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Dragon

365 REASONS...

...to own the 1982 DAYS OF THE DRAGON™
fantasy art & trivia calendar

Reason #32 (February 1): “On this day in 1974, the DUNGEONS & DRAGONS® fantasy
adventure game was first published.”

Keep track of your days and keep track of your dragons with the 1982 edition of Dragon
Publishing's DAYS OF THE DRAGON fantasy art & trivia calendar. Each day (actually
396, since January 1983 is included) includes one or more bits of historical, humorous or
unusual trivia, such as reason #32 above,

Thegiant 12"=x24" display (designed to be hung on the wall) features 1 4 striking, full-color
pieces of fantasy artwork specially commissioned for the calendar from such well-known
DRAGOMN™ artists as Dean Morrissey, Phil Foglio, John Barnes, Clyde Caldwell, and
James Holloway. Each month is embellished with one artist's conception of a D&D®
dragon — and the results are, to say the least, interesting.

Sogo dragon hunting. Find the 1982 DAYS OF THE DRAGON calendar wherever you buy
DRAGON magazine, or send $7.00 (includes postage and handling) to receive one by mail
order from Dragon Publishing (a division of TSR Hobbies, Inc.), P. O, Box 110, Lake
Geneva W1 53147
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OVER 2000 SPELL DESC RI PTIO NS for 15 different character classes in three separate realms of power.
DETA' LE D ALCH EMY RU L ES covering the skills involved in making items of greater or lesser power.
SPELL ATTAC K TAB LES {t?;}rr:%\g,;a;r?éi?unrtiaesnpg‘pegrfieeﬁcséé unique expertise system allows for increased effectiveness with practice,

Spell Law is amagic supplement designed to improve any fantasy role-playing game. It includes hundreds of spells from all areas of mythology and literature to in-
crease the variety of magic in your game system. Suggested for use with Spell Law is a workable spell point system (including inherent spell power and the use of
wands, orbs, staves, etc.)and a unique learning system that groups spells of similar nature (to be learned in sequence as the character gains experience and power).

SPELL LAW: 4 color-coded parchment books, 8 parchment tables, $17.50 postpaid (boxed).

PUT SOME MAGIC IN YOUR GAME

ALSO AVAILABLE FROM ICE —

A beautiful campaign module for use with any fantasy game system, The Iron Wind includes 5 dungeon layouts, 3 city plans,
THE IRON W|ND weather and herb charts, descriptions of the various cultures in the region and a beautiful 4-color map. $8.00

A fast, realistic combat system emphasizing skill over luck. 30 parchment weapons tables combine all the vital characteristics of

ARMS LAW a variety of arms so that a single die roll resolves both hit and damage. Also included are innovative rules for critical hits, parry,
and extraordinary maneuvers. $10.00

IRON CROWN ENTERPRISES/PO BOX 6910/CHARLOTTESVILLE, VA 22906

NAME

ADDRESS

CITY ' STATE ZIP
PLEASE SEND ME SPELL LAW ARMS LAW - IRON WIND

Flease encliose check or money order 1or the proper amount, or send your name and aadress 1or more information.




An open letter to the editor and
the fans of Finieous Fingers

(The following is the complete text of a letter received by DRAGON magazine from
J. D. Webster along with the episode of Finieous Fingers which is printed on page 80.)

Dear Editor and fans of Finieous Fingers:

Alas, alas, the long tenure of F.F. and DRAGON magazine is drawing to a close. For
over four years Finieous and his provincial gang of nitwits and associated villains have
graced the pages of DRAGON at (albeit irregular) intervals. Hopefully, my strip and
the characters portrayed in it have given you fun and laughter and livened up your
D&D campaigns with its jokes and silliness. But now Finieous Fingers is leaving
DRAGON. | would like to thank the various editors that I've worked with for their
support and for putting up with my irregular scheduling. Both Kim Mohan and Jake
Jaquet have been good to me and have literally crawled to me to get F.F. in on time. But
flying A-7's for the Navy doesn't give me much hobby time. Therefore | extend my
apologies to those fans out there who have followed the strip from the beginning and
wait patiently when those monthly gaps occur.

Why is F.F. leaving DRAGON? This was a hard decision to make I'm not giving up
the strip. . . | am moving. I'm moving it to a new magazine called “Adventure Gaming,”
published by Manzakk Publishing, Inc. The editor of this magazine is Mr. Timothy
Kask, who was the founding editor of DRAGON in its early days and with whom F.F.
first started and worked with for two years until Tim left TSR. Tim is probably the main
reason I'm leaving. He and | are good friends from years before and we have a good
working relationship. I'm pleased to see Tim back in the magazine business, especial-
ly since his magazine will cover all types of gaming, historical and fantasy, and pick up
where so many other magazines have left off or become specialized in one subject.

Finieous Fingers will start off a brand new story line and should appear monthly (no
promises). In addition, you can expect to see some 25mm F.F. figures soon to be
followed by a fun Finieous board game based on the strip. So fans, don't despair; there
are good things coming and will be available in the same hobby shops where you buy
your DRAGON.

Finally — DRAGON is an excellent magazine and | will miss the fun | have had
working for it. However, | will be doing a lot more than just Finieous in Adventure

Gaming — | will be involved in the internal art and being doing some aviation gaming
articles and such, So you can expect to see more of me in the hobby.

Best,

J.D.

An open letter to J.D. and Finieous fans

Vol. VI, No. 4

Thanks for the letter, J.D., and our best
wishes to you and Finieous.

It's always a sad occasion when a fea-
ture is removed from these pages —
either by the choice of the author or ar-
tist, or by a decision of the editorial staff,
based on reader reaction. In this case,
it's an especially difficult task since Fi-
nieous has been one of our longest-
running and most-appreciated features.

J.D. has personally assured me that
his decision to move Finieous was not
based on his relationship with Dragon
Publishing, but that he wants to work for
his long-time friend Tim Kask. We're sor-
ry to see it go, but we can’t prevent it.

As an aside to fans who are interested
in the proposed Finieous products J.D.
mentions, his statement that they will be
available where you buy DRAGON mag-
azine is in no way endorsed or guaran-
teed by Dragon Publishing.

The loss of Finieous does not mean
that the Dragon Mirth section of the
magazine will be cut in size or quality.
We are presently considering several
new ideas—and you can be sure that the
successor to F.F. will be a worthy one.
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We've tried to score some points with you this
month by including a special module; how many
points you score when you undertake Cavern
Quest remains to be seen. The adventure, created
and written by Bill Fawcett and specially designed
for point-by-point competition between groups of players, re-
ceived an enthusiastic response from those who “playtested” it
as part of a Cavern Quest tournament at CWA-Con ‘81 in July.
And the player who won the competition, Peter Lundberg of
Maywood, Ill.,, was the only contestant to complete the entire
quest. It may be an unusual module, but it ain’'t easy.

Halloween’s just around the corner, and our observance of
that scary occasion comes in the form of an eerie cover painting
by Jack Crane and “Abomination,” a piece of short, spooky
fiction by D. Aaron Achen which fits the mood of Jack’s painting
to a “B” — for boo, that is.

Our feature section is led off by an extra-long treatise, cour-
tesy of contributing editor Ed Greenwood, on the theory and
method of developing a powerful and playable pantheon for a
campaign using many of the personalities from the DEITIES &
DEMIGODS™ Cyclopedia — the first in-depth examination that
we know of concerning how the DDG book can be used to best
advantage.

If length is strength, then Arn Ashleigh Parker's essay on ruins
is pretty powerful, too. Abandoned cities (above-ground dun-
geons, if you prefer) offer a wealth of, so to speak, unexplored
possibilities for adventuring. You can start to explore them by
turning to page 10.

Weapons are just as breakable as the characters who wield
them, says John Shaw, and thereby was born his article on how
to incorporate rules for weapons that wilt. And if your sword
happens to snap while you're jousting with a Jabberwock, watch
out. Mark Nuiver's adaptation of Lewis Carroll's fearsome mons-
ter for use in an AD&D™ game appears on page 30.

—Contents

SPECIAL ATTRACTION
Cavern Quest — Special competition module

for AD&D™ adventuring . . . . ............... ... 35
OTHER FEATURES
Down-to-earth divinity — Creating a playable pantheon .... 6
Ruins: Rotted & risky but rewarding ...................... 10
These are the breaks — Damaged weapons. .............. 14
The winners! — Trophy takers at Gen Con XIV ... ......... 26
Beware the Jabberwock — AD&D in Wonderland .. ....... 30
Thieves Guild: Designers’ notes ..................c.cc.uuu.. 32
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Larger Than Life — The Righteous Robbers .............. 16
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This issue’s edition of Sage Advice is designed to clear up
questions about all those spooky, scary creatures we love to
hate. Richard Meyer and Kerry Lloyd, the designers of the
Thieves Guild products from Gamelords, Inc., describe how
playing the “bad guys” can be fun, and offer some inside infor-
mation in their designers’ notes written especially for DRAGON.

The second appearance of Larger Than Life spotlights a Chi-
nese crew known as the “Righteous Robbers of Liang Shan P’o.”
Righteous robbers? If you can accept that, check out Giants in
the Earth for a quartet of “demons” who are (gasp!) lawful good!
How's that for giving the good guys equal time?

Lots more of our regular features can be found inside: The
latest chapter of the Minarian Legends by Glenn Rahman, au-
thor of the DIVINE RIGHT™ game; part three of John Prados’
short course on game design in Simulation Corner; and Mark
Herro’s computer quiz to have fun with in The Electric Eye.

As evidence of his versatility, Glenn Rahman also appears
inside as the author of a price list for BOOT HILL™ gear, and the
author of a review on Barbarian Prince. Holding down the lead
position in this month’s review section is Bill Fawcett's evalua-
tion of the Thieves Guild line.

It just occurred to me that a boggart would probably be the
world’'s greatest trick-or-treater, if you could control one long
enough to get the candy from him. You'll find the boggart and
two more new creatures in the Dragon’s Bestiary, beginning on
page 28.

Our Dragon Mirth section is five pages big this time, including
(sniff) the last episode of Finieous Fingers.

Please accept our apologies for all the little critters you're
liable to find sprinkled from here to who knows where inside
these pages. Things got a little bit out of hand last month in
“What's New,” if you'll recall, and it took until just before dead-
line this time until we got the “overflow” problem licked. Never
again, Phil . . . — KM

Giants In The Earth ........... ... i, 24
Dragon’s Bestiary: Boggart ........... ..., 28
Str0AN .. 28
INCUDUS. . 29
Dragon’s Augury
Thieves Guild products ............................. 33
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‘Compelled’

Dear Dragon:

This is the first time I've ever written a letter
to any magazine anywhere. But at last | have
been compelled, and it took a great deal of
anger and frustration to do so. | am not grip-
ing about the content of your magazine. | al-
ways enjoy receiving the next DRAGON in my
mailbox, and if there happen to be one or two
articles for which | see no purpose or | deem
silly, | keep my mouth shut, knowing that the
article does not appear that way to everyone.

What | am upset about is two letters in #52.
They complain about the stupidity of an arti-
cle on Tim Hildebrandt's life and art. Person-
ally, 1 enjoyed that article. | am the only per-
son | know of who subscribes to DRAGON,
and no one had ever before asked to borrow
my magazines. .However, when | told them
about the Hildebrandt article it became quite
popular all of a sudden. | relished the Boris
article as well. | wish people would accept the
fact that what they enjoy in an article and what
they think is useful will not always be printed,
and shouldn't be.

David Lewis
Springfield, Va.

‘Foul up’

Dear Editor:

| did not think too much of issue #52. The
info on bettering the cleric class helped, as
did the Sage Advice and the three bounty
hunter NPC classes, but the list stops there.
The D&D Basic Set articles did not help me
nor probably anyone else who reads DRAGON
because nearly everyone who reads the mag-
azine plays D&D already. Leomund’'sTiny Hut
didn't help me as a DM because | don't use
Greyhawk.

The “Knock, knock” article was worthless,
too. What's the use of having an armed for-
tress (or a fortress, period)? In my opinion,
forts and the like slow down campaigns, while
good dungeons or town adventures make it
more complete.

The Dragon’s Bestiary was no good this
month, either. If | was to define a rhaumbus-
un, | would say, “a weak basilisk.” So why
have rhaumbusuns when you can have basi-
lisks? And the pelins — what do they do to
help a campaign? Zilch.

| felt the same about the Boris article that
Don Corman (Out on a Limb, #52) felt about
the Tim Hildebrandt article. | like the art, but
how does that help me as a DM?

That GAMMA WORLD module, scenario,
as you called it, was not worth beans. | looked
it over thoroughly, and | would like to know
the purpose of it. Personally, | like to encoun-

ter things every once and again, but in this
scenario the only things to be encountered
are 15 badders and a parn, possibly.
| like your magazine, but every once in a
while even great magazines like DRAGON
foul up.
Edwin Hendricks
Widefield, Colo.

Weapons wanted

Dear Dragon:

Long, long ago in DRAGON #22 there was
an excellent article on pole arms. Now, in
DRAGON #52, two and a half years later,
there is an excellent article on siege warfare.
Too much time has passed with too few arti-
cles on weapons.

None of the people | play D&D with have
ever wielded a sword or thrown a spear. Many
questions and arguments arise. If you are
proficient with one sword, are you proficient
with all swords? Can a spear or javelin be
thrown while you are holding a shield, or does
body torque make the shield worthless or in
the way? Is a morning star a two-handed
weapon? What is a bo stick?

We 20th-century people are ignorant. Please
be more frequent with your articles on middle-
ages weapons!

Fred Cain
Indianapolis, Ind.

‘Chaotic messes’

Dear Editor:

Having now seen the three winning AD&D
adventures and the first of the winning D&D
dungeons, | feel it my duty to voice my opin-
ions concerning the quality and creativity of
these works.

My first and foremost complaint with these
IDDC winners deals with an argument long
ago beaten to death in the world of D&D and
AD&D gaming. This is the simple assumption
that fantasy is based (more or less) upon
reality.

Not only has this “absurd” notion been dis-
credited by game designers and magazine ed-
itors alike, but also by those, experienced or
inexperienced, who have to deal with these
giant loopholes in logic when they play AD&D
or D&D or other similar games. And even
though it was funny at first to see those same
game designers smash Monty Haul-ism and
realism to pieces in a single blow, it has now
become quite irritating.

| was not at all surprised to see some of
these giant broaches of irrationality in the
winning modules presented by DRAGON, but
| was shocked to find the overwhelming prob-
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lems and sheer impossibilities these prize-
winning entries proposed. This, of course,
only reflects partially upon the makers of
these adventures; the rest of the blame rightly
belongs to those who so ignorantly classified
these chaotic messes as “examples of true
creativity and stability in dungeon designing.”

My “lack of realism” argument is very well
supported in all of the AD&D entries. By tak-
ing a close look you will find an incredibly
large amount of monsters in a relatively small
area, which, in most cases, has not the means
to support even a few of the creatures pres-
ented. A few well placed questions show the
incredibility upon which all these situations
are placed. How do they eat? How often? Do
they always stay in that small chamber, or do
they roam? Does their natural environment
coincide with that of the adventure setting? If
not, then why do they stick around? Why
don't they fight the monsters next door for
food or territory? Where is their water supply?

As you see, these dungeons show a natural
impossibility to sustain even the smallest of
monsters. If the monsters don't eat each other
(a situation which would trim the population
down fast), then what do they eat? Rats? Is
the rat population that large? The sheer stu-
pidity in putting a pair of manticores (who
love the open spaces, as any winged beasts
would) in a dark cave 140 feet away from a
hungry gray ooze is obvious. Yet one of the
prizewinning modules did! Many examples of
faults like these exist in those “classic” mo-
dules you have given us.

A natural recourse for those who can't de-
fend their dungeon environments is to say,
“It's all done by magic.” Not only is this a
shoddy way out of bad DMing, but it also
illustrates the lack of commitment present in
the game master. Anyone truly devoted to his
or her players would consider every detail of
his adventure with careful planning before ac-
tually using it, and would discard such ob-
vious mistakes. I'm sorry to say that this con-
sideration was severely lacking in the AD&D
modules.

The amount of creativity, or lack thereof,
was also frustrating. Most of the situations
were composed only of bloodthirsty mon-
sters intent on the kill. Though there were a
few instances of traps and devices that took
brains and not brawn to survive, the number
was too small to make up for the ordinary
humdrum ones that seemed to litter the dun-
geon floors and walls. Why wasn't the amount
of creativity (and the use thereof) a factor
used in judging the entries?

To combat all of these low points in the
AD&D modules presented, | heartily suggest
that all future module makers buy, borrow or
steal the two modules Steading of the Hill
Giant Chief and The Glacial Rift of the Frost
Giant Jarl for examples of how a realistic ad-
venture would be set up. For those who are
not satisfied with these, the Blackmoor sup-
plement to D&D has an excellent dungeon
called “The Temple of the Frog.” All of these
would help to eradicate bad dungeon design-
ing and poor planning on the part of the DM.
However, even this can't make up for incom-
petent judging.

Tom Walton
Eugene, Ore.

We//, we seem to be stuck between the pro-
verbial rock and the hard place. Despite the
overblown way in which Mr. Walton makes
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many of his points, they are valid criticisms,
and we would be hypocritical to suggest
otherwise.

But we also must — and do —stand behind
the contest entries that we judged as the best.
They were the best, in our not-so-humble es-
timation, that's why they won, and that's why
they were published. But none of the entries
we received for either of the two contests
we've staged so far were even close to being
truly professional in presentation and quality
— in other words, the sort of module that Mr.
Walton would consider worthy of winning.

That statement is not meant as a slur on the
enthusiasm or the abilities of the hundreds of
people who have competed; all if means is
that the people who enter our design contests
are not professional game designers — and
they’re not supposed to be. In fact, if we ever
discovered that a ‘pro” had entered a dun-
geon in our contest, we would be compelled
to disqualify that entry, out of fairness to the
rest of the contestants.

The modules that readers of DRAGON have
seen, and will continue to see, represent the
best adventure settings that we found among
the manuscripts that were submitted. Sure,
they're edited and aren’t presented to you in
precisely the form they were submitted. But
they aren’t hashed over and wrestled with as
much as, for instance, a professional module
product that TSR Games might publish. We
don't have the time or the manpower to “de-
velop” modules as thoroughly as an actual
game company could (and should) — but
then again, we don’t charge five bucks or
more for one, either. And if we did pore over
every published module to that great an ex-
tent, the end result would probably be so al-
tered from the original that the author might
be hard pressed to find many of his original
thoughts and ideas intact. The object of the
contest is to encourage members of the gen-
eral gaming public to prepare a module as
professionally as they can — and then for the
winners to get the lion’s share of the credit for
what is published.

The point at which Mr. Walton’s criticism
breaks down is when he fails to realize, or
acknowledge, the obvious fact that “best” in a
contest such as this is entirely relative to the
quality of the rest of the entries. He has no
way of knowing how good — or how poor —
the non-winning entries were, and thereby
has no foundation for criticizing how the en-
tries were judged.

I've refrained as long as possible from pick-
ing apart certain words or phrases from Mr.
Walton’s letter, but my breath weapon starts

to heat up every time | look at the last sent-
ence of the fourth paragraph. We didn’t do
anything “ignorantly” in the judging of the
winners, and | take great exception to his
characterization of them as “chaotic messes.”
And I've looked everywhere | can think of to
look, but | can'’t find a quotation from the
magazine which uses the words that Mr. Wal-
ton places in quotation marks at the end of
that paragraph. (If we had said that — and we
very well could have — | would stand by it. But
as far as | know, the phrase “examples of true
creativity and stability in dungeon designing”
has never been printed in DRAGON maga-
zine, and it is grossly unfair and misleading of
a letter writer to enclose such a statement in
quotes, which leads a reader of the letter to
believe that we actually did say that. If my
memory is wrong, I'm sure someone will let us
know about if, but | can't imagine us ever
describing a prize-winning module as an “ex-
ample of stability.”)

We fully expect that, as the “art” of module
creation gets more and more sophisticated
over the months and years to come, the quali-
ty of module submissions that we receive and
publish will rise accordingly. And maybe
they'll be of so-called ‘professional” quality.
(Heck, some people think they already are,
and we aren’t going to try to talk them out of
feeling that way.) Until that time, we’'ll be quite
satisfied to publish the best we can get, and
will do so with pride, and if the Tom Waltons
of the world want to think of us as ‘“incompe-
tent”. well, we've been called worse. — KM

‘Wavering’

Dear Dragon:

| think DRAGON magazine has been waver-
ing in consistency. One issue will contain all
the articles | like and | think are qualified to
take up space in the magazine. Then the very
next issue will be lacking all of the necessary
articles.

The following is more of a suggestion than
a complaint. | like DRAGON and most of its
contents. Giants in the Earth is great. | love all
of the new NPCs you've designed. The Drag-
on’s Bestiary is always a blessing. Leomund’s
Tiny Hut always has something that | can use
in my campaign.

Altogether, my two favorite articles were
Sage Advice and Bazaar of the Bizarre. Notice
| said “were.” They aren’t now, nor is any
other article for that matter. | cannot devote
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myself to them because they are so inconsist-
ently in the magazine.

Overall, my point is that | would like to see
more consistency from DRAGON. | know it's
hard, but can you warn us when you won't
have everything?

Curt Miner
Hudson, Ohio

Hmmm. One man’s consistency is another
man’s what? Form letter? | fear that by
running columns using the same headings
from time to time that we may have promoted
a misconception. With the exception of the
letters to the editor (“Out on a Limb”) column,
the only consistency requirement we place
upon ourselves is 80-plus pages of high-
quality material about games and gaming ev-
ery 30 days. We have never, and will never, run
a column just for the sake of including the
same heading each month in the table of
contents.

There are a couple of reasons for this philo-
sophy. First of all, the regular features menti-
oned in Curt’s letter are produced by authors
and artists who aren’t on our staff, and we
have no control over when new material will
turn up at our offices. Second, even when
material arrives from month to month and
quantity is not a problem, we still have to be
concerned about quality. Like we said before,
consistency in quality is the thing we care
about more than anything else.

By the very nature of gaming, we will never
have everything that everybody wants to see
in a single issue. We couldn’t produce an
issue that big, and even if we did, you proba-
bly wouldn't like the price we'd have to charge
for it. — JJ
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‘Down-to-earth divinity

One DM'’s design for a mixed & matched mythos

by Ed Greenwood

The use and the specific nature of
divine beings have always been contro-
versial topics among D&D® and AD&D™
players. The existence, influence, and
personal power of such beings was an
integral part of both games from the
beginning. And yet, arguably, no de-
finitive system for the use of gods in a
campaign existed in print until the publi-
cation of the DEITIES & DEMIGODS™
Cyclopedia in 1980.

Before that, various pantheons and
systems were offered. Most had good
ideas, but none of them were complete
— such as TSR’s Gods, Demi-Gods &
Heroes supplement, Lawrence Schick’s
Choir Practice at the first Church of
Lawful Evil (Orthodox): The Ramifica-
tions of Alignment in DRAGON™ #24,
and Craig Bakey's Of the Gods in
DRAGON #29.

DMs not using these guidelines or not
finding them adequate had to wing it, or
(often literally) let clerics and other char-
acters get away with murder.

Too many AD&D players leave deal-
ings with the gods entirely up to the cler-
ics, so that an evil thief in the party can
cheat, steal, lie, defile good altars and
rob good temples, kill neutral and good
characters — and then have his wounds
serenely cured by the cleric of the party,
who happens to be lawful good.

This offense may not seem grave to
some; but it illustrates the “lip service or
less” attitude of most players toward the
gods they profess to worship. This does
not sit well with the free, humanistic (i.e.,
sharing human emotions and foibles)
gods presented in the DDG Cyclopedia,
who work their respective wills in the
multiverse by means of worshippers.

One would think a strict lawful deity,
for example, would use a cleric as a
watchdog to constantly rebuke, com-
mand, and advise party members (and
others) in the god's name. This is far
more logical and interesting than treat-
ing clerics simply (in typical fashion) as
protective spell machines who can't use
edged weapons.

Also part of this attitude is the abuse of
divine intervention; players ignore or
even take their god in vain until a sticky
situation arises — whereupon they cry
for the god’s aid. As a DM, | have played
such a god — and made it known that
disloyal followers dared much in having
the temerity to even hope for divine aid.
One way the god got his point across
was to have a particular bird (a sign

known to his followers) swoop down and
snatch weapons from their hands, even
as they faced enemies; to let them know
he was not pleased!

Not all gods are vengeful characters
—but some are capricious and chaotic in
the extreme. Gods should be feared, not
sneered at — and robbing a temple, tak-
ing a god’s name in vain, or defiling or
ridiculing a ritual, a place of worship, or
even a devout worshipper is sneering, as
far as that god is concerned.

Clerics should constantly seek to furth-
er their deity’s ends; this is the only
means of success in their lifelong pro-
fession. They will only rise in favor—and
service (experience levels) — if their ac-
tions please the deity.

As a DM it is a great relief to use the
DDG and at last be able to tell players
who their characters’ deities are and
what the deities require. The price of di-
vine magical aid (even the routine sort
given to clerics) becomes much higher
— and characters are faced with a poten-
tially much more “difficult” existence.

To run a campaign this way requires a
detailed system of gods and godlike be-
ings.’The backbone of any pantheon in-
cludes the rationale or “grand design,”
the power relationships or hierarchy,
and details of worship (particularly that
of player characters). Once in place, the
system need only be referred to as player
actions require, but the DM who tries the
campaign without it will sooner or later
find that the far-reaching consequences
of a hasty decision have come back to
haunt him. A few (rather drastic) me-
thods of resolving contradictions regard-
ing gods are mentioned later. Note that a
pantheon can — and should — have
some “hazy” areas, so it may grow and
develop with the campaign.

Most existing campaigns have had
such hazy areas — too many of them.
Enter DDG, quantifying the abilities of a
wide selection of divine beings. But it
was not the answer for many DMs.

Quite rightly, DDG gave no grand de-
sign, no definitive pantheon; the compo-
sition of a pantheon must to some extent
reflect its creator’'s beliefs and desires,
and so determine the direction of the
entire campaign.® This article outlines
the problems and decisions involved in
creating an AD&D pantheon; it presents
no grand design. My mythos are used for
examples and explanations — and not as
the “right” one. Most important is not
what | chose, but why | made the choices.
DDG gave DMs a wide variety of pan-
theons to choose from — a variety that,
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seen as a whole, tended to conflict in
basic philosophy (grand design), divine
portfolios, and overall tone. This seems
to preclude using all at once.*

The sheer size of the cast of gods in
DDG is unwieldy, as well as having con-
tradictions. What, then, are the “good
parts”? Which gods does one choose?

The AD&D purist will note immediate-
ly that the rules regarding gods and god-
like beings are not complete — the Ele-
mental Princes of Evil and most of the
gods of the Greyhawk campaign are lit-
tle more than names. For example, the
DMG cites the existence of Joramy,
goddess of volcanic activity (page 160),
and the Deck of Many Things mentions
“Death” as a god, but neither is alluded
to any where else. DDG gives us only one
of the orcs’ gods, and only the names of
three dwarvish gods.

Clearly, then, the DM has both a lot of
work and a lot of leeway. To adhere to
the AD&D structure, however, requires a
DM adopt, more or less wholesale, the
“Nonhumans’ Deities” section of the
DDG and Thrym and Surtur (the giants’
gods) from the Norse mythos. (A serious
problem with wholesale adoption of the
Norse pantheon is discussed later.)

Where does one go from here? As El-
minster the Sage has said, “The wise
man learns all he needs to know, and can
find out, before he begins a task.” In like
manner, the DM must determine the
properties of his pantheon. Do all planes
have a ruling deity? Are all alignments
represented by deities? Are representa-
tions of alignments (good vs. evil, law vs.
chaos) balanced within a pantheon? Who
is the most powerful god — and more
specifically, who takes precedence or
wins godly disputes? How do gods de-
rive their powers, and what are their in-
terests, aspirations, likes and dislikes?
What rules or restrictions do divine be-
ings respect, or are they bound by? How
are godly portfolios divided up, and is
overlapping of these portfolios (i.e., var-
ious “guardians of the dead” of all align-
ments; or, differing war gods worshipped
by different races) permissible?

In short, the DM must devise a grand
design and then arrange his mythos to
fit. In my case, | envisioned a long-
lasting universe where all creatures
(within the limitations of self and envi-
ronment) had free will. For the universe
to be long-lasting, | presumed a balance
between alignments -with a surplus of
neutral self-interested beings allowable,
perhaps, on the rationale they added
stability to this aspect of the universe.
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This lets evenly matched forces of op-
posing alignments contest endlessly for
dominion and is also necessary for max-
imum free will.

The AD&D game is premised upon
free will. Philosophical quibbling aside,
the idea of adventuring assumes crea-
tures’ actions (within the limitations im-
posed by the environment) determine
their destinies. This in turn requires gods
have free will —and therefore their con-
trol of men is imprecise (causing most to
employ mortal and/or deity-level ser-
vants as intermediaries). Gods are in fact
no more than supermen. That is, they do
not have absolute control over events
and beings, may have foibles and emo-
tions similar to those of men, and can
employ only limited precognition (such
as the Augury spell) due to their superior
reasoning and perceptive powers.

Although gods generally have awe-
some powers such as intraplanar travel
and immortality, natural magical abili-
ties, and greater personal attributes than
other creatures, gods cannot transcend
“the system”— at least, not without des-
troying game balance. Men, such as
magic-users and those who control arti-
facts, may employ the same forces as
gods; such forces are natural, part of the
multiverse, and gods are therefore mere-
ly beings of much greater power, still
bound by the system’s limitations. This

stipulation disqualifies creator deities
(which transcend the system) and those
which jump around in time, such as Yog-
Sothoth in the Cthulhu mythos, or those
which possess predestination, such as
the Norns or any infallible oracles — or
the entire Norse pantheon!

As Paul Kocher puts the subject in A
Reader’s Guide to the Silmarillion (Bos-
ton, Houghton Mifflin, 1980), master of
fantasy J.R.R. Tolkien rejected ‘the three
Norns or Fates, Urd (Past), Verdandi
(Present), and Skuld (Future). These
three predetermined the fates not only of
men but also of the Norse gods them-
selves, and nobody could say them nay.
Such a doctrine was abhorrent to Tol-
kien, who believed passionately in free
will, as all his writings demonstrate.”

The events of Ragnarok, Kocher points
out, were known to the gods in detail.
Indeed, says Kocher, “Norse mythology
is full of tales showing Odin wandering
about in disguise to gather from the wise
all the information he can get, not to
avoid Ragnarok, which he knows cannot
be done, but to find out, if he can, when it
will come and what, if anything, will
happen afterward. That, for example, is
the object of Odin’s questioning of the
Sybil in The Elder Edda.” ®

Frank Herbert speaks more sharply
from the humanistic-deity viewpoint in
God Emperor of Dune: “It has occurred
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to me more than once that holy boredom
is good and sufficient reason for the in-
vention of free will.”

Predestination cannot exist if free will
is the grand assumption of the AD&D
universe. Pantheons that burden gods
and lesser creatures with a purpose and
a role in the overall scheme of things
—established at or before the birth of the
character — hardly admit of freewheel-
ing adventurers, and are thus incompat-
ible with the AD&D scheme of things.

This is not to say that false beliefs
(even among the gods themselves) of a
Ragnarok or a Creation cannot exist —
and be delivered down to mortal wor-
shippers as sacred truth. The “system,”
or the natural workings of the multiverse,
can be administered by the DM as a
“Great Mystery” (to the players), or a
known higher force (readers of Michael
Moorcock’s Eternal Champion series will
recall the Cosmic Balance). Some higher
directive might require the balance of
gods be maintained, so that if one slays
the war god, one must take his place.’
The DM can in this manner remove char-
acters of stratospheric level from the
campaign. Another mechanism for keep-
ing things under control is the “Gods-
war.” This concept is also a good justifi-
cation to cover the changeover of a
campaign from D&D rules to AD&D rules

(Continued on 2nd following page)
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Name
AURIL
AZUTH
BANE
BESHABA
BHAAL
CHAUNTEA
DENEIR

ELDATH

GOND

HELM
ILMATER
LATHANDER

LEIRA
LLIRA

LOVIATAR
MALAR

MASK
MIELIKKI

MILIL
MYRKUL
MYSTRA
OGHMA
SELUNE
SHAR
SILVANUS
SUNE
TALONA
TALOS
TEMPUS

TORM
TYCHE

TYR

UMBERLEE

THE DEITIES & DEMIGODS OF THE FORGOTTEN REALMS: Human Deities

Nicknames, titles
Frostmaiden

High One

Lord Bane,

The Black Lord
Maid of Misfortune,

Portfolio

Goddess of Cold

Patron of Magic Users

God of Strife, Hatred,
Tyranny

Goddess of Mischief,

Black Bess, Lady Doom Misfortune, 1l Luck, Accidents,

Lord of Murder

Great Mother

Lord of All
Glyphs and Images

The Quiet One,
Goddess of Singing
Waters

Wonderbringer

He of the Unsleeping
Eyes

God of the Morning

Lady of the Mists
Our Lady of Joy

Maiden of Pain

of Torturers
The Beastlord,
The Stalker
Lord of Shadows
Lady of the Forest

Lord of Bones, Old
Lord Skull

The Lady of Mysteries
The Binder

Our Lady of Silver

Mistress of the Night,
The Lady of Loss
Oak-Father

Firehair

Lady of Poisons,
Mistress of Disease
The Destroyer,
The Raging One
The Lord of Battles,
Foehammer

...the True,

...the Foolish,

...the Brave

Lady Luck

Grimjaws
...the Even-handed
The Bitch-Queen

(Treachery,
God of Death
Goddess of Agriculture
God of Literature, Art

Betrayal)

Goddess of Waterfalls,
Springs, Streams, Pools, Stillness,

Peace, Quiet Places, Guardian of
(druids’) Groves

God of Blacksmiths, Artificers,
crafts and construction

God of Guardians

God of Endurance, Suffering,

Martyrdom, Perseverance

God of Spring, Dawn, Conception,
Vitality, Eternal Youth, Renewal,
Self-Perfection, Beginnings

Goddess of Deception, lllusion

Goddess of Joy, Carefree Feeling,
Contentment, Release, Hospitality,
Happiness, Dance, Patron of
Festivals

Goddess of Pain, Hurt, Patron

God of Wild, Marauding Beasts,
Bloodlust, and Hunting
God of Thieves, Intrigue
Goddess of Forests, Dryads,
Patron of Rangers
God of Poetry, Eloquence, and Song

God of the Dead, Wasting, Decay,
Corruption, Parasites, Old Age,
Dusk, Fall, Exhaustion

Goddess of Magic

God of Knowledge, Invention,
Patron of Bards

Goddess of the Moon, Stars,
Navigation

Goddess of Darkness, Night,
Loss, Forgetfulness

God of Nature, Patron of Druids

Goddess of Love, Beauty, Charisma,
Passion
Goddess of Disease, Poisoning

God of Storms, Destruction
God of War

God of Duty, Loyalty, Obedience,
Those who face danger to further
the cause of good

God of Good Fortune, Luck,
Victory, Skill, Patron of
Adventurers and Warriors

God of Justice )

Goddess of Oceans; Waves and
Winds at Sea, Currents
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Align.

NE
LN
LE
CE
LE
NG
NG

N

LN

LG

NG

CN
CG

LE

CE

NE
NG

CG

NE

CG

CE

CE

CN

LG

CG

LG

CE

Rank
Demigoddess
Demigod
Greater God

Lesser Goddess

Lesser God
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Home plane
Pandemonium
Arcadia
Acheron

Abyss

Gehenna

Greater Goddess Elysium

Demigod

Demigoddess

Lesser God
Lesser God
Lesser God
Greater God

Demigoddess
Demigoddess

Demigoddess
Demigod

Lesser God
Lesser Goddess

Demigod

Greater God

Greater Goddess

Greater God

Lesser Goddess

Greater Goddess

Greater God

Greater Goddess

Demigoddess
Greater God
Greater God

Demigod

Lesser Goddess

Greater God

Lesser Goddess

Happy Hunting
Grounds
Prime Material

Concordant
Opposition
Nirvana

Twin Paradises
Elysium

Limbo
Olympus

Gehenna
Tarterus

Hades
Prime Material

Happy Hunting

Grounds
Hades

Nirvana
Concordant
Opposition
Gladsheim
Hades
Concordant
Opposition
Olympus
Tarterus
Pandemonium
Limbo

Prime Material

Olympus

Seven Heavens

Abyss
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THE DEITIES & DEMIGODS OF THE FORGOTTEN REALMS: The Elemental Lords

Name Nicknames, titles Portfolio Align. Rank Home plane
GROME Gnarly One, King of the King of Earth Elementals N Lesser God Elemental Plane
Land Below the Roots of Earth
KAKATAL The Lord of Flames, Lord of Fire CN Lesser God Elemental Plane
The Firelord Elementals of Fire
MISHA The Lord of Air, Lord of Lord of Air Elementals N Lesser God Elemental Plane
the Wind Giants of Air
STRAASHA The Water Lord Lord of Water Elementals N Lesser God Elemental Plane
of Water
THE DEITIES & DEMIGODS OF THE FORGOTTEN REALMS: Cults of the Beast
Name Nicknames, titles Portfolio Align. Rank Home plane
ASLAN Lord Firemane Lord of Lions, Strong Beasts LG Lesser God Seven Heavens
BESPARR --- Lord of Horses CG Demigod Prime Material
CAMAZOTZ --- Lord of Bats CE Lesser God Prime Material
FILEET --- Lady of the Birds CN Demigoddess Prime Material
HAAASHASTAAK--- Master of All Lizardkind N Demigod Prime Material
HLYYAAK - King of Camels CG Demigod Prime Material
LOLTH --- Demon Queen of Spiders CE Lesser Goddess Abyss
LURUE Silverymoon Queen of Talking Beasts, CG Lesser Goddess Olympus
Intelligent Creatures
MEERCLAR --- Mistress of Catkind CN Demigoddess Prime Material
NNUUURRRR'C'C King With Wings Master of the Insect Swarm N Demigod Prime Material
NURU-AH --- Master of Cattle : N Demigod Prime Material
PYARAY Whisperer of Lord of the Ocean Abysses, CE Lesser God Prime Material
Impossible Secrets Creatures of the Deep
REPRA - King of Serpents CE Demigod Abyss
ROOFDRAK --- Master of All Dogs \ N Demigod Prime Material
SNEEL The Great Rat Lord of Rats CE Lesser God Prime Material

—and will also justify any other divine
revisions the DM feels necessary, once.
Simply put, the Godswar is strife among
the gods —- direct, physical battle in
which gods are destroyed, or their pow-
ers undone, wrested from them, or dis-
torted, and a new hierarchy is created.

The most important feature of this
conflict is that worshippers are not in-
volved; all clerics and other servants are
completely cut off from their deities —
unable to communicate with them, ren-
ew spells above 2nd level, or receive ac-
curate or complete information regard-
ing the war afterwards (for deities may
not wish to tell all to just any mortal).

The Godswar truly can cover a “multi-
tude of sins,” in the manner described in
the battle between the Vom and the
Guardian in Alan Dean Foster's novel
Bloodhype; side effects of the energy re-
leased in the conflict can transform or
teleport landscapes, people, and any
number of items on the various planes.

Enough of the controlling principles
— back to the selection of deities. In my
case, | wanted all of the outer planes to
have ruling deities (a la Lolth’s rule of a
plane of the Abyss in Q1). This precludes
the Nordic bunching of gods in Glad-
sheim, the Greek grouping of gods in
Olympus, and Leiber's grouping of gods
in Godsland. A few planes, notably the
Prime Material,® would be “no man’s
land,” ruled by no deity.® Moreover, |
wanted no direct Egyptian, Mayan, Chi-
nese, Greek or suchlike mythological
stamp on my pantheon, preferring in-
stead a vaguely Norse/Celtic/*old faerie
England” flavor. Favorite deities such as

Ishtar, Mitra, and Set had to be regret-
fully abandoned. Other DDG deities
could be adopted with cosmetic (name,
appearance, minor powers) changes.

| also found it expedient to have over-
lapping portfolios among the gods.®
This allows strife among various priest-
hoods as the prominence of gods within
a community or society changes, and
allows both nonhuman deities (such as
the elvish and centaur gods in the DDG)
and human deities (such as the druids’
god or gods) to coexist, both granting
spells to worshippers.

This follows the notion that gods pos-
sess power relative to the worship they
receive, but | have deliberately left this
idea vague and undeveloped, for players
would love to learn such mechanisms in
order to influence the relative power of
gods for their own ends, and that type of
manipulation upsets the balance of a
campaign very quickly. Note that an in-
dividual may often serve one deity, de-
liberately advancing or attempting to
further its aims and its cause, while pla-
cating (“lip-service worship”) another. A
lawful evil guard, for instance, could pla-
cate Helm (the god of guardians) but
actively worship Loviatar, Bane, or per-
haps even Tempus.

A secondary advantage to allowing
overlapping portfolios is that players will
not immediately know the deity (and ac-
companying religious restrictions) of an
encountered NPC by knowing the NPC'’s
class (or for that matter, race or align-
ment”). Such knowledge could prove a
quite significant unfair advantage in play.

Portfolios (gods of war, of sea, etc.)
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must be related with various alignments.
Either (1) each portfolio is represented
by gods of every alignment, or (2) each
portfolio may have a god of an alignment
deemed fitting: A god of justice may be
lawful good or lawful neutral, or a god of
war or of the sea may have a chaotic
alignment. (For the reasons stated above,
and to keep the number of gods down to
a manageable quantity, | chose the latter
method of relating alignments to deities.)

Given these considerations, the pan-
theon listed in the charts on this page
and the preceding one was developed
for my Forgotten Realms campaign.?
Later additions to official AD&D material
such as the “Elder Elemental Gods”
mentioned in module D1, the “Elemental
Princes of Evil” in T2, and the Gods of
Greyhawk, will no doubt cause some
modifications in the pantheon. The four
elemental gods from the Melnibonean
mythos in the DDG, for instance, may be
discarded if Gygax’'s elementals conflict.
As presented in the DDG, however, the
four fit nicely with information in the
Monster Manual.

All nonhumans’ deities, plus Thrym
and Surtur of the Norse mythos, from the
DDG, have been adopted. Dryads wor-
ship Mielikki, treants worship Grome
and Rillifane Rallathil, and nymphs wor-
ship Eldath (they believe she is the source
of the power to kill those who look upon
their naked forms). The dominant (hu-
man) race has the largest and most var-
ied pantheon — a logical expression of
the variety of beliefs and interests which
has made the race dominant.

(Turn to page 52)
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by Am Ashleigh Parker

“Rough: Includes ruins within up to five miles of the party.” So
reads the Dungeon Masters Guide. And that is virtually all the
AD&D™ rules say about the outdoor companion of the deep,
dark dungeon.

The question arises: Why should a Dungeon Master include
ruins in a campaign? Dungeons, one may point out, present a
place for players to encounter the fantastic creatures of the
ADVANCED DUNGEONS & DRAGONS® game. | concede that
the dungeon provides a medium for the Dungeon Master to
present tricks, traps, and monsters, but its scope is still limited.
Many DM'’s and players alike scoff at dragons, and similar avian
inhabitants of underground labyrinths. Therefore, the conten-
tion can also be made that ruins are as integral as dungeons to a
well balanced game.

10
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Rotted & risky —
but rewarding

The differences between a dungeon and a razed city are not
world-shattering, but they are significant. The druid character
class, for instance, has much more potential in an outdoor
setting such as a ruin. Many ruins may once have had a park that
would, in all likelihood, still thrive. This park, aside from present-
ing many opportunities for DM expansion, is ideal for the druid’s
operations. Other differences include weather, alleys and vis-
ibility. Storms, cold winds, or heat waves could change the
situation somewhat. For instance, bundling up with warm bulky
furs because of freezing winds may reduce the dexterity and/or
“to hit” figures of a character.

Another unique feature of ruins is the alley. The alley con-
nects main streets and side streets. This gives the party much
more maneuverability, so they may not be channeled to a cer-
tain place as easily as in a dungeon. Also, the alley can be a
place of adventure and danger for a character. Imagine a fighter
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walking through a narrow alley, enshrouded by the shadows of
buildings. Suddenly, he sees a tall, shadow-covered figure ten
feet ahead. As the thing moves closer, he see the sickly green
color of troll skin....

A final important feature of ruins is visibility. The use of
torches will be rare, since the party will rarely enter a devastated
city in the evening or nighttime. Further, most (if not all) build-
ings will have windows, and light will usually enter via these
portals. Of course, there are ways to combat this “all-seeing
player” problem. Many windows could be boarded up or cov-
ered with a shade, cutting off light inside the buildings. Outside,
however, the problem is much more complex. If no other logical
means is apparent, a desperate DM could alter the normal
weather patterns. A low, dense fog could curtail the range of
characters’ vision, or dense clouds could obscure the sun. Even
though this can be done, weather patterns should only be al-
lowed to change normally; a fog doesn’t spring up every time a
character sticks his head out a door.

After deciding to include ruins in his campaign, the DM must
then draw out the destroyed city. Graph paper with one centi-
meter equal to ten squares (each small square equal to ten game
yards), is suitable for a large city of, say, 10,000 people. A
smaller scale should probably not be used unless the city is, in
fact, a town. If this is the case, then the town should be complete-
ly designed by the DM, and the charts in this article should be
ignored -they are only for use in large cities Note that, despite
the drawing’s scale, the party should only be allowed to move 10
feet for each 1" of movement rate, and in all other respects as
well the party should use dungeon scale (i.e., each 1" of spell
range equals 10 scale feet, etc.).

The large destroyed city would include several potentially
dangerous places. A graveyard, for instance, is essential. It
could be in the center of the city, or at the outer wall, or even
outside the city in a special cordoned-off burial place. As all
DM'’s know, the tombs of the dead often present exciting AD&D
scenarios.

Ruins should also contain a centralized government building.
A palace could serve for a monarchic government, while a large
conference room, with adjoining chambers, could serve for an
oligarchic administration. This central building could presently
be the center of some great malevolent force, or (perhaps) it
could be controlled by a demented ogre mage.

After the DM has finished drawing the destroyed city, he may
notice a couple of ways players may cause trouble. For instance,
an invisible thief may climb a wall, and then, with map and
pencil, proceed to map out the perimeter of the city. Actions like
this can, especially in a large city, cause a DM quite a bit of
consternation. There are ways to deal with this situation, how-
ever. First, as with all problems of this nature, the DM may
disallow it on the basis of game logic, which may include rea-
sons such as: It would take too much time; it would give too
much information away too easily; and/or it would make an
otherwise enjoyable game into a boring exercise in reality.

A second way to deal with this situation, if the playing session
is almost over, would be to end the session; when the game
resumes, the DM may give out a map of the perimeter of the city
to the party, giving the map-making thief credit for mapping the
perimeter but without making the entire playing group wait
during the tedious process. A DM-provided map should include
some deliberate errors, to approximate mistakes the charac-
ter(s) might make if they developed the map themselves. When
the map of the perimeter is drawn, the DM should not also map
any inside part of the city just because players claim they can
see down the roads into the interior. It is advised the DM tell the
players that the roads, even if they extend straight into the
center of the city, will only enable vision from the perimeter for
100 yards into the ruins. The shadows of buildings, the DM may
say, prevents discerning what lies within the middle of the city.

Monsters and lairs
The primary threat to characters in a ruined city will not come
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from wandering monsters that may be encountered within, but
from monsters who have /airs inside the city. But how does a DM
choose which monsters will inhabit certain parts of his ruins?
First, the DM should systematically go through the map of his
city, determining which buildings will be the lairs of monsters,
The DM should not, at this time, determine what specific type of
building comprises each monster's lair. This should be done
when the players are actually aware that it is some creature’s
lair, or at any other time when the party happens to be interested
in knowing the building’s type. To do otherwise would take too
much time for most DM’s (assuming that there are 30 or more
lairs in an average-sized ruin). Note that an avian creature’s lair
should automatically be assumed to be an unusual personal
residence, unless the flying creature is so small that its move-
ment within a normal building is not impeded by the building’s
internal and external features.

The kind of creatures that should be allowed to have a lair
within a razed city can be determined randomly using the DMG,
choosing the wandering monster chart appropriate to the pre-
vailing conditions, and then cross-indexing with the “rough
terrain” category. However, this random determination should
not be allowed to be absolute in its decision. Some creatures
cannot lair in buildings, perhaps because they have no lair (e.g.,
wild dogs) or, perhaps because they are incompatible with the
surrounding terrain (e.g., white dragon in a subtropical climate)
or, possibly, because the number of creatures in the lair —which
is always the highest possible “number appearing” that can be
rolled according to the Monster Manual — is too great a number
(e.g. a tribe of orcs, which would number 300). A final rule which
must be observed, to offset the fact that the party must always
face a maximum number of creatures in all lairs, is that all lairs
must have treasure. This rule excludes other monsters (those
who do not possess treasure) from lairing in razed cities, an
example being the lion.

Table |
Monsters that may lair within ruins

Anhkheg Hippogriff Rakshasa
Ant, Giant Hydras (all) Remorhaz
Ape, Carnivorous Intellect Devourer Rot

Basilisk Jackalwere Rust Monster
Beetle, Giant Boring Jaguar Salamander
Beholder Ki-rin Satyr

Blink Dog Lamia Scorpion, Giant
Brownie Lammasu Shadow
Bugbear Leprechaun Shambling Mound
Carrion Crawler Leucrotta Shedu
Catoblepas Lich Slithering Tracker
Centaur Lizard, Fire Spectre
Chimera Lizard, Minotaur  Sphinxes (all)
Cockatrice Lizard Man Spiders (all)
Couatl Lurker Above Stirge
Displacer Beast Lycanthropes (all) Su-Monster
Doppelganger Lynx, Giant Sylph
Dragons (all) Manticore Titan
Dragonne Medusa Toad, Ice
Dryad Minotaur Trapper
Eagle, Giant Mummy Troll
Gargoyle Naga, Guardian Vampire
Ghast ny? Naga, Spirit Wasp, Giant
Ghost Nymph Water Weird
Ghoul gre Weasel, Giant
Giants Ogre Mage Wight

Gorgon Owl, Giant Will-o-Wisp
Griffon Owl bear Wolf, Winter
Groaning Spirit Peryton Wraith

Harpy Pseudo-dragon Wyvern

Hell Hound Purple Worm Yeti
Buildings

A ruined city is made up of buildings, those still standing and
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those that have been leveled. Those buildings that have been
razed are of no particular use to the DM, but this is not true of the
buildings that still stand. They are very useful. Following is a list
of buildings that may be located within a ruins.
Table 1l
Building types

d% roll Building type d% roll Building type

01 Alchemist 47 Jeweler-gemcutter
02-05 Armorer 48-50 Leatherworker
06 Bank 51-53 Library
07-09 Barber 54-56 Liquor
10-13 Bowyer 57-58 Metal worker
14 Brothel* 59-60 Nursery
15-17 Butcher 61-70 Private residence
18-19 Candlemaker 71-74 Produce
20-22 Church 75 Sage

23 Ceramic molder 76-78 School
24-26 Clothier 79 Sheriff

27 Furniture 80 Specialty shop
28-32 General store 81-83 Stable

84-87 Swordsmith
88-95 Tavern

33 Glassblower
34-35 Hardware

36 Herb 96 Theater
37-41 Hospital 97-00 Weaponer
42-46 Hotel *— Or roll again.

When the players investigate a building containing a monster,
the DM should determine the building type using the chart
above. Then, using the following explanations, the DM should
describe the building to the group and await their reactions. The
monsters will, of course, behave as the DM sees fit, and, accord-
ingly, no restrictions will here be placed on their behavior.

Definition of terms
The following is a list of terms used repeatedly in the descrip-
tion of building types.

Term Definition

Poison Type A, Ingestive.

Books See DRAGON #37 — Libraries by Colleen A.
Bishop, but ignore the magical tomes, books,
and scrolls.

Webs Webs may be either thin, and go unnoticed,

or thick, so that they thoroughly obscure vi-
sion. To determine the thickness of a web,
roll d4: A result of 1 means total visibility, 2
means that parts of the room are obscure, 3
means that most of the room is covered with
webs, and 4 means that the room is encased
in webs. The webs can be easily pushed out
of the way or burned.

This term, while meaning that things of
monetary value do not exist within a room,
does not necessarily indicate that there is
nothing useful inside a room. Forks, knives,
furs, and pillows are just a few examples of
the objects that may be found in a building.

Nothing of value

Description of building types

In some of the following descriptions of building types, it is
recommended that certain treasures be placed at designated
locations within a building. These recommendations are meant
only for buildings which serve as the lair of a monster, and,
therefore, they should be ignored under other circumstances
(i.e., when players investigate a building containing no mon-
ster), but any dangerous magic, items should be retained (poi-
son included). However, if the players have access to this article
(and thus would know that, if the building contains no monster’'s
lair, no liquid substance could be of a beneficial nature), the DM
may wish to leave certain beneficial potions within the building.
It is important that the DM realize that any magic items recom-
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mended in the listings below are in addition to those that may be
part of a monster's hoard.

Alchemist: The residence in which an alchemist would once
have lived is a round tower (90%) or a normal building (10%).
The height of a normal building is always three stories, but the
height of a tower is 4-6 stories. Normally, the tower has less floor
space than a normal building, and, thus, the structures’ volumes
are approximately equal.

The first story of an alchemist's residence/workshop will usu-
ally be barren of furnishings, save for a series of small braziers
that will typically line the walls. They were, at one time, used to
burn incense. There should also be a torch holder somewhere
on the walls. A spiral staircase (in the center of the room if a
tower and in the corner of the room if a normal building) will lead
to the second story.

The second story should contain shelves, overturned tables,
chairs, broken vases, shattered urns, and a single window (two if
in a normal building). There is a 10% chance that there will be a
small cubbyhole set into the wall that contains 1-6 potions.
There is a 25% chance that any given potion will be poison, and a
75% chance that it is a beneficial magical potion (use the ran-
dom determination chart in the DMG). The spiral staircase
should continue upward into the chambers above.

The third floor is the living chambers of the alchemist. A
sundered bed, dresser, and desk should be found here, as well
as shelves of books (if within a normal building). If the residence.
is a tower, then the fourth and fifth stories contain books. The
sixth story, if it exists, should contain 1-10 flasks, 2-7 small
plates, a basin, 1-4 jugs, 2 measuring devices, and two tables
(upon which sit the furnishings listed above). There is a 25%
chance that all of the materials found in such a place are broken
and useless, and only a 10% chance of successfully locating a
particular (undamaged) item being sought, if it is determined
that some undamaged items do exist on the premises.

Armorer: The abode of an armorer ranges from one to two
stories in height. In the case of a one-story building, 80% of the
floor space should be partitioned off for a work area. The majori-
ty of this space will be taken up by the armorer's tools, now
broken and useless. An anvil (or two), hammers, a bellows, a
forge (once used for softening metals), and tongs should be just
a few of the things still within the room. There should also be
some rusted suits of mail. Any character with the secondary skill
of armorer may, at the DM’s discretion, find a sufficient number
of usable tools to repair any damage in the armor worn by
members of the group. The section of the room that has been
partitioned off from the main room is the living quarters of the
armorer. These two rooms may be joined by a door or by an
open hall. The armorer's quarters will have been looted, and
nothing of value should be found within it.

If the building is two stories in height, then the first story is not
partitioned off and consists entirely of the tools of the armorer
(in this case there will be two anvils and, perhaps, two forges).
Somewhere in the room there should be a staircase leading to
the second story. The second story is the former armorer’'s
quarters. There may be a set of magical mail within this room
(10% chance). If a set of magical mail exists, then there is a 50%
chance it is Ring Mail x1 and a 50% chance it is Ring Mail of
Vulnerability (tests as +1 armor, actually acts as -2; see Plate
Mail of Vulnerability, DMG p. 165). Other than the magical malil
that may be within the room, nothing of value remains inside the
upper story.

Bank: Banks range from 2-6 (d10/2+1) stories in height. The
first story should contain desks, chairs, tables, and countertops.
This is where the normal business of the bank took place. There
should be a spiral staircase at the back of the room that leads to
the upper stories. The second story, and every additional story
thereafter (up to the maximum number determined by the dice),
contains a huge vault. Each vault has a chance of still being
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intact (varying with how high it is from ground level) and, if it is,
there is an additional chance that it contains coins, according to
the following table:

Height in Vault Copper* Silver* Gold*
stories intact% (% & #) % & #)
2 40% 80%, 10,000 30%, 1,000 0%, O
3 50% 70%, 8,000 30%, 1,200 10%, 300
4 60% 60%, 6,000 40%, 1,500 50%, 500
5 80% 20%, 2,000 60%, 4,000 80%, 1,000
6 90% 0%, 0 60%, 6,000 95%, 4,000

*— |If the vault is intact — and, of course, if the bank is a
monster's lair — then there is a chance (as listed) that it will
contain the specified number of coins of each type.

All vaults are extremely hard to open, some of them being
virtually impregnable (thus, their high chance of being intact
even amidst the ruins). The chance for a givenm thief to open the
lock on a bank vault is computed by multiplying the height of the
vault (in stories) by 20, and subtracting that number from the
thief's normal percentage chance to open a lock. Thus, a 17th-
level dwarven thief with a dextereity of 17, who would have an
adjusted open-locks chance of 119% for normal locks, has only
a 49% chance of cracking a third-story vault, and no chance to
open a vault on the sixth story, because the adjustment for the
vault's height (6x20=120) is greater than 119.

Vaults withstand damage in structural points equal to their
height in stories; Knock spells will not work on vault doors.

Barber: The barbershop of old was a simple place, always
one-storied and modestly furnished. Nothing of value should
remain within the building, but there should be a few chairs and
washbasins still inside the structure.

Bowyer: The bowyer’s workshop is 2 or 3 stories in height. The
first story was once the workplace of the bowyer. It should
contain rotted wood, partially finished bows and arrows, and a
completed bow or two. The condition of the completed bows
depends on where they have been stored. If left out in the open,
they are surely ruined, but if stored behind a glass case (for
instance), they may be in good condition. The DM should de-
cide, depending on the weapon needs of the adventuring group,
whether the bows are ruined or not. There should be a staircase
leading to the second story.

The second story was, at one time, the residence of the bow-
yer. It should be in decent condition, but nothing of value should
be found within the lodging. However, the third floor, it it exists,
could prove very useful to the characters, for it was once the
storage house for the bowyer. As the characters throw open the
trap door to the third floor, they should see lots of webs. After
clearing the webs away (if they choose to do so), the group will
behold a storehouse of 20-120 arrows in good condition and 1-6
usable (unstrung) bows. There should be an additional number
of bows and arrows that are rotted and useless, equal to 100%
and 200%, respectively, of the number of usable items found.

Brothel: If the city that is now in ruins had a moral fabric that
would not permit a building of this sort to exist within its boun-
daries, then the DM may either reroll on the building type table
or limit to one the number of brothels found within the ruins.

The brothel will range from 2-7stories in height. The first floor
contains a reception area (with once-beautiful tapestries and
cushions that are now rotted and moldy) and a kitchen area. The
upper stories contain bedrooms, often covered with webs.
There is a 10% chance for each room that there is a secret
cubbyhole (detected as a secret passage) containing either
(25%) a potion or (75%) 10-60 gold pieces. The potion is poison
(25%) or a random potion from the DMG (75%). Nothing else of
value should be found within the brothel.

Butcher: A butcher shop is always one story in height, and it
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contains a food locker as well as a table for cutting meat. A
counter divides the front of the interior from the back. The back
of the room contains the table and butcher knives (now rusted)
that were once used in cutting meat. A small food locker, once
kept cold by blocks of ice, also lies in the back of the room.
Nothing else of value is within the building.

Candlemaker: A candlemaker's shop is one (75%) or two
(25%) stories in height. The first story contains a counter, as do
most shops, separating the room into two parts. The back part of
the room contains instruments, unmelted wax, tables, tallow,
and wood to make incense, torches, and, of course, candles.
There will be from 1-10 usable pieces of incense, torches and/or
candles within the room, and there will also be a great number of
potentially usable items yet unfinished. Webs will cling to the
walls, and nothing else of value will be in the room. The second
story, if it exists, is the living quarters of the candlemaker, but
nothing of value will be found within it.

Church: church is large and impressive; its height should
be from 7-10 stories. The first story was once the site of all
church ceremonies, and this should be reflected in the grandeur

(Turn to page 70)



by John R. Shaw

The warrior knew he was dead even before the enemy’s steel
bit hungrily into his warm flesh. Only moments before, it was he
who had this creature near death. It was not until he stumbled in
the midst of a fast and frantic exchange of blows that the
thought flashed through his mind — this might be his last fight.
The bright steel that had held a razor-sharp edge through so
many battles now seemed to dull as it connected harshly against
the metallic skin of the creature.

The