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are‘ruaeivihr free roofn gXi ﬁrd. ‘|Failure «to pay the-tax wien dguesis.a’ .. !
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N ﬂadds across gheqﬁyth. The ¢1d rlank*rnad runs: ‘north to murky Femirreh,
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NOTICE . . : e Saroke \

m IRI"‘R“:STED IN mnmxmrm: m A nmmons AND. ::-um:;vnns CAMPATGH: i SR AR

Tl
T L e

Yo ARG AD l:sngn.lng game using: the Dragr.ma ﬂhd mqgeonﬁ r;:ules ts bm"lg organlz.ed in the }Jet-;
rult arcas. The rules devised by the game‘a ‘désigners ‘will “be fallpwed pretty elasalgr.
with only minor ch&nﬂes. 'I.‘hey ﬂre subject tn ré-!ni:erp&'etatdﬂ as the cnmpaign ~prngres-
sess 0o i rt i iy

At present there are pwu Gﬂ’s.fJuhn ‘F.i‘anDaGraaf ‘and Len Scensnjr. ThE}F Ere cu;oper- j
~ating in designing a large wi 1de;:ness area, -a dual=town, and’ two, cnmpletely ‘Eeperate
dungeon complexese The f 1rst expedition will také pl‘.ace within tqfn weeks from today, °
all interested playars arc *malr.-ome. In the. future. we ‘plan to hold regu!.m:umeetings.
at least every three'weekss: A campalgn t,lme-scale 1& being Yorked out; atid'all chkar«
acters will operate within it. fxperienr:e pnInta gaine in Juhn's gaﬂaaxwi_l'_l. carry .
over to Len's and vice-versas e e

In order to ge;: the ampalgnknff to a gohd atart,,w pre aqklng'

way, the GM's will know how many ]:Ieﬂplel are paztgcipal:ing, : 1 : | ha )
time to fill /in thqgltalﬂetnllg;uf tllgi;x, e 'PFEF : L aad T &
i w'f‘l'hé*?antd’*that‘ﬂ‘;ﬁllws?-lsite]:ﬂnqt‘ihﬂdithﬁi‘ % e _ ayers i
shnul:t,acnnuult dtymhenimeking their c :
dungnumxplu:atlﬂm ﬂ&lhwlﬁygrs

ysenforce



il f10) IR (a B i
i

3ww (1 7% Bzl I}efender'ﬂ armor Glasa
‘lI}aE;gEr
Pea.r*‘e .r.......'l 13 15. 13

=Ty ¥ A
o PRTE s T Mk rrd ey r]ﬂ"r"J YTl s Y Wl =wl vyt

/ Hand,axe* ...I...H-J.B o 17s ‘Hlﬁ Ir 11 crdit nesl2 it il oy 10 ':r.'.'..‘.
31* e g | ki il AR b e Lt B T

Ty 5 3 Flii']’ My, f ey il Wi oLy !.;[i.'
Hac'?iﬂﬂlﬁ 3 15“!;.|11+ [ ‘ﬁ' A3 i 34 12 e 1l
Fieiii'; 5-1. 2 e VAL L Gl 13"" 12 i bl e G SRR (01
. o ER ey
r.;:g T AT M ""F "r[‘ﬂ- TS
" hﬂr 'B 1 ‘Eﬂ 2 1‘3.. e 161. 1Z+ ¢f41E?:l’l|kJP]_ﬂ il
f:JJﬂ"l. o 1.:1;*?:; w!..rm;tqh- G pn'uu Wil nnn w.:-am ni: arh
511% ?u[dr.u5rwn_;-.;'_ [ ;Li + 9
. i rr!ljf P oy
leauun

rIII

Magicousery y Clericil il DTE TROLL Monsters (by hit dice)
LT e ""rd L 3 -"J'_-" 1l;~uh£3‘ .-. o W .'.I ; L, "“Lu‘\d"l-:' h"-'j‘f‘ L, .!'.;-

|L 5.L

l.L i*_.v,ﬂg L
.s‘

a5 ¥

—
¥

LT
T o

r1
&
he.
Sl

,.

Ly

et
i




THE RYTH CHRONICLE

as a public service by the Yggrdasill papermill,
e Graaf from the recent archives of Rythlondar.

or inacc

Number

1

March IV, 2875
This is the first'feport of the D&D campaign along the Ryth, published

and compiled by John Van'

Please report any onissions
uracies to your friendly referee so that he can feed you to &

ravenous purple worm, thereby cleansing his records.

KEY: .First letter denotes expedition, followed by Gold gn

experience gained (E) beneath.

ined (G) and

Player activity record: Game Week
45 #5  #7 #9 @ #13 . #15  #17
Player: NovIII Decl BecIII Janl JalIT ebl FeIll Marl MarIIT
J. Ansley - C:164G D:200G E:975G G:251G J:315G L:died
3409E 700E 2B800E 1986E 1945E
A. Burkacki B:352G.€:104G D:300G E:975G  ~-- H:4260G K: 06 M:360G
3999E 2816E  433E 2733E - L421E 225E 140E
T. Burkacki B:died C:died D:200G E:died == H:426G K: 0G M:360G
i 567E 526E OFE 360E
B, Carey - -~ D:200G == -— J:died K: 0G M:360G
490E OE 4208
D. DeBol - -= D:died =~ .- Ji315G == M:360G
' 1076E _ L30R
G. Decesare - C: 26G D:died E:died G:251G J:315G L:446G
3341 1801E 1515E 2071E
B. Heoas - - - - G:251G J:315G L:L4L6G.
1500E 2625E 2148E
J. Haas - == —— = G:251G J:315G L:died
1101E 1925E
C. Hostetler B:352G C: 26G D:died == G:251G H:426G L:446G
L999r 3012E 2161E 526E 1921E
WT.. Kniaz B:352G C: 52G D:300G E:975G G:251G H:426G K: 0G M:360G
2999E 2764E 1032E 2241E 1365E 1872E 198E 156E
T.* McGraw - - - -— - --  K:died M:360G
_ L83E
~ P, Michaud B:352G C: 26G D:300G E:1125 G:251G H:426G X: oG  M:360G
Logor 2738E 833E 3920E 3875E  951E OE~  115E
L. Scensny E:died C:died D:200G  =-- b Hi:died K:died 1:360G
725E : 378E
K. Scensny - - —as - —=  J:%15G L:4L6G
; LB8E 2305E
B, Somers B1352G  -- -= F:2008 .| == J:315G Lidied
30995 - - 2955 | 1812E .
J. Van De Graaf B:352G C:104G D:3006 E:1462 G:1376G J:315G L:446G
- 3999E 3097E 1876E LO33E 3724E 1569E 1978E .
L. Van De Craaf -= C: 52G D:died F:200G G:died J:315G K: OG M:360G
29998 Losge 875E 300 LEOE
E. Thomas - == Di200G F:;200G - -—— K: 0OG  M:360G
650E 1150E OE L10E
S. Walquist - we D:died F:200G ==  J:315G K:0G
1045E 315E 315E
P. Wood — - e T:200G G:251G H:h26G6 ~-  M:360G
Y 49s5E 1222E L4691 253K
E. Vansteel B:1352G == ——  F:200G6 -- J:315G K:died M:3606G
5 4999E 3808 575E 510E
G, Vansteel - ey -  F:2006 == J:%15G K:died i1: 360G
6555 575E 4108
J. Vansteel K:died M:360G
LEOR

9



MAJOR RULE CLARIFICATIONS

With profound thanks to Gary Gygax, the following rule clarifications
are in effect imizedictely: : ) ;

EXPERIENCE POINTS are awarded only for monsters killed and for treasure
gained. Sleeping, Charping, eor driving off oonsters will not gain cxperience
urnless the nonsters are then killed. It is now considered "lawful" for you
to kill sleceping or charmed ronsters. Also, the automatic effect of clerics
upon the Undead does not gain IP, : :

The point value of nonsters and treasure will be cdjusted on the bosis
of the cverage choracter desrees (levels) in the group, rounded up. Thus a
group of 2 first level characters and 2 third level charzcters would have an
average group level = 2 which would be uscd to deternmine whether the group
gains full or porti-l EP credit for the various ronsters ond treasure,

The adjusted totzl EF for ronsters and treasure is then divided by the
nunber of characters in the cxpedition, giving each player's EP gain. Thus
experience will be egual for everyone in the group cxcept for their individual
primne recuisite boauses or penalties.

LAGIC.  The "Spells Table! gives the maxinun nunber of times a nagic-—user
or cleric can cast spells of the indicated levels during an cxpedition. = This
neans that a third level MU (Conjurer) can cast one second level spell once
and three first level spells once (or one first level spell three tines).

The particular spelle need not be selected in advance, but can be chosen
during the expedition cs circumstznces reguire. This will balonce the gane
nore and will make the expeditions even rore interesting., The caller will
have to select the tine and type of spell carefully!

Spells on scrolls disappear after being used once.

Potions can only be duplicated by alchenists if a wizord gives the
alchenist the formula. -

RYTH NEWS, RUMORS, iND GOSSIF

Mysterious strangers clad in-long robes of black .nd concealing hoods
have appeared in the darkened city streets at night inquiring about the
identity and wherenboutz of some thieves who recently looted o tenple and
purloined 2 sacred nask. It is rusorsd that a rewnrd is being offered for
the return of the mask, if the nosk is taken to the cenetory at nidnight.

Benelux V, latest heir to the growing fortune of the Benelux Sect,

has announced & jihad against the evil demon Gragorn. Disciples of Benelux
praised the edict with due religious fervor, but Curate Pontifus cautioned
the young Acolyte rgainst rashness. The Book Guild innediately expressed
its confidence by posting Greagorn a 7,247:1 favorite in the contest (the low
odds obviously due to local partiscanship). Gravely Deepsix, tle renouned
mortician of Rythlondur, quiclkly expressed his support, saying #I've always
got roow for another Benclux' and has insisted upon rennining at his side.

The House of Healing reports that Waka, veteran of the Watch, has
conpletely recovered from the paralyzotion inflicted by ghouls severnl
weeks ago., Curate Pontifus is still undergoing treatment, and the wanticore
barbs have almost nll been extracted. Noto the dwarf and Felsord, his
distont cousin, are both reported -to be recuperating sotisf-ctorily.

funernl services for: the Bear, Finbor, ~nd Heons, stalwart fighters who
net their fate in dire Castle Morbundus, will be held ot Vespers.



D&D PLAYER RECORD

Player: Character name:
Abilities: Str= Int= Wis= Con= Dex= Cha=
Creature type:_ ____ Alignment: Class/degree:
Languages: EP adjustment for prime requisite=
Possessions: ‘eapons:
Armor :
Magic items:
Other:
Game Gold Gold TOTAL E.P. TOTAL
Week . Activity : Spent _ Gained Gold Gained E.P.




Player:

Character name:

Abilities: Str= Int= Wis= Con= Dex= Chas=
Creature type: ____ Alignment: Class/degree:
Languages: EP adjustment for prime requisite=
Possessions: Weapons:

Armor :

Magic items:

Other:
Game Gold Gold TOTAL E.P. TOTAL
Week Activity Spent Gained Gold Gained . E4Ps




EXPEDITION RECORDS: The following sunnary of the expeditions gives first the

=1

c%

|

ploce of the expedition and the lowest level reached, followed by the
name of the leader(s), the number of characters in the expcedition, the
number of characters killed, and lastly a brief account of-the things
encountered and defe~ted. iy =
Dungecons: Weir, referee John Van De Graaf, east of River Ryth
Castle Morbundus, referee Len Scensny, west of .Ryth
Caves, referee Paul Wood, northern mountains

: Weir, 1st level. Rccords are nissing for this one, but Len Scensny led

o group of about 12, loming about 5. They defeated 2 ogres. and some
lesser creatures, but vere chased from dunhgeons by 2 wraiths after find~
ing some treasure and a demon's nmask.

Morbundus, lst level. John Van De Graaf led group of 12, lost 3.
Gener2l exploration; defeated mostly hobgoblins, orcs, ghouls and rats.

Weir, 1lst level. Ien Scensny, then Al Burkacki led group of 10; 2 died.
Defeated berserkers, = wereboar, a giant snake, hobgoblins and skeletons.
Their exploration locnted o Flame Room and a secret entrance to dungeons.

: Morbundus, 2nd level. .Chuck Hostetler, then Tony Knicz, led group of

14, of whou 6. did not return,. Found a nagic sword +2.

Morbundus, 2nd level. John Van De Graaf led group of 7 players (losing

2) and 2 charmed swashbucklers (losing 1), Defeated 6 trolls in a-fierce
battle, plus warriors, gnolls, toads, skeletons, and giant ants., * The
trolls guarded o main trensure--too nuch to carry out by the survivors.

: Weir, 1lst level. Paul Wood led a group of 7 and brought them all back,

Defeated zombies, conjurers; found some treasure and a potion of flying.

Caves, lst level, Exact records nissing, but had 12 players with 1 death.
Two wraiths were defeated and many smnller creatures.. Magic carpet found.

Weir, lst level. Len Scensny led 7 players, himself the only fatality.
They uncovered 2 major treasure near the Flame Roon including a nagic
axe, 2nd tried to loot Gragorn's Sanctum as well, but they were f011ed
when the doors could not be opened.

Morbundus, 2nd level. John Van De Graaf led 15 players, losing 3, in a
search for passages to lower depths, They defeated a wyvern, gnolls,
toads, zombies, bandits, giant snakes, giant rats, and giant cnts. They
found a nagic to »d statue of unknown properties, and clecned out the
remainder of the Troll Roon treasure,

Wedir, 2nd level. Paul Michaud led 1k, five diéd, and two high-level
characters (a hero and a curate) were ot death's doorstep. They
defeated 3 giant snckes, but met their match with 2 nanticorae and
left without trecsure. '

Morbundus, 2nd level. Jon Ansley led, then Chuck Hostetler and Jobn Van
De Graaf, group of 8, of whon 5 surv1ved Defcated 3 werebearc (bezrly),

- gargnylms, an ochre jelly, bandits, kobolds, zoubies, giant ants, ete.

Found frir treasure, a trick stair to Lth level, and magic potlon.

Weir, 1lst level, Len Scensny led 14 players,. all surviving, to rip off
Gragorn's Sanctun and were succcessful. Found nagic items with treasurp,
but only fought orcs and centipedes. Wraith guardians of treasure were.
exorcised by the curate Pontifus.



ADVENTURERS OF THE RYTH:

Player:

Jon Ansley
Al Burkaocki
Torn Burkacki
Bob Carey
Dennis DeBol

Abilities:

10~13~ 5-12-13-15
12-10-10-13-12-10
13-12-10- 8- 9~ 8
12-10-12-12- 8- 9

8- 9~13=- 9- k- 7

Type:

Dwarf ....Fi/k
hunen ... EM/1
Gnonte .. FM/L s
hunan i« C/1

Class/degree:

------

Character nane:

Noto

. Moosc Turtleack

Greg DeCesare . E1f ....FM/1,MU/1

Bob ‘Haas)|—weas 11-11-16-13-17-14 humzn .. FM/3

Johns Haas, 1 sy

Chuck Hostetler  10-10- 6~ 7-11-13 E1f ... FM/3,MU/1

Tony Knioz i 12« 7-1b4- 7-12~12 hunan ... C/5 ....... Pontifus
Tin McGraow

Paul Michaud , 10-13%3~ 9~ 6~15-15 human .,. MU/L

Len Scensny .... 11~ 9-14<11-12~ 9 human ... C/1 .svven.s Benelux V
Karen Scensny . 8~12-15~ 6-16~11 hunan ... MU/2 ....... Speluazon
Matt Schaut ... 8« 6-12-15- 4-10 hunan C/ L vwmiine e Chuap
Bill Soners

Bill Thonas 8-12- 8~ 7- 9~ 6 hunon ... FM/2

John Van De Graaf 17-13-13-16~10- 9 Dwarf ... FHU/5 veeeees Felsord
Laurie VanDeGraaf 11-10-11~ 7<14~14 hunan ... MU/L suevsues Nerdak
Eric Vansteel ..

Greg Vansteel ,.

Jeff Vansteel .

Steve Walguist 14-11~13-10-10- 9 Lunan B/ L lbpmmonn . Grobar
Kathy Wood ....: ' S 93a

Poul Wood «.... 16+18~11~ 9~ 9= 9 hunen ... FM/1 vuueun. Walea

Jerry Prokopowicz ;

These are the latest characteristics we have., Players who have
recently died ~nd haven't re-rolled 2re gener~lly the reason for the
blank spots.

A1l players will receive a FLAYER RECORD sheet to keep track of their
character's activities =2nd status. Note that expeditions normally occur
every othér week, and that game "time" parallels real tine. For exanple,
this is the fourth week in March, and in the game it is the week of March IV
(week #17). Each week should be listed in sequence even if you don't go on
an expedition since naintennace costs must be paid every week. We trust you
to keep ‘track of your own Gold and expenses. The weekly ,maintenace cost is
# % (0.005) of your E,P, total, payzble at the start of every week. Fron
the information given here, you can calculate your own naintenance costs
“nd erpenses to arrive at the present balance.

Some of the items which would be listed under gaue week activities are:

dungeon expedition
eguipnent purchases
inforuation attenpts
learning new languages
healing wounds

MISCELLANEOUS RULES:

You may only try for infornation once per gane week (when you aren't on
an expedition only). The cost will be 11~70 GP. Infornmation learned may or
nay not be reliable, and sone risks are involved. ]

It will take 24 weecks minus your intelligence level to learn a new
language and a cost of 10 GF per week spent learning (the linguist nust eat!).



No. III RYTH CURONICLE January, 1976

It was the time. of the Winter Solstice, and the Red Moon had barely set behind

the jagged peaks of the Wnite lMountains to the east. The valley of the Ryth was
cleaked in darkest night, and the inhabitants huddled fearfully around their feeble

fires and prayed.to their pagan gods that the Spirits who walk the Urth at such hour
might pass them by. ‘From murky Fenmarch in the north and from the River Ryth arose
sinuous tendrils of mist, which coiled and spread their strands over the valley, as
if to weave a shroud upon the land. . In the City of Rythlondar the mist-seemed espec-
ially thick and ominous, and grew denser as the tendrils drifted in from the further-
most reaches of the valley, to cling and join until the fog became an-almost physical
barrier. In the midst something was slowly taking shape, small at first, but growing
larger with each new tendril reaching the city. Then, as the eastern sky began to
lighten with the rising of the sun, the bolder of the townspeople dared to peer through
their shuttered windows at the city square where the mists had so recentiy‘congealed.
And there it sat, filled with malice, woe, and death -- a pile of the latest Ryth
Chronicles! What Evil Spirits had .once again inflicted this Terror upon the hapless
people? Pontifus, the lama of Zela, :in his wisdom declared it was the work of the
demonic Vang and the dread Wooden who sit in the branches of . Yggdrasmll throwing
pulp upon the Urth. Thus it was that the third Ryth Chronicle came to pass. Would we,
your humble scribes; kid you? Note the Magic Runes at the bottom which guard this
manuscript from ev11 infringers.

This is the third installment of the contintiing saga of the Ryth Campaign. - For.
those of you who nay nbt Lave the second (or first) installment, it is unfortunate,
but we have-run out of copies of the back issues. This is a 301nt campaign of D&D -
adventuring, comprising the dungeons of Castle Morbundus, the Weir, the Caveriis of
Rythwood, and the Dungeons of Pall (refereed by Len Scensny, John Van De Graaf, Paul
Wood, and Paul Michaud, respectively). With this issue, we complete one game year
and over one real year of playing. -Contributions, especially from the players, are
encouraged so that we might have enough material to publish this more often.

INDEX:

Character 1istiing ..eeeceeeees Po 2 (Note: Several expeditions have occurred

Chronicle of Adventures ,... pp 3-8 since the’ character listing was prepared;
Week of Sept. I & II ,uune D= . therefore some changes have occured, The

, Sept-iIl and Oct I ....... p. 4 most ‘significant changes were the deaths
Oct IT and TIT ,vevessoyes Po-S of Noto, Zonker, Janus, Balderol, and
Nov, Tand IT .ovuuunnnnns . BaB Questor in the eastern wilderness. In
Nov TFL o ocevasam it aih - abad addition, we have at.least 7 new players
Nov IV and Dec T tevinvenn Dho whose characters are not listed. May all

Caverns History continued .. the new characters rise to prominence in

Rumors and legends ....,.... P. 10 our next player listing!)

Copyright 1976 by John Van- Dﬂ Graaf and Paul Wood Published infrequently, copies
cost 30¢ per issue (except this onz which we're only charging 25¢ for to current
subscribers) To snbscrlbe send any amount of $ to John Van De Graaf, 37343 Glenbrook,
Mt. Clemens, MI 48043, and issues will be deblted against your account as published.

Printed with care by - YggdraSLIl itself,

Editor~in~chief: Gragorn of the Lower Depths.-

Inspiration credit: the White Toad from Monty Python (What' No Holy Hand Grenade?')
Art Director: the Invisible Elessar



AN INDEX OF .ADVENTURERS ALONG THE RIVER RYTH

Pighting-mon:

Noto (aE), ...
Barnagbas ‘"nee s 0 0
Ragner. Lodbrok
Ben Gon '_a;-'o R

F-6
F-6
F-6
F-6
R=5

F-3.
F-3.
B

F=2
F=2
F=2
F-2
F-1
F-1
F-1

Hagb‘lt : ._iio‘,_,"'in'*'o:_u s

‘Balderok it

Ibb  (dwf)-vuss
KassoCk, oa v ifase.
Aviyelr o coiainia
OrLokar,. , sui 49

Lancefron

¢ 0.6 0.6

Cteve Hamilton
Rick Loomis

Al Burkacki ..
Tom Burkacki ,....
John Yan De Graaf
Steve Walguist ...

Athelfrar..... Barry Eynon .....
Zonker-I¥ :ju... Bill Thomas ,....

Jon Ansley .eeov..
bob Archibald ....
Jerry Kniaz ......

L N
Draw Neumann .....
Richard Orbain ...

Gamli (dwf) .., Will Neibling ....

Combination fighters/magic-users:

Poli /M-l Elessar(elf) }
F-4/1~2 Tinkerbell(pixie)Dennis Daughetee O-12-12-=11- 9-8 20
F=1/M~1 Jabbar (c¢1f)

Thieves:
T-5 Bellatane (hob) Eric Vansteel ,,, 10-11-10- 8-15-13 14

T=3 Catrick

Greg Decesare

Chuck Eostetler

Pat Champion ,...

12-10-10-13=12-10
17213~10=10=15-14
Teiiespeael g
14-11-13-10~10~ 9
16-14=13-16-12~ 8
16-15-15-14= 9-15
17281 2-AolTad]0- g
14=9 = 8=12-14=14
16~15-15=11-11-12
9~11-12<14-11- 8
13- 105 85311l
15+11e Qil2~ 7-12
13- 5<11l= 6~15-10
10-11-10-10- 7-12
1= 9=11-13-14-12

O~ o~~~

13=11-10-12-1 =9 15

12-16-10-9-14-8 4

6=12-13=10~1112

T-3 Alexa (felf)... Irene Ulman ..... 10=-10- 9-12-15-12

Clerics:

C=7 Pontifus or Zela,.
C"6~ Bene].“llx V AR TN
L=5 HOToCE wvessosnnes
02 T (LT
Fernando ..........Barry Bailey ......
JODhNS "¢ iennvenss

G-l

C=4 -
C-3.

C-2
C=2
C=2

Ray Ulman

Tony Kniaz sevevees
Len Scensny ....
Russ Stambaugh .

L BN NN NN ]

J’Cff V&I’!Steel A EEEWE

8
9

12- Puliln. P12n12
11+ 9=li4=11-12- 9
11- 9-17- 8- 6=13
9~ Gullellel2- 9
7~ 7-18-11-18~ 4

hammer 43, shieldl,swd+l
sword+2, armorsl’ .
swd+2, armor+l,shid+l
spear+3

swd+l, shld+3, ring
shield+1l

axe+l

swd+l, potion herdiﬁm::in.
shield+l ot

shield+2, potion, swd+3
potion dragon control
spear+3, elven rope

armoxr+l

ring of proti+l
mace+2; potion, map
shield+3 5
mace+2(disruption)

28
19
17
12
17
14

Ydol.the Pium ;...
Brother ‘Bung

Quesb'tor ..Clototoco

Sermonet .eccecces
Great Dod

ssnoeeces

L Frequenox-IE +....
Magir-ucers:

M-7
M7
M=6
M=-5
M4
M=
Meed
M-l

Fazzlefa:t
} (@) LI ) S e
Sondin epemssrmine
Charmen sesussnss
D3 sesssiisnweiin
COMUS seveeseasses
Clickham sewevuss
Zap

@ E R Ew

LB B

12« 5+15= 5+12-16

Paul Michaud

Paul Wood

Guy Hosletler .....
M’ ka Bartnikowski, .,
Greg Vansteel .....
Sharlotte Neibling

Al Schlishinger ...

Bob Careli susnnssss
Creg Knlaz vc.eovees
Laurle VanDeGraaf,.
Bob Kar:t.:anas .eeas
Dave Clarton ...e.s
Tim MCGYaW sesessss
John Ulman .ueuveesss

L]

7-10=16-14~ 7-16
9=12-13-10-15-10
12- 6-14=11-14- 8
Q= 9=ll= 7- 8-15
7~ 8=12-11-12- 9
12= 9=1l=14= 8- 3

9-15- 6= B8-11=14
8-13= 6= 9=12-12
10-16-12~; 9=13=10
10-16-11-12236~11
16=17~ 7='9211«17
12-14=125"7-12-12
10=14=7=" 9=15-15

20

12

10
1l

22
18

19
1%

Robe of Eyes, dag+l
Scroll

wand of cold
scroll

potion



THE CHRONICLE OF ACTIVITIES
§3Ptember'1, 2775

Having rested and requipped from the 3 month journey iuto the eastern
wilderness, a party of 12 once again visited the Weir to seelt thelr fame and
fortune, In the party were the dwar{ swashbuckler Noto, warrior Barnabas,
heroes Ragnor Lodbrok and Elessar the ELf, Conjurer Sondin, and the holy curate
Pontifus of Zela and adept Horace, with others. They descended to the third
depth and found the entrance to Labyr's treasure. After enftering the portal,
they were led by Pontifus through the maze of corridore with scarcely a wrong
turn, fighting off the many scavengers frequenting the labyrinth, until they
reached the seecret ireasure room. Therein they came upon two chests contoining
more pold and silver than they could carry out. With the way they had come
barred, they used a secret stairway from the treasure room which toolt them to
the 4th level. There they entered a roow in which stood a block of black stone
from which a sword hilt protruded. Several firhters tried to withdraw the
sword to no avail, until mighty Barnabas drew it forth. As he did so, a
basilisk entered the room. Pontifus managed to avoid its evil glance, but in
the melee which followed was struck twice and turned to stone! The basilisk
itself was slain, and Barnabas discovered that he possessed the fabled Tingel,
Sword of Slaying Monsters. The party placed Pontifus's stone body upon the.
magic carpet, and found their way out of the Weir. Treasure value = 15,000 GP.

Another party of 9 entered the northern end of the Weir and went down to
the third level. In this group were theurgist Fazzlefart, ranger-guide Athelfrar,
seer Kodiak, dwarf warrioress.FErvandra, and others. They met and killed a hydra
and some zombies, but almost met thelr doom in a room filled with gargoyles.
Athelfrar found a menual of pilfering, and Fazzle charmed a superhero with a
n~utral sword of wishes. A shifting block confused their travels when they
were chased by a fire-breathing hydra. Treasure was 2310 GP, four died. :

The new medius Charmen led a low-level group with many hirelings to the
mexplored southwest regions of the 1lst level of the Weir. They defeated 4
heroes, 3 magicizuns, 5 ghouls 8 orcs, and a giant scorpion. They found 5000 GP,
a potion, an’ a scroll. Five members of the varty died.

Elsewhere, brave Benelux, curate of the Order of the Flaming Wheel, together
with his loyal comrade Ben Gon, hero, returned into the eastern wilderness.
They hoped to find the Wizard Talkien in the hope that he would wish Equinox’
back to life. They found their way back to the lonély mountain, and the Wizard
apreed, if they would perform a hazardous mission to steal a staff from the
dread CanFle Chalor ohi the shores of Skull lake. The Wizard let his apprentice
go with them, and they charmed a thief on their journey. Unfortunately, they
lost their way ond wandered the northern wastes in search of the castle, until
finally they encountered 3 frost giants and could not escape. DBenelux and Ben
Gon were killed, but the anprentice turned invisible and made his escape back.
to the Wizard; thus their hodies were recovered and returned to Rythlondar for
resurrection. The journey took 3 weeks, aud Benlux lost his entire treasure.

September II

Pontifus was restored to flesh by the Sorcerer's Guild (in return for a
substantial donation). The High Lame of the Temple of Tynghod welcomed the
curate back to his duties, end told him that if the stone-flesh spells ever
failed to restore him, he would be welcome tc join the statuary on the temple
portico. It would certainly be a suitable place for veneration of the worthy
Pontifus, and the pidgeons would enjoy having a new terget.
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September III (Week # 41)

) An unusual group of 7 adventurers explored the 4th level of the Weir. Lead-
ing the group were Athelfrar and Horace. The group included Ragnor, Comus, and
3 adventurers who ‘claimed :to be from another world, They killed 4 heroes, a
spectre, and defeated the Gnoll King and his lieutenants. They located a
treasure room, but were unable to bypass the traneporter area guarding the chest,
and discovered a secret entrance into the rear of the Gnoll Hall. The King of
the gnolls was forced to surrender, but tricked the proup into sparing his life
for some gems worth 510 GP. They pained a wand of magic detection and 1050 GP,

September was a busy month for the Weir, as yet another group explored its
third and fourth levels. This party was led by Fazzle, and contained elf-hero
Elessar, curate Pontifus (still a little rocky from his recent experience),
Noto the dwarf, Barnabas (now a swordsman), Brother Bung, a new acolyte, and
magic-users Sondin and 04, They first went to the Gargoyle Room and killed all
8 of the evil creatures. Then they wandered the corridors and rooms, killing
a displacer beast, 7 ratmen, 2 burglars, 6 minotaurs, and 3 harpies. They also
encountered 3 stone glants when they went down to the 4th level, but. escaped
without a battle. The party gained 6260 GP in treasure, and 2 sets of elven
boots, which were given to Elessar and Brother Bung.

Far, far away, another party sought out the Isle of Michaud where rumors
indicated the existence of the Dungeons of Pall. In the party were medium
Charmen, conjurer Kodiak, priest Johns, robber Bellabane, warrior Zonker, and
other young adventurers, After entering the firet level, the party was
captured by the servants of an ewil cleric, who sent them on a guest to the
second level to retrieve a magic mace. They performed the task, killing 3 ogres,
and befriended 2 high level magic-users on their return to the cleric. When
they returned, they decided to fight the cleriec, routed his forces, and chased
him threugh a transporter. Finding themselves lost on cnother section of the
first level, the party wandering corridors of death until they eventually found
the way out by resurrecting a long-dead lawful ecleric, the Great Labor, who
indicated the routs they had to take. They gained 8656 GP, a wand of cold
(given to Charmen), the Amulet of Labor, a +2 mace of disruption, and a potion,

October I (Week # 43)

A strong party made its way to the dread confines of Castle Morbundus, long
unvigited by the foreces of Goed. In the group were the heroes Elessar, Ragnor,
and Ben Gon, weteran Zaslett, bishop Pontifus, priest Johns, adept Ferdnand,
theurgiet Sondin, conjurer Cliclkham, seer Charmen, burglar Bellabane, and others.
They went imrediately down to the unexplored 3rd level areas. There they came
upon a prigoner chainwed tn a wall, whom they released as a companion of the
party., His name was E1 Jorrel, from Malden, a small village far to the wset.

He was captured while seskins the enchanted waterfall and a certain nymph,
Further wandering and encounters brought them to a door inscribed with the
familiar neme of '"SLOCUM", the demented magic sculptor., Behind the door was

a corridor; in whiech sat a harmless-appearing white toad., The White Toad proved
a worthy foe in a fierce battle (during which Elessar's boots went into a tap
dance at a most inormortune momant, trapping wounded Ragnar alone with the Toad).
After finally defeating the toad, the group entered the narrow corridor and
followed it to a wizard-lacked door. Unable to open the door, and ESP-ing
Beveral fipghting men and magic users on the other gide, the group went on to
other areas of the third level. In ancther room they encountered two basilisks,
who both looked right at Pontifus., As he turned to stone once again, old Fonty
rued his irresistable charm for basilislkt stares. Then they made a brief foray
to the 4th level, but were chased away by unkindly opgre magi. Defeated 3 giant
enakes, an evil proup of men, 5 gargoyles, 2 basilisks, an umber hulk, % dopple-
gangers, and the White Toad, and gzained 2000 GPF in treasure.
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The Czverns of Rytiiwrod attracted another party, this of young adventurers;
amorg the (4 members of the party were Kodiak, Brother Bung, Freebooter, Orlok,
Jabber . Zouker, and Tinkewrball, They explored the lst liavel, traversing Muc:L
ground previously evpiored, a~d lost 3 of their number. “uey defeated two
gargoyles, seven giant toads, 2 swashbucklers, and four footpads, and gained
2460 G2 in treasure.

The Wei. was the targst ol the strongest exrtedition yet fielded. Curate
Benelux, thaureturgist Fazzlefart, ranger Athelfrar, dvwarf-swashbucker Noto,
swordsman Barnsoas, vicar Horace, medium Od a2nd the veterans Ervandra and
Namor composed mnst of the 14 members of the party. Operating on the fourth
level, they fought £ shadows, 2 wyverns, and & bhlack pudding, after being
chased arcand by 2 determined flesh-golems. They also tried to figure out &
means to the treasure in the stecl-walled transporter room, to no avail. A
magnetie toap snd the wyvern attsck disillusioned them, and they returned to
the *rd i:vs1 to drop in on Yldog, the evil cleric nemesis of Cybele. When
they did so, however, they found themselves overmatched and were forced to
surrender to Yldag! Rather than sacrafice them to Vang, god of Evil’ Incarnate,
as was hie usuel wont, Yldog healed their wounde so that he could send them
upon a Quest against Samarstar, the Evil High Priest of Mu'Tassim, the Evil Twin,
whose templs lay in tho northern silderness ~long the River Templar, Then, with
a horrible ~urse Yldog sat them free to perform his devilish scheme....

Jctober 1T (Week # Li4)

Fazzlefart, Athel’rar, and company returned to Rythlondar in woeful anguish.
The guest set upon them by beastly Yldog seemed impossible to carry out, and
their prides was chaprired at their defeat by evil forces and at their sgervitude
to an evil Wi;ll. Ouickly they hurried to the dwelling of the neutral fighter
whs held their swo.d o% wishes. An unknown number of wishes had they left: one
wich hod bean used tc de-ermine the nature of the sword, another had been used
to raise Fazzlefari froi theurgist to thavwaturgist. Was another Wish left to
rid them cf their Quest? The party srent the night preparing the proper
language of the wish, ard ai dawn th~ following day, the wish was made that
Samarkar be fcun¢ dead with his amulet at ¥ldog's doorstep and that the Quset
ho fulfilied, ke eword glowed, sud a heavy Lurden lifted from their hearts.
Phe Ques! was done, and they were fresed of Yldog's influence! Vowing vengeance
upon uiw, the meumbers of the narty retired to their lodgings for needed rest.

October 11 (vieck # 4%

A party of 10 retwrncd Y0 :iorbundus deteriined to explore the Lth level. in
the party wers suashbuzlrlere Toto aﬁH*Ragnnr, heroes Barnabas and Elessar,
ranger-guide Athelfrar, wateran Void, the holy bishop Pontifus (flesh and bones
once agairn!), good vicar Hovace, theurgist Sondin, and conjurer Charmen. Using
a trick stairway/slide from the second level, they swiftly arrived upon the
fourth level., There tley explored the many corridors, killing some scavengers
and thieves, until they “inzlly came upon a large proup of fiphters and magic-
useras. A desperate etr.pgle encued, chieily the power of the enemy sleep wends
against Charmes's wand of cold., At battle's end, Regror, Noto, Fontifus and
others wers scrd = :leep. buit the hostile group was frozen and cut to pieges,

A little fvrther exploriug, and the thrill of being chased by a raveudus purple
worm, led the . .rty to mek: their exit with 17,570 GP in treasure.

To the north, vicer Johns. scajurer Clickham, warrior Zonker and veteran
daslett wers part c¢. a 12 man :xpedi tion intoc the Caverns of Ry thwood. They
defeated gargoyles, skeletone, thaieves, spiders and magic-users in their
wanderings, losing only two of their party, and departed with 3311 GP.
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A group of 12 entere’ the Weir, led by Fazzlefart, medium Od, and acolyte
Japos, bat also inslele! ruch stalwarts &8 the noble curate Benelux, hero Ben
Gon, pir!e-swordsman ‘Yin.cerbell, theurgist Kodiak, adept Ferdnand, and dwarf-
Veteran F-vandra. They explored a little on the 2nd level, but steadily made
their way to the man+ichore chamber discovered by a previous expedition. In
& well-planned attack, (he mantichores were bound by Fazzle's web, then stabbed
with spears znd blasted by a lightning bolt. As they searched the littered
chamber following the destruction of the beasts, they discovered a secret door,
Behind the door vas a s32l1l room with muraled walls and four chests. The chests
were identisal i form, but were inlaid with iron, copper, silver, and gold from
left to right. % inscription was found relating that they had come upon the
lesser treasure of frlsicon, and that any attempt to open any chest but the
proper one would curse them all. The proper chest could be discovered by
answering the riddle "What do a patient assassin and a eleeping glutton have
in comme+?%  The group puzzled long hours well into the night in search of the
answer %c .he riddle. At last, they thought they had the answer and opened
one of the chestz., The room misted and then cleared, revealing a trove of
gold and precious gems far beyond their dresms -- a well-earned reward for
their labors, amounting in total to 162,170 GP value.

I'ovember I (Week # 47)

News of rhe great trez_ure soread quickly thrcagh the taverns, wharves, and
Fleshpots of Rythlendar . :nd other parties formed to seek more fabled wealth
beneath the, Weir., The rirst to organize and descend wus a 9 man group composed
df swashbucklerz. Ne o, Barnabas, and Ben Gon, elf-hero Elessar, bishop Pontifus,
Brother Bung, aund magic~users Kodiak and Sondin, accompanied by priest Ferdnand.
They went to uniraveled rorridors of the L4th level, there defeating a salamander,
2 cockatri: i, and scme e=il men, Eventually they stumbled upon the lair of a
black dreien, which trey surprised end surrounded. Barnabas! mighty sword
Tingel gliowed redly in the presence of the chaotic beast, and struck home on
the first swing, varalyzing it and rendering it helpless prey for the men's
weapons. Of the drzgon’s hosrd, the group could only carry out 180,720 GP of
gold, gems, 2nd jewelrv. ;

Another party Tellowsd the well-worn path to the Weir soon after. This
group was compoeed of pathfinder Athelfrar, swashbuclkler Ragnor, pixie-hero
Tinkerbell, dwarf-warrioress Ervandra, warrior Void, bishop Benelux, vicar
Horace, masician Farzle, theurgiset Charmen, and conjurer Od, among others,
Hawving heard tales from Athelfrar and Horace of the gnolls gold on the 3rd
level, Fazzle led them o the great anteroom, whence they fought their way
with wanton uce ol the wand of cold to the gnoll treasure, dispatching 45
rnolls who wére unwary cnengh to attempt to stop them. The gneoll treasure
being srmawnat niggardly for their taste, the group left by the narrow rear
stairway to the 4th level., Despite the misfortune of finding the magnetic
trap shifted inte their corridor, the pi.rty continued to explore and defeated
a chimera. Their search of the Chimera's chamber was interrupted by the
approacl 'of footsteps. An ewvil rroup of 2 enchanters and 3 swashbucklers
attacked, but were defeated. The group left wita 16,570 GP, a ring of protection
(given to Benelux), & Robe of Eyes (given to Fazzle), a potion and a scroll.

November II (Weel # 48)

Athelfrar returned from his last expedition ready for a needed rest and a
visit to tias Baths, He hurried through the busy streets of Rythlondar, filled
with jostling crowds come on larlket Day. Reaching his small apartment, Athel-
frar tokk off his backpack containing all his worldly possessions as well as
hie diare of the expadition's profits. He spread out the contents, and noticed
an item missing! The small grey manual of Stealthy Pilfering had been pilfered
right off his back! s hand went to his sword hilt, but his anger ebbed as he
realized that even his ranger abilities couldn't track the thief in the buay
streets, And the monual itself was surely gone now, with a more adept thief.




November III (Week # 49)

Ragnor Lodbrok, still seeking to share in some large treasure, organized a strong
group to explore the untrod paths of the 5th level of Castle .Joxbundus, In his party
were Noto, Barnabas, Elessar, Ibb, Pontifus, Janus,. Sondin, Charmen, Fumblefingers,
and a superhero previously charmed by Ragnor's sword, Quicksilver, To the 4th level
they went, passing through the room filled with a murky pond (and discovering that a
causeway appeared to allow passage at random intervals), to the spiral stairway beyond.
On the fifth level, they were attacked by three salamanders, which they promptly.
dispatched. Further roaming brought them to two stairways down, which .they wisely
declined to take, and then to.a room guarded by a Balrog. The Balrog was overcome
with only the death of the charmed superhero. A treasure room was found at the end of
a passageway off of the room, wherein.Fumblefingers was crushed by a deadfall. The
group set off into new corridors, finally coming to a door only passable by lawful .
persons., In the rooms behind the lawful door was a wizard. While conversing with the
wizard, a group of unlawful superheros came down the corridor outside, So the party:
attacked and slew them after a long and bloody battle. - Inspection of ‘the bodies of
the superheros revealed 4 magic shields and two suits of:magic armor; Having received
many wounds as well as adequate treasure, the expedition returned to Roilgard with
39,000 GP in treasure and their fine new magic armor.

Meanwhile Fazzle was eager to try out his new robe ob eyes, so he gathered Theurg-
ist 0d, Athelfrar, BenGon, Ervandra, Ydol the Pious, Jabbar the elf and his charmed
superhero, Ivan the Flail, and set off to explore new regions of the Weir. They left
the tower staircase at the 4th level and followed a long, twisting corridor until at
last they came to a door. Passing through the door, they noticed that it disappeared
behind them and that an inscription on the floor said they were now on the fifth level.
They tried one corridor to get back to known areas, but a multitude of pits and a
staircase down convinced them to abandon that passage, They tried another, but
encountersd a group of 6 trolls out for a stroll, and so they tried the third corridor.

That path led them into an 8 sided room of huge proportions, in which stood a 30°
statute of a nearly naked warrior. As they entered, the statue uttered a strange
riddle, which they noted for later examination. Each door in the room was inscribed
with a Rune, Fazzle quickly noted the Runes on a sheet of parchment and used a Read
Magic, but found the markings not particularly helpful, Two thieves entered the room
from another direction, and the statue offered to answer one question for them. The
thieves, however, ran at the sight of the party before asking their question, Fazzle
decided that maybe if he came in that door, the statue would answer a question for him,
Upon trying it, though, the statue merely uttered another strange riddle. Undaunted,
Fazzle tried it once more, and swiftly the statue took one step and hit Athelfrar with
its great sword, The glancing blow did only 11 points of damage, but Fazzle decided
that a hasty retreat was ih order, Further wandering brought them face-to-face with
a friendly lammasu, who was good enough to give handy directions to get back to the b4th
level, Passing once again through the statue's room, they warily passed by a wizard
and his minions, then found a stairway up. :

As happily they ascended the stairs, their joy was cut short by the sound of
monsters in the corridor above, @Quickly dousing their lantern, they hoped the beasts
would pass by, but hardly had they done so when the monsters turned down the staircase,
probably sensing prey near at hand, With loathsome footsteps descending, 0d franticly
relit the lantern, revealing umber hulks! Confusion! The entire front rank of fighters,
Athelfrar, Ervandia, and Ivan turned and started beating on poor Jabbar behind them,
Fortunately, Athelfrar and Ivan soon regained thelr senses and finally killed the
loathsome monsters, but their bleody weounds bore witness to the fierceness of the
struggle. The party continued to the top of the stairs, went a short distance, and
recognized the area as the 3rd level, Some further wandering; they then returned to
the fourth level where they had begun and started exbloring rooms. - Behind a secret
door, Ervandra heard the click-click of knitting kneedles. Grandmothers in the Weir?
They knocked on the door, and a sweet old voice bid'them enter. They did. The two
ghawled figures knitting on the far side turned to- 'greet them, dropping their shawls
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from their heads to reveal the petrifying visages of 2 Medusae! Instantly, the
shock tuined Od, Jabbar, Athelfrar, BenGon, and Ydol the Pious to solid stone, ~
The remaining- ‘animate members of the group swiftly killed the evil sisters, and’
located a substantial treasure of gold, gems, and magic. Reduced in number from
nine to only 4, the party then left. They had 14,000 GP, 2 scrolls, 2 potions, and
a bag of holdlng. s

November IV.(Week #50)

A mission of mercy was sent to recover the stone figures so recently renouned
adventurers in Rythlondar,  With the aid of the flying carpet, they were swiftly
returned to the city, and taken to the High Wizard of the Sorcerer's Guild. The’
price was’ hlgh, but affordable and willingly paid. Several days of gréat’ sorcery
followed, as’each of thém was returned to flesh and survived the ordeal,

December I.(Week # 51)

Another  expedition to the Weir was organized, this time a low level group which
headed for the long-silent- halls of the lst level. In the group were Brother Bung,
Balderol; Comus, the Great Dod, Questor; Alexa, Sermonet, and Aviyak (a fierce" warrior *
from the far-off Buffalo: trlbe), and a few others. The group of 12 explored some ® - -
uncharted regions, and emerged with only 3 dead, together with a’ ‘goodly treasure.

At the s=me time), another group of seasoned adventurers returried’ to the Weir.
Noto and Barnabas led a party of 12, including Tinkerbell, Elessar, Benelux, Har&ca,
Bellabane, Zonker, Kodiak, Sondin, Kassock, ‘and Johns. Théy Hent directly to the"-
stairway from the 4th level to descend to the lower regions, | There they found a- -
small cavern wWith a stredm running through it, and noted the stréim was wadable and
ran through "tunnels large enough to permit passage., They then fient to other rooms
nearby, defaatlng 7 ‘minotaurs and 2 ‘invisible stalkers. Thén they .returned to the
cavern, and began to wade upstream. ‘The - flrst tunnel branchlng off led to a large
pond, apparently nonamaglcal Tlnkerbell flew across the bond to scout ahead, and
reported a swampy, tree-filled caVern'beyond They ‘decided not to 1nvestigate, and
returned to the stream. Furthnr upstream they came upon a small beach., "As they "
explored the back ezl wall“of the beach, noting the passages therefrom, they were
alerted by a la ge aplas'{ng sound approaching from downstream., A gilant slug appeared,
spitting a01d erratically, | and was’ promptly ‘sizzled by 2 llghtning bolts from the
ragicians, 'Having gained adaquate treasure already, and ‘having used their most potent:
spells, the group returned to the surface. %

Over in Roilgard, Fagzle, Ragnor, Charmen, and Fernando decided to pool their
talents (and especlally their flying-carpet and bag of: holding) for a.lightining
sortie into Morbundng to loot a:large .cache .of gold found, previously. Fazzle trotted.
down the stajrs:and.corridors while the, other 3.rode the. carpet, Reaching their
destination.on the 4th level, they: barred the doors with spells and loaded as much.
gold as they:-could into- thelr bag .of halding. and the. saddlebags. .Fazzle then poly—
morphed himself into a unicorn and bore the saddlebags. .When they reached the slide
up to the 2nd level, Charmen-cast g Fly spell -upon -the Fazzle-unicorn and Knocked the
few por*als in their path as they ‘sped: to the surface._. ety .

This ands tha flrst ye&r of campalgnlng alﬂng the Hyth vallay. As the adventurers
rejoice the winter solstice in.the taverns and bawdyhouses, it is rumored that a large
party -is forming to.venture into-the western wilderness,.. Ragnor has been observed
frequenting the lodging of Anjorel; the man he rescued from slavery in the ‘depths of
Morbundus, and Zonker has been inguiring at inns and taverns for information on the
direction of North Malden. Could it be .that they will ‘seek the Enchanted Waterfall
and the nymph of mysterious.powexrs? -And in Rythlondar, visitors.to the shrine of .
the Flaming Wheel report that Beneluy: -is clesing the shrine for February and March,
and that he has acquired a light horse and has con?erted his .gold into gems. Can it
be true that he plans to ride alone into,the wilderness ta the east, perhaps to once
again seek out the 'Wizard of the Lonely Mountain?

=8s



THE CAVERNS OF RYTHWOOD -~ HISTORY
-continued-

(Editor 5 note: Due to *he abduction of the person carrylnv'the hlstorlcal manuscrlpt
from the Caveruns to cur editorial offices, the next installment will not appear in this
issue. It may not appear at all unless an organized group ventures to the fourth
Cavern level to free our researcher from his captors -— if he is still close to the
plece of his capture anl if he is still alive. What follows is the report . of a fellow
adventurer who was the only one who managed to escape the trap laid for the ill~-fated
explorers.) Report by Jean-Claude Hoofmouth:

Having sponsored the successful retrieval of several volumns of historical documents
from the lower depths of the Caverns (a very condensed version of which was presented
in the previous issue of the Ryth Chronicle), the Caverns of Rythwood Historical So-
elety decided to immediately outfit another excursion into those mysterious caves to
seek additional documents of historical value. I was among the first party and, since
we had been so successful -- having retrieved several books on the Caverns' early his-
tory =~ we were all asked to try to repeat our triumphant adventure. Many of the = .
party balked at this prespect. We had just returned, had taken no time for rest yet,
and several of the group had no desire or courage left to try to tempt fate another
time. The original adventure had been the first time into the caves for many of the
scholarly types that had pone along.

As it turned out, the new party wasn't organized for about Yo weeks snywWay, since
word had gotten out of the many terrors we had experienced on the first trip and new
recruits were hard to find. Of the original group, only Meric Winkelhammer -- a re~
searcher from the Society, and nephew to its President -- and myself wers amohg the
12 melected for the second one. I'm sure Meric was coerced by his uncle, the influen-
tial Ceskor, but my reasons for going were purely monetary .

We left Rythlondar on a dark and drizzly morning and travelled up the Ryth River by
boat to the outpost at its head, where the Rythwood Forest meets the Northern Mounteins.
The river journey was uneventful, but we could all feel bad vibrations eminating from
the outpost even before we doclked at the landing. We felt like turning around right
there. But since the Society was paying:us handSOmely, and we would by looked dOWn
upon by the city's society if we back&d out now, we continued onward.

After we packed our equipment and supplies in our pre-arranged quarters at the out-
post, we headed for a little refreshment at the only inn, the Purple Rat -- g not so
subtle play on the plague of ratmen that had infested the caves long ago, before the
Order of the Red Cross was formed fo wipe them out. Even while trying to enjoy our
first drink, we haeard rumors that our previous adventure into the caves appeared to
have stirred up ancient forces of evil, and that the once-thought dead caves were
coming to life agsin. (It was obvious they hadn't been with us before.) News had
spread that several local inhabitants had seen large rats =- in the shape and size of
men == ih the area. A few locals had even been kidnapped, as had been done in olden
times, when the ratimen stormed out of the caves and grabbed off farmers and their
families for sacrifices. Needless to say, we became even more apprehensive about
entering the caves, but we resolved to do our best -- spurred on by more than a few
courage—-boosting ales. .

The next day was even more dreary, but we packed our gear and headed up into the
mountains anyway. Since we had several excellent fighters among us, we managed to
avoid any serious trouble in the upper levels of the caves. But had we known what
was waiting for us, we might nev.: have gone at all. It is 5ill hard to tell how
deep we actually were, bul I kno% we walked many miles of underground caverns that
dey « While crossing &the.lridge to a wide chasm near our objective, ratmen poured out
from behind rocks and crevices and captured our whole party. In the melee, all but
Meric (who had picked up a few manuscripts we had left behind on our hasty retreat
from the previous expedition) and I were killed or geriously wounded. We were escor-
ted to the 4th level, to the dwelling of an Evil High Priest, where we were subse—
quently tortured -- and where I accomplished my escape. I fear for poor Meric, but I
also fear I have to once again descend to the Caverns to try to find him.

...9..-
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NEWS, RUMORS, LEGENDS, AND OTHER STRANGE THINGS

Puzzle of the Month: When you find in the dungeons z 2’ =gwuherduster 1nscribed
with the rune for "fire", to determine its function you snoliz
a) Gather your friends around you in a tight circle, sit on top of the
~ featherduster, and yell "FIRE!"
bg Convince your worst enemy to do (a).
c) Give .it to the charwoman for cleaning the hearth. ,
(Anyone .knowing the answer to this should send his answer to Paul Michaud.
Whoever guesses the correct answer gets a free trip in his dungeon!) .

Mortimer, noted:Mester Scribe and Cartographer, is reported to be compiling an
accurate and revealing set of: maps to the labyrinthine passages of the Weir, so.to
aid those of the True Faith in their wanderings through the evil depths. He has
posted nctice that those who send him their maps, with traps and monsters noted, wlll
recieve a copy of his extensive map. He can be reached through Barry Eynon, 30 Saw
Mill Ct,., Mtn, View, CA 94040, ‘

A great multitude of mourners turned out for the funeral of Noto, late dwarf
myrmidon. Services were held at the burial site in the White Mountains, near the
dwarf city of Kal-Kaban, ILacking Noto's actual body, an effigy had to be placed in
his sepulcher, His epitaph reads: "In memory of Noto; dwarven son of the White Mount-
ains; ‘he talled too high," It will.long be recailed that the nymph of the enchanted
waterfall destoyed him instead of granting his last wish that "there be no limit on
how high I can go." His friends speculate that even had his wish been granted, he
probably would be on the 4th plané of heaven by now and rapidly ascendlng to the 5th
and higher planes of outer space.

Rumors heve reached Rythlondar down the banks of the Ryth that Samarkar, Evil High
Priest of Mu:Tassim, has aysteriously disappeared from his temple, and it is said that
soon thereafter a new High Priest arrived to assume the evil seat of power. Even more
disturbing are the whispers that the temple has been rededicated to the worship of Vang,
the god of Evil Incarnate and Father of Demons. High clerics of the Temple of Tynghod
suspect that this fell misfortune may have been the work of the Demon himself to
augment the strengih of his foul worshippers.

John Van De Graaf
37343 Glenbrook
Mt. Clemens, MI 48043
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The Moot of Evil ~ by John Van De CGraof

(Tt has come to the attention of ye scriveners that there be a weeful ismcrence
concerning the vantheon of ghods who manipulate the Affairs of creatures upoun this
Urth, TIndead, it is even whispered thal some clerics of High Station cannot recite
the Compass of the Ghods or the Liturgy of Gigos the Omnipotent. Therefore ye stribes
hevewith present an exclusive report of the Untioly Moot of Evil recently held at the
ghodhome of Tarbnik, the Grey Chod of Shadows and patron ghod of thisves and assassins,
It be hoped that this be instructive of the names of the mejor ghods and imPart some
kncwledge of the ways of the Evil Ones.)

Tarbnik entered the alcove high on the chamber wall and wrapped himeclf{ in Shadows,
He peerad- into the chamber at ihe tableaux before him, and a faint smile curled the
corners of his lips. "A atroke of good fortune," he vhought, "that the Evil Lords
should hold a moot and that I should be the host... taouzh verily they had no choice
since I alone would give them entry, and in mutual distrust some neutral ground was
required. Perhaps my ears will now reward my gensrosity with some clue to gain or
profit..." Tarbuik studied the chamber balow. In the certer were three s=otad fig-
ures, arowml then were seven flickering braziers half the distaance to the sparkling,
gem-encrusted walls, and between the braziers and the walls was a fantastic collection
of statuary and pricelsss artifacts dishonestly gathered through the ages. On this
occasion, however, Tarbnik took no notice of the beauty of his plunder, for the Evil
Ones required his full attention. , ‘

Mu~Tassim, the Wicked Twin, base ghod of treachery and deceit, had summoned this
moot. His snake~like body was coiled on a velvet cushion, leaving the tip of his
shexrp tail fres 1o spear the black apples from the basket at his sids.

Emulb, Prince of Darimess and Ruler of khe Unliving, sat stiffly on the ivory
throne to Mu~Tasein’s left, Emulb had ridden his Black Steed from his ghodhome on
the Pale Moon as it set upon the Urth, msthodically laav%ng'a trail of death &nd
pestilence to mark each hoofprint. o <

Namul the Merciless, the impetuous'and often unpredictable ghod of the molten
rock, was the first to turn the conversation to the matter at hand. “Enough chatter!
You asked us here to discuss a matter of great import, or so you said. Let us hear
it and be done =~ I like not these drafty dwellings in the air."®

"The matter is of great consequence," came the sibilant voice of Mu-Tassim, "Not
long ago one of my High Priests was destroyed, an unimportant loss in itself, It is
said, however, that the deed was done by the Will of Vang, and the temple has been
occupled by those who claim to worship Vang." The mention of the name of the Faceless
Ghod of Chaos had a noticeable effect upon his listeners: even Tarbnik hidden above
stiffened iwvoluntarily and glanced furtively arcumd. "Could it be that he - it -
has returned to this Plane of Urth, or even his Lenon offemring in its sltead? Has
the prephesied time arrived for the Last Batbls of the Ghods?" .

A short silence ensued, as Emulb pondered and Namul scowled and paced about, then
Emulb spoke in sepulchral tones "It seems unlikely that such has-come to pass., :For
the other omens of Vang's return have not occurred. Ur is.still bound by -the guard-
ing moons and Arn still guards the sun and holds it in its appointed path. : Besides,
It would care not for the affairs of Urth's creatures. Since Gigos first wrested the



many Flanes of Heaven from the Chaos, and gave Order and Substance to the worlds -
therein before retuning to Aveneg, Vang has bided its time in Darkness awaiting the
time to reclaim the Universe. His forces of entropy are still at work, but the time
has not yet come for him to emerge. It could be the work of his Demon offspring, so
foolishly brought to Urth by men to destroy the old Empire, but the Demon has been’
silent many centuries. It may have returned to the Void whence it came, but who
would dare Summon it merely to inquire as to its whereabouts?"

"Bah!" rumbled Namul, "Tell me the temple's place and I will have done with it,
Vang, Demon, or no, The Urth will crack beneath it and its tomb shall be a shroud of
cooling lava." -

"Wait," said Emulb, "I think we should first learn at whom or what we strike, I
do not thlnk it Vang or his Demon, being unlike them to do aught but destroy. It
could be one of the lesser ghods, be there one so rash, seeking to augment their
power in the vain hope that the name of Vang will stay our interference, It could
be one of mankind itself seeking his own ends, and thus no danger to us. Or ,,, it
could be one of us seeking to secretly upset our balance of power,"

Namul's eyves burned and his voice reeked of brimstone., "You look at me with your
accusations?! May Arn impale you on his golden sword and bore you for Eternity with
his pious lectures!™ Namul turned to Mu-Tassim, swaying gently sideways as if in
agreement with Emulb's conelusion, "And you, you eold—hluuded earthworm, you called
us here so that the two of you could conspire against me! Dliay Ramitaar descend with
his hundred-armed herces of the Red Moon to flay your immortal scales and leave your
undying flesh prey to the winds and vultures of Tynokiasi" .

Mu-Tassim warmed to the argument, and retorted "If so, let the ghods make a clean
sweep and Veluria of the Blue Moon raise the oceans of Enion against you, to smother
your feeble fires in steam and wash away your mountains into silt!"

~In the alcove high above, Tarbnik turned away and retired to his room as the
argument continued continued unabated. He mused upon what he had learned. Such
convoluted trickery was unlike the openly evil Namul., Emulb certainly had the
intelligence to lay such a scheme and the means to execute it; if so, then he had
cleverly cast suspicion on Namul. Trickery, however, was a specialty of Mu-Tassim,
and Tarbnik wondered whether Mu-Tassim had called the moot seeking an answer or rev-
elation as to the guilty hand, or whether the. whole affair was part of some nefarious
plan of his own, Perhaps the Demon had arlsen/returned to bring discord and destr- .
uction to the Urth once again. Discord was indeed evident as a result of the strange
events, but it was most likely the. work of one of the three. .

If not the work of the Evil Ones, who.else? Tarbnik rejected the 1dea that any of
the good ghods, Arn the Immaculate, Veluria the Huntress of the Blue Moon, Enion of
the Five oceans, or Rho-Tassim, could have any part in this, MNor was it conceivable
that the neutral ghods would do_so. - Woomga , ancient font of the powers of Magick
recked not the affairs of men or ghods. . Ramitaar would hardly leave his Hall of
Heroes on the Red Moon except for glorious battle. ‘Emulb had posed the possibility
that one of mankind might be responsible. At least that is easily checked, thought
Tarbnik, for there be few who would so dare.the wrath of. the ghods. i

Tarbrik pondered 1ong. but saw no profit in it at last. Perhaps blackmail, 1f the
answer be found quickly, or mischief to relieve the boredom of his days. The puzzle
did 1ntr1gue hls crafty mlnd, and he resolved to have thezmatter 1nvest1gated when
he awoke.

e

NOTTS FROM THW UNDERGRCUND:

With the above tale, the next player-cleric who says he knows nothing of the pan-
theon of gods (and lacks the imagination to make up his own patron deity) will be
summarlly :punished == probably by Emulb who enjoys that sort of work.

.The ‘referees will be using the Law/Chaos and Good/Evil distinctions pointed out
by Gary Gygax in Strategic Review #6. Be prepared to reorient your thinking: Lawful
creatures can be good or evil &as can Chaotic creatures. , '

No player/character listing appears this issue due to lack of roonm, " = John



CHRONICLE OF ACTIVITITS

February,2776:

As the month of Jamary ended, a host of renowned adventurers gathered in the

City of Roilgard. Their purpose was to journey into the western wilderness in search
of the nymph of the Wuchanted Waterfall, At the same time they offered to escort
Anjorel, whom they had reseued from slavery in Castle Horbundus, to his remote home in
North Malden. The merchants of Roilgard did ‘a profitable business provisioning and
equipping the large group, as did the tavern~keepers in whose establishments the
adventurers sought any information available about the nymph or the way to North llalden.

At the beginning of February, the expedition was ready to depart. The members were:

myrmidon Barnabas elf hero/theurgist Wlessar ~ lama Pontifus
myrmidon Ragnar cutpurse Bellabane " curate Janus
myzinidon Ben Gon enchanter Fazzle . curate Horace
dwf myrmidon Noto enchanter Kodiak c curate Fernando
pathfinder Athelfrar thaumaturge Charmen ~vicar Johns
swordaman Zonker theurgist Cd ~ adept Questor
warricr Balderol seer Solstice II '

Accompanying the party was Anjorel, acting as guide. The group set out north from
Roilgard, following the road through the mountains beyend Castle Morbundus, As they
entered the mountains, scarcsly a days journey from town, they met a group of lawful
elves. The elves warned them of the evil land of Bjorstrend which lay far to the north
along this road. The expedition continued on its way through the mountains and on the
fourth day entered the "ndless Forest, Undaunted, they continued to follow the road,
and at dusk on the fifth day a cleric ard his men approached the group. Sensing evil,
the groups magic-users loosed their spells upon the cleric and the fighters charged the
evil minions. The battle was quickly over and thé evil group destroyed, with a small
amount of loot gained, plus the horses and armor of the fallen foes, Two days later,
the party reached the northern edge of the forest, and met with 15 lawful gnomes, with
whom they spoke briefly befcre continuing their journey.

At noon of the third day, the group espied a gigantic figure reating by the side
of the road. Noting that the giant was exceptionally handsome and exceedingly large,
they approached cautiously despite the absencé of any evil emanations. The figure
indeed proved to be one of the Titans, The Titan condescended to converse with the
group, telling them of his home in the northern mountains and some knowledge he had of
the nymph they sought. Their suggestion that he join their expedition was naturally
rejected, so the group bade him farewell and continued their journey. - " A

North Malden was just another day's march. Anjorél was so’ elated at arriving home
that he refused to go further with the group. His days of slavery had cured him of
adventuring., The party rested in the village for a day, trading the 'captured horses
and armor for additional provisions, and relaxing in the friendly taverns with open
ears for information. The following day they set off due north across the Honeylode
River into the open countryside beyond where no roads lay. After two days march, they
reached a hilly region and observed mountains looming in the distance to the north.

. As they made camp, it was decided that a reconaissance should be made, Ragnar
unrolled the magic carpet, and they held a council to detérmine who should go. It
was declded that Athelfrar was best suited, being both a ranger and being able to take
the most damage in the event of mishap. At dawn Athelfrar set off on the carpet. He
flew only 20 miles, however, before observing a black, disk-like object speeding
towards him from the north, Not desiring an encounter with an 'enigmitic enemy, Athel-
frar tried to evade by flying into dense douds, but the disk relentlessly followed his
every maneuver and slowly closed the distance between them. He then turned ‘and flew
directly back to his waiting companions at top speed.. The party, meanwhile, seeing
Athelfrar returning hotly pursued by the strangé and ominous disk, quickly scattered
intp an open formation, As Athelfrar landed, the magic-users threw 2 fireballs and
a lightning bolt at the disk. The mighty spells struck home, but’ the hovering disk



seemed unaffected as it descended with a slight waver upon the spot occupied by curate
Janus, The disk touched down and disappeared, along with Janus and his magic armor!
The group was chagrined and puzzled: what evil had befallen them, and what was Janus'
fate? Holy Pontifus knelt in meditation and Communed with his ghode, then arose and
sadly announced that Janus was dead and could not be recovered, and that he had learned
that the disk was not directed by any intelligence against which this loss could be
avenged, The party resolved to avoid any further flying, and erected a small cairn to
mark the spot where Janus had met his doom, = °

The next day they set out again, riding to the northeast around the hills, and on
the eve of the second day they entered a mountainous area with a stream running to the
southwest. Their information indicated that they should follow this upstream, so they
followed its twisting course to the northeast. The next day 90 brigands attempted to
ambugh the party, but Fazzle's robe of eyes revealed their presence along the rocky
ridge above the stream, Several arrows fell among the party, but two fireballs and an
ice storm destroyed the brigands before the fighters could even reach them, During
the follcwing day, the group came upon, and surprised, 7 trolls wading in the river.
Again, fireballs dispatched the evil creatures, though they survived long enough for
the fighters to at last enjoy a brief combat,

The next day they came upon the small pond whence the stream flowed, The path to
the north lay through a narrow defile in the high ridgeline, so narrow and treacherous
that the party had to ride single file. Scarcely had they entered the defile,.when
Athelfrar in the lead encounted 3 basilisks coming towards him. Athelrar looked away
in time, but his sturdy warhorse turned to stone at the sight of them. UWhile Athelfrar
then fought the leading basilisk, a magic-user mounted the carpet and ascended enough
to use his lightning bolt upon the other two basilisks, With the ald of Barnabas and
his sword Tingel, the basilisks were defeated without the loss or petrifaction of any
fighters. Continuing on, the defile soon broadened into a valley. On the western
slopes loomed a large castle. As the group approached, a man in robes with many fell
follwers accosted them and demanded a magic item as a toll for passage. It was decided
that the situation was unfavorable to attempt to force passage, so the robe of eyes was
reluctantly handed over. The robed man seemed pleased, and became guite talkative
(though wary) and stated that the nymph lay just a few miles north of the valley, and
that he was one of her friends guarding the approaches to her pool, He said she had
the power of infinite wishes, but that she was fickle, Half the time the wish would be
granted, the other half of the time she would utterly and irrevokably destroy the
person making the wish. The highest members of the party realized that the risk was
too great for them to chance, but it was decided to continue for the benefit of the
lower members of the group, Besides, the toll for passage had already been paid,

The nymph was reached the following day, and she greeted them and offered to let
anyone make a Wish. Only five members of the group elected to try a wish, First to
try was Zonker, who wished for a rod of lordly might, The nymph went inte her trance,
blinked once, and Zonker disappeared. - Unintimidated, Selstice next wished that his
ancestor Equinox were alive again, and Solstice also vanished. Next Questor wished to
be a patriarch, and found that his wish was partially granted and that he was now a
priest. Balderol then wished for 10 points to apply to his abilities, and then was
dismayed to learn it would require another wish to apply the points to specific abil-
ities. Balderol tried to apply the points and vanished, Finally Noto succumbed to
temptation, being grieved of heart that he had progressed to the limits of a dwarf, and
Wished that there be no 1imit to how high he could go. Speculation ¢n the possible
results of the wish's wording proved moot as poor Noto disappeared with a last wave to
his companions of many long adventures, Lastly, Questor, having tasted the only
success thus far, could not resist another wish, and asked that the bag of holding be
filled with gems. Questor's luck had run out, though, and he too vanished. By now the
score was 5 persons wishing and five persons gone, with no net wishes granted, so the
remaining members ‘decided to leave. As they left, the nymph muttered that the odds
Wwere too good, and that she thought that one wish ‘in three would be more reasonable!



The luckless expedition returned to Roilgard, briefly stopping to defeat a chaotic
wizard and his umber hulks and loot his castle of the measly 10,000 GP treasure. They
encountered  little else of note on their return Jjourney, and reached the city near the
end-of March, Few desired to sesck out the nymph again, and all looked forward to
a few days rest:-before once again descending into the more familiar-dungeori areas,

Over in Rythlondar in the early days of February, bishop 3enelux ‘saddled his light
horse, closed his chapel, and set off alone into the eastern wilderness., It is rumored
that a-roc observed his journey, and related that Benelux .traveled swiftly to the
Lonely Mountain where dwells the wizard Talkien and his faithful blue dragon Griselda,
Benelux returned to Rythlondar, alive and well, at the end of February, What transpir-
ed during his journey is not known, but it is said that Benelux's fortune is consider-
ably smaller and that the worthy .cleric now readily senses the presence of evil,

March, 2776:

With most of the experienced adventurers still off in the western wilderness, a
group of young adventurers banded together for a visit to the Weir. In the group were
the new paladin Magnus, swordsman Hagbut, dwaxrf-warrior Ibb, Poindexter (another pala-
din), warrior Adolph Aviyak, elf Xertel, the priest Bung, vicar Ydol, theurgists
Clickham and Comus, and medium Kondrus. They explored the second depth of the Weir,
killing goblins, kobolds, and 2 wereboars. All returned safely, but with only 961 GP,

April, 2776: : -

Upon their return from the western wilderness, Athelfrar, Fazzle, and Fernando
organized a group to explore more of the fifth depth of the Weir. With them went
dwarf<heroess Tlvandra, stalwart Grobar, bishop Horace, new acolyte Yaino, pixie hero
Tinkerbell, and thaumaturges Od and Charmen, Upon reaching the fifth level, they ent-
ered an unexplored passage off of the statue's central chamber. A gas-filled corridor
thwarted them, so they tried another corridor, iHeaching a doorat the end, they sensed
a mischeivious presence beyond and prepared for battle. Upon opeéning the door, they
found a room containing only another door, but as they entered the door behind them
disappeared and the other door began conversing with them., They shortly discovered
that the door wanted a small fee to pass through, promising treasure beyond,  Finding
no other exit, and the fee being nominal, they paid and passed through the talking door
to an identical room beyond. They realized that they had been tricked when they saw
no exit from this room either, and that the talking door (now chuckling behind them)
also faced into this room. The door offered them an exit from this room, but the fee
was no longer nominal, They reluctantly paid the gems demanded, and a section of the
wall opened to a passage beyond, The party was given directions by the door to the
treasure it had promised, and invited them back for a long talk sometime. They did
vow later to return, but not with kindness in their hearts,

Following the door's directions they proceeded down the corridors. Suddenly a
door was seen in the gloom and behind them a metal portcullis fell intb place, barring
the path they had come. !ith little choice they opened the door, and entered a huge
room with many doors and an enclosed platform to one side. A lordly fighter stood on
the stand with longbowmen on either side, and he announced that they had’ trespassed
into his Arena. Being a sporting man, however, he offered to spare their lives and
to give them a choice of a dangerous path to freedom or a wager on combat between their
champion against his, Should they win the combat, he offered to double their treasure
and to reveal the door to safety. He ended with a prohibition on spells as being a
cowardly way to fight, and promised dire consequences should spells be attempted. The
party then discussed the matter among themselves, deciding that electing a champion to
do battle was less risky than an outright attack on their captor, and accepted his
terms, llyrmidon Grobar was selected with his greater experience and strength, and he
was given the best armor and Athelfrar's +3 shield; he carried his: own +3 spear and
borrowed Athelfrar's magic sword. He strode to the center of the Arena, at which the
lordly Karnak revealed his champions: 3 cockatrices! Grobar slew one with his spear



as they charged, then drew the sword in mortal combat with the remaining two, Grobar
held the advantage in his ability to inflict grievous wounds upon them, but they had
the offsetting ability to turn him to solid stone with a single hit, Grobar's sword
ran red, but still they attacked from both sides, and one finally smote him from
behind where the shield could not protect him. But the creature's blow did not turn
his flesh to stone, and he was able to slay the other and turn to face the one behind,
Swiftly then he slew the last creature, to the relief of his worried companions, with-
out recelving ancther wound, The battle over, Karnak kept his promise and loaded them
with 9000 GP faixly won and released them, :

Now realizing where they were, the group returned to the fifth level to try yet
one more passage. There they defeated a giant, Y~armed gargoyle, then came upon a
room containing eome fighters and magic-users, Webbing the fighters and killing the
magic-users with a blast from the cold wand, they were surprised to note the fighters
'Were not strugzling to break free of the web, Suddenly thinking that this was going
too easily, Fazzle began to mumble incoherently. Charmen and Od recognized the symp-
toms’ of a Fecblemind spell which they were unable to break., Lacking Fazzle's spells
and recognhizing that a powerful wizard must be nearby, they took fazzle's hand and led
him away. They tarried not for further exploring and ascended to the surface,

K

In the early days of April, elf Xertel and young paladin Anrad Datun (also called
Magrus) met at the Rampant Lion to discuss the poor results of their last expedition
into the Weir over a tankard of ale., As they commiserated in a dark corner of the
tavern, a stranger took an empty table next to them, carefully placing the wall to his
back and casting furtivé glances of terror at anyone approaching his vicinity. After
observing the stranger's demeanor for some time, Anrad decideéd that perhaps the fellow
was in need of help, and Xertel was Plainly curious about any prospect for adventure.
Thexfore they turned to the stranger and engaged him in conversation, and ordered a
copious amount of ale from the tavern-keeper. With Anrad's noticeable charisma, it
proved easy to win the stranger's confidence, and the ale loosed his tongue, They
quickly learned that he had escaped from a sinister dungeon on the island of Taru,
located at the mouth of the Ryth River, On the island were the Ruins of Thon, long
thought to be of no importance. But, the stranger said, the tunnels beneath the ruins
had been occupled several years ago by a female civilization, who had since deepened
and extended the labyrintine passages. The female organization was ruled by Kattahha
Wurusema, whom he never encountered, The female warrior scouts had captured him on
a railding party, and had taken him to Thon in slave chains, In those dire depths he
was tortured for information, with a strange emphasis upon information about the demon
Gragorn and the strength of his followers, He had finally managed to escape, but they .
had pursued him to the very borders of Rythlond. :

After extracting what information they could before the stranger lapsed into a
drunken stupor, Anrad and Xertel departed the tavern. Tt sounded like a promising
place for plunder or for striking a blow against evil, and they assured each other that
they would mount a joint expedition there within the week.

HeH

Xertel was the first to hire a boat and gather his close friends to make the
Jjourney to Taru and the Ruins of Thon. With Anrad standing on the dock shouting the
few curses permitted paladins, Xertel set sail downstream with his 11 companions:
dwarf Balin, dwarf Golong, paladin Poindexter, swordsman Addph Aviyak, warrior Tai Pan,
veteran Achilles, hobbit thief Umbar, Dod the adept and Sermonet, theurgist Comus, and
seer Harad with the wand of fireballs. )

Upon reaching the Ruins, they quickly uncovered the entrance and descended to the
first depth. Their explorations revealed a tax center guarded by 2 ogres, and they
came upon and killed 4 bugbears and 3 robbers. The paladin Poindexter had been acting
rather strangely, for a paladin, in suggesting ambushes and other devious mischief. .
Then they came upon a band of neutral sharpers, whom they killed except for one sharper
who surrendered -when his fellow thieves were slain. After questioning him, Poindexter
urged that he be slain, The others protested, but Poindexter drew his sword and struck



the unarmed thief from behind, Instantly Poindexter felt his paladin status.glip...
away as the angered gods of Good withdrew their favors for such evil acts. (Even fur-
ther misfortune: befell Poindexter, for the ‘thief picked up the sword, he. had. drppped
and began -to defend.himself. . Though wounded twice, the sharper was a dangerous,.foe
as Poindexter- learned when he soon found himself transfixed on the sharper's. suord.
ThuswPoindexter.died;.unrepentant-of’hiS»evi1~Ways; : R 1 & e

The rest-of the patty decided to return to the tax center to loot whatever treas-
ures lay within, They stopped a distance away from the chamber where the ogres
guardedthe doore to the tax center. A straight corridor before them opened into the
chamber. -They enicred-a side room and found it’empty, so Harad leaned through the.
doorway and aimed Lis'wand down the cooridor and cast a fireball, The gloom Was.
pierced by a blinding flash as the fireball struck. Almost instantly the chamber .was
filled with a fiery ball which expanded to'fill the chamber and then billowed 'back
down the corrider, reaching poor Harad where he stood before he could withdraw to
safety. . When the:flames were spent, the rest of the party emerged into the smoke-. .
filled corridor. Thers.lay Harad's -charred body, and nearby a pile of ash marked the
remains of his potent wand, Down the corridor, they heard the angry noises of two
very scorched, but wvery alive opres, " They ran to the chamber to finish the creatures
offi, but in the melee the ogres fought fiercely, killing Golong, ani fighting men.
came through the tax center doors to see what the commotion was. The group decided
that a strategic retreat was now in order, and withdrew all the way to the surface,
They had gained 13,500 GP, a potion, and a rope of entanglement. -

. = - NN

Anrad Datun's expedition arrived at the Ruins two days leter, With him were
swordsman Hagbut, dwarf Gamli, elf Lennox, elf Jabbar, Vicar Johns, vicar Bung, aco-
lyte Scion, theurgist Glickham, and mediums Kondrus and Benzene, They also exploved
the first level, killing bugbears and shadows in' their wandering. They then met a
drunken peéasant, who.told them of a bordello on the second level, so they descended
deeper;.. and eventually found the entrance. While waiting to be admitted to the bor-
dello, they were attacked by 6 giant snakes and Scion died in the battle, . They then
entered and tarried several hours with the girls, or gambling if they préferred. gl

After sating their pledsures, they returned to the first level to explore further,
and killed more bugbears and some kobolds. They left with 2,624 GP, Tagare ¢ i !

Rumoxs’ of the newly discovered dungeons on Taru spread through Rythlondar. Ragnar
Lodbrok had.been organizing a highly experienced group to explore the Caverns QfN;
Rythwood;, - but-hearing of the Ruing ard hdving a boat ready to depart, they changed
their destination to the island of Taru, - With Ragnar went mighty myrmidon Barnabas,
dwarf swordsman Ibb, elf hero/thaunaturge Eléssar with his sword of cold, lama Ponti-
fus, bishop Benelux, enchanter Kodiak, magician Sondin, and cutpurse Bellabane. They
learned from Anrad Datun of a spiral staircase leading past the second depth, and this
they descended to: the fifth level. \ ' @y i) 5%

They traveled far through the many corridors following Pontifus's intuition that
their goal:should: lie far to the southwest. Ohe such corridor endéd in a door, so . .
they: decided to:begin searching rooms. - Entering a hexagonal room, they found 3 doors
and located 3 secret doors, a door on each wall, In the center of the floor was a
circle inscribed with a triangle. Runes on the doors provided some clues. They open-
ed-one doox-and Benelux cast.a handfull of sticks into the’short passage'beyond, then
turned then.into snakes. .The snakes performed their mission well, killigg,theTZ_ggdgf
sae lurking:in-the chamber at the end - of the passage. ‘Continuing on theiggjourney);,
they came upon 2 wyverns, charning one of them and killing the other. The next room
contained a 9-headed fire-breathing hydra which was defeated, but the hydra managed to.
finigh off the wyvern first., More wardsring and discoveries, then they entéred a room
containing a dread gorgon, which bisathed its petrifying breath upon the group and
turned Ibb; Sondin, and of course-Pantifus.  ‘Orhe bredath was all it got, for Barnabas
struck with Tingel and .paralyzed the cteature. A-scrdoll was found, with‘awstgqgwflesh'
spell used:on Ponty, and:avmep and tredsure; - They then made.their return, fighting
8 myrmidons, of whom 3 were charined and the rest slain. A profitable expedition.



May, 2776

With the coming of May, lama Behelux sought out elf Elessar and thaumaturge
Charmen to accompany him into the depths of the leir; there to seek a treasure
indicated by. the ancient map which Benelux had gained. Down to the sixth depth
they went, into a swiftly flowing stream which led them past dark pools and through
SWampy narrow passages. Fcllowing. the map’s directions, they finally reached a
painted chamber without nishap.

They searched the chamber long and thoroughly. A rust monster came upon them, but
they cast a web intc thn narrow passageway and caught the creature in the sticky
strands., 4% lasi, iz the mucky floor their probing struck something solid, Uncover-
ing the object, ihzy Found it to be a large chest, They loaded the huge treasure
swiftly, while one =%nod guard at the Passageway. Before the loading was completed,
however, the splashing feet of & Lich wandered into the passageway. Fortunately
Elessar and Charmen managed to cast their potent spells first, wounding the Lich so
badly that it flad, 1helr treasure gained was 65,000 GP, a magic sword, a brazier,

a bean pag containing 1 bean, and a ring of protection. A group of manticorae tried
to catch then as they flad the dungeons with their treasure, but with the speed of
the flying carpet and some knock spells they managed to stay out of the manticoras'
reach and eventually to lose them; . el = '

N

Benelux, Elessar, and Charmen returned to Rythlondar with their new-found loot,
and proceeded to Benelux's chapel outside the South Gate to divide the “treasure.

Part of Benelux's share was the bean bag, and, being the inquisitive sort, he decided
to plant the bean along the road to the Weir., Elessar and Charmen agreed to accompany
him just in case the bean turned out to be dangarous, ;

Coming to a clear and u.inhabited area about halfway to the Weir, they made camp
for the day. Charmen set up the brazier and with intense concentration, she Summoned
from the flames a Fire Elemental, which paced frenetically as other préparations .were
completed. FElessar drew his sword of cold, and Berelux prayed and Blessed his small
group. Then Benelux carefully planted the bean in the fertile soil, They waited
expectantly, but nothing hapgpened, e - . - 5 ;

The sun gradually dropped to the horizon, and Charmen had to release the Elemental
in her fatigue; returning it to the brazier. Twiliéht came, -and Benelux gathered
wood and they made a campfire. Obviously this was h slow magic bean. _As the stars
appeared, they settled down to a long vigil, and took turns standing watch over the
bean. But as night deepened, large grey clouds began to cover the sky, -and soon a
thunderstorm erupted to make their night uncomfortable and to obscure all vision of
the place where the bean had been planted, : e

As the dawn sky turned grey and the storm slackened, they saw an incredible bean-
stalk (what else did they expect from a bean?) which grew skywards until ‘lost in
misty clouds above, The three adventurers discussed the gituation, and concluded
that further investigation should be conducted by a fully prepared expedition, They
therefore returned to Rythlondar to gather their companions and make their preparations.

HMH

In early May a group of young adventurers led by Anrad Datun made their way to the
Weir, With Anrad were strider Achilles, dwarf veteran Pieron, veteran Thedmire, elf
Xertel, veteran Lennox, vicars Pung and Tydol, priestess Sermonet, theurgist Clickham,
seer Harad, and medium Xondrus, ! '

They wandered the corriiors of the second level until they came upon 3 wereboars
which they speedily dispatched. While looting the vierboars' treasure, 2 unfriendly
fighters of great prowess entered the room. 1In the melee, the rope of entanglement
was cast upon the fightsrs, but they quickly destroyed the rore with a single blow!

The rope had distracted them, however, and many blows were svruvk by the group, Thus, -
with the rope gone; the fightsis were sorely wounded and they withdrew to safety.



Anrad and his party conlinued to another room, in which they had to fight 15 skele-
tons plus 2 clad in suits of armor., The armored skeletons were unaffected by the
vicars and killed several of the group before they were destroyed. After the battle,
they discovered the armor was magical, and located a secret niche containing a goodly
treasure. Continuing their exploration, they killed 2 giant weasles and a myrmidon.

With a respectable amount of loot, they made their way to the exit from the dung-
eons, but as they climbed the last flight of stairs, they saw 3 robed figures silhou-
etted in the entranceway above. One of the figures raised a horn to his lips and blew
loudly. The group charged, but were intercepted by a group of berserk swordsmen and
had to fight their way to safety with several losses.

They gained 4200.GP, 5 magic arrows and the magic armor.

KR

Ragnar and his companions, meanwhile, had decided to venture once again into the
Ruins of Thon, The group was strong: myrmidon Ragnar and the 2 myrmidons charmed by
his sword Quicksilver, myrmidon Barnabas with his sword Tingel, a myrmidon charmed by
Sondin, Jabbar the elf, Alexa the Thief, lama Pontifus and bishop Fernando, and en-
chanters Sondin and Kediak. No sooner had they reached the fifth level than they were
attacked by 5 evil wights. The presence of Pontifus caused only 2 wights to run away.
A battle ensued, during which poor Jabbar was touched and suffered transformation into
ong of the evil creatures himself. His companions reluctantly put Jabbar out of his
undead misery. They then continued to the hexagonal room théy had located last time,
and explored sevveral more doors. Oné room held a machine that occupied their attent-
ion for awhile (and on which they spent some gold pieces). Behind another door lay
a corridor, which they tried, One chamber off the corridor held 8 giant snakes, which
they webbed and killed, but suffered some damage in the Process that proved their
undoing later on,  In a larger cavern further along; they camé upon 3. fire lizards,
which inflicted yet more damage on the party in a fierce fight. The lizards were
destroyed and some treasure found, but the spells of healing had been mostly used
after the giant snake battle, = B \

They continued despite their wounds, trying a side corridor which led to a small
chamber with only one door, but behind them came 3 balrogs, The evil beings laughed
at the lightning bolt cast by Kodiak and attacked. The subsequent melee was a slaugh-
ter, unfortunately not of Balrogs. Barnabas, Fernando, and all 3 charmed myrmidons
died, and still 2 of the balrogs fought with undiminished vigor, Pontifus was forced
to try a desperate gamble and put his entire Will behind a great spell to Dispell Evil.
The balroge were not dispelled, but they were induced to leave. The striken group
mourned their losses and used Sondin's scroll to Teleport Barnabas and his sword back
to Rythlondar. Suddenly 3 minotaurs leaped out of the dark corrider, and the last
lightning bolt was used to destroy them, The group entered the chamber and listened
at the one door while searching for others, Eight ogres next came down the corridor,
making the wounded party wonder why they were cursed with such attention. Fortunately
the sleep spells could be used while Ragnar and Pontifus held the opening. After the
ogres Were slain, the group hastily departed lest some other evil befall them.

Gained by the 5 survivors was 18,600 GP and a number of magic items,

Hed

Fazzlefart and Athelfrar returned to the lleir to continue their exploration of the
fifth depth, With them were Grobar, Elvandra, Aviyak, Tinkerbell the pixie, clerics
Horace and Johns, and mages Od and Comus, They first tried to solve the pugzle of
the sword-guarded chest (after Fazzle first dispatched some minotaurs with a bolt),
but they were unable to obtain the chest despite many clever attempts., Frustrated,
they continued to the central statue room to explore new doors, In a series of rooms
they found a secret room and defeated an invisible stalker and gained the treasure it
guarded. They also looted an elf's room, found a zealous lammasu, killed a chimera,
almost lost Athelfrar in a psychedelic room, and found a slot machine, On their way
out, Cd acquired, to his surprise, a Deck of Many Things, and in 3 draws pulled the
Ace of diamonds, a Joker, and the Queen of Hearts! They gained 29,600 GP.




‘TH™ CRIGINS OF THTW RUINS OF THON - - by Laurie Van De Graaf

It. came to pass in the RTarly Days of Urth that an island was raised from the
Great Ocean near the mouth of the mighty River Ryth, It was called. Taru, and. the -
ghods rejoiced . in their work. .

.-And the isle, with all its lands and waters, was left in the trust of Thon,
beloved_of the. ghods and a King of men, that he might prove himself worthy.of. the,
ghods® favors... For untold years he watched and ruled the-land from.the topmest:
tower of his castle perched on the rocky tor overlooking both the isle and the
waters of the Ocean and the Ryth.

It is said that King Thon ordered a great wall be bullt leldlng the lands such
that every creature should have its appointed place. And he directed the brothers
and sisters Warusema that they should walk amongst his peoples and wander the lands
maintaining his Laws and imposing his  Sanction.

- For a time the isle and all its divers beings flourished: in -harmony and peace.
But the King began to place .worldly wares .and carnal pleasures before the Law of his
lands and pzoples, and as the years passed, he grew decadent in his desires and neg-
ligent in his duties and rulership.. And so it came to pass that the ghods in their
anger brought docvn a great holocaust upon the island .of Taru, and the inhabitants
and their guardians no longer lived in harmony, but were pitted against.one another
in a struggle for survival in a chaotic land.

It is not written what became of King Thon, but his castle féll in ruins to the
hordes and -beasties ravaglng the isle. 'The battle~scarred remains still stand atop
the -lofty crag. It is rumored that all manner of men and othexr belngs havedholed
carved, and, burrowed deep abodes beneath the once regal ruins, . It is ot known what
may lurk in the lands beyond the castle ruins, for. none-; from Rythlondar: have ever
ventured into those forbidding regions, but it is rumored that the Great Wall, age-
worn and marred by the holocaust, still stands, dividing the lands as once the
powerful King Thon had decreed it should, HNo longer does the Wall bring order to
the lands, for through the broken gaps great beasts and fell creatures do fearlessly
roam; .and. chaos reigns. supreme.- ; i \

John Van De ‘Graaf - b .
37343 Glenbrook " ' LI _
Mt,.Clemens, MI 48043
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No, ¥ RYTH CHRONICLE June, 1976

The Ryth Chronicle is a summary of adventures along the River Ryth, published for
the amusement of tie players in cur D&D campaign and aryone else who may be interest-
ed., We try to publish whenever sufficient meterial ha accumulated, but occasionally
the material outpaces the magazine, as is true this jssue. Thus there is no player
listing, for it would nct be current with the present character levels,

Copyright 1976 by John Van De Graaf aad Paul Wood, Issues can be obtained from
John Van De Graaf, 373 NB Glenbrook, Mt., Clemens, HI 48043, for 30¢ per mimeo copy.
The subscrlptlon rate is simply the number of issues you want multiplied by 30¢ per
copy. Back issues are now available by photocopy for No, I (50¢), and No.s II and
III (75¢ each). There are still some mimeo copies of No, IV available for 30¢ each,

This issue was written by John Van De Graaf and Laurie Van De Graaf, except where
otherwise noted. Plavers are encouraged to submit items about the game or about
their characters, religious orders, erotic art, or other relevant subjects,

(Lditor s Note: The following item is an extract from Lord Umbseray's Guide to Urthly
Wonders, a traveler's handbock long thought to have been happily lost in antiqulty.
Unfortunately, a dung-collector rummaging in a privy near murky Fenmarch uncovered
the ancient tome and brought it forth to light of day. It is believed that this
entry is the only one of any value for adventurers since the island is reported to
actually exist, unlike the preceding entry concerning the mythical Harum=Scarum Land
and the entry. following which purports to describe the Jelly=lorship of Petroleus.
The extract faithfully quotes from the original source, and the Zditor apologizes
to the worshippers of lu=Tassim, Namul, “mulb, Vang and the other evil gods for the
author's obvious bias in favor of Dla-atan.}

ILE-HOT SZANDIR (by Ray Ulman)

Far to thesouth in the Great Southern Ocean, hundreds of leagues from the City
of Rythlondar and beyond the island of Taru, lies the island of Ile=lMot Szander,
the Isle of Shadow Mountains, '

" On this island the great river Floe~varatan courses through the land of
Dla=atan to the ocean, At the mouth of the river stands the city of Lumar-atan,
home of.the great god Atan, the Good, Great Lord of the ’ternal Flame and Protect=
or of the Spring of Everlasting Life.

Also on the island, to the north of Lumar-atan, lies the dungeons of Apo
Kalyps, the home of the Four Riders. Further to the north and east of the Floe-
varatan, lies the realm of the unmentionable Tri-Spawn in the land of Za—atan,
who rule the Shadow Mountains,

Thus it is that the Dla~atani are always on guard against the forces of dark-
ness, Mot Sancar, the Mountain of Vigil, is always garrisoned and Iumar-atan
stands ever ready to fight the hordes of evil,

(In.the interest of-fair play, we present the following except from a. brochure
published by the Za-atan Chamber of Commercial horrorn§ ,

Visit scenic Za-atan where volcanic spumes add delight to every footstep.
a front~row guest at a human sacrafice! Watch the splendor of the Shadow Mount-
ains casting their vivid grey pall wzcrcss the land! Chesp accomodations available
at any one of the many idyllic dungeons burrowed around the landscape, with cuis-
ine for the most exotic palates and undreamed of entertainment to provide you with
thrills for the rest of your lifetime! ©No reservations necessary: come as you are,
Subsciber: you have § left in your account.

this is a trade.

this is a sample copy.

the devil made me send it.



June, 2776

Benelux, Charmen, and Ellessar spent a week gathering a small group of adventurers
in Rythlondar and equipping themselves for ah expedition up the Beanstalk which they
had planteq hy the roaisile from the Weir., . From the Guavd barracks they brought
Grobar BenGon, the gcim and silent champion, and Trvandra, dwarf swashbuckler. From.
the Temple of Tynghod, Benelux recruited vicsr Ydol the Pious, and Charmen combed the
dim recesses of the Guild to recruit enchanter Fazzleart and young acolyte Solstice
III., The party set out in the first weck of June and quickly reached the Beanstalk,
Naturally the umusual sight of the gigantic beanstalk coiling skyward until disappear-
ing in the clouds had attracted a large group of curious peasants.

With a final prayer by Benelux, the group began to climb the beanstalk to the
waves and cheers of the peasants. The ascent was not too difficult, but they didn't
reach the misty clouds until the following day. The peasants, having planted their
crops and having nothing better to do, settled down to await the groups return. On
the third day, a rider approached along the road from Rythlondar with, the startling
news that myrmidon RBarnabas, slain by Balrogs of Thon and since lying in state
aWaiting burial after the utmost efforts of the High Lama had failed to ressurect hinm,
had suddenly groaned and sat up in his coffin yesterday, with his wounds beginning to
bleed freshly. The peasants marvelled at this miracle, and continued their vigil as
the rider continued down the road. : ' '

On the fourth day a sharp-eyed lad spotted the small specks descending the bean-
stalk. Late in the afternoon the party of explorers reached earth to the cheers of
the peasants. None of the explorers would relate the adventures which had befallen
them, but it was noticed that Solstice III was not among them; instead another magic-
user who looked remarkably like old Equinox, a cousin of Solstice's who had died almost
a year ago. And grey-cloaked Zlessar was not among them, but glimpsed in the bag of
holding was a silver statue of identical likeness. GCrobar's magic Spear was also
missing, and it was noted that he often glanced wistfully at Charmen, who returned
his glances with scorn and brandished her cold wand in warning. They had gained
21,000 GP in treasure, and later it was noticed that they had acquired several new
magic items. i : .

: s .

- Far to the Squth.in the Great Ocean,; a group of young adventurers arrived at the
island of Taru to-investigate the Ruins of Thopn. Leading the group was paladin-warr-
ior Anrad Datanj who had been to the dungeons beforei His group wds composed of dwarf
veteran Pieron, young elf Jabbar, dwarf swordsman Ibb, dwarf veteran Gamli, priest Dod,
vicar Bung, priestess.Sermonet, theurgist Clickham, seer Kondrus, and:others. They
explored the second level, with a stop gt Ishahara's bordello, and killed 1l berserk-
ers, an invisible stalker, 13 goblins, 3 harpies, 8 kobolds, a group of thieves, and
2 giant weasels. Theixr bloody path cost them the life of vicar Bung, who was later
ressurrected by lama Benelux, and gained 2239 over 12,000 GP.

Pilferer Bellabane assembled a small goup in the third week of June for an exped-
ition to the second depth of the Weir. Uith Bellabane went 2 half-elves, curates
Fernando and Johns, and theurgist Comus. Bellabane led his group to the secret rear
‘entrance to Cybele's old quarters on the second depth, most recently found to be
inhabited by ogres. On their way, the group encountered and killed some were-rats
and a 7-headed hydra, and they charmed 2 myrmidons to help them-against the ogres.

When they reached their destination, they butrst open the door and surprised 6 ogres
munching on their grisly meals. Comus quickly cast a web upon them before they could
react, and the fighters began to slay ihe trapped ogres with their spears. As they
did so, more ogres rushed into the room and a furious melee ensued, In the battle,
they managed to slay the ogres, but lost one of the myrmidons, a half-elf, and Comus.
The death of Comus freed the other? myrmidon from his enchantment, which the party
noticed in time to kill him, They then searched the many side rooms and chambers,
now strewn with wreckage and debris from the ogres' conception of good housekeeping,
and came upon yet one more ogre in the former swine pen of Cybele's, which they slept
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with theivr last remaining spell and killed., Groping beneath the mud and filth on the
floor, they discovered the ogres' cache of treasure, which they quickly loaded into
their copious sacks. As they prepared to leave, however, 2 wyverns burst into <the
main hall 1oom where they were assembled, The wyverns were distracted by the fresh.
ogre corpses in the ha!l, so the group manag:zd to flee safely to the surface, They

gained a magic sword and some magic arrcws in addition to their treasure.
. Lt ol

At the Ruins of Thon an experienced group gathered to seek out a treasure on the
sixth depth, Enchanter Kodiak was the caretaker of the map which they had found in
a previous descent, and with him were pathfinder -Athelfrar, myrmidon Ragnar, swords-
man Hagbut, thief Alexa, lama Pontifus, bishop Horace, and enchanter Sondin,

The cryptic markings on the map indicated that they must find a 20' wide section of ©
corridor at the foot of a stalrway somewhere on the sixth level., They descended the
spiral staircase to tie sixth level, and promptly encountered 8 mummies. Lama Fontifus
made known his holy presence, and 5 of the loathsome crcaturos fled. The remaining 3
mummies were dispatchied to eternal rest by the fighters, though Hagbut had to be cured
of some rotting flesh where one of the mummies had touched him. The group continued
on for a long period through the dire passageways, mapping a large portion of the un-
explored regions, but the starting place for the map could not be found. Realizing
that they could conceivably spend the remainder of the day in fruitless searching
(well aware that no sane person would care to stay in the dungeons at night), they
decided to seek divine assistance, Pontifus knelt in prayer to Commune with his
gods while the rest of the party rested, then arose to announce that they were indeed
headed in the wrong direction. With guidance from Pontifus, the group retraced their
path to the proper corridor, encountering only a giant slug on the way (which they
webbed and hastened their steps). : : . N

After a long journey in this new direction, they came upon the starting point for
the map., They followed the directions on the map, finally coming into a chamber at
the end of a corridor, and fervently hoped that they had correctly interpreted the
ambiguous glyphs on the aged parchment. Their hopes Were reWarded when a little
digzing uncovered a chest buried in the floor of the chamber. As they did so, 9 ogres
came upon them. Sondin cast a sticky web upon them and Kodiak charmed one of the
creatures. After releasing the charmed ogre, they dispatched the remainder with a
1ightning bolt, - The sound of fighting and the final thundexclap echoed down the
dark corridors, and quickly the party heard heavy footsteps approaching. They again
deployed for battle: around the corner of the corridor came 3 umber hulks with their
baleful eyes gleaming wickedly from the darkness., Kodiak swiftly loosed a bolt of
lightning at them but failed to kill them, Athelfrar, Ragnar, and Horace Were
confused by their horrible visages and struck haphardly at anything near them (poor
Pontifus was standing behind Ragnar and tock 20 points of damage from two of Ragnar's
blows == fortunately Quicksilver did not charm Pontifus either time). Eventually,
the creatures were glain in the confused and bloody battle. TFontifus and Horace .-
tended to those most seriously wounded, as the others searched the chest and emptied
its gold and gems into their sacks. Athelfrar, with his magically enhanced strength,
“1ifted the chest out of the hole, and Alexa noticed another chest beneath the first
one. At this point 3 tasilisks came round the bend, petrifying Nagnar at first
glance. Sondin used his lightning bolt, the last remaining bolt, and destroyed all
three basilisks. ; $

The second chest was inspected, but seemed harmless. ' As Mexa then picked the
strong lock and opened the chest, she scratched herself on a small needle ... dying
almost immediately before Pontifus could reach her to neutralize the poison in her
veins. ‘This .chest contained more gold, plus platinum and jewelry. As this chest Was
being emptied, 7 spectres flew out of the darkness. The' presence of Horace and Pont-
ifus did not deter their attack, and a deadly hand-to-hand fight ensued.  Ragnar was
almost relieved to be a stone statue, observing the fray in relative safety. Athel-
frar was struck and badly drained, Horace was struck twice and died, and Hagbut was
struck once and died before the evil beirgs were driven. off. The survivors then made
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sure that thsir late comrades would not rise to haunt them, and finished loading the

treasure, They qulckly made their way to the surface, then returned for the bodies

of the dead and for the Ragnar-statve, They gained over 100,000 GP irn treasnra,

Ragnar diod later when Lh Guild autnrgfbd to turn him beck to .flesh, but Pontifus

ressurrected him,as well'as Hegbut and Aloxa. Horace, however, could not be. revived.,
P

Late in June, enchanter Od gathered a youing fellowshi D £6 explore the Caverns of
szhwood In the group were hero Adolph Aviyzl, .ranger--scout Achilles, swordsman
Tai Pan, dwarf warrior Balin, pixie hero Tinkerbell, acclyte Gﬂlong, conjurer Harﬂd
medlum Tur Key, aund thieves Catrick and Umbar.

They were ‘the first ever to explore the second depth. of the Caverns, overcomlng the
obstacles” which oftéen make the Caverns inaccessible to-mortals. They killed gnolls,
bugbears, crcs, thieves and a wight, and Cd charmed 3 hobgobllns. Harad, Golong,
Tur Key, and Umba¥ died in the battles, The group gained 8913 GP in treasure, plus
a magic dagger, -bow, armdr, and shields.

July, 2776: . s
Paladin Anrad now a swordsman, sought out worthy Behelux and gathered information'

on some of his earier adventures on the upper levels of the Weir. With maps and
information; Anrad gathered a party to explore the 2nd depth with him wnnti

dwarf warrior Pieron = 4 elf Knomix conjurer Knondruys = -

veteran Orlok £ -elf Jabbar theurgist Clickham

veteran Lancefron v1oar Dod medium BenZene :

warrior Hagbut 2 vigar Bung

After wandering the dire corridors, meeting only 2 shadows and an ogre which they
quickly slew, they 'finally came to a room confaining 10 bugbears Benelux had told
Anrad the tale of how he, -Fazzle, and Athelfrar had almost met. their doom therein,
and how only the use of “the Vish spell from Cybele's scroll had saved them from des-
truction., Anrad was careful, and his half-elves reported hearing soft shuffling be-
hind the locked door. ' Bursting open the door, the group attacked the bugbears, and
finally killed them all with scant damage to their party. A secret door was found,
which led to the bugbears treasure. Continuing down the. corrldor behlnd the secret
door, they passed several doors until thsy saw up ahead an open door! Intrlgued
they began to advance to the door, when they were stopped by 4 armored fighters who
emerged from a door on the opposite side of the corridor. The hostile fighters gave
the group a nasty surprise when the chzrm spells and sleep spells failed to have any
effect, and in the subsequent melee they inflicted so many wounds upon the group that
Anrad gave up hope of getting past them and began to worry about surviving the battle,
Gaining the initiative as the hostile fighters hesitated, Anrad led his group through
a side corridor and found that they had no way to return as the door disappeared  ~
behind them. They found a stairway back to the surface shortly afterwards, and re=
turned to Rythlondar with 15,850 GP in treasure.

Over in Roilgard, lama Benelux, superhgﬁg Ragnar, enchantress Charmen, and ranger-
gulde Athelfrar commiserated in a local tavern over the high cost of living in the
cities. Clearly, at the rate their expenses were increasing, they would always Just
be one Jjump ahead of debtor's pllsnn "I'm paying enough to build a castle!" exclaim-
ed Ragnar, then adding "Vhy don't we get a castle for ourselves with the gold we're
spending?" The others agreed this would be an excellent idea, and they decided to
set out into the wilderness to ‘the west of Roilgard to fipd a castle site.

A week was spent gathering supplies and making arrangements with the masons and
engineers to start work as soon &s thé site had been selegted and clearéd of any
creatures. The four adventurers then set out westwards along the causeway road
through the swamp until they came to ithe open fislds beyond the swamp. Locating the
stream flowing into the swamp, they followed upstream for 7 miles unil they located
a hill in the bend of the stream which overlooked the surrounding countryside. They



Having supplies for several weeks, they decided to explore further upstream, A
day's march brought them to the hiils whence flowed the stream, They briefly scouted
the hills, finding a small band of evil kobolds, and. then returned to the road to
Roilgard to summon the werkers, , SRt el

As they. made their way . back thrcugh the swamp, however, they were set upon by 6
mummies who lurched out of the misty tangles into the roadway before.them. The mum~
mies quickly sensed the holy presence of Benelux, and all fled back into the swamp. .
Wot ones to pass up an adventure, the group followed the fleeing mummies using Athel=
frar's uncanny tracking ability, The mummies had fled to their lair in an an anclent
tomb, and they again fled at Benelux's approach, but 2 of the creatures were slain
before they could get away., A search of the tomb uncovered 1000 GP, No sooner had
this been loaded into their packs than they hesxd scmething splashing through the
evamps. It was an evil High Priest with 5 men-at-arms come to rescue his subject
mummies, Charmen used her cold wand on the evil group, killing 3 of the fighters,
while Beneluz cast a Hold Person upon the High Priest, which succeeded in paralyzing
him, but not before his own Blade Barrier spell had been cast, Ragnar and Athelfrar
advanced and slew the remaining 2 fighters in brief battles, but were understandably
reluctant to enter the blade barrier to slay the High Priest. So Charmen used her
cold wand once more upon the immobile High Priest,” The Blade Barrier eventually
disappeared from around the dead priest, and Benelux gained his magic hammer and :
Ragnar gained his magic shield, The four then returned to the road to Roilgard and -
quickly reached the city to send their workmentto the castle site, It would be sev=
eral months before the four-towered stronghold would be finished, but now they had
a place to reside beyond the taxes and extravagence of the city.

: : ' : ok

Holy Pontifus, now enjoying his status as full Patriarch, had lohg desired to
found his own community in the wilderness, ELf erofmagician Tlebsar, myrmidon Barn-
abas, swordsman Ibb, curate Johns, and warlock Sondin with his charmed Ogre ("Fang")
offered to accompany him-in exchange for a place to live in his castle, They set out
along the old South.Road from Rythlondar along. the east bank of the Ryth'River.
Passing the Elven Forest, they were stopped for a toll by a party of knights from
Arnhold Castle. .They paid the toll, and continued“down=the‘road‘until they met a
paladin who tried to convince them to join his crusade against an evil Lord nearby.
They declined the invitation, since it was clearly suicidal, and began to exploré the
fields south of the Blven Forest, .They located and marked a good castle site beside
a very emell stream, In clearing the area around the castle, they came upon a cave
in which were 3 very hostile balrogs., [lessar found that his cold wand acquired on
the beanstalk worked quite well, and Barnabas fought with especial valor, ho doubt
recalling the unfortunate result of his last encounter with balrogs, In the excite=~
ment, Sondin forgot all about Fang, who stood béhind the group cheering both sides on.
Mumbers finally overwhelmed the balrogs, though both Johns and Ibb required consider-
able healing to be fit to travel again. '

With the area cleared, they returned to Rythlondar, then returned with the workmen
to begin construction., It was noticed that on the return trip, a great throng of
peasante gathered to follow Pontifus to his new Holy Démain.

ww .

Fazzlefart decided to return to the depths of the Weir for another foray onto the
fifth depth. He took with him enchanter 0d, pixie Tinkerbell, champion Grobar, hero
Aviyak, curate Ydol the Pious, vicaress Sermonet, theurgist Comus, and Od's 3 charmed
hobgoblins, They descended the well-known path and went directly to the chamber of
the strange chest of the Five Sords. Fazzle cast a Dispell lagic upon the swords, and
0d ordered one of his hobgoblins to open the chest, The poor creature did so, only to
be struck dead by the center sword, Fawzle casi another Dispell Magic, and this time
the second hobgoblin touched the chest without any reaction by the swords, Opening
the chest was deceptively easy as a poisoned latch felled this hobgoblin, The cost
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(in hobgohlins) and previous frustrations were rewarded: when they extracted from the
chest a huge+treasure, along with a.magic mace and a helm-of brilliance. fon
‘ Flushed with their early success, the group decided to explore further around the
f}fth erth.,.Tbey made thelr way finally to a room in which they sensed a fire giahtl
WlPthls peis.  They confidently burst down the tail door, but the giant and his two
ev;l_hgllhcunds.were not surprised by the intrusion. Cne hellhound breathed as they

tried to flee frpm the giant, The fiexry treath killed Cd, Sermonet, Comus, and the
lgsﬁﬁhobgoblin, and the rest of the party were severely wounded. Fortunately, the
glqnt;and his pets were: content to let them go with the warm farewell and did nof
pursue.- The survivors-made their way to thg surface with over 78,000 GP in_tréasure.
August, 2776¢

The Shrine of the Flaming Wheel lies just outside the southern gates of Rythlondar,
a wooden building purchased by Benelux and converted into a place of worship.and ...
meditation. Here Benelux assembled a group of ‘adventurers early in August.do discuss
with them an eXpedition into the wilderness. Invited to the meeting:were the mightx'
fighters Barnabas, Athelfrar, and paladin Anrad, magic-users Fazzle, Kodiak; and
Charmen, and Elessar the elf and Pieron the dwarf. When the group had assembled,
Benelux explained his intentionsg,. .~ o =15

. "I have dedicated my 1ifé to :the destruction of &vil," Benclux began. : "The foreces
of ‘Evil are strong, and the struggle is hard, We'do not always prevail in the strug-
gle, as it misfortuned us to be defeated by the evil Yldog bencath the Weir nmany. .
months ago. Let the bitterness of that lesson prevent the sin of Pride in our other
achievements from blinding us to the dangcrs we often face,

_ "Many of you were with me on that oxpedition, and the rest have heard tell of our
capturc by Yldog, It scemed the gods of Good wore smiling that day when we learned
that Yldog would not usc us as lifc-blood victims for hig‘next unholy sacrafice; - .
instead he spared our lives and relcascd us under quest to carry out a mission for
him. Tho mission was to slay Samarkar, high pricst of Mu'Tassim, for his rcfusal to
obey the Summons to the gathering forces of evil. You will recall: that. we usced. two

Wishes from a magic sword to fulfill tho quest, and went our ways, Jjoyful of the caso
with which wo had avoided further dangor and extricated ourselves from Yldog's power,
. "I have since madc a long and solitary journey to the good wizard of the Lonely. .~
Mountain, to confor with him about”the strugglc to overcome evil: - The wizard impaxt~
ed a good doal of wisdom and revealed that we crred gricvously in so lightly carrying
out Yldog's ovil will with no regard for the consoquences of our actions, Indes=
troying Samarkar, we had rcmoved an impediment to the mustering of evil, Samarkar's
tomple was handed to the control of the worshippers of Vang, the Faccless, a more
dire threat than over Samarkar posed to the forces of Good. We have furthered the
goals of Evil in our rockless action, and made no attcmpt to consider the consequon-
ces. The time has come for us to mend our past mistakes. . Wo heve all gained much,
noeded experience in the months sinee our captire. I proposc We seck out the evil”
temple and-destroy the ovil therein." Pl - : S

When Bonelux had finished, the adventurers began to discuss the mexits of his
proposal, and to weigh tho risks invelved. One by one, they resolved to go with
Benelux, until only Fazele, a warlock, was loft uncommitted. ; ;

"A group of ton to defeat a High Priest and the gvil guardians of his templef?!
said Fazzle, "The prospoct of success is'not yet-assured, I helicove, and I say We
would likely meet only more misfortune, ®Remember), Yldog was 2 lama, and he defeated
ys, I will not accompany you to your deaths if you dnsist. on going.-More profit
becons in the dungeon depthe, where we at loast havao: some: knowledge of the passagef
and dangers," With that, Fazgle left the mcotiag, but- tho others remained to plan’,
their eoxpedition. . iy ' U ; _ - 3

They spont tho following two days procuring-supplics, sharpening swords, memoriz-
ing spells, and rented a small boat to take them to the mouth of the:Templar River.
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Jith them went young Equinox, a modium., The full party thus composocd the lama Bene-
lux, warlock Kediak, Charmen the onchantress, Equinox, champion Barnabas with Tingel,
Athclfrar the ranger, once again a pathfinder, paladin~swordsman Anrad, and now voter-
an-dwarf Picron. Complcting the group was clf hcro/magician Blessar with his sword
of cold. :

The boat took them several days up the Ryth River to its confluence with the
Templar, wherc the boatman let them ashore and. promiscd to .await their return. They
followed the rivercoursc to the cast, and then as it curved to the north. The gently.
rolling fields through which they passcd secemed devoid of life until thoy came upon’
a trail following the course of the river, They followed the trail, finally coming
upon a small village, At the crossrocads in the village sat a gmall shrine.

The villagors refused to talk to the strangoers, and the fearful faces indicated
that 1ittle could be gained from them, The party then cautiously approached the
shrine, and Benelux sensed an evil prescnce inside, At that moment a single cowled
and robed figure cmerged from the shrine, Taking no chances, Nodiak cast a Charm
Peorson spell at the figure and the rest stood ready to strike. The figure stopped,
then invited them forward and welcomed them. A scarch of the simple interior of the
building rcvealed that tho one figure was all in the shrine, so they entered to talk
with the priost, who seemed entirely friendly and very talketive. He said he was a
border-pricst of Samarkar, and a worshipper of iuTassim, and lamented the mysterious
disappearance of Samarkar and the subseguent arrival of a High Priest of Vang. The
temple, he said, was being converted to the demon worship and the peasants foreced to
obey the new clerical powers of the realm, The pricest offered to help overthrow the
Vang worshippers, and said he knew a secret entrance into the temple,

The scars of many battles made the adventurers wary of such evil promises, espec-
ially when too easily gained. Charmen cast an ESP spell, as they made the priest
repeat his story, . They discovered that a good deal of his story was true, but that
his expressions of friendship (especially for Kodiak) were probably false, The Charm
had apparently not worked,” so Charmen tried a Charm.. The priest's eyes turned fondly

upon her as the spell was completed, and she asked if he was charmed, to vhich he '
replied, with enthusiasm, that he was. The ESP indicated that he lied, [Gven his
answers to his own station in 1ife were a confused mixture of truth and falsehood. 1
He said he was not really a priest, but only a "lay priest" having no spell abilities.
Unable to separate ttruth from fiction, and charm spells being strangely ineffective
against him, despite the lack of any discernable magical protection, they decided to
take him with them to show _them the location of the secret eéntrance, They also set
2 guard:upon.him, and bound him-to thé horse for the Jjourney, to which he ‘submitted .

peaceably. ' They then followed the road across the Templaxr and made' camp for the night
when they reached a nearby wood. - They Were surprised.to find in thd wood a small-
_gypsy wagon; searching revealed nothing of value, but Benelux noticed that he had seen
it before, It was the wagon of Torm the Peddler, whom he had met several months
before on his abortive attempt to obtain a Wish to ressurrect Equinox.' Torm was'
nowhere to be found, so they posted guards and rested the night. Torm was an accom-
plished:high~level thief, and Benelux pondered the meaning of his presence in this
area. | TS ST TR ' - e F

They set’out well before dawn the next day, The "priest" told them the templd was
but & few miles distant, and they had no desire to be observed approaching down the
road, . By the dime. the dawn.lightened the: sky, they had reached 2 grove of trees
alongside the massive gray stone wall of the temple. The pricst led them to'a chapel
in the.center of the grove, and showed them & seciet door behind ‘the altar, which he
said ‘led .into .the temple itself. Klessar took the priast back into the grove to tie
him securely, and after tying him, raised his sword and struck off his head, & base
act which: did:-not .go unnoticed. by the gods. ", Ll —_ ) R I

\IAfter some whispered confusion, the group arranged a marching ordér through the.
very narrow. passage behind the secret door. = [Flesps® and Benelux led the way, with
Piercn and Gquinox the last two in line, They decided a light would be too risky,
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and so descended into the black corridpr with only the elven eyes of ZIlessar to scan
the passageway ahead. After trévelling 60 feet, they heard a small scuffling behind
them. They called back to Pieron,:theé dwarf who was last in line,. what the noise was.,
Pieron muttered a few oaths about his own clumsiness causing him to trip, and the
group contimied a short way further. A muffled sound came from behind them, and again
they stopped. This time they 1it a torch, but Bguinox reported that it seemed clear
in the corridor behind. They resumed their march, Suddenly Atholfrar shouted that
he was under attack and had been struck, Athelfrar spun around, only to see himself
standing with a blocdy upraised sword! A grim battle followed between Athelfrar and
his double, the rest of the party unable to help in the confining Passagevay. At
last, one of the combatants fell dead to the floor. Benelux detzcted no evil from
the Athelfrar still standing, but ordered the group to zo back to the chapel, 1In
their passage, they came upon the bodies of Pieron and Zquinox, both slain by a
lethal thrust in the back. The other Athelfrar was examined in the daylight, and
death gradually turned the body to the amorphous mass of a fiendish doppleganger.
Elessar returned to the place where he had left the priest's bedy, and saw the empty
ropes and the small mass he had severed from the creature, -

The smaller group then reformed their ranks and returned into the secret passage~
way. The corridor led to a stairway which ended in a door. They cautiously listened
at the door and probed behind the door with'their spells. Beyond the door was a °
room containing several trolls, so they swiftly laid their plans and burst open. the
door. Charmen's cold wand and a lightning bolt from Kodiak slew several. of the: ..
loathsome trolls at the outset, and wourded the other two,. but around a corner came
another four trolls to join in the fray. A furious melee ensued in which the clerics
and Tighters killed the trolls one by one, while the magic-users set the troll bodies
afire with oil before they could regenerate, When the room was cleared of the creatures
they ‘rested to cure some of their Wounds and to probe beyond the only other doorway
in the door. In the corridor outside the door, they sensed a bustle of activity by
temple guards coming to investigate the source of “the reverberating thunder which had
shaken the temple, The party hurried to take the offensive before the temple guard
realized that the trolls had been slain. They opened the door, and Charmen froze
the lowly guards in the corridor. iy Vo :

Off the corridor were several doors and side passages. As they made their way
cautiously down the corridor, bowmen entered from-a® side corridor out:of .rxange of.
Charmen's wand. The arrows did no serious damage, but the group realized that they
were. being surrounded. An ESP spell revealed an empty room to one side. They enter-
ed, :posted guards at the two doors in the room, and -surveyed their situation,.. They
.Were in a small chapel, The ESP revealed a multitude of ‘guards taking positions -
around their room. The area beyond the other door in the room was the main sanctuary
of the temple, in which the High Priest had gathered his strongest forces. To offer
battle there would expose them to missile fire from all sides, as they discovered in
a brief sortie., They were trapped.

Benelux realized that desperate measures were called for if they were ever to
escape. He: therefore offered to parley with the High Priest, and suggested to the
High Priest a duel by champions to decide the issue. He recognized the High  Priest
to be Yldog, and Bernelux had more reason to desire-trial by combat. Yldog accepted
the challenge becausé of the highlevel magic-users in the party, which he knew would
destroy many of his followers before they could be slain, and thus the force with
which he maintained his precarious hold on the area would be grievously weakened.

The combat was .agreed to be hand-to~hand combat between Benelux and Yldog and
between 2 other champions, Athelfrar was chosen to be the party's champion; Yldog
brought forward.a huge grim fighter of great expexience, a battle-scarred myrmidon
who had slain.many in his service of the Evil Gods, The four combiabants met in.the
center of the sanctuary area, with their forces watching for treachery on either side,
Benelux and Yldog struck first, while the fighters circled looking for an opening to
strike at each other. Benelux's magic mace landed upon Yldogs shield, and Yldog's
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staff also failed to strike., The clerics continued trading blows, until at last Yldog
hit Benelux's armor and suddenly assumed the writhing shape of a giant snake aid en=
twined itself about Benslux. Immobilized, Benelux watched in horror as Yldog drew
out a heavy spiked mzce with whish to crush his helmet. The fighters meanwhile ‘had
begun to strike each cther, with considerablis success, and both fighters suffered
many wounds, Athelfrar®s exceptional endurance sustzined him past the point at
which a normal man would have died, until finally he saw his opponent stagger and
delivered a vicovs blow to the myrmidon’s neck, which cleaved through his helmet and
beheaded him, Athelfirar turned in time to see Yldog drawing his mace. In five

swift strides, Atheifrar was beside Benelux and blocked Yldods blow, then struck with
his bloody sword before Yldog could recover, Sorely beset by Athelfrar, Yldog had
no opportunity to utier the treacherous spell Yldog had planned to use for their
destruction., Thus Yidog died beneath's Athelfrar's blade, and the rest of the party
was extremely relicved to ‘see their chamions prevail, The snake returned to the form
of a staff at Yldcg®s death, and 3enslux picked .it up after finding it not to be

evil itself, The rest of Yldog's forces had fled out of the temple at his death, and
only a few bold peasants remained to see who their new masters would be.

The group posted guards, and began to search the temple., A treasure room was
located, and the contents were confiscated in the name of Goodness, Anocther strange
door into a central area of the temple was located, which the peasants whispered must
contain the unspeakable Unholy of Unholies, They decided to open the door when their
spells could detect nothing beyond., The double portals swung open at a touch, and
disappeared into the inky blackness within, The strange darkness ended abruptly at
the edge of the room, and even Benelux's Continual Light could not penetrate the
black wall of nothingness or illuminate the area within the room. Objects thrust into
the blackness could be withdrawn without apparent harm, but the unlknown dangers were
considered too great to risk entering without light., It was then they realized that
someone would have to enter, if only to close again the doors,so that whatever lay
within would not be unleashed upon the world, Benelux knew his duty, and with a
Blessing entered the darkness with only a rope prudently tied about his waist to
pull him to his companions if need arose, Benelux entered and felt his mind wrench,
but managed to reach the doors and start them closing before total insanity overcame
him; His scream and the sound of the doors caused his friends to pull him out before
the doors swung shut, A remove curse and dispell magic were enough to restore him
to his senses. Ml R i 1 . s : = Py’ ¥

Their mission done, thé party returned to Rythlondar with 82,000:GP in treasure .
and a number of magic items, For poor Pieron, his constitution could not endure the
attempted -resurrection spell by Benelux, so Kodiak used a Reincarnation spell from

& scroll found in the temple, Pieron's soul came to rest in a nearby Pegasus,
P

Charmen, Benelux, and Athelfrar returned to their castle Zsmigard, still under
construction, after their encounter with Yldog. Waiting for them was Ragnar, the
other joint owner of fsmigard, an a wheezing, doddering old man clad in robes/ “As’
Charmen approached, the old man stood up shakily and handed her a small parchment
roll impressed with the Guild Rune Seal. She broke the seal and read the message
with a sense of dread.

Tt was indeed a meesage from the liages' Guild, She learned that Igburff the Ill=-
ustrious, the youngest and ablest protege of the Guild, had been captured by pirates
and sold to the priestesses of Shartis, The Guild feared that the priestesses intend-
ed to include him among their sacrafices on the day of the Feast of the Writhing
Waters, just two months hence, The Guild naturally felt this to be an ill way to
treat their protege, and requested Charmen to rescue him, offering various lame
excuses that the high-level Guild members had previous commitmenis which prevented
them from attending to the matter themselves.

"Ch no!". Charmen thought, "Damn them, why me? If Igburff got himself into the
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mess, and is.as by 1rnt as they say, why doesn't he get himself out of the mess? Ah
welly -1 suppose I mi @q, s Weil agres to do it, Sometimes T wish I'd never gotten
inbo tnis Wements Liv Whiap? I ¢ould heve marmied a hamisons prince and lived happily
ever.al iar imince into a frog if he ga ave mﬂ aay trouble), As it i,
men are alxers wove wy capantlitles,  Maybe I can free this kid the rest
of ths Gu'1¢ whl, Llge v winen can think and perforva o8 well as the rest of then, ™

With: shat dos 5¢JF&EEL wiraed Lo the ol:d man, wha u.ainmy trying to insert
his dunLuhes Lide P me uth elderays, acd said, "feil the Guild that 1'm honored and
pleased to howae whis o iortunily to serve the Guild, Also I expect that they recog-
nize the hazaprls I "1 face, and that they will gladly prepare some simple scrolls
to aid me in my wission.” . The old man nodded, and began to totter down the road to
Roilgard. ~Charmen Liped he'd make it back to town with her message.

Charmen's thouslis turned to the task itself, It would surely take careful thought
and planning, egyec¢ﬂ1ly on the non-existent budget the Guild had given her. She
hadn®t hezid of anyons ever returning from the island of Kerwylon who hed sought the
Temple of Chartis =« on the other hand, she hadn't hsard of anyone who had tried ¢
reach the t(jgce, eltiizr, Since an army to invade in force was out of the quest:on,
a-small bard oi high-level sdventurers might just succeed. DNaturally the first cand-
jdates who cana o mind were her fellow castle~owners Benelux, Ragnay, and their guest
Athelfrar, = Benelux, Tatriasrch. of the Flaming Wneel, would surely not pass up such
an opportunity to comkst an- ev11 itemple, for his goodnbss and nobility were weul-knoun.
Ragnar would: probably ezree to go too, not that he was particularly noble or: good,
but he was always gene for new adventures, especially the dangerous ones. The grey-
eyed ranger Athelfrar was a loyal companion and a grin fighter against evil, and his
uncanny trackirg skills cculd prove useful, With 2 fighters chosen, Charmen felt a
group of six would bs sufficieznt, Pexinps Benelux could persuade one of his lesser
cleric bretheren to accompanmy them: ¥dol the Pious would be a valuable addition,
And, she thought, I'd better recruit another magic-user, preferably one of the itin-
erent members of the Guild with higher level spells that I'have; L try Kodiak the
sorcerer, He won®t be tco thrilled, espécially when I tell him why we'rg -going; ...

With a tentative groap in mind, Charmen set off to persuade and cajole them into
helping her on her mission, She hoped that they didn't wind up as more victims for
the Feast of the ertthg Waters, ard put that thought- resolutely from her mind, They
must succeed, for the price of failure would be too horrible to contemplate. She
paused in her plans for the assault on the island temple, "Ch no .., we have to go
to tha hldstad island by boat ... and me prone to seasicknagg'“
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" No:" VI i RYTH CHRONICLE July- 1, 1976

The astrologers of Rythlondar, by dint of their occudt divination ‘of tho wmtaringa
of the etherial bodies, predicted that there would socon occur two miracles which -
would cause ‘men.to wonder, The first such "miracle" has’ Just occurred, -pausing men
to wonder what the miracle really was, The miracle is, of coursa, the’ fact' that this
issue, of the Ryth Chronicle is being published within a month of the previous issue,
an qnheem;l 'of . eyent in the lives of men or any other creatures. The escond miracle
is that-this iesue brings the tale of the noble, and not so noble, deeds along-the
River Ryth almost current with the campaign, and a’ character listing is'included;

;»Iﬂmll}f, the Ryth" Chronicle 15 published” irrééula.rly whenever enough material has
accunulated gnd wHeh I got a chance to type 1t up. Issues cost 30¢ each, -and sube
seriptions can be_obtained for 30¢ times the numbér ‘of issues ‘you Want: to receive .or
to inflict on ycrur former friends, Back iSSues are available by photocopy -as’ follows
No, I (50 )y No. IT & ITI (75¢), and No, IV &V 30¢),  All are ava.:.la.ble from: John
. Van De Gmaf,: 3,'?31}3 Glenbrook, Mt, Clemens, MI 3

- Issua No, VII, being a mystic ‘nimber of artand power, will be a specra.l Assue with
an. nverall map to, 1:I.*::w:sa.tua gome of the placaa mentioned in‘these Chronicles, at: least.
one.,other map of the City of. Farthioniar, a lung-mmrdue explanation from ‘Benslux -on
the; theolbgy of the Order of 'the Flaming Whool, nu.r'ths, 1egenc1a, mm. ‘and poﬁsibly
some more-of the adventures if space permitd,’

: This campaigh is composed of & number of dungeons T¥ed - by ‘Jokin Van ‘Do rGraaf: (Weir),
Ien Scensny. (Morbundus), Paul Wood, (Caverns),” Laurie Va.n Do !Graaf ‘(Taru;and ‘the ‘Ruins
of}; ‘Thon),- Ray Ulman (Ile~Hot, Sznader and ADO’ Ka.lyps) » and Greg DeCesare i(Kerwylon)i:

i The geas to wp!.te this Chronicle was 1aid on” John Van'De Graaf,<ds usual except
.where otherwise noted, Eapyrigh‘ﬁ 19?6 by John Van Dé. Graaf and Paul Wood
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: (Editor 5. Noteh ﬂna da;f not lﬂng ago a stcm—d.rivan ship ‘sailedr past the island of
Taru into the vast, ocean. ‘ba:,rmﬂ The' torri},fied. sailors: found, much ito- their: surprise,
that the .edge of - tha w:rrld ‘mugt be fur'bhar south than théy’ believed, for thesship::
promptly ran aground on a Well-kncﬁ{n unc.ha.rta:i ‘iBland; whieh is now; of course;: Woll
.charted <but.. not -very:mell. mqyn':. “"Hhm; thd,ship finaily retuPned 6 Rythléndar; news
of the island.spread rapidly along the wharves| and“pven®tdached &' few édrs who cared
anything about:the news, ; Here. 1’5 A summary af ’cha repoﬁ:s a.bout “the. dbland! glea.ned
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ﬂ thma d.a,}f 'mmge Pautf'; frum Fyschloﬁd.ax will brihg ‘you tof the’ offshorematers
ﬂf the: rugose. (7sic). holm (dmﬂa gic) of ‘Eh:w:jrlﬁn The'island is well Jmown to
" dords! and high moFToe of the eontinont, ' HO"£réh ‘the tidy islbna foome the; horse=
+1ike stegions, highost prized. mounts on Ur \ MO Gl adridande 2 s
. 2zt Brysynthe largest city on the isle, 1h”upan rto a,ll trave‘lers and many.: merchants
.-.-go there. from a.ltlrcorném of tl}e ¥nown lands!" it o Maditts
. .. The southexn partioh of Ke:cmrlon 1s ‘ihder’ the 1ratchf‘u1 ‘eyeof the High Pnest-
. i~oss of.Fhartis, sthe evil goddess.of aquatic créatures, while the northern-portion
. s guarded by the 1@81:- ﬂ.escendenta Gf the royal house of Korwylom:who weside high
i u’*atop ‘Mount ; Elthar dn th@ fortrqss of Hawkeroost.' But it is rumored that some=
rlod wheveiddep:dn the interigh lies an’lzarian monastery whoro pla.ns a.re being laid
fdrrl:he Tinal takeoyer. ¢ tHo. 1.;1&:;1 by the _evil'forces, - Ptann g
g s A From tige rto time a t.rq.?alar i1l hear ond’ gf the legends a.buut the 'I{inga of
'the' Dawn and depart imaearnh of a:i_vanﬁﬁm arﬂ iha nha.nca nf 1naa.ting a p@rt.i.nn
winuof t.he afoient Kings" ﬁtﬁ.mah‘nrn traa.aur 8, e fdain ool .
l.f"'&..r o By %‘}L’ij i f.)» Booldd: MLk . .‘1,1.1 A _' 1r_. :J i ..-: " f L
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tugust, 2776

Fazzle and 03 departed their plush lodgings in Rythlondar, crossed the Ryth by
ferry to Roilgard, and took the road to Esmigard, Ragnar's castle in the western
wilderness, They proposed to Ragnar a joint venture into dire Castle Morbundus only
a few miles distant, Ragnar was willing, but hesitated because his fellow castle
dwellers (Benelux, Charmen, and Athelfrar) had not yet returned from their mission
against the evil temple. Faz and (d said they would gather a party and return for
Ragnar, By the time Faz and 0d returned, Benelux and his party had returned, thus
freeing Ragnar from his castle duties, , '

The party gathered for the venture wWas composed of superhero Ragnar, champion
Grobar BenGon, myrmidon dwarfess Brvandra, gwashbuckler Aviyak, patriarch Pontifus,
bishop Ydol the Picus, Great Dod the vicar, warlock Faz, and enchanter 0d, They
descended Jnown paths to the fifth depth, then took a long stairway down to the
unexplored nether regions of what they hoped was the sixth depth. The stairway
ended in a corridor running directly away from them, Less than a hundred paces dowWn
the corridor, it turned to the right and a door was observed on the left, In the cor-
ridor a hellhound turned the corner. Taz shouted "I always wanted one of these for
a pet!" and quickly cast a Charm Monster spell at the beast. The spell worked, just
as the hound was inhaling for a fiery breath, and Faz was pleased to have his own
portable fireplace on four legs. The party contimied down the corridor, and went
through the first door on their right, which led to another corridor, Ervandra
warned the rest of a trap door hidden in the floor, and they proceeded to a door at
the end of the corridor, Behind the door they found two gargoyles (dispatched ewift=
1y and safely) and 2 chests containing a total of 10,000 GP, which was stuffed into
the bag of holding. As they loaded the loot, a very gecret door opened in one wall
and in came another hell hound. The new hound was surprised, the party wasn't, and
the hound didn't have a chance. : . :

Leaving the room, they returned to the main corridor which they followed to the
next  door, . Inside was-a huge .room, diamotd-shaped,_l60';:x'120' at the apexes, Along
each walliwere 5 cages with a wide variety of immobile aninals, monsters, and undead
creatures,:- In the center of the room was a pedestal holding a 20-faceted gem=like
object with a mmber on each facet, The experienced explorers didn't have to commune
with Holy Glgos to recognize thak object! Inscribed on the pedestal were the Words:

"I am Slocum's, I am a controller of great power and a bringer of great ‘danger, "
followed by the toad rune for "right". The group explored the area’and discussed
the possibilities before deciding that more information should be sought before
attempting to deal with the strange room.’ Continuing through the room, they exited
by a door at the!other end into a short corridor. Ervandra stepped ahead, and sudden=
1y disappeared. 'The others decided to send a scout when it was found to be a 2-way
transporter, and the Great Dod volunteered, With a rope around him, and instructions
on eignals whether to follew by tugs on the rope being given, ‘Dod stepped through and
 vanished, A single tug was felt, meaning “don't follow", and soon after signe of
struggling and then the tattered end of the severed rope, The party deduced ‘that it
was the work of something intelligent, and sent a note through the transport that
ransom would be offered for their comrades and suggested Benelux as intermediary.

The .adventurers returned to the main corridor and followed it toits end, passing
by several other doors and another side passage. At the end of the corridor was a
chamber ‘to the left, in which they discovered a large hydra'with smoke wafting from
its nostrils. Tho creature was slow to react, as the group's luck contimued to hold,
and Ol charmed the creature. A Wand was removed from around one of the hydra's 9
necks, and & search of the chamber revealed nothing else, Meanwhile, the hydra and
hound had been stationed in the corridor to guard the party. ‘Suddenly the corridor
glowed with the heat of many fires as a chimera approached and attacked. The guards
killed the chimera, butthe hound died in the battle and the hydra was wounded.

They returned down the main corridor, visiting several places they had passed by
before, until they reached the first door they had seen near the stairway, Pontifus




detected an evil presence lurking behind the door, Faz therefore cast a wizard eye
to explore the regions beyond the door, and as he did so, 3 vampires came upon the
group, - The result was a confused battle, as the vampires hid from the bolts cast by
0d and summoned giant wolves to their aid, The wolves posed no threat, and were easily
slept and killed, The vampires® charm spells didn't work, and they finally left in
frustration, Faz explained what he had seen while the others were busy with the
vempires, and cast a Haste spell upon the group, Crashing through the door, they
confronted the Frost Giant and his 9-headed frost-hreathing hydra inside the room.
Again they struck first with spells.and-missiles, severely damaging the hydra before
it could breathe, but when the hydra did breathe, the icy exhalation finished off the
charmed. fire~-breathing hydra, Ragnar, Grobar, Aviyak, and the clerics thon attacked
and slew the monsters in hand=to=hand combat and suffered only light wounds, - Five
chosts were found which contained much treasure, The examination of: ths chests was
interrupted by the intrusion of 3 salamanders into the room, The -salamanders Were.
alséo slain by combat, but inflicted a good deal of damage on the fighters. :

The group decided to- depart £he .dungeons, having used most of thelr potert spells
and mostly whole .of limb, and tqok with them 76,000 GP in treasutre. : They later - .
arranged the ransom of their companions for 4,000 GP (in addition' o the loss:of the
magic items ‘they had been carrying). S i B y

In the Great Southern Ucéan, a small group of explorers travelled to the island of
Taru to take some uninitiated adventirers into the well explored upper depths of the
Ruins of Thon. Bishop Johns, warrior (rlok, and pilferer Beéllabane led the expedition;
with them went curate Bung, theurgist Clickham, and 3 veterans, an acolyte, and a seer,

On the first lovel of the Ruins, they demonstrated to the newcomers'the standard
procedurés of dungeon exploring'-= listening at a‘door, foréing the door open quickly,
and surprising the occupents with & little luck.' ‘In'this case, the inhabitants were
9 orcs, which Wwere Speedily dispatched but did manage to seriously wound Brother Bung.
Later when ‘they encountered a group of 11 ghouls, bishop Johns showed ‘the. usefulness
“of & strong religious alra in dealing with: loathsome uhdead, : ' '

Proceeding to the second level, they wandered through various rcoms which had-: :
obviously been ransacked: before until-they stumbled upon a pair of trolls, wluckily
the trolls 'failed to hear the clanking of ‘the groups? weapons and armor overthe |

"Bound ' of theix owh munching, enabling the group to surprise, web, and kill the:create=

uires With mininal ‘damage. More Wandeying brought them into contact with 3:irights.
" The wights Were also-slain, 'but Bellabane was hit in the fray and felt his life force
ebb #lightly, .1 0 i A pe e L Ao LR LT e T - surhE e

' Entering another:room,.they came upon a group of fierce fighting-men. /The seer
tried his first-spell; a-sleep spell, but only:one of the fighters-'fell unconscious;
meanwhile a robed figure with the fighters gestured and all of the group's:own low
level ‘people~swooned:to the dungeon, floor, ,Q};ciduﬁim ‘tiried ‘to ‘Charm "the- robed -figure,
but failed, and.then himself fell victim to a Charm, The ‘few: rémaining members of the
group wisély ‘decided to!lay down their wéapons and throw thomselves to'the mercy..of
the neutral party. ~The man in yobes said he was the Keeper of the Second Depth in the
service ‘of H,m.R., rulerof Thon, He asked why his room had been dnvaded, and: much
‘stammering: was. Heard' frpm the 'group. The man, however, * generously allowed: them to
depart after "requesting" half. of, their treasure as a finb forithelr tréspass,... -

“Wandering ‘further without much.success, the younger neiibers, except .forithe. baxd,
decided 1o ‘leave the group and.try their own luck.' Therest’ of ‘the. group continued
“on; ‘Finally-defeating. four 'armored fighters for needed treasure and ‘experience,:then
ascended ‘to the surface @and réturmed to Rythlondar, '‘Bad to “peport; none of the: brash
‘youngsters has ever beon seen gince, and they are presumed ‘dead.) One Wonders what
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September, 2776

As September arrived, a group of ten experienced adventurers gathered for a visit
to the Ruins of Tnon: superhero Ragnar, pathfinder Athelfrar, paladin-hero Anrad,
elf hero/magician .ilzsesz, bishop Johns, bishop Fernando, lama Benelux, sorcerer
Kodiak, warlock Sondin, and hobbit pilferer Bellabane,

Descending to the 6th depth, they placed strength spells upon the fighters and
began their exploration, . The first door opened into an art gallery of no worth,
Behind the second door they heaxd the scraping of .a heavy body, so they broke down
the door and 8aw & 9=headed hydra before them. Kodiak cast a Charm Monster, and the
hydra almost crushed him in adoration of its new maig. ‘Ragnar's sWord Quicksilver
detected a secret door in the room, which led to a tfeasure chest. . As they returned
to the hydra's room with the small loot, they encouritered 3 chimerao, The battle was
Joined before the magic-users could use their spells, . Pillferer Bellabane hid in.the

2 |3

. shadows and worked his way behind one of the creatures while 2 clerics.occupied, the
monster's attention, then struck the ckeature a deadly blow and killed. it with the
help of the clerics. The fighters meamvhile fought the other 2 chimerae. Datan
delivered the mortal blow to one, arnd Hleesar's sword of cold struck the other's
death blow, The group paused to rest and let the clerics, perform their healing arts,
The next door led to a passageway, but as they tried to prooeed, a fierce wind
blew them back, With strength, perseverance, and ropes, thoy made their way to &
sheltered spot at the far end of the passageway, Finding another secret door,. they
entered a room containing a hydra with 8 ‘sinuous necks and a head belching flames at
the end of each neck, The entire party was badly seared by the creature®s flames, .
but the fighters closed and slew the hydra in a long battle., Quicksilver did its '
work well, and sovered several heads, including the last.. A modest treasure was
found buried in the floor, which they collected before resuming their march to new
areas, ) i T
The next door they listened to after traveling several: corridors revealed human
voices on the other side: The group entered and surprised 2 fighters and 2 magic=
users. in their quarters,” Rveryone attacked to subdue rather than to injure, Ragnar
was near one of the robed figures, whom he struck with the flat of his sword and
_Quicksilver charmed the man into submigsion, The other magic-user and a fighter.
‘surrendered, but the other fighter -disappeared,: Ragnor quickly-told Athelfrar 29.,
giard ‘the door and hold it closed,: amd'began to ‘make a swoep:of the room with loc
arms, cursing their lack of a detect invisible spelli Ab last the fighter reappeared
as they roached the far end of the room'and surrepdgred. :. After questioning the cap~
tives, they tied 3 :of them up securely and departed™with the fourth, an enchanter,
_charmed by Quicksilver, He led them to & tiled room' containing.a chest, Bellabane
tried the'chest first, and went blind, Elessarfell asleep, and Ragnar also lost his
vision whilé emptying the chest of its valuable contemts, ...t . .o . !
They continued on, passing by Keshi's'Beauty Botique, through-a room of wine.
barrels, into a room containing 6 wyverns, A bolt from Sondin felled one, and an
icy blast from Elessar's cold wand felled 2 others, Kodiak Held yet another, The
rest had bo be slain in combat, but the charmed hydra died from a poisonous sting.
The next room was only 20" square, with mirrors pancling ong wall. It seemed j
empty, with no other doors, The strange room puzzled them, but they wWere unwilling
to break the mirrprs, Anrad therefore used the special clairvoyant ability of his
aword and envisionsd a huge hydra beyond the mirrors, and the fact that he could see
the group as well meant that tho mirrors wore one-way glass, Using anothér doorway,
thoy then surprised the a, hit it with a lightning bolt and a chabge of the cold
wand, and Ragnar then killed it with a cast of his spear into the last head,
Using a wizard eye, they scanned a portion of the vieinity, and decided td attack
a group of 6 balrogs. With a haste spell on themselves (and a Slow.on the balrogs,
though only one was affected), they burst in and used the cold wand, . Bellabane
sruck: around again, and attacked the slowed one from behind and killed it, Anrad was
not sp lucky, and fell unconscious, FElgssar slew yet another as Fernando took &



mortal blow, Behind Fernando stood the charmed enchanter, who had to fight for his
14fe in a hopeless effort and was cut down in oné fiery blow by the balrog,' Athelrar
{'.hen killed thetone he yas fighting, and turned to'Help Elessar kill another one)
Bellabane, ‘however,- fared not-as well against his secohd, as it turned and almost
slew him. . Ragnar:struck:and killed the last balrog, . Fernando hedled Anrad and
Bellabane back to consciousncss, as the rest of ‘the party: gathered the treasures.
They- then left the d.ungaons, bearing ttm Bca.ra of their battles but far’ richer.

-A party of: :,mungar advantur@rﬁ gathered on the wharves of Rar'l:.hlmﬂa.r, resolved to
investigate the rumored dungeons of Apo Kalyps on. “the. island of Ile~-Mot Szander. In
the group were dwarf ‘swordsman Balin, scout ﬁc:hillaa, warriors Orlok and Lancefron,
_hero theurgist pixie Tinkerbell, half-elf Knomix, -curate Bung, vicaress Sermonect,
seer Gedenbil; Baldur the bard, and another seer, along with a hero charmad by Knohix
‘Boarding a ship, they’reached tha island in a few days travel and they soon located
" the dungeohs on the wastern coast, ...

They entered cautiously, Rea.ching t.ha first dnor on the cc:-rridor, they broke it
down,and éntered: a:room. . The only. occupant was'an old man in rags lost in meditdtion,
They ‘ihterrupted his: meditation to. question him; paid him for the damage o his door,
ard for more: goldihe:told them.the. location of séveral treasures in’ the’ dungeon. As
they' 1ft,. theytheard a strange; cackling laugh from the 61d man, "

i They. then headed west down: the.corridor, pausing to kill 4 giant ants in a brief
battle,- then continuing to the next.door. . Inside the room Were 6 goblins, 2 -of ‘Wwhom
fled out different doors before the. part:,f could Btop them, the remaining 4 were ‘easily
' slain, The goblins had very ;I.!.t-'bla gold, but Knomix found and opened a sam:'et door,
In the corridor beyond stood 15 goblins and 10 hobgoblins. Kno: ix cast & Sleep which
felled the hobgoblins while tha raet of the group attacked the goblins,” ‘As thby' fought,
however,’ more goblins and hobgobline sud.danl:,r came thruugh the door behind them® With
more Elﬁhp spells.and . swordplay. they evened the ud.ds, but the goblin ]d.ng shouted over

the' din -of ‘battle that they should leave his_ ci‘t:.r. ignored the' !:cmma.nd. r‘I:rl'nil‘ﬂ
hea:ﬂd the ‘sound of more goblins. approa.ching, ounds and wearinass made thair
“Bourage fail and they.fled the; battls. . uiq% jﬂbliﬂﬂ had had ‘enough, and
did not pursue;- The:party: wandered the corr lors. and amaﬁhad down’ omaaioml doors,

. ing of 5 stirges, a ghoul, an ochre jelly, and 3 centipedes , Hhila gaining ef.
-m ost sum of gold and some: magiaal Adbtems. 4 .

Aftor ‘évading ‘sevepal: groups of -fighters, a.nfi magiq-uspm ‘more powerful than them-
_Selves,’ thoy ‘entered: arxoon containing 6 ‘skeletons which ‘iiara diapalla& by Bung®s”holy
" aurdl’-This led:to«a" second.room,in yhich 5. pamb}ps_ were similarly dispélled, and

-“then ‘a 'third ‘vool ‘Erom which 4 ghoule fled .in : 'They “entered the next room,
and ‘Werd ‘confronted toy:3 levil - pricsts And.r3 vig 't.ﬁ.l ‘E ‘l‘hé ‘wights Tled, and’ Serméne
Hled ‘oné''of ‘the pridsts;:butthe other 2 9;.;1 ) qrﬁd. and the‘rrcbm wag’ T'plunged
into darkness. “After.autime, their illumination ratqrned ‘and they sésrched the ‘Foom,
A -chest'contained :somegold,. & gam Was found, in ths hend of “a sta.tue, ‘and‘a closet
contained a scroll and a broom, After much experimarrbing, they discovered that - the
brooi” Huﬂlﬂ. ‘fly ‘given~the:proper command, h.lkpﬂﬂtg@l}iﬂ& the hrcrom H&s difficult.
""i‘until they had ‘discovergd . the: various commands, n@pessarr‘ y

“Returfing to: the' surfacey. they. killed:§. Jbeyserkers and 'y g.'l.a.n‘l:. Bmkéa. an‘Ei &?g_uirad
‘g pbwerful meutral swordy. which tﬂe:,r sold- ta . group of dﬂawas. ,Only uﬁe pamon Was

lost == & seer who foolis hly tried to fight ‘I;ha heraarkﬂrs in ha.nd-to-han‘.t pm”bat

1 o ofne B K5 g A TET | tf ol 3 breoT mew @ *H h
n Ho:’c‘heiux, 8 youngfacolyte baekmg ad.ventu.rg:. recruiteél pa.r'bj ‘Im a.ncompan:.r him to
“the- RULKS" 6P Thott withmuch: cajoling: the durg of,yiches, Thus he gathered from the

'ira.'l:.ch dwarf-horo- Ibb,' swordsman Tai. Pan,. warr;.ura ,qufi.i. "Kaa'ﬁﬁjék."aﬂ:l ’élf‘J&bbar.

from the' teiplo’ of Tynghod:bishp. /. Xdol. the Pious,; and from the Guild thaumaturgist

"*@14 ckhan' aind ‘GbhJjitrer Kondras . Filling. out the gmup Was cuf._ :

to behava Harself: i the: “gompany: ofi such J.a.wﬂ.ll‘, good compa
*H@hch‘ing the Ruins}ithefrdescended to the- unpxglored third de

* “coritained 3 ogrds,” whom theydealt. with easily.:; Flushed, with 'bheir 1?111;15.1“ Success.




they eearched the untidy room for treasure, but to no avail, They were about to de=
part when Alexa remembered to search the monsters' bodice, which yielded gold and a
gem. The party then muved on, ‘passing through several doors, until they.came upon a
large room, empty save for a chest in the center. ‘Reaching the chest proved to ba a
problem for they discovered an invisible maze ‘thwarting their efforts, After cautious-
ly negotizting the maze, despitec several dcad cnds, they looted the chest of its
precious contents and prepared to quickly retrace their path to the door == only to
discover that tho maze had changed behind them! Once again they had to feel their

way in and out of blind alleys until they found their way out, breathihg a sigh of .
relief that no monsters had comc upon them while lost in the mage.

The néxt room secmed silent, but when the'door was. opened they saw agroup of bal-
rogs., Luckily, the balrogs wero surprised and the.group had time to beat a hasty
retreat.  In another rosm, Kondrus Slept 10 gnolls, but they found no tressure..Jabbar
located a secret door, behind which was & tiled floor.with a circle in‘tha centexr, One
-of the brave souls stepped on the circle, causing a net to fall upon him, ‘His.compan-
ions releaded him unharmed; and the room scemed to contaln nothing else)s  oelv

Their next woom, contained 2 displacer beasts, and the fight was o6n. Tal Pah, Ibb,
and Ganli were woulided, but tho boasts were killed and a small treasurc was found,
They crossed the room to an opposite door, ahd went into a seemingly empty room,  As
they roached the center of the robm, however, an invisible stalker struck.. - Kondrus.
eventually managed to web the creatures so they could be Wgeen" and'slain, but not -
before Ibb, Gamli, and Kassock had taken more wounds, In otheér rooms they found a*
small black box with a lever, which Albxa reluctantly opened with the rest cowering
near the farthest wall (it turned out'to ba a jack-in-the-box, making them feel rather
foolish), some giants snakes which the fighters:slew, and somo undead :dispelled. by
‘the cleries. Returning to tho hallway, they heard ponderous footsteps coming behind
them and decided the botter part of valor-was to flee,’ They ran down the twisting
corridor, in the vain hope of eluding tho monsters behind them, whon they heard more
footsteps in fromt of thom agound @ho next corner, Not wanting to be caught in the
middle, they ducked thrdigh ¢ @oor and ‘found themselves on a stairway down!
Jabbar listened at the door snd geported that ‘the groups outside were .ogres and buge=
‘bears, who wenh off to a feast, fogother, " They Wore relieved that they weren't to -
hEthﬂfG&ﬁ‘t-. - A g A 1 ik 11 . . ; file! i 2wl s I

Feeling a bit frayed, they decided %o try one last xoom, The attempt was not very
profitable, for the room contained 2 rather unfriendly giants, and the group shouted
profuse apologies for disturbing them as thoy-closed the door: and prepared to run,

The giants didn't pursus, but'5 huge ‘boars came ‘charging down the dark corridot, . The
fighters had time o set thelr Gpeard #s the Woars charged, and Tal Pan impaled one.
A furious battle followed in which Ibb, Gamli, Jabbar, and Kassock fell and . Ydol,.
Tal Pan, Alexa, and Morbelux were wounded, Finally they seized an opportunity to.
escape tho wereboars, ran to the staircase, had an inconclusive running encounter
with a gargoyle, and reached the surface without further harm. carrying 10,000 GF.
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Back in Rythlondar in late September, a group of rexperienced adventurers banded
together for a visit to the unexplored 7th depth of the Weir. Leading the group:were
holy patriarch Péntifus, sorcerer Fazzlefart, enchanters 0d :and Charmen,  and mighty
champion Barnabas, They took with them champion Grobar BenGon, myrmidons Aviyak and

Ervandra the dwarfess, and vicar Dod,” '

. Arriving at the 7th depth, the first room was found to be an elevator, which fin-
ally redeposited them back on the level they sought, They found a huge  corrider 50°
_ wide stretching into darkness, with doors along the sides at regular intervals, .In
traversing the lenath of the corridor, they fought and killed a 7-headed fire hreath-
ing hydra, wlich acprchsd them slightly, & common -headed hydra, 2 rust monsters,
and a wandering gorgon, spotted before it was within the range of its fearsome: breath.
. At the ond of thé corridor, they entered & large anterocom to a Demon Temple of,
 Gragorn. Using Faz's wizard éys, ‘they observed an unholy rite taiding: place. within
the temple itself, and wisely decided not- to interrupt the ceremony. ' They then turned



to a side room off the corridor, and surprised and slew 4 manticoreo lurking inside,
 The next door down the corridor led to a square room with five slimy steps leading
te a emall level area in the center, They were too wary to be caught easily, and
threw a silver piece into the center area, The coin vanished through the.floor, and
they cautiously made their way around the steps to the opposite wall, where they
discovered a secret door, Beyond lay another room containing 2 basilisks, but their
luck held and the basilisks were surprised and died before they could turn their bale-
ful glances upon the ‘group, After loading the modest treasure, they passed through
an empty room to a cavernous room containing an ll=headed fire=breathing hydra, which
they didn't surprise, Théy defeated the monster, but suffered grievously from its
fiery breath and bites.  Among its treasure'were many gems and some jewelry, so they
decided their gains sufficient for the day's:-efforts, and began the long trek to the
surface, On their way up they ‘défedted an invisible.stalker and 2 salamanders ‘which
attempted to prevent their departurei . They had gained 86,000 GP as well as a suit of
armor 2 (given to Grobar who lacked any magic armor) and. a crossbow of accuracy (given
to Ervandra), i e VE yapsEndannl R Gl ; _
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. iThe first expedition to be organized in ‘October ‘was gathered together by paladin=-
swashbuckler Anrad .Datan in his feverish quest to root out'Evil, with an occasiohal
detour: for plunder to finance his warlike enterprises, With him wept pixie’hero/theur-
gist Tinkerbell, hero Tal Pan, 4 elf swords seer Knomix, dwarf warrior:Gamli, -
warrior Lancefron, curate Bung, wvicaress Sermonet, adept Morbelux (co=leader despite
his, tender years), conjurer Kondrus, and seer Benzene. Tagging along was hobbit-foot~-
. pad:{Umbar; whom Datan tolerated for his obedience to lawful precepts. - . '

Their goal.lay in the Weir, upop the 3rd depth, Datan desired to learh who how

occupied the.old quarters of the évil Yldog, recently defeated in the wilderness, In
reaching: Yldog®s sanctum, they killed an evil party of fighters, clerios; and magic=
-users with less:ability and experience than themselves, ‘Reaching Yldog's quarters,
they: found. 4 trolls who put up a good fight and: Anflicted many wounds before being
subdued. . From there they wandered the Gorridors until “they' camd upon thedoor -tothe
Treasure: of :Labyr {(see; R.C.#3 for a. mﬁbm‘,'eﬁﬁgqitignj’@qﬁ _'Pohtli':hisr)!)‘.“- ' Undaunted,
by the!warning ahove.the;door, Datan led his'group into the'labyrinth,'Those’ wishing
amap ‘of the: nunercus. dead-ends should contact Datan,’ for h& 'found most of them,:along
with a plethora:of scavengers who frequent the passages.’’ B&!ﬂéf gelatinous' oube: was: " :!
found o ‘contain & xzing, which Detan put 'on, . Datan refusedto test the ring, then
rofused o follow the: group, seeming rather determined to eiplmﬁ dead=end ‘from' :
whernce ‘tfiey. had. Just come. - Tt dawned,_on his companiofif 4t ho Wdd boing very loon=
trary,- 8o theyordered-him not to follgw them, Which, of ‘course, he disobeyed withla
‘surly countenance, /A short while later they.encountered'dn oshre"jelly, ‘and, ‘being

‘exasperated by Datan's predicament, theéy shouted for'Datan not'to'touch'the obhre

jolly, Datan elbowed the others aside and thrust his left hand into the jelly, and

Howled in pain ==‘the jelly had; consumed the 3 small fingers'on his hand, and with'

the center-finger had gone the ring, "gee,'I'm sorry Datan"'said Brother Bung, "I
"thought it was-Black:pudding and would only .eat the ring,.." "It was fortunate the
 ping'was on Datan®s left hand rather than his sword hand,'and'that’'he chanced to. .
(plunge the left hand inte the jelly.  Cured of his ‘curse, Datan 'resumed leadership,
- muttering his-feeble: Paladin curses at tho loss of his fingers,” They eventually found
the centfal treasure room, and the chests f£illed with ‘silver left behind by the earl-
"“jer group. - Datan was by now.ready to utter some awesome'ourses, when Knomix discov-
ered a false bothom .on one of the chests, and inside were ‘64 gems' overlocked by ‘the
carlier party! iThus they made their way back to town with a'goodly treasure.. i -
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By October, Charmen was ro.dy o undertake the mission to rescue Igburff from the
evil Temple of Shiris. In her emall band were only superhero Ragnar, with Ouicksil-
ver and his mighty spear, ranger-warder Athelfrar bearing Magecutter, patriarch Bene-
lux with his snake staff won from Yldoz, bishop Ydol, sorcerer Kodiak with a potent
scroll, Alexa the feminine sharper, and Charmen herself with a wand of cold and a
scroll. She had spent the provious week casting Invisibility spells upon the small
ship she had purchased for the journey to the island of Kerwylon.

The small group returned 2 wecks later with Igburff and a charmed priestess of the
temple and a small amount of treasure. They related the tale of their landing on the
eastern shore unseen, then ambushing and capturing a temple patrol along the road to
gain needed information, With the female warriors charmed by Quicksilver, it fell to
Ragnar to conduct the questioning, which he seemed to'do with relish and a noted de=
mand to question them alone in secluded places, much to Chafmen's disgust. Then Bene-
lux inseribed the symbol of the flaming wheel in the roadway to lure out the defenses,
a tactic which was partly successful, - e

Using the magic carpet and another invisibility spell, they flew unseen to an .
unused shrine near the temple, managed to free Igburff and charm the fomale bishop in
charge of the prisoners, and then attempted to enter the Temple itself in stealthy .
fashion. In the endeavor, however, they unwisely attacked 2 guards and the sound of
fighting alarmed the temple, They tried to push on to tho:chambers below the temple,
but a defender with a Fear wand paniced half thelr party and the remainder had to;
follow their comrades in flight, Thus they returned, but felt their task unfinished,

A larger high-level pa.rty travelel to the Island of Taru to furthﬁr'ﬂx;'l#;rﬂ 'bhﬂ
Ruing of Thon: patriarch Pontifus, lama Feynando, bishop Johns, sorcerex Sondiny~ .. :

elven hero/enchanter Elessar, hobbit pilfercr Bellabane, superhero Grobar the silent,
and champion Barnabas with his mighty sword Tingel. They first went to the "lLady.; -
Luck" rodm on the 5th level and spent over an hour gambling. ' They- gained many ‘items,
most. ‘of -them worthless, then returned to the surface to bury all the 1tems for safe=-
keeping. .. They decided to mark the spot by by burning & (green?) bush on top == Iuckily
there wWeren't; any monsters near at hand to spot. the boacon of sncke that resulted!’ -
They then returned to the 6th depth, encountering 2 ‘gargoyles-on their descent r
which were slain by Grobar and Barnabas ‘in the front.rank with only slight wounds.:
.+ Reaching tho desired level they proceoded about 100" down the corridor when they .
heard man=type footsteps closc behind them, Baynabas turned, saw men<in plate armor
and one-robed figure, and shouted for Sondin 46 hit them with a1lightning bolt. -As
the brilliant flash died amd their oyoes read justed to:the gloom,: they /saw:.2 -of :the *
fighters still stapding and one very angry robed man polnting his finger back .at them,
The corridor air Wis rent with an even more’ poworful bolt -of lightihing, andi‘this time
At yas theiv ovn party with only 3 badly-hurt people standing: Grobar,Barnabas, :and
Yana Fernando, The opposing pairs of fighters closed for combat, while Fernando and
the magio-user tried to hold and charm cach other unsuccessfully( ‘:In the melee; ‘the
'fighters wore almost ovenly matched in strength and wounds,: but Grobar:was. the -first
o fall when struck for the secondstime, and Fernando was'forced to-go to Barnabas!
side to prevent his opponents from surrounding him.’, Mearwhile the magic-user was

scratching his head and cursing his lack’of more. offensive spells (lawful. MUs aren't
the only one who:use.up. their spells. in previous. actions), then aiaited the -outcome

of the melee, ,Barnabas struck downthis opponent, but he was too late to save Fernando
who took & mortal sword slash and f¢11 to tho floor, The combat! betWeen Barmabas and
‘the:1ast, opponent waxed long, bub Barnabas' strength prevailed with Tingel's power,
and he struck down the opponont with a. last mighty blow,, The magio-user saw the last
of his fighters die, and ran into:'tho darknoss much-faster than Barnabas could hope
to pursue, After resting, Bernabas dragged his comrades' bodios into an empty &

room without any other doors, then/sealed the door and spiked it shut, Havifig done
his best to preserve their bodies for resurrection, he roturned to, Rythlondar and
sought out Benelux and new lama Ydol. They returned to the Ruins to attempt’to ralse
them, but Pontifus end Johns could not be Raised despite thglair efforts. “u '
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THE LIST OF ADVENTURERS ALONG THE RIVER RYTH; AND BISEWHERE (End of October, 2776)

Lvl Character Flayer Abiiities

F-8

F-8 Grobar BenGon .

.Steve Walquist ., we

Ragnar Lodbrok John Van De Graaf, ,.15-12*16-?“12-11 b

1fjw11~13-10=10= 9

=7 .Barndbas ,,.... Tom Burkacki vu'ee.. 15.11..15.1.3..15_14

Atholfrar
Anrad Da.ta.n
.Adolph Aviyak
Ervand:ra(Dwf)
GRAINDAN senosel 51 o
Hagbubt vieieese
Ibb (DHE). .. ves
Gamli ;
BalinE £} uina
lancefron . .....
Crlok ..lqt--;-
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R=6
P-4
P-4
76
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JFly
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F-3

LR ]
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s ge v ur”
Ka;thy WOOd RAXRREE R
Joff Shaw ....
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Jerry: Kniaz

200000 ¢

9-11-12-14= 8-11
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Rich Orbain ,issees
Drew Hauma.nn anqnan
Dave McCormJ.ck a8

i. Kassock ........,tave Hamilton ...,
_Carandeer  (IWf). Jim O"DOWd ,uusesis;
."_Khrest (le) as. JOhn DOWning tesevan.

Ted Kozdus l‘.‘..;l

Flf—ﬂ'l? Eleasar(ﬂf). . Greg DeCeSare .....
#4/M4-Tinkerbell(Px) Dennis Daughetee .,
F3/M3 Knomix ($ELf) Greg Vansteel ,....
F1/M1 Xenodink (E1f) Matt Schaut ,......

m ip‘.l;i-
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Kondrus ...,
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Brother Bung ..
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G
G
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C~3 Morbelux .,....
Cel
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Fernando ..uneee m.:r:r Bailey
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Bob Karalungs - :...
Tim HGGHW lll’ill-ll
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“John Ulman s.eansts
"Bl Thomas .. eis’
Turt Vansteel ...4.
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Guy -Hostetler ,....

Sharlotte Heibling
Al Schlishinger ...
Mike Bartnikowski
Paul Michaud ,..ee.
Glenn Brooks ,.sess

([}-8 Pontifus isanne Tw Kniag TILiL
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T=3
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Alexa (4 EILf)
cantrick e oS RS
Umbar (Hob)
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Irene Ulman ..eeeee
Pat Champion (..oee
Pete ShaW .cessevss

Donalbane (Hob) Jeff Vansteel ,....
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Megic . '
Sword+2, A&S, carpet
Armor+2, potion
Swd+2, A&S, potions
Swa+l, B+3, potions
Swd+l, A&S, amulet
Armor+2 .potion
Axet2, Ax-bqw, scroll
Armor+l

Axe+ 1

Shield +1

 Spear+3, Shield+l

Arrow Ogre-Slaying
Shield+3,. 5 Arxows-l

swd+l, A, Wand, etc
Bow, potion, sct‘nll
5 ﬂrrm-rml

Rin.g;+1, 3¢mlls,ﬂa.mi
(wiped out) "
Bracers,Helm,Bag,etc
Ring+l, Hmﬂ.ﬂcrolla
Deggexr +1 Ecrolla
Pnt.ionﬂ

Et-aff _Hing-i-l ete
Mace I‘H.sr. 3 *ﬁ.;—l Scrls

Mace+2, Shield+3,5tf

Broom

Potion,Elven Boots
Potion

Amnr+1 - d.ead)

“(wiped : out)
Scroll, Boots

Elven boots.



(October, 2776 continued).

Back in Rythlondar's Golden Froth tavern, Fazzlefart and 01 discussed their poss-
ible plans for their free time near the ent df the month, After agreeing that they
had no business going down to the 7th depth of the Weir in the previous month, they
recalled that they had a score to settle with a certain fire giant dwelling on the 5th
depth, who had crisp>d their party badly back im July, BEnthused with the prospect of
teaching the giant not to be so rude to intruders (and of making off with his expect~
ed treasure hoard), they gathered the other tavern patrons who had missed going on
other adventures in October, . i

It was a small baid of six in all: sorcerer Faz, warlock 0d, dwarfemyrmidon Ervan-
dra, myrmidon Aviyak, dwarfehero Ibb, and Great Dod the vicar, They quickly made
thelir way through ihe twisting corridors and stairways of the Weir to the 5th depth,
having travelled tlc path often in the past, and got through the central statue room
with only slight delays obeying the imperious gestures and commands of the statue,
Finally they reachad the glant®s door. Faz cast his wizard eye, and Od ESP'ed., They
detected the glant and his two hell hounds, alerted by the party's scent or sound in
the hall, They cuvsed the 111 fortune that surprise was now impossible, and decided
to go ahead with their planned attack, Aviyak burst open the door with Ervandra .
ready to fire her magic crossbow and Ibb ready to throw his hammer, Behind them
stood Faz and 04, who each aimed'a lightning bolt’ht one of the hell hounds, The
bolts discharged, killing both hounds. Unfortunately Ibb and Aviyak were also stand=-
ing in the path of the bolts and veéry nearly died themselves, eisigg e

The giant was a little upset: at all this, and two more bolts which hit him as he
crossed the room did nothing to improve his disposition., He reached the magic-users
and struck Od with his huge sword, doing 26 .of 28 points damage. The mages dropped
back, and the wounded fighters stepped forward to ward off the giant, The gilant then
hit Aviyak as the mages frantically cast both a Fear and a Charm Monster at the brute,
The spells seemed to'be taking effect, but Ervandra struck the staggering giant and
killed ik, = r ki P 2, j : b I

They then rested, cured what wounds they could, and proceeded “to, begin a search of
the room. The giant had 1,000 GP in his large purse, and 17 gems intact in a smolder-
ing chest hit by one of the bolts..:The search was interrupted by 4 giant scorpions
who blundered into the room, With everyone searching for treasure, they were taken
by surprise and the scorpions charged to the attack. A large pincer caught Ervandra
and crushed her badly, while another did slight damage to Aviyak, Several.stings
were delivered, but the poison did little damage. Meanwhile the party recovered and
struck back effectively, finally killing the scorpions and having ong charmed., With
the three fighters down to 10 hit points between them, they decided to leaye the
dungeons immediately and returned to Rythlondar with what treasure they had gained.

John Van De Graaf AN 3
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RYTH_CHRONICLE _
Mumber VII September 1976

As was Toretold, this, the seventh Chronicle to be wrested from the mighty limbs
of Yggdrasill itself, contains various quaint maps, obscure legenis, improbable tales,
and even an esoteric discourse  on theclogy (or perheps philosophy?). The painstaking
compilation of such an opus has led to an unfortunate result: the reproduction -of
the maps by the unfathomable mysteries »f electrostencil has caused the cost of this
issue to double, This issuc therefore costs 60¢, and subscribers will be charged for
2 issues., All other issues, except for those beforc #4, cost 30¢ cach.

Chief Scribe and Slavedriver: John Van De Graaf, 37243 Glenbrook, Mt. Clemens,

MI 48043.. Other authors/artlsts/dcmons are credited for their contributions where
appropriate,
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(Bditor's Note: Soon after Benclux V departed from Esmigard to establish his castle=
temple in the eastern wilderness, a curious scioll was found in the Great Hall of
Esmigard by a.scullery maid. The masters of the castle being absent, the maid deliv-
ered the scroll to the Steward, who was unable to decipher the hieroglypihs and so in
turn delivered the scroll to Patriarch Pontifus of the Nameless Ghods, Pontifus
perused the scroll quickly, shook his head sadly, muttered something about rampant
ghodlessness, then sank into meditation and rcfused to say more. The Steward, being
a rather irtelligent persen, immediately recognized that the scroll must have been
the work of holy Benclux himself, and took the scéroll to the Shrine of the Flaming
Wheel in Rythlendar, whoro, for a slight reward, he devosited it in the hands of

one of the disciplos tending the Wheel, Benclux.rcjoiced to find the scroll when he
rgturned from the wilderness, and its contents did not remain a mystery for long.
Forsooth, the scroll was tnv text of Benclux's ncxt sermon, and explains muoh about
his actions,)

Some Notes On the ORDER OF THE FLAMING WHEEL, As
Put Down by BENELUX, Patriarch, Fifth in the linc
of Champicns of the Ordor (by Len Scensny)

The Order of the Flaming Whecl naturally traces its beginnings to the dawn of
creation, the beginning of time, when all was Chaos (as distinguished from the modarn
chaos, which is rcally of a minor variety). There were no men, gods, or any kinds of
creatures, nor worlds, nor stars, nor anything which we today could recognize. Neither
werce thére laws, nor reason, nor feeling, :

At some point, Chaos took on some form of order, There was no reason for this; it
just happened, and may unhappen at any time. Thus the universe we live in came into
being. The universe has the shape of a tremendous wheel of fire. We live at the
wheel's center, and its motion protects us from the flames of the rim,

One of the ruling forccs of our universc (not forgetting that all came from nothing
and will return to nothing) is the power of will and choice., These are what keep the
flaming wheel in balance and constantly spinning., The will to law is countered by the’
will to chaos, the will to good by the will to cvil. ALl make their choice as to
where they stand on thesc issucs, cven the lowest worm or unthinking plant -- it is
part of the naturc of all life. M »

It is the Jjob of the Crder to make this choice clear. Since the members of the
Order ‘also must choosz, we have picked Good as cur expressicn of will, and seck con-
flict with all that is'cvil -~ this will keep the universc in balance. We could have
chosen &vil with the samc results,

We have been accused of having an amoral theology which takes no account of the truc
meaning of life, This is nrot true. Our theology. holds that the truc meaning of life
comes from the principle of will and choice == it is whatevcr we make it, by ceciding



(Notes on the Order of the Flaring Wheel, continued):

so, For the Order, the meaning of life is to fight cevil, asking no quarter, and
giving none.

The Order itself was founded a short time ago by the first Benclux, now called
"the Wise", who was the first to scc clecarly the structure of the universe. Alas,
he was slain by orcs soon afterwards, but he had by then gathered a group of follow-
ers, who chose another champiorn by lot., This has continued until the present
Benelux was selected, and will continuc in the futurc should ke perish. :The Order
is now well cstablished, and there is 1itdlé chance bhat the Rythlondar~Roilgard
region will be without a Benclux.

Amen,
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A BRIEF, BRIGF HISTORY OF THE EASTTRN LANDS
- by John Van De Graaf

We shall not speak of the Early Days when Urth came into being and the many
creatures were set upon its surface. Even the clerics cannot agree on those ancient
events lost to the memory of men. The ghods, of course, tend to cleim the credit
for creating the world thus claim the right to rule over the woxrld., In view of tue
almost omnipotent powers possessed by the ghods, it would not be prudent for any
nortal to dispute either claim, For us in this history, it is sufficient to say
that many Ages came and went before the earliest event of any significance to our
present Age, which was the founding of the city of Midris on the southern shore of
the continent, and which begins the calendar wc nwW usc.

Before Midris was founded, all the lands which we know were sparsely settled with
men, elves, dwarves, orcs, giants, and other species. Constant wivalry kept their
domaine and populations small, Among the human settlements, there was a powerful and
influential priesthood, which vrefeired to keep the human factions competing among
themselves, By preventing any single human king from uniting mankind, the Priesthood
assured themselves of a dominant influence since they alone exercised sovereignty in
each of the human lands. ‘

In the year 0 by our present calendar, a cataclysm struck the continent of Exromorn
in the Southern Ocean and it vanished .beneath the sca. Some say those on Eromon had
defied the ghods themsclves, thus causing their own destruction from the vengeance of
the deitices. Others, however, say that Ramitaar inadvertently stepped on that land
during a celestial sport. Whatever the reason for the extinction of the land, there
Wwere some survivors.

One small band of survivors were aboard ship with Prince Othgrar when the disaster
struck, and made their way in a perilous voyage to the southern shore of our contin-
ent. His voyage is recounted at great length and detail in the Saga of the Divine
Wind, sung by the bards in the five day ccromony of Newyear, and need not be repeated
here. Prince Othgrar and his band established the city of Midris near where they
landed, and for the noxt five centuries the city-state of Midris struggled for
survival. MNidris did survive, however, and prospered as much as the Priesthood
would allow, ; : ; , . _ ' e

In the middle of the sixth century, the legendary Alocer ascended the throne of
Midris. A great warrior, Alocer managed to bring a measvre of peace to Ifidris by
building a small but powerful army and by winning spoctacular victories over some. of
his more powerful rivals, In 565 King Alocer dofeated the mighty Corsairs of Tartos
and rid the secas of that menace. Several ycars of peace followed this victory, and
AMocer grew restless and discontent., He turned scholar to occupy his time, frequent-
ing ancient librarics and remote monasteries of learning, and collecting books and
writings of eveory description., It was a harmless pasttime, and his kingdom rzan



smoothly without much active participation by Alocer,

In the yoar 472, Alocer gathercd a group of his his best warriors, sages, and
scribos and set sail for places unknown, Exactly one year lator Alocer returned;
with him was only onc of his original company, a young scholar named Morlock whoseo
frail strength and sickly constitution had made many deem him the least likely to
survive any journey. Alocer rolated a tale of adventure, now sct cut in the bardic
song of tho Voyage of the Swan, but the truc account of the journcy will probably
never be known. Alocer also had built a tall tower for Morlock, who formed a nameless
Guild into which were drawn the brightest youths,

Two years passcd boforc flocer set out on his first campaign accompanied by Morlock
and the Midran army. Alocor defeated the mighty Elcmani in a display of his old
skill in fighting, thon incorporated tho lands of The BElcmani into his own kingdom.
Morlock was sont as ambassador to the' wealthy mérchants of Hothver, and “two months
later Hothvon formed an alliance with Midris which reduced Wothven to a vassal state.
The Midran Empire was boginning. Further campaigns in the following ycars extendod
Mocer's rule and cach cnemy was added to the Empire, a rarc ovent in those days when
the vietor usually contonted himself with plundering the vanguished.

The Pricsthood grow concerncd at this rapid rise of onc small city-state. They
were not unduly alarmed at the possibility that Alocer could build an cmpirc to rival
their own, since it scomed unlikely that his success could continue indefinitely, but
they did notc that some of Alocer's stranger victories came when Morlock was with his
army, In the midst of battle, Alocer's cnomies would grow unusually weary, or fleo
in ncedless panic, or find a field inexplicably turncd to mud in the path of their
attack, They also worried that Alocer no longer paid the Pricsthood adequately for
the customary prayers for victory (which the Priesthood traditionally collected from
Foth sides beforc and after battle), nor did he scck their benovolent advico and
counsel., Whon Midran troope roached the Vaal River, the Priesthood decided to end
the problem, They eallod upen the barbaric hordes of the Nyangs, roused thom to a
frenzy, and gathored thom near the river, Vhen the Midran army crossed in 481, the
Nyangs attacked in overthelming numbers, Alocer was glain despite the valiant defense
of his army pushod to the water's cdge., Morlock's rage at the death of Alocer and at
the sight of Priests leading tho Nyanags caused him to climb a large rock and openly
use his powers of Magick, With intricate gesturcs and strange syllables Morlock dealt
death to the Nyangs and the Priests by fire, lightning, and conjurcd monsters.

Magick was not unknown, but it had been limited to the reclusc clves and other
magical croaturcs. Magick in the hands of men was a clear threat to the Pricskhood
and the Pricsts placed a Ban upon the usc of Magick and declared a Holy War against
Midris. The Holy War lasted ninc ycars, culminating in the final establishment of
the Midran Empirc under Alocer's son Califrar, and the defeat of the Pricsthood?

The HMidran Empirc cxtended its borders' north to the mountains and cast to the sea.
The Ryth River marked the western border of the Empire, and Rythlondar was founded on
the site of a fishing village in 737 to guard that watcrway. The Guild estahYished
by Morlock spread with the Empire, and innumerable small religions and cults followed
the ovorthrow of the power of the Priesthood.

The Empire grew old, however, and the later Kings were little more than tyrants,
The invasion of the g;ﬂﬂﬂlﬁ in 1167 resulted in the death of the last adult hoir to
the throne, and the Grand Vizier usurped the vacant throne from the infant heir. Even
though the Vigzier was the leader of the Guild, many magic-usors romaincd loyal to the
throne. The cnsuing struggle lasted almost 90 years, a civil war that ripped the
empire apart and ended only when an even greater menace appeared. The Rimgols roturn—
od, overrunning tho Tmpire from the north to the White and Amber lits. bofore Patriarch
Tynghod united the werring factions in the Groat Concord with the Crystal Grail, The
Rimgols woere ropulsed, and a great Citadel was built to rule the lands of the old
Empire under the Concord. The Concord lasted until the Grail was broken by the demon
Gragorn in 1446, followed by the Black Age until the banishment of Gragorn in 2112,

Thus came about the present ago, still plagued by monsters of the Black hge and
smzll, scattored communitics sproad throughout the oxtent of the old Empire.






A MAP OF THE KNOWN LANDS OF URTH
(Map drawn by Greg DeCesarc; scale approx. L.inehz 60 miles)
Castles:

Esmigard - home of Ragnar and Charmen

Orcsbane - built by Palriarch Pontifus and Elessar south of the Forest of Arnm, in
which lies the clf-city of Elpernon,

Castle of the Flaming Whoel - new stronghold of Benelux now being constructed
between the Weir and the Umber Woods (not shown on map)

Castle Chakor - located somewhere near Skull Lake, it is reportedly occupicd by
a very powerful, and evil, ‘loxd,

Blackwulf Castle ~ home of a neutral lord fond of jousting, located north of
the Whitc Mts. (not shown on map). Visited only once by adventurers.

Gryfus Castle - the Barony of an evil lord, who was defeated by Benelux & company
rcecently and promised to mend his ways herecafter.

Krung Thep - (not shown on map) rumored to lie in the delta of the Vaal River near
Zagros and occupicd by an c¢vil wizazrd and his fell creatures. '

Temple of Mu'Tassim - (not shown) lies along the Templar River, last occupied by
the unfortunate Yldog, an evil pricst of Vang, slain by Benclux.

Dungeons:
Tar Norgard, known as the VWeir
Morbundus
Ruins of Thon (on the island of Taru)
Kerwylon 1 o

Apo Kalyps (on the island of Tle-Mot Szander)
Qaverns of Rythwood

Other interesting features:

Lonely Mountain = home of the lawful wizard Talkien and his faithful Griselda, a
blue dragon : E . ’

The Nymph of the Enchanted Watcrfall - awaits visitors in the northernmost mount-
ains to the west of the Ryth River. Not rccommended for the faint ‘of heart.

The Land of. Bjornstrand = also to the west of the Ryth and reportedly in the far
north, it is said to be an evil civilization,

The Snowy Mountains = = cosmologists theorize that the-sky rests on the five

: prominont peaks of this lofty range, and that as the sky balances on this
fulcrum the sun rolls from side to side causing night, day, and alternating
sunrises on the east and west. More traditional cosmologists, however,
cling to the view that Arn drives his flaming chariot to visit Veluria every
two days and returns to his palace in the cast on the alternate days. Until
someone actually climbs the Snowy Mts., however, the argument may never be
settled, We hope that bumping the sky would not upset the balance ....

Citadel of the Concord - a legendary place located ncar Lake Oread, undoubtedly
‘dusty ruins by now, where the Crystal Grail was broken.

Rythlondar and Roilgard: - sister cities along the Ryth where an unusual number of
suicidal advénturcrs arc running amok. :

The Burning Lands - (off thc east cdge ‘of the map beyond the Rim Mts) a vast descrt
never traversed to anyonc's knowledge. A legend relates that the fourth
moon fell into the Burning Lands cons ago, causing the devastation of the
land and destroying the Pillars of the Ghods. Now makes an excellent
sandbox,
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GUIDE TO THE MAP OF H*ffi:mrrik;n R

1 1

Abbreviations: ' : : :
R - indigates.a tesidehnce} uaually constructed of’ sténé or brlck
T - indicates a tencment or aphrtmcn+ ‘house, mostly of wuuﬂ construction,

Taverns - sorve food and drink, sométimes offer other entﬂrtulnmnnt '
The Rampant Lion:’ ‘Ustally filled with rowdly off—duty guards of the Clty Natch and
A ‘ other adventuréus fighters. 'Garth; the tavernkecper, BCCMS: to
s S . . enjoy the brawls and often joins in.
The Silver Chalice: ;A frequent place’ ofs medltatlon by thirsty ciorlcs The*wlne'

: is good, but the company is rather sedate’ and pompous.,
The Golden Froth: Does a, good. lunLhccn busincss with the artisans and merch&nta.
il _ serycs only the ‘best at prlces to match.

The Brown Keg: Thrives on the prodigious-drinking habits of the- flshormcn and-

mariners. Reasonable prices if you like to-listen to fish tales.

The Cake & Ale: © A mixed crowd,.often frequented by edvonturers and’ by dwarves
! . from. Kal-Kaban bringing- their ccal and ores to towm.
The™ Oasiss Another watoring spot fer travelers and adventurcrs, being on the main
: . road south and last tavern-until the Forest -of frn, ‘where the
+elves: brew their own strange concoctlons.
The Eign of the Serpent:  Locatbd in the tenoment district,. and bcymnd tho normal
: patrols of the Mlatch, it is not a wisoc place te visit without
T el ;specific: business thexc, and then only with powerful friends.
The Rumbucket: Cheapest prices make it best place for serious drinkers..

Boardlng Houscs = provide TOOM and meals on monthly basis

Red Carpet : , o y i
The CGanopy :
 “The Graystone ; t
Ironcot o
Inns - overnight rooms and fami and drink to anyone StDpPlnb in
Wayfarers s
Oakpost; .
Silk sheet Py
Numbered buildings: . )
1. cmpty’ e . 9. Lantern Shop . .
2, Building Contractor i © 10, Fortuneteller
3. Enginecr Guild 11. The College of Mingora
. 4, Pawnbroker : 12, empty = . Mgy 2
.5, Linguist’ . ; ' oot empty bulldlng,
6. Pewtersmith :  Mérman statue (origin unknown)
g.‘Ropemcker ' 14, Alabaster Fountain °

,..Glassblower ME o 15..ghrine of the Flaming Wheel
Other places: '
The Ivery Palace: a notorious: gambling deh « . -
The Palace of Dallghta- Io place for anyone lauklng for unicorns
The Abbey of Saint Immen: a cloistered priesthood under vows of .silence.
The Gray Guild: If you have to -ask, you don't belong thero

The Grotto of Apurnagal: -abode of the Oracle of Tassim, if you belleve her.



MELTE PROCEDURE FOR MINIATURES

We incorporated miniatures into our D&D campaign very early. Not only do the
figures add considerable color and focus to an adventure, but they also minimize
arbitrariness and guesswork in resolving combat situations by depicting exactly who
can do what to whom, The following is an outline of the tactical rules which we
have evolved over the past two ycars of experimentation., We use a squarc grid
surface with each square 1", Realists may prefer a hexagonal grid or alternating
off-set square grid, but we find the simple square grid satisfactery for most dungeon
situations, Our scale is 1 square equals 3', with distances rounded to the nearest
3' (thus a 20'x20' room is 7x7 squares). Only one figure may ocoupy a square at a
time except in orpy situations, Remember that thie is a short outline, and the DH
will have to resolve arguments and add any extra rules for the desired degree of
realism; on the other hand, it is a game and excessive attention to minutae will
slow the mame, We havo nﬁt striven for porfect roalisnm, only for playable balance.

Set=up and Deployment
e keep the players' fipures set up in their normal marching order in a corridor
sized area (3 squares wide usually), When hostile men or creatures arc encountered,
the physical layout of the area or room must be represented on the board. Moveable
walls are quick and easy for this purposc. When the player figures are all deployed,
the Dungeonmaster must detormine surprise and deploy the hostile forces appropriately:
If either party is Surprised: deploy hostile figures D8. plus 2 squarcs away
If neither party is surprised: deploy hostile figures D20 plus 6 squares
These distances in squares are based on standard D&D encounter distances == they
often won't be appropriate for smaller dungeon rooms.

Melee Turns .

Ignore the "ten melee rounds per Game Turn" rule, Instead, combat situations are
simply divided into arbitrarily short periods of "real" time, which we call melee
turns. Each turn simply represcents the few seconds it takes for an unencumbered man
to walk 12' (4 squares).

The procedure for melee begins after the DM has secretly decided what the hostile
gfoup will do. The Leader of the player group may issue 2 brief instruction to his
group, then each player announces what his own character will be doing., The Leader
may announcc the action for any unplayed character in his group. Many actions requirc
several melee turns to complete and will therefore continue in the following turhs
until completion unless the player decides to abort or change his action:

It is assumed that all actions occur simultaneously on a given melee turn.

Surprise prevents any action by the surprised party for 2 melee turns.

Melee Movement

A figure may move if not engaged in some other action on that turn. Movement is
at the rate of 1 square per 3" of normal dungeon movement rate. Since the movement
rate of most D&D creatures is a multlple of 3, it is casy to compute. movement rates

AELOEH e ot TR 3" 6" 9" 1pm 1gm 18m 21w pin 30n 36w
Squares per meleec turn: 1 2 3 4 5 6 7 8 10 12

A fipure must face in the last direction it moved at the end of the molee turn
h A figure may move backwards at § normal speed (and can thus face' backwards)
A figure may charre at twice narmal speed if: s
1. On the preceding turn it moved forwards at normal or charge rate, and
2. The figure dces not change direcction during the charge move

Hand to Hand Combat

Figures must stop if they enter a squarc adjacent to a hostile fipgure. Combat
occurs after movement each melce turn, but before missile fire and spell effects, A
flgure may strike at any hostile figure adjacent. It is recommended that an inltlai—
ive system be used to determine the sequence of strikes in combat.




Melee actions and Turn Costs

A. Throw weapon: 1 melee turn to throw a weapon in hand; max, range 10 squares.

B, Rearm: 1 melee turn to rearm, and if dexterity is 11 or better may move at normal
mciee rate when not in combat. The DM may require additional turns or prohibit
movement if the character is doing anything more complex than drawing a sword.

C. Load or unload items: variable

D. Fire missile weapon: 1 turn if weapon is ready. HNote that boWws are not carried
carried around with arrows nocked without some risk or handicap (since "ready"
includes drawing the bowstring too).

E. Readying missile weapon: time depends on character's dexterity and encumbrance

Dexterity
MERE08 3-5 6-8 9-12 13-15 16 plus
short bow, sling 5 3 2 1 1
long or comp. bow 6 ly 3 2 i
light crossbow 6 by kL 4 3
heavy crossbow 8 6 6 6 5

Encumbrance effects: over 750 wt. - dexterity reduced one column
over 1000 wt - dexterity reduced two columns
1500 to 2000 - dexterity reduced three columns
no missile firec allowed if cencumbrance over 2000 or if
adjusted dexterity is less than 3.

F. Spell casting & mesic: time depends on spell or item, dexterity, and cncumbrance

Magic item or Doxterity
8pell dovel =5 6~3 0-12 13-15 16 plus

wand, staff, potion
1st & 2nd spells 4
3rd & 4th spells 5

3 (also Symbols & Power Woxd)
I

5th & 6th spells 6 5
6

1

1.

2  (also scroll spells)
7th & 8th spolls 8 3
Gth swsvsins iivaaas 10 8 5

Encumbrance effects are same as for missile weapons

~Nn FuwnN
(XNl WVIR L o

To cast a spell, the character must have one hand frece and may not move,

A spell may be aborted before completion and is not expended unless completed,
The casting of a spell is interrupted if the mage is struck by hand-held weapon,
The casting may be interrupted by missile hits: % is damage + total hit points

. Spells are completed in the movement phase of the last melee turn of casting,
but spells take effect at the same time as missile fire after combat.

W

Comments: This system tends to limit the usefulness of higher level spells in
emergency situations because of the time required to cast them. A simple lightning
bolt cast by a magic-user with average doxterity takes 3 turns; a fighter moving at
Armored Foot rate of 6"/turn can move 10 squarcs (30') in 3 melee turns if he charges
on the 2nd and 3rd turns. If a fighter can close with a magic-user, he is likely to
prevent completion of any spells while hacking him to picces. Thus the magic-user
must get his spells off carly and successfully, or clse be ready to run away to fight
another day.

The system also places a premium on dexterity. Encumbrance effects arc included to
limit the uscefulness of missile firers clad in full plate armor, and to limit the use
of magic-users ap handy pack animals,

Proposed initiative dic roll: each combatant rolls a 1lO~sided dic, adding 1 for
each point of dexterity over 10 plus 1 for cach normal movement point more than his
opponent., Highest die roll strikes first; cqual die rolls strike simultaneously.
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RYTH_CHRONICIE_

Number 8 Septcember 1976

The Ryth Chronicle is published irregularly by John Van De Graaf, 37343 Glenbrook;
Mt. Clemens, MI 43043, This issue continues the saga of the adventures along the
River Ryth from where issue No. 6 left off, Back issues are avallable as follow:

No. 1 (%0¢), No. 2 & 3 (75¢), ‘No. &, 5 & 6 (30¢), and No. 7 (60¢). Most issues cost
30¢ each, except for special (and expensive) issues like #7, and subseriptions can be
obtained by merely sending enough § to cover the number of issues desired. All are
available from John Van De Graaf. v

The Ryth Campaign is composed of a number of areas and dungeons and roferecs:

The Weir and lands ocast of the Ryth: John Van Do Graaf, DH (and the Gardens)
Morbundus and lands west of the Ryth: Len Scensny, DM

The Caverns of Rythwood: Paul Wood, DM.

The island of Taru and the Ruins of Thon: Laurie Van De Graaf, DM

The island of Kerwylon: Greg D>Cesare, DM

The island of Tle-lMot Szander and the dungeons of Apo Kalyps: Ray Ulman, D
plus occasional others . : '

These tales arc written by the patient scribe, John Van De Graaf, from the actual,
honest-to-Gragorn records of the expeditions, with only slight embellishments,

Latc Ogkobor  2776:  "ELESSAR RETURNETH", or “HOW THE WISH TWAS WON"

As the small ship landed at Rythlondar's docks, Elessar paced the deck in anger
and frustration at the abortive descent into the Ruins of Thon. He hadn't cven cast
a spell or swung his sword boforec being zapped by the evil mage, along with most of
his companions, Fortunate it had been that the tough changion Barnabas had survived
to summon Benolux to raise the many dead., Elessar's ressurcction was the only redecm-
ing aspcct of the whole trip == he had lost his +3 shield and his fellow castlz-diell-
cr, the worthy patriarch Pontifus, had failed to return from Death's shadowland, and
lay in state in the Temple of Tynghod awalting burial,

Perhaps, he thought, he might salvage something of the month by paying a short
visit to the nearby ¢lf community in the forest of Arn., Although they were gaid to
little contact with outsiders, Flessar folt sure they would welcome a visit by an
adventurous elven horof/enchanier, Besides, Elessar's own castle lay just on the
other side of the forest of Arn, so it was not out of his way,

Aftor two days travol, Elossar reached the center of the forest and stood before
the swift river which circled the clven city of Elpernon, A narrow wooden bridge
gpanncd the water, but he observed no guards, Not wishing to innocently intrude, even
on fellow elves, hc hailed the woods beyond the river and requested to be takon 1o the
elven king. A small group of elves cmcrged from the far forest, and bid him entor
after inspecting him closely: They then escorted him to the elven king's rosidence
in the center of the forcst-city. _ ' :

The king and Elessar spent scveral hours conversing of his adventurcs and misfort-
unes, and Clessar found the king's daughters to be fair and winsome. Elessar suggest-
ed that perhaps thc king would like him to help guard the clf kingdom, but the king
declined whon Elossar asked in roturn that he be allowed to take a group of young
clves with him to guard his own castlc. As the sun neared the horizon, and the winec
was taking its usual offect, tho king said: "That locks like an cxccllent sijord you
have in your scabbard, Elessar, would you allow me the honor of cxamining it?" Elessar
was proud of the lawful sword of cold which he had gained through a Wish, and drow it
out for the King. "Why," said the king, "it looks just like my own Snostrike that
vanished six months ago. In fact, it is Snostrike! Witncss the same missing gem on
the hilt and my mark on the blade!"™ Rlessar rcacted quickly to this unoxpected sit-
uation, cxplaining how "he had Wished for the sword and did not know whosc sword it
was, then offered to give it back to the king (concealing his reluctance rathor woll),




After rcturning the sword, Zlessar pointed- out that he was now without a magic
weapon, which would put him in grare danger in his futurc battles iith evil, and that
he had taken good carc of Snosirike '.nd his battles had cnhanc x> its noble reputation.
The king agreed, and offered to let him pick anothor swsr! Trom his collection. A
chest was brought in which contained sovoral Plrﬁ;u1lj iirapped swWwords. The king apol-
ogized that the best swords verc need by thp Tingdoa's own fighters, but perhaps one:
of "these would lessen his loss. He offer d tnom one at.a time to Elessar, who. reﬁect~
ed each for lack of special qualities or for excessive obsessions. Finally one sword
was left, and the king handed it to him saying its qualities were unknown and the
sword unused, for it-was given to the clves long ago with the curious instruction
that they should kcep it until one came to claim it. In any evenbt, it was Elossar's
now, and he departed soon after to his own oastle

Examination and practice with his new sword soon reovcaled that it lacked any
power of communicaticn, thus having minimal intelligence, and was of the lowest -order
of cnchantment for increasing his hit probability. Tne following day Elessar rode
back to Rythlondar, and stopped to tcll his sad tale to Benelux over a generous
sacramental libation, After listening to Elessar, Benelux asked if he had tested the
sword for Wishes., He hadn't, Toghether they went to the Temple of Tvnghod for
Pontifus's funcxal service, and Tleasar put his hend on the hilt of his sword and
Wished that Pontifus were alive again. From the coffin camec a faint tapping, which .
sp011ed the rest of the ologant services that had been.planncd for the burldl

M-
November, 2776:

Champion Barnahas, lonc survivor of the ill-fated cxpedition to Thon, was ‘soon flt
for an expedition the following month, = Aftexr talking to:Charmen, and then rumiing

~into Elessar (who held him accounmeble for the disaster despite the fact the', but
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feor Barnabas, none would have returnod), Barnabas dccided to Journey to the nearby
Beanstalk which was reoportedly shranger, but loss doadly. Ho gathered for the txip
sorcerer Kbdiak with his rln; of protoctlon and potent serolls, half-e=1f Knemix,

a swordoman/conguror, lama Fernando with his mace of disruption and magic armor, and
sorcerer Sondin, The lattor two had Just rcecovered from: thelr ressurcctions, and
Barnabas hoped to make amends with treasurc and magic, Barnabas tOQk his sword Tingel,
Slayer of Monsters, and his adamantite shicld.

They found the climbing easy up the spirnllng Ena;stalk flnhlly entering the thick
mist at the top until they came upon a bright landscape beside the beanstalk., Bravely
stepping off the beanstalk, they found themsclves in a courtyard, surrounded.by a
thick hedge broken by pathways leading off in difforént diroctions, and containing
flowers and trees, An inscription on a sundial informed them that they were in the
Gardens of Jacour, which meant nothing to them, They tock the pathway to the right,
which led them on to various other courtyards and garden arcas, In one garden, they
overcame the weird effects of the purple passion plants to salvago the magic spear
previously dropped by Grobar. In another, thoy fought for their lives against a
gigantic cobra 1lily which engulfed its prey in a single snap. In another they dis-
covered a pair trece, and learned the true mecaning of “a parsnip . in a pair tree",

As they gave up hope of finding anyone or anything besides the horticultural
splendors and monstrositics, they came upon a girl tending an cmpty garden, but she
was of little help in unders tgndlng the n@turc of the. Gardcns for she refused to.
answer truthfully most of the tino,

They finally descended with overydne- stlll alive,. though wounded, with over 4¢,000
GP in trecasure, plus some uscful scrolls.

R

Far to the south in the Occan, a group of cxglprera came upon a strange, round
island. Intrigued, they dropped anchor and set out to explore the small isle’. They
found that the only structure on.the island was. a Tomb of unknown, ancient origins.
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In the group were: Tinkorbell vs Ml Sermonet C5 Clickham M5

Tei Pan Fh4 Morbelux C3 Benzene: M3
Gamii F3 Baldur Bard2 uedenburg ML
Khrost Fl Carandeexr F1 Id ML

In their exploration, they escapsd fiom a pursuing iron golem, then entered an
octagonal room where they killed a giant hog and gained a sm2ll treasure. In a 30'
corridor, they oncountcred a party of evil men, killing the magic user and 9 fighters
and Charming the cleric. The corrador led to a room guardiéd by 4 gargoyles, which
were defeated in a fierce battle, and gained a substantial treasure, They decided
to leave, and wore chased by a group of fighters and killed a fire ant before reach-
ing the exit. They gaincd 9,738 GP and several magical items.

ko

Sorcerer Fazzle anld Warlock Od decided to make yet another Journey to the 5th
depth of the Weir. With them went Ervandra, female dwarf myrmidon with her megic
mace and crossbow, Ibb, a dwart hero with a magic shield, ranger-scout Achilles,
patriarch Pontifus, hoping the expedition will be less disastrous th.s month, lana
Ydol the Pius with his magic mace, shield, and staff, and. new acolyte Magister.

The group decided to go ‘after the Coven of the Umber Stone, where last time:they
had been forced to lecave when Faz had been Feeble-minded. Passing through the octage
onal room with its unpredictable statue, they passed through the rune inscribed deor
into the corridor north. They decided to listen at the door at the end, even though
they had killed the 4-armed gargoyle last time, and they heard clawed footsteps-a:ud
leathery wingbeats. Thus forewarned that the creaturc had been ressurected, they
doployed for battle, burst open the door, and slew the creature before it could land
more than a single blow on Ervandra, They continued past the door to the ‘known aren
of the Umber Stone Coven, and listened at the door at the end of the corridor. Hear-
ing a heavy scraping sound, Fez and 04 readied their bolt spells and Ervandra opened
the door. They surpriscd the il-headed fire breathing hydra and the two powerful .
bolts of lightning quickly dispatched the monster. A search of the room disclosed a
very small treasure and no doors other than the cne they had eniered through. Back
into the corridor they went, Jjust in time to run into. some fighters standing at the
door to the Coven. A brief conversation ensued, with noticeable suspicion on both
sides, until the. fightcrs left through the door to the coven. Upon noticing that 2
of the fighters remained Just on the other side of the door, the group decided that
surprise would be. impossible and that it would be best to go elsewhere.

On their way back to the main statue room, they tried another door, finding an
empty room, but diligent and meticulous searching uncovered some gems. They returned
to the main room, and chose the door marked with the rune of Joy. They followed one
of the corridors to & strange room with a ‘series of blinking lights and some buttons,
which whon pushed changed the light patterns but nothing else seemed to happen., In
this room, Faz decided to try a wizard eye to scout the .Coven, which he did quite
thoroughly, -and learned that surprise indeed had been lost on this trip, and that the
head mage appeared to be rather impressive., They then left the Weir, pausing only to
slay 3 ncutral werebears who attacked them on their way .out..

%

A brave group took.ship for the island of Taru to descend to the 3rd depth of the
Ruins of Thon despite news of the disastrous result of the last party to enter those
dread deptbu The group was led by paladin-myrmidon Anred Datan, armed with his ench-
anted sword, armor and shield, and was composed of swordsman Orlok with his magic bow,
Wwarrior- Kassock, vetcran Xertar, a half-elf whose name is lost, Vicar Bung, acolyte :
'Oliman, theurgist Koadrus; medium Tur Key, and hobbitt-pilferer Bellabane, In their
wandering, they stumbtled into a fierce fight in an ogre den. A4s they fought 4 ogres,
2 more rushed in through a secrct door at their side, placing them in a precarious
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situation, but they cventually prevailed. They then found two mother ogres with two
cubs., The mothers attacked in a frenzy to protect their cubs, and had to be killed,
Anrad refuscd to slay the cubs and took them with the party, even though the cubs kept
trying to bite theoir ankles. They continued on, killing a wraith, 5 hobgoblins, a
hell hound, and a displacer beast. The hell hound breathed its fire upon them, which
killed the ogre cubs along with Kassock, Xertar, the half-ell, Tur Key, and *Oliman.
They gained a total trcasure worth 11,250 GP and a set of magic bracers.

R

In early November, Benelux announced to his fellow residents of Esmigard that the
time had come for him to journey into the castern wilderness to Legin construction of
his own fortified temple to further the objectives of the Order of the Flaming Uheel
Athelfrar, Charmen, and Ragnar offered their assistance in the enterprise, and with
them went Tlessar, fvivak, and Balin. They took the road past the Weir iuto a clear
area between the White Ifts. and the Umberwoods, where Benelux found a suitable site
for his edifice. In the next few days, they cleared the land within 8 miles of any
nonsters, which were: 8 ogres, quickly killed with a fireball and lances; 12 gargoyles
who tried bravely to overcome the powerful group of humans; and a number of sabertooth
tigers hidden in a forested valley, with whom Benelux Talked and did not slay {since
it was clear that they were not evil and would not leave the valley).

With business done, and little treasurc or experience gained, the group decided to
explore the wilderness further looking for adventure. They had confidence in their
strength and power. Benclux was a full patriarch, with the snake'staff won from Yldog,
his ring of protection, and a gold pearl gained on Kerwylon. Superhero Ragnar carried
Quicksilver, which could Charm Person, his great spear, and his magic armor. Sorcer=
ess Charmen still had her wand of cold and ring of protection, and carried as well
the brazier commanding fire clecmentals, She also took along her bocks of spells on
a spare horse (being too heavy to carry otherwisc)., Elessar the clf, a hero/enchant~
er, carried his magic sword and armor, and a potion of glant strength. Ranger-warder
tthelfrar conld take even more wounds than Ragnar and was magically armed and armored.
Myrmidon Adolph Aviyak and dwarf swordsmal. Balin also were well armed. They soon
came upon a copper dragon, which, being neutral and not particularly hungry, ignored
them and flew away. When they continued south to the foothills of the Uhite Mts.,
they met a man in shining armor bearing a white shield upon which was a red cross.

They hailed the stranger, who weuld only converse in the lawful tongue, and learncd
that he was a paladin-lord on a quest *to destroy the evil tyrrany of the lord of
Gryfus Castle to the south. When asked why he was so far from his quest, he admitted
in an embarrassed voice that he was lost, and that he was having little luck-recruit-
ing volunteers to aid him-'in his mission. The party conferred, and decided that this
was a worthy adventurc’ to attempt. Thus they told him to lead them to the evil lands.

After a few days' journey, and a brief skirmish with 3 manticorae, they reached
a village of the ovil barony. Most of tlie inhabitants were simple peasants and figh-
ermen, but two werce clearly oversecrs of the Baron although armed only with whips.’
The group struck quickiy, subduing one oversecr and Charming the other. After ques-
tioning them for information, they instructed the Charmed oversecr to go to the Baron
and report a riot in the village. As the oversecer rode off, Benelux set his trap on
the outskirts of the village. Several hcurs later, the hidden party observed a huge
giant approaching along the road ~-- it -was one of the Baron's 3 glants. Charmen and
Ilessar cast their dcadly fireballs on target, and the giant vanished! Knowing that
the Tireballs weren‘'t that powerful, they rcalized they must have destroyed a phantasm
or illusion, though they hadn't scen any mage ncarby. They decided that it would not
be wise to spend the night in the village, so they departed to a nearby woods to make
camp. Around the campfire,.they discussed a plan of action and decided to raid the
outlying villages to draw the Baron and his troops out of the castle and city where
the party might hope tc defeat him, 4As the corference ended, they hecard a twig break
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in the forest shadovs. tdr07u< cast a Continual Light, but no ons could be seen.
They searched, and £ihelizer found footprints nearby. The captured cverseer had
warned that uhe Baron's wizacd seemed to know everything happening in the lands, and -
it appearzd that their inyvisible eavesdropper could have been the wizard. That
night Charien and Elecsar took turns stunding guard with Detect Invisible spells,

The next day, they put their plan into actien. Circling the city area, they
visited the villages in the western portion, capturing the overseers and occasional
weak guards, until they had twelve of the baron's minions Charmed by Charmen or Quick-
silver. Still they had no.sign-that the baron had left his castle, nor did they
detect further visits by the invisible mage. With invisibility spells of their own,
thoy sent Ragnar's flying carpet into the city with Benelux, Eleusar, and Athelfrar.
In the town, they visited the merchant, a distant relative of the baron, who told
them a quarter of the baron's trocps had marched out of the city during the previous
night. The merchant, who stood to inherit the kingdom should the baron and his son
be killed, told them of the strained rclations between baron and the clerics of the
Temple of Emulb in the city; on the other hand, Listrius was rcluctant to help them
since he had a monopoly on foreign trade, at which he profited more than he cared to
risk, They left, aud flew over the countryside locking Tor the baron's troops. The
force secmed to have vanished from even their detecct invisible spelis == they suw
only empty roads and small groves of trecs, no place where a sizeable force could
hide. They returned to the rest of the party to inform them of the result of all this.

The next day they returned to the first village, where they again scouted tae
countryside and the castle.. Gryfus Castle was built in the middle of a lake. The
only approach being a long causcway from the city, and a frost giant guarding the
roof of the castle, they still felt the castle could not be taken unless the baron
and his giants could be slain first. But how to lure him out? Defeating & sizeabls
poertion ¢f his army mlght do s0, but they couldn't even find the forces. The only
thing left was to openly pose a threat by advancing boldly toward the city walls to
draw someone out to do battle with, So they marched south, Elessar still invisible
riding the carpet, with the twelve Charmed fighters making their group look a bit
more impressive, in numbers if not in strength.

. Halfway to.the city, they came upon a scvered head atop.a pole in the road. At
their approach they recognized it as the head of the first Charmed overseer whom they
had sent to the baron, and the head spoke to them, saying “Now you will share my doom!™
at which the grove of trees on the west side of the road turned into a force of fifty
mounted knights with leveled lances beginning a charge, of which half were bowmen
tnose long aroows began to rain upon them, The party .turned to meet the attack, and
Benelux began to summon an Insect Plague while Charmen began a Fear incantation, The
real threat, however, was behind them on the other side of the road, where the baron's
wizard {actually only a sorecercr) negatod his invisibility and cast a Fireball into
the midst of the unsuspecting party., The Fireball burst with 24 points of damage,
killing all of the party's horses and Charmed fighters, and severely wounding the
entire party. .Elessar turned visible and cast a lightaing bolt at the mage, and
Charmen cast a Charm. Unfortunately for the baron, the sorcerer failed to dodge the
full efféct of the bolt and died. - Charmen and Benelux's spells, meanwhile, had gone
off  just as the Fireball hit, and most of the knights (or their horses) and bowmen
had.fled in panic. Elessar chased and slew a large number of the troops from the
carpet.,

The action.was visible from the castle ramparts, several miles away, and Baron
Mandrul was incensed at the loss of fifty troops and his highest magic-user. He paced
the battlements in anger and rrustraiion at the sight of the entire enemy party still
standing. Finally he called his scn, a swashbuckler, and instructed him to guard the
castle, for -he had deocided tc teke the giants and his personal guards out to destroy
the invaders. The prince could not'dissuade him from such rashness, and he gathered
Liis guards and glants for the coming battle and marched out of the city.
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Meanwhile, Beneclux ani his companions were tending tc their wounds on the battle-
field, thankful that the barcon’s mige had not been quite strong enough to destroy
them in his arbush. Thoy hnﬁllittle roas, however, for ithey socon obscrved the baron's
giante and the dust of his mounted party approaching from the south. They barely had
time to deploy into an open formation wuen grecat boulders hurled by the glants began
to fall in their midst. The boulders were easy to dodge at that distance, but one
did land upon the luckless paladin, killing him instantly. The baron was at a severe
disadvantage since his only magic-user was & mers theumaturge, whereas the party
still had two fireball spells and Charmen's cold wand, which took a deadly toll as
the baron tried to close the distance. In addition, Charmen succeeded in Charming
one’ of the frost giants. Only one of the other frost giants and baron Mandrul him-
self managed to get within striking distance. The giant was slain by Athelfrar and
Gamli, and Charmen got off a successful Charm spell just as Mandrul neared her. The
fight was brief, and very one-sided.

The party still wanted to get into the castle, especially since Charmen's books
had gone up in' flames in the ambush and she hoped to gain the sorcerer’s books to
replace her own. With the castle still guarded by the prince and over 100 regular
troops, it was decided that ransom for the king would probably be refused by the evil
son. So they decided upon a ruse to gain entry., With Mandrul and his glant under
Charmen‘s control, they explained what he had tc doi pretend that he and the glant
had defeated and captured the party; and thus take them into his castle as nis “pris-
oners". The rusé worked beause the party was truly a sorry sight with their wounds .
and scraps of burned clothing. Once inside the castle, Mandrul took his son aside
enabling Ragnar to strike him with the flat of his sword, and Quicksilver Charmed him,
Tiey procecded to gquietly loot the castle, with the help of Mandrul, his son, axd the
giant, News of unusual happénings in the castle had gotten out, the Temple of Emlt
had closed its doors and Lystrias the merchant had left town with his valuables and
a small but powerful band, The adventurers hed no desive to stay any longer than
necessary. They instructed Mandrul to hereafter rule his domain with Jjustice znd
mercy, which he of course promised to do, aud departed with their wealth. Unfortun-
ately one of the lower magic-users had made off with several of the sorcerer's magic
books when he escaped to tell Lystrias, so Charmen could not replace all of her own
lost books, and her companions all contributed to the purchase of replacement books.

They then returned to Rythlondar along the road with 121,000 GP worth of treasure.

Kot
December 27761

Benelux returned to his castle site briefly to lay the cornorstone of his castle,
then returned to, Rythlonlar to join an expedition about to descend into the Weir, In
the group were supérhero Grobar BenGon, myrmidon Aviyak, pixie swashbuckler/thcurgist
Tinkerbell, dwarf hero Gamli, elf swashbuckler Elessar, sorcercss Charmen, theurgist
Benzene, vicar Morbelux, and burglar Catrick. The group descended to the seventh
depth, where they explorcd varisus rooms and killed a harpie, 3 umber hulks, 4 bug-"
bears, and two hellhounds," Passing through a corridor filled with fear gas, they
came upon a troll lair where they slew the 12 trolls and gained a goodly treasure.

As they left the seventh level, they éncountered the spectral form of a lich,
Elessar swiftly grabbed the hilt of his sword and Wished that the lich werc totally
obedient to him. The lich ceased its incantation and gazed cbediently at Elessar,
who approached the lich and instructed it to be friendly to him and his companions.
"Yes, master," said the lich, fondly patting Elessar on the head. Unfortunately the
touch of the friendly lich ‘paralyzed poor Elessar sc he could not countermand his order
and the lich turned to be friendly to the rest of the party. Benclux was forced to
use his rod of cancellation tc unknit the mizhty spells holding the lich. together, as
both the rod and the lich turned to fine dust. They also met a vaunpire, upon which
Charmen cast a Hold Monster enabling the fishters to easily drive a stake through its
undead heart. Benzenc and Aviyak'died, but 3enclux raiscd Aviyak.
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Soon afterwards another party descended into the Weir to explore the 4th level.
The members of the party were ranger-guide Achilles, herc Hagibut, dwarf hero Baiin,
elf hero/theurgist Knomix, bard Baldur, lama Fernando, curaile Dod, a young acolyte,
thaumaturge Clickham, conjurer Harad, medium Desmerg, and hobbitt-robber Umbar,

The first room they came to on the fourth level contained 3 giant beetles. The
group heard the beetles, opened the door, and rushed into melec with the mages
throwing a sleep spell. The spell had no effect, and in the cnsuing battle the
beetles proved to be mighty foes, for they killed Hagbut, Balin, Knomix, Baldur,
Dod, Fernando, Umbar and the acolyte before being slain themselves. With only 4 of
the original 12 in the party still alive, they scarched the room, finding no treasure
much to their chagrin, and left after a bricf encounter with 2 wandering mages. The
survivors summoned Benecluwm and Pontifus to the scene of the disaster, finding the
bodies still there, and all but the acolyte survived the ressurection spells.

XK

Ragnar decided to visit the unexplored 7th depth of the deadly ruians of Thon in
the month of December, so he gathered a very strong group for the veuture: Ragnar
himself carried Quicksilver and a javelin of lightring gained from Mandxul, champion
Barnabas bore Tingel along with his mighty spear and adamantite shield, ranger-iwarder
Athelfrar also carried a Jjavelin of lightning and wore excellent armor, patriarch
Pontifus had only his magic’ armor but hoped to acquire some new items, curate Bung
had only elven boots and 'a potion, sorcerer Kodiak had 3 good spells on his 2 scrolls
and a ring of protection, and sorcerer Sondin relied upon his spells alone.

From the circular staircase the first room contained 6 giant apes, which fought
well, In the next room they found a rust monster which they defeated wih magic,

Then came a smaller 20' square room with a star in the tile floor and an cagle statue \
on the wall. They were unable to detcrmine the significance of the room,” but suspect-
ed bicentennial fircworks, The oppositc door led to yet another room, this one with

a lever on the wall, After listening to the other doors, Ragner pulled the lever,
causing an unknown door to open through which 2 robots emerged. Rather than fight
these enigmatic metallic creatures, they fled through one of the other doors and

found themselves in a cockatrice den/rOost. The five-cockatrices charged the party,
but the javelins and bolts killed four of them. The last one ran straight at Ragnar,
and he had to kill it in combat. His.friends noticed an unusual amount of perspiration
on the superhero's brow after the creature was slain.

As they rested and scarched the nests, 4 chimerac burst into the room. The party
was not surprised, but the evil chimerae inflicted many wounds upon -the three fighters
and two clerics before being defecated. Pontifus and Bung tended the wounds, especially
those on Pontifus himself before continuing. While thus resting again, Kodiak cast
a Wizard Eye to scout the nearby areas, and the party chose a door leading to an umber
hulk, The hulk was surprised with its back to the door, and was slain before it could
even turn around. A good treasure being gained, the party next assaulted a room with
4 manticorae. The manticorac were defeated with magic to conserve the fighters'
strength. The next room contained 8 spectres, Pontifus Turning 7 of them and the last
survived tho javelins to die in hand=to-hand combat with- 3 nervous fighters. They
then tried one last room, and killed the 2 8-headed hydras inside, then decided to
leave and not press-their luck further., No one died, and they had gained over 67,000

GP in coins, gems and jewelry.
XK

Back in Rythlondar, Fazzle felt ready to tackle the 6th depth of the Weir., The
group he formed consisted of himself, a sorcerer with bracers of defense, a helm of
brilliance, and a bag of holding, warlock 0d with 2 scrolls, dwarfess-myrmidon Ervan-
dra with her crossbow of accuracy, dwarf-swashbuckler Ibb and his magic shield, swords-
man Lancefron, lama Ydol the Pius with magic mace, shicld, and staff, curate Sermonet,
adept Magister Ludi, and acolyte Bede. On the 6th level, they cntered a lerge cavern
containing 2 balck dragons. -Two lightning bolts killed the larger dragon before it
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could spit its corrosive acid, butithe smaller dragon managed to strike back, inflict-
ing 18'p01nts of damzge on G3, Ervandra, and Ibb plus lesser wounds on some otrers..
The young black dragen did not survive the next two lightining boits, however, and the
party began to search the lair for treasure. As they loaded the treasure into their
bags, 3 glant bestles emerged from one of the narrow passages ou’ of the chamber and
attacked the group. ~ The beetles were beaten, but the wounds they inflicted conv1nccd
the group to leave the Weir with the treasure alrcady gained (over 61,000 GP).

R
January, 2777:

The new year began with an expedition to the 3rd depth of the Weir. In the group
were dwarf-hero Gamli, hero Hagbut, elf-swordsman Khrest, a veteran, Baldur, vicars
Dod and Sermonet, thaumaturge Clickham with a robe of protection and a potion of .
gaseous form, conjurer Harad, seer Gedenbry, and apprentice thief Donalbsne., They
made their way to the third level and cntered the first room they ceme to. In the
room was another door, above which was the inscription "The treasure of Labyr lies
within, but those who enter shall not pass this way again." The significance. of the
inscription eluded them and they entered the door. As the door closed tehind “them,
they discovered no way to open it from the other side -- a one-way door. It didn't
take them very. long wandering the narrow passages to realize that they were trapped
in a maze filled with scavengers. The ochre jellies, yellow molds, green slimes,
carrion crawlers and other scavengers Were casily dealt with, but their supply of
torches and flasks of oil steadily diminished and the occasional wounds began to
reach significant proportions.” With only 2 torches and a single flask of oil left,
they despaired of finding the cxit and returned to the one-way door where Clickham
used his potion to slip through the door and open it from the other side. They had
fourid 5,000 GP in itreasure in the scavengers and Donalbane had' died, so they decided
to leave the dungeon and returned to Rythlondex,

Hedx

Paladin~myrmidon Anrad Datan decided tc investigate the strange Beanstalk planted
by Benelux, Charmen and Flessar. With him went dwarf-swashbuckler Ibb, swashbuckler
Tai Pan, ranger-guide Achilles, veteran Parsifal, lama Ydol with his magic mace and
staff, bishop Bung, sorcerer Kodiak with his ring of protection and 2 scroils, and
theurgist Knodrus with his broom of flying. ;

The walk was.short to the Beanstalk growing beside the road to the Weir, and the
gentle spiral of the thick stem allowed them to climb easily into the mists high
above the.landscape. Entéring.thebcdurtyard.of the Gardens, they decided to explore
the dewse -foliage of the tall tree to their right, heedless of the ominous black
shapes which glided overhead. -Kondrus with his flying broom was selected to fly
above the hedges to scout the upper branches of the tree and survey the arca. As
Kondrus rose above the hedges on his broom, the huge black shapes converged on him,
He tried to dive, but the great falcons reached him in a flurry of wings and talons
before the party could cast any- spe‘ls. Then one of the falcons flew off bearing his
lifeless body and the broom in its talons. Anrad recovered from the shock of this
sudden dlsaoter, and’ 1nstructed Kodiak to siummon a silver dragon with one of his
scroll spells. Kodiak read the. spell, and in'a few minutes a silver dragon- appeared
out of the misty entrance and asked why he was Summoned. Kodiak explained what had
happened to Kondrus, then Anrad asked the dragon to help them recover Kondrus' body.
The dragon rosc up and peered above the hedge tops., "Where did the birds carry the
body?" it asKed. The party adnitted they had no idea where the body had beon talken.
"Thexe are many birds and mahy trees" said the dragon, "Even with my help, is it
likely that we would not -£ind the ‘body and; that most of you would perish in the
attempt, It would ‘be wis or for e :to accompany you aways‘ perhaps you will chance
upon a. less risky means’ of’ réehvering your mage's body."

Thus thoy sct’ off one af tha pathﬂcys intn the Gardens with a silver dragon instead
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o the unfortunate Kondrus. The path took them to a garden of purple passion plants,
where vetcoran Parsifal becawe hopelessly enamored with ‘a lovely rialac bush and nad to
be carried away by the silver dragon., A short distaonce iater, fArnrad turned the group
around and led them back into the -same garden, instructing them to close their cyes,
The intoxicating scent of the passionale blooms affected Tal: Pan this time, and later
Kodiak had to usc his dispel magic spell (with some trepidaticn since the cntire
place emaninated magic and Xediak had no desirc: to unknit everything, it being a long
way to solid ground beneath),

-~ They next came into a-large garden of barren soil, where they conversed with the
only human they werc to meet in the Gardens. She said she could not tell them where
any treasures werc, nor where Kondrus® body might have been taker by the falcons, but
she did provide scme information about the nature of the Gardens. She also gave them
a seed from her small bag in exchange for a gem. They next came to a plant with
5 small blossoms, Anrad picked two of the blossoms, but both wiited as scon as he
passcd them to someone else. They shrugzed and continued -on.

After much wandering, they found some golden berries, which they picked. Next they
gazed upon an oak trec in a heavy underbrush of short bushes with 3 iobed leaflets and
clusters of white berries. A small wooden structure hung from one of the lower
branches of the oak trec, so fnrad, fAchilles, and Ydol strode through the undergrowth
to examine the birdhousc. Finding only a nest, an cgg, and an upset sparrow inside
the birdhouse, they picked some of the white berrics and passed them around. It vas
a short while later that the painful blisters on their hanls and legs enabled them to
figure out that poison oak should not be handled. In yot ancther garden, Achilles
picked a flower from a stately 6° bush, which.immediatcly Fireballed in wrath, almost
killing Achilles, and then procecded to deliver a long, stern lecture on piety and
reverence, In another gerden was an ancient plant with smell black berries, This:
time Anrad tasted one, and slowly began to age at the rate of 10 yecars per hour.
Elsewhere they tasted the necctar of a heneysuckle vine, some finding it of great
benefit, but fnrad onl Koliak swwllnweu bees which stung them and Achilles was poly-
morrhed into a buttorflv Brothor Bunz witli his great dexterity caught the fluttering
Achilles in Kodiak's tall pointed hat whexe he was carried for the rest of the oxped-
iticon., The silver dragon had remained with them during all of this, not becausce he
had to but because he found it quite humorous -- a party led by a rapidly aging
paladin scarcely able to talk with his swollen throat and unable to usc cither hand
because of his painful blisters. Anrad, for some reason, failed to share the dragon's
vicw of the situation. Parsifal, not quite right after his passion for the lilac,
%ept muttering that "Ye have to got to the root of this problem," and "We should leaf
this alone,™ and "I think we nceded a better plant of action."

After more experiences with a gigantic cobra 1lily, venus man-trap and other odd
delights, the group descended the Beanstalk with over 30,000 in treasurc. “Anrad was
relieved to note that the aging process was beginning to reverse and Achilles survived
his polymorph back into normal ranger-shape.

EHH

Far to the south, a shipload of adventurers headed for the dungeons of Apo Kalyps
on the remote Ile Mot Szander. On the ship were warrior Carandeer, warrior Kasscck,
swordsman Lancefron, elf-veteran Xertar, warrior Khrest, seer Iskar, medium Benzene,
medium Desmerg, adept 'Oliman, curate Merbelux, pixie swashbuckler/theurgist Tinker=
bell, and burglar Catrick. In their foray into the dungeons, they defeated a band of
orcs, 4 different groups of fighters, some giant rats and giant spiders, and ten
goblins, Everyone cmerged alive with over 11,000 GP in treasure.

F
On the island of Taru to the north, a strong group returned to the 7th level of
the Ruins of Thon. The party contalned surerhero Barnabas, superhero Ragnar, dwarf

hero Balin, elf swashbuc?ler/ nchanter Elessar, & elf hero/theurgist Knomix, sorceress
Charmnen, patriarch Pontifus, lama Fernando, and $ clf sharper Alexa.

e o
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Passing through the room previously ompticd of its giant ape occuvants, they found
and slew 10 giant snakes, and in the next room they killed 8 wyverns., The next room
contained 3 umber hulks whom the party suvrprised and killed without suffering much
confusion. A room beyond this ccntained 8 statues in which, by moving the statucs
into a particular pattern, they uncovered a respectable trecasure, 4n unoccupied room
was found to contain a well-hidden kecy, morce properly haelf of a key, which was given
to Elessar for safekeeping until the cther half could be found. In a brief encounter
with 6 thicves, the group decided not to attack and moved on into a tiled room
containing a large chesti Touching the chest produced a gas cloud doing modest dam-
age to everyone and a voice warned them not to touch the chest, They were not deter-
ed, but opened the chest anyway, finding a smaller chest inside, and the warning grew
more emphatic as they touched it and opened it. An even smaller case lay inside, and
the voice almost begged them not to open it, Being either brave or stupid, Ragnar
opened the case despite the warnings and found a metal head inside. They found they
could conversc with the head, whose name was "En" (short for entity), and it explained
that it had been imprisoned inside the metal hcad and would lead them to a trcasure.
For somec reason it had taken a liking to Ragnar despite the improbability of any
character matching the necessary characteristics for this to occur (in fact Ragnar's
charisma had becn raised 2 points previously, otherwise he would not have matched
either). The group decided not to tackle this quest for the treasurc at the present,
and Ragnar promiscd to take the same companicons to seck out the treasure in Februery.

Thus they departed the Ruins with the 43,000 GP alrcady gaincd.

*HE

There remained onc final cxpedition in January which space docs not permit relat-
ing this issue. In the final expedition, Fazzle, 04, Benclux, Athelfrar and company
descend to the sixth, seventh., and finally eighth level of the Weir, where they mect
the 0ld One guarding the richest treasure of the eighth level.
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‘ ' RYTH CHRONICLE
Number 9. : February 1977

Thé Ryth Chronicle relates the D&D adventures along the River Ryth. It is intended
malnly to keep the. large number of players current with what's happening to others in
the campaign, and is published 1rregu1arly whenever sufficient material accumulates.
It is currently being published about bi-monthly (6 issues in the past year). This
issue brings the campaign current except for one- expedltion in the game month of May.

Issues of the Ryth Chronicle cost 30¢ each as long as they are in print, after
which we will photocopy back issues for those interested, The prices for back issues
ares: #1 (50¢), #2,3 and &4 (75¢), #5 and 6 (30¢ as long as they last), #7 (604,
contains campaign maps, history, etc.), and #8 (30¢). All subscriptions and requests
foruggﬁk issues should be sent to John Van De Graaf 37343 Glenbrook, Mt Clemens,

MI 50 L

The campaign contains a number of dungeon areas and referees:

The Veir, eastern w1lderness, and Gardens =~ John Van De Graaf
The Caverns of Rythwood ‘= Paul Vood ; )
Morbundus and the Western wilderness =~ Len Scensny

The island of Tart and the Ruing of Thon « Laurie Van De Graaf
The island of Kerwylon = Greg DeCesare '

the island of Ile Mot Szander and Apo-Kalyps - Ray Ulman

Credits: Editor-in-chief - John Van De Graaf i
Expedition scribes - Nameless Souls - ;
Enforcer of the Rules ~ Gragorn
- Publisher - Yggdrasill Press, in whose branches lurks Paul wood
Cover Drawing - Hlessar the Invisible

ISKAR OF WITKA '
(Exoerpted from "Directory of the Rythlond Mage Guild“)

by Al Burkackl

The. mage Iskar has a veiled past, yet enough has been revealed: through hearsay
to part the screen a whit. !

. He was born in the archlpelego on the island of Witka to parents of humble birth.
Barly on he:showed promise in ‘the magick arts and thus was placed under the tutelage
of ‘Cumoo, the Archipelego's adroit tenant wizard. The wise mage taught his prentice
the balance of living things and of the elements as well as the honored scrolls of
Morlock.: Iskar learned well,:

When Iskar came of age he' left the islands, taking a fast ship for this fabled.
city of Rythlondar. On his arrival, he:joined the lage Guild and. searched out the
numerous. brash -adventurers which flock here,

~ Iskar is sald to be a silent, but genial, man, stern in his efforts but rash (at
times) in his actions. His philosophy is a bit odd, stressing individual existénce
and freedom of action,; even above the wishes of government!' -But he has said he has
no ébjection to government, so he doesn't seem too subversive. He appears exoepfion—
ally ‘bright and should bare watching. : ‘ <

L"(CEditer s note: . THe above translation is adequate, but loses some of ‘the flavor of

""'the actual language of the Directory, written in Lower Khurdish dialect,  In the

_-Ariginal, the' "veiled past" of ‘Iskar refers to his days as a veiled dancer under
cumna who_ cnnv;peed the lad he was a wizard by teaching him the only spell he knew,
Igkar later exercised some freedom of action and escaped Witka just ahead of the
civil authorities bearing a Warrant. It is unclear in the original whether he should

be watched unless bare or whether he likes to watch bares himself.))



January, 2777 : SIS X .

Fazzle and Benelux gathered a high-level group of seasoned adventurers for a
descenit ‘into the nether regions of the Weir. - In the parly were sorcerer (d bearing
potent ‘séfolls, sorcdrer Faz with his:helm of-brilliadnce, bracers of defense, and
other itéms, Patriarch Benelux 'darmed:-With: his:snake staff and:ring of;protection,
priest Magister Ludi, adept Bed¢, ranger-champion Athelfrar with magic sword and
armor and ‘several potions, superher®sGrobar, ‘dwarf-myrmidon Ervandra with her magic
axe and crossbow, and 4elf sharper #lexa clad in boots of travelling and leaping.

They firdt-déscended to the chiamber on the 6th depth wherein they:had slain the
two black 'dragens sevéral months ago and completéd their search (interrupted last
time) of thE areai -THe:search reveiled nothing in the swampy cavern, but a boulder
was found to eoncedl &'tunnell{' A véry large copper dragon wandered down the tunmpel,
detected their presence, but did nothing —- except block the path. Another open
tunnel was followed, leadimgite the labyrintinepassages of the watexy 6th depth,-In
their wandering, Athelfrar was attackedsbyia. -giant leech, and a flesh.gplem was killed
even though unrecognized, 5 b - i T b 3 AT

Crowing weary of the foul syamps, and finding:very little treasure, they.descended
to the 7th depth and”crussed’toithe.opposite side;  dispatching 2 wyverns met in;a
corridor, then ascended to the 5th depth where.they venturediinto the salamander lair
and quickly slew the foutsfieryscreatyres gathered around the pool of lava, The thief
Alexa carefully crept around the lava pool. op a narrow ledge and found a goodly
tresure, and a magic spear, potion and scroll. R T '

They then returned to explore the 7th depth, Killing 3 owl bears but then met an
evil party whose,mages' emplpyed, '

2, ¥and of lightning with. great effect.” Thé group
was forced to retreat, losing Ath@iffar's,jgvalin“pf'lightning-ﬁhiéh he had cast,
killing a hero guarding the evil wizards. Badly wounded, they paused to debate their
alternatives. . They possessed a pigce of parchment on which was scrawled the words:
"On the 8th depth follow the familiar path to the Cld One guarding the greatest =~
treasures of the level", In their condition, few felt like fighting a strong foe,
but Athelfrar hadlon: béen ssaching for the rumored Old One and the group agreed to
find the place, if only for future expeditions.

They thus walked to a known stairway down, and were the first known adventurers to

trod $E§E§ﬁ§¥4%qyﬁﬂ9ﬂ;$hﬁ9§th depth. After a few turns, they passed through a door
Te surprised to

and wé Tind themselves in a 50" wide corrtor of gleaming ebon inlaid
with,a 10" golden pathway -- identical in all respects with & torridor on the 7th’:
depth (dire g'“igﬁg?éggf their maps were correct). A familiar path it was, but on

al .
the 7th dep ‘;%ﬁ' Ugngy it led directly to the Temple of Gragorn, and they therefnret1
began tﬂ.PﬁEﬁ_tﬁé fﬁﬁi& down the corridor with considerable apprehension. Scarcely

had they gbne 50", however, ‘tHan the illusion of length'disappeared and they found

themselveg, before a huge metal door. guarded by two gigantic stone statues, One of the
guardjang q@giiﬁﬁ jﬁﬁgirupk_a great brohze gohg and a voice asked them what they
sought, ey timidly replied that they sought the 0ld One, and the Voice commanded

them to "BNTTRY and the doors swung open. " The group cast nervous glances at the
now immﬁﬁ?l;pgiﬁgpﬁﬁﬁﬁg,Eygﬁfpaaséd betweeh’ thém arid entered the room beyond the door,
The doors swurig' shuit, behind' them, In the caveriiolis room they cbserved a narrow .
stairvay in the’ center of the room which rose to an opening across the far wall over
30" from the flaﬁg;"h bright, flickering light from the opening outlined the robéd
and hooded figure at the top of the staircase. Around the other walls they noted
other. marrover: dpenimgs, some dark and others luminously shimmering, at various ...
heights from thesflobr, {2 The worthy Benelux whispered to his companions that he v . ir
did not detectitiie Tigure to be evil, and: advised caution. The 0ld One studied theh
for several moments. of silenice, then addressed Fazzle, asking "What do you seek here?"
"We comé. seekingthie largest treasure of the 8th depth,” said Fazizle, - '
LL"Then youw:dwé’ comei tothe proper place,” replied the 0Old One, "for I possess the .
greatest treasures of’ thisidepth.! Do you wish to attempt to take them from me by

=



force?" Fagzzle and the others shook their heads. '"Your company displays a measure
of wisdom, for inds.d, gold and gems are baubles of mortal fancy. Tell me why -you
seek such tokens of worldly wealth."

"e seek such ‘treasure" said wise Benelux “for the experience it gives us to im=
prove our ability to fight against evil."

"Wisely said, holy Patriarch," said the Old One. Then the 0ld One spoke to each
adventurer in turn, asking what each sought personally. When all had answered, he
said: "Fagzle, you seek a staff of wizardry and should therefore seek out the castle
Chdkor on the shore of Skull Lake, but-speak ‘first to-the wizard Talkien of the Lonely
Mountain before undertaking such a perilous venture.to regain his lost item.

‘"Patriarch Benelux, since you seek knowledge of how best to fight against Evil,
search the ruins of the Citadel in Lake Oread and seek to mend the Grail that was
broken:long ago. 2 TR R £ - e :

“athelfrar of Ranger descent, seekini the legendary Amulet of Ydtheril,. know you
now that if such an item exists you must go to the island of Taru -=-seek H.E.R, out
and you may find an answer. b g

"Sorcerer 03, your heart is filled with treasure-lust., You ask for the greatest
treasure on the 8th depth of the Wéir, but you have found it here, for surely Know-
ledge is the greatest treasure of all. But unsatisfied, you ask where lies the second
greatest treasure. Therefore I Iay!ubon you this geas: that you defeat those who
guard the evil Temple of Gragorn, sre you will find the second greatest treasure on
this level if you are successful. In view of your meager experience, being not even
a low-ranking wizard, I give ypu six months in which to accomplish this task.

WThe-dwarf Trvandra asks how to defeat the monsters lurking in the Pool of Terror,
to which. I answer the creatures can be defeated by strength of arms and spells of |
magic, of course, . ' T iy -

"Magister Ludi, you have asked where you can obtain a Ring of Protection, a bauble
of magic. Return here-again when you have decided upon youxr proper. purpose and
function in the never-ending struggle against Evil. = . ) e !

. ."(leric Bede, seeking to increase your dexterity might come to. fruition in the
Gardens of Jacour, ” ' Sy, L
 “Thief Alexa, those who wish to increase their thleving abilities should seek out
the lord of thieves, Tarbnik the Cunning, whom one might find through his earthly
minions such as Torm "The Peddler“. .. - -~ . . . . .. . Syl iy by 15

“lLastly, Grobar, who seeks to increase his strength. If you can find the Well at
World's End, mighty Grobar, you may there destroy an evil monster and increase your .
strength," =y ) ' o

The Old One Tinished his answers, but the. party respectfully sought more general’
information. The Old One said he would converse awhile longer, and in reply to the-
nultitude of questions addressed to him, said: ‘ i e

"No, I am not human, nor ever was. I obey the ‘greatest law, thatfof‘tpe:balance of
the cosmos, and I cannot interfere in the affairs of the world. My function is to-
help other creatures fulfill their destinies according to their purposes in life. At
present the balance shifts to the side of evil, which has long held. the Urth in chaos
and now Summons its forces to overthrow the last vestiges of civiligation, I cannot
predict the future, but it is said that the Demon will return from his banishment in
the year 2778, and therefore the Lvil Ones muster their forces in anticipation of his
return, Those who banished the demon in ages past are gone, and none now exist who
can defeat him., There is one item, it is also said, which the demon feared above all
else and destroyed: the Grail That Was Broken, fashioned by holy Tynghod himself to
ward off evil, The shards of the broken grail were gcattered and lost, however, and
the demon was banished without it, though only with the aid of a strange and deadly
ally now buried in the earth. Rt _ ; ,

. "Now go, for we have-conversed long enough, and I have other matters to attend to.
Return here only after your searches are-done, and then only for a worthy purpose."
The . party then 1left the 0ld One and the Weir, weighted with more wisdom than treasure.
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February, 2777:{

Paladin-myrmidon Anrad Datan set sail across the sea to the island of Thon in
February., With him went swordsman Baldur (formerly a tuneless bard), dwarf-swordsman
Carandeer, warrior Parsifal, dwarf-veteran Bimbo, elf veteran/medium Elldain, curate
Sermonet, priest "Oliman, acolyte Noname, thaumaturgist Clickham, conjurer Iskar, and
medium ﬂilu?i The, group entered the Ruins of.Thon and descended to the third depth
without mishap. As théy explored the corridors of the third depth, they came upon &
room guarded by 3 bugbéars. Iskar used a Sleep spell to fell two of the -creatures,
and #Anrad and Carandeer slew the other one. As the fighting ended, Anrad's clairvoyant
sword detected the presence of a hydra in the corridor outside. -Anvad quickly laid a
daring plan to surround the creature by sending half of the party out the main door in
front of the monster while the rest of the party crept out behind the creature.
another door., The flaw in the plan yas only that the hydra was of the fire~breathing
variety and promptly felled three of the advance force who ventured.into,the corridor,

A furious struggle ensued as the rest of the group (except for the mages)' emergeds
in the corridor behind the hydra until.at last-the hydra was slain. . The survivors'
then returried into the rqom:to complete their search, finding some gold and gems.
 They" continied on through, seyeral. other rooms until they.came to onecontaining 5
troils. "'Clickhan f;’;gﬂé&;”aﬂigﬁ%higg'bolt which-felled one. txoll, and the.remainder of
the trolls were digpatched in.g,furious battle which cost the life of Catandeer. The
creatures ‘guardsd a_goodly, treasure, so the wounded group decided to leavé ‘the Ruins. '
On their'way”out.gﬁéggejéﬁﬁgggréd and .slew 9-Wererats without losing anyone. else. -

DU -y BT Ty Ly Ot DA Sl sk i Y (L s ! : ST N _ Weroo

The unlikely combination of pixi¢ swashbuckler/thaumaturgist Tinkerbell and hobbit
master pilferer Bellabane decided to set out beyond the Heir into the eastern wilderness
to build a cagbles -They took with them myrmidon Aviyak, bearing his ‘magic armor and .
javelin of lightping, hero Orlok, ranger-guide Achilles, ‘veteran Goldwing, sorcerer
Kodiak with & ring of protection and a sorell of 2 spells, conjurer Gédenbry, lama.
Ydol the PiMs, bearing his magic mace, armor, ahd staff, and curbte Morbelux. S

Not wanting to be too far from civilization, they selected a site near the mountain
pass to, Rythlondar in the eastern foothills'of the White Mts, and near tHe Holy Lands
of the Flaming Wheel (the domain:ofl patriarch Benelux).: After'tlearing the site for
the workmen and engineers to follow, they explored the surrounding area igJeI}mipatﬁ'
any nearby hogtile; creaturesil On'&menkby crest they came upbn 2' chimera' in %héip
lair, then in.a valley;they:killed 3 manticorae,” and last they dlew a bahd of 60 -
berserkers. Their final encounter was with a fearsome Balrog, from whom the entire’
group fled in fear, except. -for the onecharmed berserker who chargéd into the black
nimbus around- the Balreg, and disappeared into oblivion;. * el o =

As Qe had promised in.dJdanuary, Ragnar:returned to the'Ruins 2£ Thon wifh the same
companiong to seek the:tréasure knownito "En"; the metal’head cpntaining'%n alien
spirit. The group was .thus' composed of: o & T B

, superhero Barnabas with Tingel,.a magic spear, magic armor and adamﬁpiiﬁ@ shield
superhero Ragnar with Quicksilver, a javelin of lightning, mitril abior,“and

v his magic carpet. and “potion of protection fRom tndead " R S
Awarf swashbuckler:Balin with a magic spear, armér 4nd-shi¥ld s s Ml

., elf swashbuckler/theurgiist Knomix with 5 magicearrows 'and a scroll df 2 spells’

- elf swashbucklexr/enchanber Flessar with ‘a magic sword| ‘javelin, armﬁﬁ;and'qhiel#.
o cold wand , . ¢ c;wa o ot 4,7 St Sovs el g o
', sorceress Charmen, having a'ring of protecticn, 'cdld wand, and a Eing of invis. .
" sharper Alexa wearing boots of traveling and leaping g 7 :
-o.r Ratriarch Pontifus,bearing: his magic mice and armor 1 ;

« lama Fernando with his mace of disruption, magic 'armor,”and a scroll of 'E:qu_r"lls“

. The, group returned.£o the 7th depth to.the wbom where En had been found, thek
S
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followed En's directions from room to room (there being no corridors on the 7th depth,)
In the course of their wandering, they slew 4 hellhounds, 9 owl bears, 9 wereboars,
and charmed 1 hill giant. They also encountered 12 mummies, 10 of which fled from the
holy presence of Pontlfus, 1 slain, and 1 disrupted by Fernando's mace but not before
it had struck Fernando and 1nfllct1ng its dread rotting disease upon him,

: Though wounded and tlred by their battles, the group finally entered the room in
whlch En said the treasure lay hldden. The room appeared empty, so they began to
search the walls and the wooden floor.. Balin announced. that he had discovered a trap
door in the wooden flooring, so Ragnar and Barnabag helped him open the trap.,. The

pit underneath also appeared empty, but Barnabas asked Tingel to see if there was

any invisible object in the pit, and Tingel informed him that there was an inv1s1ble
chest in the bottom. Althogh the treasure was located, extracting it proved to be
quite difficult, for various +things happened to those who touched the chest, none of
them pleasant., Perseverance and luck paid off, however, as they finally managed to
unload the chest of 30 gems, 42 jewelry, and 2000 platinum. - Unfotunately most of the
group was also blind, unconscious, demented or otherw1se incapacitated -- Fortune
smiled upon them that no evil creatures wandered upon them as they gradually recovered
‘from the effects of the chest. Pleased to be rich (and allve) they left the dungeons.

'I—I-'I-

Fazzlé and company felt compelled to return to the Weir to 1ncrease their exper=~
ience before helping Od tackle the Temple of Gragorn on the 7th. depth They thus.
explored the 5th and 6th -depths for previously overlooked treasure troves. They-met
and slew 4 displacer beasts, 3 salamanders, a’'lich, 5 shadows, 10 ogres, 3 trolls.

The group'was essentially the same as in January, but with the addition of 2 new-
adventurers. No one died despite considerable wounds they suffered, but they found
only 1, 200 GP value of treasure before they returned to civilization.

HHN
March:

" A large party set out into the eastern wilderness to clear land for the future
castle of Fernando. In the group were hobbit master-pilferer Bellabane, thaumaturgist
Clickham, sorcerer Kodiak, half-elf swashbuckler/thaumaturge Knomix, pixie Tinkerbell,
veteran D'wit, hero Baldur, superhero Barnabas, ranger-guide Achilles, lama Ydol, lama
Fernando, aﬁd paladinrmyrmlnun Anrad Datan,

They left the Qythlond valley through the mountain pass and followed the eastern
slopes of the White Mountains north: 1In a week of travel, they encountered only a
group of:three Brass Dragons without, serious incident. ‘At the end of the week they
came upon a-valley at the: northern tip of the mountains and arrived at-Blackwulf
Castle. The lord of the castle challenged their champion to a “joust, Barnabas offer-
ed to joust as the party's champion. In the first pass, both knights-were unhorsed,
but barnabas was slightly wounded and his horse was killed., In the second pass,
neither was unhorsed, and in the third pass Barnabas unhorsed the lord. The lord
gave them food: and lodging for the night, and provisions for their journey. -

© After bidding farewell to the lord, the group continued north into the forest of
Yithion, where they met a wandering wizard, and then northwest to the North Templar
River. They followed the river upstream to the north, killing 12 werewolves easily
and looting :their nearby lair. At the end of the second week, they Were attacked by
four giant lizards which they slew with a Cloudkill spell,

Two days later they happened upon 8 hill giants. Clickham hit one with a lightning
bolt as'the giants quickly closed upon them, The battle was long and furious, but
the group's ‘superior numbers won the victory without a loss of life.

They found a suitable site for a castle several days later and a search of the area
disclosed that no hostile creatures inhabited the region. They returned to the Ryth
IRiger by fdilowing the Templar downstream, avoiding the area of Yldog's Temple, and
slew 10 wolverinas and routed ‘a large ‘band of bandits with an insect: plague.
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fortune. -The grovp gontained:- £ o, 4 ity & -
dwarfess champion Fivandra bearing a magic axe and;grpssbow, plus a scroll . -
superhero Juwmabas with Tingel and his other items, plub 3 vials e
superhero Grobar armel'with a‘magic spear, magic armor, and potions of strength
sorcerer Fazgle wearifg magic bracers, helm of brilliange, with a wand of illusion
sorcerer (A bearing & hagic dagger and two scrolls with a total of 4 high spells
patriarch Pontifus with magic armor
‘curate Dod IR
curate Magister ]
village priest Bede” = o ol ' )

-~ hobbit master-pilférer Bellabane, bracers.of chain & shield and magic sword _

""'This powerful collection of adventurers descended directly to the 6th depth.and .
went to one' of the openings. into the,pavern called 'the Pool of Terror, . Fazzle magic=
Jarred himself ihto an amulet while. the rest guarded his uninhabited body. He felt
“out'one of the giant crabs lurking ip,ithe pool and possessed its body.::;In the crab's
body, Faz attacked another crab until the body died, then possessed another and another
until at last all the crabs were slain. The rest of the group then entered the cavern
in safety to View the wreckage of crabmeat littering the cavern.

Using water-breathing spells, they were able to obtain the bulk of the rubbish
covering ‘the ‘floor of Eﬁé:pund-and,ﬁqp a good deal of treasure among the remains of
previocus victims of the crabgi(a trap.ddor on thé second depth led down directly to
the center of the pond, giving the crabs a steady fare of unfortunateladventurers).
Further sebuting revealed a cave behind the waterfall, in which they found more, .
treasure and several magic items. The group .did have to kill 2 manticorae while
looting this treasure. They gained over 100 gems, 4 pieces of jewelry, a great deal
of gold, some magic arrows, a magic sword (given to Ervandra), magic armor (given to

. Magistar), a scroll of 2 spells (given to 0d), a curse scroll (causing Dod to dis- .
éppear)é“an& a black, metallic sphpre (given-4o Faz, but of unknown worth). .. —

BT it \yL s

;Fézzle and his'f;?sr:$“returned again to the,ﬁeir fur.gﬁoppg; attempt_at'fama and ‘.

A party of 13 tock ship to ilg liot ‘Szander to destroy an orc city in:tﬁe'duﬁgénns

of Ape Kalyps, The members were: Iskar, Honame,fﬂafandﬂer, Oliman, Goldwing, :Parsifal,
Elldain, Ozlo, Namlu, Friar Tuck, Bimbo, Kassock, and Gedenbry., - == &+ - o

-~ Passing through the 1lst level .brought them to' the ¥ecreation center. - Noname, one
of the leaders of the group and-a very pious priét, did his best.to steer the party
clear of the sinful temptations, but an ensogpei ed trap caused Noname and the rest
to find themselves cavorting in the arms of Temhle companions: Noname found the
experience rather stimulating, and some of ﬁﬁp others in the group were able to gain
useful information from the girls. . R T Py I i

Continuing on toward the ore village, they met“a ‘roving band of orcs which fled.

and warned the village-of their approach. The"'orés (estimated to number 200-.or .more)
were so shocked at the.audacity of .such a Bialiﬂ"kqdbfthat,'instead of ‘attacking, they
bolted ihe ‘doors and hid. Even .strong Parsifal could'fot open:the doors to the,yill-
Yagdy 8o they ~tried. other doors. at the end of the corriddf, and'fought their way...
., through 3 rooms, each of which contained 4 trolls. ' The next room Was a meeting Foom
”“’f$ﬂ¥£n evil wizard.: The wizard himself was not in, but his 2 folléwers werg;gharmed.
*'They 2éft the wizard's room lest he find them there 'in theiriweakened condition,
. They browsed through some shops in another area of the dungeon, killed 4 berggrkers,
"i?%?iﬁ?F”ﬁ&mds, and 8 ssletons,. and returned to the surface with gold and'magic.. .

vl sl o | ' : ' 3y e i
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The iast grpup_ih ﬁbE'month of March was-organized. by Elessar for a restiie mission
on Ile Mot Szander. fbssar had rescued a villager named Oni,from Apo Kalyps several
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months previously, and Oni had begged Messar to help him rescue his brother who

was imprisoned in an evil temple complex. .Oni had now recovered from the ill effects
of his own. imprisonment and was ready for Elessar to attempt the rescue. s
... With Elgssar and Oni went superhero Ragnar; ranger-guardian Athelfrar, sOrceress
' Charmen,. patriarch Benslux, and lama Ydol, and dwarf-myrmidon Ibb. "They landed on-

a remote northern bay .of the islaml; where they almost immediately were beset by.a
pair of white dragons. One dragon was quickly slain and the other flew off to the
north., The small group headed south to the mountain where the evil tower built. of
metal was located. Oni led them well, and the party approached the tower from the.
opposite side.of the mountain.. Using the. flying carpet and an invisibility spell,
Ragnar, Elessar and Charmen :flew. unseen to a high rampart, followed by the rest with
shuttles of. ¥s carpet; As the last arrived, a'door opened and the fight was on. G
.wag a one-sided affair since the low-level guards could hardly hope to overcome the
powerful fighters and mages invading, but one of the guards did get away. . The group
pursued the fleeing guard after hacking their way through the other guards, but. soon
they heard the alarm gongs sounding.  The pursuit, however, led them to another guard
room containing the alarm gong. Ragnar's sword Quicksilver struck and Charmed one of.
the guards, .and: ordered him to sound the all clear signal, which the guard did.

The group tontinued through a bridged walkway into the mountain itself, killing
or. charming the hapless low=-level guards who got in their way, rampaging through the
rooms and looting anything that could be moved. A favorite tactic was to have Elessar
leap through a door and use his cold wand on the occupants, reminding some of (lint’
Elesswood starring in "A Fistful of Snow". Gradually they worked their way:down.
through the living quarters to the temple area below, leaving no survivors to raise
new alarms of their presence. At last one fighter escaped, this time with Elessar-in
hot pursuit while the others stayed to dispatch the guards. [Klessar chased,the evil
guard silently and invisibly right into the middle of the main sanctuary of the temple
where a human sacrafice had just been completed, As the doors of the temple closed
behind Elessar, he heard & voice behind him say "I detect the presence of Cood'" He
turned and made ready to fight to the death, but the guards walked by him and arrested
the man he had been chasing! HNaturally the guards couldn't see or hear Elessar, and
thought the poor guard was radiating those Good vibrations. FKlessar pondered this
turn of events, wondering if poesibly he could now make & surprise attack while wait-
ing for the rest of the group to show up, Fortunately he debated this for several
minutes and decided against the wisdom of such brashness., Unbeknownst to him the
rest of the party had indeed followed his trail with Athelfrar's tracKing abilities,
but had run into a large group of guards right at a bend in the stairway, Unable to.
employ spells in the cramped. quarters, the group was held up for many minutes while
disposing of them. R%lessar decided to leave  the cavernous sanctuary and its host of
evil worshippers, and rejoined the group as they finished off the last of the guards
on the staircase. L3 ¥ G @

With' the'aid of a Charmed evil:cleric, the group went down to an underground .
passage back intg the metal tower. They ilocated Oni's brother and'éeveralfother
Prisoners and freed them. They also killed some of the monsters lurking in other
rooms, ircluding 8 mummies, 3 wraiths, 2 chimerae, a 9~headed hydra, and 21 ogres.

Eventually they fled the confusion of the ‘temple and returned safely to their ship
laden with over 60,000 GP in gems and other treakure. They also gained a Cure seroll
giveq to Ydol, a potlon of extra healing given to- Charmen, a scroll of lightning bolt.- ;
and a wand of metal detectiop given to Elessar, a‘rod of cancellatinﬁfgiﬁen to Athel- ..
frar, giuntlets of ogre pover: given to-Benelux-(along with & ring of water-walking),
a flask of fire resistance given: to-Ragnar, ‘and a protection séroll given to Ibb.
The acquisitions were not without peril, however, Tor as Ilessar examined an umisual
gem it exploded and killed him. The strong.elf survived the prompt resurrection by
Benelux. Ragnar examined a sceptre won from the mummies, but as he held it strange
yearnings for power and villany beclouded his mind, He dropped the sceptre, but it

had accomplished its purpose == the new Lord was beginning to turn evil.
HHX
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April, 2777:

" Once again Faz,'Od Barnabas, Grobar, Ervandra, Pontifus, Magister, and Bede went
back to the Weir, ' The magic jar attack on the crabs had-been as.easy as it had been’
effective. .One other prohable treasvre remained on the watery 6th.level: the metallic
tritons’ cower in the center of a deep pool.

Outside the cavern contai.ing the triton's tower, Faz once again magic jarred him=-
self into an amulet, and this time sought out the body of one of the tritons inside
the’ tower. As he did so, however, 3 ogre magi wandered into the far end of the corri-
dor where the group guarded Faz's own lifeless body. A blast of cold from one of the
magi sent the party running with heavy damage, dragging Faz's body over the rough
stone floor behind them. They finally eluded the:ogre magi,-and tended to their many
frozen wounds.

Faz in the tritor's body, meanwhile, was finding that intelligent, magic-using
creatures were not as easy to deal with as stupid crabs. The triton guards detected
the alien thoughts with ESP, and simply grabbed the possessed triton until one very
large triton came over with & dispel magic spell. to send Faz out of the triton body.
Faz kept trylng nonetheless; possessing tritons in the hope that they would eventually
run out of dlspel magic spells. The triton leader was finally forced to use one of
his protection from magic spells from a scroll to block Faz entirely..

What now? Faz pondered. He had noticed that water flowed into the pool through only
one opening in the cavern's walls, and dralned out through a hole in the floor of the
cavern, . He possessed one of his companions' bodies to plot their strategy. They
would use ‘a wall of stone spell to block the water inflow,-and all the water would
drain out, leaving the tritons helpless prey. ‘It was a good plan, and they succeeded
in blocking off the river flowing in. UWhen they.returned to the cavern, they saw. that
the water level was dropping, but at a decreasing rate. More significant was that
they also noticed a trickle: of water emerging from one of the other openings in the
cavern wall, DNot only were the tritons busily trying to plug the drain hole, but the
wall was backing up water throughout the 6th level and forcing it to reach the (only)

" drain out of the lesvel through other paths, _

They had to act gqrickly, or their efforts would be wasted as water refilled the
cavern., Faz had returned to his tody by.this time, s06 he and Pontifus walked to .the
water®s edge. Fagz drew out his wand and cast the illusion that the drainage hole had
burst open and that the water was draining out qulckly -0f the 18 tritons working on
plugging the hole, 8 believed the illusion and raced into the tower. The other 10
were rather upset at 2ll of this, and saw their enemies exposed on the beach They
swam to the surface and cast charm person spells, Alas, neither Pontifus nor 'Faz made
their sav1ng throw against 5 charm spells and both dove into the water to 301n their.
new friends -- though Pontifus found swimming difficult in plate armor.

“The rest of the party, bravely hiding around a corner at the back of the beach,
heard the spells and splashes, pecked out, and saw that Faz and Ponty were gone into
the depths, "Cd tried a magic jar to contact them and found himself in a triton's body.
Other tritons grabbed him immediately, and the leader spoke to him,

"You are undoubtedly one of those who so sorely .beset us", he said. -"You see your
friends bound to the raft here within our tower so they may enjoy, for the moment, the
air to which they are¢ accustormed. You have not killed, nor have we. You may even
have your friends returned, alive, if payment is made for the trouble you have caused."

The ransom was high - scrolls with 6 spells of at least 6th level, 0d returned to
his body and explained the situdtion. They pooled their scrolls and found they had
'scrolls with Symbol, Mass Invisibility, Monster Summoning VII, Stone-~Flesh, Dimension
Door (all Belonging to 0d), and a Protection Lycanthropes. They decided to try to
meet the ransbm, and-the  tritons decided to accept the offered scrolls after careful
inspection. Faz ‘and: ‘Ponty were released by the tritons alive as‘@romlsed but stark
naked, The expedition thus departed in defeat, having lest the majority of their
magic items.’ It is 82id ‘that the tritons now have one -of the richest treasures in
the Weir, but of Gourse the entire 6th level is now filled with water.
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) Athelfrar was 1ntr1gued by the mysterious Gardens of “Jacour &top the Beanstalk, so
" he asked Ragnar, newly honored to become & Lord, and sorceress Charmen to accompany
him on an expedition. They gathered with them patriarch Fernando, and young rahger-
* runner Horafal and elf LiFnim. Suffice to say they met many of the novelties encount-
ered by previous groups and gained réasonable riches, fighting only a huge’ dragon
plant Athelfrar came upon a brass Whistle in his wanderings, which summoned the
largest of the great black -falcons guarding overhead. Fernando spoke to the f&lcon
“and learned that its master was Alleman, Grand liaster Flowers of the ancient Crder of
.-Jacour. Later, ‘Athelfrar cleverly used two limited wishes gained to wish, first that
_the impenetrable hedges would part when the party was adjacent to Alleman's courtyard,
"and second, that Alleman himself would be extremely friendly to them, :
So it came to pass that a path suddenly opened in the hedges later in their journsy
_and they entered the pavillion of Alleman, who emerged from behind one of the great
" trees and greeted them. It became clear in the conversation that Alléeman was 8lightly
paran01d and feared assassins behind every tree. He told tbem, in bits and pieces,
that he feared the lower masters of the Order and had used a Wish ‘that he be safe
forever from other members of his Crder, but all that happened was a graduallmistlng
in the sky over ‘the Cardens behind the Temple. Yhen-Athelfrar asked him what year
"thls Was, Alleman -answered "Why today, in the year 1524, of course.”
" It took some time Tor Athelfrar to convince Alleman that over 1200 years hﬂd
;"EIEPBEﬂ outside the Gardena. that the Temple no longer existed, and that the Brother-
hood had died out oompletely “Athelfrar ‘also noticed that Alleman had lived during
the first appearsdnce of 'the Demon and ‘the breaking of the Crystal Grail, and his
_1nquiriea produced a good deal of 1nformation Most importantly, he discovered “that
" the ‘Grail was broken into five pieces, one piece was given to the Church of Tynghad
another to the Wizard's Guild, one dlsappeared and one was stolen by the demon-poss-
essed Fa1s1con. The fifth pleee was glven to the Crder of Jacour for Eafekeeplng, and
Alleman still hid the shard,
Thanklng Alleman, and prOmlsing to try to release him from hie own 1mpr15nnment
' Afhelfrar and hlB expedition descended the Beanstalk and returned ‘home,

\ o1 *H

Noname, the adventuresome village priest, gathered yet another expedition for the

- dungeons of Apo~Kalyps, . -W/ith- him went hero. Parsifal, dwarf. hero.Carandeer, swordsman
Goldwing, %+ elf medlum/veteran Namlu, elf warrior Elldaln, theurgist Iskar, seer Ozlo,
and vieer "Oliman, They returned to the shops and entertainment center, then tried
again to enter the orc city but failed. On they went to another room where they
fought and killed 4 ogres.

After running into a gelatinous cube and disposing of it, eight of their number
sucounbed to the dulcet lure of 3 harpies. Noname and 'Oliman cast silence spells to
end the harpies' song, then Iskar slept the three evil creatures, In the next room
a conjurer used a Fear spell to chase them away into a room containing 8 wights which
fled the holy presence of 'Oliman, They found a goodly treasure h;dden in thh nghta
room. They wandered a little longer, killing 5 berserkers and 3 béetlés before exit-
ing the dungeons with their magic and treasure, Ozlo had the misfortune to try on a

girdle which caused his beard to fall off and made noticeable alterations in his fig-
ure == she now calls herself Qzla,

e

Anrad Datan, the paladin-myrmidon, decided to lead the last expedition of April
to explore the 5th level of the Ruins of Thon on the island of Taru. He assembled
a strong band of adventurers to accompany him to such a deep level: ranger-pathfinder
Achilles with a magic shield and 5 magic arrows, dwarf-myrmidon Balin wearing magic
armor and carrying a magic spear, hero Baldur tiptoeing in his elven boots, elf=-
swordsman Khrest, lama Ydol with magic mace, shield, and staff, curate Sermonet
w}elﬁipg af@ggic mace and armor & shield, bishop Bung sw}ngigé a mag;g hammer, pixie
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swashbuckler/thaumaturvzst Tinkerbell armed with magic sword and bow, 1 elf swash-

buckler/thaumaturglst Knomix with magic sword and elven boots, thaumaturgist Click-
ham, and theurgist Gedenbry. .

The group descended the spiral staircase directly to the 5th depth. They wandered
the corridors without encountering anything of evil mien until at last they came to
a hexagbnal room, They saw therein 3 rune-inscribed doeors, and located another 3
gsecret doors. One door led to Lady Luck =~ a gambling parlor where they spent a good
deal of gold. Another docr led to & cavern area in which something began shrieking
at their approach. They paused to figure out what was causing the commotion, and
soon were set upon by a rust monster, 9 wights, 2 salamanders, and 2 umber huiks in
rapid succession, obviously attracted by the noise. They dispatched the creatures
with some damage but no loss of life and continued elsewhere. They passed through a
room of living stalactites which inflicted more damage on them and entered a room
containing a chest. Khrest the elf attempted to open the chest and fell dead from
a poisoned needle on the latch, but the suvivors found a large treasure inside.

Walking déwn a hallway, they came upon a sign in common saying "Unauthorized
Porsons Turn Back!"™ They ignored the warning and continued on to a large machine.
Pulling levers on the machine caused blindness, traps opening beneath them, and
daggers propelled at them. In frustration, they demolished the machine with their
hammers., Fufther down the hallway, the whole group was captured withcut a fight by
4 female guards who emerged in the hallway behind them. They were put in cells but
left with their Wweapons, The guards did take “their potions and scrolls, which were
later destroyed by the guards. They met the leader of the guards, a man named
Sciemer, who talked with them and showed ‘them his laboratories. Forfhnately he was
not experimenting with humans at the time, so he eventually released the group and
gave them .some vitamin concentrates.

They returned to the hexagonal room and went through another door, and met some
female fighters who challenged their champion to a wrestling match, The group chose
Anrad, who won the match and thus acquired the services of Charlat for 3 months.

Later they fought some cockatrices, which turned Tinkerbell to stone, dissolved
some spectres and wandered their way out of the Ruins. They gained 46,000 GP, a
helm of reading magic, bracers of defense, a scroll, a magic hammer, and the vitamin
concentrates.
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