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INTRODUCTION

It is with a more-than-profound sense of relief that I see this first volume of
the DunDraCon I transcript see print (even now the second volume is going on
stencil). et e 5L 1oy

The tale of its delay would £fill volumes. Suffice it to say that it includes
woefull tradgedies of sickness, mechanical disaster, and literal murder. Mr. McNeil
and I would 1like to extend our sincere apologies to all of you who waited so
patiently for this booklet. I hope you find it as amusing and instructive as we
have.

The game of Dungeons and Dragons(l) is, for all practical purposes, infinitely
expansible. There is room within its loose framework for us all.

It was with that in mind (you don't think we made any money at it, do you?)
that we created DunDraCon as a place where all types of D&D players could meet and
exchange ideals. It" worked. The 113 players who attended seemed to enjoy
themselves, and I am sure that we all picked up several ideas to try out on gU¢Xgrg
friends at out next gaming session.

As I type this we are just 30 days away from DunDraCon II, which will
concentrate on all types of fantasy and science fiction gaming. If you wish to
attend (this volume will be out..by then), please;let me know via the address on the
title page.

For those of you wou were at DunDraCon I, I hope this publication will remind
you of those things you missed or. forgot. -And for-these who purchase this report in
a gaming store or by mail,ui;hope_yqthind;;tAas,useful,andtentertaining as have 1I.

Clint

1. D&D is copyrigh
give thanks unto the

ajid Jpr ced by Tactical Studies Rules, Inc. Let us all
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CLINT BIGGLESTONE - Okay. I want you all to take a look first of all at the
front page on - this thing. This is kind of a composite of the various hit tables,
some of which you're familiar with, like the resistance and saving throw table in
the lower right hand, the loyalty and morale table, the clerics versus undead table,
and the missile weapons table. The table in the upper left hand corner is your
attack tables both for men types and for monsters. You will notice that right under
the monsters and level of men attacking tables, you'll find a modifications for
weapons table. We will be using this in the Leiber Dungeon, and some of the other
people that you will meet who will be dungeonmastering here will also use it. This
is what vyou add. or: subtract depending on what style of weapon you are using. A
dagger, for instance, is very hard to use against plate armour. Can you hold vyour
question until I.... Okay.

Okay, the question was, will it be used with the sum of two ten-sided or with
one twenty-sided die. This is used with the sum of two ten-sided dice. I know a
lot of you people do it differently, and it does alter the hit probabilities quite a
bit.

Okay, the other part of this is the critical hit table. Now, we use it on a
combat roll of twentv with the sum of two ten-sided dice. When that happens, you
roll again to see what critical hit was acquired, and play that out in terms of the
melee situation. Sometimes you'll have a monster to which that critical hit will
noct  apply, in which case either the referee will roll again or he will pick the
closest thing that applies to that monster. If it says "neck severed”, and you're
fighting something that doesn't have a neck, it‘s kind of hard to apply that.

I think you're probably all familiar with the reaction table that's just below
the critical hit table. That is from the Petal Throne but an awful lot of people
are using it. I thoughi, perhaps, probably most of you had seen it.

Now, 1if anybody's got any specific questions or comments about this, what I'ill
do is I'll take show of hands, pick out somebody, and if you can come up and use the
mike. If not we'll go on to the rest of the document. :

Steve, why don't you come on up here since it's.... Yeah, I have it .right
here. So, turn to page one, Sequence of Play. I assume most of you have had a
chance to look this over and read it =-.. I don‘t know how thoroughly. Is. that
correct? Okay, som: of you haven't had a chance to go over it, I guess. Basically,
what it boils down to is this, there are five things that can happen in a melee, or
essentially five things, sometimes combinations thereof. They will happen in the
order given here in the document. i

First of all, there's preparation. You can say you‘re starting to: do
something. "I am preparing to do this.” "I am preparing to do that.” "I am
preparing to run likec hell." Whatever. And you say this. You tell the referee and

you tell the other people who are playing that this is what's happening. Like it
says, this will take place unless you're distracted. ' Somebody throws a fireball at
you, the purple ooze drops from the ceiling on you, whatever.

The next thing that takes place is missile fire; :-that's bows, slings, ]avellns,
hand axes, daggers, and ‘wands and staves. Wands and staves: are considered
essentially you either push -a button or you speak the key word or whatever .and it
fires.




And after that there's movement. I!Tow that's anythino over 30 feet. Anything
under 30 feet is assumed that you can do that and €ight at the same time. You're
rushing upon the man and yvou swing, basically.

In a melee situation, which comes next, that's hand-to-hand fighting. Anything
that takes prlace in terms of trading of blows. Actual blovs.

And finally, there's spell casting. liow, the way essentially we rationalize
this is that it takes time to gather the energies to throw the spell, and that if
you're disturbed durlng the Velee before you have a chance of throwinag that spell,
you don t throw the snell - It's that simple. tow, 'if you're preparing to throw a
spell, ™ you can state’ at ‘the beqrnnlnc of the nelee round, "I am preparing to throw
thus-and -50 spell" or "I am preparina to throw a snell‘ At the beginning of the

xt meleé¢ round, you may then throw the spell hecause you have done the preparation
during the nreceding releé round. 'lelees take six seconds.

~ Oh, you modified it. You're sneaky. [ ,

~ Okay., now vyou'll notice "there are exceptions. FElves, centaurs, hobbits,
thieves, monks, and anyone hav1no ‘a dexterity of 15 or better. Nexterity is
explained a 1little later on, we'll get to it in a minute. And you must be able to
make your dexterity roll, if you have the dexterity of 15 or better, in order to
succeed at casting the spell or fighting or whatever it is you're doina second in a
melee round. ¥hy don‘t you flinp the pace and we'll go on to nage two.

Now, a agood hart of this.... I loolked it over last night and I realized that
it hakes a lot of sense And if you re very very familiar with it you can apply it
very rapidly. And so by fiat, essentially because I nut this convention together, I
am eliminating certain Dortlons of the dexterity‘ thing for simplicity of play.
Something for you to con51der,: though, simply in terms of how people can handle
things. A lot of people are very fast and very fluid - and a lot of people trip
over their own feet. And we've trled to 1ncorporate that into the game. We can.go
ahead and use the major\portlon of these dexterity rolls, the various dungeonmasters
who are handling the Leiber Dungeon, if they so desire and if the players  are
willing.  But otherwise what I'd like to do is essentially apply all of Number One,
except subsections a and b, and eliminate the rest of the Dexterity section. Okay
now, does anybody understand the Dexterity . sectlon or not understand it rather. 1Is
there anybody who hasn't got a handle on it?

Pardon me, Jerry? Hah, hah..... Okay, so I assume there aren't any particular
guestions on this, everybody pretty much understands how it's handled. Very googd!
Question, okay. Yhy don't you come up and take the mike here. I'm sorry to make

you do this, if I had 40 feet of mike cord, that would be great. ‘ _
UNKHOWN SPEAKER - It ‘might be advantageous if you would take and read One so
everybody would see that you mean certaln words and they don't have any compllcatlon
on definition.
' CLINT - Okay. . g ot ,
SPEAKER - It may sound stupid but I've run 1nto this so many t1mes. You. say
something and the guy interprets that you meant something else.
' CLINT - Right. Okay. It says, "Throughout these Conventlons the term
dexterlty roll appears often. The ablllty to do many thlnqs, especially combat and
naqlc, as Well as complex actions such as changing weapons, turnlng and - firing,
opening’ a "box and jumping back, closing a . door quickly, etc., depends on a
combination of dexterity and experiehoe. A percentlle dice roll is made .and whether
one makes his roll or not depends on the follow1ng factors. .

" The ba51c ‘dexterity roll is ”a simple roll of five ,percent per p01nt of
dexterlty ‘Thus, a dexterity 3 always has a 15 percent chance of dolng it, and . a
dexterity 18’ always has a 10 percent chance of mufflng it. However, like life,
things are not always this simple, and experience must count. So the following
modifications to this system are made.

llow, normally we'd use those modifications to represent the impact of
experience on an individual's ability to handle complex situations. I myself don't




.plan on using them unless people want to, simply because it will take up game time.

Right now, since you're not familiar with the system. I'll be glad to talk with
anybody who wants to about the rest of this, and if you want to cover it this

_morning, even though we're not particularly going to use it, simply for your own
_convenience, I'1ll be glad to do it. Would people prefer that? Even though we're

not going to use it immediately here.

Okay. I don't think people are adverse, so I'm going to go ahead and cover it.
"A dexterity past 12 cannot be used in a dexterity roll unless the character is of
sufficient level. A fourth level character may use a 13, and one further point per
level may be wused wuntil a ninth 1level character may use an 18, if he has it.
Beginning with 1llth level, one percentile point per level may be added to the chance
to make a dexterity roll until such time as a character has a 99 percent chance fof

accomplishing complicated maneuvers." Everybody understand that? Okay. -
7 "A; hasted or otherwise sped . condition dces not add to the dexterity of the
character for making dexterity rolls.  Gauntlets of dexterity, which can be

considered to affect the entire body, do count toward a dexterity roll. All

.categories get the benefit of dexterity toward defence. However, a first level

character can only make use of one point, that is, equivalent to a 15 dexterity,

.regardless of where on the 15 to 18 point range his dexterity actually lies. With

each. level attained, one further point may be used, to the point where a hero can
use full 18 dexterity. No matter how augmented, no more than four points can. . be
added  to.armour value for dexterity.” In other words, if you have a dexterity over
18 ,for some reason or another, as happens. You read a book, or something of that
nature. You can't apply it toward your armour defence. You reach a certain point
where no matter how fast your reflexes are, it doesn't make any difference. Plate
armour: devalues dexterity by two points. Chain mail devalues it by one point.
Example - a hero wearing plate with a dexterity of 18 adds only two points to his
armour  class, not four." This is because of the weight of the armour. Very simple.
"However, experience helps in this, too. Raises in fighting rank beyond the first

- two ranks, i.e., the veteran to swordsman range, and the hero to myrmidon range,

offset the above limitations by one each. Thus, a champion with an 18 dexterity in
plate armour gets the benefit of a plus 3, and a 10th level lord gets the plus 4.
"Items 2 through 4 only apply to armour value in combat, not to dexterity

~xolls." As your ability to accomplish something. If you're trying. to leap over

twelve bodies in the corridor to get to your friend who 1is sorely beset by the
monster, you get to make your dexterity roll to see whether you trip or not.
Ukay, let's turn to page three, which is Combat. Now, this is one I have a

;feeling we're going to see an awful lot of comments on. At the party last night I

talked to various people, and I counted at least four major systems of doing this.
We have somebody in the audience who says he counted five. S

So, "Number One. First strike in any situation whether melee combat, spell
casting or whatever depends on the person with the highest dexterity,.wThis does not
apply to .surprise situations wunless it is mutual surpxise},fA,hasted or sped
condition .. does count. idlaste has the effect of doubling:“dexterity in this
connection. . . o o

"Number . Two. When a character takes more than 10 percent damage, and each. time
he takes damage ther=after, the percentage of hit points he has left shall be found
and percentile dice rolled.” As if you had 50 points and you 1qst_10, you have left
80 percent of your hit points. "If the percentage or less is not rolled,"” that .is
in +that given situation, 1if you don’'t roll 80 or less, "the character is knocked
back”, that is, staggered back on his feet, "if the damage is less than 50 . percent,
or he is knocked down if the damage if more than 50 percent.” In other words, in
our situation if you had lost 26 points and failed to make your percentile roll,
you'll go flat on your can. "If you are knocked back, the character must make . a

.dexterity roll in order to either (1) get in a blow if he has the lesser dexterity

and therefore must strike after being hit, or (2) retain his place of first strike




on the next round if he has the higher dexterity. If the character is knocked db&n,
he gets no strike on that turn if he has the lesser dexterity, and must make his
percentage to get a strike on the next turn. If he does get a strike, it will be

the last one of the turn. If left alone he can regain his feet on making a

percentage roll, but if pressed he will stay down, defending himself as best he can,

and continuing to get in the last shot. Remember, a character must make his
percentage every time he takes damage, after the initial 10 percent damage is
taken."  So, after you've lost 10 percent, every time you get hit and hurt, you must

-make your roll.

"Number Three. One-to-one combat cannot be broken off unless an opponent has
been knocked back or down, or the higher dexterity fighter makes a dexterity roll.
If ‘the higher dexterity fighter makes his roll, the lower dexterity fighter may
pursue, getting first shot if he makes his dexterity roll. _ ’

. "Number Four. A combined strength, dexterity, and 1level score of 30 is
necessary for a character to use two weapons in melee combat. Anyone using two
weapons without the necessary total will add the difference between the necessary
total and his total to the number necessary to hit his opponent." I'm sure we're
gonna have to come back to that one.

"Number Five. When using two weapons, the first weapon strikes according to
the wielder's dexterity, and the second weapon as if his dexterity were halved.
Example - a character with a dexterity 16 is fighting someone with dexterity 12.
The 16 man will get his first weapon in first, then the 12 man will strike with his,
and then the 16 man will get in with his second weapon as if his dexterity were 8.
Haste or other speed does allow a two weapon man to have four strikes. In the
example, the 16 dexterity man would strike on 32, 24, and 16 (the dexterity 12 man
would then strike) and then the dexterity 16 man would get his blow - last blow - in
on 8. ' . _

"Number Six. A two weapon man may up his armour class by one by using one
weapon as a shield in man-to-man combat. Despite any pluses on the weapon, it acts
as a simple shield. Of course, if used as a shield, the second weapon cannot be
used to strike."”

Okay, now. I'm sure we're going to want to cover this, so why don't we cover
it now, and ‘then we'll go on to the next section. Does anyone have any questions.
DAN: PIERSON - The answer to this is probably obvious, but on (2), if you have

regeneration and regenerate back up so that you‘re no longer 10 percent down, do you
have to make rolls any more?

CLINT - No. Okay, does anyone have any more questions on this section. Is
everyone sure that they understand Number Four. Take a second to read it over
again. '

Okay, yes. :

UNKNOWN SPEAKER - My question deals with if you're knocked down. Yiould you
still have to roll a percent while you're down, and how will that affect you?

STEVE PERRIN - If you're hit when you're down, you have to make your percentage
of 'remaining points, or you don't get a strike, just like it says. You're already
down - you don't get knocked down because you're already down. But to get your last
strike of the round that turn, you‘ve got to make your percentage again.

CLINT - Okay, any more questions? ' After' we finish this, what I'm going to want
to do is come back to these various things and I want people to talk about how they
do 1it, cause I know there are some different ways of doing this out there. I'd
really like to hear them. Okay, guestion? ‘

UNKNOWN SPEAKER - The question was on using two weapons. If you strike "with
the second weapon, say your dexterity is somethlnq like 12, and you strike w1th the
second weapon and your dexterity is counted as 6, do you take losses from your “hit
probability. Thank you.

CLINT - No. No, that's taken care of in the section Number Four, which




specifies that you must have a combined strength, dexterity, and level score " of 30
in order to be able to use it without losing ability to hit. : SR
Okay, any more dquestions? In that case we'll go on to the next section, on

‘page four, which is How Magic Works. Now, throughout this you'll notice that we use

the abbreviation "mage” for magic-user.
. "Number One. A mage or cleric may throw as many spells as he has spell points

 for. Spell points are derived with the following formula. Mages - you take the

strength, add the intelligence and the constitution. You divide it by three, which
is averaging it. You multiply it times the level of the caster, and that gives you
the points. For clerics it works the same way, except that vyou substitute wisdom

forrintelligence.

i "Spell  points are expended at the rate of one point for every level of spell.
Example - shield is one pocint, clairvoyance is three, etc. There are some notable
exceptions to this rule.  They follow.

"A - Mages may use a lesser number of dice than there maximum possible for
destructive spells such as fireball or lightning bolt, down to the number - of dice

- corresponding to the level of the spell. Example - a magician may throw anything

from a three to a six dice fireball. One spell point is charged for each dice of

‘damage thrown.

"B < 8pell points for spells affecting large guantities of people, such as
fear, sleep, or slow/haste, shall be no less than the number éf - the level of the
spell rand no more than the number of beings affected. Those making saving throws
against the spell do not count in the spell point total unless they take some form
of one-half damage, in which case the points are counted.

"C =~ Spell points for phantasms of a destructive spell such as a phantasmal

~fireball are equal to the intensity of the illusion.  ‘Example - a phantasm of a 20

dice fireball costs 20 points no matter what level -the mage is. Phantasms of
monsters cost the number of spell points equal to the dice of the monster'times the
number of monsters. Example - a phantasm of 10 trolls costs 70 points. - Phantasms

of higher level spells cost that spell's points. Example - a phantasmal® wall: of
stone costs five points.
"D - Spell points for cures shall be one-half the number of points cured, and

no less than the level of the spell. Example - a cure light wounds may orly : cost
one point. ~However, a cure serious wounds costs four points whether four or nine
points of damage are cured. s o)

"Number Two. Spells must be spoken. Wands, staves, rods work at the press ‘of
a button, so to speak. Rings, medallions, etc., work on will power. See articleron
Sequence of Play for how this affects combat. Note - it is conceivable thatra first
level mage will have 8 spell points and roll dice for a sleep spell affecting 12
targets. This will work, but it will overload the mage's system and exhaust him for
the rest of the day.

"Number Three. Charm, hold, and control spells set up an immediate love and
protection relationship between caster and target. However, the caster must be able
to speak the language of the charmee, or nothing but very basic commands can be
given. Without knowing the lanhguage, all one has is an affectionate puppy who = will
do anything for master the charmee deems necessary. Note - commands are unlikely to
be heard in a melee ‘situation. -

“Four. A body will not assimilate being sped up by more than twice its normal
speed. Therefore, haste spells cannot be added to other haste spells, potions of
speed, etc. SRR : y )

"Number Five. Dispell magic - to.dispell a spell in a combat situation before
it takes effect, the dispeller must be able to see the spell user. Total empty
space 1s not necessary, but a 10 foot wide corridor with six or more upright
mansized figures between the dispeller and enemy mage is too crowder for sighting.
The effect of spells on others can be dispelled, of course, unless the spell is one
that takes semi-immediate effect, like a lightning bolt. The same 1is true for




spells on objects. One spell can be dispelled by one dispell. If three spells are
thrown and one dispell is put up, then two spells are sure to get through. * The
ability of a mage to dispell the spell of a faster in dexterity mage depends on a
dexterity throw on the part of the dispeller. Dexterity rolls are described under
the heading Dexterity," and we've already covered that. "Because the spell point
system, also known to some as the 'manna point system', allows repeated spells
instead of single-shot, as it were, saving throws are allowed against all - repeat,
all - spells.

"Seven. A saving throw made against paralysis creates the same effect as a
slow spell. A saving throw made against fear causes a berserker rage. This means
one is plus 2 on attack but will not do anything but attempt to close and strike
with hand held weapons or whatever natural armaments. such as claws, teeth, horns,
etc., he comes equipped with.

"Mlumber Light. Fireballs shall have full effect on anyone within a five foot
radius of the point of blast. Saving throw for half damage then being applicable.
Within greater than five feet, up to 20 foot radius of the center of blast, all
others receive one-half damage. Points from a line spell, such as lightning, or a
cone spell, such as cold, may be absorbed by the first in 1line of an advancing
group, with only those points in excess of the points of the beings hit, or .left
over from saving throws, goina to the beings in back. This is more 1likely with a
spell such as lightning, which has a habit of grounding out through armour, than
cold, which does affect an area. However, if dragons, say, are coming up a
corridor, the lead one may very well shield the others from effect of something like
a cold blast. .

"Mumber MNine. Remove curse and dispell evil work the same way as dispell
magic. Their effect depends on making the percentage roll of the 1level of the
caster versus the level of the curse or evil. MNeutralize poison works on the basis
of neutralizing as much poison as the user has levels. Hlence a bishop can
neutralize six dice of poison. Special poisons, of course, will take some sort of
percentage roll. '

“Number Ten. Spell points are regenerated at the rate of one increment for
every full day of total rest for the mage or cleric. An increment is the average of
strength, intelligence (or wisdom), and constitution.

"Number Eleven. Although different spells may be used each melee turn, it
takes a full minute, six melee turns, to he able to use the same spell a second
time." Essentially, what you have to do is sit back and think of the structure of

the spell in your own mind and rebuild it before you can generate it again.

Pardon me. Could you come up, use the microphone please.

UNKNOWN SPEAKER = All right. Before when you were talking about melee turns,
stich things are donhe in six seconds, not ten?

CLINT - 1}o. We had originally used six second melee turns, but we had decided
on changing it to ten. .

'* SPEAKER - So what it says in here is correct, then.

CLINT -:That is correct. Okay, anyone else have any questions. Could you .come
up to the microphone, please. The other one with a question, why don't you come. on
up and wait - be ready to take the mike.

UNKNOWN SPRAKER - Okay, a couple quick ones and one perhaps a little longer
one. First one, will vyou explain 10; I'm not sure I understand that, the
regeneration of spell points. ;

STEVE PERRIN - Perrin on the mike. What this means is to get your spell points
back after vou've used them in an adventure, you have to have a day of complete rest
to ‘get one increment, as I call it here, back. Now, what that means is if you have
an average of your strength, intelligence, and constitution of 12, you get 12 spell
points = back for every full day of rest you get. If you've used 72, then you've got
six days to rest before you get all 'your spell points ' back. For an extended
campaign, this can make a lot of difference. ‘ ;




SPECAKER - Right. In other words, a first level will get his back in one day, a
second level will get all his points back in two days....
STEVL . ~ Right, right.

SPEAKER - The other gquick question. Well, let me ask ydu the real question
which was how do you work phantasmal force.
STEVE - Effectively, somehody throws a phantasm.... It has in fact been

occurring to me that maybe we've been doinag it slightly strange lately, but that's
the way we've been,doing it. Effectively, you throw your phantasm of a ten die
fireball. If the group that it's being tossed at believes it, or individual
members, they get it. The ten dice, or if they believe they made their saving
throw, so to speak, it's not really going to be that bad, five dice of damage.
Anybody else, of course, sort of stands around going, Why are all of those people
sitting on the ground groaning a lot. Where did all that stigmata come from from
that dead one over there who suddenly became dead. It 1is entirely possible they
will see the fireball and go, Boy, that's a phantasm and that's a pretty shoddy
phantasm, too. ' _

SPEAKER - Okay, let me ask specifically, in other words, if someone 1is thrown
at with, say, something 1like paralysis or something like that, or a phantasmal
fireball, first they get a saving throw ... first they get a saving throw to
believe.... :

STEVE - Right.

SPEAKER - ... and then a saving throw to take half damage.

STEVE - Right.

SPEAKER -~ If its a player character, can he say, I don't believe it.

STEVE - No, you'‘ve got to make the saving throw.

SPEAKER - It doesn't matter whether....

STEVE - Right.

SPEAKER -~ The other quick question I had was for fireballs, what standard are
you going to use. I notice you‘re using for lightning and cold, the number of dice
you roll is the total damage done to the everyone....

STEVE = Everybody takes it. Now that's the point of the.... 1It's sort of on
the basic theory that you put something in the oven and it gets heated. No - matter
how many items you put in the oven, they still all get heated. So that immediate
area takes it, and then the heat radiates out to the rest of that 20 foot radius,
and that's why it's half damage for everybody else. You get the point source of the
immediate blast and then the half damage for everybody else. Okay?

SPEAKER - [not decipherable]

STEVE - It's very simple. - We take six points, put it into the number of points
they have, 1like.... What's a 60 hit point golem,; that's the stone one, isn't it?
Right. You've got a stone golem. Okay, we divide that by six - that's a  ten die
monster. Figuring that your average monster’s going to be about six points per, on
a one to eight possible. :

SPEAKER - I have ‘a question on.... [not decipherable]

STEVE - I got a feeling I opened up a can of worms. ,

SPEAKER - It's possible that in some dungeons you. are limited in 'the level
character - you can take in, like on a first level they won't allow anything over,
SaY. ..o '

STEVE - Right. :

SPEAKER - Okay.... Now, say you are on a first level, and you see a twenty die
fireball coming at you. It's going to be a lot harder to believe than, say, a five
die. : . -

STEVE = - That depends on the legends about .that particular dungeon. If you're
there for the first time and you've never been in that dungeon before, you don't
know. You, as the character, have no idea what limits there are for going into this
dungeon. '




UNKMOWN: SPEAKER -« = Talkinq a little more about the monsters ... because they
would realize that you can't do that! ' .

STEVE - Not necessarily. How smart is a troll? [laughter] Your basic troll's
going to go, "Hum, hum, oh, gee, that's a fireball, hum."” 'Or -"That's an awful lot
of fire and I don't like fire a whole lot." You've got to basically kéeb'in nind
the-situation as far as the characters and the monsters sece it,'not as far as the
referee has said, "Well, I only ‘allow up to fifth level characters in hnre." It's
like going up and saying, I've heard there are people who are going around saying,
“Well, ‘I used a wish to make - it so I got double Savinq throws." What does your
character know about saving throws? You could sav, "I used a wish to up ny
resistance to magic", and maybe work out something there, but how can you say, "I've
got a double 'saving throw." How doeés that work. '"Well, I take out' these funny
sided dice, see, and I roll them...." {laughter] You know. And your basic ‘evil
mage is saying, 'Yeah, sure, fella, and eat a lightning bolt, too.' You know. TThat
does a character know about a saving throw. ' .

UNKNOWN SPEAKER - How do you work haste spells.

STRVE - As far as I'm concerned, I should have put it in here, I think the way
we're going to be doing it is, a mage says, "I'm 'goina to put ‘the party under
haste",. and okay fine, the party'’s under-haste. We have actually becn doing it so
that you have to make a saving throw even against a friendly haste spell. But it
seems to me, and we've been taking it back and forth.... [baby crying] There will
be a brief pause for the dwarf screamer in the background there. [not decipherable]
Right, the animated fire alarm is now being taken out, right. Okay, now wheré was
I? Right, haste  spells. That  vou can sort of accept a friendly spell, without
worrying about it. Otherwise, you should really start making saving throws against
cures. Which would be, you know, REALLY unfortunate. - [laughter] Oh, by the way,
as long as we're on cure spells, something that suddenly occurs to me’ that I did not
put in the conventions, it's something we've been doing = our group has been doing -
pretty much since its inception, and ‘I:know other people aren't doing this way, is
that we've been making it a.- six  hour wait between cure spells. Simply, this
started.... We may change this, and probably the referees will work it out with
whoever's playing the Leiber dungeon or whoever else's dungeon they're going into at
any . given time. Our thing was, whén we had unlimited spell use, which we started
out with before we went to spell points,' which T might “think ' almost everybody
did.... It was a matter of, gee, wow, I mean you can just Keep tossing cures like
mad, you know, what's the use. So wé had this six hour 1limit.  This mav change,
now. With the way the spell points working and so forth, we may start switching
this around. And I think this will probably be pretty much up to the dungeonmasters
and how people are used to playing with cure spells. Dan?

DAN PIERSON - For the six ‘hour :limit.... ~Okay, there hadas been one main
alternative,  which has also  kind of shown up in our group, and that 1s one hour
separation for cure light and six hours for cure heavy.

STEVE - Yeah, that's another alternate way of doing it. I know of flghts in
other people's dungeons which have “involved, you know, bumping off six balrogs,
mostly because you grab the fighter that just got killed, drag him behind the group,
do a cure, and send him in again. -[laughter] People aet knocked down to one or two
points about five times during the course of this immense melee up and down ‘a ten
foot corridor, which is a little weird.... Yes, sir. . B

© UNKNOWN .SPEAKER - [not decipherablel] g
. STEVE - Very close.

SPEAKER - Like on that one there. The way we've been running cure spells where
I play, which is to take a full turn to throw a cure so you couldn t do 1t in melee
anyway . : : A :

.. STEVE - It takes a full ten minute turn to'do a cure -spell. Yeah, that's a
viable alternative, too. ’




SPEAKER - Okay. Also, I was, wonoerlng like, you say six hours between cure
~spells. Would that 1nclude cure notlons,:etc., e .

STEVE - Pre01sely. The idea is that the body cannot. . Our rationalization
was the body  could not take the trauma.of all this sudden cures and so forth in a
very short period of time. As I said, we mostly did it just so that unlimited cures
“couldn't be used to just keep people going forever. Are we still on cures or are we
" on to another subject?
o UNKNOWN SPEAKER - This is cures.

STEVE - Ah, more to cures' Yes!

' SPEAKER - How does this apply to like, four paladlns walklnq up and all going,
"Be well my son.

STEVB - One, I wonder about four paladins working . together That much charisma
in one spot is a little overwhelming. [laughter] But it can be done, we've had
people do it. Anyway, you know, we've got some weird people around here. But
anyway.... I say, standing next to somebody who was just in a party in which there
were about four paladins.

PETER SAVQOY - Five.

STEVE - Five, yes that's right. [laughter]

PETER - They disagreed a lot.

STEVE - Yeah, I can imagine. Even the ones who were brothers, right? Yes. Or
were they? Anyway, I would say it would work, as far as our system is. concerned,
the same way. You'd go, the first paladin, whichever one had the infinitesimal

second of getting there first, would go "Hoo, Hah!7.- CURE, and the other three
would go "Hoo, Hah!" - CURE, and why did that man down there, groaning in agony!
[laughter] s

SPEAKER - And the other question is, how you use cure: potions? Do they Jjust
work the same way, you can't take more than one every 'six hours.
' STEVE - Right.

SPEAKER - You can‘t add it to like a cure spell.

STEVE - No. Right. Precisely. If you run into something called Lydia Pinkham
Restorative [laughter] which the small maniac over here by the tape recorder came up
with and which probably some day the gods should come down and burn away, it!ll work
any time. Anywhere. You can just keep chuggalugging it down. And you can buy it
from Golden Dragon Merchandising - Steve Henderson - or Crocker Denizon's Bank, yes
- for sqme 1ncred1ble thlng like 10,000....

JERRY JACKS - A_bottle in one hand and a sword in the other. .

" STEVE - Yes, right! Hack, glug! Hack, glug! It cuts down your dexterlty,
though. [laughter] Okay, do we have any more guestions on spell use. Mr.
Galloway, right.

'~ " GALLOWAY - He's talking about Lady Pinkins, Lydia who?

STEVE - Lydia Pinkham's Restorative. :

GALLOWAY - Whatever. But I've come up w1th in [cough], that is San:Diego, a
thing called Geritol. [laughter]

STEVE - I've heard that name some place before.

" GALLOWAY - Anyway, it ba51cally like your standard Geritol. One slug and you
go up a point; one slug and you go up a point; and it isn't magical or anything.
4Cause it lS "nature” spelled backwards, or something like that.

' STEVE - No, "Serutan is . nature spelled backwards.

GALLOWAY - Whatever y

UNKNOWN SPEAKER - "Gerltol” spelled backwards is.... [laughter]

GALLOWAY - But, aryway, it didn't hit it.

STEVE - It's "Lotireg”. ‘"Geritol" spelled backwards is "Lotireg®.

GALLOWAY - There s also super-strength Geritol which is, every slug is 'a six-
sided die. 4
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JERRY-JACKS - Swallowinag that six-sided die.... [laughter]

STEVE - The comment has been made that swallowing a six-sided dle is really
unfortunate.... Oh, God. The Mad Jackson just hands us.... Oh, I see, fine,

UNKNOWN SPEAKER = Do you permit clerics to use blade harrier spells. '

STEVE - Certainly. Absolutely. VYes, clerics can use blade barriers. It does
not count 'as a blade in the hand. There is some question in my mind - I haven't
talked about it to anybody else, so that the rest of the people I usually play with
are going to go "Wah!" - about the prohibition against edged weapons in the hands of
an evil cleric. I really wouldn't think an evil cleric would have any compunction
about drawing blood whatsoever.

UNKNOWN SPEAKER - [not decipherable]

STEVE - Yeah, maybe his gods do, maybe his gods like the MASH of a brain, I
don't know, but.... . Yes, Jerry.

JERRY JACKS - I have nothing against that because I'm comina to the conclu51on
that a non-Christian cleric can use edged weapons. Also, the specific rule against
Christian clerics using edged weapons is they can't kill Christians with them. You
shall not draw the blood of a Christian. They can use it against infidels all they
want! [laughter] _

STEVE - You're picky, Jacks, picky. Tony? Would people that we don't know and
I:- don't give : off - their names immediately when they come up here, please say your
name into the mike so that we can' cget some idea of who's making all these
contributions?

{ JERRY JACKS - Name and address, how much money you'll pay not to have your name
publlshed....

STEVE - Right. Tony?

TONY: - Specifically on this number about clerics and edged weapons. All my
characters are Japanese, right? The specific weapon that the Japanese cleric
developed, before the warriors ever got it, was the naginata, which is....

STEVE - Pole arm, effectively. _ v

TONY - Pole arm with a mean blade on it that was specifically theirs.
Eventually it became other people'’s, but..!. ' S

STEVE - It's also a woman's weapon, effectively.

TONY - Would this not be allowed. v

STEVE .- Until such time as 'a major decision is made, that would at the very
least have to be an individual dungeonmaster's option. And as far as the Leiber
Dungeon is concerned, we will contlnue on with the flne old D&D thing of clerics can
only use blunt weapons. -

TONY - So then for the Leiber Dungeon ...

STEVE - Yeah. And for I imagine most other people s dungeons here, at least at
the moment, it'll be that way. ,

DAN PIERSON - For clerics using edged weanons, I think oo w

STEVE - Here we go again. »

DAN - It's just the way you need to handicap clerics, otherwise ... ,

STEVE - Yeah, right. Otherwise, you've got this fighter who can use ...
Otherwise, you've got a Templar association. o

UNKNOWN SPEAKER ~ Why not?

STEVE - Come on up, George ... Ue keep seeing the same faces, let's not all
see the same faces here, doesn't ‘somebody else want to come up to the blackboard?

UNKNOWN SPEAKER - ... the subject of a long and very heated debate was clerical
morningstars, because the spikes on a morningstar used aqalnst lower armour classes
definitely draw blood ... :

STEVE - Yes.

.SPEAKER' - ... and a friend was insisting that this is Stlll a clerlcal weapon,
and so I allowed him to use nonspiked morningstars. ’
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STEVE - Precisely.

SPEAKER - The change does not draw blood, but you lose the lower ...

STEVE - Let’s get a matter of definition going here. A morningstar effectively
is usually considered to be a chain flail with a morningstar head. A mace can have
a morningstar head, really. L

SPEAALR - Not . a, clerical one, I don't think.

STEVE = Not a clerical one, precisely. Any clerical morningstar, you'‘'ve pretty
much got to flgure, is going to be this nice round ball ... Do you still have
yours, Clint? N . ) ’ ‘

CLINT - Yeah, I could bring it tomorrow, if people are really excited about
seeing something.you can break down doors with. i ‘

STEVE - Yes. Clint's got, what is that, a six pound shot or something like
that on the end of that thing?

CLINT - That's right.

STEVE - Yeah, a six pound shot at the end of a chain. With a thing 1like that
it's very nice for breaking down doors and caving in heads or whatever Marvelous
clerical weapon. [laughter] : SRR

SPEAKER - And the other question was the use of more or less a staff ‘with: ' a
spike at the end, which a cleric simply puts in front of him. If the opponent
wishes to run into it, that’'s not the cleric's business. He is simply ‘sitting
there .... ‘

STEVE. -.I think we just ran into a Taoist cleric.

UNKNOWN SPEAKER - A very neutral cleric device, not a lawful cleric.

STEVE - Right. You should try to keep people from harm.

UNKNOWN SPEAKER - I'm going to have to get this transcript for my frlend

STEVE - Yes.

- JERRY JACKS - May I make a note? Arrows may not be used by a lawful cleric.
They are bladed weapons, damn it.
~_ STEVE - But what about stone bows, Jerry?
JERRY - That's thrown. An arrow has a shaft, that makes it a pointed weapon.
STEVE - Jerry, any more comments you care to make, why don’t you make them into
the mike.so we can get them into the transcript?

JERRY - Okay. .

STEVE - Jerry will now repeat his comments so that we can find out what was
going on.

JERRY - It has a shaft, it's a pointed weapon. That makes it a pointed weapon,
even if it's got a blunt head, it's acting like a pointed weapon. That's - for MY
dungeons. Okay? » o ;

i STEVE - And as far as at least Jerry is concerned....

JERRY =- If you're going into the:Leiber Dungeon and I'm refing and your cleric
uses an arrow, he's in trouble. He may -find the arrow in a  spot he wasn't
expecting. [laughter] :

STEVE -kJerry‘knows all the spots. Okay, Steve? You were standing up, did you
have . anything?. -1lo? Anybody else. Terry? Come up and grab a mike so we can hear
your dulcet tones.

JERRY - If you have a question and you want to wait in line to get the mike,
that s fine.

TERRY - Essentially, regarding edged weapons, blade weapons, etc. It's been my
impression, and I've run my dungeons on the basis that, a cleric - any cleric, ' in
fact;—'in spite of Jerry's, thing about. infidels and Christians, and so on.’ 1In any
case, a cleric.... To him, he looks at an edged or a blade weapon and says, "Uh!"”
He, has got an inborn psychological block against using them.
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STEVE - Imposed by Gary Gygax.

TERRY - Right. 1MNow, he can certainly....

STEVE - Surprised by Gygax when he was very young, yes. _

TERRY = [not decipherable] but he is not going to go, "Hoo, hah!", and go in to
the midst of the fray. Now, I'd like a further clarification on the morningstar,
because virtually all of my priests and such do carry what amounts to morningstars.

STEVE .~ Well, they'll be blunt. They'll just be round, heavy balls, two,
three, six pound balls. :

TERRY - Then they're not morningstars, they don‘t have those lovely little

.spikes on:them. .

JERRY - But yvou could put blunt silver studs on them.... My clerics cafry
maces, with large silver studs.... '

STEVE - Right. ©Unless they've got +2 maces. Somehow or other I can't get away
from getting +2 maces for my clerics. &Ed, again. _:

GALLOWAY . - Galloway, again, from Los Angeles. You were talking about clerics

not using arrows. But, a crossbow will fire a projectile which is 1like a ~stone

weight or a iron weight with just as much force as short ranges, I‘'ve seen this done

.in combat:...

STEVE - I think we've already specified that stone hows are all right for

clerics.

GALLOWAY - And, also, on a cleric going into the fray, during the Crusades a
number of the holy fathers and orders would go into the Crusades w1th their six foot
long clubs or trunks of tree limbs and,; against the “infidels"”, who had a marginal
form of armour - chain, some plate - they were clearing men off their horses with a
sweep. ’ -

STEVL - Oh yeah. That's why clerics can use staves of striking.

JERRY - I want to clarify the bit about projectile weapons and the bows and
everything. If the cleric is shooting like a round shot or anything without a
shaft, that's fine. He's slinging something without a shaft, that's fine. Where my
quibble comes in is the shaft. The shaft, to me, makes it act ‘like an edged weapon,
because it's the shaft.... Usual arrows have an arrow point at the end. Even if
it's got a round thing at the end, you should take the round  thing off and throw
that. But if he fires it like a full-scale regular arrow, it's an arrow - he can't
use it.. A projectile he can use, any time he wants to.

STEVE - An arquebus fires a round projectile.

JERRY - Yes. A cleric can use an arquebus.

STEVE - .The priests.of Styphon, arise, ves.... Say your name.

HENDRIK PFEIFFER - What would happen if a clerlc was charmed and forced to use
a bladed weapon.

JERRY -.. If -a -<cleric was forced by someone else to use a’ bladed weapon; the
curse would fall upon the person who charmed the cleric and made him use it. The
poor cleric would fight the charm and probably break it, remembering there' s that
good chance of somebody. breaking the charm. He  would be continually f;qhtlng.
You're trying to make him do something ‘that he really doesn't want to do. I think
of charm along the lines of, say, hypnotism. You can make somebody do something
they inherently have nothing really against doing, or if they're neutral about it
they'll do it. If they really don't want to do it, they're qgoing to fight yéu.
They're going to have a chance every turn of breaking that charm - and, boy, is he
going to be angry! TWhen that charm comes off, he's going to be really up ‘shit‘sf
creek! And the god! - his god, probably - is not going to be too happy about that
either. He's just as likely. to say, "You - DEAD."

UNDECIPHERABLE SPEAKGR = ... from L.A. I was wondering. Like, your complaint
is about the shaft weapons. What if it has a shaft but it also has a blunt item on
the end of it?
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JERRY -~ I think I just said that....
STEVE - Jerry, grab the mike. ’
JERRY - Even if it has a blunt end, the shaft makes it an edged weapon. If-
it's a projectile without a shaft, that's fine. If it's a round thing with a shaft,
forget it. ' '
SPEAKER = But still, the shaft isn‘t what's going to be hitting the person....
CLINT - Excuse me. Excuse me. I think we've done that particular portion of"
the topic to death.... Sure. Who are you? You should give your name, so.... '
UNKNOWN SPEAKER - The question of enforcement has been sort of brought up along
with this. How do various people go about enforcing these rules and regulations.
Does God say “NO!™ when you do something wrong, or do you simply find that 1little
things are going wrong against you, you know, you tend to fall down holes and stuff.
How do people handle these things, without being overly intrusive as a
dungeonmaster? =
CLINT - Okay, well, it depends.... The way I handle it is it depends on the
magnitude of the transgression and essentially who's transgressing, as to what is a
transgression or not. Being a purportedly strongly lawful character and doing
something really not very lawful, like taking all of the enemy who are down and not
out and, instead of tying them up, slitting their throats, will not be allowed
unless it is something which is an absolute example of the culture that the lawful
individual comes from. I héve a group of American Indians who do not consider it to
be at all lawful to use magic to kill somebody. It's just not done in their
culture. On the other haend, if the capture a brave enemy, they’ll give him a chance
to regain his honour by torturing him for a while. It's a perfectly lawful thing to
do and perfectly honourable within their culture. To a great extent, it has to be,
"How consistent are your characters within the culture that they represent?"” If
you're playing them properl and can define the culture and state it exactly or
reasonably exactly, I'11l allow it. Any transgressions outside of that will get vyou
scrooched in one way or another. You will find....

(%

JERRY - ... a party and your clerical light starts to dim.

CLINT - Something very untoward can happen, or you may just find yourself
afflicted with lots of wandering monsters.

JERRY - You might have a psychic sign on your back, "Kick me!"™ [laughter]

. CLINT - Anybody else who has a specific way of handling it, or something like
that, I'd be glad to hear from, at this point.

' GALLOWAY - Galloway, again, from Los Angeles. Down there, or in Los Angeles, I
keep thinking of San Francisco as someplace else....

JERRY - It sure is! [laughter]

GALLOWAY - Anyway, depending on who's running the dungeon, there is one dungeon
I've gone into where it is run by a former divinity student -talk about being
lawful! He's talking about people knowing their cultures. Unfortunately, a 1ot of
players say, “This looks good! I'm going to have a man that does so+and-so and so-
and-so." But they may hang wallpaper for a living, and they don't know anything
about cultural histories. So the guy'‘s at a complete disadvantage if he's running
American Indians. '

CLINT - Then, normally what I do if I'm dungeonmastering is I will suggest that
kind of culture they come from, and I will pretty much say, "Well, you're
representing this as an American Indian, and this is, depending on the American
Indian type that you're claiming he is, this is pretty much how they acted, and
you're action isn't really within that culture." And if it's obvious that this sort
of situation has not occurred to them before, then I will give them a chance to
change their mind in terms of their action. You know, anything to help the game be
a little more consistent and to have everybody a chance to have some fun with it and
enjoy it, rather than coming down hard on 'em the first time.
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UNKNOWN SPEAKER - The second time.... [laughter]

CLINT - Right. And you can also play it if you so decide, and I w1ll do this
occasionally if somebody has really no idea what kind of cultural background their
character or characters come from, just pretty much stated, "All right, this is the
kind of thing a lawful person can do, this is the kind of thing a neutral person can
do, and this is the kind of thing a chaotic person can do, and then don't step
coutside of those bounds.” At that's pretty much an attitude of the dungeonmaster
himself in terms of how he or she deflnes that. The most recent publication of
.Strategic Review notwithstanding. .

NICOLAI SHAPIRO - Nicolai shapiro from Berkeley. I was. just curious when you
say, "I define my characters' culture.” TWhat is lawful in that culture vyou'll let
me get away with it to a reasonable extent. ’

CLINT - To a reasonable extent, yes.

NICOLAI ~ For example, in Stormgate it's considered reasonably lawful in a nice
cutthroat situation to use pcison on weapons for lawful types.

CLINT - There are certain cultures in poisonous weapons are used, and it's
considered perfectly ledal to do so. _

-JERRY - The Condottieri from the 15th Century Italy.

: 'STEVE - How lawful were the Condottieri? They were pretty much neutral.
[Laughter] . .

NICOLAI ~ I know there were cultures in which poison was used, but I've seen a
lot of dungeonmasters who become very incensed at the idea of a lawful type . using
poison. '

CLINT = Well, if vyou define your culture, and you say, "Within this culture
using a poisonous weapon is considered to be an honourable thing," I'l1l  accept it.
If you come -at  me and say, “This man is Sir Ceceo Sorrow, or Sir Amic Pots," and
he's right out of 14th Century Romanticized France, and you tell me he's got a
poisoned weapon, I'll tell you he isn‘t very lawful. . S

STEVE - One other item, as far as this lawful thing is concerned. All right,
here we've got Gezernerplatz the Scragger. He is a lawful person who uses poison on
his sword because it is the Great Holy Poison and everybody in his culture - uses

poison on the sword. Okay, this is fine. Now, WNicolai there has got his
Gezernerplatz the Scragger, right. And he goes in ... and he's with a group of
other people. And the thing with' the Leiber Dungeon is, we want people from

different groups to all come in at the same time, just to get a good interplay going
and see just how other people would handle things. So he goes in with, oh, Clint's
paladin, or with Ty ~ Steve Henderson's, not failed paladin, but retired paladin,
cause he fell in love with a neutral mage. But, anyway, Ty is a very, very lawful
person, even. though he's no longer a paladin, right? Ty just might very well say,
“Are you sure you're a lawful fella." "Oh, vyes, of course, this is the Holy
Poison. " "Are you really sure about that, fella?" And if he does something else
that's something strange, Ty may just kill him. Or call him out and say, “Come on,
boy, : I'm not going to besmirch the name of law with having you in the party, let's
fight." And this could be considered to be a lawful act, cause they‘re both acting
more or less within their cultures. So it's like, we were having one problem with
people who were going ... making a real menace of themselves in the party. They're
neutrals, right, and they were just insulting everybody and almost getting the party
killed, and I believe: it was one of Clint's monks, a lawful monk, who sort of took
the person aside and said, "You will stop doing this or you will die,"” and walked
off. And that's a lawful act. Because keeping the party together is perfectly
lawful within the monk's context. So if everybody in this lawful party goes in with
poisoned weapons, that's fine. If one person in this lawful party goes in with
poisoned weapons, he may find problems with the rest of the people in the party.
Cause you've got to get into the character, you've got to figure out what your
character's going to do. Ah, Dave Hargrave, pervayer of monsters all over the
place, has just arrived. Dan Pierson.
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DAN PILRSOM -~ Okay, this 1is different. It has to do with what you do when
someone does something that it obviously unlawful. The worst of them was ever heard
of was in "icolai's dungeon, I gather, when a supposedly lawful paladin wanted to

take a lawful character they captured, string him up from the ceiling, tear his

entrails out to play maypole with. [laughter] He was no longer a paladin,
whereupon the person who had him took him to another dungeon where he was
immediately made paladin again. After thinking about this, possibly what would

';happen to him in my dungeon is, first, of course, he'd be a paladin - he'd be a

chaotic paladin. Of course, his weapons and such would still be lawful. [laughter]

Secondly, I have this demigod called Paladin, who would almost certainly appear on
‘the spot and chop him into little mincemeat. I guarantee he would chop him into
_little mincemeat.

STEVE - With his silver-plated six gun, right?
- DAN - No, he uses a holy sword +5, every blow is a critical hit.
STEVE - Pearl handled.
- DAN - Pearl handled, yes.
BILL XEYES - Bill Keyes.
~ CLINT - Into the microphone.
" STEVE - Very close to your mouth.
BILL - Okay, on the poison pages, one thing I‘'ve notice reading through it is
the fact that the giant spider does not kill, he paralyzes. If you carry giant
spider venom you could have the following situation. A very lawful character does

~not 1like . to kill. He uses arrows tipped. . giant spider venom to paralyze.

Therefore,Ahe can then question the person at hlS leisure and, you know, avoid

killing whenever possible. Uould this be considered lawful.

'CLINT - Most certalnly

[muffled talking]

JERRY JACKS - Would you repeat the question?

CLINT - You didn't pick up the question on the tape?

STEVE - Dan's question.

CLIMT - Okay, Dan, state your guestion exactly so I can repeat it into the
microphone.

-CLINT - The guestion was, would arrows merely dlpped in giant spider venom have
enough effect to paralyze, since it doesn't have the . volume that spider-injected
poison would. That would be a good question. [laughter] If you come up with an
answer let me know.

If you want to ask questions, why don’t you come on up here, qet in 1line and
speak into the mike. ‘

STEVE - If you want you can borrow this one. Bring your questions up here.

The reason we are asking people to come up here is so that their questions and
comments can go into the transcript, so that everybody who‘s at the convention can
get the benefit of all this discussion. So if you've any auestions of anybhody, if
there's somebody there and you have a question of them, come up here and borrow this
mike. '

JERRY - Two mikes, no waiting.

STEVE - Yes.

GALLOWAY - Well, this is Galloway, again, from Los Angeles. You were talking
about arrows having poison on them by being dipped. There are means I'm making
which - ah, that didn't come out right.

STFVF - Right. You're saying there are preparations of poison that can be made
that an arrow can be dipped in and it would work. .

GALLOWAY - And grooves on the arrow shaft, grooves on the arrowhead, 1little
pockets on the arrowhead, etchings on the ... ; ‘)

STEVE - This is something you'd have to prepare. You can‘t kill a giant spider
and start dipping arrows into it. This will not work.
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GALLOWAY - No, but it's a good idea to pick up his poison ...

STEVE - ... poison sac, right ...

GALLOWAY - ... and carry that away, and then use that for dipping,
crystalization, dipping, over and over.

- STEVE - Gotcha.

GALLOWAY - It'd give you poison arrows, poison darts. There are certain types
of woods which are, by themselves, inherent poiscns, and if you have, say, like a
dart shaft, thrown hand dart, that is iron tipped with this type of wood planking

‘the shaft, the point area, the wood itself is poisonous.

" NICOLAI SHAPIRO - Nicolai Shapiro, Berkeley. Just one comment on the arrows.
A little trick. If you do insist upon poisoning the arrowhead, if you poison -the
complete arrowhead, you have the possibility of scratching yourself with the tip, so
in various cultures where poisoned arrows have been used, the usual safe trick is to
poison up to, perhaps, an eighth of an inch or a quarter of an inch of the tip and
leave that clean of poison. And if someone goes into a dungeon .and says, "“I'm
poisoning the arrowheads,” you might just sort of sit there and say, "Okay, fine,"
and then if he doesn't specify this procedure and he's using the arrows, you say,
“Okay fine, there’s a 10 percent chance (you say to yourself) that he is g01nq to
prick himself with the tip every time he picks out an arrow.“

STEVE - Thank you. I believe Fang is next.

FANG - Yeah, this is on the arrow guestion. I was wondering ...

STEVE - Wait a minute, wait a minute. Owen, yours was about arrows. .

OWEN HANNIFEN - Yeah, well,'about arrows and poison. Owen Hannifen - of San
Francisco, here. Okay, vyou've got, say, a poison sac from an eight hit dice
scorpion (worth of poison). If you just dip an arrow in it, you‘re only going to

get about one or two dice worth of poison, as far as I can see. You're not getting
a full dose. One of my characters had built for him, at a cost of a hundred GP,
what 1is called an injector spear,“that holds one-seventh of the poison sac of
poison, and if he hits with it, it is a full eight dice worth of damage. But Jjust
dipping is not going to give you that much poison, as far as I can see.

STEVE - Right. :

OWEN - I once had injector arrows built, but it was pointed out to me, they
would be quite wobbly, they would fall all over the place, and I might even hit. one
of my own people with them, so I decided that would be very bad.

STEVE - Tendency to break, too.

OWEN - Break, or ... But the injector spear or an injector lance, I think, is
the best way of delivering poison. '

UNKNOWN SPEAKER - Okay, what I was wondering was, I've been with a lot of
lawfuls, "~ and the only way to show that they‘re truely lawful is to see how many
chaotics they can k1ll in a day, and I was wondering what dungeonmasters can--.do
about this. ; ‘ ,

' STEVE - Well, in many cultures including, I would imagine, your basic D&D
culture, that seems to'be a moderately lawful activity. [laughter] You know, I
mean, that's the point. You've got the war of law and chaos, or the war of good and
evil, depending on whether you've read the latest TSR and go along with it or not,
and that's your thing - you kill chaotics. It's problem of how you 'kill the
chaotics that's the question. L

“JERRY - If you laugh, you're in trouble.

STEVE - Yeah, if you 1look 1like you're enjoying it, vyou're in trouble.
[laughter] I had a lawful character who was sort of borderline neutral in one - of
Clint's dungeons, and there were several orcs on the ground who had maybe one point
left and so forth and were busy bleeding a lot. And this quy decided, "Oh well,:
Okay, fine", and started slitting throats. At which point Clint informed me:the guy
was a neutral. I went: ... All right."” And the cleric with the group; offered to
send him off on a quest that would make him lawful again, but then he took a look at
the group he was working with and said, "Who needs you turkeys?", and went off to be
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a neutral. He was the smartest one, had the best strength, and everything élse -
"Yuck, forget it".and left. ,

As I say, it's a matter of how vyou do it, and it's also a matter of the
dungeonmaster's interpretation, of course. There's any number of dungeonmasters out
there, I'm sure, who have the basic theory that the only good orc is a dead orc and
you get it any way you can. [applause] Obviously, there's a high anti-orc faction
in this room. [laughter]

CLINT - Something to think about, apropos it's how you kill them rather than
who vyou kill, is a question of life energy draining. Just how lawful is the act of
stealing somebody's life energy? It's something to think about, anyway.

Terry, if you want to ask a question, come up and take a microphone.

TERRY - My question relates to that thing earlier when they were talking about
the poison of the giant spider, of paralyzation. He mentioned about holding a
person paralyzed and then questioning him later. Is a person under paralyzation
able to speak? »

STEVE =~ I imagine the +theory was that you paralyzed him until such time as you
could tie him up and so forth, and then let the paralysis wear off, and then talk. to
him. I imagine that a paralysis like that could be taken care of with a neutralize
poison as well.

CLINT - And if not, three weeks later.

STEVE - Yes, or, as has been pcinted out, three weeks later you can question
them - depands.

DAN PIERSON - Paul Mosslander, who is not here, came up with the theory that
what's basically going on in D&D is a pogrom against chaotics by lawfuls.

STEVE - Right. Z=xcept for ithose neople who are taking chaotics in and trylng
to pogrom the lawfuls.

DAN - Right.: In either case, due to that, I added the Dungeon Alignment
Liberties Union to my dungeon.

STEVE - The what?

DAN -~ The Dungeon Alignment Liberties Union - the DALU. Do too much pogroming
and they may come up and interfere. [laughter]

STEVE - All right, thank vou Dan Pierson. Galloway strikes again. Yes?

GALLOWAY - Galloway;, Los Angeles.  You're talklnq about the manner in whlch a
cleric would kill, say, a chaotic on the floor, one or two hit p01nts left, and just
lying there kind of wiggling and bleeding. If he walks up to him and says, "Bless

you, my son, domino thalmados” - THUMP! That is a lawful ‘act - for him!
STEVE - That's a funny lookinog Thalos cleric who's d01ng it! But anyway ...
GALLOWAY -~ "Thalos"?

STEVE - Yes, well, T was just pointing out, you were using one particular type
of cleric, but yes.

JERRY - No weapons.

STEVE - No weapons? Thank you, Jerry.

SPEAKER - Clint ...

STEVE =. Identify yourself kefore you identify somebody else, Jerry.

SPEAKER - Clint, with regaxd to your life energy draining sword and types llPe
that, .as far as I'm concerned, a lawful individual comes along - here is this lawful
sword. The sword has certain in-huilt Phabacterlstlcs, and you cannot sayL  YI'm
not - going to wuse this aspect of it.” So I think within that fbrmat, this life

energy draining would still be a lawful act. It would not necessarily be. a nice
lawful act. . o

JERRY JACKS - I just want to comment that I believe that having devices that
drain life energy is a question of +the dungeonmaster's problem. I have in my
dungeon no lawful items that will ‘drain 1life energy. 1It's as simple as that.
Therefore, no lawful is ever going to-have to make that awful decision, in my
dungeon, or with something from my dungeon.
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CHUCK DAVIS - I'm Chuck Davis from Long Beach, and on the question of poisoned
weapons and poison arrows, I believe that this is the way it should be handled. If
you're going to use poison on a weapon, it certainly makes the fighter far more
powerful than he really should be tdctically speaking. So' if he's going to use
poison on his weapons, what the dungeonmaster must do is ‘equip all ‘his monsters in
his dungeon with poison on their weapons as well. And I think. this solves the
problem. * In other words, if you are going to go up against a party with your
poisoned arrows and inflict two to three hit dice of damage, lo and behold, when the
chaotics and neutral parties start firing them bac¢k, I think that sort of the word
gets around and people stop using the poisoned weapons. It also makes it very hard
on the referee and I think it's a little ridiculous at this point.

STEVE -~ It seems to me - Steve Perrin here again -~ that that would be a matter
of a campaign dungeon, like I think most people actually play (we don't, but almost
everybody else seems' to) where you've got certain characters who go into certain
dungeons and that's it. So that, if one’of your characters comes in and informs the
dungeonmaster, "Yeah, 'well, I'm iocaded up with poison arrows." Dungeonmaster says,
"Far out.” Then he goes thrcugh that particular time with poison arrows. You
figure the rest of the monsters, or like in Dave Hargrave's dungeon here, the Black
Lotus Soc1ety gets word that peOnle are using poison arrows. And the next group
that comeés down - which may or may not include that character - certainly starts
running into poison arrows. It's a matter of building up the consistency of the
dungeon. Poison arrows, on the other hand, are a neat thing to toss in just sort of
odd. You know, that particular band of orcs likes to dip stuff into poison - YHave
fun, troops!" [laughter] I don't think it should be a matter of, Well, oh, you've
got poison arrows. Well, now, there'll not be a half an hour pause while a re-key
my entire dunigeon so that everybody‘ll have poison ‘arrows. I think it should just
be a matter of, “Okay, fella. 'We've got vour number.  Next time you'll be .in.  real

trouble!"” [laughter] I think ‘thé ulcimate way of taking care of somebody has been
devised by Steve Henderson and afore-mentioned Paul tiosslander, which is, vyou. :get
somebody who's really being a real problem. (Jerry just said something that we'll

not put on the family tape.) So what you do is, you walk them through a portal.
And they try to go back, and it's a one-way portal, of course. ' So they go on, and
'they fight this monster ‘and collect a bunch of loot, and they fight this monster and
collect a bunch of loot, and they're just whiling away. And they're not :really
fighting that much, ydu know, a few things‘to keep them interested. ' They keep going
along, and& they can"t find a way but. And they say, "Okay, we'll blast our way out
with disintegrate ‘spells." Figure'that it's a fairly high level crew. "Right", you
say. So they ‘blast their way out, and there's 10 foot of rock. And they blast a
way out, and there's 10 foot more of rock. And they keep blasting and blasting, and
you tell them, "I don't know if you could call this a trap exactly, but your torches
and lanterns are starting to flicker from lack of coxygen.” So they get really
desperate, -and they're really blasting away like mad, and maybe using wishes to
replenish the air, and having all kiads of fun, and just going BLAST, BLAST, BLAST,
and finally they break through to the surface - of Pluto! [applause] This is what
you do with somebody who's being a real problem in a dungeon. Yes?

JASON REY -~ Jason Rey from Los Angeles. I wanted to ask this question before I
had it happen.  Cn neutral and lawful acts, there was a neutral who was selling a
character of mine a device and said, "Okay, I'll let you have it for 10,000 gold
pieces. " And I said, "Okay, fine.” And he said, "Okay, you've got the device.
Now, to learn how it works will cost another 25,000 gold pieces.”

SPEAKER - That's neutral. i - A

JASON - And the character slammed him against the wall, and put a gun to his
head, and says, "You're going to tell me now or I'm going to blow your head off!"
He says, "I won't! Go ahzad!® -~ so I did. {[laughtexr And he said it was a chaotic
act. Now, I did warn him, you see, and I just wondered what opinions most people
would have on that.
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CLINT - That's true! He did warn him. I'd have to know the exact situation in
a thing like that, who the character was, how the character had hehaved before, how
the neutral had behaved before, how desperate they were to get the device and find
out. how it worked and use it, and so on. All of that, it seems to me, would have a
very definite effect on how I'd treat that ... And if you think that's waffling,
you're right!

ANTHONY JONES [?] - Anthony Jones from San Diego. In the first place, blasting
one's way to the surface of my dungeon 1is contraindicated because it's on an
asteroid! And I have something to say about poisoned arrows, at least the way we've
been handling this is, first of all, it's not quite as much an advantage as you
might think, because you can only poison so many arrows that are poisoned to begin
with. And I really find it highly unlikely ‘that the second or third time you fire a
poisoned arrow and it hits something, it's going to be very poisoned anymore.

STEVE - Right.

ANTHONY - And so that's how we've been handling it for the most part. If
you've got to poison your arrows, go ahead. You're not going to have all that many
poisoned arrows and you'll probably run out before long.

STEVE - Could everbody who's using the mike please speak with the mike very
close to their mouth and face the rest of the people so they know what's going on.
That includes us.

ANTHOWY - Shall I repeat my remarks?

STEVE - Actually, I think that was fairly loud, wasn't it? Owen? Yeah.

DAVE HARGRAVE - I'm Dave Ilargrave from Richmond, California. I have two
comments. umber one, with regard to poison, whether by a spider as was mentioned
before, on an arrow. I have read up on it a little bit and I find that most poisons
do not act as the [undecipherable]. Therefore, I put in my dungeons a one to twenty
melee turn delay. And, also, the man - is given a saving throw versus poison, which
means . he may only take half damage after twenty melee turns: you may be in trouble!
As far as spiders are concerned, and insects that inject a poison, after a little

_research I find that they don't always inject the same amount of poison, so I have a

decreasing scale: three-thirds, two-thirds, one-third, and lots-of-luck. And I
think if you use those two little formats, it will really limit the value of poison.

GEORGE GOLD - This is just a trifle off the subject of poison ...

CLINT - Who is this?

GEORGE - George Gold from Stanford. The question is somewhat close to poison.
It's the chances of picking up the wrong sword. And we happen to run it according

~to ... It does! You can pick it up and carry it, if you do so carefully. If you

say, "I've just picked it up and I'm carrying it" - BLAM! ’AnYthing'may happen. . If

. you say, "I'm wrapping it in leather without touching it," it's a different story.

But basically the idea is, until you touch the metal or until ydu:pﬁll it from the

~ sheath, it's quite, sort of neutralized. As soon as it clearé'the'sheath or as soon

as you hapven to ‘touch it unwrapped, uninsulated -WHAMO! And I'd just like comments
on this. , ’ '

CLINT - Well, that's pretty much the way we've been playing it, actually. You
get neutrals who will cheerfully sell lawful or chaotic swords if they can't use
them, since they're not neutral. Chaotics, depending on how théy consider 'thj.':ilvgs,
will even carry along lawful swords and try to peddle them; they don't realiy.dére
as long as they.can get. the bread out of it. But that's pretty much how we've been
handling it: Eie

JERRY JACKS' - Yeah, I agree along those lines. If you specifically state, "I
am wrapping my hand in asbestos cloth or leather or something of that sort,
reasonably nonconductive, you're okay. If you touch the metal, the sword, or you
touch the scabbard - ZAP!

STEVE - There's one other facet of this, though.  Steve Perrin again. Which
is, your basic, really powerful, intellect sword. Now we've been doing things like,

Af it's a, éword that can telepath ... There's two ways, you can say the sword
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telepaths, or you can just say it gives you the power to telepath.  Working :on the
theory, which we usually do, that the sword itself telepaths, you know, you ¢an find
. YOurself getting this message saying, "Hey, pick me up.” I've had at least one
character who just sort of wandered over and looked at this sword and then picked it
up and said, "Oh, hi, there.” And he's still controlled by that stupid sword!
[laughter] Using the critical hit level, he later lost his left arm, which as far
as the sword is concerned was all to the best, because then he stopped fooling
around with these crazy bows and arrows and just used The Sword! 2And being a fairly
tdumb type anYway, he will probably, until he hits something like 18th level, always
be controlled by that damn sword! Which is to say, there's undead behind there and
the clairvoyance of the sword shows him there's undead, he attacks - it being a
‘flaming sword with the purpose of fighting undead. But anyway, so we will often
communicate"'with swords and say, “Hi, sword!" And the sword will say something or
not. And if it's a high level, purposeful sword, you mav find yourself picking it
up without too much contreol over what's going on, and like that. One thing which we
haven't been doing too much, we've been sort of working on the theory that you pick
it up: Whoops! It's a chaotic sword, you just took two dice damage, you drop  the
sword. It occurs to me, as somethlng that hasn't really been played too much in our
dungeons, that it is entirely possible that you pick up the sword, you take your two
dice of damage, and continue on. As a chaotic, or perhaps as a split personality,
depending on just your ability to fight the sword.

WAYNE SHAW - Essentially, you brought up ... Oh,; Wayne Shaw, Los Angeles.
Essentially, you brought up exactly what has been going on quite recently in my
dungeon. Which is, somebody of about eighth level, or even lower, sixth Ilevel
fighter, picks up_afchaotic sword, says “Ouch! That smarts!", and carries it around
for the rést bf the expedition, because it's a +5 unholy sword and he can kill
people with it and it's dumb. And the problem that arises with this is, do I get
the implication that, evidently we've been totally misinterpreting the rule about
strds taking people over, in the sense that probably until very recently I never
noticed the'séctlon talking about "continuing relationship with the sword",.running

the egotlsm/lntelllgence along strength and intelligence. And basically we've got
one person who argues with his sword, and everybody else just says "Shut up!® and
does what they waﬁt»to do. So, what I wanted to know was, how common is this thing
where, for example, neutrals carry chaotic swords, lawfuls carry neutral swords. I
think somewhere running around, somebody's got a lawful carrying a chaotic sword.

CLINT - Okay, basically, in the group that we . pretty much play with, that
doesn't happen - at all! VYou do not carry a weapon.that is an alignment other than
yours. Well, we do have one particular case where one person has a magical device
that allows him to resist the effect of any sword no matter what alignment, but
aside from something like that, you know, you pick up the weapon ... and the way I
play it is, if vyou're lawful and you pick up a chaotic weapon, you take your two
dice of damage, and if you do not drop it, the next melee turn you. take two more
dice of damage. Now, I'm sure other people play it other ways, I don't know, but
that's the way I've been playing it.

' STEVE - And as far as a dumb chaotic sword that can't take you over is
concerned, I would think that anybody playing that would go, "Wow! “I'm a lawful
character, I've got this +5 unholy sword, it's really great, I'm going to Kkill

things with it!" And you really should play that character on the basis of, "I'm
going to use this sword to smite evil! ... And maybe smite neutrality ... And
everybody's lawful but thee and me and I'm not to sure about thee!"” Because there's

an aura of chaos and evil about one of these swords, even if it's completely dumb
and has no ability to control you whatsoever, you really should just start “thinking
in the little off-trails there. '

SPEAKER - Also, related to this, I was going to ask, 1if people were talking
about 1life draining and lawfuls. One of my people consumed something that made a
little item grow on his forehead called a sorn, which absorbs life levels, There's
only one problem - he's a paladin. Now ...
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STEVE - The Warlock strikes again! :

'SPEAKER - Yeah. The way I've been running it is, I usually fiqure that lawfuls
are "ot ‘going to have any compunctions about using life draining swords on undead,
since basically they can't be any worse off than they are already, but that it‘s a
bit questionable ... Well, life draining swords are not quite the same sequence,
because you can knock someone down and weaken them a bit and Jjust kill them with
something else, without doing it in a particularly unlawful fashion. But anyone who
starts ' using things 1like - well, I've got an official artifact, I've got
Stormbringer running around in my dungeon - anyone who goes out of his way to pick
up Stormbringer and use it is not really going to be too lawful too long.

. JERRY -JACKS - Jerry, here. Comment by me on swords and alignments. I like to
run thihgs in threes. I figure that magic runs in threes, you know, third time's
the -charm and all that. Therefore, if you pick up a sword, first melee turn ...
Say; you're a lawful picking up a chaotic sword. First melee turn, two die damage;
second one, two die damage; third one, two die damage. If you have survived this,
you are now chaotic!

TOM - Tom [indecipherable] from Los Angeles. My question 1is, when a sword
successfully ‘controls its bearer, what things might it make the bearer do. As an
example, we charmed a red dragon, got a sword out of its treasure that had a special
purpose to slay monsters. I picked it up and immediately killed +the dragon even
though the dragon:was charmed. I had a big, long fight with the referee about it.

STEVE - That strikes me as an eminently reasonable thing to do" if"” that sword
has taken you over. I mean, it's a monster, man, you attack! That's if, you know,
if that's what the sword's purpose 1s, you kill! It's very simple.

DAVE HARGRAVE - I think ... S R

STEVE - Jack Mee from Guzernenplatz, California!  [laughterl

DAVE HARGRAVE - Dave Hargrave, again, thank you. I think the argument over
whether a person should use a life draining sword or not is a bit ridiculous."

SPEAKER - Continue.

DAVE HARGRAVE -~ Thank you. I think that in any combat situation a man has an
armament and like any soldier he will use it. Facing a 44 dice dragon you're going
to use it. I really think that whatever gods there are, above or below or wherever,
are going to say, "Well, he used it, right? You know, so ‘what." On the other hand

STEVE - It’'s when you start enjoying using it.

DAVE - I found that one of the easiest ways to get people to quit using wronaly;'
aligned weapons is to simply put a previous wish, charm, geas, or suggestlon on the
sword that whomscever picks it up, so shall you be.

GALLOWAY -~ Galloway of Los Angeles; ragain. I've heard people talk about people
picking up swords that are of an‘alignment. At least the way I've read it, if a
sword has properties, they can be uséd -by anybody. If it’s a nonaligned sword, this
gives it a wide field of usage. ' But if the sword is aligned, this is a holy sword
+5, whatever, this is going to havé an extreme reaction to a neutral ‘picking it up
or a chaotic saying, "Hmm, boy, we can sell that or destroy it."” But one thing I've
run into, what happens if a person, & character, has a named sword, this is a sword
that's aligned, and he picks up another one. There vou've got a problem.

STEVE - You sure do. '

GALLOWAY - The guy may be neutral, he's out after wealth; the sword's name is,
say, “Gold Coin”, and it's after money. -And in this 1line of treasure there's a
sword, and he pulls that out and puts it ‘in his sack, and this was his action. And
it's also a neutral sword, say, and his original was a 11 and an 8 for intelligence
and ego, ' and the second sword the guy grabs onto, pulls out, and says, "Oh, hey,
look at that jewels and the gold on"it,"'was say a 12 and a 12.  What happens? You
got a fight, there, like mad. Two 'swords. ’ SIS
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STEVE - Yes. Right. -

JERRY JACKS - I've got it. The quy pulls out the sword with his left hand, the
guy pulls out the sword with his right hand, and fights eaeh other with each hand.
[laughter] ; ;

STEVE - We usually run things on the high ego wins, but when you get a very low
ego character, something, very strange things can happen. I've. got one
schizophrenic centaur, as a matter of fact, who first got taken over by a geas on an
intelligent rug. It's a flying rug, it's great. It flies him, he protects the rug.
People start throwing fireballs, he goes in the other direction. Then he picks.up
an unaligned sword with the purpose of amassing {fireasure. The rug is treasure.
He's controlled by the rug, he's also controlled by the sword, except for
occasionally when he manages to get out from under, but not for very long. And he.
attends a lot of melees going, "Umm, ah, well, maybe, or then again, perhaps, ah."

"CLINT - Since I created both of those items, I might elaborate a bit on those.
Basically the rug said, "Hi, there, my name is so-and-so. I am your rug, and you
are my person. And I will do all of these wonderous things for you and carry you
all over and you will protect me. Like right now you will roll me up and put me on
your back.” Later on, he picked up the sword. Wow the sword has the special
purpose to amass treasure and the sword has an extraordinary power. Pass wall.

STEVE - Dimension door.

CLINT - Dimension door. The sword has a tendency to dimension him into a room
which has treasure in it, no matter what the monster. [laughter] The rug will
immediately endeavor to fly him out. ([laughter] Wow you know why he's a little
schizoid. -

UMKNOWN SPEAKER —~ And somebody was *talking about using 1life energy draining
swords on undead, well, undead tend to have negative life energies .

STREVE - Or something.

SPEAKER - And sometlnes in play you hit somebody and drain 9 life eneragies, and
he's suddenly 9 dice stronger. [moans]

STEVE - That is an interesting concept, I don't know if I go along w1th 1t at
all, but it's interesting.

JERRY - We have tended to be playing it up here, since I tend to specialize in
undead, that the undead mostly, the way I play it, a 9 die wraith, for example, and
I have 9 die wraiths, have 9 eneray levels. It's as simple as that, very simple. A

o »

12 die wraith (a 12 die wraith!) would have 12 energy levels. There are Silver
Wraiths. I have a whole Rolls Royce series of monsters. [laughter]
STEVE - There's .also the possibility that a life energy draining weapon will

not work on an undead.

NICOLAI SHAPIRO - Nicolai Shapiro of Berneley. On the bit with the two swords,
wouldn't there be, well, if the sword is able to, say, detect magic or something
like that as one of its powers, wouldn't there, of course, be the possibility that
the sword sits there and says, "Ah, hah, that sword is magical. 1It's better than I
am. If that sword 1is qrabbed, he will be taken over by that sword and I'11 get
thrown away, so I can't let him touch it."

STEVE - Certainly. Precisely. There's lots of weaponry like that floating
around, in our dungeons.

UNKNOWN SPEAKER - What about Starfang?

STEVE - "“Starfang"? I can't remember Starfang. [indecipherable from audiencel
Oh, yes, that's the one that ... During the course of a melee it starts going up in
levels, doesn‘t it? Or does it start off with a 15/15?

SPEAKER - It starts with 15 and then goes up.

oTFVF‘.— Oh, ves, 1t s got a 15 intelligence, 15 ego, and goes up. from there -
in the middle of a melee. It tends to do strange and exotic things, and none of our
people particularly use it. It's part of our, um, treasure that we keep ' around
until somebody ... Oh, by the way, on the matter, those of you who are familiar
with the Empire of the Petal Throne and probabhly familiar with the control of self
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spell. And it ‘has been developed in our universe as a 6th level mage spell, that
can be placed on other people like fighters and clerics and so forth. And a control
of self, I imagine, depending on your level as well, but a control of self gives you
a very good charice of just ignoring the alignment and the intelligence and ego of a
sword, because you can keep such things within yourself.

JERRY - If the spell wears off, you‘re in real trouble.

STEVE =~ Yes, right, it's an 8 hour spell. If it wears off, you‘re in trouble.
Steve Henderson, who developed the spell, just pointed out that it‘l11l help you fight
the intelligence and ego but not the alignment. You still take the dice damage and
so forth.

GEORGE GOLD - Okay, George Gold from Stanford, again. On the idea of swords
controlling, it seems to work more or less the same with alignments. If you don't
hold that sword at that moment, it's not coing to affect you quite as much. The
very high level swords have a tendency to fall into your hand at the right time.
Things they think are the right time, anyway.

STEVE - Right time or wrong time?

GEORGE =~ According to who?

STEVE - Yes, right.

GEORGE -~ And the thing 1is, vyou can't use the powers of the sword without
holding it, at which point it controls you. I have lot of people running around
with decent swords, no better, no one's gotten the good ones yet, and they're rather
schizoid. They're running -around, they want to use their nice little goodie of a
sword, but if they pull out that sword, they've got problems. And, Jjust another
little goodie, we also have some random-oriented miscellaneous weapons that have
slight intelligence and ego. We have a dagger that is very good against kobolds,
and also hates kobolds very, very much.

JERRY - I Jjust want to make a short comment here. We've just been talking
about' aligned swords and objects and weapons of that sort. In my dungeons, anything
you pick up may well be aligned. Books, records, photographs, tapes, vyou know,
anything.

CLINT - One other thing, . speaking of alignment, we also have a category of
weapons, items, and so on called "amoral", because they don't care who uses them,
they just want to be used. And this varies from your simple, absolutely ordinary,
very dumb, +1 sword, all the way up to, well, I have a sword floating around in one
of my dungeons which is a chaotic demon bound into sword form to serve law. The
demon himself is totally amoral, and the binding itself is merely, well, he serves
law right now; if he ever gets 1loose, well he doesn't care. Or, perhaps, the
alignment might be removed, in some magical way or another. So there's another
whole category to think about. ’

HENDRICK PFEIFFER - Hendrick Pfeiffer from Albany. I'm on a cross-country
campaign, and people have found swords and most of the swords are intelligent: 50
percent. And: that began getting me wondering - do all the elves and wizards sit
around making intelligent magical swords?

OTHERS - sure, etc.

HENDRICK - It's a very boring universe. The thing is, my ghod, there must be
millions of them around! They break, over the ages. And no one's using broken

‘swords!

STEVE = Put that in.

CLINT - Pardon me? Oh, comment from the audience is it's, what was it, the
opposite of ... - '

SPEAKER - The opposite of Gressham's ...

CLINT - The opposite of Gressham's Law: good swords drive out bad. One thing
I have found in terms of taking care of something like that is, so you come up with
an intelligent sword, so this sword has been around for a while, it's been subjected
to a lot of magic, it's a littlé'weird. It's not straight out of the book. If you

use your imagination a‘'little bit, "you can come up with forty~-leven different




variations on the book's stuff, not all of which is very beneficent. You might have
a sword which is +1, highly intelligent, and all it does is find pretty blue rocks.
And that's all it wants to do. [laughter]

HENDRICK - Well, the way I've recently worked it is I roll a 6-sided die. . If a
6 is rolled, it indicates I roll a l2-sided die to flnd out what its, if it's
intelligent, and if so, what its 1ntelllcence is.

STEVE = Another viewpoint. on that is, are all these w1zards and elves who are
making: the dumb swords really going.to want tc make dumb swords? It seems to me the
real plan is to make really good swords. Why bother to mess around with all these
dumb swords? Put ..in a few "spells, bring up its intelligence, maPeﬂit a little
helpful. -

+ JERRY - You have to tend to fit this within the construct of how your - dungeons
are going. My dungeons, specifically cities and thanS of that sort; tend to be
built within the confines of a 4,000+ year old enplre,' with a city of sorcerers
that's at least a 100,000 years old. 1In a 100,000 years you're capable of producing
an awful lot of weird little magic swords and a lot of fey ideas.

JASON WRAY - Jason Wray from Los Angeles. I had a problem. Some of the swords
that vyou can pick up in my dungeons don't run at 12/12, they run at 12/18. And one
guy was picking up a sword and says, "Okay, I picked up the sword, I contrel it."
And I said, "Oh, yeah? That's what you think. I'm going to loock at my character
sheet.” And I did. My ghod, he controls it. So they're wandering around, they
find another sword, he picks it up, I says, 'Now you don't control."” He says, "Of
course I control it." I says, "l'lo you don't. This sword's the reincarnation of an
18th 1level magic-user. I!He controls you.” Which he got a little upset about, being
he's now wandering around with a sword whlcn is a magic-user, Wantingr him to put
spells all the time. e .

STEVE = That's sort of intprestinq. I have a spear wand@rinq around that's
actually a staff of wizardry. 1It's made for elves, only elves can use 1t.‘:'It's a
staff of wizardry, it happens to he a spear as well. :

DAVE HARGRAVE =~ Dave Hargrave, again. There're hundreds of ways you can get
around the fact that you've got a lot of things lying around in my universe or in
one of the 3,000 other universes that slide in and out right there. . I have a
question to go to the general audience. I came up with a different class of undead
that I would 1like to test the acceptability of, like wraith-wyverns, spectre-
dragons, vampire-balrogs. And I'm not really happy with ' the way I've got them
worked up. I would appreciate any comments,; observations that other people hold as
to how these things should be run. That's all I had to explain.

CLINT - Okay. Let me interject a point, here. Tomorrow, - for tomorrow
morning‘s discussion, we're going to be doing variations on monsters, variations on
character types, and that sort of thing, and I think that's really a : question for
tomorrow, if we can hold it off for then. You know, think about: it today and
tonight, and we'll see if we can't get some good discussion going on that. Because
I've used undead monsters myself, and I'm sure some other people have.

WAYNE SHAW - One thing ...

CLINT - Name, please?

WAYNE - Oh, Wayne Shaw from Los Angeles. What haprens when you get a situation
when you've got something like a dragon-slaving sword with an intelligence of 12 and

an ego of 11. The owner is 'a paladin. He picks up. a holy sword with an
intelligence of 1. The dragon-slaying sword says, "Sure, he's never going to throw
me away, because the thing has no intelligence.” The only problem is, he also never

uses it. So after a while the sword begins to get more and more perturbed every
time he asks for detects. And it begins to lie to him, just to .get back at him.
Another thing to do is, 1like, I have one special sword running around that is

‘literally schizophrenic. You're holding the sword and, all of a sudden in the

middle of a turn, it goes chaotic on you. Or it goes lawful. Most of the time it's
neutral. And what's really fun is, after a while, if you‘ve been carrying it for,
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say, a couple of months game time, your psychological patterns begin to sort of
‘blend in with the sword's. . When it goes chaotic, you go chaotic.
CLINT - Okay. ' I'll give you a variation on that. I gave away a mace, a little
- while ago, called "Turncoat”. When you pick it up, whatever alignment you are at
that moment, you stay that alignment for the rest of the day. The next day you
shift to the next alignment, as when you wake up the next morning, and it runs law,
neutral, chaos, law, neutral, chaos, law, neutral, chaos. So when the owner wakes
up the following morning, the owner is neutral. Since this happens to be a mace, if
the owner happens to be a cleric, this can be a problem. The next day the owner
wakes up chaotic ... Yes, the languages come with. The problem is, of course, that
when you wake up on the day that you're chaotic, do you quietly get up early in the
morning, walking around in your stocking feet, wielding: the mace, and bash in the
_head of everybody else in the party, take their loot, and leave. -[laughter] Okay,
now, I'm going to suggest at this point that we kind of cut this short. We're kind
of running down here. I notice people are getting quite, quite restless. What I
was thinking about is, we've got a couple of announcements for people to make, and
then I was thinking we might take like a 15 minute to half an hour break, and then
go directly into gaming, if it's all right with people. [applause] Okay, Steve,
.you have an announcement. Jeff? Okay, why don't you get yours in and then we'll go
. to the announcements. :

JEFF - Just a comment on problems with swords. There'’s a very interesting one
lying around which is a British Colonel Blimp type. Very intelligent, lots of ego.
«But,: the problem is, all it wants to do is tell about past battles it's ‘been in.
[laughter] : :

CLINT - Okay, it's been pointed out to me that we never finished the
Miscellanea on the combat systems table, so let's get to that, then we'll get to
some announcements and go to some gaming. Okay, on page 7 under Miscellanea, the
first one is Alignment Languages. "Languages of other alignments can be learned,
but you will always speak them with an accent of your own aligmment." It would seem
to me that it would be possible to develop a character whose special attributes,
either acquired or attained,. would be ability to do languages perfectly or something
like that, but for the majority of characters it would seem to me that you always
speak other:-alignment languages with an accent.

JERRY - I've been working that the higher the level of your intelligence, the
higher your ability to speak 1less accented but'  never totally unaccented other
alignment languages. You may sound like an Oxford professor, for example, in Chaos,

which would sound a 1little odd because nobody speaks like an Oxford professor in
Chaos.

[discussion in audience] »

CLINT - The question was, do monks, who at certain 1lévels acquire other
alignment languages and so on, would they still have the accents. And the answer is
yes. Okay, number two, Centaurs. "Centaurs can be fighters, even paladins, mages,
clerics, etc., though not at the same time. It is possible for one to be a thief,
but they cannot move silently, climb, or hide in shadows. While they cannot mix
functions, they can go as far as-a human. They are -3 on their dexterity' on: paved
surfaces."” It would seem: pretty obvious as for the reason for this. "The horse
half will always fight as a medium horse.” There are exceptions to every rule, but
unless otherwise specified,' the horse half will fight as a medium horse ... Jeff,
“hang on for just a minute, ‘please. And,; number three, Clerical Functions vs.
Undead, Neutral and Chaotic. ‘Chaotic clerics can speak, as in the ‘speak to animals
spell, to any undead their lawful compatriots can turn away.: Any undead their
lawful equivalents can dispell, chaotic clerics can control, as in a control undead
~spell or something like that." ' ' ¢
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SPEAKER - le have a question. S ;

WOMAN SPEAKER - [not decipherable] from Los Angeles. Concerning centaurs, what
about centaur mixtures. I have a centaur/unicorn mix. [laughter]

SPEAKER - They've said that she, I think he topped her as a dwarf, in other
words, you know, couldn‘t go above a certain level. You know, would that be ...

CLINT - Well, as I point out here, this is what we're  using with the  Leiber
Dungeon, and this is pretty much how we have played here. You know, other people
might rule it in other ways. It seens to me that one of the characteristics of a
good dungeonmaster 1is that he will go as far as possible to fit characters,
situations, items, and so on, from other universes, into his own. I mean, that
there would be certain absolute rules that you just couldn't cross, but by and
large, it seems to me, that a good dungeonmaster would go out of his way to make
things as compatible as possible ... and to make for as fun a game as possible.
Okay, back to the function vs. undead. "Neutral clerics, druids, Matrons of Mother
Mugwump, etc., can talk to undead, as do chaotics, but undead have saving throws
versus the nonattack function of the speak to animals spell. Versus undead their
lawful equivalents could dispell, neutrals can turn them away in the same way a
protection from undead scroll works. However, saving throws for the undead are,
again, applicable. Meutrals have more trouble dealing with undead than either law
or chaos because they do not have the identification with evil that allows chaos to
deal with undead, and they haven’t the righteous power of good to banish such
foulness from the face of creation.” kay, now, Jerry?

JERRY - I just wanted to comment that in my dungeons neutrals may dispell or
turn undead but it costs them spell points.

CLINT - Spell points, as I understand the system is, that you use as many spell
points as undead have dice.

JERRY - Right. : ‘

. CLINT - A ¢ die vampire would take 9 spell points.. Okay, unless we have any
Wild-op absolutely necessary items on this particular category, ' we have some
announcements. : : : ;

OWEM HANNIFEM - I've got a comment, on neutral vs. chaotic ...  Oh; you want .me
to go this way, okay ... Owen Hannifen from San Francisco here. I've Been thing’a
great deal. I've been thinking a great deal about lawful, neutral,;:chaotic clerics
and our decisions as to what 1is a. lawful cleric seem to bhe basically’ Judeo-
Christian. I see no reason at all why, for instance, a Buddhist cleric' could not:be
absolutely lawful and get all the lawful goodies. Or, for that matter, a devotee of
the Goddess. - Because, it is a hard thing to make ... ok T

CLINT - Okay, Owen, I think what we‘'re talking about here is, we're not saying
that druids are neutral, per se, what we're saying is that, if the individual who is
playing it classifies them as a neutral cleric, this is how a neutral cleric will
function. v

OWEN - Okay, then, you could have, for instance, a lawful Buddhist clerlc.

CLINT - Certainly. )

SPEAKER =-.0r a. chaotic Buddhist cleric.
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