








































































































Who's
Who in the
Wizard’s
World:

An Interview with Erasmus and Fenris

In the world of wizardry,
Erasmus and his familiar,
Fenris the rat, are widely
re-cognized as the great-
est magical team since
Merlin and Archimedes
the owl. Best known for
his invention of the
"Razzle Dazzle" spell and
his
"Erasmus' Rootin' Tootin'

sponsorship of

Root Beer", Erasmus has
his sum-mer home on
Zau-berberg Mountain in Spielburg
Valley. He and Fenris spend their
winters in their modest Wizard
Tower in Silmaria. He is always
ready to lend a helping hand (or a
guiding light) to aspiring Wizards.

JGJA: Other than your-
self, of course, who do
you think are the most
influential members of
the magical community?

Erasmus: Well, of
course, when one¢
thinks about magic, one
could hardly do better
(after my own all-too-
modest self) than (0
think of Erana. Prior (0
her unfortunate disap-
pearance some years
ago, Erana made quite a reput®
tion for herself by creating arca
of safety in many lands. Mind
you, going around making magh
cal gardens and things is a littl¢
trivial for a major mage, don't you
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jrasmus: It takes real skill to
make good Root Beer - you have
) keep the little bubbles from
etting loose. At any rate, Erana
supposed to be half Faerie
olk, which explains her extraor-
magical talent. She never

Wizard tower, but instead wan-
:red around helping people and
ping spells of great wonder and
peauty. Rumor has it she died
ying to drive a Dark One back
) its own world. Pity.

)n the other hand, for future
omise, there's the young man I
ponsored into the Wizards'
itute of Technocery a while
. He has distinguished him-
through Heroism and clever
‘use of spells in lands ranging
from Spielburg to Shapeir and
arna. But let's wait and see how
€ continues to develop his skills
)efore naming any names.

enris: Making certain he has
ade a real name for himself

1

before you start dropping it, eh?

SJA: But what about the so-
lled "dark side" of magic? Are
€re any Evil Sorcerers of partic-
note?

Erasmus: Well, one of the most
promising (in a foul, unappetizing
way) was Ad Avis, the sorcerer
who brought Raseir to its knees.
But he was in fact defeated, and
nothing has been seen of him
since. Perhaps of more concern
is Ad Avis's mysterious "Dark
Master", who was cast out of WIT
for summoning nameless horrors
and performing unspeakable
rites. Since they are, in fact, quite
unspeakable, I may say no more.

Fenris: Say no more, then.

JGJA: And where is this "Dark
Master" now?

Erasmus: Well, nobody knows
for sure, but rumor has it that the
Dark Master is currently holed up
in an abandoned castle some-
where in the Land of Mordavia.
It might be best for tourists to
avoid that area this year.

JGJA: A sound suggestion,
indeed! Speaking of things to
avoid, what should one of our
readers do should he come face-
to-face with a spell-resistant mon-
ster?

Erasmus: My best advice is to be
prepared and know one's ene-
mies. It's poor strategy to try to
Calm an Undead creature, for




example - there's nothing quite
so relaxed as an opponent that's
already dead! Wet and slimy
monsters aren't much bothered
by flame, and creatures that use
chilling attacks generally don't
mind being frozen in return.

Fenris: You can't roast a ghost or
cool a ghoul, so to speak.

Erasmus: Most importantly,
always be ready to improvise!
Sometimes a situation arises in
which the normal combat spells
just won't suffice. When that hap-
pens, be prepared to use normally
peaceful spells in unusual ways.
Sometimes having access to the
right Magical Staff will provide
additional options to a cornered
Wizard. When in doubt, run away
and live to cast another day!

JGJA: That advice should ensure
that a few more of our readers
survive to renew their subscrip-
tions! In closing, what's the sin-
gle most important piece of
advice you would give to an
aspiring Archmage?

Erasmus: The most important
thing is to always practice one's
spelling. It can be very embar-
rassing to come up to the final
encounter against an evil Demon
Wizard and then accidentally cast
a "Lame Art" spell instead of a

"Flame Dart".

Fenris: You only made that mjg
take once.

Erasmus: I did not! It was ,
"Lost Sight" rather than a "Frog;
Bite". And I was only blinded fq,
a few seconds. But, serious]y
practice makes perfect, or at lcuél
a lot better. Every time a traineq
Magic User casts a spell, he o
she gains a little more proficiency
with that spell. In addition, cast.
ing any spell helps build one's
magical talent and intelligence.

Fenris: More spell tries make for
swell guys?

Erasmus: I prefer to put it, "He
who casts fast lasts best."

uide to some of the most
0 on spells and how best
D use them.

ame Dart (Offensive Spell) This
i the Magic User's Main Flame.
seful for immolating monsters, it
Ses few mana points and is useful in
nd out of close combat. On the
ther hand, ethereal creatures such
S ghosts, and slimy things such as
igs, are relatively immune.

(Offensive Spell) This under-
ited little spell must be cast upon
‘Weapon and then the weapon
lust be used in close combat to
tlease the magical charge, which
I€ans it isn't very popular with the
tay Away" Mage. On the other

ast it is the mark of a true mage.
gsearching your spells thoroughly
» know their weaknesses and
rengths will vastly improve your
hance of survival when casting
agic in critical situations. Here is a

hand, Zap can do damage to crea-
tures normally unaffected by nor-
mal weapons. Try casting it on
your weapon before you go into
combat, and you'll always have an
extra spark to short circuit a
Spectre or jolt a Giant.

Lightning Ball (Offensive Spell)
This is slightly less cost-effective
than Flame Dart, but can be built up
to cause greater damage with a lot of
practice. Lightning Ball is most use-
ful when attacking creatures that
resist fire damage.

Force Bolt (Offensive Spell) This
spell does use up the mana points,
but if you need to cast a spell with




some punch to it, this is the one for
you. As long as a monster is corpo-
real, this spell can knock its block in.
A Force Bolt can be used to push or
knock over an object at a distance,
S0 you can also use it to knock down
loose branches from tree tops and to
perform other useful chores.

Whirlwind (Offensive Spell) This
very impressive spell creates a pow-
erful tornado effect at the targeted
location. With advanced skill in the
spell, this becomes one of the most
powerful forces to the Magic User.
Whirlwind requires such a great
expenditure of Mana that few
Wizards can cast it without the aid
of a magical staff.

Frost Bite (Offensive Spell, Area
Affect) This is the only combat
spell that can affect more than one
creature at a time, assuming the
monsters are close to one another.
It is particularly useful against fiery
creatures such as Fire Lizards.
However, it doesn't work well
against things which are unnatural-
ly cold, so don't try it against a
Frost Giant or the Undead.

Dazzle (Offensive Spell, Area
Affect) If the beast you are fighting
has eyes, "Erasmus's Razzle Dazzle"
can blind it and put it temporarily
out of action. This can be used in
both distance and close combat.
However, many magical creatures
are not affected, so don't even think
of Dazzling a Demon.

Reversal (Defensive Spell) This
spell is great against magic-using
monsters and Evil Wizards. It wy),
reflect a spell cast at you and send j,
back to the spellcaster. Howeve,
don't think this will protect y()l;
completely in a magical battle. Are,
affect spells are not reflected, since
they are not targeted directly at yoy,

Calm (Defensive Spell, Area Affecy)
The Calm spell will take the aggres.
sion out of even the most fearsome
of creatures, as long as it's alive anq
at a distance. As long as the spell is
active, and you don't attack, the
monster will contemplate its nave|
rather than fighting. Don't even
think of casting it in close combat
though. Even the calmest creatures
get hungry.

Aura (Defensive Spell) This spell
protects you against the dreaded
Undead. While Ghosts and Ghouls
can still harm you, you will be
shielded from their special attacks
(such as those which drain your
strength). If you absolutely, positive-
ly can't avoid the Undead, don't
leave home without this spell.

Hide (Defensive Spell) This is the
spell to cast when you are being
chased by a monster and really nced
to get away. When you Hide, 45
long as you don't move, most mof-
sters won't even know you ar¢
there. It doesn't work against th¢
Undead though.

Protection (Defensive Spell) This
acts as a magical shield in combat:
and can really help reduce damagt
from wicked, sharp claws and teetl

you can't get out of a fight, make
rtain you go into it with this spell.

esistance (Defensive Spell) This
sell reduces the damage you take
om element-based magical attacks
ch as fire, lightning, and cold. It
n also protect you somewhat from
e actual elements in nature. Learn
s spell; it's irresistible!

tate (General Spell) This spell
lows you to rise to the occasion.
pu'll float weightlessly in the air,
le to go up or down at will.
wever, levitation takes true con-
ntration, and while you can grab
ito something near you, you will
)t be able to perform more com-
icated actions (such as casting
her spells). Also, don't forget,
s spell uses Mana points continu-
ly, so don't leave yourself sus-
ended over a monster when your
agic runs out.

etect Magic (General Spell) This
lows you to detect magical objects
id things which have spells cast
pon them. Many a magically hid-
€n item has been found by the wise
lage who knows how useful this
ell can be.

etch (General Spell) This spell
itrieves any small, unattached
bject you can see. Your magical
§s0 can pick up objects from dan-
us places where you'd rather
Ot go.

(General Spell) This is anoth-
[ versatile spell that will unlock and
en a door, chest, or similar closed
ject, setting off any traps in the

process. As long as you aren't next
to the trap you set off, you won't be
hurt. However, the Open spell does
not affect magically locked doors or
those bolted on the other side.

Trigger (General Spell) This spell
is most useful when used with the
Detect Magic spell. Magical spells
cast on items can be set off by cast-
ing this spell on them. This is partic-
ularly useful against magical traps,
but don't forget that many magic
users like to set up secret spells for
special occasions. You never know
just what you might discover when
you Trigger another Mage's spells.

Juggling Lights (General Spell)
This spell creates a light display
which will illuminate the darkest sit-
uation, but only for a few moments.

Summon Staff (General Spell) For
the Magic User with an enchanted
Staff, this is an invaluable spell.
Your Magical Staff will only appear
when you need it; otherwise, your
Staff is safely hidden away from
those nasty Trigger spells and other
attacks.

Glide (General Spell) This spell
operates when you step upon a lig-
uid surface. You will be able to
skate around upon water as if it
were solid ice. While it does use up
mana points rapidly, it beats having




to swim across rivers or burn your feet on hot lava.

GConfessions
of a Master
Thief

by Matt "The Cat" MacMaster

Okay, so you want to be a Master
Thief like me, yeah, sure, I know, I
heard it a thousand times before.
So you work on your climbing,
your sneaking, even your lock-pick-
ing, and think you're really hot to
trot. You practice the Thief Sign
until you can do it in your sleep.
You got your lockpick kit and your
oil for greasing squeaks, your rope
and grapnel for getting up steep
walls, and figure you got every-
thing you need. That's what you
think.

Let's get this straight. I'm a real
Master Thief, and I know a lot more
than punk kids like you. So clean

out your ears, sit down, and shut

up while I'm talking.

First of all, there's your lockpick kit
What's going to happen to you the
first time your try to pick a lock that
has a trap on it? You're right. Poison
traps get the rookie every time. You
need to get yourself an Acme Mark |
Toolkit with the Trap Disarming
Tools. It takes some practice to learm
how to find and disarm traps withot!
seriously killing yourself, so visit your
local Thieves' Guild and spend som*
time trying out their traps first. If YO
survive, you'll be a better Thief for 1!

Next on the list of things you got "
do well is Acrobatics. You nev¢

. ill
know when a flip and a twirl wil

ing
save your life. Whether you're tr) i
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0 cross a burning tightrope, or to
eap an alley between building tops
as you run away from the coppers,
Acrobatics is something you can't
do without.

Then there's Thief Marks. Those are
the things a smart crook uses to com-
icate with fellow members of his

fou can't read. Those are the

gs. If you don't look for them,

won't know what you missed.

finally, there's pickpocketing.
Howsoever, seeing as how I could
itite a whole article on that sub-

ject, I'm going to do so. That way I
make more money, see? So you are
going to have to get the next issue
to find out more about that.

Don't forget, Thieving is not just
having a good body and slippery
fingers. It takes real brains, too.
That's why I'm hot and you're not.
I use the muscles between my ears
for more than holding up my hat.
If you know what's good for you,

you will, too.




Signs
of the
Crimes

Thief Marks

by Dick "the Slick" Millhouse

So you got caught and thrown in prison, locked away for the rest of your nat
ural born life. Your only consolation is that no one yet knows that you hav¢
brought shame and dishonor to your family, will cause your father to enter a0
early grave and then turn somersaults in the tomb for eternity, and set your
self up for your mother to blame all the misfortunes, bad luck, ill weather, sis
ters-not-marrying-a-doctor, brother-failing-to-pass-the-bar-exam sort of prob-
lems that are going to happen to your relatives.

-

Don't lose hope.
After all, there isn't
a prison that some
other Thief has not
done time in. Look
around you. See
that scratch on the
wall? That, kid, is
your key to getting
out of'  here.
Assuming, of
course, you can fig-
ure out what it
means.

Thief Marks are a
good Thief's way of
letting other guys
know he was here
first. That way, he
can let others
now about dangerous situations or
;ormation they should know, and
at the same time say, "Ha, Ha, I was

re before you, neener, neener,

ener!" It lets them feel superior

ile performing a useful service for
others.

What to Look for
in a Thief Mark

Thief Marks are usually scratched
into the wall, table, floor, ceiling,
safe, or whatever, using the point of
a dagger. Works of Art they ain't.
Still, crude as they are, they can save
your life, so don't knock 'em.

There are certain standard conven-
tions to making Marks. If it is a sym-
bol in a box, it probably represents
something in the room. Numbers
imply something needs to be done
in a certain order. Things on top of
other things imply a relationship
between the parts. Lots of blood
indicates someone got careless mak-
ing his Mark.

So if you see some writing on the
wall (or the floor, or the ceiling),
take another look. It could be some-
one's way of telling you, "Watch out,
schmuck!"

| B A PICTORIAL PRESENTATION OF

‘ ' SoME TypPICAL THIEF MARKS
1; ' T - something up

| :

P l - something down

I

|

| & TG. - Thieves' Guild

& - Danger
““‘ - Trap
@ - Look




Mordavian

Nights

Have you been nervous lately?
Having trouble sleeping because
of strange, skittering noises in the
walls and voices gibbering unpro-
nounceable words in the middle
of the night? Self-conscious
because people seem to be star-
ing suspiciously at you every-
where you go? Feel like you
need a nice, long stay in a clean,

by October Derleth

well-padded room, or at least 4
vacation? Well, then, don't go t0
Mordavia.

Mordavia is a small valley nestled
amidst the Malignant Mountains
to the south, the Carpathologi¢
Mountains to the west, th¢
Aphotic Alps to the north, and
the Heinous Hills to the east

-

i ch is but one pathway to this

valley and, as it is currently cut
Jff by a mephitic and quagmire-
illed swamp, entrance to
"ordavia is rather difficult. This
olation, though, creates an

ppeared under, shall we say,
lysterious and suspicious cir-
stances, to the malevolent
lonastery of the Mad Monk, to
ie uncanny and horrific Mouth
" the Dark One, Mordavia has
verything to put that spine-tin-
ing chill in your blood and the
elirium of incipient madness
to your mind.

he town of Mordavia, too, has
luch to offer. You will be most
€lcomed at the Hotel Mordavia.
ich a lovely place. The garlic
fanging from the eaves gives this
n a festive appearance, as if
fvery day were Hallowe'en.
u'll meet the colorful natives,
tho will greet you with such
prehensive stares and furtive

them. Be sure to visit the local
Mad Scientist. You're sure to
lave an electrifying and illuminat-
g experience there.

On the sightseeing tour, there is
nothing quite like seeing the
cemetery by moonlight. You
never know whom you might
run into there, after all. If you
are very fortunate, you may catch
a glimpse of various inhabitants
rising from their graves to greet
the darkness. Do not attempt to
feed the Undead, for they rapidly
develop a taste for human flesh,
and that does wreak havoc upon
the Tourist Trade.

All in all, you won't find a more
interesting or exciting vacation
paradise than the Land of
Mordavia. Be thankful for small

Visit the Gardens of
Erana!

L

e
2

See the labs of
Dr. Cranium!
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favors.

Call of
Avoo=l
and the
Cult of

Amon
Tillado

by P. H. Craftlove

When Aeons pass where the Dark Things Lurk,
And Mindless Servants do meaningless work,
The ancient men will develop a quirk,
And Everyone else will just look like a jerk,
Then shall Avoozl arise from the Murk!

THE NECROPHILICON

Of all the so-called Dark Ones,
Avoozl is certainly one of the
darkest. "Ye shall know Avoozl
cometh when the very sun
itself doth fear to show its face,
and the Shadows of Darkness
covereth the earth," or so
wrote the notorious Mad
Monk, Amon Tillado, before his

unfortunate demise when h¢
choked on a piece of cuttlefish
The study of the Cult of Amo?
Tillado is a object lesson of th¢
fact that some things are bettcf
left unsaid, some deeds bettcf
left undone and some article®
best left unwritten.
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Amon Tillado was first heard of
when he founded a Monastery
in the faraway village of
Mordavia hidden away in the
valley of Mordavia. Little did
the peaceful residents of this
Quaint little town realize the
monstrous magnitude of the
€ffect this malefic menage of
Morbid monks would make

Ipon their fragile lives. For

Amon Tillado drew into his

lideous halls the myriad kooks

dnd crackpots who seek des-
Perately for someone to tell

Nem what to think and do.

And so they gathered like fam-
ished vultures around rotten
carrion to worship unmention-
able things and perform unsani-
tary rites.

Even the Boyar of the land was
drawn into this maelstrom of
monstrosity. For Barishnikov
Vasiliovitch  Borgov (or
"Barney", as he was known to
close acquaintances) was a
most ambitious man. He
thought that by encouraging
the cult, he could draw many a
curious and wealthy stranger




into Mordavia, thereby sending
real estate prices skyrocketing,
and he would thus accrue a
tidy profit from "Location, loca-
tion, location." Little did
Barney realize that he, too,
would be drawn into a horror
only the criminally insane or
writers whose names end in
King could ever comprehend.

For one dark, drear
day in the dire
month of October,
Amon Tillado
croaked.

The Monks were
thrown into chaos.
Without the Mad
Monk himself to
lead them, they had
no one to tell them
what to do. Then
did Barney com-
prehend the mag-
nitude of disaster
looming over his
brilliant schemes of
land development
and urban renewal.
Barney become High Priest of
this unnatural and unwhole-
some cult.

Thus did

So came the accursed, atro-
cious, and acrimonious
moment when Barney heard
the  Call of 'Avoozl, and
answered it!

The sun did hide behind black
foreboding clouds and the
wind did wail with the cater.
wauling of cacophonous crieg
the day the cult began the vije
and hopelessly sinister sum.
moning to draw Avoozl intq
this world. Muttering unspeak.
ably muffled shibboleths, the
insane and misguided monks
approacheg
Mount Malign, 3
tall promontory
south of town,
Entering a smal]
cave in the side of
this mountain,
they began the
horrid rituals to
evoke Avoozl's
arrival. Heedless
of the potential
disaster and
destruction of
this world as we
know it, the
Monks prepared
to do the deed of
dire doings.
Avoozl waited...
and the mountain top writhed
in anxious anticipation.

Then did the Mage Erana come,
accompanied by the Paladin
Piotyr and righteous armies of
the surrounding areas. Drawf
by the maelstrom of malevolent
magic, sum-moned by th¢
sound of sordid speeches,
beckoned by the baneful and

ickish blackness  that
ssmirched the sky, these daring
d undaunted do-gooders were

ermined to drive the Dark One
to its distant abode.

aut they arrived too late. Already
ne cave was altering, mutating
ato the awful aspect of Avoozl.
the armies met with the mad-
jened monks who too were
shanged by the rituals. What
re once humans, albeit rather
onic and hopelessly malleable
nes, now had become creatures
fsuch horrible appearance that
gven the sturdiest of the stalwart
soldiers lost their lunches and
plew chunks.

flopelessly outnumbered and
,, ed, yet did the good guys
The
ge Erana herself battled with
I very essence of
00zl. On and on
ito the endless
ight did the com-
dtants con-tend,
While the world
Waited the out-

¢ the horrendous odds.

long last, the fee-
€ rays of a hesi-
it sun broke over
i€ eastern moun-
4hs. From the
€ mouth of the
4tk One, a single

man came crawling, bearing a
Wizard's Staff. Piotyr the
Paladin returned with all that
remained of Erana.

To this day, when the moon is
dark, and the winds are still,
strange things can be seen near
the Cave of the Dark One.
Forms and shapes of things that
were once human still lurk in
the vicinity, whispering in the
night strange tales of a High
Priest that did not die, but
waits within the dark confines
of the cavern, guarding a ritual
that will someday again be
used to summon the very shad-
ows of darkness themselves.
For is it not written, "In his
vacation resort at Club Dead,
Avoozl lies twitching'"?




S Mythical
Monsters

Mordavia
Folk Tale or Fallacy?

by Robber Graves

Since the days when the Cult of Amon Tillado first raised dark power?
above the Land of Mordavia, the area has been overrun with hideou®

lordes of aberrant abominations.
iis actually makes it easy to rec-

dmmend a strategy for dealing

With Mordavian monsters - stay

Owever, for those unfortunates
M0 find themselves lost in that
4k land, here are some tips for
Iviving the inevitable onslaught
4 0rnery antagonists. So as to

it readers, we've arranged the
iteup to start with the mildly

mischievous, work its way up
through the moderately malevo-
lent, and finish with the most
massively murderous of the
Mordavian monsters.

Domovor

This Slavic house spirit inhabits
many family residences in this
region. Harmless and occasional-
ly helpful, Domovoi are seldom
seen or heard. Should you actual-
ly meet a Domovoi, you will do
well to follow any advice it gives
you.

Lesay

This spirit of the forest has a very
mischieveous nature and is quick
to play tricks upon the unwary
traveler. Leshy are reknowned
for their love of riddles, and can
be helpful to those who guess
the right answers. Never let a
Leshy make you mad!

RUSALKA

This spirit of a young woman
who died drowning swims in the
waters that became her grave.
She tries to lure others with her
obvious charms to share her fate.
While the charms are plentiful,




the fate is unpleasant. There is
supposed to be a way to release a
Rusalka to her proper rest, but
the method is lost in legend.

FAERIE FOLK

These magical beings remain aloof
from mankind, and dwell in
remote areas. However, they have
been known to interact with
humans, providing they want
something. Faerie Folk are often
powerful magic users, especially
in spells of illusion.

HEXAPODS

These strange octopus-like crea-
tures are extremely rare, always
hungry, and frequently dangerous.
Recognize a Hexapod by its six
tentacles and try not to become
one's lunch!

VORPAL BUNNIES

These seemingly cute and inno-
cent little furry animals have
nasty, sharp teeth and a taste for
blood. Also known as Killer
Rabbits, Leaping Lepuses, and
Hares having a bad hair day.

o
\r

THE BADDER

BADDERS

These weird creatures look lik
bats crossed with spiders; the,
are small, fast and come in flockg
They are relatively easy to ki]|
assuming you can hit them. Thej,
bite is poisonous, and they attack
by swooping by their prey ang
biting them in passing. Afte;
their prey falls, they all land op
the corpse to feed.

ANTWERPS

These bizarre and absurd crea-
tures are far too ridiculous to
describe. Whatever you do,
don't attack one with a sharp or
pointed object - the results will
be explosive to say the least!

REVENANTS

These are low-power Vampires.
They are undead creatures that
have no memory of what they
were before they died. They
only know the hunger for living
flesh that drives them out of their
graves at night. They may look
like walking corpses, but they'r¢
far more vicious and bloodthirsty
than any mere Zombie.

J/YVERNS

gyverns are relatives of Dragons.
hey are smaller and do not have
ind legs. Their bodies are long
nd snakelike, the wings batlike.
they attack with their teeth,
aws, and the poisonous sting at
he end of their tail. Their poison
an quickly weaken even the
trongest Hero, so be sure to have
Poison Cure potion on hand.

';f;l RNOVY
'hese were once the
juman
pllowers
of the Dark
One.
hey
ought
fter
mmortali-
' (and got it,
ter a fashion).
ey can be
illed but do not
ie of natural causes.
he spell that gave them
his partial immortality
50 mutated them. They
OW look basically

B

lutated features remi-

iscent of insects, spiders, and
Ctopods. They wear the rem-
ants of their ritual robes and are
Owerful spellcasters.

GHOSTS

Eldritch creatures of indefinite,
insubstantial form. Ghosts hang
around graveyards or near where
a person died. A person
becomes a ghost on dying if
he/she has substantial "unfin-
ished business" in this world
(such as an unfulfilled vow or
loved ones left behind), and if the
death was sudden and unex-
pected. These ghosts
tend to retain some
human qualities and
are relatively bene-
volent. The
other type of
ghost is that
of a mean-
spirited per-
son who
"died hard"

and whose
passions
and emo-
Iions
refused
w to set-
! tle " in
e hNe
gravic.

S | W)
D

man but with twisted, This type of ghost wants

nothing more than to
bring others down in death just as
it was brought down. You'll live
longer if you can distinguish
between the two types!




WRAITHS
These are the
jealous ghosts of
miserly men. A Wraith
always hovers near the site of its
death, guarding some item of value.
These undead spirits are powerful
and can cast magical spells. They
also have the innate ability to drain
the health of anyone who ventures
too near them. Unless you have
magical protection, avoid Wraiths!

NECROTAURS

These fierce monsters look like a
cross between a Rottweiler and a
bear that has been dead for a
very long while. The nasty tem-
per, razor-sharp claws, and huge
fangs make these good monsters

to avoid.

Despite their
appeagzance,
Necrotaurs are not actually
Undead creatures. They are alive
and vicious.

WEREWOLVES
Legends say these are the victims of
a terrible curse which manifests
when the moon is full. The victim
is transformed into a wolflike ani
mal with a vicious attitude and 4
taste for human blood. Only silver
or magic can affect the monster if
Werewolf form. Werewolves ar¢
frequently associated with Gypsics:

VAMPIRES
Most feared of the Living Undead,
the Nosferatu are also the most
powerful. They drink the blood
of the living to maintain their
unnatural existence. They have
a natural ability to charm their
yvictims before sucking out their
life blood. Vampires can also cre-
ate other Vampires from their
yictims. These new
Vampires are slaves to
the will of their Vampire
pators.

their coffins. Destruc-tion
of a Vampire is best done
with a stake driven through its
ieart. At night, the Nosferatu are
irtually invulnerable to attack. If
the Vampire was a Magic User in
€, it retains its magical abilities
as an Undead. They are alsd '
reputed to have superhuman
strength. The Vampire is truly

Remember the Successful

Surviving Adventurer's Rule #1:
When in doubt, run away!
there's a lot of room for doubt
When it comes to the Monsters of
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