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Hiter Jce, Comes the Spring

by &ira Sanilan

" tiz of a brave, new world [

%

sing. Elanthia, we have missed

= you; old Elanthia iz long dead,

long live the new Elanthial It iz a
world where thinking makes it 20,
wishing makes it come to pass, and
dreaming makes it real

Thiz very merging of faet and
fiction, reality and fantaszy, iz what
beckons uz to leave our everyday
world behind and return tirne and
again to the landsz andinhabitants of
Elanthia. I hope this premiereizsue of
the Blanthie Herald a successor tothe
Kulthea Chroniele and the Kelfour's
Edidon, will herald the start of a new
era in the lands. The lee Age is past,
the Thawhaz come upon us; our lands
prosper and inerease before our eyes.
We weleome the new adventurers
ameng us and old friends whe after
wandering for ages haverejoinedus.

The Elanshia Herld iz the voice
of all in the land We encourage
adwenturers to zend uz submizzions
that will he of interest to all of our
citizens. There are zomany new things
to explere and changes to keep up
with, thiz iz a erucial time for bringing
infermation and enlightenment te all
our readersz. Articles on the latest
creatures,
mechanies are especially needednow.
Perzonal anecdetes, tales of trinumph

areas, and most recent

and tragedy, peems and eriginal
artwork are alzo most welcome. This
premiere issue contain: updated

reprint: from past izsues of the
newsletters. We have updated names
az much as possible, but if zome old
pre-Thawnames have slipped byuz in
anything but historical contexts, we
apologize. The healing and forage
charts that have proveninwvaluahle to
many adventurerz have alzo been
updated. In the event there iz zome
guestion, you can eonsult the names
tranzlation table we ineluded in this
izzue or the SHIFT command in
Cemftone. It iz hoped these tools
table will make pastissues more useful
for our present population.

The essential quality of this
newsletter, that iz player-written and
an expression of the eoncernz and
desirez of our inhahitants, iz a
tradition that will be proudly and
steadfastly upheld by the Elanthia
Hemld In order to enhanece that
azpect, we will be appointing a player-
editer in the near future. Again, we
enecourage interested applicant: te
apply. Contributers and player -staff of
the Elanthia Hersld will be
compensated for their efferts with free
tirme in  CemStone, and other
attractive “perks” wewill be mstititing
inthenear future.

We knowthe future holds exciting
developmentsfor the lands of Elanthia
and itz entire costmos. And with the
help of all of you, we intend to he an
impaortant component of that bright
and shining future, 4
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(Trvinedeed, sondruead frompaze?)
“Order?.. . Inwhat way™

Hisresponse was prompt. “Crder
in that we den’t have ropue rogues
walking inte town stealing, from the
fine people of Wehnimer's Landing.
Order in that lockpicking iz regulated
and menitored. Az a service, it iz like
any other ene. It must he menitered ar
the market will turn inte chaos. Think
aboutif wehad eight weaponamnithzin

skill:, Furthermore, the Cuild can
enhanee their training and help to
become better locksmmiths"

“Truly™ Ewen [ could zee the
benefitin that

“Tesz, truly.” The Cuild Master
shook the dice inhiz hand, and relled
them on the table. After houneing a
while, they came up afive anda two.

I decided it wraz time to broach
some rneatier matters. “There have

“The Guid wants to see that all s orderly in Wehnimer's
Landing.. Wedon't want to seechans, orinvaders taking
overthis fine dotn of ours”

town with no regulation. It would be
chaos, you follow?

“Teg, [ thinkI de.. ™

“Henee, we can't have rogues
coming in trying to destroy the market.
Furthermore. . The Cuild iz here to
provide certain services to the public”

“Such azf

“Ch....” an easy shrug. “We can
help people pet places, help them
acquire goods they need, or perhaps
just help them out with some silvers
when they arein need”

“Tou provideloansF" I den't kmow
whythat astenichedme, butit did

“Exactly”

[ wraz rnore than a little dubious
about the terrmes of such aloan, but 1
kept my peace. “So, how long has the
Guildbeen in operationt™

“The Guild was started a littls
OVEl 4 Vear ago.

“Andit iz open to whom? That iz
to say.. what are the qualifications for
entryT

“Itis open to all promizing repues.
Wewant to take all ropues, young and
old alike, into our company. There
they can findthe kinzhip andtraining
they deserve”

“Why shouldtheyjoin? Can't they
get fellowship outside of the Guild™

He chook his head negatively.
“Me, not 1eally. Ropues are loners by
trade. Mot to say they dent make
friendz.. butfriends are different than
brothers that share in your trade and

been zome Pretty unszavory rrnors
bandied about the Cuild, such az
forced enrollment of membhbers. That
persons who deon't want to join are
haraszed, or worze” [ locked dowm at
thetable andindicated the dice “Mice
roll”

“Me such thing We require
loyalty in our smiths but wefores no
one. Mainly we let people come tous”
He picked up hiz dice and threwthem
again. Another five and two.

Anotherroll.. 2 one and =iz

[ had to zrnile alittle at the man’s
luck for something). “Tou must win
often,” [ zaid

He chuckled, zatizfaction evident
in hiz voice. “Ahh, lucky seven again.
Three ocut of four
Amazing dies, really”

I locked suspiciously at the dice.
“Amazing..”

He pathered the dice up, the
threw them again. Double sizes
“There sheiz™ A brilliant smile flashed

out from under the hood. “Fleaze, do

Were SEWEILE

contine. . ”

I tried to get my mind back on
track  “All right . Other
include Guild retribution for anyene
who  hamns or threatenz itz

Tarmors

members..”

“We protect our own if that's what
youmean. Butwe den’tharasz people
just because they hawve a problem with
one of our members. We're all adults
and ean take care of ourzelves. Welet

our memberz fight their own battles”

“Inwhat way do you ‘proteet your
oW T

“Hrmm, let’'s zee.. . If someone iz
harazzsing onme of our members,
bullying them. or say, iz getting a
presz gang on them, well step in
Likewrize, if zomeoneis outto kill one
of our mermberz, and we are satizfied
our mernber izn't to blame, we will tell
them te back off. If your brother was
being harassed, wouldn't yeu help
him®™ Again the diee, again a seven.

“Heow about the allegations of
Cuild-sponsered deaths™

“Tou mean hit jobs™

“I de,” T answered emphatically.

“Cutrageous slander.. They don't
exist”

“Okay..” Well, that seerned to
take care of that line of inquiry. I
hacktracked a hit. “What are the
Tequirements tojoin™

“They must have at least passed
their training tests five times”

“Izthatit™ I was{rankly skeptical.

“&nd they must go through an
initiation which asks them a few
questiong. It snieeif a fellow member
can vouch for you. We take that very
seriously’”

“%o, if a rogue wizhes to join the
Cuild, whe would they contact™

“They ask arcund”™ Another
illuminating smile, thiz time for my
pley. “The Cuild gets wind their
asking and appreaches them”

“I zee..” I chuckled to myself. I
didn’t really think he wouldreweal any
names. I chuckled apain, thinking it
had been weorth a shot “Well, you
have heen more than kind in
anzwering my questions. Iz there a
topic you would wizh to broach, Sirt™”

“Tez.. The Cuild suppert: ne
ather
independent of all other influences”

I raizedmy eyebrow, inquiringly.
“What do you mean®™

“We don't careif you're an elf, a
dwrarf, ewven,” he shuddered “a
halfling. We den’t care if you're a

(Conérued onpage 58 )

organization. We are
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H DPeek at the Quick Character Generator

by [Mazhe $ul'Din‘Chalicn
ittle Mazhe sat quistly under

==
‘% the eldtree, swinging her legs

= on the bench. She was
enjoying the crisp breeze which
cauzed leaves to crackle and swirl,
sketching miniature dustdewils a dezen
yardsinfrent of her in the dirty open
spaces of the hazaar.

After twoandten dayzindoors, it
felt good to be away from the
classroom. And, chal it waz poodtobe
awayfrom Sir Bazzell ashelikedtobe
called. The Last Wizard, the kids
laughingly ealledhim behindhizsback,
becauge he simply had to be the
oldest: surelyhe wasz 200 yearz old, if
he waz 50 He had a face with more
crackzin it than the schoolhouze walls.
Knawes, but he was uglyl And that
smelll One of her elassmates onece
likeneditto a deadreltenlefttorot on
the road, and there were some days
ghe just had to agree.

Mazhe inereazsedher thythm and
gighed, thinking of the next two ten
days after this brief break She didn't
understand why she had been chesen
for thiz Glass, with all of itz high-class
prizsy girlz and boyz with mere coinin
their pockets at thiz moment than she
had seen in her entire life It made
absolutely no senge, and it certainly
wasn't ever going to. But he merely
smiled that trawvesty of a amile,
continued on his lecture, andleft her
alenefor another day. Twomere days,
and zhe would be immerzed in it
again. Why had they taken her from
her home?

“Are you paying attention?™ She
glaneed wup at  the snickers,
embarrazssed to have been caught
daydreaming, He motioned again, and
she zaw the electricity crackling
between hiz fingertips.  Leaning
forward, she watched hiz hands, and
az always she eould feel it from her
zeat actozs theroom. Indeed, the hairs
onher arms stood up as he continued

to gesture, building a tiny ball of
glowing light between hiz palms.

Sir PBazzell neodded at her
apparent interest, and after seweral
minutes the ball of light waz the sze of
a deg’s head. Then he suddenly pulled
hiz handz apart, and the ball of light
vanizhed with an audible pop. Therest
of the studentz nodded and sat back in
their zeatz, but Mazhe continued to
lean forward. It waz azif the floer and
ceiling abowe and below old Bazzell
hadthickened and condenzed in some
indezeribable fazhion. When she
blinked again, everything was back to
normal and Bazzell waz rambling en
about something elze.

Mazhe just zat back in her chair
and zhook her head She saw the
magie, but fipuring out hew it got
there waz another story entirely. And
azfor becoming a farmous mage? Pahl

Sir Bazzell nodded to himself,
watching the frustrated youngster lean
baeckin her seat. Perhaps anether path
would be neeessary for thiz one. He
would  gend her te  Quarrel
Cesumitans. Tes, the VOUNger rman
could work wonderz with this ehild.
The oldlibrarian wrould take the skills
she did possess (hard-headednes:s in
this youngsters ecasze, he wryly
suspected) and showher howto apply
them. From there, it would be up to
the childwhether or not she wouldbe
spending her years in the streets
begping, or putting her skills to good

uge defending the town.
RS

The Quick Generater, as Thavefound
does a solid jeb of putting new
characterz on their feet before they
enter the game. It sets the character
up with a usable group of stats that,
while net miraculous, are certainly
encugh for a neweomer to come in and
enjoythe pame (without mesting his or

her demize in the teeth of the firstrat
they stumble across). [ can easily see
sgomeone working their way up
through the ranks using stats ehtained
in thiz manner: The Quick Generator
now, rather than being a thing to
avoid, iz instead an exeellent tool to
uze when you are learning howto play
the pame Mow you can zee what a
fairly experienced player would have
done with those confusing rells.

What it Does
The Quick Generater rell: a great
many zets of ten stats untl it comesz up
with an aceeptable group. I was not
able to determine any particular
pattern, other than to say I umally
ended up with a high 80th- to low
S0th-percentile
comparizen to a perfect zet of stats
The generater places the statz in

character in

order depending on what clas: you
hawve zelected (zee the chart below).
Mext, skillz are chosen according to
the class, and they tend to he pretty
much the zame for each character of
any one clags, with variationz only
when there are not enough
development peints to go around

Femember that 10 points will be
added to two of your bhage stats, as
indicated here:

Warrior: +10 SO/ 8T

Hogue: +10RE /DE

Wizard: +10AUT /IN

Clerie: +10WI/ LD

Empath: +10WI /LD

Sorcerer: +10AT /W]

Ranger: +10WI/ QO

Bard: +10AU/ LD

Here's the stat order the Quick
Cenerater setz you up with when you
azk for each of the eight classes, with
the class, and the stats in order from
highest to lowest:

(Conénuead onpere 14)
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[Aréfacts, conénued frompage 5)

wor dz of the demen, heard onlyin the
mind of Maruko Any lesser man
wouldhave erumbled to the powerful
will of the sword and havwe been cor-
rupted.iMote: Maleskari iz Demon

thewound:z of others one of the Lore-
masters gave thiz to the healer. It iz
saidto be able to remeowe anylight and
medium bedily sears when applied.
Thiz itern wraz last zeen on Lord
Unur.

A Twisted Oaken
Wand

Thiz
found during the
opening of the

wand was

Lord of Death and Undeath, the mest
feared of all hiz foul and despicable
kind.}

The power of the sweordiz depen-
dent on hewhungry the demen is, and
the demon’z only eraving iz Life
When the sword cutsinte a living be-
ing, it drainz the life fores of the wie-
tim. Itzfaverite “food’ izthelifefores
of elwvez, humans and dwarves, asit of-
ten reminded the Lerd Hanger. It
must continually be fed, or it feeds
upon its wielder.

The sword can newer be d.rnPPe':L
az Marukeo dermonstratedto me When
Maruke atternpted to drop the blade,
Ifelt a chill down my spine as an evil
woice hisged, “Thou are not permitted
to abandon mel” Lord Marko's face
suddenly locked wery pale, and he al-
most droppedto hiz knees. Az punich-
ment, he wasz drained a part of hizlife
force. If the demon’s hunger was not
quenched, it coempelled Maruke to
raize it eut of itz sheath and held it
abewve hiz head, where it could =ap
some lif e force from everyone present
intheroom. A mest dreadful weapen,
about which I still have nightmares. It
was last sighted in the possession of
Lord Maruke.

A Small Resinous Lump

Thiz stnall, waxy chject iz deep goeldin
color, with a small tan croszinzet into
the surface in white [t waz made for
Lord Unum the healer, during the
Quest of the Loremasters. Lor d Unum
was too zearted and mutilated to re-
turn to Wehnimer's Landing at the
end of the quest, 20, in appreciation of
hiz zelfless sacrifices by ministering to

meonastery by the
brawe andfearlesz Lordz and Ladiez of
the Landing. Lord Mikhail cpenedthe
trunk that contained thiz and many
other strange artifaets. Most of the
other items was cursed and useless.
When waved at an adversary, this
unazsuming-losking wand haz the
power to blind the target. The wand
was last reported to be in the posses-
sion of the honorable mage, Lerd

Whilder.

A Wicked Kris Sword

Thiz blade wras hought from some pi-
rate merchants some years ago by
Lord Enegue the rnaster bard. Itiz a
mozt deadly swerd, for it was as magi-
cal az a chaalk weapeon andit had the
ability to infliet far more eritical in-
juries when it struck itz intended tar-
get. Even steel polems, known for their
extraor dinarily damage-resistant con-
stitution, were often destroyedin a sin-
gle blow. Thiz artifact iz no longer
ameong us, as it was last reported de-
stroyed by a hooded figure’s maee in
the Eroken Lands, an ignoble end to
an exeeptional tribute to outstanding
weaponsmithing,

Az aprofessional swordeman, my
mozt ar dent interests are weapons and
armer. In my childhood I heard talez
of the Swerdof Cyanidia, andIlenged
to gain thiz legendary blade. The fdl-
lowing iz what [ hawvefound out about
the Sweord of Cyanidia andthe $aszh of
the Rizing Phoenix.

The Sword of Cyanidia
The story begins with a female thief
named Oyanidia. She was meost un-

gerupulous, slaughtering young adswen-

turers and taking their purses, so we
citizenz of Wehnimer's dealt her our
own special breed of “justice”™ Lord
Mikhail slew her where he found her,
and left her body to 1ot in the street.
{Perzonally, I thinkit wasz a territorial
dizpute, az Lord Mikhail waz rumered
to be the Head Thief of Wehnimer's
and Cyanidia waz working without a
licenze)

Hewewrer, thiz wornan was most
resourceful. She returned apain to
Wehnimer's, thiz time secking
vengeanee. (Methinks sometimes the
Merciful Lorminstra iz too generous
with her giving) Using a mere subtle
method, she enteredtowm in the guize
of a caravan master. Into her lair she
lured her wictimms, whe were all
weighted with large sacks of silwvers,
thinking that it waz a merchant wagen.
They were subdued by drugged tea,
boundandtaken to lolan's Warehouss
on the east side of town.

She kidnapped thesze people in
order to ransom them for meoney. A
greedymistake she wouldregret later,
for the Elanthians are most fameons fer
breaking out of akidnapper's grazp (in
fact, T haven't heard a single story,
where sormeone that haz heen kid-
napped did not break loose). Ey then,
fighter Gilthor Lengblade found
Cyanidia's hiding spet, and began to
combat her andher gang alone. Even-
tually, ene of the captives frayed her
owr honds, breke free and releazed
the rest of them. But by that time,
Lor d Gilther lay dead, slain by Cyani-
dia's hodyguard Delph.

Gilther's zacrifice hought the rest
time to regain their compesure and
wargear. They chased Cyanidia and
her gang though the streets of Wehn-
imer's, and eventually corneredher by
the garden near House Arpent Aspis.
Lord Walde Ptelomy the Second
struck her in the chest, stunning her,
and Lord Maruke Azhimine finizhed
her with a gruesome slash to the ah-
dormen.

She dropped a deadly black

{Conénuead onpege 36)
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Pear Ye! Oh,
[lewcomers 1o
Clanthia}

by Stanyon $ting

nzide the gates of
Wehnimer's, most citizens

= AP gather in the Town Square,
az it iz eazy to get to and iz renowmed
fer itz wirtue in experience absorption
and mana peint regeneration. When
many are present to soeialize and
transact business, “whisper” wour
priwvate conwerzationz szo az not to
dizturh otherz.

Found a chest? You may unlock
itz secretz here, but you are better off
to conduet zuch buziness at the well
Manykindly thieves are willing torisk
life and limb for your enrichment.
While I charge not for my services, |
do adwize offering your chest
champion some meney for the sake of
politeness.

Eeleaguer not the good thief to
open all your things on dernand as
200 as he or she enters the room, but
find time to grest this selfless citizen.
Tou may thus aweid paying that
dastard locksmith who preyz upon
your pockethook like a rabid navigator.
Happy am I to pick chestzfor any soul,
but oneein a while my own business at
handbeckonz mefirst.

Empathz arefoundhere, tool The
juxtaposition of hopes within these
talented people iz mighty strange
indeed. They hope for injuries to fall
upen uz o they may inerease their
gkillz through experience. Yet, at the
same time, they show compassion for
uz by taking our injuries upon
themzelves! Honer them always, for
they are always on the lockout for
pecple whe needtheir help.

Friendly zpell users will bestow
upon you some extra DS or AS with

their spell eraftif they take a liking to
you and want you te be safe outside
the pate. The best way in Elanthia teo
achieve all your pgoals as fast as
possibleizto make friends The simple
“thank you” for anyfaver goes along
wayto achieve fast friendships.

Cive giftsl Empaths always can
use your extra erystal amulets to keep
on the “net”™ and thuz he awailable to
critically injured players wheo are not
able to make it back to the temple.
Herbz that you may not wish to carry
can zerve otherzif you offer them.

(]

i
7

Friendly spell users will bestow
extra DF or A5 with their spell
cralt if they take a likdnr fo you.

Ncn-magic types can donate any
runes they find te rune-trained
characterz. No one in Elanthia can
prosper cn hiz own, and eonsiderate
behawior at early lewels can make the
difference between Life and Death in
Elanthia, as well as making true and

leng-lasting friendships.

Etiquette Outzside The Gate

When you encounter another
character in hattle with a meonster, do
not join the fray unless invited te de
go. Itiz polite to ask if the adwventurer
needs anyhelp. Cften you get anedte
join and, preste, you have a hunting
partmer.

Do net frivel time away with
questions when VO COMe UpOH 201e
unfertunate whe iz stunned or prone
with a menster in the room. Usze the
DREAC commandte savethe wetim’s
life. Knew the room exitz and type

DEAC =PERSON= M oar
whatewer the exit iz Or, call for a
cleric to come revive them, or puard
their equipment if they must depart.
Saving someone’z life iz 2 wonderful
waytointroduee yourself.

When you come aeTosz a group of
adventurers, it iz mannerly to ask if
you may jein thern. Howewer, a

5 or

rejection here iz not neeessarily
contemptible behavior on their part.
They may be too many. They may be
higher lewvel charaeters on their wayto
a place too dangerousfor you to hunt.
They may be lower level players whe
will be hunting in placez you hawe
outgrown. Eemember, though, there
iz zafetyin numbers, especially since it
izlikely you will meet death sometime
in your career.

You Just Bit The Dust!

Touare dead. If you arekilled by some
lucky menster, you drop whatever you
are earrying in your hands, mest likely
your chield andweapeon. If you arein
a party, others canrecover your stuff
toreturn to you. Tou will (we hope)be
raized by some wenderful elerie, or
ipreferably not) depart from your
badyand re-appear in the tample 2ans
all your equipment.

If you have died alone, you have
several minutes to linger abowve your
body hoping someone will comeby to
help. After your allotted time, you will
depart, leawing wour belongings
behind. You then reappear in the
Termnple, provided you have honered
Lorminstra with a deed en wour
recor d. Atfirst level there iz no penalty
for dying (up tofive deaths), but after
that you can muffer.

Deaths are generally announeed
throughout the land to every player, o
if a companion of yours getz wind of
your premature demise, most likely
they will try to rescus you or recruit
some help. Infoerming your friendsz in
adwanece of where you are going iz alzo
a poodidea, in eage of anyunforhmate
aceidents. Thiz iz anether example of

{Conénuead onpage 13)
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RutckGen, condrued frompage 10)
Warrior: GO+, 3T+, RE, DE,
DL AU, WI, LO, IN, CH

Reogue: 5T, RE+, DE+, CO,
DL AU, WI, LO, IN, CH

Wizard: AU+, DE, EE, 5T,
DI, GO, [N+, W, LO, OH

Clerie: Wi+, DL CO, RE, 8T,
Lo+, IN, AU, CH, DE

Empath: WI+, DI, AU, GO,
RE, 5T, Lo+, [N, CH, DE

Sorcerer: AU+, Wi+, DE,
RE, 5T, I, 30, IN, LO, CH

Ranger: GO+, W+, 5T, RE,
DE, DI, AU, LO, [N, GH

Eard: 0O, AU+, ST, RE, DE,

DI WI, Lo+, IN, GH
[+ indicates where 10 poings will be
added on.J

Keep in mind that your Stat
Eonug (on the list when you type
INFC inzide the game) iz actually the
bonus derived from your stat, plus
adjustments aceor ding to your race. In
noway deoesrace actually affect what
the statzthermselwves are. Toullneedto
take thiz into consideration when
deciding what race you wish to be.

The 5tat Bonuz iz derived from
theformula:

(Gtat - E00 / 2 (Rounded deown,
then adding or subtracting racial
adjustments. )

Therefore, if you started with a
Strength of 100 (which gives a base
bonus of (100-E0ME = 25 and you wish
to releplay a halfling, you're going to
find that your +£5 bonus haz been
whittled dewm te a +5 This, and
situationz like it, shouldbe taken into
consideration when yeu choose your
race/clazz combination.

The stat bonuz adjustments
according to race are as follows in
order of SO, DE, DI, LO, IN, 5T,
RE, CH, "I, and ATU:

Human 000 5 EE Q000
Giantman 10 -5 0 0 -5 15 -5 50 -5
Half Elf 0L 5000 10E00
Sylvankind 05 -E0 00 5508
DarkElf -£E 1010 0 E0 & .E B 10
Elf 0882000518180 &
Dwarf 1E 010 E0Q 10 -E-10 0-10
Hlﬂg 1015 E &5 108010150 -5

After you give it your choice of
race and elass, the Quick Cenerator
will aszign various bazic skills te your
character. Though it does not choose a
perfeet set of skills for you (in some
cazez you'll end up missing a skill er
twrothat couldbe uzeful), the skl are
a very good template from which to
work, and should serve you well.

Here are the skillz assipned to new
characters, by clazs. Eemember that
gkill: will be shawved off if your
character deoesn’t hawe sufficient
development peints to support them.
If thiz happens, you might want to
rercll the character andtry again.
Warrior

10 Armer Use

10 Shield Uze

£ Combat Maneuverz

10 EdgedWeapeons

5 Two-Handed Weapons

5 Stalking & Hiding

10 First Aid (pricrity owver

Erawling}

10 Brawling

Rogue
10 Shield Use
10 EdgedWeapons
&  Thrown Weapeons
10 Dizarming Traps
10 Picking Locks
10 Stalking & Hiding
10 Ambush
10 Picking Pockets

Wizard
£ Shield Uze
E EdgedWeapons

Cleric
E Armor Usze
£ Shield Use
5 Elunt Weapons
& Perception
&  Magic ltem Usze
10 Mana Sharing
10 FirstAid
1 Cleric Eaze Spell
Empath
£ EBlunt Weapens
10 Zercll Reading
10 Magic Item Usze
10 Mana Sharing
15 First Aid
1 Empath Baze Spell
Sorcerer
E  5hield Use
£ EdgedWeapens
£ Seroll Reading
E  Magic Item Usze
E  Mana Sharing
E  Spell Aiming
E  FirstAid
1 Sorcerer Base Spell
Ranger
£ Armor Usze
10 Shield Uze
10 EdgedWeapens
10 Stalking & Hiding
& Perception
£ Mana Sharing
Firzt Aid
Bard
E Armmor Usze
E  Shield Usze
E Combat Maneuvers
& EdpgedWeapons
& Dizarming Trapz
5 Picking Locks
£ Stalking & Hiding
E FirstAid

Tou can ecreate a charaeter that

itz

your  advancement and

=4
1o
10
10
=t
1

Perception

Seroll Reading
Magic Item Use
Spell Aiming
Firzt Aid

Wizard E aze Spell

roleplaying needs armed with some
knowledge and patience. But it's
comforting to know that Quick Cen
offers a wiable alternative to Full
Character Generator when you just
can’t wait to get started 4
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(Glad Gomes, sondrued fronpare 15)
didn’t corme inte their full power until
past Lordlewel, o he had a chanee if
he wag smart. And lucky; he'd rather
be lucky than smart, any day. Smart
pecple could still be killed by hadluck.
Luckypeople didn'thavetobe smart.
RS
Combat iz arranged in “batches” of
lewels, to pive people an even chance.
The hatch lewvel breakouts for this
edition of the Cames were:

Batch 1: 1-3

Eatch®: 4-8

Batch 3: 7-10

Batch 4:11-14

Batch & 15-19

Batch & 2029

Batch T: 30+

Mext time arocund if the town
keeps growing as it haz recently, we
will probahbly limit Eatch 7 tolewvels 30-
39 andaddan 8th hateh for characters
leel 40 and higher.

RS
The swordsman wizhed thiz were a
meles, instead of single cormbat.
Mage: died quicker in melees, he
mused. Too manytargets for them to
focus all their ensrpy, and the anms
uzers generally bandedtogether to kill
them first. He srniled at that theught.

TS
Within each batch, there are three
types of eventz—single combat, melee,
and team cormbat. Single combat iz
one-on-one battle, skill versus =zkill
Thereiz no wayte win this by luck.

Meleez are zome of the mest
spectacular, though chaetic, events
The current participationrecordfer a
meles iz 23 people all trying to kill
each other at oneel The action can be
positively mindhoggling.

Team fights pit groups of twe or
three working in unison against each
other. Arms and magic users may try
to combine the best elements of their
gkillz to defeat their opponents Team
events are generally won by the team
with the best group tactes.

RS

The swordsman conzidered his

optionz. Thanks to the new rule

changes, he and the mage were very
limited in what they could bring inte
the Arena. Each was allowed magic
armer, and one wand, which was
uzelesz to the sweordsman He felt
slightly better than the last time he
had competed, though In a lower
hatch three menths earlier, he hadn’t
anything
magical. He'd beeome zo accustomed
to magie that poing back te plain steel,
leather and weodleft him feeling a bit
vulnerable. He supposed the mage felt
the zame, though.
S

Toumay onlytake alimited number of
magic itermns into the Arena
Participants in all batches may take a
single magic wand; no other magieal
items are allowed in Batches 1-4.
Batch 1 iz limited to wandz that ecast
Shoekbolt or  Touwch of Disrupdon.
Batch 2 may add gelden wand: to
thosze. Metal wands may be uzed in
Eatch 3 andhigher.

Magic armer or shield may be
uged startingin B ateh B Eath may he
uged in Batch & And finally, magic
weaponsmaybeuszedin Bateh 7.

Remember, only “normal
weapons are allowed in Batches 1-6.
Mew gladiators are often confused

beenn allowed to wear

about what iz and iz not a magieal
weapon. Anyweapon that has a bonus
tohit, dees mere damage than nermal,
or does special critical damage is
magical Thizineludes all mithril, sop,
laen, and shaalk weeapons, and drake
falchions. It also includes weapons
with any temperary enchantment on
them, like Magic Edge and Essence
Blade If you aremt sure if your
weapon is legal, have a Contreller or
CarneMazter check beforehand

Heowewer, that
weapons have to stay normal Onee
combat iz open, those with the Magic
Edge or Essensce Blade spell: may cast
them freely en normal weapons.

Most zpells are allowed in the
Arena, providing they den’t have the
potential to cause darnage to the

(Cembrued onvpage 18]
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(GlodGames, condnwed frompage 16)

usually run for an entire weekend
Day 1 is generally reserved for single
combat, as these events take the
longest Day £ will start with the
melees, brutal affairs that tax the
healersin the Infirmaryto the limit of

their power. Then come the team

fights

between arms users was frequently a
waiting  game Suddenly, the
swor dsman felt the Arena ealling and
lunged forward, hoping his thrust
would score first blood

seee
Tactics are an important part of
gladiatorial combat Izit better to wait
and cast defensive magic, or lnmch an

As soon as helunged, heknew # was wrong. His sword scoreda
glancing blow, barely a seraich. Losing consciousness, he saw his
oppenent use his cloak to wip e his blood off her sword.

i e
The zwordsman studied the odd: on
the tote board He placed a small bet
from hizwinnings on a bard against a
sorcerer at 6.1 odds. The sorcwon, he
lost. Another preliminarymatch ower.
He hoped someone elze would get to
fight the soreerer in the next round.
The attendants were still pioking up
the widely scattered pisces of the
bard

o e e an
Betting is a major part of the Cames.
Hundred: of theusands of silver s haws
changed hands in a zingle fight!
Fortunes are made andlost betting on
fawvorite gladiators. Single combat and
tearn fightsrarely offer long odds, but
fuessing cnrrectl:.rin ameles gan bring
in a huge windfall The current Arena
record iz zomeone whe won a pot at
61:1 oddd

g
The Controller was announcing the
next matches The swordsman noted
that the sorcerer was facing a mage
His own opponent was another arms
uger. The world blurred again, and he
found himself facing his opponent in
the Arena Without a word they
saluted each other with their swords
The crowd called out their bets until
the Controllers closed the betting. The
Senior Controller tapped his staff on
the ground, and the Herald eried out
loudly, “Combat in the Arena has
opened! Attack at willl”

The two circled, each casting a

minor defensive spell Combat

all-out attack from the start? The
answer iz, it depends Sometimes,
moving first can be deadlyif you miss.
Sometimes, if you don't mowve first, you
Newver mowe Zgﬂ.iﬂ.
e

Az soon as he lunged, he knew it was
wrong. Hiz sword scored a glaneing
hlow, 'I::laralj,r a seratch. He took the
return stroke through the kidneys; the
painwas E:xtremel}r agonizing. Lusing
eonsciousness, he saw hiz opponent
uze his cloak te wipe hiz blood off her
sword. Sheflashed him a smile az the
attendants came out to drag him off.

When he awoke in the Infirmary,
she was waiting for him. “Serry about
that, dear,” she giggled “Nothing
personal, you kmows”

"MNo problem,” he smiledback

“still want to marry me next
week™ she asked coyly.

He coughed. "Of course, dear. I'd
har dly last long without you to protect
me, nowwould I7" They both laughed
and embraced

Just then, several attendants came
in bearing arms, legs, and a torso. In
separate pieces. It was what wasleft of
the mage. The swor dswoman frowmed

“Someone needs to teach that sore
some manners,” she huffed "Hekeeps
littering”

The swordsman nodded. “Be
careful, dear,” he said They smiled,
and embraced. She went off northeast
to the Arena while the healers pieced
the mage back together.

"] pan't wait until tomerrow” zaid

one of the healers “I hear they're
running some specialty events at the
end” The swordsman shuddered as
the healerz chuckled and shared
graphic descriptions of the mass
slaughter they so blithely referred to
az “specialty events”

el
After the team fights en Day2, certain
special events arerun if time permits
The first of these are the Naked
Brawling melees. No armor, shields or
weapons of any kind are allowed
There is one melee for commoners,
and one for those of noble rank
Adding mud to the Arena for these
fights iz a regular suggestion, but
impraetical at this time.

After the meless, the Cods
reinforee the magical war ds protecting
the spectators for the Crand and Royal
Meless. All betz are off for these
fights, as are wirtually all the
restrictions on uze of maginal iterms,
The Crand Melee iz for characters of
lewels 1-19, andthe Royal Meles iz for
Lords and Ladies. It has been saidthat
the amount of magical energy
expendedin the first 30 seconds of a
Royal Meles would obliterate an area
10milez in diameter. Sofar, the Cod-
given shields have held

e e e

The soreerer’s bodyhit the table with
athump. He stilllocked a bit dazed as
the healers commented on how clean
his ears were The swordsman
collected his winnings, at 8:1 odds. He
ecould afferdthat dj.a.mnnd:mg, new
His fiancee limped in Her left arm
was shattered and she was bleeding
from the nose, but she grinned
broadly despite the pain. In her good
hand, she held the silver that would
finish paying for her wedding dress.

“Still not afraidto marry me?" she
asked sweetly

“Of course not, my love,” he
grinned. “It's a lot less expensive than
just hiring a bndyguar d”

Fortunately fer him, combat iz not
allowedin the Infirmary. +
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ones gave up the bodies long ago ta
send them walkin' about in the night
slobberin’ on honest folk an’ generally
causin’ a ruckus At first [ figgers
Eloodsmythe needs a body fer some
experimentin’ wid them forees what
he’dbest be lettin’ alone anyhows. But
this here lunatic giantman next ta me
iz showelin’ sofastthat [ can't believe

he’s doin’ this here for money. More

Don’t ask me how, as I aint pot a
mind ta inow, but seems thar's
some foul curse out thar

like maybe he's out ta steal some
baubel offa the corpse. Or maybe he's
one a them folks what worries they
loved onesiz buried alive. Either way,
we's down ta the cazket in no time |

Meow fer ther as don't know, them
undead seourges in the graveyard
cornes outta graves. Don't ask me how,
az [ ain’t got a mind ta knew, but
geerms thar's some foul curse put thar
what turns the rest of tired souls ta
rnur derous S].Bepwalkin'. Somethin’
wakes them undead in them graves,
they claws themselves out, an’ next
thing va knows ya got mummies an’
skeletons an’ whatnot hangin’ offaya
like mosz on a halfling's fest So I
weren't surprised when we opens the
coffin an’ out starts a skeleton with
glowin' pieces a coal fer eyes what
seern ta havelit a burnin’ desire tarip
out our throats.

My big giantman friend didn't
seem surprised either! W'hy helets out
a whoop an’ breaks inta a big grin as
the thing starts chewin’ on his legl |
ain't never seen such foclishness! Sota
be neighbarly, 1 calls on me rangerly
talents ta summeon a vine an’ throttle
this here skelston Neo sooner iz the
skeleton dead, than the giantman up
an’ starts in throttlin® mel Talk about
ya fellaz what ain’t thankful fer
nuthin’l

Well, soon he calme down an’
settles fer jes oursin’ me, an’ snes he's
speakin’ that furin tongue a his, | ain't
takin’ no offenze. After a bithe calms

down an’ starts diggin’ aggin. Thiz time
I ain't havin’ none, so I jes sits down
an’ watchesthe fool, do dgin’ the odd
dirtelod he hurls at me Before long
he's down to another coffin, hiz eyes
glowin’ jes as wild as afore. This time
when the skeleton pops out he's
clobbered it upside the head afore I
even blinks, an’ jes stands thar grinnin’
at me like he oughta git some prize.
That foolishness went on fer hours

an’ it weren't till jez afore the crack a
dawn when I's back in me bed
Acourse the next day I locks up the
sorcerer ta find out what the skinnj,ris
enthiz oddfurin friend a his What do
you suppose the old codger tells me?
Seems thar's a newrlot of wild men in
our lands what thinks Lorminstra’s
told them personal like through her
valet Voln that they oughta poundthe
tar outta every Undead what they sees.
Seems they bin tearin’ up alla the
usual haunts so fierce that them
Undead's gittin mighty tough ta find
$o some a the more fanatical typeshas
taken ta pullin’ Undead outta the
grl:rund:afmeﬂ]e_gr even gits a chanceta
wonder around gnashin’ them teeth a
bit an’ cursin’ things.

Looks like Cravediggers iz gonna
start makin® zilver hand ower fist s I's
orderedme a mithril showel an’ afew
eratesa’ ruml 4

CLkOANTHIO
BERALD

CEHSSTJYJEDS

This is your forum for classified
advertisements and public notices. If
you wish to place an ad in this
department, please contact Cira at
CEniemail SIMU 1, or Cyrfaucon at
AQOL mail CYRFAUCOMN. Spm:ial
rates will apply on classifieds, with ads
being free of charge until further
notice. Boxnumbers are alzo available
at no charge for those wishing to
remain dizerest,

PERSONAL NOTTEES

Let's make a deal! Well-traveled,
sueeessful but lonely entrepreneur
seeking partner for possible life-long
merger. | am tired of life on the
merchant road. Come be my reazon
te zettle dowmn, Thiz iz 2 limited time
offer, EHBox 7.

Not just another pretty face!
Cultured young lady seeks sincere,
sensitive friend for garden strolls,
moonlight rambles and romantic
outings Hoping the daisy stops at
youl He lover me. he love: me
not._he lowve: me he love: me
not.._he loves mell! Those with hay
fever or other allergies need not
respond EH Boz 6.

EOSC AT 70U

Found: One wedding band, made of
gold and flecked with diamonds
Inscribed with the phrase, “Love
always We will never part” Glaim in
person. See Cave Cnome Dremmer,
in the Catacombs beneath the Town
Well Must show proof of ownership.

Still Lost: One cute, tiny kitten Am
even more brokenhearted. If sighted,
replyto EH Bozx L.

(Tondrued onpage 15)
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yoraging for Yun, Profit and Jnkormation

By kovd Crachfen Bickapod

s )

23 et me begin by zaying that
&{ﬂ I've put in mere hours on this

i artiele than any other I've
ever written, yet I am less than satis-
fied with the completeness of the in-
formation I'm about to give you. Ac-
cording to highly placed sourees, all of
the herbs available from the shep in
town are forageable somewhere
(exeluding potiens of course) Four
herbs remain unfound te thiz day,
howewer. Those herbs are strigee
(HPz), haphip (light head sears),
calemin (medium limb sears), and
woth (medinmheavy nervous systern
20ar z).

Keys to Successful Foraging
MNow, let’s examine how to forage ef-
fectively for these herbs that have
been located. Each time you forage
you get an open 1d1001ell Theresult
iz compared to an invisible thresheld,
which iz different for each herb. If yeu
roll over the thresheold, you are sue-
cezsful. There are seweral factors
which can raize and lower the success
thresheald:
»  kneeling lowerz threshold
s emptyhandiz) enehandfree
lowrer s some, two even meore
hand zears: raize threzheld
forage spell: lowerzthresheld
# level higher lewvel lowers
thresheld
o profession: rangers have low-
est threshelds, wizards and
soreerers highest
¢ environtment: the area where
you can find an herb may be
less than perfeet for that
herh, raizsing the thresheold
In the table I give approximate
threshelds for the warious herbe The
numbers show what a Level 4 5ranger
whe has the forage spell up, iz kneel-
ing, and hazbeth handz free mustrell
to find that herb. Your threshold will
be higher, but the relative difference

between herbs should be somewhat
conzistent. One important feature to
note, if your left handiz not free, the
herh will be left on the pround

Right Place at the Right Time

MNowr, you want to rmake sure ¥ou are
locking in the right place. Tou can tell
if itiz possible to find a particular herb
in the room you are foraging in by

herhs). Each herb foraged takes up
one slot in your inventory. The ability
to elump herbs together into single
itemsz with multiple doses couldbeim-
plemented before foraging is really
uzeful Thizwould allow greater stor-
age capacity in lockers ete As it
stands today, foraging is mestly usedte
find sticks to imbue inte imbeddahble
wand: and reds, and many useful

Adecording to highly placed sourees aif the herbs availabie in
Wehnimer's Landing ave forageable somewhere, except for potions,

looking at the failure messzage. If it
ends in “.. nething of interest,” you
arelooking in the wrong place, butif it
ends in *.. nothing,” then that reemn
containz the herb wou areforaging for.

Fleaze note thatin my chart, if you
zee “abundant” that meanz almost evw-
eryroom in that area grows the herb.
After you've found an herb, the room
you foraged iniz depleted for awhile.
After finding three herbsin a sepment,
the whale segment iz depleted. After
about an hour, the herh:z tend to re-
generatein an area, [ believe, but that
time frame iz WEIY approximate. Tou
can tell if the reom iz depleted be-
cauze  you get the meszage
"..zomeone has heen foraging here
recently..” when you should hawve
suecessfully gotten the herh.

Foraping haz one major problem
(besidezs the mizsing heot climate

herhs areleft either onthe hench or in
thefield dueto lack of zpace.

Another suggestion to make forag-
ing more popular iz to implement a
zkill which weould allow a zkilled
ranger to survey an entire segment
and tell what herbs prow there The
ranger would still have to forape
arcundte find the correct room, but
the missing herbs (and extensive for-
aging mapsz) wouldbe taken care of.

What follows on the next four
pages are tables for use in foraging. I
atternpted tomake them as acourate as
possible, and have added notes where
relevant.

Afer all that foraging, I'm ex-
hausted! I think I'll zit back and relax
with anice cup of herb teal 4
[Seepp. 20-23 following forall of Losd
Tracheen’s fomging mbles |
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(Vebs, coiinued frompared)

CACKLE (FV). The mentally unbal-
aneed andjust-plain-silly use thiz alet.
SAST (IV). The verb for magic users.
Tou PREP a zpell, then CAST it, uau-
ally at someone or zomething. CAST-
ing a zpell forees your STANCE down
{unless it starts low), and takes up a
certain amecunt of time depending
upen therelative zpell and caster lewel.
If you den't specify a target, GAST de-
faults te yourzelf, zo be careful when
flinging those offendwe spells.
CHECK BALANCE (5V). At bank
CHECK IN (IV). Do thiz when you
want to train er check your stats at the
Front Dezk of thelocal Innzin towmn.
CHUCKLE (FV). & CRIN revealed.
COLIME (IV). Eoth an important ae-
tionn and a trainable zkill OLIME
without training, andyou die. CLIME
with training, and youll likely pet
someplace no verzion of you has trav-
eledbefore

CLOSE (IV). For a backpack to keep
a gremlin’znastylittle fingers out ef it.
CLOSE a door to keep outintruders.
COM (SV). Provides less informatien
of a zitnilar kindto EXP.

COUCH (FV). Draws quiet attention
to something Alsouzefil in arcom oc-
cupied by smokers who are, for some
arcane reazon, =till aiwe.

OOWER <PERSOMN= (FV). If zorme-
one frightens you, here'z a pood wayto
showit LAUCH works even better.
CRAWL (3V). Not many areas uze this
but there are a few. Halfings and
dwarves have to crawl less. They just
walk upright, jurnping less often zo as
not to bruise their tender sealps

CEY (FV). When pout isn't enough,
try ORY. Feal angst.

DANCE <WITH PERSOMN:= (FV) An
interesting werb. If you offer a daneeto
someone, the first perzon moving into
the next square simply becomes the
leader, whether it was the person whe
initially effered the danee, or net.
DECLINE (5V). "When someone of-
fers you something and you dew't want
it, either wait the ohlipatory 30 zec-
ondz or DECLIMNE it first.

DEPART (5V). When you die and
den’t want to hang, around waiting for
a cleric to tie soul back inte hody, try
DEFART.

DEPOSIT (IV). Weorkzin a bank
DESCRIEE (IV). When you want to
find out hew 2 CREATURE or NPC
genuinely  looks, try DESC
<CREATURE=

DIACHNOSE (FULL) (IV)., Best wWay
to check zomeone for injuries. By itself
this will provide a cursory dizplay,
while DIACHOSE FULL wdll give
you alot mere detail Healers pet more
material in each.

DIC (5V). Rumoered to be uzeful in
one or two situaticons.

DIRECTICHN =<PLACE= (IV). First
leel players, only. If you need to pet
somewhere important, use this It will
direct your footsteps one square at a
time. There are alzo directional werhs
like SOUTHWEST, UP, OUT, etc,
but you already know that. These may
be abbrewviated, as well, for example
W, U, O, ete

DISARM <CEJECT= (TWV). Uszed
mainly by thieves, but also by other
professionals: DISAEMing letz you

search a locked container for traps
DISAREM as often as vou want; sorme-
times it may take 3 or 4 tries hefore
you find a trap (if’ ene exizts). When
you'wefoundit, the next DISARM will
attempt to truly dizarm the chest
Don't deo thiz unless you have pood
lockpicking skills. Otherwize, you may
set off whatewer trap lies in wait.
DISEAND (IV). When you're leading
a group and want to stop, DISEAIND
it.

DRAC (IV). If a friendiz stunnednear
ereatures and you have a free hand,
you can drag them to zafety: DEAC
<PERSOMN= <DIREECTION=, for ex-
ample, DEAC BOE EAST. Works
best en sheort andfer light people. Tou
can alse DRAGC people arcund to dif-
ferent places just for the heck of it
DREAGging contests have been known
to happen.

DRINK (5V). For potions that actlike
spellz or for ajolly time at the taverns.

DUCK (FV). When you say something
youfindfunnybut evervhody elze just
stares at you. Alsouseful when friends
inzizt on waving their weapons about,
of youmake an awful pun.

EAT (IV). Lotz of preat food in
town —why net try some of it? What
raizes thiz verh from FV to IV, how-
ever, are the herbs you eat to heal
nerve and bedy damage. Azk an em-
path abeut their faverite herbz, and
get ready to spend a long time listen-
ing enline.

EXIT (IV). Thiz terrifying cornmand
will actually take you out of CemBtone
and drop you in a world ecoupied by
televizion, fast food and aluminum =id-
ing. Mot recommended for the faint-
of - heart.

EXP {1V} Will tell you your fame, ex-
perience thizs level, and state of your
mind—how well you can currently ab-
zorb knowledge.

FIMD (IV). A lot of people walk the
lands these days To find enly a few
out of the hundreds, type FIND
=PERSCIN1> <PERSONE>, up to @
people. A veryuseful, recent addition
to our voeabulary, andmany thanks to

the CameMasterzfor it too.
FLAIL (FV). A fun werh of frustraton.
FLINCH (FV). Cuechl That hurtl
FORACE (8V) Tou szearch wooded
areaz for sticks and herhs Rangers
hawve an easier time of it and get their
handzhurtless often. One wishes they
were as good at finding destinations as
they are at finding vegetation.
FEOWMHN (FW) A smile confronted
with reality andne dignifiedretreat.
FURROW EROW (FV). When you're
thinking really hard about something,
and want to shew that to people
around you.
CET (IV). Takes or picks up an chjsct.
QIVE (V). CIVE <PERSON> iz au-
tomatie if you're helding an ebject you
want te transfer in your right hand.
Ah, but if it’s in your left, yeu must
type GIVE < OB [ECT> <PERSON=
CLANGCE (FWV). A quick way to check
what you are holding in your right and
(Condnuead onpare 25)
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left hands This iz uzeful before com-
bat. CLANGCE <PERSON: iz a zide-
long logk—az if you're sizing up the
person alongside you

CLARE (FV). CLAEE generally, or
CLARE <PERESCHN> Either way, the
point comes across: _f,rc:u’re pretty an-
noyed

CO (IV) Movement through portals
or anything that iz net an chvicus com-
pass direction, requires thiz verb aleng
with an ohbjeet: GO ARCH or GO
WELL, for instance.

CRIMACE (FV). A sympathetic reac-
tion to someone’s else’s troubles, or
EVEN L0 YOUr oW

CRIN (FW). A chucklein hiding.
CROAMN (FV) A perfect reaction to
the manybad punz that inhabitants in-
flictupen the lands.

CROWL (FV) A poodway tofrighten
the eazily frightened

CRUMELE (FV) Like it szays I
dropped my swor d, my pocketz were
picked, Thate life, I'm poing to go kick
a squirrel...

HEALTH/HEA (IV). Tellz you what's
bleeding, injured, sewered, mangled
and/or zearred. You may not like the
way it lesks, but you've pot to deal
with your injuries if you're to survive
in Elanthia.

HELP {I¥). Movice help iz available
by typing thiz at any time.

HIGCUP (FV). Try putting your head
in a paper bag for twe hourz and den't
breathe. Works every time.

HIDE (IV) Essential for thiefz and
other sneaky types, cute for anybody
elze. Lets you stay quietlyin the back-
ground, chservant but unchserved.
Eut be careful sinece there are many
actions that will automatically take you
out of hiding fir sl

HIT (IV¥). Used in enly a couple of
placez, but wery important HIT
<OB[ECT> with <OB[EGT>

HOLD =PERSCH= (IV). When you
want to lead zomebedy, HOLD will
take them tenderly by the hand. They
will then aceompany you anywhere
unless they LEAVE you, you DIS-

BAND your group, or you enter an
areawhich lets peaple passthroughin
single-file, enly.

HOWL (FV). [ lived, it died. Keazon
enocugh to celebrate, eh?

HUG (FV). Lot of these going around
Tou develop real companions on the
hunt, partieularly when you're zaving
gach other’s inappropriately armered
buttz, and this translates into hugs
onece everybodyis safely back home
IMEED (V). Wizards and zemiz can
IMEED eertain objects with powerful
spells. The symtax iz IMEED
<HPELL#&= <ITEM> uzing
<ACTIVATOR> for <#> charpes.
INFO (IV). For a quick view of your
stats, type this.

INWVOKE (5. 8pells on serollsfound
throughout Elanthia ean be IN-
VOKEd Youneedto READ the seroll
first, andhave your other handfree
JOIN <=PERSOMN=> (IV). Very useful
Thiz command lets you JCIN a group
ledby a single person. Hunting parties
are [OIMed.

JOIN LIST (IV). Useful when mer-
chants arrivein town. Thiz command
letz you add your name to the growing

number of inhahitants waiting for a
sEIVice.

JUMP (FW). Shows great enthusaam.
KICK (FV). Dossn't do any damage,
but it locks aggressive. Use it when
you want to express great displeasure.
Often aceompaniedby CLARE.

KILL (3¥) Same az ATTACE, hut AT
iz shorter.

KIS8 (IV). Anything from a friendly
greeting to an affirmation of lewe. De-
pends upeon the participants.

KMNEEL i3V} If you're gonna pray.
you'te gonna kneel Effective if you
can’t standup, due toweight KNEEL
makes an eazier intermediate step.
LATCH/AUNLATCH (3V) A few
doors on Elanthia have latches, rather
than locks.

LAUCH (FV)  An sTupting
CHUGCKLE that spews mirth, and dis-
perses the demens of the mind A
CRIN that flashes without regard to
penal codes.

LEAM (FV). Tou can LEAM apainst
various ohjects, LEAN back and fer-
ward, left or right, east, west, ete.,
against someone, or merely, econclu-
sively LEAMN—in which caze, you shift
your weight.
LEAVE (IV). To exit a group. Anocther
way to de thiz is simply to walk in a
direction not taken by the group.
LICK (FWV). Uze it on objects to have
pecple question your sanity: “Hlickza
rusty deerknob.” But if you're kneel-
ing er lying down andanother player
iz deing the same, LICKing them be-
comes a deep kisz. Use thiz only with
someone you really, really like.
LIE (8V). Perpendicularity, in a heri-
zontal sert of way.
LOCK (L;IW). Tell: you basic infor-
mation about something. L PERSON
will tell you what a PERSON iz wear-
ing and holding in hiz hands, hiz gen-
eral health and certain spells he has
active. However, L OBJECT rmay give
you more detail about something
you're secing, particularlyif it's part of
the surrounding environment.
MEDITATE (IV). Thiz lock: like
PEAY, but elerics use it to receive
backlife lewelz and absorh experience
more quickly.
MEASURE (5V). iz uzeful on potions
to determnine how much iz left It s net
exact, but then, neither islife, sowhat
do you want?
MOAN (FV). Usually fellows drinking
too quickly at Helga's.
MUMELE (FV). When youtypeor do
the wrong thing. MUMELE iz the
word fer you Equivalent to eursing
under your breath. Get usedteit.
MEWS (IV). Type thiz to get the latest
MEWS on general Elanthian events.
NOD (IV). Ceneral nod, or nod at
someone. Seems like an ordinary
encugh werh, no big deal, but it's
among the most important, if modest,
werbz in  CemfBtone’s wocabulary.
NOD tells somebedy you've heard
them, or you agree.
NUDCE (FV) A meodest POKE. On
an chject. shows up as a gradual ap-
(Conénued onpege 53)
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Character Building From the Ground Up

by Kafricania Hzarial

ne of the szecretz to pood
roleplaying iz to take the
time to lock past the stats
andbeonuges and give your character a

life. Eefore you spend hours in the
character manager trying to rell up the
perfect stats, take the time to ask your-
gelf a few questions abeout your charae-
ter that will make the generation pro-
cess a lot easier and possibly even

almost enjoyahble.

Bare-hones Character

If you take the time to ask yourself
the following questions and write
the answers dewn on a picce of
serateh paper, you will start to de-
welop a character with a life and a
real perzonality. Let’s start with the
basic questions that everyone asks
thernselwes before entering the char-
acter manager. The mest salient
things to decide on are:

What's your prefession?

grumpy halfling, a jovial dwarf, or a
book-loving high man, have a reason
behindit. Take the time to decide how

your character wouldreact te people
of their owm race az well az to other
races. If your character izahalf elf, do
they eonsider themselwes better or
worse than pure elves and pure hu-
manz? The possibilities of roleplaying

Whatraeeis your character?

the familyfeel about your character?
Didyour character have atfalling out
with the head of the houze and storm
off to decide their own life? Cnly vou
can decide.

What kind of childheed did your
character have? Were theythe rebel-
liouz youth whe aveided schoslin fa-
vor of outdoor activities when ever
possible? Were they the one who lost
thernzelvezin hooks andfound them-
selwes fazeinated by the powers of the
gods or the contrel of essence? Did
they have a lot of friend: or were
theyaloner?

How does your character feel
about basic things? Will they fight to
protect someone elze in treuble or
de theylock out for number one?
Will they be the sort to fight for the
eauze of good, or evil, or do they
think all that religious stuff iz best
left to the clerics and healers
iprovided your character isn't a
cleric or healer, but even then, that
couldbe a neat twizt)?

The Skin You're In
Mow that you have given your char-

Are youmale or female?

What's your character lock like?
What iz your character s name?
Although that last question can

T ake the time fo decide how your

character would react fo people of their

osn Face 35 well as fo other races.

acter a past, you hawe put zomme ruas-
cle on the benes of your idea. Tou
hawve a person wheo haz a home, a

be a tough one, if you hawve the an-
swerls to those questions, you have the
bhare skeleton of a character.

Fleshing Things Out

Eefore you go any further, take some
time toflesh the character out a little
hit mere. The following questions and
examples are just that, examples. Feel
freeto comeup with your own twists
or your own ideas. These are merely
an expanzion of the questions you hawve
already asked and just a guide.

Why did your charaeter choose
their profession? Arethey the next in
the family tradition? Did they break
from family traditien? Were they
calledto their profession or izit sorme-
thing that they have had to work long
andhardto develop?

How will you pertray your charae-

ter's raee? If you want to play a

arace are often vastly overlocked but
raceiz azhig afactor az profession

Breeding Counts

Why did your character decide te go
adventuring? Were they thefirst horn
who had to get out en the road and
prove their worth before they return
home to take owver the family business
or estate? Are thew the youngest and
left home becanse they were tired of
living in someone elze’s shadew? Per-
haps your character iz a middle child
who just foundthat the towm or willage
the_t,r grew up in waz not exeiting
encugh anymere.

What kind of family dees your
charaeter have? Dothey have a big or
small family? Are their parents alive or
deceazed? How does your character
feel about their farnily and how dees

family, a childheod, and some basic
feelings that will enable you to react
more naturally when situatiens de-
welop in the pame. It iz time for the
final step, theflesh of your character.
Thiziz something that manyfindhard
to underztand at first, but after role-
playing for almest 17 years, [ hawe
foundthatit addz immeasurably to my
character. Give your character aflaw
of zome kind. Make that clerie just a
touch too fond of the sacramental
wine Cive that bard a soft heart and
inahility to contral their zilver in the
presence of a pretty lazz or handsome
lad Makethat thief hawe an ohzeszsion
with unecut diameonds Make that
fighter of yours have a scholarly de-
gres. Find something that iz not the
norm for either therace or the profes-

(Congrued onpare 23]
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Roleplaying: Just for the
FU OF Jf 6 o erse suootmans

ere iz a scenario that many
people in Elanthia might be
following every day. 8ee if

you dothe same:

Enter the landz, find somewhers
to hunt, kill eritters, lookfor treasure,
kill eritters, fill up en treasure and
experience, gote town tounlead, rest
for a minute or two, then restart the
whele process anew. Thiz sound
familiar? If zo, don't you think you are
miszing something? I must admit that
when [ was starting out I didthis very
thing until I dizcovered the fun and
rewards of creative roleplay. In this
short piece, Il
techniques andideas that I have either
uzed or zeen used that may make the
time spent in Elanthia mere enjoyable
and rewar ding, This body of work iz
mainly directed toward the new
adventurer, howewer zome readerz
whe are already wonderful releplayers
might find an interesting idea or twoin
here az weell

dizeuzz  zome

The frame of mind I take with me
when [ step away{rem the hounds of
the mundane univerze and step into
the magical lands of Cem8tone is one
of an auther appreaching hiz ewn
story. Each of us has a speecial and
unique opportunity to be a partof a
living and ever-changing tale. We can
either be miner, tweo-dimenszional
characters or we can take the initiative
and become major, fully detailed
heroes and hersines. Mind you, I am
not speaking in termsz of wealth and
Some of the preatest
roleplayers I've ever interacted with
have been well beneath the Lor d'Lady
lewel. The choice iz yours alone to
make, andthe ability to carry out your
ohjectivesiz always at your fingertips.
Here are some ideas that might help
you give lif'e to your character.

P OATFeT.

Foleplaying Personality
Obviously the easiest wayto do thizis
through dialegue, but it's certainly net
limited te such. Friendly, earing
individual: might wizh to uge the
SMILE and ACT <werhz to add some
appropriate actions te their weor ds. Fer
example:
=Erek asks, "Did someons say that
they were going fo kelp me open this
gold boy P7
=Erek  smiles polizely
afieipaion.

Oftentirmes I uze thosze werh:z to

ifn qui =i

express emotions that are better
shown witheut dialep. When [ am
particularly anxious about something,
I will shift my weight a lot (LEAN
witheut specifying direction). er stand
up and ACT an appropriate message
tofitthe mood, azin:

=ACT suddenly standsupand beging
fiddling with his armor, showing a

fretful expression.

[Others would zee.. ]
(Erek suddenly stands upand begins
fiddling with his armor, showing a

freqful evpression. )
Those whe prefer more sinister er
impatient characters might de

something completely different. For a
good example, sitin the Town Square
and watch the interaction of others;
you will find a wide diversity of
personalities. Some people question
theneedfor “ewil” types of characters
az purely adwersarial contacts, and
think that “confliet”™ might be
detrimental tothe playing experience
of evervone involwed I say, take a lock
at what's coming out of such conflicts.
Izthere growth an dlearning inveolwed?
Try to imagine how you'd aet az a
“poodie-goodie” (a stereotype, [ mow)
if you are playing a darker individual,

or wice wersa, depending on the
situation. The peint iz to be ereative
andmake it funfor everyone because
itwill be ewen merefun for your zelf.
Ee sure to develop a pattern by
deing the zame types of things often.
Thiz helps establizh character 2o that
everyone, including yourself, can
enjoy afuller roleplay experience.

Roleplaying Health

How about illness? There's noreazen
to be perfectly healthy all the time, in
my cpinion. Onee [ had a cold that

lasted for two days I kept coughing
(making sure [ wasn't deing it often
encugh to be too annoying), sniffling,
and snee=zing and, by the second day,
I hadpeople whom [ hadnet seen for
several days asking meif my coldwas
better. Az an azide, I did get aroleplay
bonus for that, which leads me to an
important topic.

Roleplay Awards

Certainly they do exist, and eertainly
theyare fun te get, but should you be
disappointedif you don't get an award
after a seemingly large amount of
roleplaying® I don't think so, and
here's why—the true reward fer
releplayis self-enlightenment andthe
fun it createz for you and those around
you. One of my faverite things te do
uzed to be seooping Cricket up onto
my shoulderz for a ride around the

(Congnuead onpare 23]
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(R seter Budding, condnued frompage 27)
sion you have choszen andmake thata
part of your charaeter. You will find
that your character iz one that people
will ternember andleckfor and, zsinee
everyone likes tohe memerable if not
necezzarily popular, this will make
your time in the game will be much
more enjoyahle.

Perhaps your weakness iz a very
slight one, like a different speech pat-
tern or a flair for the dramatic. Per-
hapz it is zomething that iz even con-
sidered theneorm for the race or class
but that you take to the extremes. Dirt-
beardiz a prime example of a charae-
ter whe iz total dwarf, andwe all knowr
andlovehim for it.

If wou are willing te lock at your
character and see potentialzinstead of
pitfalls, when yeu arein the character
manager youwill be ahle to putarea-
gon behind these lesz than perfeet
stats. My charaeter Katricana haz a
wery low constitution for a healer. [
chose to play that as her weakness. She
iz three feet tall, a petite halﬂing
itiz hard on her to take woundz that
are about to kill a high man. Still, che
iz called to her profession and she will
not refuse to help anyone who needs
her. She has died many times becauze
itwastoormuch for her but sheiznow
07th lewel and I hawe had a world of
fun petting her there.

The meost important thing te re-
member about ereating a charaeter is
that CemBtone II1 iz a fantasy game.
Ee az perfect as you want te be, just
have a reazon. Hawve aflaw, but again,
hawe a reazon behind it View each
time that youlog on az another chap-
ter in the ongoing story of your charae-
ter's life, one that did not start in
Kelfour's Landing and mest likely
won 't endthere. Nonetheless, your so-
journz in Kulthea can be filled with
drama, adwventure, tragedy, laughter,
tears and all the wender of great fan-
tasy, if you onlytake the time to be the
auther of your own story. 4

(Tust forFun, condnued frompage 28]

Square (zhe was a halfling and not too heavy at all). I didn't expect a bonusfer
such activity zo, what wasz in it for me? Her squeal of delight and subsequent
actions. (She onee pulled a flea out of my hair which causzed quite a row. I swere
up and dewm it had comefrom a giant marmet whe hadthe misfortune to eross

my path.)
Foleplaying Religion

8o why net? Elanthia iz a magical land where pods deal more closely with their
faithful Thereiz a wide wariety of them to choose from. (Such alisting iz outside
the scope of this article, butlook in the Tomes for a complete listing, or ask some
of your friendz in tewn.) Cne thing to remember iz that many people come to
Elanthia to escape the mundane, and might not appreciate you trying te foree
your beliefz upon them. [ have seen more than ene conflict crop up thathadte de
with zome zilly dizcussion about “my deity iz better than your deity”

Roleplaying Love and Marriage
Tes, you will meet many diverse people in the lands, and yes, you will have
feelingzfor zome of thern. Thereiz noreazon why a budding romanee shouldnet
be cultivatedif both parties are agreeable. My owm marriage to Lady Eelladonna
Atropa has prantedme a richness, anda feeling I eannet deseribe. One thing to
be aware of howewer, izthat zome folks may simply nosbe interestedin thisz type
of “foolishness” andthatiz simplyfine Thereiz a vast ameount of wen derful peeple
tointeract with.

Remember that you are the auther of thiz story and you ean, with the help of
the friend: you'll meet, weave a magnificent tale if you but put your heart and
mindintoit 4

Letters to the Edttar

Tizar Elanthia Berald:

Mynameiz Sadac Kleen. I am a philesopher, myfield of interest liesin the shady
of good and evil Eecently I had arather thought-proveking encounter with one
of theinhabitants of our lands, and I feelit is my ohligation te bring thiz to the
attention of your readers.

Mow, [ like ores asmueh azthenext elf, but everyone has to admit theyare
savage brutes, evenif they de possess some sort of intellipence.

Iwaz walking along the mineroad one day with twe traveling companiens,
when we came upon arather brainy-locking specimen of the orcrace. Cn a whim,
[uzed my magie to immoebilize the ereature. We then tock the ore to a small,
gecluded cave Onee there, T east one spell to inerease hiz werbal abilities and
anether spell to calm the ore and make him willing te speak tome. Iwaz ableto
carry on a reasonably coherent diseussion with the brute. I think yeu and your
readers mayfindthiz exchange veryinteresting,

He seemed quite eager to talk actually; perhaps ores den't get much chanee
to shoot the breeze with higher life forms all that often. He told me hiz name was
C'rup. He seerned like a typical orc of thiz area, usnallyreferredto az lesser ores

(Conénued onpoge 38)
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proach which never quitereachesits goal.

OPEM (IV). OPEM a chest to get at itz contents. OPEN a
CLOSEd door then GO throughit.

PALE (FV). drains the bloodfrom your faee, azif you've just
geen of heard something terrifying. X says, *T am going to
have your child” T pales: the blood draing from hiz face.
PANT (FV). Down, ho:,ﬁ.

FAY (IV). Topay back debts owed te a town NPO. Usually
at the Dehbt Colleetor’s Office, though he'z been knowm to
showup elsewhere.

FPEEER (FV). Causesthe message, "X peers quizzically at 77
It'zthe equivalent of zaying, “Why did you do or zay zome-
thing az extraor dinary az that™

PICK (IV). Thiz is the loekpick command, soitsimportance
iz relative to your desire te open chests. Everyone likes it,
howewver, especially when it works and doesn’t blow any-
thing up.

POINT (3W). Indicates omething or someone. Tou can alzo
POINT at someene whe's just hidden, but which you hap-
pened to gee go into hiding. It reweals their hiding place.
Yo can POINT in directions too.

POUER (5W) Pouring creates some interesting effects
There's a potion you ean pour into a corpse to keep its spirit
attachedfor alenger time.

POUT (FV) When things get vou dewn, trya POUT.
PRAY (FV) KNEEL to a god, murmur and PRAY. Can
yield surprising results at eertain times andin some specific
places.

PREF or PREPARE <NUMEER:=> (I¥). To SAST a p ell,
yvoufirst have to PREEPit.

FULL (5V). Uszeful on a few chjects. PULLing a person
won 't move them, butitwill indicate to them that you want
thern to roswe.

FUSH (IV). There are someitems, such az pates, that need
pushing. Incidentally, it two parties on opposite sidez of a
gate both push, the pate will actually cpen faster. Thusz Elan-
thia improwves on real-world physies.

PUT (5V). does something with an object you havein hand
QUIT (IV). Just as nasty andfinal az EXIT.

READ (IV). There are signs at some important Elanthia lo-
cationg, like dangerous areas and merchant tents. Some peo-
ple also knowhowto READ spelleasting seralls.

RECITE (FV). Az in poetry. Semi-colons separate lines:
RECITE <I leve you truly;Tes I do;Henest!>

Hrecites:

Ilove you truly

Tezl do

Honestl

REMOVE (IV). Take off parments. Tobear your inner wir-
tual zoul.

RENEW (5V) Allows bards to renew their songs before
theze wouldnormally terminate.

REPCRT (IV) Only for reporting to GameMasters on im-
portant gaming matters.
RESYMNC (IV) Special werh, uzed in CemStone III front
end, enly. If youlose wisuals, exit andreenter the program,
RESYNC shouldredisplay vour character panel properly.
EOLL (FV). When you got dice, you dothis.
RUE (IV). RUEBhing cbjectz with imbedded spells will cast
those spelle RUEbing a personisa sympathetic pesture. (X
gays, “Tjustlest myfavorite weapon” ¥ rubs Xtenderly )
SEARCH (IV). Tou kill zomething. Couldit have any con-
cealed valuables? Find out by deing a quick SEARCH of the
body. SEARCH also in areas where there may be hidden
features, like tunnels, trapdecrz and leverz. Finally,
SEARCH toreveal hidden players.
SET <ON/OFF FLACH (IV). Thiz lets you change some of
the G823 activities that dizplay enscreen.
SHARE (IV) Anvbedy in a group can share the proceeds
they receive from sale of an item by SHARING the total
ameunt. The division is autematie, fortunatelyfor those of
ugwheo aren’t mathematieally cheessed
SHAKE HEAD <PERSOMN:> (5V). Not uzed that much.
Simnply typing “Meo” iz a lot quicker than shaking your head
SHAKE HAMD (8V) iz a nice, polite way of greeting for
moreformal folks, but theyusually prefer te EOW, anyway.
Theinformal types doalet of HUGs, WAVEz and SMILE:.
SHIVER (FV). Cold o1 terror invokes thizreaction.
S8ICH (FV) Teah Life's prettytough, ain'tit?
SING (IV). Important for bards They sing postry at items
to dizcover the iterns” unrevealed properties. Anyone elze
can sing, but withoutresult save itz entertainment wahie.
BIT (5V). MNote that vou cant he DEAGged andmowedin a
group if you're SITtng.
SKIN (IV). Mozt Elanthian creatures have skinz, pelts, ar
something of the sort, andfirst aidlets you SKIN these erea-
tures. If you sueceessfully SKIN, the results can usually be
taken into town and sold to Drakriz fer his customary dispust-
ingly lowr prices.
SLAP(FV) iz another werb that doesn’treally do anything,
but it locks aggressive. So don't deitunless you know a per-
zon well.
SMILE (IV). Multitude of uses. Generally directed ("X
smiles" )it eonweys simple pleasure. (And contrasts with the
mere intense BEAM.) SMILE ¥, howewver, becomes “¥%
gmiles aty,” which can earn you a zpell, a Kss, some meoney,
or azlap, depending upon the situation. SMILE iz alzo the
only verh to currently aceept add-on adverbs Type SMILE
SLEEPILY, for example, and the sereen will display "X
smiles sleepily.” Tou can make up whele sentences this way,
andmest people de, sooner or later.
SMIRK (IV) A sarcastic smile. A facial pekein theribs X
gays, “Thave a Wand of Ugliness that let’ s me turn anybedy
into a dwarf.” T amirks.

(Conénued onpere 37)
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beecause of their smaller size when comparedte their greater cousing but I didn't
want to teaze him about hiz puny size, so [ just kept ealling hirmn plain eld ore. He
was about &1, mayhe 210 pounds of dirty flesh that smelled like it had newer
knowm water. Hiz low sloping hrow, pig-like snout andjagged teeth gave him a
gavage appearanee, andmade him slobber a bit azhe spoke. Hiz small black eyes,
howeser, sparkled with the intelligence I had hestowmed

When I asked him what he thought of the drowves of elven, human, dwarwven,
andhalfling adventurers that roamed through hiz territory, he got very emotional.
He slobbered, “Thosze adventurers are a zavage lot. [ mean they call uz evill
They're the evil ones if you ask mel”

[ was somewhat taken aback by this, and askedhim to explain.

&'rup continued, “Do you see ores wandering the streets of Wehnimer's!?
Mo, you don't, because an ore or any creature for that matter wouldn't last a
minutein the streets of Wehnimer's, the home of these so-called brave andnehle
adwenturers. Now, adventurers acouse us of attacking them, but thiziz ourheome.
They arethe invaders andthey come here for one and enly onereasen. To kil us.
8o, of courzewe're going to attack them on sight. It s kill or bekilled. It' s not our
fault Tou see, ey re the evil onesl”

It wras clear he was petting soupzet that he actually might shake oft my calm
spell, so to aweid that deadly possibility, I tried to sound agreeable
“Umm...interesting. .. umm, I can certainly see what you are saying”

“Ahhah, I knew you weould” G'rup was en arall “Ya know what elze reaaalllly
getz my torkaant? These adventurers treat us like property. Do you know how
many creaturezhear the words, Tz that your ore? or whatever creatureitmayhbe.
Tourordd™ He stopped slobbering long enough te spit on the groundin disgust.

Thanks to my high agility, [ managed te barely evade the moisture-laden
missile, while my companions chertledloudly behind their shields "That deoes
geem like rather thoughtlesz behavior,” I replied feehly.

"Thoughtleszizn't the wor dfor it, my friend! It'zlike you adventurerz think
you have theright of life or death over uz. One time two of my tribemates told me
howthey were defending themselves against a heartless adventurer, when another
one carne on the seene and asked the first adwenturer if he could have one™ Here
Crup pauszed andlet out a bloedeur dling growl, the erc equivalent of a chuckle.

“The fool declined help and when the other adventurer had left, my
tribernates overwhelmed the whelp and killed him. Anyway, if that iz not ewil
behavier, then tell e whatiz”

“Er..umm.. uh. yes, yes” [ stammeredas G'rup leaned over andbreathed
heawily on me to make hiz point. My stalwart companions’ quick thinking
preventedme from keeling dead ower, as they closedranks on either side to prop
e up.

“Andthat’znot the half of itl After they kill uz, they actually skin us or zealp
uz. What arethey going to with erc skins, make orchide hoots? Do you 2ec ores
wearing human skin leather??l And 1 den't even want to imagine what they de
with ore sealps” G'rup dghed

I mumbled guiltily, “Thatizrather grueseme hehavier”

“Another thing.. you eall uz preedy. The adventurers are the greedy ones. In
faet, their whole existence reveolves around greed. They newer have encugh of
anything. Surewe may hoardtreasure, but neot to extent that they do. And they
will happilykill you in the pursuit of treasure. Infact, T hetif [ started a rumer that
ug orezhadafantastic magical treasure, they’ dbeup here inne time. Killin® all of
ug, trying to get the loot.”

{Condnued onpoge 41 )

One Woman's Art
by Ferusha [Mlontjoy

he weight of coinsin hand

by sleight of hand collected

The cpening of lock by skill
without aid of itern embedded
Disappearing from myfoes at will
remaining safe, andundstected
Puzzling out a eornplex trap,
receiving rewar ds unexpected

It'z goodteo be athief.

Tr aining time has come onee mere,
go many skillzfor choosing,

Shall I pass by the fisticuffs
andlearn of magic war ding?
Theough it’s most unladylike

I much prefer the brawling.
Finding more about those locks. ..
Tes, that could prove rewar ding,
There’s much in being a thief.
“Touneedtolearn to wawe awand”
go speakmy friends, the Mapes.
“Andmaybelearn to cast sorme spells,
butfor youit wouldtake ages”
Power of a sort, theyhawe, itz true,
though myfaneyit never enpages.
My artiz at myfingertips,
andmyneeds, my art assuages.
Thereis joyin being a thief. 4
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