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'lite Box of 'tany Mouths 
hy ;\11.'\ \lurollleew 
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C I ill'> 1l1;It!ie;d ill'1l1 appl'ars as a slllall box 0 
0" Ilil ;1 IOIll! kather str:lp attaehl'd to it. The box 0 

i' Ili"l!. 4" 1(}1l~(, ;ll1d 2" wilko One face is covered 0 
h\ Illll,'Il11:sil. Oil' top there arl' 3 7 buttons,'" 6 0 

C"I til\..' hlltti()lls represent tile languages tile box 0 
j, 'P',Ih.l'r~. Will'll olle or till' languagl's the box under- 0 

,LI')(h I~ \pu!-;ell. it is translated into the user's lang- 0 
D ,1,1,','. ,lllll \\IIL'1l Ill' "'PC;Ii'l:S. it is trallslalL'l1 illtu Ulll' 0 

"1' till' h(l\l'\ tOIll!IIL',\. Till' choice is determined 0 
\\ 1111.'11 III thl' hllt'tOIlS is P1TSSl'd. The other buttoll 0 

[J,i .. l<.'r11Iill','" wlll'lil.'r tilL' lISl'r\ langu;lgl' is translakd 0 
[] "Il,' ,llwIIIL'!" 1;IIll!lIaL':L', or wilL'thl'l' allothl'l' language 0 
[] I' I 1:111,\;ltl'd into' thl: U\l'r\ tongue. 0 
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The Singing Sword 
by AlL'x \1 mOlllel'W 

Thl'se arc rarc pow l'I'fuI swords which are 
spoken of with great kar. This sword rl'Sl'l1lbks 
a norlllal sword until it is lIsl'd in battk. So()n 
as it hits an opponent it starts to 11l0all or hUIll, 
the blade turns a steely blue, and it bl'l'OlllL'S + I 
to hit. + 1 damage. As it l'()J)tinllL's to ilit ils opp
onent. the hUI11 bl'col1les a shrid" and thl' hlade 
ill'comes a blindingly bright hlul'. /. or l'al'll Illt 
the sword makes till' plus gOl'S lip hy onl' lIlltii 
it reaches +3, +3. The aplwaralll'l' and l10ise of 
the sword calise the L'lll'miL's IlIor;i1L' t(l lil' -I. :\
notlln bonlls the sword has is tllat as soon as it 
hits all encmy it will start to rl'gL'nL'l'alL' allY d;lI11agl' 
tilL' wielder has taken at till' rail: of I h.p. PL'f 
melee round. liowl'ver, if the wil'ldl'l is tnllll'l'd 
to 0 h.p. or lower the sword will not regl'llL.'ratl' 
any 1110rl' poi 11 ts hack Till' hat t k is OVL'I' t h l'rl.' 
is a 10(/; chance the sword will at tack o ill' of the 
wielders own party. Dul' to the l1atllrl' of thl' sword 
it is 01 - 60: Chaotic: hI - X5. Nl'utral X(J 95 
Lawful; 96 100: un-aligned, I'go is 7 - 12 (h+ 
16 DL Intelligence is will want to han' ilsl'lf liL'L'or
atcd, and will either seek amon' powL'l'flil ()Wl1l'1' or 
make its present ownl'l IlHHl' pownful at the 
expense of othL'l's. If a PL'l'SOIl of a difkrl'nt align
ment picks thL' sword lip thl'll' is 10'; chancl' that 
till' sword will rll:lngc his aligllllll'llt and In to 
control him. 



Magic Ring of Death 
Magic Ring of Life 
by Scott Johnson 

These rings cannot be told apart. One has a pill ll1 It 

that kills instantly and the other has a pill that \win);',s 
a person back to lifc the next time they die. 

Coin of True Flipping 
by Scott Johnson 

Always answer lIeads or Tails questions truthfully, 
and t1ips the way you order it to so if you het with 
someone, you always win. Example: Should I go 
left "/leads", or right "Tails'; to get out of the 
dungeon. 

!{in,!!. of Sword 
hy Scott J()illhOIl 

" ,I,' 

Sword +1 fits inside till' rill).! alld ~Ilnll~'\ (lIlt i1l 1(1I1 

pulling stone. 
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Sword of Cleaving 
hy Kevill Slimak 

\!~\ lilll III (J I (J3-- ~Irkr bonuses and such are 

;Icld"j IC'"I"1\ III 1:lrgd heing cleaved frolll shoulder 
tn,'I"111 ,llld t:lkilll-' a Illillinum or 7'5'1 of max. 
1),1111,"-,,' ildh (}j' (II k~~ all' Cllilsideled equal to 0 I 
illl til'. I'llll'()\(' ()f Llhui;lting ciL'avagl', These swords 
;11\\ (\" '1:1\' II !1111!1\ISI'. 
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Silinning Sword 
II) Kc'\ill Slimak 

\\ i,,'11 111111\\ II (1111l!!l' (,t) kd!vards) it strikes as a 
\Illl'.ll I,i.llk II11d 'rl'turlls, Otllef\visl' it functions 
,I" ,I -'\\' )1'\1 I Iii Ilh'kl' and at rung,'s of S ft and 
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Golden Apples of Life 
by ROlla III 1\, h r 

Llch hite acts ~lS a Curl' Sl'riol1\ WOllnd sp<.'II. 
II' the WllOk appk IS pL1CC'd III a l"orpsc"s IlHllllil It 

acts as a Rl'surrl,ctioll spell Ll'gl'lllh says lilat oilly 
k bloolll c'al"il YL'ar, Oil II trL'C' gl1lmkd hy a litan at 
Wurld's l'dge. 



Garnet Powder 
by ROIl<1ld PLlII 

Ruhbed on a person or on clothes worn it Jds as 
<111 insl'ct repelknt. Lvcn giant insects will shun it 
for3 - 13 turns. 

Spectacles 
by Ronald Pehr 

There arc several tYPl'S. All have clumsy wooden 
frames and thick glass lenses and cannot be WOOl 
under a helmet. There is a I in 6 chance that a hit 
scored on a werarer knocks them orr and a I in (1 

chance that thl'Y break if knocked off. A hit rolled 
of 19 or 20 will smash them rather than knock 
them orr. Some or tlte known types arc: 

Spectac\cs of Infravision 
Spectacles of True Sight 
Spcctacles of Seeing Invisible 
Spectacles of Fthereal Sight 
Spectac\cs of Alignment (figures have a char

acteristic colored glow) 
Spectacles of Reading Languages 
Spectacles of Seeing Illusions (the wearer will 

not believe an illusion) 
Spectacles of ESP 
Spectacles of X-Ray Vision. 

59 

The Screaming Llllcrald 
by Ronald Pl'hr 

The StOI1L' SLTL'amS - loudly - if any sl'n!iL'n! hl'ing 
within hO Cl'd is pi:lI1ning to attack. 



Swords, Sorcery 
and+-

Paul Jaquays 

For the sake of argument let's say that you 
have just purchased Fantasy Games Unlimited's 
new superhero role playing game, ViIIians and 
Vigilantes. Agreed? (It's amazing how one can 
avoid writing complex, if occasionally witty intro
ductions by making broad assumptions on the 
part of the reader.) (Oh, and if by chance you 
haven't bought the game, I recommmend it quite 
highly. The mechanics are simple and weIl organized 
and the game is very open ended. So much so, that 
it allows people like me to write articles like the 
one you're reading now. There I go again, making 
assumptions. You nre reading this nrcn't you? 
Good. Back to our regularly scheduled article.) 
OK, you've got this game and you roll up a vigi
lante or a villain with magical spells. The rules are 
very open-ended about this. They tell you to LIse 
whatever magic system you want (although they 
do suggest Chivalry and Sorcery for obvious rea
sons). Great, no rules-no use. (A great number of 
people are not familiar with the fine art of making 
up rules as you go.) Or you've always had a 
burning desire to re-enact Ragnarok, but haven't 
the slightest idea where to get statistics for a 
frost giant. Or just possible, you'd like to have 
your hyper-powered good guys take on some 
fantastical critters that aren't humans, aliens or 
your· garden variety mutants. For the sake of 
argument again, let's just say that you have en
countered the above-listed irritations (amazing are 
the powers of writers' conventions). If so, and you 
are already a fantasy gamer, you may have the 
answer to your dilemma already on your very 
bookshelf (briefcase, file cabinet, or cardboard 
box buried under last week's laundry). Although 
FGU's (Fantasy Games Unlimited) Chivalry and 

25 

Sorcery is rl'comml'nded, I have to admit that I 
never evell read that rull's system. However, I 
do have TSR's Dungeons and Dragons, Basic D&D, 
and Advanced D&D. And strangely enough, (hl' 
various D&D systems seem to mcsh fairly well 
with the Villians and Vigilantes rules. (1)&\)\ 

influence can he seen in some of tlw V & V syskll1s, 
but then again, n&n has in somc way intlul'IIL'l'd 
every rok playing game designed since.) 

"AliA!" the perplexed rcader l'xpostulates 
and runs off to find his careworn and l1Iuch rc
taped set of the D&D rules (let it he known herl' 
that I am not postulating that you should run out 
and buy till' l'ntire D&D or AD&D ruks syslL'lll 
if you do not alrl'ady have it). 

If convl'rting a humanoid I>&D cllaractn 
to V&V make the following alteratiol1s: 

Strength: Lxccpt for the exceptional calL'
gories of 1 g 5t rength, the convt'r5ion is 5t raight, 
1 for 1. Ilowevl'r, V & V honuses and modifiers 
should be used when rerolling hit points or when in 
com hM 

D&D Strength 
18 01 50 

51 - 75 
76 - 90 
91 - 99 

00 

V & V Strength 
IS 
19 
21 
30 
51 

Strength affects the direct damage done by human
oid characters. 

Intelligence, Dexterity, Constitution, and. 
Charisma (Wisdom is not used in V & V): This is 
a straight 1 for 1 conversion. V & V modifiers 
should be used for all combat, etc. detenninatioris. 



l, 

Power Poten tiat: This should he dder-
mined as per the V & V rules. 

Movement: Use V & V dexterity chart. h1-
cumbered movement rules may be designed if 
desired. 

Hit Dice and Hit Points: To halalll'l' a D&D 
character more with the sllperhnoes ill V & V, 

take the level of experience that a D&D character 
has and go to the V & V table on page 20 and give 
the character the number of hit dice and pluses 
indicated, rolling 6-sided dice. This will tend to 
make the fighters less powerful and the mages 
more powerful. However. Illagl~s will not he using 
the D&D rules system any more (unless desired). 

Converting D&D Monsters to V&V 

This is pretty Il1lH.:h a straight conversion. 
If desired, characteristics, sllch as Strength, In
telligence, etc. may be rolled for IIldividual mon
sters. These can he used to ddermine power 
potential as per the V & V rules. 

Power Potential: As stated above. the 
characteristics may be rolled as above or, take a 
number of dfl's equal to the hit dice of the monster 
and roll them, totalling the score. This is the 
Power Potential of the monster. Some non-living 
monsters, such as skeletons or zombies may not 
have and Power Potential at all. 

Movement: Take the movement ratc in 
inches as indicated by the D&D rules and Illultiply 
it by 2. This will give the V&V movement rate. 

Hit Dice and Hit Points: This is a straight 
conversion. However, all hit points should he 
rolled on d6 'so 

Special Powers and Abilities: Breath Wea
pons: Treat as V&V "power weapons" for attack 
and damage purposes, adding I point of damage 
per hit dice possessed. 

Annor: All creatures (and humans) with a 
non-dex terity augmented Armor Class (AC) 
of 4 or higher :lrt:' consirll'n~d to hl~ annorl'd for 
V & V defensive purposes. 

Heightened Defence: All creatures (and 
humans) with a non-dex teri ty allgmen ted Armor 
Class (AC) of -lor higher are considered to have 
heightened defense for V & V purposes. 

Size Change: Larger: Creatures (and hu
mans) taller than 10' arc considered to have size 
change: larger for V & V purposes. 

Control Self: Powerful psionically endowed 
creatures (and humans) arc considered to have 
control self for defensive purposes in V & V. 

Invulnerability: Certain ])&D creatures have 
an innate ahility to be immune to attacks hy 110n

magic weapons. Such creatures arc assumed to have 
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the V&V power of invulnerability. Thl'Y an' also 
completely immune to attacks by lowl'!' kvl'l 
villians and vigilantes. Use the following tahle: 

Defender may only be 
Hit by Weapon Of: 

+1 or better 
+ 2 or better 
+3 or better 
+4 or better 

Attacking Villain or Vigi
lante mllst he at LI..'asl; 

4th kvl'! 
hill kVl'1 
Hill kYl'1 
10th kVl'l 

Note: Certain villains and vigilantes of sllpl'rnatural 
origin may have in their possession a Illagic Wl'a
pon. If the game master determines th;lt stich is 
the case, then the plus of that weapon should also 
be determined, but only for usc against slich mon
sters as described above. The plus designation of 
the weapon will have no other va 11Il' in l'(11J1 ha L 
This immunity applies only to hand to hand l'OI1l

bat. Magical spells and other slll1l'rpowers will 
still affect the creature (althou!!h the i nVUlnl'l
ability power still applies). 

Magic Resistance: The resistapcl' to magic 
is the same as in 0&0. However. a creaturl' with a 
resistance to magic will also have a Il'cilnology 
resistance equal to half its magic rl'sistancc'. TlllI". 
a Type V demon with a magic fl'sistal1ce of ~w; 
will also have tech resistance of 401

;. This nll'ans 
that any technological device (inl'lliding liL'vicc 
superpowers) will have a 40'/r chancl' of Ilot hl'ing 
able to affect such a demon. 

Magic Use by Characters and Creatures 

If magic spells arc indicated as heing lIsahk 
by a villain, vigilante, or IIIUIlS!L:l, tlIl'n till' stan
dard D&O spells may be used within thl' following 
parameters: 

Attack: Treat any attack by a lIl:lf-',il'al spl'll 
Of a magical item (wand, rod, ring, ell'.) as per a 
magical spell on the combat matri:\. 

Range: The same lHlIllb\.'r of inches as indi
cated in the O&D rules. IloweYl'r, inslL'ad of 
I" 10', I" 5'. Ranges will alway~ he in kl'l, 
not yards. 

Duration: Since a D&D "round" is I l11inllte 
and a V&V "turn" is 15 seconds, l11ultiply all 
D&O spell durations that arc given in llll'll'l' rounds 
by 4 to find the number of V&V turns lIlat tlll'Y 
will last. A 10 minute D&D turn is still 10 lllinu1l's 
in V&V. 

Power Requirements: The effl'L,tivl'I1<.'SS of 
D&D magic might be plotted as a trunrated l'urW 
as it goes up in levels. I st and :2 nl! kVl'l spc lis are 
fairly WP::Ik hilt ::It tl1[' third spell Il'veL till' d:lI11agl' 
they do goes up rapidly. The game Illa~kr may 



wallt to lise an alll'rnate system for detem1ining 
POWcf lise for each spell, but I think the following 
will work. ~111ltiply the level of the spell beign used 
by 2. This will allow the use of 9th level spells 
by IWIIl 1l1OIlsll'rs, villains and vigilantes. 

Saving Throws: There are none, per sec, 
Sill(l' tlll'y arl' huilt into the combat table structure. 

Knowledge of Spells: To keep lower level 
lllons1L'rs and supertypes from using gross magics 
too soon, I propos\.' the foJlowing: A character 
(pLlyel". nOll-player or monster) may not use 
magic spl'lIs tl!~lt are of a spell level that is higher 
than his or her (or its) experience level. In this 
la"hinl1, a 'ith kvcl magic using vigilante who is 
working Ili~ W;ty lip to sorcerer supreme could 
not lISl' l'tW;s 9th level spells, but he could use 
spells of till' 1st through the 5th levels. 

To detntlline the number of spells that is 
known by a given being use the tables in the 
V,tri,HIS 1)<'(1) ruks sets that give a percentage 
chanL'c of knowing a givcn spell. Roll for each spell 
as indil'akd ill the ruks. When going up a level, and 
tillts t>ail1il1~' :l !1l'W Iewl of spell expertise a roll 
must Iw made to detennine whether or not the 
being has l'l1ollgh intelligence to master spells of 
that kvel. To ddermine this possibility, subtract 
the IlII!lllwr of the spell level being gained from the 
intl'iligl'nl'c of thl' character and then roll under it 
Oil a d20. laillirc to makc the roll indicates that no 
spells or lllat level were gail1L'li. A second attempt 
may Ill" 111~tde if OtH' or hoth of the following condi
tions arc llll't. 1) The character gains a level of 
l.'\pL'riL'llc\..' .:!) Till.' chaructcr's intelligence goes up 

by I or morc points. Only one level of spells may 
be gained pl'/" expericnce level attained. That is 
to say, Windctllere the Wise, Sorceror of the East 
has an intelligcllcc of 15 and he is attempting to 
gain thl' lise of 5 til level speIIs. Subtracting 5 from 
l'i giVL's him a score of 10. Windemere rolls a 16, 
!lotclliIlg till' roll badly. Windemere is 5th level 
but can only lise 4th level spclls. At sixth level, he 
trics agai 11, hu t th is time he rolls a 20. At last, 
Wimlel11crL' rl'turns to his hidden Himalayan re
treat and studies for months on end, gaining an 
addition;t1 intelligencc point. He again subtracts 
5 points from his intelligence, which now gives him 
a score of I I. Luck is with the hapJess mage and 
he rolls an 11. WindemelT is now 6th level and may 
use 5th kVl'l spells. lie detenllines to make sure he 
has a better than 50(Y, chance at gaining 6th level 
spells when he attains 7th level and so, Windemere 
has gone into retreat again. A character may use 
any SPl'lI known at will (as long as he has PP). 

Random Spell Detennination: Since D&D 
hJS other spl'lls, besides just Magic User spells, 
the following tahle can be used to randomly de-
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termine which discipline a magic using character 
follows. 

Roll on a d 10 

1) 
2 - 3) 
4 - 8) 
9 - 10) 

Clerical 
Druidical 
Magical 
Illusionist 

Power Use: A being may not cast any more 
spells than he has the pOWl'r potential to do so. 
Exception: a character or creature may lise his or 
her (or its) hit points to power a spell. lIit points 
will be used up at a rate equal to twice thl' power 
requirement for the spell being thrown. There is 
a 2Y/r, chance that this hit point loss will be ]K'r
manent (not healable). 

Magic Items and Devices: Magic ))&]) wea
ponry will add a 5()( bonus to an attact,.er's ofkn
sive bonus for each + I the weapon possesses. 
Magic armor will add a 5("; bOllus to a character's 
defense for each + I it possesses (This is in addition 
to any bonuses conferred by having armor or 
heightened defence). 

Magic devices such as wands, rods, rings, 
etc. are treated as deviccs (See V & V lntdligl'nce 
Table, Page 5). They a ttack as magical spells. 

Physical Combat 

Combat will lise the V&V combat matrix 
(3.21 011 page 23). Since most fighting men and 
frost giants do not possess flying rams or psionic 
abilities, combat will lIs11aIly be done hand to hand. 
This includes hand weapons (swords, maces, spears, 
axes, and daggers), missile weapons (bows, cross 
bows, rocks, boulders, VW vans, de.), fire arms 
(pistols and rifles and possibly futuristic firearms), 
claws, fists, tails. tangs, spIKed earlobes or what
ever. Any man or monster that ftg.hts will use the 
hand to hand table. 

D&D Experience Levels: This is a straight 
conversion to V&V. A 4th levd fighting man 
would gain the com hat bonuses of a 4th levd 
villi an or vigilante. A 9 hit diet, drarol1 wOltld 
attack as a 9th Ievd vigilante and so on. 

Weapon Damage: For all medieval weapons, 
use the damage done as stated in the D&D rules. 
The V & V tables seem to indicak better made 
weaponry. 

Non-Weapon Damage Done By Monsters: 
In most cases, just lise tlll' damage dOlle hy the 
monsters as listed in the D&D rules. In thc cases 
where a monster does a gross amount of damage, 
the game master should use his or her best judgc-



ment. Multiple attacks may either be rolled for 
individually or lumped together into a single roll. 

Range: Missile weapon ranges (in inches) 
will he twiLl' thlJ~l' listed in the D&D rules. 

Offensive Bonuses: Use those listed in the 
V&V rules (page 24) or make up a bonus that 
seems to approximate those listed. All missle 
weapons should usc the bonuses as listed for a 
large, thrown rock. That is Short range: +1 O(lr~ 
\1cdium range: +5';;: Long range: -. 

Magic Weapons: See Magic Items and De
vices under the Magic Use listing. 

Magic Annor: As above. 

Experience 

A~ usual, experience is up to the game 
master. Since this is a fairly straight conversion, 
use the V & V experience tables for all human 
characters. Under some circumstances a vigilante 
may gain experience for skragging monsters. A 
9 hit dice dragon will be worth as many experience 
points as a 9th level vigilante or villian. 

There you have it, for what it's worth. 
Again, I will throw in a disclaimer that this com-

WORDS & WHIPS (Continued from {I. 2) 

pp, 31-32 (the same drawing twice)? 
]'vlr. Dawnport's contribution was good. Don't 

drop the cOlllics stories or "The Booty Bag"! 
("Fineous Fingers" is the best part of The fJragon 

Gygax takes himself far too seriously and I ex
pect him to kill off "FF" any day now,) Jaquays' 
"Dark Tower" Illateriallooked interesting, 

Overall: quite good, but sadly lacking in layout 
and organization. IIope these comments improve 
The Dungcollcer 

Yours, 
Lyle Craver 

See nn' last reply for an explanation of the 
"Fa k c Color Process" article, Pp, //-12 t-vere an 
illustratioll of how to usc the color-oFcrlay process 
lIsillg F()rma ft, as exp/al11ed In the article, Th e mos 
on pp, 31-32 were to demonstrate the tremendous 
impW)'Cfl/Cflt in Fisliai appeal that color overlays 
can giJ'c to a sin/l1/e hlack-anti-white illo, 

"To Curse thc Darkness" hy Jaquays and 
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binatioll of Dungeons and Dragons dl1d Villians 
and Vigilantes is not apprm,'d hy ,'itll,'1 ISR. 
Gary Gygax and l)aVl' Arnl'sol1. or 1'(; l! .. klll h'l' 
or J<JCK I krlll,lll, It's ill~t o Ill' LIIlS ul,iniulls, 

"opefully, this artick will ;t1lo\\ fur ,'\1
'
;111-

sion (even if unapprovl'd) of! hl' V& \' rllks "~'''''ll'lll 
and opl'n lip a fe'\\,! lllore' \isLts Df I'I:IY, I'"ssihk 
scenarios Sl'l'm almost 11l1lilllikd I vii ,illdlll '-;llll1-

mons up kgiol1s ()f lk;ILi to C'(JlHllll'r till' world: 
Demonic visitors fWlll allot Ill'!' pLlll,' or ,'\ is! ;1111',' 

seek to make slaws of 1ll:lllkil1d !\ (c'd drag\ln is 
scorching the local cOllntry side An intl'r\kILlr 
quest to a planL't govl'rl1l'd hy till' 1;1\\ S Ill' llLlgi,' 
and so OIL With a little COllh'r\IOll. c\lsting DS:() 
play aids may hc' lIsl'd to ;lllgnlL'llt \',\: V ,\ '-;1I1'c'r 

excursion into Dark Towel' or :Ill :ltlL'lllpt to "lIh
due tile giallts ill 'lSI,'" (; sni,':-- Illodltil'S,\gdill. 
the possibilities are oilly lilllill'd hy the iIlLI~:il1;tli()1l 
and the gan1L' m;lstvr\ supply 01' l'(lillie' hooks 
(imagination should sUP"!"'I:de till' (<lIlli,'''. tilnllf!il) 

Any COlllllll'nts Oil this artiLk IlLI\ hl' S,'llt 
to The Judges Guild, II h:') \;, lI11i\L'r:--ih\\,'. 
Decatur, fL, h~::;~h, Plc:h,' ,'llcln:--v a "l'II'<ldr,'"sl'd 
stampeci envl']ope to fa,'ilitat,' a I'l'ply, II'lJll,'stiollS 
arc pertinent they Illay Iw al1:--wl'fl'd ill The DUIl

geoneer. 

/ 

Arocho has a/read\' he(,l1 (111/( Ille/cd, <llllillllgll "1'11(' 
Edge of the (;ala\') .. hi .Iuljl/UI,\ Il'ill (()}llilll/(' 

SOllie other stlli/alollg tlicse /11/('1 ;1 III II/(' 1I'()rl,s 
watch for it. 

11s jilr l'Ollr S{()t(,IIICIlI.l ilhllll/ IiiI' illil,l.!.il:iIlCS, 
ours awl til £'ir,1 , Il'e arc /()/d fflU/ T,\/, 1'1 '1'/1 !(11('uls /s 
a com/lletcil' ,I(,/)(/I'U/c CI/fill {/'(Jill lSI, I/()hhics, 
Gary (;l'ga\' is /lre,lit/cllt IIf ISJ\ 111I/1/1i('l 1(lliu 
were at (;('1/ CI)/I, ,l'IJII IIldl' hOI'I' l/fl/ic(''/ /hu! 1111' 

two CO flllia II i('.I' had IC/iarall' hll,I/Iis II'Iiell (;I,I.!.U\' 

writcs some/Iiillg Jill' Till' I )ra~'()I1. 11(' rduII/Sli'/iU

rale cOIll'riglit alld It is lulie/cd II "gllt'SI ,'ililnriill " 
These things sho/lld ('lill/lIlll/ll(II/(,I( JIl/('/I/ill,1.!. 10 

you, FJ'cll if (il'gll\' I\'III/ted "11'" Iii ,I.!.II (lI'hiell I 
can 'f ctll'ision), it /Jr()!Jlihll' 1I'{llild I/ill' Till' Drag
on a/read)' main/ainsl'()}"<' !Iyelll' hi!:I, \!lilll/I1I'1!I', 

and lVitlz (;arr .IW/IICl C()lIlillg ill ill cdi/()r Il'cll, 
my regiol1al lon"t\' clouds Ill)' )'isilill sill(,c he's 
from the Pcoria area hAc 1Ill'SelF ,I jl'e! hc ',I /J(J/Illd 
t() succeed U~(' Til,' ])r~lgol1. ()lIr {lII'1I IIllJgII:ill(, is 

im{lr(Jrillg with the cflangcI lliat ha)'e hC1'1I Illude 
Again. 1I1I' I)llillillll is lire/lidilcd, hll/ lI'i/11 nllh 
Bingho/ll i/nillg /hl' /{fI'()lIr jiJl' rhl' jin! lill/I' /hi~ 

issue, 1 t"inA this is lillr hI'S! issuc lct Fd, 



t . Anti~Paladins 

[ read P6d Nevin's article on anti.,palacUns in the Dwlseoneer Number 10 with gnat interest. How
ever, I feel he didn't go as deeply into their abilities as he could have, and I have several more suggestions 
and some clarifications. . 

An anti-paladin's meat and drink is lawful and highly evU acts (as versus a'paladin's good deeds). 
Therefore an anti~paladin must be Lawful Evil in alignment. A player who is an anti-paladin should have as 
his goal to cauSe' is much hann and damage to his party - and especia1Jy to good :characters - as possible. 
without gettingcawght. The more trouble an anti-paladin causes, th~ more favorably his God wiUlook 
upon him (favor ofthe Gods is crucially important if the anti-pal8din il ev-er.caught!). ' 
; Anti-paladins obviously have to meet .aU the requirements of a piladin, and they require the same 
.Du~ber of -exper.i~ce points to rise in levels as paladins dq. But an anti-palC$din has several different and 
unique abilities which are detailed below. If an anti-paladin ever knowingly commits a good act which . 
'helps a larp number of people, he must seek ou't a LE cleric and confess his sin and do' penance, or else 
be loses all of his benefits of being art anti-paladin and reverts to a normal LE fighter. The special benefits 
of being an anti-paladin are: . . « . 

1) The ability to detect good up to sixty feet away as often as he wants, but the anti-paladin must be 
concentrating on doing so, it's nOt automatic. ' 

2) Make all samg throws at +2. 

3) . Have immumty to·all diseases . 

. 4) Have the power to cause 2 points of damage per level by laying hands on a victim (this must be 
<Jone carefully or other players might suspect something). 

. , : .. . .. 
.5) The ability to '~use any disease on one person within a ten foot radius. The Anti-paladin can cause 

one disease per week for each five levels he has. 
. \ 

6) The ability to emanate a protection from good spell in a ten foot- radius whenever the anti-paladin 
wills it, it can be turned off when ever he wishes. it so (this will allow the anti-paladin to escape 
detection a little longer;.wh.o would have a pennanentprotection from good spell in the midst ofa 

7) 

LG party?). 
, , .'. <:.~~t", . .t:".~~~"~;" :. ,'.", .. ".;' .' . 

At second level, the imti-piiladingains the ability .to ,obscure-his.alignment or make itseern ~ething 
else. just like the reverSe of the Know Alignment clerical spell, but he must be concentratIng to aet 
the effect.' • " 

.. - . 

8) At 3rd level :the ability to persuade undead, devils, and demons as a lst level cleric is gained. This 
rises to 2nd level clerical ability when the anti-paladin reaches 4th level, and so on. 
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9) At 4th level the anti-paladin can call for his horse, which is identical to a paladin's. If the hone dies 
however, the anti-paladin must wait 15 years before he can caB for another one. 

10) At 9th level and above an anti-paladin can use sp!,Uslike a paladin, with the same restrictions. 

11) Anti-paladms can use unho}f-'-swords with the same effect as paladins with holy ~nes, i.e. DispoU 
Magic as an equal level Magic User. . 

Since paladins can be turned by evil clerics, it only seems fair that anti-paladins can be turned by 
good clerics. Just $Ubstitute· good cleric for evil, and anti-paladin for paladin on the turning undead table. 
Anti-paladins do. not have to give tithes nor do they· have any restrictions on how many magical items 
they can own. Anti-paladins do not attract a body of men-at-anns. but they can associate with any aUa:n
ments (with obvious dangers to tJte other characters!). This makes anti-paladins a bit more powerful than 
paladins, . but they take more risks. In my _game, if an anti-paladin is caught, death by prolonpd torture 
is not uncommon! I hope I have clU,ified this interesting class, arul my thanks to Paul Nevin for his article, 
which inspired mine. 

EDITOR'S NOTE ON ANTI-' ALADINS: 

Readins Tom Cooper's article prior to its publication has !pven me much food for thouPt. While an 
Anti-Paladin's sole aim in life is indeed the committing of evil acts, they should be perfonned in the aervice 
of some evil Jod or goddess. Just as with Paladins, Anti:-Paladins' entire rIghting careers should revolve . 
around their deities; from risini until retiring, their sole aim is the commitment of evil in the lWl'Ie of 
Kali, Set or whomever. 

One point I found most disturbing in the article was the .focus on ·evil deeds committed apinst the 
fenow party members of the Anti-Paladin. In the campaign I ran for three years, Anti-Paladins 'were the 
sort who rode about the countryside leading bands of bripnds and evil ddrrishes, lootina and bumina 
defenseless villages. The focus was more on._victimizing the peasants rather than.back-stabbina henchmen. 
Naturally, the followers were -a lood source of victims. but one that should be used. molt sparingly, a. the 
band either rebel against their leader (if the Anti~Paladin is ·l(lw level or -otherwise VUlnerable), or simply 
desert at the rlfSt opportunity. . 

I generally liked to run Anti-Paladins as non-player characters, the ·subject of a quest or ,«IS ("Go 
thou forth and search out this foul menace, . and destroy him that we may Uve mj;>eace"). But one player 
chose to start an Anti-Paladin and had a good time looting and buming·for.awhlle. He WOrked up to fourth 
leve) before he triee! to take on a caravan of pilgrims under the protection of aaeventh-level Paladin. Tlk. 
tsk. And he was showmg such promise, too ... 

.... B. Hiiuten 
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9(ey Words 
and Magic Items 

.....-.---by Bill Paley:: 
An idea whose full potential to me never 

seemed to !Jave been explon:d is that of requiring 
a special word or phrase to be spoken to elicit 
the magic powers of non-intellIgent magical items 
such as Vorpal Blades, Rods of Lordly Might, 
Staves of Power and their ilk. 

Once ohtained, the characters effective 
power is enormously multiplied, especially in the 
hands of a high-level character. Although they 
may have received an item of such power relatively 
easily, they have a great boost in their capabilities. 
-n1I:St' items are of such immense power (especially 
in a low-power universe, such as my present cam
paign) that it wouldn't hurt to make them work 
some to gain their LIse. 

I have been considering implementing a 
slight change in which items of great power can 
only be keyt'd to their full power by a series 
(or single syllable spoken alolld. Simple, and yet 
unless the character is ahle to hear this phrase 
or \vonl spoken when attacked by the object, 
he will have a long and difficult quest before 
him to learn it, by Legend Lore, Bard tale or 
Contact Higher Plane (any of which may require 
a quest of him, or may fail to elicit the necessary 
data). 

This additional work to bring out the item's 
power increases its WOI tl1 tu the player (since he 
has more time invested in it) and character, since 
along the way he will have learned a great deal 
about its r('puted powers and past history. 

Some judges may go overboard, requiring 
different key words to key different powers, but 
this is up to the individual. I would instead suggest 
that the object will perform each listed function 
in strict order. perhaps requiring a startin!!, l'lllll

mand each time, or a stopping command upon 
completion. 

This is easil y accom pI isheLl. All a referee 
need do is choose those items on the treasure 
list which he feels are of ex treme power and then 
when such an item is rolled, he may then choose 
a nonsense word or syllable, or even a meaningful 
one, to bring Ollt the objects great power.;. 

Examples: 

Vorpal Sword: Switches from being a +1 Holy 
Sword to Vorpal status when the bearer 
says "Snickel-sllack ". 

Rod of Lordly Might: Begins its various incama
tions when a person says "Rq)lJ!sc", and 
stops when he repeats it (or when he says 
"Attract" or even "Eccentric"). 

Of course, even though a + I Sword is a 
marvelous magical item (especially in low-magic 
universes), t'here is a limit to which these key 
words SllOUld be used. These limitations remain 
to the judge, a matter of taste and desire. IIow
ever, [ would not suggest requiring a person to say 
"Mama" to his +1 Dagger each timl' he tnes to 
strike. 



-I----by m~nma!1 A. flrQtlnub-
When creating a D&D chataeter, one aspect well worth co1\sidenng is the character's lineage. Is he 

just a commoner?' Is she ~ third daughter of a viscouflt?The answer will tell a lot about the charac
ter's background and personality, .More than one Dungeon Master h~ set up a Lineage or "Social Rank" 
Table. Indeed, the Judges Guild. "City State of the Invincible Overlord" has a Social rank table. But none 
of the tables I have Seen were quite the table lwanted to use. So, of course, het up my own. : 

This table, or more correctly this s.ystem, has been . in use here for more than a year, although the 
fonn and details are here slightly modified to benefit from that year's exPerience. It is based loosely on the 
English system of ranks and titles olnobUity .. 

. The following is designed for adventuring (played) characters. It is assumed that ,these· are the 
'~cream" of humanity. Only 10% of the general public (non .. played ,cltaracters) have ranks as distributed 
by tltis system, the rest are simply Commoners. Titles from other nations (Margrave, Count, etc.) can 
be equated to those shown., The table can be used for Humans, Dwarves. Elves, etc. 

It can even be applied, if desirod, to unusual characters such as' Unicorns, .T.ndng Dogs, and Flying 
Spider ¥onkeys. . 

Uneage Table 

Level Roll Father's Rank' % Chance Honorific 
1 01 - 20 Commoner, 20 Goodman or Mister 
2 21-50 Gentleman (1) 30 Esquire or Mister 
3 51 -70 Knight 2Q Sir 
4 71 - 84 Baronet 14 Sir 
5 85 - 92 Baron 8 Lord 
6 93 -96 Viscount 4 Lord 
7 97 -98 Earl 2 Lord 
8 99 Marquis 1 Lord 
9 00 & 01 - 50 Duke (2) (3) 0.50 Lord 
10 OQ,& 51 - 89 Prince (3) (4) 0.39 (several) 
11 00& 90 -99 King (3) (5) 0.10 - (several) 
12 ·00& 00 Emperor (3) (5) 0.01 (several) 

Notes: 

1) 

, 
2) 

3) 

A gentleman is entitled to bear a coat of arms. All legitimate. children of a gentleman are gentlemen 
or gentlewomen. -. 

The son of aduke'is styled '~Lord" by courtesy. Eg. tord Peter Wimsey in Dorthy Sayen',ltories 
is a younger brother of Gerald Wimsey Duke of Denver. ' , 

,O.s and above almost always have· more than one 'title. Often one of the seCondary titles iiheld'. 
by the eldest son: as the eldest son of the aforementioned Duke of Denverja Viscou~t St. ~.' 
Note that such extra titles sometimes evolve by separate rules. For example George' the ~,,,,., 
King of England, but also Elector of Hanover. When Victoria became Queen of England, .0_\ 
not inherit Hanover as the Salic law applied. '. 
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4) ~;::wnf~~bt~: ·:~t:.~~J::::a~:::~ =~~iif;r:C~f~~:n~ ~h~~~:, 
orompire. 

5) The son of a,King ot Emperor is' a'prihce, ev~1i'if a youngest son, 

The next step if) , thi$system is to detertrii~ the rank of the .mot~i· AS,inen more often married 
down aDd women n1arried.more often, up,' u~ the fO~,wing: ~<?ll Pe~~e; A roll of 01- 90. impli~ 
the mothertsrank.'is the same'~ the father's; 91- 97 implies the Inotherfi!$Jlk is lower than the father's; 
98 -·00 implies ··the 'motller~.:rank is higher tahn ,the father's. If there is , dif'fetence, start frOm a differerK:e 
of one, then repea~lY flip acoin. Each time the coin comes up heads, add 'orie more to the difference. 
Stop as soon ~ ll .. taU~iafUpped. ,', .• ,', "", , , , 

Given" thatoM"s father ,was of a giverfrank .. what are t~echapies that one has inheii ted, the rank? 
In the system ,sugested here, the' cit'dest surviving son inherits the 'fathet's'titles, and., the' eldest 

daughter inheritsthe.,mothertS, First, roll 1 d 12 to see how 'big .. the family is iilterms of chiidren: ,For eac!l;' 
flip acoi:o: head.&=:bOy, ,tails = girl. Next,·seemg''ltow many ,sons (~aughterS) thereare~ roll an approprIate' 
die to see which one is' thecharacte~in question .. '. ,.". " '.. '..' " ' .' . 

Once this. has been done, rqll tQ:sc, if the' father (mother) and all elder. 'brothers (sisters) are dead. 
The ~isic chan~,s~ 7% for the father;, 14% for ~e mo~her, and 2% for each .siblit:lg" Thereafter at the 
begining .0'( eaCh adventure there is a 1% 'chance that 'someone elder in the family has died. Roll an ap:-
propriate die to see which. ' '.,', '" .~" '..: .,'. 

More complex inheritance chains, i.e. from uncles, are possi1:>le;buhlot considered here. Evil chatac.: 
tell may try to· asss8$sinate those who stimdin their way, but properly $peaking this requi~s a 'sPecial' 

, adventure. If they. get caught at. it, not only are they most likely ~illed themselves, but they are also bat:red 
from inheriting'by the attempt. . ,. ..' " " . , 
, \ . The entire' problem of bi\stards is outside of this ~~t.em~·, . ' 

'Bear tn. mind when c,onsidering this system that it is only a suggestion. If it does not fit th~ back
ground of the dunPQDs"YOU run, if fdr'example you.take y'ouibackl1'(nln~,entirely,fro,m Tolkien, or from 
How.ard's Conan .storj,es, ~en the ~stem ,presenteq here is in~~fPPtiate., In any case there is nothing to 
stop YQU from setting up your own system. After aU, that's exactly, wh"t I'did. 

+ = Dukes of + FranCOis 
. Normanh .'Thaj •.. , 

... John Duchaf· ... John -tHoward 
uttainte'd for " I ' Duchais, 

.', treason. 
'John 

William--..,...-oAnnette 
Vair L'd,n2' 

Jacque 
Tien 

".n· : 
Janet Ry I :EI~e + Fredrick r__....L-----t 

Nera "Dora-Loule': 
, 'r~ngle 

Aloe'rt Patricia' 
OuChais Royal~ 

~ 

Fr;mcot's J<!.cque \~Uhal1l 



1£xprrirnrr: 
n Ql)pliunul 

.....-----_______ It!l 1l{url, ilirutin 
In my caillpaigll, I have incorporakd d 11\'\\ 

type or l'''perience system hasell Oil hit poi Ills, iwl 
hit dice, n&n suggests that expCril'IlL'C I", ;!.I\ ,'II 
aCl'ording to how powerful the crcatme ~ilkd i:-., 
i!auging thi~ through hit dice, I feci this 111<1\ IH>I 
hI' a good way to distribute experiencl', If) (Ill mil 
poorly for a creature that is normally pmv,:rt'lIl. 
that ~Teatun.~ would be easier to kill thall ~I L'rL':t!llrL' 
whidl had l'xcellent hit points, '{ Oll wOlild "I ill 
get ,'qual l'xperience' no matter which o Ill' Y()!I 
kilkd, TillS IS NOT RICIIT!! 

Thl' Ill'W systel11 I have l:I,'akd Il1dkl'~ :111 
:Itknlpt to right these wrongs, It hl'lps l'iilllill:11L' 
thl' hig ;lrgllll1l'llt OVl'r who gl'1s what l'xpl'ril'lll'l' 
("pL'riellel' is givl'l1 out during thl' h,lllk ihl'll 
I a<.:h ti111l' a playn rolls a hit and dOl'S d,tJlldgl' 
hl ' \hL' would gd a l'l'rtain amount or eXpl'Iil'II\\' 
points dl'pl'llding on the type ot 1l10llstn h\.'lilg 
fought. lk/she then writes down tilL' l'XP\.'li\'lh\' 
!!aillCd for that individual hit. rllis t:Jk,',s Ih" 
hurden or dividing cxpnil'lIcl' utT I Ill' 1>~1 III(' 
following is how I dividl' l'Xpl'fil'nCl' in ill\ I dill
paign: 

Cn.:aturl'~ whil'h arl' rdati\\.'ly \V\.':i1 ... '>11111 d~ 
!-\.o\1okh, (;iant Rats, (;oblins, and (Jliler gl'lh'rJlly 
110i-to,tOllpil l1lonsters are worth .') l'XPI'Iil'llll' 
points Pl'r hit Ih)int. This would I1h.'<ln d (11)ldi" 
would hl' worth 5 to 35 points, 

('rl'atmes of moderate strength willi 11<) 
r,'al special ahilities such as Orcs, (;Ilolh, ()"II.\ 
IIill Cian ts, Men (including the otill'f ral'l''') \11 till' 

Iii,,' ,Ii,' 1.1 III til I () l'xpnll'llll' 1)1)1111', pl'l 111I IIOill!. 
lid" Illl':IIl~ 111:11 d I lill ~ .janl i" \Iortll IrOlll ')() 
to (lh() jlllinh 

('rl'atllrl's wllil'lI dr,' ljllIIt' p<'\\ \1 (Iii 1)1 II:I\,\.' 
',\llllt' ahility Oilll'll .1:, rl'~L'I1~'rali()1l 01 1'(}lltlhi()1\ 'IrL' 
II \)1\ II 15 l'''pl'n,'lIl'l' puints p'_'r IIi! Ilolnl, Illl";l' 
Illlltllk I rolls, Jillrpk \\'onlh, (<1 ill\)II~, 11111101' 
Ihaf~()lh !l()\\.L'lful L'h:ll;kkr~ ')1' '..p( \. :llld olill'r" 
\ I loll is \1()rtlI trolll IX() 10 X II) Ililillh 

("r,'allll\'\ po,>sl'\sing poknl al1illlll''> \lll'll :IS 
I,'I,'I drain, stUIIL' Illrnillcc :Ihililil''>, :11111 ,,11\'11. :Ir\.' 
\1. {)I Iii '0 l'XPI'I'Il'lll'l' point... 11l'r Ilit IH)III!. 11I,'s\' 
1111:',111 im'ltllk jl\l\\\'rt'1I1 illllk:ld 1:"1' 111'111''>, IIII:.:III\ 
1)r:lgOII:-', \)L'llll)II", i)I'\il", :1I111 I ilL' li"l'. I III~ 11I,':II1S 
:1 1Il'II I" worth J'rlllll ~~() (;1"'>lllllilll' \ 1)[1 rldkd :i11 
"lll''> ) :111" II p, 

I' plu" :-i \.'xpl'nl'lll',' Ihllnh Ill'r Ilil 
l"ltllL il 1111' III 0 11Sil.' I' hl'll1g fLlllglI1 liS,', 11I,1!21\.', 
J!l"l,' ,111' IJlllL') ,lltrihlJlL's \\hiL'h \011 JILI\ think 
,k",'III' \'\11:1 1'\I'l'li,'II'I' I)(lillh lik l, III\' ,Ihilit, 
II) 11" III 1111' ~Ihilily \0 l'I1:lllg,' '>ILI!lL' 1\1 ILlllII' :1 
Il'I\, I 11:1\ I' ",'I lip a Lilart t'llr 111\ l':IIIIJl:II~'11 lIilic'il 
11"h ~dl til.' 111()w,kr,; and tlll'ir l'dill1 \~J!II" I>:I>'L'<I Oil 

till' :il)(l\c' Illf(lrIl1aliLlIl Y,lll IILI\ :11'>1) \1:1111 II) dll 
Illi" 

I ili, i" a \l'Jy llJll'll '>~ "kill \\ 111,'11 IILlkl'S II 
,',1'>\ 10 inl'orpolall' il1l(1 Ilw,>l ,'"Idhli,lll'd ,':1111-
P,II!,I1:, II allllws ror 11101'1' pl:l\l'I 1);lrtil'ip:lli()f], 
ill,ll':!"IIII' thl' l'l1ll1ll:-.i;ISIIi 01 III,' p;llll\'ip:lnh 
\\lli,'11 11);lk,'\ II1\.: g;lllll' 1110rl' 1'lljO\:lhk rill <.'IlT\ 

, ) I il' , 



POISON 
USES 

by Ronald Pehr 

One of the most intl'rl'sting: contingencies in 
D&D is tlte USl' of pui~()n. Those interested in the sub
ject have written ~lrtick~ explaining the different types 
of poison. pefCt'ntage chanel' of sUfvivaL and likely af
tef etteets. I IlL' J lI(\g~'s (;uild Sllppil'l11l'nt, rcpnnte(j 111 

The Ready I{cf Shl'ds worb lwtter than Jny othef 
idea I've enl.'ollntl'rl'd hy linking potency of a dose to 
a quantified "rfl'ct on the victim The Judges C~lIild 
rules variant allows spccific effects, and a possibility 
that a victim will survive even a failure to Save. 

There an.' SOll1l' thing'> not fully takl'n into ac
count. but which can be tll-alt with by ignoring some 
aspects of real-world poisons for the sake of enhancing 
the game. Ont' of thesl' is the failure to distinguish 
betwecn substances such as rattlesnake vcnom (which 
is harmless if mixed in a drink) and poisons which arc 
taken internally rather than injected hy an animal's 
fangs. ThiS can he left to tile DM's discrl'tion to de
cide if a given substance III list be injected into the 
body tissues or can work in potion form or both. The 
decision can ignore known scientific facts by taking in
to account that nobody really knows what Wyvern or 
Purple Worm poison dOL's, and a Wizard or Alchemist 
can make a potion turn out in any fashion his re
search allows. 

Another oversigh t 0 f th e J u<.iges (;uild system is 
to relate damage directly to potency without regard to 
the different types poisons that actually exist. Arsenic, 
rattlesnake venom, and nerve toxins all have quite dis
tinct effects. Once again the distinctions can be ignored 
on the grounds that t11o(km pharmacology has not 
classified Phase Spider. Naga, or Amphisbaena, A 
DM with some kn()wkdge of actual poisons can be 
creative in his USl~ of the Judges lJuild table, assigning 
particular poisons to whichever class Seems most appro
priate or mixing effl'ctS. For instance, certain snails 
and certain I1lllshroom in the real world have incrcuibly 
lethal poisons with no know/1 antidote (the real world 
being sadly lacking in ('Jcril~s with Neutralize Poison 
Spells). A DM allowing this typl' of poison might give 
in the effect of Cbss 9 but with the delay in initial 
onslaught of Class I. 

I think the most important aspect of poison use 
in D&D. which has not been adequately accounted for, 
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is the Saving Throw. Although there is a percentage 
chance of anyone being affected by any poison at any 
time. depending on type of poison, quantity and state 
of health of the victim, the use of the Saving Throw 
should by applieu to poison to keep the purpose of a 
Saving Throw as a remedy of divine intervention pro
portions against a contingency which would otherwise 
t ot:llly d E'"troy a charadt'r. 

Save vs. Poison should he used to determine, 
specifically; did the victim receive a lethal or poten
tially lethal dose: llit points should not by the sole 
determining factor, just as in Saves against magic, 
dragon breath, or paralysis. If a character does Save 
vs. Poison then the character should not die. The Save', 
means that a lethal dose was not taken. Thus, if llalf
damage would use up all of a character's hit points 
the character is not considered dead. The hit points 
arc not directly subtracted as if the character was 
wounded in melee. llit points in this instance are used 
only to determine if the character is poisoned by 
\\fyvern-basc poison, and has less hit points than 7 
per round for 7 rounds (49) the character is dead if 
he fails to Save, If he does Save, he takes half-damage 
hut if hE' has so few hit points that half would use 
them up he is considered unconscious and suffers the 
effects of the poison rather than actually losing hit 
points below zero. Thus a low-level character will 
suffer effects of illness, paralysis, coma (whatever is 
appropria te to the poison) hut will always be deemed 
to have survived even if half-damage exceeds hit points. 

This rule could also he applied to actual damage 
received in melee from a poisonolls Cfeature. The 
character Saves vs. Poison. If he fails, damage is done 
according to the closest creature-type on the Judges 
Guild chart. Alternately, the character incurs a loss of 
hit points/round equal to the hit dice of the monster. 
If he is considered to always die on a failure to Save. 
he loses those points/rounds until death (allowing 
possible timely intervention hy Cures or Potions). 
When a character does Save, he suffers a loss of hit 
points/round equal to half the hit dice, rounded 
down. If that hrings him to zero, he is unconscious 
not dead. 




