GLOSSOGRAPHY \\\”

\ - Fur the Gmde to the WORLD OF GRE’YHAWK“ i £ /
' Fantasy Settmg e  §57) g

~

Compiled by )
~ PLUFPE] SMEE];!GtFR THE ELDER -
_ of the \

ROYAL UNIVERSITY AT RELMORD

C.Y. 998

WORLD OF GREYHAWK is a ragemark owned by TSR Inc. '




HOW 6§ READ THE MAP
COORDINATES

GRID

i RINTED along
| the top of the
Flanaess maps are

the letters of the
alphabet, in
sequence. Due to
1| the size of the

¥| maps, the
alphabet is repeated several times, and
each sequence is marked accordingly (A,
AZ, A3, erc.). These letters identify
vertical hex columns.

In a similar fashion, a series of numbers
are printed on the sides and bottom edges
of the maps. These numbers idenrify rows
of hexes, slanting from the bottom right
to the upper left of the maps.

To find a specific hex, such as E-10,
locate the proper hex column and row,
and trace them uneil they meet, as shown
in the diagram. The hex where the
column and row intersect 1s hex E-10, A
second example shows how to locate hex

H-18.
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Water: 100-1,000 Fathoms
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n Water: 2,000-3,000 Fathoms
(12,000- 18,000 feet)
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ol (18,000- 24,000 feet)
Water: 4,000-5000 Fathoms
{24,000- 30,000 feet)
Warter: §,000 + Fathoms
(30,000 + feet)
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FOREWORD

HE BOOK YOU
are holding in
vour hands is not
what it seems.
While modern
society 18
averburdened

with

and scientific
explanations. TSR, Inc, is proud to pre-
$ENt @ Mystery, an enigmatic visitor from
the dim past. The history of this manu-
script is nearly as fascinating as the
manuscript itself. Lay aside vour 20th-
century cvaicism and exarmine, as nearly
as we can recenstruct it, the history of the
Guide.

The Savant-Sage is known to have lived
in the city of Greyhawk during Qerth’s
Epoch of Magic. Evidence suggests that
this was not the first age in Oerth history,
but nothing exists to indicate how many
ages preceded it, or intervened between it
and the present. Late in this perind, the
Savant-Suge compiled his *'Catalogue of
the Land Flanaess, being the Eastern
Portion of the Continent Qerik, of
Oerth.” Qut of this epic seven-volume
work, only the third volume survives: ""A
Guide to the World of Greyhawk®', The
topics discussed in the other six volumes
are unknown, but the complete encye-
lopedia is believed to have covered almost
every aspect of life in the Flanaess,

The Sage's work was not widely
circulated during his lifetime. It
disappeared completely after his death,
and <lid not reappear until severat
centuries later, when a copy was
discovered in an Illithid’s lair in the
Rifteanyon. This copy eventually found
its way to the Royal University at Rel
Mord, where it was examined by Pluffet
Smedger, the Elder, a scholar and
historian. Despite the fact that the
encyclopedia was by this time several
centuries out of date, Smedger was
impressed by its freshness and
thoroughness.

Smedger spent several decades compiling
glossographies for each volume, detailing
facts and informarion overlocked by the

Savant-Sage, or too recent to have been
included in the ariginal. When
Smedger’s work was finished, the
Encyclopedia became a standard
reference catalogue in universities and
libraries throughout the civilized areas of
the Flanaess.

Ta aid his study of the Sape’s books,
Smedpger the Elder created mathematical
madels, ar games, that he used with his
students at the university to recreate and
examine historical events and political
interactions described by the Sape.
During Smedger’s time, mapic was not a
lost art, but, apparently, a fading one.
Happily, Smedger the Elder’s curiosity
and genius preserved a priceless relic
from a world that no longer exists.

The only surviving text of this series is
the third volume, "'A Guide 1o the World
of Greyhawlk' [almost certainly an
incomplete copy), and Smedger the
Elder’s accompanying Glossography.
How these two books managed to survive
and re-surface in this time and place is,
and prabably will remain, a complete
mystery.

A History of the Guide to the World of Greyhawk

While Smedger’s scholarly game-model
was considerably different from
ADVANCED DUNGEONS &
DRAGONS™ game, his representations
of magic and combat have been rranslated
approximately into ADSD terms. The
world's immediate vsefulness in an
AD&D campaign is obvious, How many
heros and wizards adventured their way
across this rugged land no one will ever
know for certain; now many more can
live anew through ADVANCED
DUNGEONS & DRAGONS games.

The Savant-Sage and Pluffer Smedger the
Elder are part of the past. The WORLD
OF GREYHAWEK Fantasy Setting is
vours now, to do with as you wish, You
can mold new states from old, or inflame
ancient rivairies into open warfare, as you
tailor the world to suit the needs of vour
players. The time has come for new
legends to be created, new hattles to be
fought, new songs to be sung. It is your
world — welcome to it!

Steve Winter, editor
Allen Hammack, product planning manager
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FTTLEMENT

POPULATIONS

determine

the number of
total inhabitants
of any settlement,
use the following

table:

Figures show total human population.
Multiply by 20% to determine the
number of males fit to bear arms,

multiply by 10% to get the number of
males in prime condition and suitable for man-
at-arms starus. All figures show only
inhabitants and do not include any
garrisons. Only towns and cities are
indicated on the map of the Flanaess.

Settlement Map Symbaol Population Dice

thorp, dorf Q 20-80 2d4 < 10

hamlet ] 100-400 1d4 x 100

village, wych <3 600-900 (1d4 +5) = 100

town @@ 1,500-6,500 (2d6 +1) * 500

city 10,004-60,000 idb x 2,000

Afoor, and barges. Movement up or down river
Afoor, encumbered in barges, boats, ships, or on rafts must he
Terrain Type unencumbered or searching Horsed Cart/Wagon Came] determined by the DM. As a gpuideline
use fast speed afoot on a road for oared

road 30 15 a0 30 45 movement upstream, half that for poled
track* 30 15 435 15 3D movement (raft or barge). Halve again if
grasslands 30 15 45 15 45 the current is very strong., Double rates
hills 20 10 45 10 30 for downstream movement. 1'reble for
forest** 20 10 3a — — sailed/oared downstream movement,
barrens 15 3 20 — — (Note: Watch out for rapids, cataracts and
mountainsg 15 3 20 - — — falls when moving downstream!)

desert 20 10 45 5 30

dust 10 5 5 — 20 AKES

marsh/swamp 10 5 5 - -
jungle 10 5 — — —

* Roads through hills, barrens,
mountain, desert, or marsh/swamp
terrain are considered as tracks.

** Heavy forest is treated ag jungle for
movement.

Each map hexagon is 10 leagues across
{30 miles). Travel rates are given in miles

per day.

Horsed movement is based on light or
medium animals carrying relatively light
loads. Heavily burdened animals, draft
horses, and heavy war horses move at

Use road movement as a base rate for
barges [afoot, unencumbered) and rafts
{afoot, encumbered). Merchant craft with
sails move at road speed for carts/wagons.
Sailing wartships move at road speed for
horses. Galleys move at the same speed,
but they can move at 14% for one hour,

CEANS AND
SEAS

afoot, nnencumbered rate unless the
horsed rate is less, in which case that is
their rate of movement.

IVERS

Rivers can be swam if afoot or horsed. If
carrying goods or armor, it will be
necessary to build floats to cross, and this

will take approximately half a day. Fords
allow crossing at no penalty, as do bridges

3

Ships only are allowed normal movement,
using lake rates.



ENCOUNTER TABLE

| NCOUNTER

]| tables are

%| provided herein

' for all the major

4| areas of the

& World of

]| Greyhawlk.

[ Where users are
referred

nter Tables,” consult

those found on pages 172 through 194 of

the Dungeon Master’s Guide. If monsters

are encountered, consult the relevant

entry of the Maonster Manual or FIEND

FOLIO tome.

Many entries on these tables deal with
patrols or bodies of armed men or demi-
humans. When such an enconnter is
indicated, cefer to the descriptions below,

Elves, Knights: These elves and half-
elves are Knights of the Hart of
Highfolk. They will typically be
mounted, with knights astride medium,
barded warhorses, esquires riding
medium warhorses, and serjeants riding
light warhorses.

There will be 7-11 knights in a party.
Their levels will be as follows;

1 commander: F/C.,7/7
1 lieutenant: F/C, 6/6
5-8 knights: F/C, §/§

With these knights there will be 2-4 magic-
using Elves:

1 master: F/M-U, 4-6/ 8-11
1-3 assistants: F/MU, 3-§ /4.7

Each knight has the fellowing entourage:

1-4 esqnires: F/C, 3-4 /34
3-12 serjeants: F2

Elven clerics can and do wield all forms
of edged and piercing weapens. Armor
class excludes dexterity bonus

{average +2), and magical arms are:

knights: AC 3; shield, lance, long
sword, mace

esquires: AC 4: shield, lance, lang
sword, mace

serjeants: AC 3; bow, long sword,

mace

Magic-users are armored as esquires but
typically carry no shields and vse bow
and long sword.

Magical armor and arms carried are
determined with a chance of 5% per
highest level of the character in question,
i.e., a 5/6 has a 30% chance for magic..
Magic-users also have a chance for
potions, scrolls, rings, and rods, et al.
Bow-armed elves have one (+1}) magical
arrow per (highest) level.

Elven Patrol: These Elves and half-elves
are either mounted or afoot, as
appropriate. Mounts will be medium
and/or light warhorses. Numbers are as
follows:

FiM-U, 4-6 / 5-7; AC 4

F/M-U, 3-5 /46, AC S
C/R,§/5-7;AC5

1 captain:
2 lieutenants;
1 scout (half-elf):

4 serjeants: F 3-5; AC 4

4 scouts (can be half-elves): R, 1-2;
ACS

13-18 elves: standard elves, 1; AC 5

Armor class excludes dexterity bonus and
magic. All members will carry bow and
tong sword., Magical items as per Elven
Knights above.

Hobgoblin Saoldiery: These well-trained
bands of humanoids typically are
officered by humans. They will also be
supported as follows:

Cleric, 4-7; AC 2 — 50% probability

Magic-user, 3-6; AC 10— 30%
probability

Thief, 5-8; AC 8 — 70% probability

The soldiery is as follows:

1 human captain: F 6-8; AC 2

1 human lieutenant: F §; AC 2

4 human subalterns: F 3; AC 4

8 hobgoblin serjeants: AC 4; hp ¢
90-160 hobgoblins: AC 3; hp 5-8 each

All hurnans’ armaor class ratings exclude
dexterity and magical bonuses. Chances
for magic are as given in Elven Knights.
They apply to humans only.

Humans are mounnted on medium
warhorses and carry lance, whip, long
sword, and/or mace, as applicable.
Hobgoblins have:

Cormposite baw and short sword 20%
Fauchard-fork and short sword 50%
Morning star 30%

Troops march and fight in close order (as
heavy infantry). Their morale is excellent
as long as human leaders remain.

Men, Characters: A typical party of
human characters should number 2-5
major characters, with enough henchmen
to round the tatal up to 7-2. Most
character parties will be mounted (%0%),
the rest will be afeot. Mounts will be
appropriate types of warhorses. Mounted
parties will carry weapons such as lances,
crosshows, and two-handed swords.
Character parties will have the following
alignments:

Lawful good, neutral good 10%
Chaotic good, chaotic neutral  30%
Neutral 30%
Chaotic evil, neutral evil 20%
Lawful evil, lawful neutral 10%

Men, Patrol, False: A false patrol isa
group of scouts or raiders impersonating
the soldiery of the state they are invading.
Scout groups are simply groups with
fewer than 42 members. Raider groups
will number 42 or more, but they will
conceal a portion of their troops so as to
appear to have a strength of 25-30 men.
Depending on the nationality of the
troops, the false patrol will conform w the
specifications of a normal patrol (heavy,
light, ete.). Additional members (40+)
will conform to raider statistics. There is
a 30% chance that a false patrol will be
raiders.

Men, Patrol, Heavy: A patrol of this
nature numbers 21-4¢ members. It is
typicatly mounted on heavy or medium
warhorses, although it can be afoot if the
terrain necessitates. Its members are all
trained to fight in close order and are
heavily armuored. The specifications of a
heavy patrol are:

1 officer: F 5-6; AC 2

2 subalterns: F 3-4; AC 2

6 serjeants; F 2-3; AC 3

7-10 veterans: F 1; AC 3; hp 7-12
9-24 regulars: F (; AC 3; hp 4-7



There will also be one of the following:

1 cleric, §-6; AC 2, or
1 druid, 5-6; AC 8, or
1 magic-user, 4-5; AC 10

Armor class is exclusive of dexterity and
magical bonuses. Chance for magic is §%
per level, with the fellowing items
possible:

Fighters: armor and shield, swaord,
miscellaneous weapon, potion, scroll

Clerics: armor and shield, miscellaneous
weapon, miscellaneous magic, potion,
scroll

Magic-users; potian, scroll, ring, rod et
al., miscellaneons magic

Weaponry will be appropriate to the
nationality of the patrol, with broad or
long swords common to all officers and
NCOs.

Men, Patrol, Knights: A patrol of this

nature has 11-14 knights plus their

retainers. It will certainly be mounted,

with knights on heavy warhorses,
retainers on medium steeds.

1 commander: P 8- or F 9-1
1 lieutenant: P 6-7 or F 7-8
9-12 knights: F 4-6

With these knights will be several clerics;

I chaplain; C 79
1-3 assistanes: C 3-5

Each knight has the following entourage:

1 esquire: F 2-3
5-B serjeants: F 1

The armor class and arms of the party
are:

Knights: AC 2; lance, bastard sword,
mace

Clerics: AC 2; flail, hamumer, mace

Esquires: AC 3; lance, long sword,
mace

Serjeants: AC 4; light crosshew {30%)
or spear, short sword

Armor class does not include dexterity or
magical bonuses. Chances for magic are
the same as for a heavy patrol.

Men, Patrol, Levies: These groups are
typically footmen raised from the
immediate area. They are officered by
regulars as follows:

1 captain: F or R, 6-8; AC ¢4
2 lisutenants: F 4-5; AC 4

4 serjeants; F 3; AC §
8 veterans; F 1-2; AC 5
41-50 Levies: Lvl O, hp 3-6; AC 6-7

Armor class is exclusive of dexterity and
magical bonuses. Chances for magic are
the same as for a heavy patrol. Officers
and assistants will be mounted on light
warhorses, Weapons will be typical for
the area. Levies will usually bear pikes,
long spears, or pole arms. Up to 50% may
be missile armed if typical of the area.

In certain areas, non-human levies are
possible; adjust accordingly. In troubled
areas, levy patrols can be augmented by
one or more of the following:

1-4 scouts: R 3-5; AC j

1 cleric, 4-3; AC 4

1 droid, 4-6; AC 8

1 magic-user, 3-5; AC 10

1 illusionist, 3-3; AC 10

Cleric or druid, magic-user or illusionist

shonid be the rule, but danger may alterit.

Men, Patrol, Light: This patrol dupli-
cates a heavy one except that horses will
be light warhorses, armor class will be
two categaries higher, and troops will be
missile armed, with 17-24 regulars.

Men, Patrol, Mediom: ‘Fhis type of
patrol also resembles a heavy patrol.
Mounts will be medium warhorses for
officers and leaders, light warhorses fur
troops. Armor class will be one category
higher. Weapons will include arms typi-
cal of natzan of arigin of the patrol.

Men, Patrol, Slaver: A slaver patrol is
essentiaily the same as either a levy patrol
or a light {haorse) patrol. It will, however,
have prison wagons or carts with special
chains. There will be 3-3 wapgons, or 5-7
carts, with appropriate teams and drivers,
In addition, there will be 1-100 slaves.

Men, Patrol, Warband: These groups
number $0-12¢. They conform to the
general specifications of nomads. Arms
will be typical of the area from which
they come. A roll indicating they are in
their lair {15%) simply indicates they are
carrying special loot, and quantities must
be adjusted accordingly.

Men, Raiders: The type of men in a raid-
ing band depends upon the area they are
encountered in. Raiders are always from
adjacent, hostile areas. Likewise, whether
the raiders are mounted or afoot depends
upon the place of their origin, the terrain
through which they are operating, and

5

possibly the success of their raiding: 1.e.. 2
group of Hool marshmen could capture
horses in Furyondy, use them for speed,
and then sell them in the Hold of the Sea
Princes. The number of raiders is always
either the maximum number in an
appropriate patrol, plus 5-30 additional
troops; or the number listed in the Mons-
ter Manual plus 5-30. For exampie, Hool
marshmen are tribesnien, so they will
raid in groups of 10-120 plus 5-3¢ (or 15-
150). Raiding is sometimes profitable, so
if the dice roll indicates the group is “in
lair,” the raiders will have appropriate (or
Type A) treasure. Raiders can be bandits,
brigands, knights, soldiers, etc. They will
always be alert and suspicious when in
haostile territory, but in their own they
will possibly relax and revel if they are
undisciplined.

Men, Rhennee: These Gypsy harge folk
are nearly always found within a few
hundred feet of one of the three major
lakes or navigable rivers which feed or
drain them. About 10% of the time they
will be encountered in their secret camp-
ing and meeting grounds which are up to
five miles from water.

Rhennee never venture inland except in
multi-barge groups of 7-12 barges. Each
barge contains:

1 chief: F/T, 46/ 5.7

24 guards: /T, 3-5 /7 2-4
1324 “folk’": F/ T, 1-2 7 14

1 "wise woman'': 1/'T, +7 / 1-4
1-2 “'advisors’’: 1T, 1-3 / 1-2

Note that both males and females com-
prise guards and “folk;"” 75% of Rhennee
guards are male, 30% of the folk are male.
“Advisors'’ are always female. 1n addition
to the above, there will be 7-12 children
aboard a barge. (To determine a child’s
ape, roll d12.) Children above age 9 are
1st level thieves and have training at arms
as well [0 level fighters).

The armor and arms used by the Rhen-
nee depend on whether they are aboard
harges or ashore. Barges always have bal-
listae mounted fore and aft, about 12
heavy crossbows, and a supply of har-
poons®, throwing spears, and javelins. All
Rhennee are trained to use crosshows
{including ballistae) from childhood.
Likewise, they train with knife and
dagger from earliest years, so that they
know these weapons in addition to their
initial four as fighters. Harpoon training
covers both spear and javelin,



ARMOR AND WEAPONS ABOARD BARGE:

Chiefs:
bullets, daggers

Guards:
bullets. dagger

Falk: leacker. dagger, plus

— glaive-guisarme, short sword 3%
— rrident, sling and bullets Ik
— javeling, batle axe 0%

Childeen  {10-12 years old): club. dagger

ARMOR AND WEAPONS ASHORE:
Chiefs:

leather & shicld, harpoon. bartle axe, long sword, sting and
leather and shield, harpoon, hartle axe, long sward, sling and

chain and shield. battle axe, long sword, sling and bullcts, dagger,

darts (6}
Guards:  scale and shield. spear. battle axe, long sword, sling and bullets,
dagger, darts
Folk: leather dagger, plus
— light crosbow. shant sword 30%
— trident, sling and bullets 30%
— spear, javeling, battle axe 4¥R
Children  (10-12 years old): club, dagger

*Rhennee harpoons are 6 to 8 feet long
and have a range of 30 yards (spear).
They inflict 2-8 / 2-12 points of damage
against §-M/L sized opponents. A hit
indicates the head is buried (or snagged)
in the tarpet.

A line is attached to the harpoon, A
creature with intelligence 2 or better can
dislodge the harpoon or sever the line,
and attempt a saving throw vs, Poison.,
Success means the character has freed
himself from the weapon, Failure
indicates that the subject will take |
additional point of damage per round and
can be pulied by the harpoon line if the
harpoener so desires, (See description of
Kua-toa in FIEND FOLIO tome for
more details on harpoons.)

Use of short range missile weapons and
pole arms is secondary to manning ballis-
tae and heavy crossbows.

If 12 barges {or groups) are encountered,
it is 50% likely that an additional 1-4
barges will be with the fieet group. One
barge will be larger, have maximum
numbers and levels, and a noble in addi-
tion, A Rhennee noble is a fighter/thief
of level 89 7 10-13, always with magical
armaor and at beast one each of the follow-
ing magical items: miscellaneous weapon,
miscellaneous magic, ring.

If Rhennee are encountered more than a
mile inland, there is a 50% probability
that a Rhennee bard of 3rd to 8th level
will be with the group. If it is a group
with a noble, there will be a bard of 7th 10
12¢h level with the group. Barges will be

concealed and guarded by 2-3 folk from
each barge,

Rhennee are neutral and have a strict
code of their own. They will always seetn
open and friendly but are actually very
cautious, suspicious, and scheming, They
gladly lie to, cheat, and steal from any
and all non-Rhennee. If necessary, they
have ne compunctions dbout killing.

The Rhennee do some small amount of
mercantile shipping, passanger hauling,
trading. craft work, fishing, and hunting.
They know such work as tinkering and
the like. They will never work when they
can steal, nor will they deal squarely
when they can cheat. Amongst them-
selves, however (and those who are taken
into the folk by adoption), they are usu-
ally honest.

When needed, Rhennee steal young
chitdren to fill their ranks, Stolen child-
ren are ratsed as and become “natural”
Rhennee. Similarly, outsiders who do
some great service for the Rhennee are
taken into the folk and sometimes
accorded great status (equal to a noble,
possibly).

Those Rhennee who survive past child-
hood are superior individuals in many
ways, Determine statistics as follows:

Characteristic  Female Male
Strength Jof &6 3 of 5d6
Intelligence 3 of 446 3 of 4dé
Wisdom 3 of 4dé 3 of 46
Dexterity 2 of 3do+6 2 of 3do6+6
Constitution 3 of 5dé 3 of 5dé
Charisma Jof 6d6 3 of 5d6
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All armor classes are exclusive of dexter-
ity and/or magical bonuses.

The chance a Rhennee possesses a magi-
cal item is as follows:

Armor and/or shield, miscellaneous
weapon: 5% per level of fighter ability

Sword, potion, scroll, ring, miscellaneous
magic: 5% per highest leve]

Rod, et al, (iHlusionist only}: 5% per level
of illusicnist ability

T'reasure carried is 1-3 of each type of
coin per level per individual. Aboard a
barge there will be type 0, P, Q. plus
probability for 2-5 pieces of jewelry.

A typical barge is a junk-like vessel of
some 6{-foot keel length and 15-foot
beam. There are keel boards to allow full

- way when sailing. There is a 10-foot-high

forecastle and a slightly higher sterncas-
tle. The vessel’s sides slope outward, with
a freeboard about 6 inches high when the
barge iz fully burdened (draft is then
about 8§ inches). The midships is decked,
for this low space ts home to the men,
women, and children aboard. Each barge
has one or two masts lugger ngged. Steer-
ing is by tiller. Each barge can be pro-
pelted by sweeps, the usual being two per
side. The forecastle quarters the “wise
women’’ and their families. The chief, his
guards, and cheir families occupy the
sterncastle. The remainder of the folk are
quartered with animals and cargo in the
lower deck area. The scantling port and
starboard is rigged for emplacement of
heavy crossbows at 4-foot intervals, eight
per side. One small dinghy is carried
aboard, and a longboat is towed astern.
Each barge is equipped to be chained or
cabled to others fore and/or aft and/or
port and/or starboard.

Deescription: Rhennee resemble Oeridi-
ans except they tend to have dark brown
or black curlev hair. They are shorter
than average (about §' &” tall on the
whole) and slender but quite wirey and
strong. Rhennee folklore claims that
their race came to Qerth by accident,
their home plane being quite different.
Thus, legend says. the Rhennee roamed
about on horseback and in wagons, but in
their new home, conditions were so dan-
gerous as to force them to take to the
water 1o sutvive. Nobles claim descent
from legendary leaders of the lost tribe,
while the ordinary Rhennee are des-
cended from the common folk of the
tribe.



A third sort of Rhennee folk exist,
although they are most rare. ‘T'hey are
land wanderers who claim to be the only
“true” Rhenn-folk because they have not
changed their way of life since coming to
the Flanaess from Rhop, homeland of the
lost Rhennee.

Men, Tribesmen: As described in
MONSTER MANUAL, tribesmen are
quite primitive, but this is not always the
case in the Flanaess. Some hillmen,
marshmen, and mountaineer tribesmen
are quite civilized. This is especially true
in cases where they are refugees from an
adjacent, civilized ares. Tribesmen of the
very primitive sort will have shamans and
witch doctors as shown., but the civilized
sort will have clerics or druids and possi-
bly illusionists with them.

The number of the more civilized types of
tribesmen will range from 20 ta 120, plus
leaders and clerics. There is a 14% chance
per 10 men that there will be an illusion-
15t of 4th-6th level. Armor and arms will
be typical of bandits, modified by area.
Thus, hillmen might be slingers and use
spears, mountaineers might carry cross-
bows and pole arms, and marshmen short
bows and long spears as tribal weapons.

Possible magical items should be deter-
mined on a 5% per level probability:

Fighters: armor, sword, miscellaneous
weapon, potion

Clerics: armor, miscellaneous weapon,
potion, scroll, miscellaneous magic

INusionists: potion, scroll, ring, miscel-
laneous magic

Rovers of the Barrens tribesmen com-
monly use spears, light lances, shortbows,
clubs, and daggers. Their armor consists
of wooden or bone breastplates and hide
shields. They noremally surprise others
50% of the time due to their woodsman-
ship and stealthy movement.

In general, all tribesmen tend toward
chaotic alignment. Many are neutral, but
refugee and outlaw bands need to be.

Men, Woodsmen: Encounters with
woodsmen are with 30-100 men, armored
and armed as follows:

ring mail, small shield, bartle

axe, short sword 10%
ring mail, bow (or crossbow),
short sword 10%
leather armor, small shield,

short spear, hand axe 20%

PATROL EXCOUNTERS TABLE

Group Encountered Number of Troopers Leaders Others
Elves, Knights 15.045% 1242 24 F/MU
Elven Patral 11-18 7 JR
Hobgoblin Scidiery 98-168 [ 1 C 50%
1 MU 30%
1T 70%
Men, Characters 2-5 2.4
Men, Parrol, False** 2530 10 1C ar D ar MU
Men, Patrol, Heavy 16-34 10 1Cor Bor MU
Men. Patrol, Knights 35-112 22-28 24 C
Men, Patral, Levies 41-50 15 1-4 R andfor
1 C and/or 1D
andsor 1 MU
and/ar 1 1
Men, Patral, Light 17-24 10 1 C or Dor MU
Men, Patrol, Medium 1634 10 1C or Dor MD
Men, Patrol, Slaver use Levien {60%} ar Light (40%) 21-25 23 C, 1-2 MU
Men, Petrol, ¥arband 60-120
Men, Raiders use basic unit plus §-30 wrocpers 3-5 1 WW, 1-2 Adv.
Men, Rhennee (one barge) 13-24 3-17 2-17 C
Men, Tribesen 10-120 317 317 C, 1L
Men, Tribesmen. Civilized 20-120 3-15 +11C
Men, Woodsmen 3-100 1+3-1B***
Ore Soldiery 132-170 +6 L C (T or A}
Soldiery 150-200 04w 1 Cor MU

* Level 2 Fighters. all.
** 30 chance that the false patrol is

soldiery. They are equal to 2ZHD
monsters, have 11 hp, AC 4, and add

actually a rriding party. +1 to damage.
#** These 4-19 ores {an orc under-afficer  **** Mounted, 1at level fighters (1.e.,
and 3-18 guards] are always with the serjeants)

leather armor, bow {or cross
bow), hand axe 30%
leather armor, spear, battle axe 30%

They will have leaders and clerics as do
tribesmen and surprise opponents 5% of
the time. They are expert at ambush of
enemy intruders and evade persuit as if
they were a party fewer than six, regard-
less of their actual number, operating in
darkness.

Ore Soldiery: A body of ore soldiery will
number 120-150 orcs, plus their always-
present orc under-officers and non-
commissioned officers. They will con-
form te normal ere statistics in all

respects for movement, hit dice, armaor,
and weapons. With the orcs will be addi-
tional human and/or half-orc officers as
follows:

1 vaptain: F 5-6; AC 3

3-5 lieutenants: F 3-4; AC 4

1 cleric (half-orc); C/T or C/A,
34734, AC4

There is a 20% chance a captain or lieut-
enant will be a half-ore. I so, the class
will be fighter/thief (70%} or fighter/as-
sassin of level 4-5 / 4-3 (captain) or level
2-3 / 2-3 {lieutenants}.

Orc soldiery will often contain a sprin-
kling of half-orcs and hobgoblins. All are
surly but well-trained. They have poor

-

morale when their leaders are killed or
flee. l.eader armor excludes dexterity
and/or magical bonuses. Their chance for
magic is the same as for Men, Patrol,
Levies.

Soldiery: There will be 150-Z00 mercen-
ary soldiers in a company of this sort. The
troops will typically be afoot, with offic-
ers, serjeants, and scouts mounted. Com-
position of forces is:

1 commander: F 6-8; AC 2

5 lieutenants: B 3-5; AC 3

2 serjeants/ 10 soldiers: F 2; AC 4
10 scouts: F 1: ACS

140-190 soldiers: F Q; AC Sor é

pole arms — 3%
side arms — 30%
missile weapons — 20%

Arms far troapers are typical of their
region. Higher level men have armor
class exclusive of dexterity and/or magical
bonuses. Chances for magic are the same
as for Men, Patrol, Levies.

In lhostile areas there will also be a cleric
or magic-user with the company:

1 cleric, 4-6; AC 2, or
1 magic-user, 3-5; AC 10

Information about these encounters is
summanzed on the Patrol Encounters
T'able.



ANDOM

ALMOR, NYROND, AND THE COUNTY AND DUCHY OF URNST

ENCOUNTER Almor Nyrond County Duchy Encounter
TABLES 01-02 01-02 01-03 Demi-h
e emi-humans
According To Political Divisions 0407 Duwarves
Most of the tables in this section apply to 03-04 Elves, Sylvan
open tecrain areas inside the various 05-06 08-11 Gnomes
countries. Border territories should be 07 03-07 12-14 Halflings, Hairfeet
treated as wilderness, but 10% of such 15-17 Halflings, Stouts
encounters are with patrols. The standard 08 Halflings, Tallfellows
25% chance for encounter with a patrol 09-11 08-11 18-20 Humanoids
applies within a state. Such probabilities 01-05 12-14 12-17 21-24 Men, Bandits
must be adjusted to match conditiens. 06-08 13-16 18-20 2527 Men, Brigands
For example, if warfare breaks out 09-23 17-35 21-40 28-40 Men, Merchants
berween two states, the border area would 41-43 Men, Nomads (hills area)
be filled with troops, so patrol activity 26-35 36-37 41-45 Men, Patrol, Heavy
would at least double, and monster-type 3840 449 Men, Patrol, Light
encounters would likely be replaced by i6-45 4142 4647 §0-51 Men, Pilgrims
encounters with armed forces. 4348 48-53 Men, Raiders
L . 54-35 52-53 Men, Rhennee (near water)
If an encounter is with unspecified 49.50 54-55 Men, Tribesmen (hillmen)
humanoids. demi-humans, or giants, $6-00 31-040 3600 36-00 Use Standard Encounter

refer to the standard humanoid, demi-
human, or giant subtables on page 185 of
the Dungeon Master’s Goide.

BANDIT KINGDOMS, HORNED SOCIETY, [UZ,
AND ROVERS OF THE BARRENS

Bandits  Society [uz Rovers Encounter
0102 01-43 Bugbears
01-U6 Ceataurs
01-03 Flinds
4 Glants
(33.04 05-10 07-10 Gnalls
05 1i-12 Gnolls and Flinds
(6.08 405 13-14 Goblins
13-12 Goblins and Wargs
0%.10 06 Gobling and Xvarts
LL-12 07-15 15-16 Hobgoblins !
13 16-20 17-18 Hobgobling and XNorkers?
.22 13-15 Humanoids
23-25 Kobolds
1411 26-28 19-22 Men, Bandits
3450 29-33 23-25 Men, Hrigands
. 1620 Men, Merchants
14-36 26-30 21-4D Men, Nomads
51.55 37 Men, Patrol, Knights
840 Men, Patrol, Medium
41-4% Men, Raiders
In34 4653 Men, Tribesmens
35-37 Narkers
ig-30 Opres
40-4] Ogrillona
5659 4147 4345 Oreat
11| 48-50 4548 Ores and Ogrillonss
54-55 Qullans
49-53 Seldiery
§4.55 Tralls
61-0¢ §1-00 §6-00 5600 Use Standard Encounter
Tables

! Hobgoblins in the Horned Society are 25% soldiery.
2 2050 hobgobline and norkers encountered in [uz.

1 Hills or waads in the Barrens.

+ Orren in the Horned Society are 20% saldiery.

3 20-80 ores and ogrillona encountered in Iuz.

! Raiding party in Almor

Tables

BISSEL, GRAN MARCH, AND KEOLAND

Bissel Gran March Keoland Encounter
41402 Demi-humans
0304 a1 Dwarves
0506 Diwarves, Mountain
0z Elves, High
03-10 Elves, Sylvan
07-10 11-1% Gnames
16 Halfiings, Hairfeet
17-18 Halfings. Stours
19-20 Haiflings, Tallfellows
01-02 11-1% 212§ Humanaids
013-05 16-19 26-29 Men, Bandics
06-07 20-23 10-31 Men, Brigands
08-20 2445 31243 Men, Merchants
21-25 46-48 Men, Patrol, Knights
H-50 Men, Patrol, Light
26-35 4055 Men, Patrol, Madium
3640 56-57 51-52 Men. Pilgrims
4143 5861 Men, Raiders
6265 §3-55 Men, Tribesmen (marshmen)’
4600 &6 §6.00 Use Standard Encaunter Tables
! Hillmen or marshmen in Keoland.
BLACKMOOR
Diice Roll Encounter
0102 - Gibberling
{3-05 Humaneids
06-07 Men, Brigands
{B-09 Men, Cavemen
10-13 Men, Merchants
16-25 Men, Naomads
26-30 Men, Parrol, Medium
31-32 Men, Pilgrims
33-34 Quaggpnth
35-37 Qullans
38-40 Trotls, Iee
41-00 Use Standard Encounter Tables



BONE MARCH AND THE POMAR] EKBIR, TUSMIT, AND ZEIF

Bone March  Pomar) Encounter Dice Roli  Encounter
01-02 01-02 Bughears 01-02 Humanaids
03 Giant (evil only) 03-07 Men, Bandits
0407 0305 Galls 08-10 Men, Brigands
08-09 06 Gnalls and Flinds 11-1% Men, Dervishes
10-11 07-12 Gablins 16-33 Men, Merchants
12 13-15 Goblins and Xvarts 3438 Men, Nomads
1314 16-17 Habgablins 39-42 Men. Parral, Light
15 18 Hobgeblins and Narkers 43-45 Men, Patrol, Medium
16-17 19-20 Kobolds 46-50 Men. Pilgrims
18-21 2125 Men, Bandits 51-55% Men, Raiders
22-29 26-28 Men, Brigands 5600 Use Standard Encounter Tables
10-34 Men, Raiders
29-30 Men, Tribesmen (hillmen)
15 3132 Morkers
16-39 1 Ogres ‘ FROST, ICE, AND 8NOW BARBARIANS
40-41 Ogres and Ogriltans Dice Raoll Encounter
42 14 Ogrillens
3541 Orcs 0L-02 Bughears
4244 Orcs and Ogrillons 03-06 Dwarves
43 43 Tralls : 07-10 Dwarves, Mountain
4445 Xvans 11-12 Giant, Frost
4600 4600 Use Standard Encounter Tables 13-13 Giant, Hill
16-17 Giant, Mountain
18-19 Giant, Stone
CELENE AXND HIGHFQLK 2021 ]—]umanoids‘
Celene Highfolk Encounter 12-28 Men. Bandits
29-30 Men, Berserkers
11-02 (i-02 Diwarves 41-45 Men, Merchants
03 03 Dwarves, Mountain 46-50 Men. Raiders
{14-20) E]VES, Gra}' 51-53 Ogms
21-25 4-15 Elves, High 54-5% Trolls
1617 Elves, Knights 56-57 Tralls, Giant
265-44} 18-22 Elves, Svlvan 5860 Trolls, lce
41-45 23-24 Ginomes 61-00 Use Standard Encounter Tables
47 Halflings, Hairfeet
44 Halflings, Stouts
49-50 - 2526 Halflings, Tallfellows
51-53 27-28 Humanoids FURYONDY, THE SHIELD LANDS, AND VELUNA
gtg; 23—%; Tfn, Bandits Furyondy Shield Lands  Veluna - Encounter
5863 ;;_;0 w}iﬂ f{’ef:ﬁfim 01 01-03 0103 Demi-humans
6477 4143 Men, Patrol, Light 02-04 Elves, Gray
78-B0 4445 Men, Pilgrims ?ﬂg ‘]]‘Hg g""fs' High
- - - nomes
81-00 +6-H) Use Standard Encounter Tables 1620 Halflings
2124 Habgoblins (raiding)
DYVERS, GREYHAWK. ANXD VERBOBONC 252 Hobgobling and Norkers
Dyvers Greyhawk  Verbobone  Encounter traiding)
27-30 04-13 1620 Humaznoids
(31-03 01 {1-03 Demi-humans 31-3% 1420 21-24 Men, Bandits
02013 H-04 Elves, Sylvan 16-38 21-25 25-27 Men, Brigands
04 07-11 Gromes 26-28 Men, Buccaneers
04058 05 1213 Humanoids {near water)
065-10 0607 16-18 Men, Bandits 2030} Men, Characters
11-12 08-09 19-20 Men. Brigands 39-58 31-40 28-40 Men, Merchants
13-15 Men. Burcaneers (near water) 5950 Men, Patrol, Heavy
10-11 Men, Characters 61-67 41-44 41 Men, Patrol. Knigh:s
16-30 12-30 21-30 Men. Merchants 6871 4243 Men, Parrol, Light
11-i4 Men., Parrol, Levies 74-80 45-48 4445 Men, Patral, Medium
3337 Men. Parrel, Light 81-8% 40-30) 4650 Men, Pilgrims :
31-40 -3¢ Men, Parrol, Medium 51-55 Men, Raiders
i6 1840 Men, Pilgrims 51-52 Men, Pirates {near water)
41-42 Men. Pirates (near warer) 33-35 Men, Rhennee (near warer)
31738 Men, Raiders 56-60 Men, Tribesmen (hillmen)
43-4§% Men, Rhennee (near water) 86-88 Ores (raiding)
39-40 Men, Tribesmen (hill’marshmen) 80.90 Orce and Ogrillans
4142 Morkers {raiding}
4345 Xvans Q100 36-00 4100 Use Standard Encounter
46-00 41-00 46-00 Use Standard Encounter Tables Tables



GEOFF, STERICH, AND THE YEOMANRY KET AND PERRENLAXND

Geoft Sterich Yeomanry  Encounter Ket Perrenland  Encounter
n-ns 01-n3 01-07 Demi-humans 31-02 0106 Demi-humans
04-07 03-0% Dwarvest’ 03-0% 07.10 Humaniids
D620 0603 Elves, High 609 11-14 Men. Bandits
21-25 08-09 Giants 13-11 15-17 Men. Bripands
1013 Gnomes 12-13 Men, Dervishes
1415 10 Halflings, Hairfeer 1425 18-2¢% Men, Merchants
16-19 11-12 Halflings, Stouts 2629 2628 Men, Nomads!
13-13 Halflings, Tallfellows 29.32 Men, Parral, Levies
1924 16-20 Humanoids 10-33 13-38 Men, Patrol, Medium
26-29 28-29 21-26 Men, Bandits 3435 3740 Men. Pilgrims
30-31 032 27-30 Men, Brigands 16-38 41.45 Men. Raiders
33-34 Men, Cavemen (in munntaing) 1945 46-50 Men, Tribesmen?
32-45 15.43 31-40 Men, Merchants 46-00 §1-00 Use Standard Encrunter '{'ahles
41-42 Men, Patrol, Levies ! In narth of Perrenland.
4558 447 4145 Ogres ¢ Add 10-60 trihesmen in Ket; hillmen in Perrenland.
5960 4748 Men, Pilgrims
50-51 $9-52 Men, Raders
32-53 5153 Men, Trikesmen (in hills}? . .
6163 34 g Ogres y THE PALE, RATIK, AND THE DUCHY OF TEMH
6465 33 Frolls Pale Rarik T'enh Encounter
66-00 56-00 3600 Use Standard FEncounter Tables ” S
! Mauntain dwarves in Sterich. 01-n3 01-03 Nemi-humans
! Hillmen ar marshmen in the Yeomanry . 01-02 Diwarves .
. 0i-06 Dwarves, Mountain
Gren March; see Biesel 07-08 Elves, Sylvan
Gnntnes
GREAT KINGDOM, SEE OF MEDEGIA, oS Ll e e
NORTH PROVINCE, AND SOUTH PROVINCE 06-11 18-21 11-16 Men, Bandits
i ; ; 12-15 2223 17-20 Men, Brigands
Kingdom Medegia Morth South Encounzer 1630 2430 2130 Men. Merchants
01-03 01-03 01-02 Demi-humans 3134 Men, Patrul. levies
O4-NR Dwarves 3-8 3537 31-35 Men, Patrol, Medium
o915 Elves. Sylvan 36-40 36-37 Men, Pilgrims
0305 Huobgoblin Scldiery 414§ 3844 Men, Raiders
0411 16-20 -8 01-03 Humancids 3842 Men, Fribesmen (hillmen)
11-15 21.2% e-11 0410 Men. Bardits o 4345 Men, Woodsmen
16-20 28-28 12412 11-14 Men, Brigands 43 Tralls
21-40 29-40) 14-2§ 1630 Men, Merchants 46-00) 46-00 46-00 Use Standard Encounter Tahles
41-44 41-42 31-14 Men, Patrol, Heavy
256-28 Men. Patrol, Light
4547 4345 29-30 3540 Men, Patral, Medium - . .
4850 4644 31.33 Men, Patral, Slaver PLAINS OF THE PAYNIMS AND ULL
$1-53 4950 1435 41-42 Men. Pilgrims Flains Ul Encounter
3467 5160 1640 4348 Men, Raiders - XY ,
a2 4351 Mer}, Tribesmen (hillmen! gi-g% gé-li'—l] In:!]‘:rT,ar]]}zf;i[s
-4-.: ) Ogrlllans and Ores 06-10 Men, Dervishes
6d-70  61-63 4343 52.55  Ores! 11-15 11-20 Men, Merchants
7100 f66-00 4600 5500 Use Btandard Encounter ’ i
; Tablee 16-25 Z}-3|] Men, Nu‘mada'
! Ore soldiery in the Great Kinpdom, Medegia, and South Provinee. gi_iﬁ m::_:' -?ﬁg:::.tm

Horned Society; see Bandit Kingdums : 26-00 41-00 Use Standard Encounter Tables
1 4{-4(1) nomads encountered in Ull.
Rel Astra; see Great Eingdom

IDEEAND IRONGATEAONNWAL - Ravers of the Bﬂrrens; aze Bandit Kingdoms
Tdee [rongate _Encaunter
01-02 01-05 Demi-humans ' LORDSHIP OF THE ISLES AND THE SEA BARONS
03-06 Crmnmes .
DY-LU 06-09 Men. Bandits Lordship  Barons Encounter
e g TN 01-08 Demi-humans
13-30 15-30 Men, Merchants ' 16-08 g;—‘l]?’ {}en- gafldﬂfi
31.35 3134 Men, Patral, Levies 09-10 -12 Men, Brigands
3p-42 35-37 Men, Parrol, Medium 13-20 13-22 Men, Buccaneers {near water)
4345 3840 Men, Pilgrims 21-%1 2345 Men, Merchant_s
41-43 Men, Pirates (near water) 51-55 44-435 Men, Patrol, Light
46.0¢ 46-00 Use Standard Encounter Tables 56-61 56-60 Men, Pirates [near water)
[rangate; see Idee 61-70 61-70 Men, Raiders
[uz; see Bandit Kingdoms 71-00 71-00 Use Standard Encounter Tahles

Morth Province; see Great Kingdom
Nyrond; see Almor
Onnwal; see Idee and [rongate/Onnwal
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THE SCARLET BROTHERHOOD AND SUNXNDI STONEFIST, HOLD CF (STONEHCIL.D)

Brotherhood Sunndi Encounter AND TIGER/WOLF NOMADS
0105 Demmi-hamans Stonehold  Momads Encounter
05119 Dwarves, Mountain 01-05 01-u5% Humanoids
10-13 Elves. Gray 06-12 0609 Men, Bandits
14-15 Gnomes 13-15 10-12 Men, Brigands
01-03 Gohlins 1620 13-24 Men, Merchants
{H-015 Habgahlins 21-30 21-413 Men, Momads
6-04 16-22 Humanoids 31-35 Men, Parrol. Warband
23-25 Lizardmen (near swamp} 3640 Men, Raiders
09-15 26-28 Men, Bandits +-35§ 41-43 Men, Tribesment
29-30 Men, Brigands 445 Quaggoths (near Burneal Forest)
16-25 3141 Men, Merchants 4600 G-00 Use Standard Encounter Tables
26-30 Men, Nomads : lomad tribesmen foun only in hills. mountains, and forests.
41-43 Men, Patrol. Levies Tenh, Duchy of; see Pale
31-35 445 Men, Patral, Light _ Tusmit; see Ekhir
3640 Men, Patrol, Slaver
41-43 +6-47 Men, Pilgrims i . .
4449 48.56 Men, Raiders ULEK (COUNTY, DUCHY. AND PRINCIPALITY)
S-56 57-60 Men, Tribesmen! County Duchy Principalitv Encounter
5760 Ohres " )
61-00 &1-00 Use Standard Encounter Tables u1-03 01-05 01-04 Demi-humans
! Hillmen in Sunndi. 05-09 Dwarves .
) 117 Chearves, Mountain
Sea Barans; see Lardship of the 1sles 6-13 Elves, High
14-1% Elves, Patrol
SEA PRINCES 20-24 Elves, Sylvan
Dice Rolt Encounter 3410 25-30 1821 Gromes
11-14 Halflings. Hairfeet
01-03 Demi-humans 15-17 2224 Halllings, Stouts
0407 Humansids 15-19 Halflings, Tallfellows
04-i2 Men. Bandits 25-26 Humanaids
13-1% Men, Brigands 20.2¢ JL-3% 2732 Men, Bandits
16-18 Men, Buccaneers {near water} 26-40) 3645 3345 Men, Merchants
19-28 Men, Merchants ] 4143 46-50 Men, Patrol, Light
2913 Men. Patrol, Light 46-4R §1-43 Men, Pilgrims
1439 Men, Patral, Slaver 4445 49-50 5455 Men, Tribesmen’®
40-41 Men. Pilgrims 4600 §1-00 56-00 Lse Standard
4245 Men, Tribesmen (hills or marshes) Encouncer Tables
4610 Use Standard Encounter "['ahles ! Hillmen in County and Duchy.

Shield Lands; see Furyondy

. Urnst, County and Duchy: see Almor
South Province: see Great Kingdom

VALLEY OF THE MAGE
SPRINDRIFT ISLES Bice Rall  Encounter
Lendar Esle  Northern Isles  Encounter 01-03 Demi-humans
; D412 Elf, Valley
01-03 O1-0% Demi-Humans 1317 Ghomes
06-10 Elves, Gray 1B-20 Humanoids
11-20 Elves. High 21-23 Men, Bandits
6-10 Humaneids 24-25 Men, Brigands
11-20 Eobolds 26-27 Men, Cavemen (mountain)
21-25 21-25 Men, Bandits 2829 Men, Characters
26-45 26-45 Men, Merchants 1033 Men, Patrol. Heavy
46-50 i Men, Pat‘ml, Lighe 3435 Men, Tribesmen
46-30 : Men, Raiders 3g-00 Use Standard Encounter Tables
§1-63 Men, Tribesmen Veluna: see Furyondy
5165 . Ores Uhaz see Turyand
6e-00 66-00 Use Standard

Encounter Tables
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WILD COAST

Dice Roll Encounter

01-D5% Demi-humans

06-12 Humanoids

13-18 Men, Bandits

19-22 Men, Brigands

23-30 Men, Merchants

31-36 Men., Patrol, Medium

37-18 Men, Patrol, Slaver

39-40 Men, Raiders

41-00 Tse Standard Encounter Tables

Wolf Nomads; see Stonefist
Yeomanry; see Geoff
Zeif; see Ekbir

ANDOM
ENCOUNTER TABLES

ACCORDING TO GEOGRAPHICAL

AREAS
OREST, JUNGLES
AND TIMBERLANDS
ADR] FOREST AND GRANDWOOD FOREST
Adn Grandwond Encounter
D1-D3 01-07 Elves, Svlvan
06-08 Gnomes
08-10 Halflings
n2-15 11-13 Humanoids
16-18 16-20 Men, Bandits!
19-20 21-23 Men, Brigands
2423 Men, Patrol, False
26-30 Men, Patrol, Light
21-43 31-45 Men, Woodsmen
46-30 Orc Soldiery
46-00 51-0 Use Standard Encounter Tables

1 50% of Grandwood Forest wondsmen
tend toward pood alignment.

- AMEDIO JUNGLE, HEPMONALAND

Dice Rall Encounter

01-10 Dakon .

11-15 Gibberlings

16-20 Men, Patrol, Slaver

21-30 Men, Tribesmen

31-45 Men, Tribesmen (cannibals/headhunters)
46-00) Use Standard Encounter Tables

12

AXEWOOD, DREADWOOD, MENOWOOD, RIELWOOL

AXD SILVERWOOD

AW, MW, 8W  Dreadw'd Rieuw'd  Encounter
01-05 Elves, Patrol
0L-30 -0 =15 Elves, Sylvan
3L-38 11-13 16-20 Gnomes
L4 Halflings, Hairfeet
3618 15 Halflings, Tallfellows
16-25 21-25 Humanaids
26-30 Men, Bandits
31-33 Men, Brigands
34.35 Men, Characters
1940 3640 Men, Patrol, Light
41-45 Men, Raiders
41-42 26-40 4505 Men, Tribesment
41-42 Ogres
43-50 43-44 Treants
43 Tralls
31-55 Unicorns
36-00 4500 66-00 Use Standard Encounter

“Tables?

> Tribesmen are woodsmen in the Axewvod, Mencwood, Rieuwood, and

Silverwood. but marshmen in the Dreadwead.

and Silverwood.

t Llge standard Faerie encounter tzbles for the Axewood, Menowood,

BRAMBLEWOOD, NUTHERWOOD, PHOSTWOQOD,

UDGRU FOREST

Dice Rell  Encounter

0103 Pemi-humans

(34-10 Humanoids

{1-15 Men, Bandits

1618 Men, Brigands

{322 Men. Parrcl, Medium

23-28 Men, Tribesmen (woodsmen)
29-30 Ogres

3100 Use Standard Envounter Tables

BURNEAL FOREST

Dice Roll  Encounter

0105 Kobolds

16-10¢ Men, Nomads

L1-20 Men, Tribesmen (plus 1-20 wolf dogs)
21-25 Quappoths

26-10 Walf Dogs (as wild dogs but equal to war dogs)
3100 Use Standard Encounter Tables

CELADON FOREST, FELLREEY FOREST,
AXND GAMBOGE FOREST

Celadon Fellreev Gamboge  Encounter
0103 Demi-humans
oL Dwarves
02-04 Elves, High
M-25 01-05 0514 Elves, Sylvan
15-17 Gnalls
18-22 Gnomes
23 Halflings, Hairfect
2425 HalBlings, Tallfellows
26-27 06-13 26-30 Humanoids
2830 14-19 3134 Men, Bandits
20-23 3537 Men. Brigands
11.35 Men, Characters
24-30 Men, Nomads {forest edges enly}
1645 Mén, Parrol, Light
11440 Men, Tribesmen [rovers)
44665 3348 Men, Waoadsmen
49-50 Ogres
b6-75 Freants
76-00 4100 51-00 Use Standard Encounter Tahles



DIM FOREST, HORNWOQOD, AND OYTWQOD

Dim Forest Hornw'd, Ovtw’d Encounter
01-03 01-05 Demi-humans
04-12 06-20 Elves, Sylvan
21-2% Gnomes
13-18 26-30 Huomanoids
19-22 Men, Bandits
2325 Men, Brigands
2627 Men, Patrol, Light
28131 Men, Raiders
3235 Men, Tribesmen {woodsmen}
3600 300 Use Standard Encounter Tables

Dreadwood; see Axewnood
Fellreev Forest; see Celadon Forest

FORLORX FOREST, HHRAAK FOREST, SABLEWQOQD,

AND SPIKEY FOREST

Forlorn, Hraak Sable, Spikey Encounter
01.05 O1-10 Humanoids
11-15 Men, Berserkers {patrol)
06-10 16-25 Men, Tribesmen!
11-20 26-30 Opgres
2125 Quaggoth
26-00 3100 Use Standard Encounter Tables

1 8ablewocd and Spikey Forest tribesmen are woodsmen.
Gamboge Forest: see Celadon Forest

GNARLEY FOREST AND WELKWOOD

Gnarley Welkwood Encounter
01-D5 (-nd Demi-humans
NG-15 #9-15 Elves, Sylvan
16-19 Gnomes
20-24 1620 Humanpids
2827 21-24 Men, Bandits
28-29 25-26 Men, Brigands
306-3% Men, Merchants
36-38 Men, Patrol, Light
27-4f Men, Trbesmen {(woodsmen)
30-50 Men, Woodsmen
4748 Treants
£0-50 Unicorns
s-no 51-1H} Use Standard Encounter Tables

Grandwood Forest; see Adri Forest
Hepmonaland; see Amedie Jungle
Horawood; see Dim Forest
Hraak Forest; see Farlom Forest

LOFTWOOD AND TIMBERWAY FOREST

Dice Roll  Encounter

01-1 " Humanoids

11-15 Men, Patrol, Light

16-21 Men, Raiders

21-30 Men, Tribesmen (woodsmen)
-0 Use Standard Encounter Tables

Menowoad; see Axewnnd

Nutherwoeod; see Bramblewood

Ovtwood; see Dirn Forest
Phostwood; ses Bramblewoad
Riewood; see Axewood
Sablewoaod:, see Forlorn Forest
Silverwpod; see Axewoad
Spikey Forest; see Forlorn Forest
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SUSS FOREST AND TANGI.ES

Suss Tangles Encounter
01-02 Demi-humans
03-04 Euercaps
05-08 Gibberlings
09-12 Gnolls
13-18 Bi-10 Humanoids
19-24 Kobolds i
2527 11-22 Men. Bandits
2829 23-30 Men, Brigands
30 Men, Characters
31133 Men, Patrol, Light
3435 Ogres
36-37 Spiders, Giant
318440 Spiders, Large
41-42 : Susseri
43148 Tree [sentient, semi-mabile,
30% are dangerous)!
49 Trolls
50-55 _ Yepetation (dangerous)!
31-35 Weasels, Giant
5600 36-00 Use Standard Encounter Tables

! Use those described in AD&D™ pame ar devise special ones.

Tangles; see Suss Forest
Timberway Forest; see Loftwood

Udgru Forest; see Bramblewoad

VESVE FOREST
Dice Roll Eastern Portian Dice Rall  Western Portion
0102 Bugbears 01-0% Elves, High
03-0% Grnolls 046-10 Elves, Patrol
0612 Humanaids 11-20 Elves, Sylvan
13-18 Men, Bandits 2125 Gnomes
19-2% Men, Patral, Light 26-27 Halflings, Hairfeet
2630 Men, Raiders 28-30 Halflings, Tallf.
31-34 Norkers 311-3§ Humanoids
3535 Ogres 3640 Men, Bandits
3740 Ogrillons 41-4§ Men, Patrol, Light
41-42 Trolls 45-58 Men, Tribesmen
{woodemen}
43-50 Xvarts 5960 Ogres
53-00 Use Standard 61-00 Use Standard
Encounter Tables Encounter Tables

Welkwaod; see Gnarley Forest

OUNTAIN RANGES

BARRIER PEAKS, CRYSTALMIST MOUNTAINS,

AND JOTENS

D¥ice Reoll  Encaunter

01-04 Diwarves, Mountain
05-10 Giants

11-1% Giants, Frost

16-18 Giants, Hill

19-241 Giants, Mountain
21-24 Giants, Stone

25-35 Humanoids

1638 Men, Cavemen
3942 ¥en, Tribesmen
4347 Ogres

4B-50 Trolla

51-00 Use Standard Encounter Tables



CLATSPUR RANGE AND YATIL MOUNTAINS

Dice Roll  Encounter
01-D% Dwarves, Mountain
D&-D7 Giants
08-11 Humanoids
12-13 Men, Cavemen
14-15 Men, Patrol, Medium
16-20 Men, Patrol, Light
21-32 Men, Tribesmen {monntaineers})
33-34 Ogres
35 Trolls
3600 Use Standard Encovnter Tables

CORUSK MOUNTAINS, GRIFF MOUNTAINS,
AND RAKERS

Dice Roll - Encounter

D1-04 Aarakoora

05-06 Dwarves

07-10 Dwarves, Mountain

11-14 Giants

L5-20 Grffons

21-2% Humanoids

26-27 Men, Raiders

28-36 Men, Tribesmen {mountaineers)
37-38 Qgres

39-40 Tralls

4100 TUse Standard Encounnter Tables

Crystalmist Mountains; see Barrier Peaks
Drachensgrab Mountains; see Drachensgrab Hills
Glorioles; see Hestmark Highlands
Griff Mountains; see Corusk Mountains

HELLFURNACES

Dice Roll Encounter
Qa1-.02 Firedrake
03-056 Firenewt

07-10 Firetoad

11-15 Ghants

1625 Giants, Fire
26-10 Hell Haunds
31-38 Humanoids
39-40 Men, Cavemen
41-0( Use Standard Encounter Tables

Jotens: see Barrier Peaks

LORTMIL MOUNTAINS

Dice Roll Encounter

01-04 Aarakoora

05-12 Diwarves

13-25 Dwarves, Mountain

2635 Gnomes

3638 Halflings, Hairfeet

39-45 Halflings, Stouts

16-49 Humaneids

50-53 Men, Bandits

54.5% Men, Brigands

56-57 Men, Characters

F8-65 Men, Patrol, Light

66-75 Men, Tribesmen (mountaineers)
76-00 Use Standard Encounter Tables

Rakers; see Corusk Mountains
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SULHAUT MOUNTAINS AND ULLSPRUE

Sulhaut Ullsprue Envounter
01-03 Demi-humans
0410 Elvez, Drow {night only)
11-12 Giants
13-17 01-08 Humanoids
18-25 (15 Men, NMomads !
2641} 16-33 Men, Trihesmen
1540 Ogres
41-60 Use Pleistocine Conditions
Encounter Table
61-00 41-00 Use Standard Encounter Tables

* Nomads appear only in extreme north of Sulhaut Mountains.

Ulisprue; see Suthzut Mounrains
Yatil Mountains; see Clatspur Range

ABBOR-ALZ

Dice Roll  Encounter

01-03 Giants, Hill

0410 Humanoids

11-1% Men, Patrol, Medium

16-40 Men, Tribesmen {plus 20-80)
41-43 Ogres i
4445 Trolls

46-00 Use Standard Encounter Tables

BLEMU HILLS, BLUFF HILLS, DRACHENSGRAB
HILLS, HOWLING HILLS, SPINE RIDGE, AND TORS

Dice Roll Encounter

01-032 Giants, Hilt
03-20 Humanaids
21-24 Men, Bandits
25-30 Men, Brigands
11-40 Men, Tribesmen (hillmen)
41-42 QOpres
43-44 Trolls
35 ‘Trolls, Giant
45-00 Use Standard Encounter Tables
CAIRN HILLS
Dice Roll  Encounter
01-05 Dwarves
06-10 Gnomes
11-14 Halflings, Hairfeet
15-17 Halflings, Stouts
18-21 Humanoids
24-29 Men, Bandis
30-33 Men, Bripands
3436 Men, Characters
3745 Men, Merchants
4548 Men, Patrol
40-50 Men, Rhennee (near warer)
51-&0 Man, Tribesmen
& 1-00 Use Standard Encounter Tables

FLINTY HILLS, GOOD HILLS, GULL CLIFFS,
HEADLANDS, HOLLOW HIGHLANDS, IRON HILLS,
LITTLE HILLS, LORRIDGES, AND STARK MOUNDS

Dice Roll  Encounter

01-0% Demi-huvmans

06-20 Diwarves

21-40 Gnomes

41-50 Halflings, Stouts

51-84 Men, Bandits

56-75 Men, Tribesmen (hillmen}
76-00 Lse Standard Encounter Tables



HESTMARK HIGHLANDS AND GLORIOLES
Dice Rol

Encounter

0103 Demi-humans

M-12 Dhwarves

1314 Dwarves, Mounrain

122% Elves, High

26-28 Elves, Patral

29-3% Gnomes

36-40 Humanoids

41-50 Men, Bandus (909 are actually good hillmen}
§1-5% Men, Brigands

56-60 Men, Merchants

41-63 Men, Parral, Lighe

&4-70 Men, Raiders

71-7% Men, Tribesmen (hillmen)
76-80 Ore Soldiery

B1-00 Use Standard Encounter Tables

KROXN HILLS

Dice Raoll Encounter

03-05 Demi-humans

06-10 Dwarves

11-30 Gnomes

3135 Halflings, Stows

36-40 Humanoids

41-47 Men, Bandits (50% are actually geod hillmen)
48-50 Men, Brigands

8160 Men, Tribesmen (hillmen)

61-00 1ise Standard Encaunter Tables

SEPIA UPLANDS, TUSMAN HILLS, AND YECHA HILLS

Dice Roll  Encounter

01.05 Demi-humans

06-15 Humanaoids

16-20 Men, Bandits

21-25 Men, Brigands

16-40 Men, Nomads

41.55 Men, Tribesmen

56-00 Use Standard Encounter Tables

ODIES
OF WATER

ARTONSAMAY, NESSER, SELINTAN, VELVERDYVA,
AND VENG RIVERS

Dice Roll Encounter
01-20 Men, Rhennee
2100 Use Standard Encounter Tables

Arr River, all other rivers, Use Standand Encaunter Tables

NYR DYV, QUAG L‘I-KKE AND WHYESTIL LAKE
Dice Roll

Encounter

01-20 Men, Buccaneers (patrol warship)
21-40 Men, Merchants

41.50 Men, Merchants (fishing fleet)
51-60 Men, Pirates

61-80 Men, Rhennee

81-00 Use Standard Encounter Tables
SALT-WATER SEAS AND BAYS
Dice Boll Encounter

01-05 Men, Buccaneers

0625 Men, Merchants

26-30 Men, Parral

31-35 Men, Pirates

3640 Men, Raiders (Gualley-type craft)
41-00 Use Standard Encounter Tables

ASTELAXNDS

BRIGHT DESERT

Dice Roll Encounter

01-15 Men, Dervishes

1640 Men, Noinads

41-45 Men, Tribesmen (hills)

46-50 Pernicons

51-00 Use Standard Encounter Tables

DRY STEPPES

Dice Roll Encounter

01-07 Herd Animals

0810 Horses

11-15 Humanoeids

16-19 Men, Dervishes

2030 Men, Nomads

31-35 Men, Tribesmen

3600 Use Standard Encounter Tables

LAND OF BLACK ICE

Dice Roll Encounter

(1-15 Bugbears, Blue {same as normal bupgbears}

16-00 Use Standard Encounter Tables

RIFT CANYON

Dice Roll  Encounter

D1-1% Humanoids

11-25 Men, Bandits

26-310 Men, Brigands

31-32 Men, Characters

33-37 Men, Raiders (as knights)

i8-40 ~ Ogres

41-00 Use Standard Encounter Tables

SEA OF DUST

Dice Rall  Encounter

01-03 Beetle, Boring

04-05 Bulettes (half-strength, sand variety)

06-12 Centipeded, Giant (plus I-6)

13-17 Dune Stalkers (1-6)

18258 Firenewts {near HelHurnaces only)

26-30 Firetoads (near Hellfurnaces only)

11-34 fermlaine!

40-43 Meenlocks!

$4-43 Men, Characters (extreme west and south anjy}

4547 Men, Momads (extreme west and south only)

48-53 Mites!

461 Qsquips!

62-70- Pernicon

7177 Rats, Giant!

78-80 Srorpicns, Giant

81-82 Snake, Giant, Amphishaena

B3B8 Snakes, Giant, Poisonuus

86-38 Snakes, Giant, Spitting

85393 Snyads!

0496 Spiders, Huge

G799 Thogqua' {2-4 foat diameter. sand/ash eater}
00 Roll again or choose any creature

"These creatures inhabic thogqua wonels.



ARSHES

COLD MARSHES

Dice Roll  Encounter

01-03 Frost Men

04-10 Gnolls

1130 Men, Tribesmen

31-40 Quaggoths

41-43 Toad, Ice

46-30 Troll, Ice

Jl-00 Use Standard
Encounter Tables

LONE HEATH

Dice Roll  Encounter

01-30 Demi-humans

J1-5% Men, Bandits {good
alignment)

56-635 Men, Patrol, Light

66-95 Men, Tribesmen
(good marshmen}

96-00 Use Standard
Encounter Tables

VAST SWAMP

Dice Roll  Encounter

01-10 ~ Bullvwugs

11-15 Humanoids

16-20 Lizardmen

21-25 Men, Bandits

2627 Men, Patrol, Light
(near edges only)

28-36 Men, Tribesmen
(marshmen)

3740 Trolls

41-00 Use Standard

Encounter Tables

) ISTRIBUTION

OF HIGH
LEVEL NPCs

Non-Player characters of 10th or greater
level are quite uncommeon except in seats
of power. Such centers are either where a
state governs, a portion of a state is ruled,
a very large populace dwells, military

power is massed, or else plaver characters

have been active for a long period of time.

Mast high-level NPCs are distributed as
follows:

cleric types 13%
fighter types 50%
magic-user types 10%
thief tvpes 24%
others 1%

The level of XPCs encountered is:

10th - 12th level &0%
13th - 15th level 25%
16th - 18th Jevel 12%
1%th level and above 3%

Plaver character-like NPCs are always an
exception. The only method of determin-
ing the likelihood of such distribution is
by examination of player character activ-
ity and frequency.
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RULE

A = Assassin M = Monk

B = Bard MU = Magic-user
C = Cleric P = Paladin

D = Druid R = Ranger

F = Fighter T = Thief

I = Illusionist

Almor, Prelacy of; Kevont, C 12

Bandit Kingdoms: no single ruler,
T 1416 or F 12-14 usual

Bissel, March of: Walgar, R 15

Blackmoor: Bestrno, F 1

Bone March: most recently Clement,
dereased

Celene, Kingdom of: Yolande,
F 7/MU 11

Dwyvers, Free and Independent City:
Margus, T 17

Ekbir, Caliphate of: Xargun, C 16

Fruztii, Kingdom of (Frost Barbarians):
Ralff, F 15

Furyondy, Kingdom of: Belvor IV, P 14

Geoff, Grand Duchy of: Owen 1,
F 13/11§

Gran March: Petros, F 15

Great Kingdom (Kingdom of Aerdy): i,
C7/MU 12

Greyhawk, Free City of: Nerof Gasgal,
T 10

Highfolk, Independent Town of: Loftin
Graystand, D 12

Horned Society: true identities unknown

Cruski, Kingdom of (Ice Barbarians):
Lolgoff Bearhair, F 14

Idee, County of: Fedorik Eddri, F 14

Irongate, Free City of: Cobb Darg, ?

Iz, Land of: Iuz, demi-god

Keoland, Kingdom of: Kimbertos Skotti,
R 14

Ket: Zoltan, C 3/F 14

Lordship of the Isles: Latmac Ranold,
Flé :

Medegia, See of: Spidasa, C 15

North Province, the: Grenell, A 15

Nyrond, Kingdom of: Archbold I1I,
F 16

Onnwal, Free State of; Ewerd Destron,
Fi2

Pale, Theocracy of the: Ogon Tillit,
C 14

Perrenland, Concatenated Cantons of:
Franz, R 1§

Plains of the Paynims: tribal

the Pomarj: several petty leaders

Ratik, Archbarony of: Lexnol, R 13

s

Rel Astra, City of; Drax, A &MU ¢

Rovers of the Barrens: Kishwa Dogteeth,
F11

the Scarlet Brotherhood: true name
unknewn, M 14

Sea Barons: Senchae Foy, F 13

Sea Princes, Held of the: Jeon II. F 17

Shield Lands: Helmer, C 7/F 10

Kingdom of Schnai (Snow Barbarians):
Orvung, F 16

South Province: Chelor, T 5/F 11

Spindrift Isles: true names unknown

Sterich, Earldom of: Querchard,
F7/TB9

Stonefist, Hold of: Sevvord Redbeard,
F 18

Sunndi, County of: Hazendel,
CLF8/MUS

Tenh, Duchy of: Ehyeh, F 12
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Tiger Nomads {Chakyik): Cligir, T 3/F 11

Tusmit: Jadhim/oremm, ¥ 1§

Ulek. County of: Lewenn, [2 13

Ulek, Duchy of: Grenowin, F 7/MU 11

Ulek, Principality of: Olinstaad Corond,
FoT 12

Ull: Draske, F 13

Urnst, County of: Lorgan, F 16

Urnst, Duchy of: Karll, R 12

Valley of the Mage: ¢

Veluna, Archelericy of: Hazen, C 19

Verhobone. Viscounty and Town of:
Wilfrick, F 10

Wild Coast: various petty rulers

Wolf Nomads (Wegwiur): Bargru,
15/F 12

Yeomanry, the: Crispin Redwell,
F 10/C 5

Zeif, Sultanatre of: Murad, T 4/F 13



ECAUSE
CHANGES

related to changes in
Al tatitude, the size of
7| the world is impar-
tant. Oerth has a
| polar circumference
24| of 8,400 leagues
{25,200 miles).
Thus, trav clmg 23 leapgues (70 miles, 2
1/3 hexes) in a north or south direction
covers one degree of latitude. The accom-
panying table shows typical conversions
between degrees of latitude, distances in
leagues and miles, and hex counts on the
map.

DISTANCE CORRESPONDENCES
BETWEEN HEXES, DEGREES OF
LATITUDE, AND MILES

N-&

N-5 distance

distance  in degrees -5 distance in

in hexes of latitude leagues (miles)
1 0.4 10 (30}
2 0.0 20 (60)
2173 1 23 (70)
4273 2 47 (140)
5 21 50 (150)
7 3 70 (210)
14 43 w0 (300)
11 2/3 A 17 (350)
20 8.6 200 (600)
23 113 1¢ 233 (Fo0)
35 15 350 (1,050

The Grevhawk maps, which cover 970
leagues on the north-south axis, also
cover 41.6 degrees of latitude,

A second table shows where the latitude
lines are located on QOerth, referring to
the hex numbers at the right-hand edge
of each map sheet and indicating the
locales on or close to each parallel.

in climate are closely

OF LATITUDE ON MAPS OF
THE WORLD OF GREYHAWK

North Hex # on map

Latitude (right half}  (left half)
15 g3 129
20 #1 117
24 72 108
25 69 105
30 53 04
33 46 82
40 34 7n
45 23 59
50 11 47
54 02 38

Latitude lines run horizontally across the
map, and do not slope southeast to
northwest as do the numbered lines of
hexes.

Baseline information for Oerth is shown
on the Baseline Data Chart. It is assumed
that for each degree of travel in a north-
south direction, the baseline temperature
will change by two degrees Fahrenheit.
Thus, a trip seven hexes north of Veluna
City takes one to a point where the
ternperature 1s six degrees colder, because
seven hexes equals three degrees of lati-
tude; a trip seven hexes south would raise
the temperatore by the same amount.

H0°
55°4

500

ase
40°88

THERATHE WORLD

LOCATION OF MAJOR PARALLELS

(This is reversed if one crosses the
equator,)

One final comment is necessary, The
weather of Oerth is affected (and possibly
generated) by magic. Some of the spells
and items that can bring this about are
described in the Player's Handbook and
Dungeon Master’s Guide. Of course, very
accomplished magic-users may be able to
research and develop new weather-
controtling spells. Great care should be
taken when such spells are implemented,
because localized magical changes to the
weather may have repercussions else-
where in the world (and, perhaps, on
other planes as well),

STRONOMICAL
PHENOMENA

The Baseline Data Chart shows the time
of sunrise and sunset for the middie of
each menth at the baseline latitude of 40
degrees. For each degree of latitude away
from the baseline, the times should be
adjusted by two minutes, adding if above
4 degrees north and subtracting if
below. Sunrise and sunset are not the
times when light appears and disappears,
since reflections from sky, clouds, and
terrain may affect the hours of normal
vision. (En the depths of a steep valley the




BASELINE DATA CHART

Base remp.
Daily high ad;.
Daily low adj.

Sky conditions:
Clear
Partly Cloudy
Cloudy

Chance of precip:

Mid-month time of:

Sunrise {a.m.)
Sunset (p.m.}

Phases Of Luna

Phases Of Celene

Base temp.
Daily high adj.
Daily low adj.
Sky conditions:
Clear
Cloudy

Chance of precip:

Mid-month time of:

Sunrise {a.m.)
Sunset {p.m.)

FPhases of Luna

Phases of Celene

Fireseek Readying Coldeven

32 i4 42

+d10 +dé+4 +dB+4
20 —(d1{+4} ~{d10+4)
01-23 01-25 01-27
24-50 26-50 28-54
51-00 51-00 55-00
465, 4(% 445,
7:21 6:55 &12
5:01 536 6:09

Fireseek Readving Coldeven

1/4: 4th day of month and 4th night of
Growfest. Full: 11th day of manth. 3/4;
1Bth day of month, New: 25th day of
month and 4th night of Needfest.

Full; Mid-Needfest and Mid-Growfest.
3/4: 1%th of Fireseek. New: 1lth of
Readying. 1/4: 4th of Coldeven.

Reaping  Good-month  Harvester

77 75 68
+d6t4 +d4+6 +d8+6
~dé+a) ~d o) -(d8+6)
D1-22 01-2% 01-33
23-62 26-60 3454
63-00 t1-00 5500
33% 33% 33%
4:45 5:13 542
7:29 6:57 6:10

Reaping  Good-month  Harvester

3/4: 4th day of month and #th night of
Brewfest, New: 11th day of month. 1/4;
18th day of month. Full: 25th day

of month.

Full: Mid-Richfest and Mid-Brewfest.
3/4: 19th of Reaping. New: 11th of
Goodmonth. 1/4; 4th of Harvester.
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Planting Flocktime Wealsun

52 &3 71
+d1(+6 +d10+6 +d8+§
—{dB+4) -(d10+6) ~{d6+6)

01-20 01-20 01-20
21-55 21-53 2160
§6-00 54-00 61-00
42% 42% 36%
5:24 4:45 4:32
6:39 7210 7:32
Planting Flocktime Wealsun

Full: 4th day of month and 4th night of
Richfest. 3/4: 11th day of month. New:
18th day of month. 1/4: 25th day of

month.

Full: Mid-Growfest and Mid-Richfest.
3/4: 19th of Planting. New: 11th of
Flocktime. 1/4: 4th of Wealsun.

Patchwall Ready’reat Sunsebb

57 46 i3
+d1(H-5 +d10+6 +d8+5
~{d10+5) ~(d1(H4) 420

11-35 n1-20 01-25
36-60 21-50 26-50
H1-00 51-00 51-00
36% 4% 430,
6:12 6:46 7:19
5:21 4:45 4:36

Patchwall Ready'reat Sunsehb

New: 4th day of month and 4th night of
Needfest. 1/4: [ 1th day of month. Full:
18th day of month. 3/4: 25th day

of month.

Full: Mid-Brewfest and Mid-Needfest.
3/4: 1%th of Patchwall. New: 11th of
Ready'reat. 1/4: 4th of Sunsebb.



period of vision will be significantly
reduced, while atop the adjacent maun-
tain it will be extended.)

On any selected parallel of latitude, sun-
rise will occur at the same tocal time
evervwhere, Only east-west travel of
lengthy distances will create a need for
time zones. A one-degree change in lon-
gitude will change the times of sunrise
and sunset by four minutes,

At latitudes above 60 degrees, the
phenomenon known as the Midnight Sun
can occwr. During mid-summer months,
the sun never sinks far enaugh below the
horizon to permit total darkness; during
mid-winter, there mav be davs when the
sun never rises. At exactly 60 degrees
tatitude, these effects will accur only on
Mid-summer Day (no sunset) and Mid-
Winter Dray (no sunrise). For every degree
of latitude beyond the Hth parallel
toward the poles, these phenomena will
each eccur for two additional days, one
before the midpeint and ene after.

The smaller mouon (Celene, or The
Handmaiden) goes through four cycles
each vear, becoming full on the middle
evening of each of the festivals. This
evening, of course, becomes the high
peint of the celebration, especially in the -
case of Midsummer's Night, when those
who use druidic spells are gathering mis-
tletoe for the coming vear.

Luna, the large moon, makes 13 cycles of
28 days during an Qerth vear. Its cycles
are linked with thase of Celene in a
manner that causes hoth to be full on
Midsummer’s Night in Richfest. On
Midwinter's Night, however, only
Celene appears; this period is known as
the Dark Time, or the Dim Nights, to
Many superstitions peasants.

The exact dates for new, waxing (first
quarter), full, and waning {third quarter)
moons are shown on the Baseline Data
Chart. The combinations of the moons
have interesting repercussions on lyran-
thropy. Most lycanthropes have their
were-cveles linked to the cycles of Luna
only. However, 1 of 10 lycanthropes are
affected only by Celene, and another 10%
are affected by either meon. In any case,
whenever both moons are full, all were-
creatures will be cut a-hunting. {This
happens on Midsummer’s Night, unfor-
tunately for mistletoe hunters!)

The seasons may be defined in terms of
local temperature change. The following
are suggested:

Winter: average base temperature less
than or equal to 32 degrees F.

Spring: Average increases from 32
degrees to 50 degrees.

Summer: Averape rises from 50 degrees,
then falls 1o 60 degrees.

Autumn: Average falls from 60 degrees
to 32 degrees. '

In areas with lengthy summers, the early
half (when the emperature is rising) is
considered to be Low Summer; the
second half (when the temperature is fal-
ling) is High Summer. In areas with long
winters, the first half is called Early Win-
ter and the second half Late Winter or
Bitter Winter. The elves and barbarians,
of course, have their own names for these
periods.

] ETERMINING
WEATHER
CONDITIONS

This system works best if the Dungeon
Master generates the weather for one or
two weeks at a time, in advance of actual
plav. This approach makes it moch easier
to calibrate the weather with the game
world’s ralendar, and with the actions of
adventurers, as well. An exception to this
occurs when a party embarks on a long
journey that will carry it through many
varied types of terrain, and the Dungeon
Master cannot predict the exact lecation
of the party in advance.

Teo determine current or future weather
conditions, follow these steps:

1. Find the base temperature for the cur-
rent month on the Baseline Data Chart.
Roll dice as specified to find the adjust-
ments to the base temperature for the
day's high and low. Adjust both the high
and low for terrain and for the distance
away from the 40th parallel {add 2
deprees Fahrenheit for every 2 1/3 hexes
south; subtract the same for distances
above the 40th paratlel).

The high temperature for the day will
occur about one hour after mid-day, and
the low temperature will occur about one
hour before sunrise.

The possibility of temperature extremes
may be added in the following way,
Before checking the monthly base
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temperature, roll percentile dice and
check this table:

(1  Extreme record low
02  Severe record low

03-04 Record low
0596  Normal temperatures
798  Record high

99  Severe record high
00  Extreme record high

To determine the new monthiy base
temperature during a record high or
recerd low, adjust che monthly base
temperature from the Baseline Data
Chart by the maximum high or low pos-
sible for the month. Severe highs and
lows are determined by adjusting the
monthly base temperature by double the
maximum high or low. For extreme
highs or lows, adjust the base temperature
by three times the maximum.

During each day of a record high or low,
the daily temperature range is determined
by adjusting the monthly base tempera-
ture and then applying all other approp-
riate adjustments.

A period of record high or low tempera-
tures will usually span several days; the
exact number is determined by rolling

d2¢.

01 1day
0203 2 days
0410 3 days
11-14 4 days
1517 § days
18-12 6O days

20 7days

2} Roll percentile dice to determine the
sky conditions {clear, partly cloudy, or
cloudy) for the day.

3} Roll percentile dice to determine if
precipitation will occur during the day.
This roll is affected by terrain, as speci-
fied in the Terrain Effects Table. The
base chance of precipitation is given in
the Baseline [}ata Chart.

If precipitation will not nccur, roll d2¢
and subtract one to get the current wind
speed in miles per hour, adjusting this
speed for the terrain. Adjust the tempera-
ture for wind chill if necessary.

If precipitation will occur, an additional
perrentile roll is made to determine the
type of precipitation, using the Precipita-
tion Occurrence Table. If D0 is the result,
roll percentile dice again and consult the



Terrain Effects Table to determine what ~ TERRAIN EFFECTS TABLE Adjustments to:
type of Special Weather Phenamenon

il 1 th I Jiff ; Chance of Temperature Spevial weather

will occur; these phenomena er b]r ter- I'ype of termain precipitation {In degrees) Wind speed phenamena

rain type. {Optionally, once the Special

Weather Phenomenon is determined, Rough terrain None None +¢-5 mph 11-80: Windstorm

step 3 can be repeated to see if the Special or hills 81-00: Earthquake
Weather is accompanied by a more nor- Forest None 5 _$ mph 01-80: Quicksand

mal form of precipitation.) 81-00: Farthquake

Certain varieties of precipitation require Jungle +10% +8 -10 mph 01-05: Valcana

specific conditions, as noted in the Pre- {1660 Rain forest downpanr
cipitation Qccurence Table (such as max- 61-30: Quivksand

imum or minimum temperatore}. If the #1-00: Farthquake

day’s cenditions do not fit the specified

Swarp ot marsh! +55 - -5 mph I1-258: Quicksan
condition, either roll again or cancel the e d ! 2@8{5]: gl?npsi:wir
precipitation entirely. 81-00: Earthquake
4) Once the type of precipitation is Crust? -25% +10 (day) None U1-40: Flash flocd
known, refer to the Standard Weather -1 (night) #1-70: Dust storm
Table or the Special Weather Pheno- ;{;j‘é E::Td :) ake
mena Table to discover the effects the ‘ d
weather will have on wind speed, move- Plains? None None +5 mph 01-50: Tarnada
ment, visibility, etc. In addition, the 31-00: Earthquake
duration of the precipitation is given. . . .

When this duration expires, roll percen- Desert -3 _+| y}:ﬁ;;ﬁ, +5 mph g}jf] ;:T:i};g::i
tile dice; if the resnlt is equal to or less 5165; Dasis
than the specified chance of continuing, B6-85: Mirage oasis
then the precipitation will continue in 46-00: Earthquake
some form. In t.hl.S t.‘a}se, roll d1€ to see if Moauntains None -3 degrees +5 mph 01-20: Wind starm
the type of precipitation changes as per 1000 per 1,000 21-50: Rock avalanche
follows: feet of feet of 51-75: Snow avalanche
elevation elevation 76-80: Volcano
1 Up one line on Precipitation Oceur- 81-00: Barthquake
2-9 TNBEC:])?;;;‘.’ roll for duravion of Seacoast? *3% -5 (cold +3 mph UL-8: Earthquake
" . {within 2 hexes current) 41-94: Tsunami
continuation o of coastline) +5 (warm 25-00: Undersea volcano
10 Down one line on Precipitation current)
Occurrence Table

At szal +1 5% =10{ecald +10 mph 01-20: Tsunami
5) Any time that the temperature falls {more than 1 hex current] 21-401; Undersea voleana
below 35 degrees F., consult the Wind from coast) +5 (warm 41-00: 1 'nderses earthquake
Chill Table to determine the day’s true Notes: custent)
effective temperature. Other relevant data ! — In the Cold Marshes, remperature adjustment is -5, + — No fog, mist, blizzard, mansoon. tropical
on Sub—frtezing conditions is in the dis- ? — Mo fog, gale, or hurricane permitted. storm, gale, or liarricane permired.
cussion of climatic extremes. 4 — Mo mansoon nr tropical storm permitted. f — Duration of fog and mist doubled.

§) When precipitation ends, check WIND CHILL TABLE
a rainbow occurs, as shown on
the Precipitation Occurrence Table. ‘{Vi“g] 3 30 28 Z‘g mpt;rf\turti {()degrcsaq Fagrcnh?tj 10 15 20
(mp 2 5 -5 -0 -15 -
7 gy nencver the [ungean Master needs 5033 2 2 16 127 1 -6 -11 -15 -22 -28
POSLILON Of Chrection 1D 2t 9 2 -2 9 15 22 27 31 37 43
of a phenomenon (the position of a vol- 15 16 11 1 -6 -11 -18 =25 -33 -_#0 45 _51 _58
cano, for example}, 9 should be rolled to 4 2 - o >
select one of the eight cardinal points of 2 12 304 9 -7 - _32 - 46 52 58 _24
the compass: £ P 25 7 0 -7 1§ =22 29 _37 45 52 58 45 72
pass: n § -2 -11 -18 -26 -33 41 49 86 63 70 -78
1 North 5 South 35 3 -4 13 20 27 S35 43 52 60 7 75 B2
2 Northeast 6 Southwest 40 1 -4 -1§8 22 -29 -36 45 -54 -p2 -99 76 -83
} Eas 7 Wen L T e+ o e e+ e+
- ) -7 17 -24 31 - 7 56 6% -71 -
+ Southeast B Northowest S5 -1 -8 -19 -25 33 -39 4B 37 65 72 79 86
Gl -3 =10 21 27 -34 -40 -49 38 -p6 -73 -BO -8Y

2l



HIGH WIND EFFECTS TABLE

Wind speed

|mph)
n-29

44

45-50

BlIL74

On land
M effert
All travel slowed
ba- 25%; tarches will
be blow out

All travel slowed
hy 50%; torches and

small fires will be

blown out

Small trees are
uprooted; all travel
siowed by 75%;

roals may be
torn off

Only strong stene
buildings will he
undamaged; travel

is impossihle

AL seq
Xo effect

Sailing difficuis:
rowing impnssible

Minor ship damage
(d4 structural
paints} may ocrur;
wave ht. 3d6ft,

Ships are endan-
gered 1d10 structur-
al damage) and
hlown off course:
wave ht. d11+20 {t.

Ships are capsized
and sunk; wave ht.
d2{r20 fr. ar more

In air*
No effect
Creatures eagle-size

and below can’t Ay

Man-sized creatures
cannot fly

No cieatures ¢an
fly, exvept those
fromi the Elemental
Plane uf Air

Mo creatures van fly,
except those fram
the Elemental Plane
of Air

In battle
No effect

Migsiles at 12
range and -1 to hit

Missiles at ¥4
range and -3 ro hit

No missile fire per-
mitted; all non-mag-
ical weapon atracks
are -1 te hit;
dexterity hanuses

to AC vancelled

No missile fire per-
mitted; all non-
magical weapon
attacks at -3 1o hir:
210 % chance per
artack that any
weapan will be torn
from the wielder's
grip v the wind:
dexterity bonuses 1o
AC cancelled

* — Note: When wind speed exceeds 35 mph, the use of a carper, wings, or brese of fiying becomes extremely
dangerous. The pereentage chance that a creature or object will be blown off a broom or carpet is equal ta the wind
speed {in mph) minus the earpet’s maximum speed {in”.). This percentage should be reduced by 5% far every 1(H)
pounds of bedy weight and encumbrance. Characters and objects weighing less than 100 pounds have thesr
percentage chance increased by 1% {or every 5 pounds below that limit.

Aleo note: The use of a petisr of geresus form during high winds {more than 35 mph} may cause dispersion of the
gas to such an extent thar the creature cannot reform!

PRECIPITATION OCCURRENCE TABLE

Dice
roll

01-02
0305
Oa-10
11-20
21-23
26-27
2830
i1-38
39-40
41-45
46-60
61-70
71-B4
25-89
90-94
2597
95-99
00

Type of weather

Blizzard. heavy
Blizzard
Snowstorm, beavy
Snowstarm, light
Sleetstorm
Hailstorm
Fog, heavy
Fog, light
Mise
Drizzle
Rainstarm, light
Rainstorm, heavy
Thunderstorm
Trapical storm
Monsoon
Gale
Hurricane nr typhoon

Special

Temp, requ ired [°F))
Min. Max.
- 1
- 20
- 25
- 15
- 35
- 65
20 4]
i 70
3 -
28 -
25 -
25 -
0 -
41 -
58 -
41 -
58 -

{refer to Terrain ‘"able to
determine type)

Chanve of
vontinuing

5%
1%
2P
25%
2%
1%
25%
H%
15%
2%
45%
3%
15%
2%
30%
15%
20%

1%

Chance of
rainbow

1%
1%
1%
10%
%
1%
20%
20%
1%
5%
1%
5%

{if no continuation,
roll new form of
precipitation)
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Nt
allowed In:

Degert
Desert

Deesert dust
Deesert, dust
Desert

Desert, plains

Desert, dust, plains
Desert
Desert, dust

8) Prevailing winds on the Flanaess come
from the north and northeast during the
fall and winter seasons, and from the east
and southeast during the remainder of the
year. This is generally true, but geogra-
phical phenomena, such as mountain
ranges, may affect wind direction.

9 Strong winds can have harsh effects,
sirnilar 1o those caused by the druidic .
spell Control Winds. The High Wind
Effect Table also delineates some of the
consequences of great wind velocity.

ENERAL NOTES
FOR TERRAIN
EFFECTS TABLE

1. Sylvan forest zones should have tem-
perate weather conditions and minimal
precipitation throughout the year, due to
the influence of Faerie upon the climate.

2. When Special Weather Phenomena
that do not involve precipitation occur,
the chance for and/or type of precipita-
tion can be re-rolled.

3. There ts a 10% chance that any Special
Weather Phenomenon has been caused
by one of the following:

01-30 Elemental(s) or Giant(s)
31-60) Elemental(s) under NPC control
61-4) NPC or monster
91-98 Demons, devils, or creatures
trom the appropriate Elemental
Plane
20 A deity or his/her servants
00 Two or more battling deities

4. Al terrain effects are cumulative and
may cancel each other out. Intervening
mountains, however, will eliminate all
coastal effects. When a Special Weather
Phenomenon is needed, select one terrain
type which will determine the pheno-
menon, and then modify the result of that
selection appropriately.

5. In the desert, there is a cumulative 2%
chance per hour that a creature or charac-
ter will become blinded by the glare. The
effect is equivalent to a Light spell cast on
the creatures visage, and may be relieved
with a Cure Disease spell or a night's
sleep. Those creatures normally dwelling
in such areas are immune to this effect.
Although the chance is cumulative, it
does not accrue from day to day, After a
weel of travel in the desert, the cumula-
tive chance drops to 1% per hour, and



after one month of continual exposure to STANDARD WEATHER TABLE
these conditions, the possibility is entirely

Precipiauon Range af Chance of Wind

rernuved. amount Movemen Range of vhra-and Effect an BETTINE speed
Phenomenon {inches) Duration race normal vision  Infravision macking last Imph}

X AM PL.E OF Bizzard, heavy! 2010410 3B Pl ¥ No No <50t adE-30

hoers H:xlh rading

-4 WEATHER [ - @ :’m [ ifa ~4 0% +15% Idb-34
AGENERATION Hsd e S '

. Snowsrarm, heavy® 2 d 4d xl: xll w2 ~25% L e
The party currently is camped at an ele- houra o
vavion of 3,000 feet in the Yecha Hills Snowstor, light! da 2da Fixla ' EeT] -10% 1% dda
(latitude 48 deprees north) during the hours 2 :::;::
month of Patchwall. The baseline Slect soorm Va4 46 Faxlia . - 0% 5 3410
temperature is 57 degrees, and two d10 hours H: zi
rolls [Df 5 and 3) indicate that the day's Hailirarm * d4 G;’;:k Marmal Mormal 1% 1% 410
N . 5CT TERL 3y . "
base high and low will be A% degrees and bours fall)
49 degrees. These are then adjusted for Heavy Fog - diz ' z xis £0% +50% 20
latitude by i hours (el radtius
le by subtracttng'l 0 degrees frm;n Lishe o 3 4 o o . a0 0% 4
each figure, and are adjusted for terrain hurs )
by subtracting an additional 9 degrees for Mix - 246 Narmal Normal Nomul -5 “armal o
the elevation, resulting in a high of 40 henuzs ) , ,
d dal £ 24 d Drizzle dd dil Maemai Kot Mormal -1 %itum MNarmal d20
egrees and a low o epress. bours feum)
. . . Rainstwm, light’ Tadb 412 Narmal MNormal Normal -10% Mormal 420
A roll of 48 indicates that the sky is partly haurs tewml.
ClUUd}', and a second roll of 23 indicatcs Rainstorm, heawy® dd+ 412 Fiud s xifs 0% fturn ~1 % 2di2
precipitation will occur, The first roll on haurs g‘:‘rm v} "
the Precipitation Occurrence Table indi- Thonderstarm® & " T ¥ K¥a A0%imm 0% adio
cates a monsoon; this roil is ignored, hours (ath (3% if
I A horsed)
because thﬂ temp{?ra.ture w I.]_l ﬂ.{?‘i Tise Tropical Starm’ dbiday Yzt Fratia %Wz xik No +30%: 3d12
50 degrees, the minimum required. A davs Healn 30
second roll shows that the party is sur- Ci oo
mundbd b}' hcavy f()g. Moensoon’ o8/ day 3‘&6 ;:x:u'a x4 x4 No <30% Hd10
) V5 H 4]
- e O
Further rolls and results .«i_pec:tfled by the Gal? dbicky Ve o " e o 0% 840
Standard Weather Table indicate that the days Hia't
fog will last for eight hours, with winds of _ _ o
12 mph. During the fog, visibility will be ~ Husomsor dibides  dd Focis o e e s o
. typhoon dava H:xda W70
cut to 2 feet, movement will be at one- o
quarter speed, tracking {by a ranger) will Mates:
not be possible and the party members' IF # foos gavel; H = horse rravel; C = cans & wagans: No = nat allowed.)
,

!~ Swrwdrifts of wp to i1 per hour mey accumulate agginst buddings, walls, etc.

chance Of becommg ]'OSt “"I']'l ht‘ ln_creaSEd E_ s with heavy blizzard, bur only 57 per howr.
by 50% (if they travel). * _ Drifts of 1" per hout will oceur ifwind speed is abawe 20 b,
* — Aveoage damerer of hailstones is Yzod inhes, | stones are mare than 1 inch in diameter, assess 1 point of damage pet ¥2 inch of dianetsr every
'When .i.t iS time fﬂl‘ thﬁ fog to ]_if'[, percen- 1urn for thase ACE or worse, (1 4z-inch diameter spanes cause 3 paines of damage.) Rings, bracers, ete, pve no proceetion from this danaps,
: : - . but magac armer does.
tile d]C{": a_re Foned again an?l 'ihc '['CS'I.II.t. 15 ¥ _ A drep in temperature to 30 dogrees at less after such o starm may remdt in ey groted, aferting mavel, deatericy, e,
33. This indicates that precipitarion will ® . Lightning strokes will cceur omce every 10 minutes, with a 1% probabilicy on each that the parcy will be bic. This chance is increascd v 1015 if
continue. A d10 is rolled and comes up the parcy shelrers under wrees. Darnage donc will be 646, with 2 saving throw far hall damage allowed.
[ . - ¥ ¥ — Bvery 3 murns, a 10% chance of gust damags if wind speed is aver 40 mph. Damagz is 14 for every full 19 mph abave 40 mph.
10' mdlr:atmg lhat the hea‘} f(}g will B _ Unprotected creaturcs suffzr Ldb wind damage every 3 muras. and buildings take 1d4 | d edch muen.

become light fog. The DM then deter-
mines the duration of the new weather
and its effects. :

Finally, the DM notes that the tempera-
ture will fall well below 35 degrees by late
afternoon. After the Wind Chill Table is
consulted, the party is informed that the
effective afternoon temperature of 340
degrees will feel like 12 degrees ta them
—and the night probably will be even
worse!
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ENERAL
NOTES FOR
STANDARD

Weather Table

1. The effects of precipitation on infravi-
sion and ultravision occur because the
temperature of the precipitation usually is
different from that of the surrounding air
and terrain.

2. The effects on tracking shouid be used
to adjust a ranger’s chance to track any
creatures in the wilderness.

3. The chance of getting lost applies to all
parties, even thase with maps, because
landmarks are obscured, trails covered,
and so on. Terrain adjustments for get-
ting lost, as stated in the Dungeon Mas-
ter's Guide, also apply. If a party stops
traveling until precipitation ceases, the
effects are cancelled, except thaose for
SOOW.

< FFECTS OF
~ CLIMATIC
A EXTREMES

The Dungeon Master should be aware of
some of the pussible effects that can occur
when a party confronts extreme tempera-
tures. The suggestions in this section are
only that, and make no attempt to present
the full ranpe of possibilities.

In cold climates, always use the Wind
Chill Table ta determine true
temperatures,

The bulky clothing needed for protection
in cold climes can affect a character's dex-
terity, armor class, and “'to hit”" rolls. A
deduction of one point from. each of these
characteristics for every ten degrees below
0 degrees F. is suggested.

The use of heat-producing magic, from
spells or items, can have severe repercus-
sions on the Jocal environment, Snow will
melt and re-freeze into glare ice, for
example, after 2 Fireball, and ice floes
will crack and separate after intense heat.
In mountainous terrain, intense heat may
cause a snow avalanche or a rock
avalanche.

Extremes of cold may affect the usage of
~ personal possessions. Oil, for instance,
may not flow. Liquids may freeze, crack-
ing their containers in the process. A
potion may lose its effect, or be changed,
after being subjected to extreme cold.

SPECIAL WEATHER PHENOMEXNA TAEBLE

Range of Chance of
Cruration Mavement Range of ukra-and Eifece on getting speed
Pheromenon Precipalion  or area e natmal vigion Infravision trucking loat tmph}
Sand starm’ - 1-B hoars Na Ma No Mo e 5d1t
or Dlust storm.
Wind storm? - 1-10 =Wz x\z XM Mo ~30% 8dLl
haurs (il -20
Earthouake® - 1-10 Fexlis Mormal Narma -50% +10% dzn
Ul undcrsea, a haurs H:a'la (+30% on
1mzrni will C:np {may horse)
oreur in d10 be aver-
hours) turped)
Avalanche® 5410 1-10 May be ormal MNormal 50% “1qm § d20
[rock or spaow) inches minutes Mocked truil is
covered
Volcano® d8 Vad2i rlz ™ xhiz -50% 120 d2a
(IF undersed, an inches days (l Ixb:if =% if
islarwd will be of ash undersea an
formed after per day duc o huorse)
2da days) mistl
Taugami* Ware Vadd Normal Marmal Mermal Na Normal 510
he. 10420 hoors +h
focr . .
{Juicksand’ - Covers Sarmal MNermal Mermal Ma +20% if d2a
’ radivs of {unil skirced
4z emicicd)
Flash fiood” sEC dE+Z el Mol Mol -5 0% d2f
noee? heurs
Rain forest 1 inch Jdé hours 3 s xa -3% per 2% -5
dawrpou” per hour Hx\: e {de-11
Cina
Sun shower™ 2 580 Mormal Mormat Noernal Mormal Nermal dap
it
Toroada or I inch 550 Mor xYs xdfa Mo 0% i)
eychane e b hours
Oasks ar - 3£ Mornal Tl MNormal Normal Marmal 420
murape casy radis
Nores:

(F = fooe taved; H = horse pravel, = cans and wagpns; No = not allawed. }

! — 50% chance of d4 damage cvery 3 arny, oo saving draw, untd sheler is laund.

* — 0% vhance of 245 of rock darnage every 3 Lurns. [Charariers mst rall dexcerity or loss on d20 to save For Vadamape; monsters must save vs.
perrifactian )

* — Comer is 1-1060 miles away From parcy, with shock wives cxtending 11000 miles. The firse shock wave of the eathquake will be preceded by -
4 mild eremors, which do no damage but causs unerained harses, cattde, and other animals to balk in feas and cun for apea ground. After a delay of 1-6
rounds, the firse shack wave reaches the purry, and ther are 1-§ shock waves in an earthquake. Rell d20 oo derermine: the number of nounds beween
cach of the shock waves. Each shock wave causcs damage as the Tth kevdd deric spelt Burthguake.

* - Damage is 2d20 pts., with save (vs. deidmrity o petrifaction, s in 2 ahave) for Uz damage. Victims whing more than 20 paints of demagr are
buried and will suffocaee in § rounds unlkess rescued,
$ — Ash burns; d4 damage every 3 twms, na save. Location: 07 {d&-1) mikes fror parry, Lava flows at d19 mph, does demage as 2 salamander's sl
For cvery dav @ velcano cantinues to erupt, the base termperatore will rise § degres in a Sh-mile-diamerer aren. This overheating will kepae feer 7-12
months, 4 particles af ash in dwe air bring the semperatune hack devn, but the chanc: of cear skies in the ares will be aur by 50% for an additonal 1-6
months thereatoer

%« Save vu. demerite!patcifaction (soe 2 abave) or deown, 1f save i made, victim ckes d20 damage.

¥ — An individual wearing rp s, leurher armaoe, studded 2rmor, elven chain, or magical armer will anky sink up w the nech if he remains motion
Iesa, keaps hus arnns ahave the sudace, and discardsall heavy irema, Other charactors will be dragged wider anthe rans of | fooe per rewend # motionkss
or 2 fect per roond #Fatiempting to escape. Dvowning oevurs 3 rounds after 1he head is submerged. 11 a victim is rescued after his head has been sub-
merged, asacss damage of d6 per round of aubmermon once characier is resuscitated.

¥ A flush flood will begin with shat appears 1o be o heavy rinstom, with appropriate sffects, during which J inches of min willfal each hours, The
rain will soop when 508 of the Rood’s doration is cver, ac which peint all Jow arcas will be coverod with running water wa 2 depth which is mipke the
amount of rainfall. This water will remain for 8-30 wms, and then dmappear a1 a re af 3 inches per hour. The cument wil vary from 5-50 mph,
Ewreasine when waver flows in namow gutlics.

¥ The ground will absork up oo @ inches of waver: then mud will form, convertiog the arca oo 2 swamp for wavel purposss.

" _ 953 chance of a rainbow; see note under Precipitmion Ocourrence Tabke,

" _ 0% chanee party will be transported o the Ethereal Flane, Grherwne, rear 15 o miple-atrengpih homicane far damags.

12 _ If the nasis is rcal, roll d20. A sesult of 101 2 inches indicattes thee the oasis is cuzrently populaced (d ine popularion rype via the Wilderness
Enceunisr Charts in che DMG), whike a 20 indicares thar dhe lasr wisitor has paisancd alt che welis. f the oaxis s 2 mirage, anyone who "drinks” must
save vs. apell or take db damage rom swallowed sand.




If a party travels with animals, pets,
familiars, etc., or summons monsters, be
sure to take the effects of the cold into
account when describing the actions of
these creatures. Creatures from the Ele-
mental Plane of Fire will be extremely
annoved at those who call on them in
cold climes {(double the chance of rebel-
ling if summoned.) Extra food will eften
be needed under these conditions,

Dirinking hot beverages at temperatures
below -20 degrees F. offers the possiblity
that the drinker’s teeth may crack from
the sudden temperature change.

Frosthite will destroy an exposed body
part in 10-3) minutes at temperatures of
40 degrees F. and below. Body parts lest
to frostbite damage can only be restored
by regeneration, such as from the clerical
spell Regenerate, a ring of regeneration,
or similar means. Frostbite is most likely
to develop in situations where:

a} tight clothing is worn

b} the extremities (hands, feet, ears,
etc.) are inactive or immobile

c} the character suffers from chronic
vascular disease

d) the air is both rold and moist.

Dungeon Masters should deride whether
spells with somatic components can he
cast while the caster is wearing gloves,
heavy clothing, etc. One possibility is to
assign a chance of spell failure based upen
temperature, such as 5% for every 10
degrees below -20 degrees F.

On a sunny day, there is a cumulative 2%
chance per hour that a character will
become snowblind for d4 turns. The-
effects of this are equivalent to a Light
spell cast on the character’s visage. Mons-
ters that dwell in snowy climes are
immune to this effect.

When the temperature rises above 75
degrees F., roll percentile dice to deter-
mine the current relative humidiey.
Whenever the total of temperature and
humidity is 140 or higher, consult the
Temperature and Humidity Effects Table
tor the consegquences to unprotected char-
acters and creatures.

In hot climates, most mammalian crea-
tures need additional salt to replace that
tost through perspiration. Characters who
fail to take precautions will suffer from
mild sunstroke, having double vision,
dizzy spells, and shartness of breath for
one to four hours. (The effect is similar to
a blindness spell.) This condition can be
remedied by a Cure [disease spell. Severe
sunstroke only occurs when the ternpera-
ture and humidity total is higher than
200, and has a mortality rate of 20% (30%
for characters who are Old or Venerable).

Heat cramps are caused by physical exer-
tion at temperatures above 100 degrees for
those with a consititution of 12 or less;
add 10 degrees for every point of constitu-
tion above 12. The cramps can be alle-
viated by a Cure Disease spell, or by
drinking s quart of salt water and waiting
one to four hours. If not cured within two

turns of their onset, the cramps will last
for 6d2D hours.

The effects of extreme heat on items and
animals will be similar in scope to the
effects of extreme cold, and the effects
may in some ways be the reverse of each
other. Very high temperatures may cause
spontaneous combustion, especially wwhen
highly inflammable items (such as oil in
glass bottles exposed ta the sun) are con-
cerned. Be sure to account for evapora-
tion, spoilage (wine becoming vinegar,
etc.) and similar problems. Creatures
from the Elemental Plane of Water, or

TEMPERATURE & HUMIDITY EFFECTS TABLE

Vision Rest  Chance
Temp. + (all needed  of spell
hum, Move AC Tohit Dexterity  types) per hour failure*
140~ Normal { 0 -1 Normal 2 turns 5%
160
161- xy 0 -1 -1 %3y 3 turns 10%
180
181- ®l -1 -2 -2 x15 4turns  15%
200
Above x iy -2 -3 -3 x Ly Strns 20%
200

or spells with somatic companents only
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those which use cold-based attacks, will
stronglv resent being brought into a hot
climate. Metal items left out in the hot
sun will guickly become painful to the
touch.

When the temperature 1s above 75§
degrees and there is little or no precipita-
tion, the possibility of fires in the wilder-
ness must be considered. In areas'that are
no more than one hex away from 4 coas-
tline ar lake (but not a river), there is a
cumulative 1% chance per day for spon-
taneous fire in wooded and agricultural |
areas. If the area is normal forest or grass-
land, this cumulative chance is 2% per
day, and it rises to 3% per day if such an
area is within one hex of a desert. This
chance should be lowered by 1% for each
quarter-inch of precipitation that has
fallen within the preceding week, and the
chance is reset to zero after any rainfall of
more than two inches,

A forest or grassland fire has an initial
radius of one-quarter mile, and the center
will be located 1/3 to 4 miles away from -
the party (roll d12, divide by 3). If there is
no wind, the fire will spread slowly,
increasing its radius by an additional
quarter-mile every six hours. It will anly
be blocked by fire trails or rivers at least
180 feet wide. If there is a wind, the fire
will move in the direction of the wind at a
higher rate; for every 5 mph of wind
speed, deduct one hour from the time it
takes to move another quarter-mile, and
add another 30 feet to the width of rivers
and fire breaks that would be able to halt
the blaze. For purposes of moderating
activity in a melee, such a fire is assumed
to move at a base rate of 1" per round,
plus an extra 1" for each 5 mph of wind
speed. '

It is possible for fires to spread into any
type of terrain except water and desert.
When a fire occurs, all creatures dwelling
near it will flee from it at their maximum
movement rate, If there is no wind, these
creatures will take any random path that
does not cross the fire, If there is a wind,
it is possible that the fire will drive the
creatures before it. Such creatures will
precede the fire's arrival at a site by d10
tenths of a mile, and will always attack
(no morale checks) any creature or char-
acter that attempts to hinder them.

Sunburn can oceur in any climate, and 1s
particuarly likely at high altitude and
when there is reflection of sunlight off
ice, snow, sand, or water.



ADVENTURES ON THE

~ “WORLD

HE FOLLOW-
ing wilderness
scenarios have
proven useful in
capturing the
atmosphere of the
Flanaess.
Although apec-
ryphal, they are hased on events sug-
gested by notes scribbled in the margins
of the original, recovered manuscript.
Specific derails of each adventure must be
filled in by individual Dungeon Masters.

UEST OF THE
MIST GOLEM

Fifteen years ago, the city of Greyhawk
{or another city of the central Flanaess}
was plagued by a series of strange disap-
pearances among the youth of the noble
families. The children simply disappeared
at night, never to be seen again, though
sometimes they were replaced by simula-
crums that cormmitted vile blasphemies
and had to be destroyed. After investiga-
tion both magical and mundane, the city
magistrate determined that the wizard
Murq was behind these awful outrages.
[His exact purpose was never ascer-
tained.) When a grim and determined
group of high-level guardsmen was sent
to apprehend Murq, he had already fled,
leaving behind only another simulacrum
that was killed vowing vengeance upon
the magistrate and the city.

The magician Murg and his cutrages
have almost been forgotten. Recently,
however, the respected magistrate’s sleep
has been invaded by evil dreams. In these
nightmares, mad Murq appears sur-
rounded by a cold fen, threatening the
magistrate and the city with deom, He
boasts of having found an ancient volume
of great power, whose secrets are ena-
bling the magic-user to create a mist
golem. This creature, Murg claims, can
slay others, but cannot itself be slain.

When the stars are right, the golem shall
be finished. Then it shall be sent to kill;
first the magistrate, then anyone it can
find, until everyone is slain or driven out

of the city.

The court magicians, clerics and astrol-
ogers have analyzed these dreams,
Murq's threats, and the appearance of the
area from which he "“broadcasts” (includ-
ing the configuration of the sky behind
the wizard). They have consulted their
histories and star charts, and communed
with Celestian. All have come to the con-
clusion that Murg's threats could be quite
real, and if they are, then the mist golem
will be completed in only 63 nights. They
have pinpointed the source of the dreams
as somewhere near the headwaters of the
Dulsi River, in the Cold Marshes.

For the sake of the magistrate, and
indeed the whole citv, Murq's revenge
must be thwarted. A group of adventurers
{the playver charscters) has been asked to
take the job of tracking down the rene-
gade wizard and foiling his plans before
the mist golem can be completed. If they
are successful, they will receive a large
reward, as well as whatever else they can
pick up fram evil encounters along the
way.

The first part of the journey will be rela-
tively easy, as the characters make their
way across the civilized Kingdom of
Furyondy to the town of Crockport, on
Whyestil Lake. However, from there on
the adventurers will be traveling in wild
territory. Going up the Dulsi River by
boat may seem fastest, but it is too dan-
gerous, as this would be sure to atiract the
attention of the evil creatures of Juz. The
party will have to travel north by land,
avoiding or defeating humanoid bands
from the northern Yesve Forest, the
scouts and spies of Tuz, and bold Wolf
Nomads. Then there is the perilous pas-
sage through the Howling Hills: the east-
ern portion is a spawning ground of evil
creatures for Tuz, and the west is the

26

GREYHAWK

sacred burial ground of the savage and
cunning Wolf Nomades. If these barriers
are passed, there remains the frigid and
monster-ridden Cold Marshes at the end
of the trail.

Murq himself is guarded by trolls, gnolls
and invisible stalkers. Even if the wizard
is defeated before the 63rd night, the
party must still return to the South to
claim its reward.

It is up to the Dungeon Master to create
encounters, Murq and the mist golem,
keeping in mind the relative character
level and experience of his or her players.

HE
WEREWOLVES

OF THE
MENOWOOD

The Menowood, once a haven of safety
for elves, pixies, and others of their ilk,
has recently fallen victim to evil intru-
sions from the south and east. In particu-
far, a ravenous band of werewolves seems
to have taken up residence somewhere in
the northernmost part of the woods.
These vicious lycanthropes have been
raiding the human settlements along the
river and the dwarves and gnomes of the
Hollow Highlands for several months.
The local inhabitants have decided that
enough is enough, and have pooled their
resources to hire the adventurers to elim-
inate this threat.

Unfortunately, the party’s employers
rarely venture into the Menownod, and
can give the characters no clue as to
where to look for the werewolves’ lair.
When the party ventures into the forest,
they are likely to encounter several of the
following:

— A band of trolls who have moved into
the woods from the Vast Swamp, finding
the forest creatures easier pickings. These
enterprising monsters have taken to



camouflaging themselves with green
branches and leaves and waiting by game
trails for their prey, surprising on 1-4
(d6). They will leap on their prey and
rend it or try to chase it into concealed
pits.

— A group of 20-30 bandits who have just
established themselves in the area in the
last few weeks. This band was driven out
of the Rieuwood by the elves and rangers
there. Hearing of the werewolf raiders of
the Menowood, the leader of the bandits
decided upon a clever plan: the bandits
would dress up in wolfskins when the
group went on 2 raid. The victims,
already terrorized by the woll-men,
would think the bandits were more of the
same, and flee rather than offer resist-
ance. So far this plan has worked twice,
and the bandits have gained quite a bit of
loot with no losses. Their only fear is of
running into the real werewolves. An
encounter with the party will most likely
be with a group of wolf-clad bandits head-
ing out on another raid. Among the ban-
dits is a 5th level magic-user and 7th level
thief, as well as the usual fighter leaders.

— Two to five enraged teeants who are
suspicious of any intruders into the forest,
and want all outsiders driven away. If
treated with respect, they may indicate
for the party the general direction of the
werewolves’ lair, but they will not help
mnore than this.

— An owlbear and an ogre which hunt as
a team, but know enough to keep away
from the elves and treants.

« Sylvan elves (11-20) on patrol. They
can tell the party where not to look, i.c..
what areas the elves control. The elves
only know of the werewolves indirectly,
since all of the raids have been outside the
forest.

— Two dozen Minions of Wastri (q.v.}
from the Vast Swamp, with a pack of
giant toads, searching for demi-humans
to hunt down and slay. Included in the
group are eight 1st level clerics and one of
7th level.

— A blighted elm treant whose disease
has rotted its heartwood, causing it to
hate all animal life (including people) and
attack on sight.

— The werewolf band, its members stay-
ing near their lair undl the time is fight
for another raid. The Llycanthropes have

appropriated a series of caves in a ravine,
and set up a small camp. They are mas-
querading as simple woodsmen, and will
welcome any party of humans and demi-
humans who come around [paly waiting
until the party is off guard and sur-
rounded to change shape and attack).
Deep in the caves ig their treasure room,
where they have secreted all of the oot
from their raids. The treasure room ts
also the lair of their leader, a powerful
werewolf who is also a vampire! (The
other werewolves tolerate their leader’s
condition, and even consider it an asset,
since the vampire dislikes the curse-
tainted blood of the lycanthropes.) The
vampire will not come out during the day
{even if there is a battle) unless persenally
disturbed.

DMs will note that this adventure
requires fairly high level characters. Even
normal werewolves are not easy for low
or mid levels 1o handle.

HE LOST
PASSAGE OF
THE SULOISE

Hhen the Rain of Colorless Fire ended
the Age of Glory and brought doiws the
Empire, the tribes decided to steck their
fate to the east, in the lands of the
Flan. To expedite this migration, Sie-
rotin, the Last Mage of Power, cansed
a great tunnel to be magically made
through the northeast mountasns. One
by one the tribes passed out of the
Empire and into the Eart, When none
were izft in the Sea of Dust, the Last
MMage sealed the tunnel ar both ends
with a spell that wenld last a thou-
sand yearr.

- . . ancient Suloise folklore

Where the Crystalmists border the Yeo-
manry, humans and demi-humans often
brave the terrors of the mountains for the
sake of the precious stones and metals to
be found there, Recently a band of
dwarves prospecting for silver discovered
a huge cave entrance in a place where
none should be. Being dwarves, they
investigated further, but were chased
away by a huge thundering creature with
glowing red eyes that seemed to be
invulnerable to their crossbow bolts. The
great black horror resembled an unbeata-
ble evil monster from dwarven legend,
and so frightened the dwarves that they
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refuse to go back. In fact, they have told
almost no one about the episode, but one
night a tipsy dwarf does relate the tale to
a certain party of adventurers. . .

With the dwarf’s directions, the party
shouldn’t have too much trouble finding
the tunnel opening. It is hidden by brush
and large trees, but not well enough 1o be
missed by determined searchers. The
opening, like the passage behind it, is 30
feet tatl and 300 feet wide. The tunnel
passes through the mountains in a
straight line, keeping the same dimen-
sions throughout its entire length of over
200 miles.

The northeastern terminus of the passage
is guarded by a large black juggernaut,
that “sees’” through glowing red gem
eyes. Its low armor class causes most mis-
siles to merely bounce off. Over the cen-
turies its magical energies have run down
to the point where an unencumbered man
can outrun ot outmaneuver it. If it does
catch any intruders, however, it will
crush them flat. It was placed here to des-
troy any who might find and dispel the
magical seal.

As the legend states, the tunnel was mag-
ically sealed for a thousand years. The
magic of the seal has been wearing off for
the last few decades, and is now entirely
gone. The Suloise legend is basically true,
but what it omits is that, unbeknownst to
Sleratin, there was one tribe of Suloise
that had not quite escaped the passage
when it was sealed. The Lerara tribe was
trapped in the giant tunnel, but they and
their animals have adapted to the undet-
ground environment, and a complete sub-
terranean ecology has developed.

A party advancing down the tunne] will
find that most areas are dry and empty of
anything but dust, but seme are damp or
even wet, and fungi of all types {including
edible and phospharescent) grow in these
areas. After 25 miles or so, travelers will
encounter the first outposts of Lerara
society. Fair to begin with, the Lerara
have now become near-albinos, with pale
bluish-white eyes and silver-white hair.
These degenerate and inbred Suloise cul-
tivate various types of fungi for food, and
use giant millipedes as draft animals. The
warriors of the nobility use the giant mil-
lipedes for mounts, and this squiggly
cavalry makes up about one-quarter of
their troops. All of the Leraras’ weapons
are coated with a paralytic fungus poison.



The Lerara have not been completely cut
off for the millenium. When the migra-
tion tunnel was originally made, it inter-
sected a much smaller tunnel ahout half-
way through the mountains, and since
then, strange boring creatures have made
new tunnels. The smaller tunnel connects
to the deeper maze of tunnels below the
Hellfurnaces to the south, Eventuoally the
Lerara established some trade with the
Drow saciety there, exchanging fungus
poison for weapons. goods and animals
{(such as the millipedes). However, even
with the Drow contacts, the Lerara might
have eventually died out in their dismal
underground domain, if they had not
found samething else in the tunnels
below the major passage. In a place where
no foet had trod for an ean, they found a
thing they could worship, and a reason
for existence — the Mother,

The Mother is virtually a physical
embodiment of evil, radiating vileness
and wickedness that is somehow strange-
Iy attractive. Physically, the Mother looks
like a huge, white, glowing ooze that
covers the walls and ceiling of its large
cave, with complicated ripples and waves
continually flowing back and forth across
its surface. The floor of the Cavern of the
Mother is littered with the Lerara's
ancient treasure, which they were carry-
ing when trapped, and which they offered
to the Mother when they discovered her
divine evilness. Amaong this treasure are
the bones of previous sacrifices.

The Lerara are as yet unaware that the
tunnel seals are open. When they
encounter a party of intruders, they will
initially be verv surprised, and their first
impulse will be to retreat down the tun-
nel, away from this inexplicable occur-
rence. After a little time their attitude will
change and they will welcome the party,
apparently delighted to finally meet peo-

- ple from the outside world. They will
offer to lead the party to their chief, a trip
which will take many “sleeps.” If the
party goes along, the characters will
receive every evidence of hospitality.
Actually, the Lerara warriors are leading
the party to the tunnel intersection, and
then below the passage to the Cavern of
the Mother, white always pretending to
go to the chief’s cave. When they near
the Cavern of the Mother, the Lerara
warriors plan to attack the party, paralyze
them, and cast them into the Mother's

body, which will then gradually drain
their life levels.

Depending on the levels, number, and
experience of the adventurers' party, the
DM will have to decide how tough to
make the jugrernaut, the Lerara, and the
Mother. The DM should also create the
Mother’s treasure to fit the campaign.

HE JUNGLE
OF LOST SHIPS

While in Sulward, the capital of the
Lordship of the Isles, the adventurers are
appreached by an aging merchant who
has a business proposition. He tells the
party that one of his ships on a regular
trade run to Hepmonaland was caught by
a sudden storm, and blown hundreds of

‘leagues off course to the east. Then the

wind died, and the ship was drawn by a
strange current to a place where there
was a great mass of incredibly dense and
tangled seaweed. Some of this seaweed
had seemingly formed inta great floating
mounds. As they drifted closer, the cap-
tain realized that the floating mounds
were actually derelict ships, trapped and
overgrown by the weed. The captain saw
ships of all nations. even ships of types
that had been out of use for decades or
that he had never seen before. Most
importantly. he recognized two as being
from the legendary Lost Treasure Fleet of
the Sea Princes. Fortunately, another
storm blew up and the ship was able to
escape before becoming permanently
mired. The captain reported all this to the
merchant and then retired, since the
Hepmonaland run was to have been his
Last voyage anyway.

The merchant is planning a trip to the sea
of weeds to Joot these lost treasure ships.
He telis the party that he wants to hire
them to deal with the many strange
monsters that live in and around the sea-
weed, if they should try to interfere with
the salvaging. In payment, the adventur-
ers can have any treasure they themselves
find and can personally carry. However,
they must realize that the entire mission
must be kept secret to avoid competition.
In facy, their ship is leaving tonight at
midnight before talk can spread, from a
point a few miles down the coast,

Most of the merchant’s story is valid. Its
major deviation from truth is that the
teller is no merchant at ail, and is in fact
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the Sulward Guildmaster of Assassins in
disguise. The information about the
trapped treasure ships was obtained from
pirates who robbed and sank the mer-
chant vessel, but not before the captain
tried to buy his life with the story.

All he bought was a quick death. The
pirates needed money for repairs, so they
have teamed up with the Sulward Assas-
sins’ Guild, whose leader was once a
pirate himself, The Guild put vp the
money for the mission, having just been
paid a large sum by the Sea Barons for
assassinating the Lordship’s Grand
Admiral. For this deed the Prince of
Duxchan is artempting in earnest to des-
troy the Guild, so most of the assassins
{including the Guildmaster) are going on
the voyage, hoping the heat will have
cooled down by the time of cheir return.
The ship the adventurers are to meet
down the coast is actually the refurbished
pirate craft, disguised as an armed mer-
chant vessel.

The Merchant/Guildmastet’s job offer to
the party is quite real. However, he has
neglected to mention that, once the raid
on the treasure ships has been success-
fully completed, the assassins (disguised
as saijors) will attempt to do away with
the party. The assassination attempt will
come under the most favorable condi-
tions, i.e., at night, when all or most of
the party is asleep.

The pirates and assassins are all under
orders to pretend to be nothing more than
normal reugh-and-tumble sailors, and
have been threatened with dire punish-
ments should they give away their true
natures. If the ship is attacked by sea
monsters on the way to the weed-sea, the
crew is to let the adventurers do the bulk
of the fighting,

The seaweed jungle is at the center of a
giant, slow, whirling ponl of ocean cur-
rents; when the ship reaches its destina-
tinn, it will not be able to find the trea-
sure ships immediately, due to the slow
rotation of the colossal weedpatch. The
weed-mat is navigable around the fringes,
hut the sailors will have to work very
hard to aveid being trapped. Most of the
trapped ships were originally crippled by
storm damage, and a healthy ship should
be able to keep out through hard work,
although oars will help.

The ficst thing the characters will natice



about the seaweed jungle is that it is
swarming with life of all sorts: fish, birds,
crustaceans, eels. It is a floating reef, a
haven for all sorts of creatures. This
includes predators such as octopi and
squids (some quite large), portuguese
men-of-war, barracudas, giant sea snakes,
sharks, sea crocodiles, ete. The seaweed
itself is dangerous, as strangle weed
abounds, always ready to trap the
unwary.

Over an area of several square miles,
there are dozens of the great weed-
mounds that mark the corpses of trapped
ships. All of them look roughly similar,
so the sailors and characters will probably
have to search at least several of them
before finding the lost treasure ships. Get-
ting into the center of the weeds will be a
problem, since no ship’s boat can push its
way through the matted plants. When
they do get in, they wiil find that many of
the ships are inhabited!

The inhabitants found here are varied
and strange. There is a ship occupied by a
hunting band of lizard men, a ship
haunted by lacedons (sea ghouls) and
drowned zombies, and a ship that serves
as a kelpies’ lair. Kopoacinth lurk just
under the surface, waiting to snatch the
unwary straggler. There is a ship made of
metal, with no mast or pars, and charts of
unknown seas. Finally, there are eight
ships that are home to a strange society of
half-mad humans, a mongrel group of
rernmants from centuries of shipwrecks.
Now they survive by fishing through
holes cut in the seaweed. They travel by
walking across the matted plants on
snowshoe-like footgear made of light
planks. Most are armed with spears.
They worship a spirit of the arean. and
believe that all the land beyond the
horizon has sunken heneath the waves,
leaving a world covered by seas. All new-
comers must swear the truth of this doc-
trine or be slain as blasphemers.

The leader of the seaweed-tribe is their
high priest, Narawa. whase most notable
attributes are intolerance and insanity (as
well as high charisma).

How much treasure remains on the Lost
Treasure Fleet is up to the individual

DM. The reward should he commensu-
rate with the difficulty of the adventure.

HE COPPER
RAIDER

The Voormann of Perrenland is worried.
The Cantons expart a great deal of copper
to the south, but for ten weeks no copper
caravan has reached the town of Highfolk
safely. Three caravans were completely
destroyed, the caravaneers slain, and the
copper and other wealth stolen. The third
caravan was protected by 24 men-at-arms,
but all were killed and looted. Much
ather trade has passed between Schwart-
zenbruin and Highfolk without a sign of
trouble, but the copper trade has ground
to a halt. None of the locals are willing to
risk taking a copper shipment through, so
the Voormann is looking for a group of
outside adventurers. Their mission will
be to take the copper through to High-
folk. If thev are able to destroy whatever
has been attacking the copper caravans,
they will reap a rich reward. {And if they
find and keep some of the loot stolen
from the previous caravans, no one will
complain.)

The road from Schwartzenbruin to High-
folk follows the Velverdyva River, wind-
ing through a deep canyon where it pier-
ces the Yatil Mountains. Travelers will
oceasionally be attacked by humanoid
raiders in this area, but the Perrenlanders
have driven most of these groups away.

Progress through the canvon is slowed by
the occasional rockfalls and landslides
that block the road. The river flows some-
times on the east side of the canyon,
sometimes on the west, so the road
bridges the river here and there, and
sometimes passes through runnels in the
canyon walls.

As the party will discover, the creature
responsible for the attacks on the copper
caravans is Clonoc, a large, old copper
dragen. Clonoc lost a doel with a demon,
and is now possessed. However, the drag-
on’s body and brain were too large for the
rather small demon to possess completely,
so the demon’s attempts at control have
resulted in a somewhat deranged, split
persanality. The demon’s plans to make
the dragon attack all passing trade have
been mostly circumvented, except when a
copper caravan passes, a thing which the
dragon's tortured brain somehow per-
ceives as a deliberate insult. Then the
demon takes control, and the caravan is
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assanlted. Once the caravaneers are all
slain, the dragon’s natural greed
{enhanced by demonic avarice) takes
over, and the loot is hauled back o the
dragon’s lair. Somewhere inside him, the
dragon reprets his actions, but can do
nothing about it.

When he is about to attack a caravan,
Clonoc (who is a magic-using dragon)
casts invisibility on himself, and then
glides down from the canyon heights to
the attack, becoming visible only when
he rakes the party with his first acid
breath. From this point until the battle is
over, the demon is in full control of the
dragon’s fighting faculties, This loosens
its control of other areas, allowing Clon-
oc's personality some leeway, so that as
the drapon is trying to slay evervone in
the caravan, it will be roaring, “Help me!
Save me! I’'m possessed!,’’ etc., in Com-
mon, The dragon cannet be subdued
while demon-possessed, but if it is cap-
tured or incapacitated, the demon will
assume control over the dragon’s speech
center and respond to questions with
insults and threats. If the demon is exor-
cised from the drapon, Clonoc will grate-
fully give up the copper caravans’ loot,
perhaps even with something extra added
from his own hoard.

As with the other adventures, the DM
must decide on the amounts of treasure,
to best suit his or her individual
campargn.

HE STOLEN
SEAL

The successful alliance of the Barony of
Ratik and the Frost Barbarians has
caused much consternation in Bone
March (and among the Baron of Ratik’s
political enemies in Rauxes), The tribes
of the Bone March are still smarting from
the drubbing they recetved last year from
the combined Ratik-Fruztii armies, so
the evil leaders of the humanoids have
determined that the northern alliance
must be dissolved. Certain espionage
elements in Marner that usually work for
the Overking were contacted, and an
agreement was reached. In a daring raid,
the Seal of the Alliance was stolen from
the Baronial Vaul. This symbolic
parchment was endorsed and blessed by
the gods of both Ratik and Fruoztii, and
the superstitious Frost Barbarians place



great store in its continued safety, Once it
is learned that the men of Ratik were
unable to keep it safe, the alliance will
probably fall apart, or at Jeast be greatly
damaged. The Seal is now heing taken o
Spinecastle, where it will be displayed
and its theft publicly announced.

The above information was obtained
(under duress) from one of the spies who
was captured in the raid on the vault, The
player characters have been asked by the
Baron to accompany a platoon of traops
in pursuit of the thieves. Their purpose is
to capture the conspirators and retrieve
the Seal, following them into Bone
March, if necessary.

The party will be provided with fast
horses (if they have none of their own)
and hurried along to join up with the pla-
toon. On the road, a group of bandits
hired by the conspirators wilt delay the
pursuers just long enough to enable the
thieves to get across the border, The road
at the border (high in the hills} is guarded
by two companies of orcs, too much for
the platoon to handle. The officer of the
platoon will suggest the party abandon
the road and sneak across the border to
the east or west, while the horsemen set
up a diversion for the orcs. From here on,
it is up to the party to catch the conspira-
tors, retrieve the Seal, and bring it back
to Marner.

Despite the diversion, the party will
encounter a few orc guards, If these are
not silenced properly, they could bring
many reinforcements. Onee they get over
the border and back to the road, the party
should be able to cateh up with the now
slow-moving conspirators after a couple
of hours of hard riding. However, regain-
ing the Seal will not be easy, for the
thieves and assassins from Marner are
now riding with an armed group that was
waiting for them with the border guard.,
This group includes:

— 24 ores, including some leader types.

— An evil human magic-user of high
level, with appropriate magic items.
{He now carries the Seal.)

— 5 opres, all well-armed and armored.

— A charmed minotaur which protects
and obeys the magic-user,

The DM should add er subtract enemies

where necessary for balance,

The minotaur is very alert, so the group
will not be easy to surprise. In fact, if the
monsters hear the horses of their pursuers
at a sufficient distance, the hunters may
themselves be surprised by an impromptu
ambush.

If the party is successful in regaining the
Seal, they must still escape back through
the enslaved countryside to Ratik. In par-
ticular, the ores at the border could be a
tot of trouble. They are by this time
aware that somebody has sneaked past
them, and they will be waiting for similar
tricks from either direction. They are
commanded by a half-orc fighter/assassin,
who will make clever use of his savage
troops.

The reward for the retrieval of the Seal is
of course up to the Dungeon Master.

DVENTURE
LOCALES

Many famous adventures have occurred
in the World of Grevhawk, and muoch
remains for the intrepid adventurer.
Many of these heroic exercises have heen
published, and are available for those who
wish to study the exploits and evils of the
Flanaess. The locations of these adven-
tures are listed below.

Slave Pits of the Undercity (Al): This
adventure accurs at Highport, in the
FPomarj, in hex Ad- 101,

Secret of the Slavers' Stockade (A2): The
slavers’ stockade is somewhat south of
Highport, at the southern edge of hex
A4-102.

Assault on the Aerie of the Slave Lords

{A1): The aerie of the slave lords is hid-
den in the heights of the Drachensgrah,
in hex A4-104.

In the Dungeons of the Slave Lords (A4):
The culmination of this thrilling series is
set in the same mountain crater lake as
the aerie, hex A4-104,

The Hidden Shrine of Tamoachan (C1):
These distant ruins are located at the very
edge of the map, in hex A4-137.

The Ghost Tower of Inverness {C2): The
Ghost Tower is located in the foothills of
the Abbor-Alz, on a rocky outcropping
overlooking Woolly Bay, in hex A4-92.

Descent Into the Depths of the Earth
(D1-2): This maze of tunnels and evil
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monsters is located under hex M5-118,
beneath the Hellfurnaces.

Vault of the Drow (D3): The land of the
black elves is under hex N§-138, in the
Hellfurnaces.

Apainst the Giants (G1-2-3): These
adventures occur in several different loca-
tions throughout Crystalmist Meountains
and Jotens. The Steading of the Hill
Giant Chief is in hex P5-129; The Glacial
Rift of the Frost Giant Jarl is in hex 55-
134; and the Hall of the Fire Giant King
is in hex M5-138.

Dungeonland (GC1): This strange land
of talking animals and giant plants is in
hex D4-86.

The Land Beyond the Magic Mirror
(GC2): This equally-confusing region is
adjacent to Dungeonland, in hex D4-86,

Drwellers of the Forbidden City (I1); The
weird city of the Yuan-Ti can be found in
hex Y-109.

The Secret of Bone Hill (L1): The city of
Restenford is on Lendore Iele, in hex B-78.

Apainst the Cult of the Reptile God (N1);
The village of Orlane is settled between
the Dim Forest and the Rushmoors, in
hex K3-113. The cult’s tunnel complex is
in the Rushmoors, in hex H5-112.

Queen of the Demonweb Pits (Q1): The
abode of Loith exists on another plane of
existence, which connects to the Prime
Material Plane only under hex N5-138,
in the Vault of the Drow.

Tomb of Horrars (81}): This ancient tomb
is most probably located at the heart of
the Vast Swamp, in hex K2-97.

White Plume Mountain (52): The
ancient volcano fortified by Keraptis is
near the Riftcanyon, in hex T3-70.

Expedition to the Barrier Peaks {53);
This most unusual of adventures takes

place deep in the Barrier mountains, in
hex Af-119.

The Village of Hommlet {WG1); The
legendary village is located in hex 04-98
neat Verbobone.

The Lost Caverns of Tsojcanth (WG3);
This strange magical hoard is hidden
somewhere on the border between Per-
renland and Ket, in hex E5-84.

The Forgotten Temple of Tharizdun
(WGH): This desolate and forbidding edi-
fice can be found near the lost caverns, in
hex F5-88.
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HERE MAY BE

4| times when a
<# | Dungeon Master
will want to
knaw where a
particular non-
plaver character

/ was born and
raised. The tables in this section can be
used to assign native regions randomly.
Player characters can use these charts as
well, if their places of origin are not
limited to some specific area for campaign
reasons. The human charts tavor those
political divisions that are primarily non-
evil, as the origin of evil characters is
likely to be more obvious than that of
non-evils.

The tables list major locations. The DM
(or player) can select an exact site within
this area, if this is desirable. The Most
Common Alignment(s) and Primary
Language(s) information are suggestions,
not rigid determinators. There are
numerous reasons why either might be
different, if the DM feels the listed
alignments and languages are
inappropriate.

BIRTHPLACES FOR HUMAN CHARACTERS

DETERMINING A CHAR-
FIBIRTH

Dice Place Most Common
Rall of Birth Alignments(s) PRIMARY LANGUAGES
01-03 Prelacy of Almor LN, LG Common
{405 Bissel NG, N, LG, LN Common
06-07 Ekbir LN, N Baklunish
08 Frost, Ice or Snow Barbaians CKN Suloise (the Cold Tongue}
09o-18 Furyondy LG, NG, LN Common (5% Velandi}
19-20 Gealf CG, CN, NG Fian, Common
21 Gran March LN Common (10% Keolandish)
2229 Great Kingdom Any Commen, Oeridian
10-32 Greyhawk Any Common
13 Idee N, CN Common
34 Irongate LN i Common
35.37 Keoland LN,NG,CG,CN,N Common (15% Keolandish}
iB Ket CN. N Baklunish, Common
39-40 Lordship of the Isles LN Common
41-50 Nyrond LN, LG, NG, CG Common {15% Nyrondese)
§1-52 Onnwal LN Common
§3-54  Theaeracy of the Pale LK, LG Common
§5.57 Perrenland LN, LG, N Common
53-59 Plains of the Paynims CN, N Baklunish
a0 Ratik N, CM, CE Common, Qendian
al Rovers of the Barrens CN, N Flan
62 Sea Barons CN Common
63-04 Shield Lands LG, NG, N Common
bi-Ha Seerich CN Common
67-68 Sunndi LN, CG, N Common
69 Duchy of Tenh LN, M Flan, Common
70 Tiger and Walf Nomads N, CN Baklunish
71 Tusmmit N Baklunish
72 Tri-States of Ulek LN, LG, CG,CN, N Common
73 il CHN, N, CE Bakluniah
74-74 County ar Duchy of Urnst N, NG Common
749-84 Veluna LG, NG Common (10% Velandi)
89-94 Wild Coast Any Cammaon
9596 Yeomanty LG, LN Common (5% Keolandish)
9798 Zeif LN, N Baklunish
99-00 Elsewhere, or choose - e
All Player characters apeak

1

Common, at least,



BIRTHPLACES FOR DEMEHUMAN CHARACTERS

Area Elves* Dwarves  Gnomes  Halflings Half-Orces
Bandit Kingdoms — — — —_— 01-06
Bissel 41-02 01-n4 01-02 01-02 07-09
Bone March — — 03 — 10-14
Celene 03-09 — 04-05 03-05 —
Dyvers 10-11 05-06 06-07 06-07 15
Furvondy 12-13 07-08 08-09 08-11 16
Geoff 14-17 09-12 10-11 12-13 17-19
Gran March 18-19 13-16 12-13 14-16 20-21
Great Kingdom 20-21 17-18 1415 17-19 22-24
Grevhawk 22-2% 19-20 16-17 20-22 25-27
Highfolk 25-28 21-24 18-19 23-2% —
Horned Society — — — — 28-32
Idee 29-30 2526 20-21 26-27 —
Irongate 31-33 2728 22-25% 28-32 g—
Tuz — — — — 33-37
Keoland 34-35 — 2627 33.3§ 38
Nvrond 36-37 — 28-29 36-38 39
Onnwal —_ 2934 — — —_
Theocracy o/t Pale 38-39 35-38 30-31 39-40 40
Perrenland 40-41 39-42 32-33 $1-42 4144
Pomarj — — — — 4549
Rarik — 4346 34-37 — 50-54
Shield Lands 42 — 38 43 55-58
Spindrift Isles 4344 47-48 39-40 44-45 59-60
Sterich — 49-5¢ 41-42 46-47 61-63
Sunndi 45-48 55-59 43-45% — E4-65
Tenh 49-50 60-63 46-47 48-49 &66-70
County of Ulek 51 &1-66 48-52 50-57 —
Duchy of Ulek 52-58 — 53-54 — —
Principality of Ulek — . 67-78 55-56 £8-60 —
County of Urnst 59 79-R0 57 &1-66 71
Duchy of Urnst — R1-83 §8-61 67-7 72
Valley of the Mage H0-62 — 62-63 — —
Veluna 63-66 — 64-68 75-76 73
Verbobonr 6768 — 69-73 —_ 74
Wild Coast 69-72 84-90 74-78 77-83 75-79
Yeomanry 7374 01-94 — 84-87 80-81
Dreadwnood 75-78 — 70-80 88 82-84
Gamboge Forest - 7087 — 81-84 §9-90 85-87
Gnarley Forest 83-86 95 85-88 21-92 88-90
Grandwood Forest 87-90 il B9-90  93.94 91-94

Vesve Forest
Welkwood

21-96
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PERSONAGES &
QUASK DEITIES

"HROUGHOQUT
“the world of
21l Greyhawk are
| quite a number of
i1i: characters that
“have risen above
the status of
-heroes, but who
are not ql.me demi- godh These person-
ages are "quasi-deities.” Among those
contemporary in the World of Greyhawk
are Daern, Heward, Johydee, I\elanen,
Keoghiom, Murlynd, Nolzur, Quall, and
Tuerny. Of these, only Heward,
Keoghtom, and Murlynd are currently
placed so as to interact with player char-
acters. Other well-known personages,
such as Bucknard, Mordenkainen, Ctil-
uke, and Tenser, are not as powerful and
broadly endowed as are the quasi-deities,

OMELINESS

Quasi-deities have a seventh character
ability, Comeliness, Comeliness is a mea-
" sure of physical attractiveness. It is dis-
tinct from charisma. Charisma, however,
can affect comeliness. After the six nor-
mal attributes of a character are deter-
mined, a comeliness roll (on 3dé) will
determine the character’s looks. The
number rolled is modified as follows:

Comelines Comeliness

Charisma  Modifier Range
2 or less -8 -3 te 10
3 - -2

4.5 -3 ¢ to 15
6-8 -1 2t 17
912 0 3wlk
13-15 +1 4t 19
16-17 +2 5 to 20
18 +3 6 to 21
19+ +5 8 to 24

These charisma adjustments to comeli-
ness apply only as regards other members
of the character’s race. When meeting

members of other races, comeliness is
adjusted rempuorarily as follows:

Half-orcs 3
Dwarves, gnomes -1
Halflings, humans* {
Half-elves*, sylvan

elves* +1
Gray elves*, high
elves* +2

* T'reat these as the same race.

Comeliness will have the following effects
on creatures of human sort. (This cate-
gory includes, but is not necessarily
limited to, humans; demi-humans;
humanoids; giant-class creatures; and
bipedal crearures of human-like form and
motivation.)

=201t -16: Those viewing a character
with comeliness this low are repulsed and
horrified, so as to turn away or attempt to
destroy the creature so offensive to the
sight. If the individual with Jow comeli-
ness is powerful, the reaction will tend
toward escape, ar reinforcement of pre-
viously determined awe (horror) reaction,
With creatures of like und evil alignment,
the effect is that of a positive comeliness
of the same total.

-15 to -9: DMsgust, evidenced by a ten-
dency to look away, revile the individnal,
and act haostile in general. Under no ecir-
cumstances will this character be accepted
by the viewers unless all are of evil
alignment, so that the negative comeli-
ness can be regarded as positive,

-8 to 0: Aversion and a desire to be away
from so ugly a creature will be evidenced
by all viewers. If given an excuse, those
near the individual will be hostile and
apenly aggressive; otherwise they will
merely tend toward rejection.

+1 to+6: As such an individual is simply
ugly, the reaction evidenced will tend
toward unease and a desire to get away
from such brutishness as quickly as possi-
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ble. If given the opportunity, the charac-
ter's charisma can offset ugliness, but this
requires a fair amount of conversation
and interaction to take place.

+7 to +9: The homeliness of the individ-
val will be such that initial contact will be
of a negative sort. This negative feeling
will not be strongly evidenced. High cha-
risma will quickly overcome it if any con-
versatinn and interpersonal interaction
transpires.

+10 ta +13; Plain to average comeliness;
nn effect on the viewer.

+14 ta +17; Interest in viewing the indi-
vidual is evidenced by those in contact, as
he or she is good-looking. The reaction
adjustment is increased by a percentage
equal to the comeliness score of the char-
acter. Individuals of the opposite sex will
seek out such characters, and they will be
affected as if under a charm spell unless
wisdom of such individuals exceeds 50%
of the character’s comeliness total.

+18 tn +21: The beauty of the character
will cause heads ta turn and hearts to
race. Reaction for initial contact is at a
percent equal to 150% of the character’s
comeliness total. Individuals of the same
sex will do likewise unless wisdom totals
at least two-thirds of the other character's
eomeliness score. Rejection of harsh
nature can cause the individual rejected to
have a reaction as if the character had a
negative comeliness of half the actual
(positive) scare.

+22 10 +25: The stunning beauty and
gurgeous looks of a character with so
high a comeliness will be similar to that
of those of lesser beanty (17-21), but indi-
vidnals will actually flock around the
charzcter, follow him or her, and gener-
ally behave foolishly or in some manner
8o as to attract the attention of the charac-
ter. The reaction adjustment is double the
score of comeliness; Le., 22 equals 44%.
Charm-like power will affect all chose
with wisdom of less than two-
thirds the comeliness score of the charac-
ter. If an individwval of the opposite sex i3
actually consciously sought by a character
with comeliness of 22-23, that individual
will be effectively charmed unless his or
her wisdon is 18 or higher. Rejection is
as above.

+26to +30: Unearthly beauty of this sort,
can be possessed only by creatures from
other planes — demi-gods and demi-



gods and demi-poddesses and deities of
unusual sort. Beaction adjustment is dou-
ble comeliness score. Charm-like power is
effective on all save those with wisdom
equal to 75% of comeliness, save that 19
or higher wisdom always allows saving vs,
the power, An individual of the opposite
sex who is consciously sought by the pos-
sessor of such unearthly beauty and come-
liness will always be under the spell of the
individual with such beauty unless he or
she had wisdom of 20 or mare.

Clarm from attraction due to comeliness
does not affect the abilities of the individ-
ual with respect to fighting, spell casting,
eic. Ht could, however, affect alignment.

EWARD
(QUASI-DEITY)

Armor Class: -3

Move: 157

Hit Points; 96

No. of Attacks: 2

Damage/Attack: By weapon tvpe

Special Attacks: see below

Special Defenses: see below

Magic Resistance: 30%

Size: M (6" tall)

Alignment; Neutral (good)

Worshippers' Alignment: N/A

Symbol: N/A

Plane: Prime Material (principally)

Cleric/Druid: nil

Fighter/Paladin/Ranger: nil

Magic-user/Illusionist: 10th level in each

Thief/Assassin: nil

Monk: nil

Bard: 20th level

Psionic Ability: VI
attack/defense modes: nil/nil

S:18 1:20 W8 D:17

C:18 CH:11 CQ:11

Heward is of indeterminate age —
appearing both young and old at the same
time, He is athletic and strong, quick and
lively. Although his pate is bald, Heward
has a luxurious moustache and small
beard of sandy-brown. His forehead is
wrinkled but his cheeks are rosy and
fresh. Heward always wears shabby garb
or finery which is old and out of fashion
(thus actually creating a style all his own
and quite remarkable), Although distine-
tive, Heward has the power to be quite
unnoticeable when he so desires, simply
by willing it, so no magic aura betrays
this anonymity.

Berause of his non-aggressive philosophy,
Heward seldem carries any major wea-
pon. Ulsually he will have only a horn-
blade knife +3 and possibly a magical
quarterstaff +6. He is able to use any
weapon permitted to magic-users, illu-
sionists, or bards without non-proficiency
penalty, but Heward dislikes so doing, for
he favors passive defense unless severely
threatened.

Similarly, Heward is uncomfortable with
protective devices, although he does
employ a special herbal mix which bes-
tenws an armor class of & to his body,
which, coupled with his dexterity, gives
his usual AC -3 rating. In addition,
Heward possesses a Luckstone +3 which
has the usual benefits on dice rolls.

In addition to his magical powers,
Heward is able te emplov any standard
musical instrument ta enhance his bard
skill. Obvious exceptions are single-note
horns and drums, but other brass, percus-
sion, or woodwind instruments are
included with the typical stringed
instruments of bardic nature.

Heward's magical resistance is applicahle
evenly to all sorts of spells. Heward
understands the arcane art of technology,
and i particularly adept with mechanical
items of this nature. His domicile is
reputed to have many devices of this
occult nature; engines, clockworks, etc.
Heward dislikes incomprehensible
things, however. These devices, as well as
golem-machines, are reputed to serve in
many capacities at Heward's bizarre
stronghaold.

The domircile of Heward is nen-deseript
on the exterior, It extends into many
extra-dimensional spaces, so its interior
actually contains all manner of rooms and
spaces — from cramped lofts to a grand
auditorivm with a great organum, includ-
ing open gardens and spacious parks.
This domicile is a nexus which touches
parallel worlds, many planes, and the
dimension of time,

Heward will always have various pitch
pipes and tuning forks with him. The
powers of these instruments are basically
twofold: one will provide defensive magi-
cal effects, the other is for movement ta
other planes. By using any two or more
in combination, he is able to create music
of bardic sort which can charm and cast
various druid-type spells.

Altheugh most probably encountered
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alone, there is a 20% chance that Heward
will be in company with one {80%) or two
to three of the following individuals:

Celestian
Fharlanghn
Keoghtom
Mardenkainen
Murlynd
Zagyg

EOGHTOM
(QUASI-DEITY)

Armuor Class: -8
Move: 24"
Hit Points; 77
No. of Attacks: 4
Pramage/Attack: by weapon type
Special Attacks: see below
Special Defenses: see below
Magic Resistance: 775
Size: M (5 67 wll)
Alignment; Neutral (Good)
Worshippers” Alignment: NA
Svmbol: NA
Plane: see below
Cleric/Druid; 14th level cleric
Fighter/Puladin/Ranger: nil
Magic- user/Illusionist:
18th level/16th level
Thief/Assassin: nil
Monk: 10th
Bard: 12th
Psionic Abilicy: VI
attack/defense modes: nil/nil
8:12 1119 W:1§ D:26
C:15 CH:l6 C0:13

Keoghtom appears as a young, slightly-
built man, tvpically arraved in green gacb
of elven sort or else resplendent in silken
finery. Of course, he can use magic to
alter his appearance, but he seldom does
s

Being quick of movement and deadly of
aim, Keoghtom usually bears a short bow
and a shert sword. He is adept with and
has the following bonuses “to hit” and
darmage:

Dexterity Expertise Total

Short Bow*  +3/- +5/47%
Short Sword - +2ird

* Bonus applies at all ranges: Ijamage at
point blank and short range is doubled.

+2742

+2/+4

Although Keoghtom does not use spells
as a deity does, he is not subject to the



usual restrictions of class, either. He 13
able to use weapons, spells, and various
abilities of professional sort in complete
freedom. Thus, Keoghtam combines the
abilities of many classes, and he can
employ whatever weapon suits him with-
out proficiency penalty. Likewise, any
sort of armor can be worn, although
Keoghtom typically wears magical Brac-
ers (AC 2}, a cloak of Blending and Dis-
placement, and a Ring of Protection +4.
(This gives AC 4 sans dexterity bonus, -8
when dexterity is included.)

It need not be said that Keoghtom knows
virtually all spells, and in addition he has
several unique to himself.

One of the major powers of Keoghtom is
his uniform magic resistance. That is, the
77% applies to all spells, whether cast by a
1st level individual, an arch-mage, or
some deity.

Keoghtom seldom, if ever, sets foot on
the Prime Material Plane, although he
once dwelled there. He now roams the
Astral and similar planes or visits the
extra-dimensional planes which are home
to certain of his associates, such as Mur-
lynd. Keoghtom is also on good terms
with such deities as Celestian and Zagyg
and will occasionally be found in their
company.

The number of usual and special magical
items and devices possessed by Keoghtom
is vast. He will usually be equipped with
the following things in addition to the
items mentioned previously:

arrows +3 device for planar travel
Arrows of Slaying device to warn of danger
sward +5 device to hold many spells

magical ring
magical rod ar staff

device to speak and read
many tongues

As Keoghtom is basically non-hostile, the
items he carries are usually used for self-
protection or beneficial reasons.
Keoghtom does not initiate aggression,
although he is not loathe to answer in
kind if attacked.

Those persans particularly interested in
associations and relationships have noted
the following interrelationships between
Keoghtom and certain others:

Zagyeg and Keoghtom are great friends,
as are Keoghtom and Murlynd. Zagve is
related to Heward by some distant kin-

ship, and Heward and arch-mage Mor-
denkainen are likewise kin. Heward
often visits Mordenkainen, who, in turn,
1s known to be close ta both Keoghtom
and Murlynd. Celestian is an associate of
Keoghtom and on good terms with
Zagyg- This gives the following
groupings:

Zagvg and Keoghtom

Keoghtom and Murlynd

Zagyg, Keoghtom and Murlynd

Kenghtom, Mutlynd and Morden-
kainen '

Zapyp, Keoghtom, and
Mordenkainen

Keoghtom, Heward and
Mordenkainen

Zagyg, Keoghtom and Heward

Celestian and Keoghtom

Celestian, Keoghtom and Murlynd

Celestian, Zagvg and Keoghtom

If one assumed that Keoghtom wauld be
encountered alone half of the time, the
probability of group encounter fills the
balance, with accompanying deities being
less likely than other associate groups.

CURLYND
L(QUASI- DEITY)

Armor Class: -2

Move: 12"

Hit Points: 135

No. of Attacks: 2 (both hands)

Damage/Attack: by weapon type

Special Attacls: see below

Special Defenses: see below

Magic Resistance; 35%

Size: M (6 rall}

Alignment; Lawful Good

Worshippers” Alignment: NA

Symbol; NA

Plane: Special, see below

Cleric/Drruid: nil

Fighter/Paladin/Ranger: 12th level
Paladin

Magic-user/THusionist: 12th level in each

Thief/Assassin: nil

Monk: nil

Bard: nil

Psionic Ability: 1 or VI
attack/defense modes: all/all

8:1876 L18 W:l5 Inlé
C:18 CH:14 CO:17

Murlynd is a true character. His face is
bold and handsome, his eves deep and
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penetrating. His nature is seemingly
rugged, independent, taciturn. His bread,
muscular frame is typically clad in gar-
ments of another time and world, that of
the “0ld West."" His waist is girded by a
leather belt containing weapons of tech-
nolopy as well as a dagger +6. Although
appearing aloof and aggressive, Murlynd
is actually quite gregarious, lognacious,
and gentle . . . unless provoked.

As noted, Murlynd is prone to carry

~ technological weapons (variously called

"455." “six-shooters’ and “hog legs”)
which he is able to employ in both left
and right hands. His special aura enables
these devices to function even on Oerth,
for instance. Each weapon sends forth
three missiles per round, if he so desires.
These projectiles will strike even the most
powerful of magical creatures and inflict
2-8 points of damage when they hit. The
range of these arcane weapons is the same
as the range of a light crossbow. Murlynd
has a Dancing Holy Sword +4 {broad)
which he usually carries on his warhorse
or strapped on his back. He is able to use
4 weapon in either hand, se in combat
Murlynd might use his arcane projectile
weapons one round, then draw sword and
dagger, and eventually cast a spell or use
some other device while his broadsword
“dances.”

Murlyad’s basic magic resistance (35%) is
constant, appiving equally to spells or
spell-like powers of 1st level casting, Z1st
level casting, or even deity sort.

When casting spells, Murlyad is prone to
intermix technological terminclogy with
his incantations, sometimes with surpris-
ing results. Thus, in casting a Stinking
Cloud or Wall of Fog spell he might con-
jure into being a strange engine which
gushes forth the desired result, but for far
Innger and over a greater area than
desired. He is known to have cast Burn-
ing Hands which broughe a device which
spewed forth liquid fire, bur at another
time conjured up a fireball of paper which
burst with totally harmless effect. As he is
insensitive to color differences, Mur-
lynd’s color based/employing spells are
nften quite bizarre in effect, and are
known to be linked with technological
devices which send forth the hues.
Because of this technological admixture,
it is sometimes possible for Murlynd to
cast more than one spell in a round, as
the initial dweomer is provided, in part,
by the art of science!



Because of dabbling in science and tech-
nodogy, Murlynd is often wnsure of his
psionic abilities. Therefore, there 15 a 50%
likelihood that he will be unable to use
his abilities. In this case he is totally
immune to such attacks from others.
When in form, Murlynd has the follow-
ing disciplines:
Animal Telepathy Aura Alteration
Clairvoyance Dimension Walk
Hypnosis Energy Control {fire)
Molecular Agitation Etherealness
Object Reading Probability Travel
Precognition Shape Alteration
Sensitivity o Telekinesis

Psychic Impressions

Each minor power is used at 12th level,
major ones at 10th level,

Being rather unusual, and dabbling in
questionable areas, Murlynd is rather
unpopular with those of his sort. He is, in
fact, shunned by most. His abode is
divided between several special dwellings
on vartous planes or extra-dimensional
areas. He moves about from place to place
on a whim, staying for days or years as

suits his mood.

Murlynd is alone about 60% of the time.
He otherwise will be in the company of
one ar more of the following:

Heironeous
Heward
Keoghtom
Mordenkainen

Zagyg

ELANEN
(THE PRINCE
OF SWORDS)

Armor Class: -5

Move: 18"

Hit Points: 159

No. of Attacks: 2

Damage/Attack: by sword type (and see
below)

Special Attacks: see below

Special Defenses: see below

Magic Resistance: 100%

Size: M {6’ tall)

Alignment: Neutral

Worshippers’ Alignment: Any

Symbaol; Nine swords in starburst

Plane: see below

Cleric/Druid: nil

Fighter/Paladin/Ranger: 20th level
fighter

Magic-user/Illusinnist: Sth level in each

Thief/ Thief-acrobat: 10th level
thief-acrobat

Monk: nil

Bard: nil

Assassin: nil

Psionic Ability: V1
attack/defense maodes: nil/nil

8:18/00 I:17 W13 1»21

C:18 CH:19 C0O:1s8

Kelanen, Sword Lord, is one of the very
powerful individuals who might, or
might not, be a true deity. Thus he is
known as a 'Hero-Deity,’” and some who
live by the sword pay him homage.

Although his true form is commanding,
Kelanen usually takes the guise of a beg-
gar, thief, mercenary, or rogue. In any of
these disguises he will appear to be unre-
markahle, sometimes voung, sometimes
of middle years. He has the power to
Alter Self at will, so Kelanen seldom
appears in the same form twice, except
when he choases to show his true form.
Each of his forms always bears a scar on
face or neck — for the reason which will
be revealed later. In any form, Kelanen
prefers garments of gray or blue-gray and
ornaments of silver or platinum.

The true form of Kelanen is that of a
youngish, quite handsome man, fair of
complexion with silvery-grey eyes and
coal-black hair. It is said that he was once
as conely as any deity, but in order to
becnme the Prince of Swords, Kelanen
had to undergo a series of challenges and
tests which resulted in his disfigurement.
His visage bears a long, silvery scar from
eve to chin on the right side of his face.
Those who know of the Sword Lord rec-
ognize Kelanen immediately when this
mark is revealed. His form is slender and
sinewy, his height just under 6 feet. He is
unnaturally quick and fleet due to
enchantments placed upon him.

Kelanen wears Elfin Chain and a Ring of
Protection +5. He employs few other
protections.

The sword is Kelanen's anly weapon. He
is expert with any form of blade, from
shart to two-handed, cutlass to scimitar.
His expertise is such that any sword he

wields is equal to a +3 magical weapon. He -

is able to use a bastard sword to full effect
(as used with both hands) in either hand
while the other wields anather sword.
Kelanen has rwo special swords which are
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never far from his person. These weapons
are:

Swiftdoom: Bastard sword +6, made of
Glassteeled adamantite. Upon command
this weapon will become a Flaming
Brand as well. When not aflame, Swift-
doom is impossible to parry and always
strikes first. It has a vampiric power
which restores 1 hit point lost by Kelanen
for every 6 points of damage 1t inflicts on
his adversaries. The weapon is endowed
with 17 intelligence and has an ego of 25,
yet it never seeks to do aught but its mas-
ter’s will. It speaks eight languages and
has the following powers:

Detect Niusions
Detect Magic

Read Languages
Read Magic
Teleportation
Detect Invisible Objects

The special purpose of Swiftdeom is to
preserve the Prince of Swords, so the
weapon adds 2 to Kelanen's saving
throws and reduces damage sustained by
-1 per die. Swiftdoom is of absolute neu-
tral alignment.

Sureguard: Broadsword +6, also of Glas-
steeled adamantite. This weapon is also a
Frosthrand type sword. It will perform as
a Defender. It will Dance for three
rounds if Kelanen wills it. Sureguard is
impossible to parry, and its own defensive
power 18 always available to Kelanen. The
weapon s endowed with 17 intelligence
and has an ego of 19. Tt speaks six {an-
guages and has the following powers:

Read Languages  Detect Evil/Good
PRead Magic Detect Secret Doors
Telepathy Detect Traps
Due-Dimension {at 17th level)

Sureguard has no special purpose, but it
faithfully serves Kelanen in all respects.

It is reputed that Kelanen has no friends
or confidants other than his two swords.
It is certain that he is 90% likely to be
able to Summon either, one attempt per
day being possible,

When armed with any sword, Kelanen
has the following “to hit"” and damage
bonuses:

“to hit” damage
expertise +3 +3
strength +3 +6
total +6 +0



The special powers of Kelanen are:

" Charm Sword: If the opponent bears a
sword with an ego, it will recognize the
Sword Lord and refuse to harm him.

Immunity to Special Powers: Although
Keianen can be harmed hy swords,
nothing other than the normal effects of
the hlade can affect him. Thus, cold,
flame, magical pluses, or magical powers
of swords have no action upon Kelanen.
A Vorpal Blade, for example, will not
sever Kelanen’s head under any
circumstances.

Multiplication: When Kelanen bears a
non-intelligent, non-magic sword, he is
able to cause it to duplicate itself. After
one round of combat, a second sword,
exactly like the one Kelanen wields, will
materialize in the air and combat his
enemies as if Kelanen himself were using
the weapon. This duglication continues
each round until as many as nine such
swords fight against Kelanen's foes. On
the 11th round, and each round thereaf-
ter, one disappears until none remain.
This power can be used but once per day.

Sword Blessing: Kelanen can Bless any
sword so that it gains a magical +1 {"'to
hit"” and damage) for 10 rounds. He can
do so for as many as 20 blades per day.
The effect adds to weapons which are
already enchanted.

Sword Control: Unless the wielder of a
sword is successful in a saving throw vs.
Spell, Kelanen can cause that individual’s
sword to turn against its wielder and
strike that individual rather than Kelanen
or his allies. This power is employable in
addition to normal attacks by Kelanen. It
can be used but onee per turn, twice per
day.

Sword Summaoning: In addition to the
command of his two personal swords,
Kelanen is able to Summon any sword in
sight if it is not in the possession of some
individual, i.e., in hand or worn. This he
can do but once per day.

Kelanen has a strenghald in an extra-
dimensional partial plane. He usually
travels on the Prime Material Plane,
however, be it Qerth or ancther parallel
world, seeking adventure and engaging

in actions of warlike sort which promote
the balance of neutraliry.

DEITIES ¢
THE WORLD
? GREYHAWK

o k]| HEE following

| sketches detail a
2 | portion of the
¥ | suspected atenb-
| utes and powers
of the deities
mentioned

- - 4| in the Guide as

active and/or known to adventurers and
these who travel the reaches of the Fla-
naess. While the Savant-Sage’s descrip-
tions are valuable, more infortmation is
needed if the deities are to he included in
simulations of events affecting the coun-
tries and adventurers of the Flanaess.

In general, all deities have certain spell-
like paswers in common. The Standard
Divine Abilities of deities presented here
are divided into three groups according to
the general power of the deity: demi-ged,
lesser god, ar greater god.

TANDARD
DIVINE ABILITIES

All deities have the following powers and
abilities in commeon, each usable at will.

Astral and ethereal travel

Comprehend Languages

Continoal darkness/light

Cure hlind ness, deafness, disease,
feeblemind, insanity

Detect charm, evil, good, and illusion

Detect invisibility, lie, magic, and traps

Geas

Infravision and Ulcravision

Know alignment

Levitate

Mirror Image

Polymorph self

Read languages and magic
Teleport (no error)
Tongues

NDIVIDUAL
ABILITIES

In addition to the common abilities, the
three types of gods have the following
separate-powers, A number in paren-
theses indicates the number of times per
day the power can be used. No number
means the power is vsable as often as the
deity desires.

Anti-magic shell (2)

Command. 4 rounds {2)

Control Environment*

Cure Critical Wounds {3)

Death spell (2)

Drispel evil/good, illusion, magic
(8 each}

Fly

Gate (3)

Globe of invillnerabitity (1)

Heal (3)



Holy/unholy word {3)

Improved invisibility

Improved phantasmal force

Polymorph any object (1)

Polymorph others (3)

Protection from evil/good, 30
radius (3

Quest (2)

Remove curse

Remove fear

Regenerate

Restoration (3)

Resurrection

Shape change (3)

Summon**

Symbol (3)

Time stop {1)

Trap the soul (2}

True seeing (5)

Vision [1)

Wish (2}

LESSER GODS

Anti-magic shell {2}

Command, 3 rounds (1)

Control temperature, 10" radius
Cure serious wounds (3}

Death spell (1)

Dispel evil/good, illusion, magic (4 each)
Gate (2}

Heal (2)

Holy/unholy word (2)

Improved invisihility

Improved phantasmal force
Minor globe of invulnerability (1)
Polymorph athers (2)

Protection from evil/pood, 20° radios (2)
Quest (1)

Remaove curse

Remove fear

Restaration (1)

Resurrection (3)

Summon***

Symbal (2)

Trap the soul {1)

True seeing (3)

Wish (1)

DEMIGODS

Anti-magic shell (1}

Command, 2 rounds 1)

Cure light wounds (3)

Dispel evil/good, illusion, magic (2 each)
Finger of death

Gate (1)

Heal (1)

Holy/unholy word {1)

Invisibility

Limited wish (1)

Phantasmal force

Protection from evil/good, 10 radius
Raise dead (3)

Remove fear

Summon****

Symbal (1}

True seeing (2)

Wall of force

*  Control environment subsumes

both control temperature and con-
trol weather. Tt actually allows the
greater god to adjust the sur-
roundings of his or her immediate
environment to suit his or her
desire, even if the change is radi-
cal. The area of contra) extends in
radius from 120 ta 720 feet,
depending on how radical the
change reguired is.

** A greater god can summon from
one (o six creatures of the same
alignment as the god. and all of
the same type, with the total hit
dice of the creatures so summoned
not to exceed 40,

**+%  The summon power of a lesser

god can bring from one to three
creatures of the same alignment as
the lesser deity. Each must be of
the same sort as the others sum-
moned. No more than 25 total hit
dice of creatures can be so called.

****  For demigads, the summon power

is limited to one or two creatures
of not more than 20 total hit dice.
Again, creatures must be of the
same alignment and (if more than
one is summoned) of the same
tvpe.

Note that the psionic disciplines possessed
by deaties are not given. Each Dungeon
Master must decide what these are to be,
keeping in mind the other powers and
general bent of the deity in question.

LERICAL
POWERS AND
BONUSES

Clerics of some of the gods delineated
herein receive unique special abilities not
usual to members of their class. Clerics of
these deities must pay For these powers
through an additional experience point
cost for level advancement. These deities
and the necessary percentage experience
addition for their clerics are listed above:
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Celestian  +10% Obad-hai + 5%
Ehlenna + 5% Olidammara +10%
Erythnul  + 5% Pholtus + 80
Heironeons +10% Trithereon + 5%
Hextor +15% Wastri + 50
lncabulos + %

OCCOB (THE
UNCARING)

ARMOR CLASS: -8

MOVE; 18"

HIT POINTS: 354

NO.OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type
+2 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL/DEFENSES: +5 or better
weapon to hit

MAGIC RESISTANCE: 100%

SIZE: M

ALIGNMENT: Neutral

WORSHIPPERS' ALIGNMENT: Any
{clerics, neutral)

SYMBOL: Eye in a pentagram

PLANE: Concerdant Opposition

CLERIC/DRUII»: Nil

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST:
24th level each

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: I
Attack/Defense Modes: All/ail

S:18 I:26 W:20 D22 C:20 CH:20

Boceob's staff of the magi can always
absorb 24 spell levels, regardless of its
charge.

Boccob can cast his Dise of Concordant
QOpposition once per round. It will blast
into nothingness any creature with fewer
than 13 hit dice or ievels, or less than 50%
magic resistance. Those with fewer than
13 levels or hit dice (%6 or fewer hit points
if dice are not known) or less than 0%
magic resistance are destroved by the 1"
square force web. Thaose above 12 hit dice
take 100 points of damage, less their
magic resistance doubled. Those above 12
levels of experience take 50 points of
damage, less their magic resistance, less
10 times their magical protection
bonuses. Creatures with 50% magic res-
istance or more are unharmed.

Boccob can be hit only by +5 or better
weapons. He has double narmal vision
into all spectrums. He can regenerate 1-4
hit points per round.



ELESTIAN
(THE FAR
WANDERER)

ARMOR CLASS: -5

MOVE: 18"

HIT POINTS: 242

NO.OF ATTACKS: 3

DAMAGE/ATTACK: By weapon type
+6 (strength bonus)

SPECIAL ATTACKS: Sce belaw

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 20%

SIZE: M

ALIGNMENT: Neutral Good

WORSHIPPERS ALIGNMENT":
Good

SYMBONL: Black circle with seven stars

PLANE: Astral

CLERIC/DRUID: 4th level cleric

FIGHTER: 15th level ranger

MAGIC-USER/ILLUSIONIST:
14th level magic-user

THIEF/ASSASSIN: Nilsnil

MONK/BARD: Nil/Nil

PSIONIC ABILITY: 11
Attack/Defense Modes: All/all

S:18/0¢ I1:20 W:18 D20

C:20 CH:1¢

Celestian typically carries one or more of
the following magircal weapons:

a magical long bow +3 with 20 arrows
+3

a spear +4 which appears to be bur §
feet in length but darts out ta 10 feet
in length

a short sword +5 {no special abilities)

a battle axe +3 which can be hurled up
to 40 feet

a dagper +0 of unbreakable metal

Celestian has, in addition to magic spells
usual to a 14¢h level wizard, the fallowing
singular powers:

Aurora Borealis: A spell-like power -
which causes a sheet of dancing, shifting
light to encircle Celestian, or as many
creatures as will fit within its 1 to 7 foot
radius. The aurora borealis can be cast up
ta 70 feet distant. bt lasts for 7 full turns
{or until Celestian chooses to dispel it).
The 7-foot-high sheet of fiery light will
cause 3-24 points nf damage to any crea-
ture touching it, save its caster who is
immune to its force.

Comet: This power brings a flaming
missile which will strike one individual
target, up to 7{ feet from Celestian,

igniting all combustible substances on the
subiect and inflicting 5-30 points of
damage from flaming and poisonous
gasses,

Heat Lightning: A bolt of lightning 1s
called down instantly by this power. It
will strike an individual target up to 70
feet from Celestian, causing all non-
magical metal to fuse and inflicting 5-50
points of damage.

Metenrs: By use of this power, Celestian
causes 2-5 (1d4+1) stone spheres of about
one-half foat diameter to shoot from his
hand up te a distance of 70 feet. Two to
five targets will be struck {at Celestian’s
option} for 5-8 points of damage per
metenr.

Space Chill: A spell-like power which
enables Celestian to bring a wave of cold,
40 feet wide, rolling from him to a
distance of 70 feet. Its cold vacuum kills
all vegetation in the affected area. Other
living things will take 2-8 points of
damage from the vacuum condition and
2-8 additicnal points of damage from the
chill, if applicable.

Star 8hine: When cast, a hlazing white
sheet of light 1ssues from Celestian’s eves,
enveloping up to four creatures as far
away as 71 feet. This sheen blinds the
subjects for up te 1 full turn, {See power
ward, blind, for the process usable to cure
the blindness prior to expiration of the
effect).

‘Thunder: This power causes a great,
rolling thunder-clap to sound directly
over Celestian’s head. Al) creatures, save
the deity himself, within a 30-foot radius
are stunned for one round and deafened
far 2-§ rounds, with no saving throw,
"Those at a distance of 30 to 70 feet will be
deafened only (saving throw appticable).

All powers take but one segment to
employ. Fach is usable once per day.
Celestian must be under the open sky to
use any of these powers, however, Magic
resistance checks are applicable. Saving
thraws vs. Spells also apply (except for

thunder, as noted), but they are made at-3.

In addition to his seven powers, and
magic spells applicable to 14th level,
Celestian can employ any magic spell of
mavement/travel on an unlimited basis.
These spells are:

Tl
Rl

dimension door levitate
feather fall spider climb
fly teleport
jump

He can travel astrally. Celestian can gate
in 2-5 astral devas under the starry sky
(only 1-3 otherwise). He has othet powers
typical of a lesser god.

By paying an additional 10% of their
experience points, clerics of Celestian
gain special spells, as shown below:

Order  Level Special Spell
1st Ist-2nd feather fall
Znd 3rd-4th jump

3rd Sth-6th levitate

4th 7th-8th spider climh

5th 9th-10ch fly
6th 11th-15th dimension doar
7th  16th & up  teleport

* Each special spell is gained immediately
upon entering a different order, is in
addition to all other normal clerical
spells, and can not be used more than
once per day. Thus, a priest of the 1st
rder has one special spell, while one of
the 7th order has seven different special
spells.

T. CUTHBERT
(OF THE
CUDGEL)

ARMOR CLASS: -3 (-8 if in his plate
mail}

MOVE: 21"

HIT POINTS: 224

NO. OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type
+8 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better
weapon to hit

MAGIC RESISTANCE: B0%

SIZE: M

ALIGNMENT: Lawful good {Neutral)

WORSHIPPERS ALIGNMENT:
Lawful good/lawful neutral

SYMBOL: Wooden Billet, Starburst,
Crumpled Hat

PLANE: Arcadia

CLERIC/DRUID: 22nd level cleric/8th
level druid

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST:
Nil/Nil

THIEF/ASSASSIN: Nil/Nil



MONEK/BARD: 7th level monk

PSIONIC ABILITY: VI
Attack/Defense Modes: All/all

S:20 I:10 W:23 D:19 C:25 CH:l19

8t. Cuthbert wears plate mail +35.

8t. Cuthbert's bronzewood cudgel is
actually a +3 weapon, equal to a
momningstar in 8t, Cuthbert's grasp. Any
human touched by this weapon must save
vs. Spell or be beguiled for 5-20 turns.
The Mace of St. Cuthbert is a mace of
disruption +§, and any "“to hit"’ roll of &
natural 20 permanently reduces by one
point the intelligence of the creature
struck {magic resistance check
withstanding). This mace also has the
following powers: bless (by tapping
touch), know alignment (once/day],
tongues, exorcise {(once/month), and
remove curse (7/week).

Chapeaux gain the ability te cast one
shillelagh spell per day at 3rd level. Stars
gain the ability to cast one ESP spell per
day at 4th level. Billets gain the ability to
cast one friends spell per day at Znd level.
These abilities are gained at no cost in
additional experience points.

N HLONNA
~ (OF THE
A4 FORESTS)

ARMOR CLASS: -6

MOVE: 32"

HIT POINTS: 180

NO.OF ATTACKS: 3

DAMAGE/ATTACK: By weapon type,
+5 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +2 or better

_ weapon 1o hit

MAGIC RESISTANCE: 75%

SIZE: M

ALIGNMENT: Neutral Good

WORSHIPPERS ALIGNMENT:
Neutral good, any good, nentral

SYMBOL: Unicorn horn

PLANE: Prime Material

CLERIC/DRUID: 11th level druid

FIGHTER: 12¢th level ranger

MAGLC-USER/ILLUSIONIST:
10th level magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PRIONIC ABILITY: III
Antack/Defense Modes: All/all

§:13/9¢ L:19 W:18 1321

C:18 CH:21

Ehlonna has adamantite bracers which
give her protection equal to armor class 0
and, in addition, bestow a bonus of +2 on
all saving throws. An arrow fired from
her longbow always will strike its target,
even at 1ts maximum range of 21", Her
quiver holds 40 arrows. Those which are
not arrows of slaying for various wood-
land creatures are arrows +3. She has a
lengsword +6 which is equal to 2
Drefender, and a dagger +4.

If Ehlonna requests service from
brownies, elves, gnomes, or halflings, it is
Q0% likely that such races will aid her in
any manner she asks.

Clerics of Ehlonna are able to track as if
they were rangers, at a level of ability
equal to that of their level of experience,
i.e., 1st level clerics track as 1st level
rangers. At 5th level they gain a spell
equal to the animal friendship spell of
druids. This is in addition to their normal
clerical spells, usable once per day, at a
level equal to the clerie’s level of
experience. These bonuses cost the cleric
an additional 5% in experience points.

< RYTHNUL
~ { (THE MANY)

ARMOR CLASS: -3

MOVE: 18

HIT POINTS: 320

NO.OF ATTACKS: 1

DAMAGE/ATTACK: 2-12 +10
(strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFEXNSES: +3 or better
weapon to hit

MAGIC RESISTANCE: 75%

SIZE: M (7 tall}

ALIGNMEN'T: Chaotic evil

WORSHIPPERS' ALIGNMENT:
Chaotic evil

5YMBQOI.: Red blood drop

PLANE: Pandemonium

CLERIC/TMRUID: 5th level cleric

FIGHTER: 15th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Xil

MONK/BARD: Nil

PSIONIC ABILITY: II1
Antack/Defense Modes: All/all

5:22 I:16 W:l6 D:19 C:22 CH:4

The stone-headed mace is not a magical
weapon, per se, but any creatore hearing
s ghastly keening must save vs, paraly-
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zation or drep whatever he holds, turn,
and run screaming from the area. The
area of affect is a 10’ radins, wisdom
bonuses apply ta saving throws, and crea-
tures above 12 hit dice or experience lev-
els are not affected. Panicked creatures
will flee until exhaustion causes them to
fall senseless. If they fail to make a roll
with 3d6 which is equal to or less than
their constitution score, they die

of fatigue and shock. {Where constitution
is unknown, there isa 1 in 4 chance

of death.}

H Erythnul 1s stabbed or cut in hattle, the
following creatures will spring forth from

the blond:

Ist Wound: 5-20 1st level human fighters
armared in red metal (AC 5} and wield-
ing footmen’s maces. Each has 10 hit
points, never checks morale, and fights
until slain,

2nd Wound: 4-16 goolls clad in red-
lacquered armor (AC 4) and wielding
morning stars. Each has 16 hit points,
never checks morale, and fights until
slain.

3rd Wound: 3-1Z bugbears adorned in
plates of red enameled iren (AC 3) and
wielding flails. Each has 25 hit points,
never checks morale, and fights until
slain.

4th Wound: 2-8 ogres wearing pelts and
hides of red fur and hair (AC 2) and
wielding huge clubs (2-8 points of dam-
apre O points strength honus), Each has 33
hit points, never checks marale, and
fights until slain,

jth Wound: 1-4 trolls whose coppery skin
indicates unusoally high armor class (AC
1}. Each has 48 hit points, never checks
morale, and fights until slain.

These creatures appear only once in a
given combat and never more than once
per day.

In addition to normal clerical spells.
Eryvthnul can cast a fear spell exactly as if
he were a 12th level magic-user, except
that the spell-like power issues from
Erythnul’s eves. The spell can be cast
once per round. If it is used, he cannat
attack otherwise, although the spell-like
power cannct be interrupted. He is also
able o take the form of a human, gnoll,
hugbear, opre, or troll at will, changing
form in one segment. Erythnul otherwise



has all of the powers typical for a lesser
god.

Each cleric of Erythnul above 3rd level is
able to cast a scare spell just as if he or she
were a magic-user. This spell is in addi-
tion to normal cleric spells.

HARLANGHN
(DWELLER ON

THE HORIZON)

ABRMOR CLASS: -6

MOYVE: Any

HIT POINTS: 262

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 5-20+2 (strength
bonus) '

SPECIAL ATTACKS: Sce below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 80%

BIZE: M

ALIGNMENT: Neutral

WORSHIPPERS” ALIGNMEXT: Any
(Neutral preferced)

SYMBOL: Disc with a curved line across
it {the horizon)

PLANE: Oerth (Prime Material Plane)

CLERIC/DRUID:: 9th level cleric/9th
level druid

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: %h
level/@th level

THIEF/ASSASSIN: 20th level thief

MONEK/BARD: Nil

PSIONIC ABILITY:
Attack/Defense Modes: All/all

5:18 IL:18 W:20 D:20 C:20 CH:19

Fharlanghn always moves as if he wore
boots of seriding and springing.

The various forms of the ray which can
be shot from the Qerth Disc have the
following effects:

Pale yellow — This ray is equal in
brightness to continual light. The beam
has a diameter of 6 feet, and can be
projected up to 664} feet.

_ Brilliant gold ~ This intense beam is
bright enough to cavse any creature
struck in the eyes to be permanently
blinded (save vs. Spell applies). The ray’s
diameter is just under 8 inches, and it can
be projected out to 66 feer. Even those
who save when struck full in the eves, as
well as creatures within 3 feet of its shaft,
will be dazzled by its brilliance and
unable to see for 1-10 segments.

Burning, fiery golden light — This
coruscating rod lances forth to slice
through virtually anything, cut to a
distance of 16 feet, 6 inches. The ray will
cut through 1/2 inch of stone or 1/24
inch of steel in one blast. Creatures
struck by this pencil-thin ray suffer 10-60
points of damage (save vs. Spell negates
all damage). The intense heat of this
beam instantly sets aflame any
combustible objects it touches.

In addition to the spells commensurate to
his Jevel of expertise as a magic-user,
illusionist, cleric, and druid, Fharlanghn
also has the following spells available on
an uniimited basis:

dig polymorph self
dimension door pass without trace

dispel magic plant door
earthquake rock to mud
find the path stone tell
fly stone to flesh
improved transpaort via
invisibilicy plants
move earth wall of thorns
pass plant wind walk
pass wall

He also has the following spells on a
limited basis, as indicated:

duo-dimension
phase-door

I per day
2 per day

If desired, Fharlanghn can summon any
one of the following types of earth
elementals:

Dust Elemental: A 16-hit-dice earth
elemental doing only 2-12 points of
damage per attack, but able to form a
choking, blinding cloud of dust which
covers an area of 2,000 cubic feet. In the
latter form, the elemental does not strike,
but it obscures the vision of all within it
to a 1-foat range and causes 1-4 points of
suffocating damage each round. In the
latter state, the elemental can be harmed
only by magic, but it can stay in a cloud
only three rounds. (It can be summoned
only in dry, dusty areas such as deserts,
prairies, etc.).

Earth Elemental: Typical, 16-hit-dice
elemental.

Magma Elemental; A 20-hit-dice earth
elemental doing 6-36 points of damage
per attack (summaoned only in
underground areas).
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Mud Elemental; A 12-hit-dice earth
elemental doing only 3-18 points of
damage per attack, but also able to spread
itself over an area of up to 400 square feet
and slow creatures to one-half their
normal movement, in addition to its
normal attack (surmmoned only in wet
areas where mud already exists).

Fharlanghn uses all spells and powers at
18th level proficiency, even though he is
actually 9th level. Special powers take but
ane segment of time to use, save for the
surnmoning of an earth elemental, which
requires one round, The elemental comes
willingly and serves without duress for up
to One turn.

Fharlanghn can be hit only by +3 or bet-
ter magical weapons. He is never sur-
prised on the Prime Material Plane.
Spells of earth do not affect him. He
regenerates § hit point per round.

EIRONEOUS
(THE
INVINCIBLE)

ARMOR CLASS: -4 (plus armor bonus,
typically § for -9 Ac)
MOVE; 21"

"HIT POINTS: 217

NO. OF ATTACKS: 4

DAMAGE/ATTACK: 1-8+4 {magical
weapon bonus) +8 {strength bonus) per
attack

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 80%

SEZE: M (6 1/27 tall)

"ALIGNMENT: Lawful good

WORSHIPPERS' ALIGNMENT:
Lawful neutral/neutral good
SYMBOL: Silver lightning bolt
PLANE: Seven Heavens
CLERIC/DRUID: Nil
FIGHTER: 17th level paladin/12th level
ranger
MAGIC-USER/ILLUSIONIST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: LI
Attack/Defense Modes: All/all
5:20 I:18 W:19 D:20 C:20 CH:19

Heironeous alwavs wears a suit of fine,
magical chainmail with a bonus of +5. At
his birth, Heironeous had his skin
imbued with a secret solution. Weapons
under +2 value cause him no harm, shat-
tering upon contact (scoring a hit). Magi-



cal +2 weapons score only 25% normal
damage, while +3 score 50%. Only +4 or
greater value weapons cause full damage.
Weapons whose magical power would
normally sever body parts will not do so
to Heironeous, although they will inflict
full damage.

In addition to his normal attacks,
Heironeous can loose a bolt of energy
drawn from the Positive Material Plane.
He can draw and loose such lightning-
like strokes as frequently as once every 7
rounds, but he can cast no mare than
seven such bolts in any given week of
time. Creatures of the Prime Material
Plane suffer -3¢ points of damage from a
stroke, those of the Elemental Planes
suffer only 5-20 points of damage, as do
those of the lateral newtral planes (lawful
neutral-chaotic neutral). The energy bolt
does no harm to inhabitants of the
Positive Material Plane or those of the
Upper Planes. It causes 10-60 points of
damage upon those native to the Lower
Planes (lawful evil-chaotic evil), and to all
undead creatures as well. Denizens of the
Negative Material plane suffer 15-90
points of damage from a stroke. (A wand
of negation or a sphere of annihilation
can effectively discharge the stroke
without harm.) The holt strikes but a
single target. It is not magical in nature,
It always hits its target. Range is 7{} feet,
Casting time is one segment. Duration is
instantaneous.

At 11th level, clerics of Heironeous can,
in addition to their normal spells, use a
bolt of energy once per week.

EXTOR

ARMOQOR CLASS: -5 (plus armor bonus,
typically 3. for -8 AC

MOVE: 247 :

HIT POINTS: 200

NO. OF ATTACKS: 2, 4, or 6 (zee
below) +& (strength bonus)

DAMAGE/ATTACK: By weapon type
(see below)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better
weapon to hit

MAGIC RESISTANCE: 90%

SIZE: M (6" 6™ tall)

ALIGNMENT: Lawful evil

WORSHIPPERS ALIGNMENT:
Lawful neutral-neutral evil

SYMBOL: Six red arrows fanned to point
outward

FLANE: Acheron

CLERIC/DRUID: Nil

FIGHTEER: 16th level

MAGIC-USER/ILLUSIONIST: Nit

THIEF/ASS5ASSIN: 12th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: II
Attack/Defense Modes: All/all

§5:18/00 L:18 W:l6 In19

C:20 CH:18(-2)

In battle, Hextor draws two great bows
(24" range) which fire iron-barbed shafts
of +3 quality which inflict 10-15 points of
damage (d6+%) per hit. At close range he
employs two spiked bucklers and four
weapons. The former defensive devices
can be employed as weapons if his oppo-
nents have 13 or fewer levels or hit dice;
otherwise, Hextor attacks four umes per
round. His typical weapons are:

2 Bucklers: 7-10 (d4 +6) each
1 fork +2; 9-16 (d8 +8)

1 scimitar +3; 10-17 (d8 +94

1 flail +2: 715 (d6+9)

1 morning star +3: 11-17 (2d4 +9)

Hextor's armor is +3.

Hextor is able to arouse discord in a 60-
foot radius. Characters with 7 or more
levels or hit dice may save vs. Spells. The
effect lasts six rounds. Without his
symbaol of Hate and Discord, Hextor does
not have such power, although he is also
able to use a symbol {discord} as if he
were a magic-user (once per day). He lays
the dweomer by merely tracing the
symbo] with his finger.

The trumpet of Acheron calls forth 6-60
skeletans, Once every six vears it can
summon a horde of A0-600 skeletons and
30-300 zombies.

Priests of Hextor are trained in
assassination, so that at the gain of six
levels of clerical ability, one of assassin's
skill is gained. Thereafter, every two
levels of clerical skill gains one of
assassin’s ability:

Cleric Level Assassin Level

) 1
| 2
10 3
12 4
5
b

14
16

(maximum)
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NCABULOS

ARMOR CLASS: -9

MOVE: 15''/45"

HIT POINTS: 383

X¥O.0OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type
+2 (strength bonus)

SPECIAL ATTACKS: 8ee below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 95%

SIZE: M

ALIGNMENT: Neutral evil

WORSHIPPERS ALIGNMENT:; Evil

SYMBOL: Eye of possession

PLLANE: Hades

CLERIC/DRUID: 18th level cleric

FIGHTER: Nil

MAGIC-USER/IL.LLUSIONIST: 15th
tevel illusionist

THIEF/ASSASSIN: 13th level thief

MONEK/BARD: Nil

PSIONIC ABILITY: 11
Arttack/Defense Modes: All/all

S:18 L20 W20 D25 21 CH:3

{24 on Hades)

Incabulos’ permanent sleep spell requires
but a single segment and can be removed
only by exorcism. He also has a deuble-
strength sleep spell requiring two
segments to cast. Either spell is usable by
him once per day. His normal weapon is
a staff of wounding {the reverse of curing)
and withering, both of these functions
affecting even demons, devils, vegetation,
etc. The device has no fewer than 60
charges.

Incabulos can gate in four night hags or
eight hordlings, but not bath. These
arrive at the rate of one per round,
beginning the round the gate is opened.
This summoning of aid can be done once
per day for either sort, night hags ar
hordlings.

Encabulos can be hit only by +4 or better
weapons. He regenerates 2 hit points per
round.

Faithful clerics of 5th and higher level
have the ability to cast hypnotism as if
they were 3rd level illusionists. At 8th
fevel they can cast a sleep-like spell by
touching the single intended victim.



STUS (LADY OF
'OUR FATE)

ARMOR CLASS: -8

MOVE: 127

HIT POINTS: 377

NUMBER OF ATTACKS: 1

DAMAGE/ATTACK: 3-12

SPECIAL ATTACKS: Sce below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 100%

SIZE: M

ALIGNMENT: Neutral

WORSHIPPERS' ALIGNMENT: Anv
{neutral preferred)

SYMBOL: Golden spindle with three
strands

PLANE: Uncertain

CLERIC/DRUIL: 14th level/ 14th level

FIGHTER: Nil

MAGIC.USER/ILLUSIONIST: 24¢th
level/14th level

THIEF/ASSASSIN: Nil/nil

MONEK/BARD: Nil/njl

PSIONIC ABILITY: 1
Autack/Defense Modes: Allsall

815 123 w25 D:21 C17 CH:19

When Istus attacks with any item, she
always hits her target, as she controls fate.
The damage inflicted, however, is
variable, due to the immediacy of such an
encounter,

Istus can create and cast her webs, at will,
one per melee round. The exact effects
and limitations of these strands and webs
are;

Strand of Binding: Any creature failing to
save ve. Spell will be confined as if
wrapped in iron chains. This effect lasts
for 100 rounds, minus the level or hit dice
of the creature affected, strength
notwithstanding, This power is usable
three times per day.

Strand of Cancellation: This strand
causes the object struck to become as if it
never existed. Only non-living things are
affected. Magical items are entitled to a
save at 5% per magical "plus” or equival-
ent, Artifacts and relics save at 50% and
75%, respectively, exclusive of the percen-
tage chance indicated above (an artifact
sword +4 would have at least a 70%
chance to save), This web is usable twice

per day.

Strand of Death: The creature {or even
deity} struck by this strand is dust and

forever gone unless a successful saving
throw va. Spell is made. Magic resistance
is also applicable, of course. This power is
usable once per day.

Strand of Hostility: This strand affects
any creatore failing its saving throw vs,
8pell. This power is usable twice per day.

Strand of Passage: This glowing strand
lasts for +3 rounds rime, and is usable
twice per day,

Strand of S8ending: Any creature touched
must save vs, Spell or be sent to the time
and place in the near future which poses
the greatest threat ta its freedom or
existence. Willing creatures need not
save, This power is usable three times per
day.

Web of Enmeshment: Besides confining
all creatures caught inside its 30-font-
square net to a maze, this 30-foot-square
net fills victims with apprehension, mak-
ing them 50% likely to attack another
creature, friend or foe, upon sight. Vie-
tims must make a saving throw vs. Spell
to be free of the web on the following
round. This applies to magic resistance as
well, but the latter is checked only
initially. Thus, all creatures will be
affected for one full round, at least. This
power can be employed once per day.

Web of Entropy: This invisible web is 30’
square and affects all magical energy
which is within it or enters it. Each
round all magic items so exposed must
save as if struck by a strand of
cancellation or become magicless. Spells
attempted from outside or inside the web
have all power drained in the area of the
weh. This web can be cast once per day.

Web of Stars: This web immediately
transports Istus and all within a 15.foot
radius of her to a time-space of unknown
type and boundless proportions.
Creatures of supra-genius intelligence can
return to their point of origination. Those
with greater than supra-genius
intelligence can determine the actual
location of other points along the web,
having a 10% chance per point of
intelligence above 20. The sreb lasts for
one hour of actual time or 600 “steps” of
traveling time, There is a 1% chance per
point of intelligence that any creature
with genius intelligence will be able to
discover the nature of the-time/plane, but
it will require one turn { 100 stéps of
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movement time) to study the portal, Only
one attempt per individual is possible for
any portal. Istus is able to cast this web
once per day.

Istus can cast her strands out to 60 feet,
and webs to 30 feet. The Web of Stars,
however, is limited to a 15-foot radius.
These strands and webs, as well as all
spell-like pawers of Istus, are cast at 24th
level,

If Istus loses her spindle, she must return
immediately to her own plane. The lost
spindle crumbles into powder, and Istus
cannot control fate, et al., for 30-300 days,
while she remakes her magical spindle.

Istus can be hit only by +4 or better
weapons. 8he can never be surprised.
Istus can move into the future and back,
instantly, once per day. Such movement
will restore 30-300 hit points. All time-
related spells (such as augury, divination,
and time stop) are totally useless when
apptied to Istus in any manner. She has
all of the attributes and powers typical of
a deiry of great stature. Istus” strange
servitor is, in fact, a time elemental.

Eighty percent of the clerics of Istus are
femgle. Those of 3rd or higher level have
the ability to cast one augury spell per
day. This spell is known in addition to alt
other spells, and does not count against
the cleric’s normal total of spells. Clerics
of 7th or higher level gain the ability to
cast a strand of binding, once per day, in
a 10 foot range, with a binding duration
of one round per level of the cleric. The
binding can be broken only as a function
of strength, with a chance equal to the
character’s Bend Bars percentage.

UZ
(THE OLD)

ARMOR CLASS: 4 (-8 with cape)

MOVE: 18"

HIT POINTS: 165

NO.OF ATTACKS: lor 2 :

DAMAGE/ATTACK: By weapon type

or 2-§/2-3 (+9 strength bonus) :

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +1 or better
weapon to hit

MAGIC RESISTANCE: 45% (65% with

cape)
SIZE: M



ALIGNMENT: Chaotic Evil
WORSHIPPERS ALIGNMEXNT: Evil

(any)
SYMBOL: Grinning human skull
PLANE: Prime Material {Oerth)
CLERIC/DRUID: 16th level cleric
FIGHTER: Nil
MAGIC-USER/ILLUSIONIST:
Nil/Nil '
THIEF/ASSASSIN: 16th level assassin
MONK/BARD: Nil/Nil
PSIONIC ABILITY: I1I
Attack/Defense Modes: All/all
8:21 I:18 W:20 D:18 C:18
CH:18 {-4)

In his demoniac form, Iuz wields a two-
handed sword +3. If Tuz sirikes with his
hands twice in one round, the victim is
being strangled and will die in 2-5 rounds
unless freed. Tuz’ can expectorate once
per round, in his mannikin-like form.
The spittle ages the victim 1-6 years {no
saving throw) and withers the area
struck, numbing 4 member and making it
useless for 2-5 rounds. His wrinkled
visage has a negative charisma {-4). This
causes awe {revulsion) of -55% and affects
creatures with up to 6 hit dice.

Luz’s cape conveys an additional 20%
magic resistance and serves as +4
protection as well.

Clerics of luz gain the ability to change
self once per day at 3rd level.

ERULL
(THE REAPER)

ARMOR: -6

MOVE: 15'/45”

HIT POINTS: 400

NUMBER OF ATTACKS: 1 (10" swath}

DAMAGE/ATTACK: 5-30 {save vs.
Death Magic)

SPECIAL ATTACKS: See below

SPECIAL DEFEXNSES: See below

MAGIC RESISTANCE: 100%

SIZE: M (7 tall)

ALIGNMENT: Neutral evil

WORSHIPPERS ALIGNMENT: Any
evil

SYMBOL: 8kull and scythe

PLAXNE: Tarterus

CLERIC/DRUID: 16th level cleric

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: 16th
level magic-user

THIEF/ASSASSIN: 16th level assassin

MONK/BARD: Nil/nil

PSIONIC ABILITY: V1

Attack/Defense Modes: Nil/nil
814 21 W21 D21 C:2t CH--7
Neroll's scythe is equal to a +5 weapon as
to hit probability. It causes instant death
unless the victim struck saves vs. Death
Magic. Even so, the weapon still inflicts
5-30 points of damage which cannot be
magically cured save by a heal spell or
similar high-level curative. Double
damage is inflicted on creatures which
draw energy fram or are of the positive
Material Plane (magic resistance, if
applicable, withstanding). The scythe
sweeps a path 10 feet long and 2 feet
broad in an arc of about 180 degrees
before Nerull. All creatures there,
including those in astral, ethereal, or even
gaseous form, are subject 1o death or
damage. Undead creatures struck by the
scvthe blade have their negative enerpy
drained unless they also save vs. Death
Magic. Damage is inflicted if a save is
made. If the saving throw fails, the
undead turns to powder and its force goes
to Hades, Gehenna, Hell, etc., as
appropriate.

Nerull can summon three demodands in
only one segment, and the demodands
will appear 1-8 segments thereafter.
Nerull’s ebony tendrils spell creates a 10-
foot diameter clump of blackness within
2D feet of Nerull. From this shoot forth
1-4 tendrils which elongate 10 feet per
round. Each covers a quadrant and will
prasp any creature within range. Touch
causes death unless a saving throw vs,
Spell is successful. Magic resistance must
fail first, of course, if applicable. Each
surviving victim will still be grasped and
entwined by a tendril. Corrosive damage
{3-18 points} will be inflicted each round
until the tendril is destroyed. The ebony
tendrils spell lasts one turn. Nerull is able
to employ it ance per day.

All of Nerull's senses, including
infravision and ultravision, are of double
human (or standard) norm, so Nerull
cannot be surprised except by some
extraordinary means. He can be struck
only by +5 or better magical weapons.

Clerics of 1st through 4th Jevel are
trained to use sickles as weapons (equal to
dagger in damage). Fifth and higher level
clerics can employ scythe-like pole arms
(treat as hook-fauchard). All of Nerull's
clerics are trained so that they can be
surprised only one-half as frequently as
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other persons (1 or 2 on d12 equals
surprise),

BAD-HAI
(THE SHALM)

ARMOR CLASS: -2

MOVE: 217

HIT POINTS: 140 (see below)

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 3-12+5 (+3,
+2 strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 100%

S5IZE: M

ALIGNMENT: Neutral

WORSHIPPERS ALIGNMEXNT:
MNentral

SYMBOL: Qak leaf and acorn

PLANE: Prime Material

CLERIC/DRUID: 9th level cleric/15th
leve] druid

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARI>: Nil

PSIONIC ABILITY: [
Attack/Defense Modes: All4ll

5:18 I:17 W:2D D:18 (:21
CH:19 {24 to forest creatures}

Obad-hai can assume any form
instantaneously, each once per week.
YWhen he leaves a creature form, the hit
points of the creature acerue to Obad-hai

. if he is at fewer than 140 hit points. Such

transferral never exceeds his 144 point
total.

The Shalmstaff delivers a blow as if it
were a +3 magical weapon. It returns as if
it were summoned by Drawmij's Instant
Summons spell. In any form Obad-hai
can be harmed only by +3 or better
magical weapons. He regenerates 2-8
points of damage per tuen when in his
own form.

At 3rd level clerics of Obad-hai may
substitute one 1st level druid spell for a
cleric spell; at 6th level one 2nd level
druid spell for a like level cleric spell; and
at Dth level, the same is true of 3rd level
spells. Thus, at 9th level, a cleric of The
Shaim can have one lst, one 2nd, and one
3rd level druid spell (in place of like levels
of cleric spells). At 12th level, such clerics
gain the ability to take the form of any
small woodland animal or bird. They may



use druidical as well as clerical weapons.
Diruidical clerics likewise get clerical
spells/weapons.

The Shalm regenerates 2-8 hit points per
turn when in his own form.

LIDAMMARA

ARMOR CLASS: -9
MOVE: 18 ( special, see below)
HIT POINTS: 199
NO. OF ATTACKS: 3
DAMAGE/ATTACK: By weapon type
+4 {strength bonus}
SPECIAIL ATTACKS: 8ee below
SPECIAL DEFENSES: +2 or better
weapon to hit
MAGIC RESISTANCE: 65%
SIZE: M (5 6" tall)
ALIGNMENT: Neutral {chaotic)
WORSHIPPERS ALIGNMENT:
~eutral, chaotic neurral,
chaotic good, neutral good
S§YMBOL: A laughing mask
PLANE: Prime Material
CLERIC/DRUID: Nil
FIGHTER: &th level fighter
MAGIC-USER/ILLUSIONIST: Nil
THIEF/ASSASSIN: 12th level thief
MONX/BARD: 24th level bard
PSIONIC ABILITY: 111
Attack/Defense Modes: All/all
5:18/76 L:18 W17 D23
C:20 CH:19

Olidammara’s ring is a ring of protection
+6.

The Kanteel has the following magical
powers which are usable once per day:

— Adds 30% to the holder’s charm ability
(85% for Olidammara)

— Allows a charm maonster ability of 23%

— Allows the holder to cast a fog cloud
spell '

— Allows the haolder to cast a dispel
illusion spell

- — Allows the holder to cast an emation

spell

— Allows the holder to cast a major
creation spell

— Allows the holder to cast a
programmed itlusion spell

— Allows Olidammara to cast a vision
spell

In addition to the spells normal to his
level as a bard, Olidamrmara can cast the

following spells as if he were a 14th level
magic-user:

passwall, thrice per day
transmute rock to mud, twice per day
telekinesis, once per day

The carapace which Olidammara leaves
behind is armor class +3. 1t can take 50
points of damage before being destroyed.
Passwall spells cast under the carapace
shell are 2.5" x 2" x 40.

Olidammara’s clerics hide in shadows as
thieves one level Jower than their clerical
level. They are taught musical skills equal
to those of the 1st level bard when at 3rd
level, 2nd level bard ar 4th level, and 3rd
level bard at 6th and higher clerical
levels. Finally, clerics of Qlidammara
gain the ability to change self at 8th and
higher levels, the duration being as if the
caster were an illusionist of the same level.

HOLTUS (OF
THE BLINDING
L LIGHT)

ARMOR CLASS: -5

MOVE: 21"

HIT POINTS: 286

NO.QOF ATTACKS: 2

DAMAGE/ATTACK: 3-12 +2 (strength
bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better
weapon to hit

MAGIC RESISTANCE: 85%

SIZE: M

ALIGNMENT: Lawful good (neutral)

WORSHIPPERS ALIGNMENT:
Lawful {neutral, evil, good)

SYMBOL: Silvery Sun

PLANE: Arcadia

CLERIC/DRUID: 20th level cleric

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: 12th
level illusionist

THIEF/ASSASSIN: Nil

MONE/BARD: Nil

PSIONIC ABITATY: 1II
Attack/Defense Modes: Allfall

5:18 1:17 W:23 D:19 C:23 CH:Z20

The Staff of the Silvery Sun strikes as a +0
weapon, and causes 3-12 points of damage
(plus wielder's strength bonus, if anyJ.

The spectrum beam which shoots fram
the top of the staff is § feet wide and 80
feet Jung. Any creature struck by it must
save vs. Spell or be unable to remove its
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gaze from the Staff of the Silvery Sun and
be subject to each and every command
uttered by the holder of the device.
Anyone within the brilliant globe
produced by the staff (except Pholtus
himself) must save vs, Spell or become
permanently blind. The spectrum is
usable four times per day. the globe but
once per day.

In addition to the usual spells known to 2
cleric/illusionist of the same level,
Pholtus has the following spell-like
powers;

Dispel darkness: By merely touching any
area of magical darkness Pholtus is able
to cause it to instantly dissipate and be
unable to return/reform for § full turns.
(As a cleric spebl, it is necessary to have
Pholtus’ hely symbol and speak his name
when using the power. Duration is 4
rounds plus ene round per level of the
cleric).

Glow: By pointing, any creature within
80 feet of the caster will be caused to glow
brightly, shedding radiance equal to light
in a 100-foot radius for eight rounds, no
saving throw. If the caster chooses, the
glow can spring forth from his {or her)
own body as follows:

face +2 charisma
eyes = light beams 40"’ long with a 47
base diameter

(As a cleric spell, Pholtus™ holy symbol
and a one-segment prayer to the Blinding
Light are required. Casting time is two
segments, and duration is one round per
level of the caster).

Beflect: By means of a mystic pass and
reference to the Blinding Light, Pholtus
can cause his body to reflect all forms of
radiation. Creatures using infravision or
ultravision will be struck sightless for 1-8
segments after looking upon Pholtus,
unless they save vs. Spell. If light condi-
tions are very bright, such as in full sun-
light, sightlessness will last 2-16 seg-
ments. (As a cleric spell, reflection has a
duration of one round, requires three
segments ta cast, and requires a holy
symbol of Pholtus plus use of crystal
prayer beads).

Pholtus can employ each of these powers
four times per day. He can gate from 1-4
motadic devas to do his bidding.

There are three ranks of the priesthood of:
Pholts. These ranks are achieved in



steps of four levels. Upon attaining rank,
the ability to east the following special
spells is gained:

Rank Vestment Colors  Special Spell
Glimmering  White dispel darkness
Gleam White & Silver  glow
Shining White & Gold  reflect

The special spells of lower ranks are
retained upon reaching a new rank: a
shining cleric can use each of the special
spells once per day.

ALISHAZ

(THE UN-

LOOKED FOR)
ARMOR CLASS: 0 to -6 {check each

appearance)

MOVE: 157-30" {check each appearance)

HIT POINTS: 140 +5-50 (check each
appearance)

NO. OF ATTACKS: 1-4 {varies each
round)

DAMAGE/ATTACK: 1-20 +2 (strength
bonus)

SPECIAL ATTACKS: See helow

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 71%-90%
{(check each time)

SIZE: M (5" tall)

ALIGNMEXNT: Chaatic (evil)

WORSHIPPERS' ALIGNMENT:
Any, but usually chaotic

SYMBOL: Three bone sticks

PLANE: Liinbo

CLERIC/DRUID: 18th level cleric

FIGHTER.: N1l

MAGIC-USER/ILLUSIONIST: 9th
level illusionist

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: 11
Attack/Defense Modes: All/all

818 L:20 W20 Ix19 C:20
CH:8(-1)

Ralishaz' weapon is the equivalent of a +3
weapon, but it causes 1-20 points of
damage when it hits. In addition to the
powers normal to an 18th Jevel cleric and
9th level illusionist, Ralishaz has the
following powers {no saving throw
applicable, but magic resistance
withstanding]):

Gaze: sleep for 1-20 rounds (one
creature/round, 10-foct range)

Touch: ages subject 1-100 months (once
per day)

Curse: variable (affects one creature, once
per day)
— Always lose games of chance.
— Miss next luck (save or similar)
chance.
- Two abilities of unequal rating
change places with each other.
— Always surprised during the next
1-20 encounters

Ralishaz can be hit only by magical
weapons. The strength of the necessary
enchantment varies from day to day by
chance:

1. +1 or better
2. +2 or better
3. +3 or better
4, +4 or better

In addition, Ralishaz can sometimes
reverse the effects of attacks. There1sa 1
in 20 chance that an attack affecting the
deity will actually affect the attacker, and
there is a 1 in 20 chance that both
Ralishaz and the attacker will be affected
equally,

At 3rd-6th level (roll d4), clerics of this
deity gain the ability to sleep by gaze, one

_ use/day, saving throw applicable.

AXIVORT

ARMOR CILASS: -1

MOVE: 12"/15" (as mohat)

HIT POINTS: 246

NO.OF ATTACKS: 4

DAMAGE/ATTACK.: By weapon type
+6 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 40%

SIZE: § {4' tall)

ALIGNMENT: Chaotic evil

WORSHIPPERS ALIGKNMENT:
Chaotic evil (xvarts)

SYMBOL: Hand of flames {blue)

PLAXNE: Pandemoniuvm

CLERIC/DRUID: Bth level cleric

FIGHTER: 12th level fighter

MAGIC-USER/ILLUSIONIST: 6th
level magic-user

THIEF/ASSASSIN: 10th level assassin

MONK/BARD: Xil/nil

PSIONIC ABILITY: VI
Artack/Defense Modes:

5:18/00 1:18 W:18 D:20

C:18 CH:4
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Raxivort can hurl any knife, dagger,
short sword, or similar small, bladed
weapon with great accuracy (+4 “to hit™),
When hurled by him they strike a5 if a +4
magical weapon. Raxivort's falchion also
acts as a +§ weapon in his hands. The
sword can be commanded to paralyze one
specific type of creature. Once activated,
the weapon rematns active for 1-6 hours,
then it is dormant for one day.

The hive flame which Raxivort can
project from his left hand fans out from
his palm tn a distance of 20 feet, with a
maximum width of 20 feet at its terminus.
Creatures caught in this magical acid
flame must save twice or take the full 5-20
points of fire damage. Raxivort can use
this blue blaze but once every four rounds
and no more than six times per day. It
takes but one segment to employ the
power, and it reduces his attacks by only
one-half, i.e., to two rather than four.

RITHEREON
(THE
SUMMONER)
ARMOR CLASS: -4
MOVE: 247
HIT POINTS: 153
NO. OF ATTACKS: 2
DAMAGE/ATTACK: By weapon type
+7 (strength bonus)
SPECIAL ATTACKS: See below
SPECIAL DEFENSES: +3 or better
weapon to hit
MAGIC RESISTANCE: 80%
SIZE: M
ALIGNMENT: Chaotic good
WORSHIPPERS' ALIGNMENT:
Chaotic neutral/chaotic good
SYMBOL: Rune of pursuit
PLANE: Gladsheim
CLEREC/DRUID: 9th level cleric
FIGHTER: 11th level fighter
MAGIC-USER/ILLUSIONIST: 1(th
level illusionise
THIEF/ASSAS88IN: Nil
MONEK/BARD: Nil
PSIONIC ABILITY: I
Attack/Defense Modes: All/all
S5:19 19 W:19 D:20 C:19 CH:19

Trithereon's spear, the Harbinger of
Doom, is a spear +7. It can be hurled 9’
and will return in the same round. The
sword, "Freedom’s Tongue,” is 2
broadswoard +6 which causes fear {cf. fear
spell) in a 30-foot radius to all opponents



of its wielder unless a saving throw vs.
Spell is successful.

The three creatures which can be
summoned by Trithereon are:

Nemoud the Hound: Ac O; move 217
HD 8; hp 64; #4AT 1: D 4-16; 8A fastens
bite until destroyed; 8D struck only by
magical weapons; MR 30%; 1 §; $/M.
Nemoud is an iron-jawed creature which
tracks prey as if it were a 20th level
ranger. When it attacks successfully the
hound locks its jaws and automatically
causes 16 points of damage to its
opponent each round thereafter, This
creature is 80% likely to be undetected. It
is never surprised.

Harrus the Falcon: AC 2; move 3"/30";
HD 9 hp72; 8AT 2 0or 1; D 5-8/58 or
3-12; 8D struck only by magical weapons;
MR 40%; I é; SL. Harrus is a huge bird-
like creature with vision greater than that
of an eagle. It can plummet at twice fly-
ing speed, and such attacks add +4 o its
“to hit” probability and talon damage.
After its initial talon attack, the creature
uses its beak (one atrtack causing 3-4
points damage).

Ca’ralk the Sea Lizard: AC-1; move
VAR7HD 10, hp 8D #AT lor 1;

D 3-30 or 2-16: 8A overturns small craft;
8D struck anly by magical weapons;

MR 20%; I 4; SL. Ca’rolk is a crocedilian
reptile some 40 feet long. Its normal
attack is by tail smash, although biting is
quite dangerous and often done. The
creature has a 25% chance to upset vessels
up to its own length, a 50% chance o
upset 30-foot vessels, a 74% chance to
upset 20-foot vessels, and vpsets 10-foot or
smaller vessels 100% of the time.

Each creature can be summoned by
Trithereon in one round., once per day, If
slain in the course, it will ke one week
to reform on its own plane and so cannot
be summoned during that period.

Trithereon can gate in one of each type of
deva, one per round. The summoning
also requires one round. It can be
performed once per day.

Priests of Trithereon have tracking abil-
ity as if they were a ranger one level
below their cleric level, to a maximum of

8th level.

LAA

ARMOR CLASS: -7

MOVE: 9" {18")

HIT POINTS: 321

NO. OF ATTACKS: 2 (or 1 using
hammer)

DAMAGE/ATTACK: By weapon type
+12 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 90%, special

SIZE: § (¢ &7 wall)

ALIGNMENT: Lawful good

WORSHIPPERS ALIGNMENT:
Lawful geod, lawful neutral,
neutral good, neutral

SYMBOL: Mountain with ruby heart

PLANE: Seven Heavens — Concordant
Opposition

CLERIC/DRUID: 12th level cleric

FIGHTER: 14th level

MAGIC-USER/ILLUSIONIST: 10th
level itlusionist

THIEF/ASSASSIN: Nil/nil

MOXNK/BARD: Nil/nil

PSIONIC ABILITY: I
Attacks/Defense Modes: All/all

8:24 L18 W20 In1g8 C:20
CH:20 (24 to dwarves and gnomes)

Ulaa arms herself with a military pick +3
and a hammer of thunder bolts. The
hammer can be hurled every other round
to a distance of 14,"” for 2-8 +5 +12 (19-25)
points of damage. This weapon will kill
as many hit dice worth of small or man-
sized humanoids as it would otherwise
inflict points of damage upon large-sized
opponents.

Ulaa may use the following spell-like
poweTs, ane at a time, at will, once per
round:

earthquake* plassee***
transmute Tock move earth*

to mud** stone to flesh**
stone shape*** statue™
dig*** glassteel*
passwalb*** summon earth
wall of stone™* elemental*

* once per day (elemental will have 24

hit dice)
** twice per day
**¥ thrice per day

When able to touch earth or stone, Ulaa
regenerates one hit point per round. Only
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+5 or better magical weapons can hit
Ulaa. Her hearing is double normal,
likewise her infravision (240 feet). She
can see into the ultra-violet spectrum as
well,

Clerics of Ulaa at all levels have
extraordinasy powers in addition to
normal clerical spells;

Level Ability
Lst-3rd infravision spell (doubles
normal infravisual capability).
4th-6th  dig spell
7th-9th  passwall spell

10+ stone to flesh spell

Spells are cast at the level of the cleric,
orly Ulaa's holy symbol and a prayer
being necessary to effect them.

ASTRI
(THE HOPPING
PROPHET)

ARMOR CLASS: -3

MOVE: 18", 3" hop

HIT POINTS: 129

NO. OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type
+2 (strength bonus)
or 2-12/2-12 (open hand)

SPECIAL ATTACKS: See below

SPECIATL DEFENSES: +1 or better
magical weapon to hit

MAGIC RESISTANCE: 50%

SIZE: M

ALIGNMENT: Lawful neutral [evil)

WORSHIPPERS ALIGNMENT:
Lawful neutral/lawful evil

SYMBOI.: Gray woad

PLANE: Prime Material

CLERIC/DRUID: 15th level cleric

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 7th level assassin

MONK/BARD: 8th level monk

PSIONIC ABILITY: VI
Attack/Defense Modes: Nil/nil

5:18 I:10 W:220 D:22 (C:19
CH:2 (20 to amphibians)

Wastri's famous weapon is a glaive-
guisarme +4. It causes 2-8 +4 +2 points of
damage against small or man-sized
targets, and 2-12 +4 +2 against large
targets.



Wastri's croak will confuse (as a confu-
sion spell) all creatures within 40 feet who
hear the sound, unless a save vs. Spell is
made. Wastri's warts enchantment will
cover the victim with huge, knobby warts
unless a save vs. Spell is made. The warts
make it difficult to grasp any weapon
{50% chance per round to drop the wea-
pon) and the victim's charisma drops to 3.
The affected individual must also save vs,
Poison or fall into a dejected state similar
to paralysis for 2-12 raunds.

The dampness created by Wastri reduces
the effects of magical fires by 50%, and
lasts 5-60 rounds. Each of his spell-like
powers — croak warts, dampness — can
be used once per day.

When Wastri summons creatures, the
following numbers appear:

10-40 bullywugs, or
3-20 giant toads, or
2-8 poisonous toads, or
-4 ice toads

He can summeon any or all of these
groups, one per turn, once per week, The
creatures will appear one round after
being summoned. Each will have +1 hit
probability and cause an additional 1
point of damage.

The hoge roads which usually accompany
Wastri are AC 5, HD 5, hp 40, D 4-16.

Clerics of Wastri above 4th Jevel are able
to use a jump spell {cf. magic-user spells)
once per day. Use is at a level equal to
that of a magic-user of the same level, All
these clerics can speak with amphibians
as well.

AN YAE

ARMOR CLASS: -4

MOVE: 34"

HIT POINTS: 172

NUMBER OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type
+0 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 50% + monk’s
special resistances

SIZE: M

ALIGNMENT: Neutral

WORSHIPPERS ALIGNMENT:
Neutral, any neutral

SYMBQL.: Lotus bloom (black)

PLANE: Concardant Opposition

CLERIC/DRTUID: Nil/nil

FIGHTER: Nil

MAGIC USER/ILLUSIONIST: Nil/nil

THIEF/ASSASSIN: 14cth level thief-
acrobat {4th ievel thief)

MONEK/BARD: 18th level monk

PSIONIC ABILITY: 1 (see below)
Attack/Defense Modes: All/all

8:18/00 I[:19 W:10 D22
C:18 CH:20

Xan Yae can attack once per round with
each of her magical falchions. On the
initial round the right sword is a +6 wea-
pon, the left but +1. This imbalance
becomes +§ and +2 on the next round,
then +4 and +3, then +3 and +4, etc.
Damage inflicted is weapon damage, plus
strength bonus, plus the obhverse of the
“ta hit” bonus of the sword — +1 damage
if +6 *“to hit,” +2 damage if +4 “to hit,”

Clerics of the goddess gain monk abilities as folows:

Cleric Effective Open Hand  Special
Level ALK Move** Damage*** Abilities
lse - 3ed 10 13~ 1-2 -
4th - 6th 9 14” 1-3 A
7th - 9th 8 15~ 1 -4 B
10th - 12th 7 16" l1-6 C
13th - léth G 17 2-7 D
17th & up 5 18~ 2-8 G

* assumes the cleric is otherwise
unarmored and has no dexterity
bonus, for the latter does apply to
clerics of Xan Yae.

10152001823

** assumes only normal garments and
no considerable load carried,
*** damage only, no stunning or other
special effects.
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etc. Of course, Xan Yae can attack as 2
monk, the “Supreme Mistress of Petals,”
with five open hand attacks causing 6-36
points of damage and all other effects typ-
ical of such an attack.

Xan Yae has 344 psionic strength points,
plus the ability to instantly restore 6-36
lost points ance per day. Her psionic dis-
ciplines are:

body equilibrinm  energy control

cell adyustment mass domination
molecular agitation molecniar

cbject reading manipulation
precognition probability travel
suspend animation telepathic projection
aura alteration

All disciplines are practiced at the 16th
level of mastery.

AGYG

ARMOR CLASS: -2

MOVE: 187

HIT POINTS: 121

NO. OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type
+6 {strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC-RESISTANCE: 70%

S51ZE: M

ALIGNMENT: Chaotic neutral {good)

WORSHIPPERS’ ALIGNMENT: Any
(none known}

S5YMBOL: Rune of madness {insanity)

PLANE: Prime Material/Concordant
Oppusition

CLERIC/DRUID: Nil

FIGHTER: 8th level fighter

MAGIC-USER/ILLUSIONIST: 18th
level/10th level

THIEF/ASSASSIN: Nil

MONEK/BARD: Nil/nil

PSIONIC ABILITY: II1
Attack/Defense Modes: All/all

5:18/00 1:23 W:17 Dn22
C:19 CH:18

Zagyg has the atiributes and abilitics normat
ta a demi-god. He can be hit only by +2 or
better weapons.
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