 Lyre of Building 86-00 Lyre of Stormbrirqging (4)

LYRE OF SHATTERING: The user may shatter ary one metal, non-macical
weapon within 60 feet. Due to t*e bigh pitchked noises that the lyre
gives off when played, all within S5 feet, including the user, are
deaf for one day, {unless the Clerical spell CURE DEAFPNFSS is thrrown
on them.) Tt is only usable by someone who can hear.

LYRE OF SINGING: The owner may only get rid of this item via a
successful REMOVE CURSE as vs. a 16th level. I€f requested to play
the Lyre, the owner must play for 10 relee rounds or one question,
vhichever comes first. He gets a saving ttrow {vs. Mental). Tf
attacked he may stop playing. ®hen played, it forces the user to
tell only the truth and answer any question asked of him. Tach being
may make only one request per day that the owner play tre lyre.

LYRE OF TRUTH: When played it causes all withir earshot to tell only
the truth, and to answer all questions asked of them. Saving throw
(vs. Mental) allowed.

LYRE OF SEALING: VWhen played, this lyre lays an enchantment on any
door, equivalent in strength to the Magic User spell Hold Portal,
that lasts for one hour. Also, it may be used to seal doors, cracks,
panels, etc., air and water tight, for one hour. At least P07 of the
surface area must be real raterial. (Thus one could for example,
make a seaworthy boat out of driftwood, or seal a tent from the
effects of poisonious gas.) Usable once per half hour.

LYRE OF STORMBRTINGING: When played, it causes a tremendous gail (with
thunder and lidghtning) to form within 5 miputes. The g92il1 will last
?s long as the lure is plaved. \sable outdoors only.

MIRRORS (3):

01-14 Mirror of Mcntal Prowess 78-84 Mirror of Entrapment (4)
15=28 Mirror of Holdimg 85-88 Mirror of Opposition (U)
29-32 Mirror of Decharging 89-95 Mirror of Reversal (4)
33-46 Mirror of Doubling 96-96 Mirror of Destruction (F)
47-60 Mirror of Peflection 97-99 Mirror of Recharaing (5)
61-79 Mirror of True Sight 00-0n M. of Life Trapping (M) (8)

71-77 Mirror of Movement (U4)

MIRPOR OF HOLDING: Magical Ttems (with some exceptions) are not
reflected by this mirror, making identification easy. If a magical
item (with some exceptions) is toucted to the mirror, it Adisappears
from the holder and reappears in the mirror. If the same person who
placed the item in the mirror touches it again, he regains possessior
of the item. No other person may regain it. The items are stored in
another dimension, and are trapped there if the mirror is smasted.
The mirror can neither identify nor store magical items witt a
sentience {ex. most swords) or those of level 7 or above.

MIRROR OF DECHARGING: It acts as a Mirror of Holding, except that any

items with charges will be completely decharged when removed from the
mirror. ({i.e. items with burnout chances will be burned out.)
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MIRPOR OF DOUBLING: The user may create a mirror image of bhimself,
that will mimic }is every move. The image has no substance, and will
be dispelled by any attack on it. Duration: 1 hour. Usable once
per day.

MTRRO® OF RIPFIFCTION: Tt is polished to such brilliance that Medusae,
Vampires, etc. become victims of their own stares. 7Tt is also
nseful €or signalling outdoors.

MIXRO¥ OF TEUT SIGHT: The user will see reflected in this mirror tte
true state of things. This is useful versus: Mirror Imagqge,
Phantasrmal Forces, Dopplegangers, Tllusions, Projected Imaqges,
magical mecans of disguise, etc.

MIRRO? OF MOVEMENT: Stepping into this mirror allows the user to
step out of any mirror in w%ick te tas seen tis reflection. The
Mirror of Movement is left behind.

MIRROR OF TPNTRAPMENT: A victim who looks irnto this mirror (run as per
the “irror of Life Trapping), will follow the commands of the user
(except immediate self-destruction), as long as the mirror is trained
on the victim. A saving throw {(vs. Mental) is applicable. Consider
the mirror to bhe 3 hit points and A.C. 7, with respect to attempts to
break it.

MIRROR OP REVFRSAL: When a spell is thrown at or past the person
holding the mirror, one of the following takes place (roll D10):
1-4: Spell is reflected back

5-7: D10)Y " is reflected back, remainder continues onwards.

8-9: Spell proceeds normally

10z Spell has double effect.

MIRROR OF DESTRUCTION: Acts as the Mirror of Holding, except once an
item is placed inside it can not be removed.

MTRROR OF RECHARGTNG: Acts as a Mirror of Holding, with the sare
restrictions. Also, any applicable item removed from the mirror will
have been recharged one charge. This ability will onl)y work once per
month. 7
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WINGS (3):

01-22 ¥ings o€ Flying £8-73 Winas o€ the Shifter (5)

23-27 Invisible Wings 74-79 Wirqgs of Parallel "ravel [F)
22-?7 ¥ater "inc 87-82 ¥ings of Time Travel (5)

3f-47 Bat's ¥ings (4) 831-05 Winaz of the Wind Llords [f)
48-57 Fairy's Wlngs {2} (4) 86~99 Giant ¥inags (reroll for tvpe)
58-67 Tnsect's VWings (4) 91-00 Cursed ¥inas (reroll for type)

All vings unless othervise noted are norral! size wings for a starndarAd
humanoid. They must be pressed against the flesh at the shonlders ir
order to he effective. Once so ]01ned, they will knit into tte
central rervous system of the wearer. 1A suhsequent attemnrt to remove
them will give tte wearer 3ID6 hit points; if the wearer is nont tlen
dead, he will he uncorsious for 6Df minus Lis Constitution hours.

Frontal attacks will have a 10" bhase chance of hitting the winas,
while rear attacYs tave a 907 base chance. Treat the winas as

A.C. 9, and any hits giver to them are treated as if they were given
to the wearer.

Flving withk these winas generally requires the nser to expend tvice
the amount of effort of rarchking.

There are two speeds aiven for each wina. The first is that in the
open. The second is that in confined spaces (such as 10! viile
dungeon corridors, etc.) Thus 36"/18" would mean 36" in the open and
18" in confined spaces. Remember to adjust fnr vindspeed. Thus jif
one had 3 tailwird of 10" one could fly at U%" relative to the ground
rather than 36", while a *cadwind of 12" would reduce that to ?7€v.

WINGS OF FPLYING: They allow the user to €ly at 36n/18n,

INVISIBIF WINGS: They allow the user to Fly at 30n/10", The vwings
themselves are invisikle. Yowever, thev are not immaterial and will
be just as rpuct of a “indrance to wearing normal armor as reqular
Wings.

WATER WINGS: They allow the wearer to fly cqually well throus* air or
water, at 24"/12". (They do not themselves provide a means of
breathing under water.)

BAT'S WIMGS: "Thev allow the wearer to Flv at 16"/19". TIn additior
they give tke wearer a hat-1ike sonar sensc, allowing him to see ip
thke dark., (The Clerical spell Q1lenco vill tendgr the enclosed area
invisible to this sense.) The wearer may comrunicate with hat-like
creatures and ﬁolp;xng m™he wearer will take doutle amaae “ror lou?
roises (incluirg the shock vaves that accompany explosions.) The
wearer fiqbts at -5%¥ in direct sunlight.

FAIRY'S FTYGS: Ro'l DR to see which type of Fairy trey refer *o
(Rlack, ¥hite, Red, Nrange, Yellow, Sreen, Purple, or Blue.) They
allow tle wearer to assume tte form of ttis Fairy and tren “ly at
26m/26", for a total of § hours per month. In additior once per dav
for up to 10 minutes, the wearer ray assure the powers as well az the
forr of tkis fairy. (This time doesn't count against the 6 hour ner
month.)
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INSECT'S WINGS: The wearer can shrink to 1/10 his original size.

%hen in this smaller form he will have 1/10 his usual hit points. He
may only use the wings to fly (at 13"/13") yhen in this smaller form.
Wher smaller he can also employ the following powers:

1. Communication with normal insects

2. 3D6 lightning Rolt, once per day

3. Haste on himself, once per day.

WINGS OF TH™ SATPTER: They allow the wearer to fly at 18"/11"., The
wearer mav shift amoung the Yormal Plane, Ethereal Plane, Astral
Plare, etc. Fach shift requires two minutes of concentration while
not touching tte around. At most one stift may be made every 10
minutes.

WINGS OF PARALLFL TRAVEL: They allow the wearer to fly at 36"/13n",

Tn addition tte wearer may travel to a parallel universe. To make
the attempt the wearer must have an object from this universe or have
been thterc himself. (At tte GM's option, he may allow travel to
random different universes.) The time required for the trip is
proportional to (the GM's estimate of) the differences between the
universes. It will take at least 10 mirutes, and rot more thanr ore
year.

9INGS OF TIMF TRAVFL: They allow the wearer to fly at 36"/18". 1In
addition he may travel forward in time. Travelling is at the rate of
1500:1 (i.e. flying for what seems like one minute will take hinm
forward 1500 minutes, or a little over a day.) While travelling in
time, he is surrounded by the Mists of Time. While he may be
subject to attacks from dwellers in the mists, he is immune to
attacks from beings not travelling in time. While travelling in
time, he can not also travel in space.

WINGS OF THE WIND LORD: They allow the wearer to fly at 48%/24w_ He
may fly at a minimum of 24" with respect to the ground regardless of
tte wind speed. ITn addition he may at all times:

1. Command all normal flying creatures within 50 feet times this
level. This would include small hirds, small insects, etc.

2. All Giant Birds of 2 times his level Hit Dice or less, within 50
feet times his level, will treat him as a very good friend.

3. All Other Flying Creatures of his level in hit dice or 1less,
within 50 feet times his level, will treat him as a very cood friend.

When in the open air or or the highest point in the area (ex. a
mountain top) he mavs:

1. Change the wind speed by 1 m.p.h. for every minute of
concentration, up to a maximum o 3 m.p.bh. times his level. The wind
will remair at that speed as long as he continues to concentrate, and
then will return to its natural speed at 1 m.p.h. per minute.

2. Conjure and control a Whirlwind as a Djinn.

3. PROTECTION FROM NORMAL MISSTLPS (as per the MU spell), for 3
honrs per day.

GIANT WINGS: They act as some other type of wina, but thev are twice
normal size (and thus meant for a being about 9 to 13 feet tall).
(If this roll comes up again then make the wings three times normal
size, etc.)

CURSFD WINGS: They appear to be some other type of wing. However,

when the opportunity presents itself they will crash their wearer
into a cliff, drop hir 1000 feet to the ground, etc.
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01-25 Horse ®Rlanket 23-05 Pus of Smotherinag
25-50 Portatle Hole 85=°0 False Plying Carrpet
51-65 Flying Carpet 71-09 Puqg of Trappina Demors

€6-80 Diinn-Carpet

HORSE BLANE®T: T Tt will Aouhlerthe spéed of anyEsteed who weldrsdil, »é
it torse, pegasus, carel, etc.

DIINYT CARPFT: _ Tt is actually a Piiasl - Fac* tipedte is suraonbdy
there is a 257 trat he is Sreed.” Tatfitimc FraSwall serve fosidadagd

FALSE FLYING CARPET: Tt acts as a Flying Carpef, bhut there“is a 25%
chance of it ceasing to operate at sorme random time durinc each hour

RIIG OF TRAPPTING DEMOWNS: Any Dernn who steps on this rug, may not act
off, unless some mortal touches the ruc an? qives him perrission.

SCAPABS () s

91-27 Scarab of Protection frem Tvil High Priest
28-54 Scarab of Enraging Frenies

55-64 Scarab of Insanity

55-74 Scarab of Death

SCARABR OF AT™TACK: %Whrern placed down, it turns into a Giant 3eetle, for
2D5 melee rounids. It will atack the closest heing in tte direction
it is facing. This item pay he used once per wveek.

SARESNRSTSY SPECIML:

This percentage is left free to be nsed ir whole or part by the GM.

It allows the GM to converiently insert magical itenms not on the list
for sore reason.

These can be a whole nev class of items that the Gamesraster has
inrvented for his world, or gotten from another publication.

Sometimes ttey will he unigque one of kind items, that are closely
conrected witk current happenings in the particular campaiqr, and
will give the plavers a chance for further adventures while moving
these events alona. (For example, it coul? be a ¥ey, that can lead
to a parallel universe, where one can find a special herb, with which
you can wir over T'Challa thte Wizard to help produce a special
weapon, to be used to fight “rrol the Cruel, etc.)

This is a cood place to list any unique very powerful items
{i.e. Aritfacts).

It is also a good place tn list very minor racical items, that exist
ir tke world but may rot be of much use to an adventurer. (For
axample, tte magical “eer stein, that keeps the heer cold on ever the
hottest day.) ;
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Mahler Wandering Monster Tables

Table 1
Roll Monster
1-4 I1st lev. party
5-7 Kobold
8-10 Skeleton
11-12 Centipede
13-14 Spider
15-16 Snake
17-18 Dog
19-20 Vampire Bat
Table 3
1-4 3rd lev. party
5-7 Hobgoblin
8-10 Gnoll
11-12 Giant Toad
13-14 Giant Ant
15-16 Giant Boar
17-18 Dire Wolf
19-20 Pixie
Table 5
1-3 5th lev., party
L-6 Ogre
7-9  Wight
10 Wererat
11-12 Harpy
13 Giant Spider
14 Giant Snake
15 Carnivor. Ape
16 Centaur
17 Roperite
18 Jubjub Bird
19 Arctic Wolf
20 Carrion Craw.
Table 7
1-3 7th lev. party
k-5  Wraith
6-7 Lammasu
8-9 0Owl Bear
10-11 Minotaur
12-13 Rust Monster
14 Hell Hd. 3-5HD
15 Weretiger
16 Medusa
17 Lamia
18 Cold Salamander
19 Jaberwock
20 Tpath. Dopple.
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Table 2
Monster

2nd lev. party
Goblin

Orc

Zombie

Gnome

Stirge

Giant Rat
Homunculus

Table 4

4th lev. party

Giant Weasle
Giant Hog
Giant Tick
Bear
Tiger
Gelatin. Cube
Table 6
6th lev.
Shadow
Gargoyle
Blink Dog
Doppleganger
Werewolf
Wereboar
Giant Beetle
Giant Scorpion
Argus Sphere
Strong Toad
Ochre Jelly

party

Table 8
8th lev.
Troll
Mummy
Displacer B.
Manticore
Cockatrice
Werebear
Werebeetle
Hydra(6 heads)
Panther
Cerberus
Peryton
Giant Foot
Tport. Dopple.

party
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Table 9
Roll Monster # app.
1-3 9th lev. party A
L Hill Giant B
5-7 Spectre c
8 Balrog(2-dice) 1**+B
9-10 Wyvern 1-4%*
11-12 Basilisk 1-4%
13 Phase Spider 1-3%*
1k Will 0' Wisp 1
15 Umber Hulk 1¥*
16 Tnvis., alker 1
17 i RS
18 Hot Salamander 1%*¥
19 White Dragon 1%*
20 A Boa A Qu i
Table 11
1-4 11th Tev. party A
5-8 12th lev. party A
9 Frost Giant B
10-11 Vampire & TEES
Vampire Bats 1-8
12 Bal.ro_gfzﬂ% 1*%+B
13 . Pire BaHy.Lohd) 1%2
14-15 Giant Slu
16 Copper Dragon.  1**
17 Green Dragon JEx
18 Djinn it
19 Demon Type IT Joes
20 Black Pudding 1%
Table 13
1-3 14th lev. party A
4-6. 15th lev. party A
7-9 16th lev. party A
10 Cloud Giant B
11-13 Phantom C
14 Balrog(4-dice) 1¥*¥*+B
15 Fire B.Hy.(d2h) 1%*
16 Silver Dragon 1%%*
17 Red Dragon ¥
18 Tich (MU 15-17) 1
19 Demon Type IV %%
20 Stone Golem 1

Roll

Table 10
Monster

1-3 Toth Tev. party

L
5-6
7-8
9-10
33-12
L3
14
15
16
17
18
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Stone Giant
Vampire

Gorgon

Chimera

Ogre Mage

Mind Flayer
Roper

Hydra heads
Hell H4. 5-7HD
Brass Dragon

Black Dragon
Demon Type 1
Aerial Servant

Table 12
13th lev.
14th lev.
Fire Giant
Shade

party
party

Hell Hd.(7HD
Efreet
Hoarta

Bronze Dragon
Blue Dragon
Tich (MU 12-14)
Demon Type III
Flesh Golem

Table 14
17th lev.
18th lev.
19th lev.
20th lev.
Beholder

Purple Worm
Titan

Golden Dragon
Tich (MU 15—20)
Demon Type V
Iron Golem

party
party
party
party

# app.
B

1%

1-3*

1-2%

1-3%%

1

I

l**

1-4*

o
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Wandering Parties in the Dungeon
(TList &)

Use this system when a party (A) is rolled up. The lead-
er's level is the defining level of the party. Roll for his class
as well as those of any others in the party(as well as their lev-
els). It is a good idea to pre-roll one party of each level
that you are likely to use, and then replace those used at your

leisure.

# in party roll Class roll Level roll Gold Equiv.
l? 3 1?3 F 1-L same 1 per tot. lev. roll
2 L-5 MU 5-6 -1 2-3 10 1-5
3= 6 C 7-8 -2 L-7 50 6-7
4 or 5 7 T 9 -3 8-9 100 8
6 or 7 8 body 10 -4 10 200 9
8 ar9 - 9 reroll,mult. by &4
roll twice 10 Note:For Fighters roll D10, on a 0 a Paladin or
ignoring 10 a Ranger(in law or chaotic parties), ona 1l a
dwarf, on a 2 an elf with 50% F/MU. For Thieves:
Align. All are hobbits except on a 0 a man, on a a
of party roll dwarf, and on a 2 an elf (on a D10).
Lawful 1-3 :
Neutral 4-6 Roll four D6 for Prime requisite, with anything
Chaotic  7-10 below a 13 becoming a 13 and 3 D6 for other regs

if needed, with no reqg. higher than the prime.
There is a 1/3 chance that a party will be weary in which case: add 2
to the roll for gold; each F has taken 1-4 hits/level; each C has used
10-80% of his spells; and each MU has used 10-60% of his spells,

# of Magical Items (leader rolls as one category higher)
Lev. of items

char, 0 1 < SRR SRR S i
- =82 560 = - = = For higher levels of char-
L-g 1-6 7-0 - - - - acters, add one item for
6 1-5 6-9 0 - - - every two levels higher.
7 1-4 5-8 9-0 - - - Roll for magical items for
8 1-3 L6 7-9 0 - - bodies, but assume that they
9 1-2 3-5 6-8 9-0 - - are divided among other
10 1 2-3  4-6 7-9 0 - party members. Use the fol-
11 - 12 3-5 6-8 9-0 - lowing tables for each class.
12 1 2-3  L-6 7-9 For F/MU's for each item
13 = 12 3-5 6-8 9-0 see whether to roll as F or
MU.
Fighters
1-3 sword Note: In the case of a Paladin (or anti-paladin) give
L misc. weapon a 10% chance a magic sword is holy(or anti-holy).
5-6 armor In the case of a ranger give a 5% chance a magic sword
7 ring is Sacred(or anti-Sacred). For dwarf fighters give
8 token a 5% chance that any sword rolled up is really a
(or special) +3 war hammer. Tokens will appear as follows: Door
9-10 potion Finder, Door opener, Levd Indicator, & Trap Springer
each 20%, Transportation and Monster Caller 10% each.

(con.)
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Magic User Cleric Thief Note: The

Wand T Staff T Bow parties are
2-3 Misc. magic 2  +1,+2 Mace 2z 1-20 arrows armed and
L  Bracers 3-4 Misc. magic 3 Dagger armored as
5  Robe/cloak 5-6 Armor L4 Bracers are the part-
6 Potion 7  Potion 5-6 Misc. magic ies of the
7  Ring 8 Ring 7 Potion players.
8 Book 9-0 Cl. scroll 8 Ring
9-0 MU scroll 9 1Invis. Ring

10 Token or special

Wandering Giant Class(List B)
Giant--Troll--0gre--Bugbear--Gnoll--Hobgob--0rc--Goblin--Kobold

The 1list above defines what is meant by levels. The entry on the
Monster table is the leader of the party. Roll to find the number
in the party, and if there are others roll to find their levels in
respect to the leader.

# in the party Roll Level Roll Armor Roll Monster Weapons
1 1-2 same 1-4 none 1-4 Gnoll Human F
2 3-4 =1 &6 chain 5-6 Hobgob E1f F
3 5 -2 7-8 plate 7-10 Orc Dwarf F
L 6 -3 9 The whole Goblin Han%.%xe &
5 7 =k 1o party will Kobold "" B
6 8 wear similar In the first 3
7: or. 8 9 40% Neutral armor (and cases include mis-
roll twice 10 60% Chaotic shield) when sile weapons.

it improves natural AC.

Use the same chart for monetary treasure as in list A. It is
gold equivalent per hit die. Optionally one may give Magical Items
in which case roll as for a wandering party made up of fighters,
with Hit Dice in place of level. These parties should be weary 1/3
of the time.

Wandering Undead (List C)

Phantom--Spectre--Wraith--Wight--Ghoul--Zombie--Skeleton

(Treat mummies as above ghouls when running parties lead by mummies) .
Use the same charts as for list B in order to determine the num-

ber in the party and their level; it is assumed the entry in the

Monster Table is the leader of the party. Use the chart in list A

to determine monetary treasure. There is no chance for a weary party.

A party of just Phantoms or Spectres have no treasure(they can't

carry it).
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The Robert West Curse System

For any curse you so desire Robert West's mind i8:80 per-
verse that there is not the need to develop one's own curse
system; just roll percentile dice for ramdom curses or if
. you are devious pick your own. :

Roll % die Curse

01-05 Monster(s) from table 1-12(roll a D12) attack(s) by sur-
prise.

06-09 Monster(s) from table(s) relevant to area(as wander-
ing monster) attack by surprise.

10-12 Monster(s) from victim's own table attack(s) by sur-
prise.

13-14 Roll a D12 tO determine possibility listed above,
but curse will be delayed until the next time char-
acter(or party) is in battle.

15-15 A demon type 1-4 attcks by surprise.

16-19 One-on-one arena battle vs. monster relevant to area
(roll as wandering monster).

20-22 As above, but random monster from victim's own table.

23-24 As above, but vs. a duplicate of victim per mirror
of opposition.

25-25 Roll a D9+15 to get type of arena duel, but curse is
delayed until victim(or party) is in next battle.

26-28 A random magical item is lost.

29-30 A random magical item becomes dud/cursed.

31-32 You will fall subject to spells you are immune to by
level.

33-33 You will never make a saving throw, unless(of course)
you don't want to!

34-34 Take half damage from spoken fireballs, lightning,etc.

35-35 Scroll of spells--but spells will back-fire. If there
is no straightforward backfire, take 6 hits/spell level
from explosion.

36-36 Same as above but applies to all scrolls used.

37-37 All cures on victim will become causes.

38-38 -3 to AC and saving throws.

39-39 Prime Requisite becomes 3.

L0o-40 Constitution becomes 3, with a retroactive -1 on each
hit die.

L1-41 Charisma becomes 3.

L2-42 Luck becomes 3(-15% to saving throw). Give other ap-
propriate duds.

L3-43 -1 to -3 On all requisites.

hly-4,  Lose one experience level permanently.

45-45 Lose all benefits of race(no effect on humans); or
suffer disadvantages of all non-human races.

L6-46  Teleport 5000' above ground, take 24D6(unless fly ,lev-
itate,sete.);
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17
48

e 4
50

51
52

53
54

55
56

57

65

66

67
68

69

Teleport to the most dangerous place in dungeon.

Teleport to a remote region(character lost in 1 week w/o
teleport.).

Teleport to Mars.(Lost in 1 turn w/o teleport).

Teleport 1 mile out in sea,if you make it to shore you
are safe.

Lose the ability to employ spells or magical items.

The character becomes a magic drainer. He can neither

use magic nor be affected by it.Remove Curse will not work,
Any item coming in contact with him will lose all mag-

ical properties.

All opponents will save vs. all magical attacks or effects
which have a saving throw.

If a fighter, his sword will change alignment. If he has
no magic sword he will lose all fighter bonuses.

If a MU, he will forget 1 spell of highest level known and
take +4D6 damage.

If a cleric, all his cures will become causes and vice
verse.This will occur except when employed vs. an enemy/
friend.

If a thief, he will lose one ability; 1)mult. damage
2)climb walls; 3)pick locks; 4)remove traps; 5)move
silently and pickpocket; 6) hide in shadows.

Assume gaseous form. Retain cohesion if you make your
Spell Survival roll.

Turn to water. Can not control movement, but will retain
cohesion if you make Spell Survival. Will return to human
form (possibly dead) after one hour. Of course if you
fail the Spell Survival roll the body will be a bloody mess.
Character will have a 20% chance each time he is involved
in melee of going berserk, even if he is not personally
attacked ot attacking.

Polymorph into a normal-sized 1) ant, 2) beetle, 3) wasp,
4) cockroach.

Polymorph as above but into the giant form of theinsect,
which will attack the party with suprise.

Turn to stone.

Paralized until curse REMOVED.

Insanity for one hour (see INSANITY TABLE.)

Contract Advanced Leprosy (see Mummies.) In addition to
the CURE DISEASE a REMOVE CURSE is needed or the disease
will recur in 1-4 hours.

Vietim will fall asleep for 20 - Wisdom in hours (minimum
of one hour.) After awakening, until a REMOVE CURSE is done
victim will remember dreams of great pleasures, and will
go to sleep in order to regain these dreams in any stress
situation, unless a Spiritual Saving Throw is made.

Victim will contract meningitis--fall asleep in ong hour and
die in Constitution hours unless a CURE DISEASE is thrown.
Once cured a REMOVE CURSE must be thrown or the disease will

recur in 12 hours. If the disease recurs the number of hours

that the victim suffered previously is counted off his con-
stitution when determining how long until the victim dies.

A random limb (roll as for a Sword of Sharpness) will rot and
fall off in one day unless a REMOVE CURSE is thrown. Each
CURE DISEASE will increase the time limit by 6 hours.
Blindness as Power Word: BLIND.

Deafness as Power Word: BLIND: -10% to hit, 50% chance of
spell not going off against anyone.

Dumbness per Power Word: BLIND. No power words. Player can
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70

71
72

73

74

75

76

79
80

]1

82

83
8L
e
86

not speak. )

Anestethized as Power Word: BLIND. Reduce chance to hit by
50%. Drawing a weapon takes L rounds. Thievish abilities
reduce to nonthief levels for thieves, eliminated for non-
thieves. PLAYER IS UNAWARE OF THE NUMBER OF HITS HE HAS
TAKEN. 5

Lose sense of smell as Power-Word: BLIND.

Character ac%uires a malodorous disease which reduces
charisma by points (in dungeon negotiations this effects
any negotiator if victim is nearby) and attracts monsters
(?%o rolls per turn.)

Anyone or thing not with the victim at the time the curse
takes effect will hate the victim as his worst enemy and
will attack on sight unless the observer is within 10 feet

of a holy or sacred sword, or makes his Spiritual Saving Throw.

Victim begins to shrink at the geometric rate of 50% per
full turn. A growth potion or a GROWTH ANIMALS spell will
stop this for I turn. After 40 turns the victim dies and
the body is gone.

The victim grows to 3 times normal height with no increase
in Strength or attack. After every hour Spell Survival must
be rolled or he colapses under his own weight. Any blow
from a heavy weapon that does 10% of the character's total
hits has a 50% chance of breaking his weakened leg bones.
Ennervation. Treat character as if he had just been raised.
Character has 5% of hit points, spell or prayer points,
carrying capacity, and 5% of his normal chance to hit.

This increases by 5% each day thereafterfor one week and
10% for each day the second week until the character is
fully restored after the 14th day. Not affected by a
REMOVE CURSE.

Slow all movement and attack by 50%.

Acquire "Midas' Touch". Everything touched(including
dragons) will become gold for the day. At the end of

this time these things will turn to lead.

Vietim will suffer the number of hits equal to any he deals
to an opponent. B

Normal Mahler poison, no initial saving throw. Remove Curse
will not work.

Mahler poison, no initial saving throw. If save after

20 rounds or Neutralize Poison, new saving throw must be
made after 1 hour, or continue taking damage.

Polymorph into a toad. Remove Curse will have no effect
but a Dispell Magic will work as vs. a MUZ20.

Character suffers effects of Dust of Appearence.

Character suffers twice damage from all attacks(roll twice).
All attacks by character do half damage.

Character becomes mortally afraid of one type of monster.
Unless a morale check(saving throw vs. spiritual) is made
upon encountering such a monster, the character will react
as per Fear spell. Types;1)Giant class; 2)Undead; 3)Fly-
ing creatures; 4)Giant insects or animals; 5)Cat types;
60Dog types; 7)clean-up crew.
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87 As above, but unless rationality check(S.T. vs. spiritual)
is made, character will go berserk.

88 Roll a wandering monster from the NEilevel of the dungeon
where N is the level of the victim. Such a monster will
hit on all attacks(undess fighting at a minus) doing max-
imum damage. The victim will never save Vs. an offensive
spell and always save VS. a defensive spell while fighting
this monster.

89 Character will, on a roll of six, be monster summoned by
a "Wandering Party" to battle a "Wandering Monster". Note
that the party must be of sufficient level for the MU to
summon the victim. Roll every hour until Remove Curse.
Being summoned does not remove the curse.

90 Change class.

91 Change alignment per Helm of Law/Chaos.

92 Character will attract monsters on a roll of 5 as well as 6.

93 Character will be surprised thrice as often as normal.

oL "Curse of the Vampire"--the character may never enter a
dwelling(i.e. cross a threshold)unless invited in.

95 Character must save or be possessed by an evil demon or
MU who will try to destroy the party by attacking with
surprise and at a great advantage. The demon may use
spells regardless of the class he is impersonating.

96 Character will be Pensive per Cap of that name.

97 Character will be placed under a Geas or Quest.

98 Time Stop for 2-5 hours.

99-00 Roll twice.

Curse 10!

D&‘D Crossword
 Across ] <D

1 Switchblade, e.g. 16 Recognized ., 1 Rel of bro. 16 Of grapes B
5 Vauv]( spandrel 18 Priest of Apollo 2 Hullabaloo 17 Manufactured
8 Beginning of an spared by Odysseus 3 Namesakes of 2 like a weldless p
arrears statement 20 No soap! g mythical Greek tube
12 Wardrobe ladies 21 —— de chose princess 19 Tale of desert i
in a theater (trifle) 4 19th cehtury youth as an
13 Huxley classic, 27 Noisemaking German historian  agent? §\\\\\\‘\\\“ &
or part of 60 receptacle once § “____with you” 22 Bermuda hrs. \\\\ \\
Minutes used by beggars ‘6 Dewy 23 Biological habitat ¢ 7 N

14 Near-impossible

28 Swinging puzzle 7 Giant grass usi

ed 24 Wash one’s

odds ) birds? by Mexicans for hands of P
15 Half-brotherof 29 Hlwill __making baskets 25 Uncover

William the 9 (Self- "~ 26 Y-shaped 27

Conqueror expl i ion

P ¥)
10 “Iam,” to

Descartes
11 Fade away

(T2

Ry




CONVENTION GUIDELIN:S

The primary source of rules for the convention will be
this book. Anything not specifically covered in this book will
be dealt with as per Greyhawk/Men & Magic/Monsters & Treasure.
If there is any discrepancy between books the order of preference
is Conbook--Greyhawk--Others.

Items will be automatically assayed upon return from an
expedition (cursed items will not be detected as such). Items
will be distributed on index cards for the players' use.

IMPORTANT POINTS

--Fighter-Magic Users may not wear plate mail.

--Clerics may pnot use shields.

--All characters are pre-rolled by the SGU.

--Dungeon Masters will roll all dice during the expeditions.

--Paladin, Rangers and Bards may be played if the requi-
sites are sufficient.

--All items which travel between scenarios will be at level
five or less in powers unless specified otherwise.

-=-The Hireling Hall will habdle any problems which occur.

S [ muquion GQMGS UH)OV}

Conteibutors: M. Bl(nrowt/ R. Brdf,
P Mq)tewsk;j D Pk

d
,D'. Chess, M. C/i“.s/ 5 é/uizk/ H. Matle,
/ T. Pcvmm/fon/ S. Tilnor’) R West

EJf st M, A :
1Tors Bl cowe, D. ChtsS/ P. Mnycvskq/ R. West

Ar i'515 K. B155/ Nl: B‘c“‘owt) W. E S L) J g' .'il)
¥ 3 &
]ff@&‘

180



