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Kulthea Chromnicle Premieres

t is with great pleasure and anticipation, hope and

expectation, and not without a small amount of
trepidation, that we offer up this premiere issue of the

Kulthea Chronicle. We are excited and honored to

be given the oppertunityte continueteo serve, inform and entertain the players of
CemStone [11 in the tradition of its predecessor, KelfourEdifon. At the zame
time, we are zecking to build upen what came before, with this, the first Cem-
Stone I1I newsletter tofeature a fullyformatted, self-contained wersion conssting
of carefully chozen fonts, professionally designedlayouts, and eutstan ding hitrmap

artwrork, that can be

. viewed and printed
HEWS BTIEES--- out on PC Windews
and Macintesh com-
puters.

In a zense, this
first izsue offerz a
tranzition hetween
old and new, almeost

Vast Catacombsz Cisecovered

Apcording to early reports from
intrepidadventurers, a new section of
the catacombz beneath tovm has heen
unearthed A young sorcerer, one
Hastur Flutter'Wing, appearsto have i1 the same way that
been the first to happen upen a vast T A— in

A Survival Guide:
What they forgot 1o
tell you!

by Ferusha Montjoy

A arly one afterncon, 1 saw
: something in Kelfour's Land-

. ing that made me pauge and
think. It was a young woman (well,
half-elf, really), tall and lithe, with
shimmering golden hair. Butitwasn't
her beauty that caught my attention, it
wasthe glazed and overwhelmedlock
inher eyesandher

lack of any of the

uzual parapherna-
lia which zo rnarks
most of the adven-
turerzin the Land-
ing. Az [ talked to
her, peointing out
the shep: in town
and explaining who

waz who andwhat

network of ancient underground CemStone 111 itself
tunnels while in het pursuit of a

waz what, [ 1eal

are bazed on what has
gone hefore, but seek to improwe upon
that solidfoundation. Cne of theseim-
provements iz the introduction of sev-
eral new regular columnists whe will

(Cortinued on page &)

woundedrat Rumers of meore hirmels
deep under the streetz have heen
rampantfer many years, but thiz was
the first eonecrete proof that such an
extensive subterranean system still
exists.

ized that I myself
had worn that zame bermuzed lock
when [ had entered the Landing a
scant six years ago. Suddenly, all the
questions, confusion and indecizsion

(Contraed on page 12)

Researchers Uneover New Magic Iﬂiﬂdﬂ' m ISME

See poge 2for e peimeiny

A tearn of scholarz and researchers
gathered from the greatest seats of
esoteric learning all ower Kulthea hag
happened upon lost szerells which
reveal powerful new spells for rangers

(o d on page 2)
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touch on subjects ranging frem cartog-
raphyto zpell slinging. These newfea-
tures are cornbined with contributions
from some of Kulthea’sfaverite writ-
erz, hardz andreperters.

And while we have weorked wery
har dtomake thiz premiere izsue note-
worthy frem the graphie design peint
of vwiew, a newsletter, after all, livez er
diez by the quality of itz content, of itz
literature and itz reportage. Here
again, we have tried to balanee the old
andnew. Several of the articlezin this
izsue focus on topics of interest to new
adwenturers, such az the Survivel
{Fuide by [erusha, while others are di-
rected toward more seazoned weter-
ang, such as thiz menth’s column by
Trachten on the Dark Gratto. The po-
etry, fiction, narrative accounts, nesrs
andfeatures we hope will appeal to evw-
BIyOne.

During the next few months, we
plan to introduee new columns, con-
tinuing series and other features sug-
gested, requested and authored by our
playerzs. Above all, we value your con-
tributions, ideas and feedback Let-
terstothe Editor are encouraged, and
can be Emailed to TESOL. For thoze
of you interested in eontributing te
Kulthea Chroniele, you can find the
E ditorial Cuaidelines in the
CembStone 1T Software  Library
(File #2064, KCOCUIDETXT).

Welcome to our first edition, we
hopeyou enjoy i/

1

(Mews Bagfy Comtirmed fom page 1)
and OTCETEIE Sorcerers of
appropriate training have rejoiced to
gain theze long-lost spells, including
Phase (the ability to paszs through sclid
ohijects), Quake md  Enermy
Maelstrom. Hangers likewdize hawe
weleomed the powers of Inner Wall,
Mags Hues, Imbue and Whispering
Willows The researchers quickly
added details of their findings to the

Tomes of Kulthea for all te peruse.

Popular Kelfour's Couple Wed
Belladonna Atropa and Erek
Snowllane were married this
February, after along eourtship and
engagement. The ceremeony was one
of the grandest in recent memeary,
featuring amaid of honer, a best man,
twonusherz and four bridesrmaids The
marriage rite waz selemnized at the
Shrine in Lake Marliezse, and the
reception which fellowed tock place
ontheisland. Food, drink, good spirits
and bad joke: abounded, and the
nuptial:  went off without a
hiteh.. well, with eonly one that iz
Songratulations to the happy couplel

Strange Oeeurrences in the Wilds

Recently, numercus adventurer s hawe
been returning to eivilization from far-
flung of Kulthea with
strikingly similar talez of ereatures

COTHEIS
carrying  pewerful, and
unugual weapeons, the like of which
havenot been seen before. While this
publication has yet to confirm such
itemns, we are on the lookout for more
reports and ewvidenece, and will keep
our readerz informed zheould the
prospeet  of  hestile  ereatures
overwhelming uz with superior arms
turn toimminent danger.

unique
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Pisions of MMarliese

by Erck Snowlllane
zo often in the recent months,

—’];‘i before a simple stone altar

upon which stands a carving of the
goddess lloura. Many times | have
come in hopes of some comfiort to ease
my troubles but the shrine in which
the altar sits offers none, and this
tightness and sorrow [ feel continues
Always it is the same
Thoughts of 2 young woman
in tattered clothes return to
fill mymind The memories af
the leek in her eyes that
revealed a torn and troubled
soul reflect my own inner

ere [ sit quietly, as | have done

turmeil and | am ence again
lostin the past. ..

It was a warm, hamnid day
when the story began for me.
I had been up at the
Abandended Inn with my
good friends Orud and Leara
trying to drive the unlife
menace from the attie. Our
hunt had gene well anﬂugh
but as always the wraiths kept
coming in a mad frenzy,
hungry to take our souls and :-
steal the one thing they could
no longer pessess, our very
life energy. We decided to
return to towm for some
neededrest before we started
our task again

Upon reaching the
square we found the place
abuzz with excitedtalk of an amazing
creature that had been there oniy
moments before, a female golden
puma The answers to our queries
regar ding the creaturerevealedthatit
seemed very troubledandthatithada
thin gold chain around its neck The
puma apparently wanted to remowve
the chain most desperately.

I must say that [ was extremely
fazeinated by these events My love for
the great cats had brought me many
timesto Seolfar Strake to hunt, andbe

hunted, by the pumas Mind you, I
hadneintentien of hurting a ereature
as fine as thiz golden puma In faet, I
began to feel that the cat somehow
nesded me to help her in any way [
eould

Aweskwentbyand [ still hadnet
seen the cat again Others had
howewver, and they also remarked on
another interesting sight A younyg
woman had come to the square
wearing a similar, if not the very same,
golden chain By then | was quite

frustrated that | had not seen the

puma myself, and I was full of
questions. Who was this girl? How and
why were she and the puma both
linked? Was the chain the key? None
seemed to have the answers yet and
my frustration grew

It wazn't until I met the girl that
the mystery began te unrawel I
happened te walk inte the square one
day and came face to face with a
beautiful young human She wore

{Corrpued on page 2)

Conumentary

Fear and Loathing
in Kulthea

by Greyuoull Hifantha
f late, there have been
dizeussions in towm about the

ey ]
. m&aning of such terms as ‘lﬂ-f

and pood. For the most part, these
have focused on questions of
origins—what is the source of the
Eszence, what iz the source
andnature of the Unlife, and
from where did it come, and
what dees its presence
meant Won derful
discussions, these, but my
coneerns are somewhat less
ahstract.

Ewil iz ene approach to
existence, and the appreach
of choice for many sentient
beingz in this world. It iz the
spirit within those who seek
to live life abundantly. To
walk within the Shadow isto
gquestion and push the
boundarie: of experience,
and to feel the drive for
greatness at the very core of
being.

Others choose another
path. There are those who
that the natural
impulses of folk must be
constrained, just as fences
must be erected around
cattle to keep them from
wandering afield Those of
this mind, unfortunately, are seldom
content to constrain their own herds;
they feel the need to fence in all the
folk

Looking back into history, one can
see many who chose to pursue
greatness. One also sees those more
fearful felk, who used their power to
subdue and suppress free thinking folk
wherever and whenever they could

Cldbattles between freedom andfear
{(Contrued om pagell)

believe
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Bloodsimith s Bestinry

Concerning the Dreaded Kral
by Bloodsmythe Buntsman

= heeditors of the fledgling paper Kulthea Ghroniele
first approached me en an iey February merning,
Az on most such winter mornings, I had clossted
myzelf in myroom at House Aspis and set toweork. The day's
task wasz the annotation of a folio on torkaan spines, an
undertaking which might hawve felt lezs of a chore had the
inclement weather not required that I close the windows
tight, shutting out the chill wind off the bay but shutting in
the pungent aroma of decay. After having ushered Gira
quickly out after inferming her that it weuld be a simple

demented
ravings az he sat
drinking a
concoction of het
rurn andale that
only a dwarf
could stornach, [
managed to
glean a bit about
the Kral'zs hahits
and combat
ahilities.
Dirtheard
told me that ewven
more fearzome

matter totranspose a few of my notes into a weskly cohun Kral inhahi.ted

on the fauna of the area, I paused and twirled in my hand the nearby mine.

the small, weightedhammer I usefor cracking wertebrae Az When [ asked

the swirling snow aceumulated on the window panes, it I.:llint;lfm mﬂlze Kral Warrior at Kelfour’s Landing
etail, e

occurredtome that the first subject of my colurnn couldbe
only one ereature. The beast most sorely in need of
diszecting at the moment was the Kral

The Kral are a seafaring breed tending tewar ds piracy,
murder, anda number of other exeesses with which I will
not bore the reader. Fairly recently a group of them has
taken up residence in the Seclfar Strake, causing preat
concern to the citizens of Kelfour’s. Almost-dailyforayzto
glay these barbarian: hawve failed to produce much
irmpression upen their rather small cerebellums. While the
Kelfourian interest in these brutes iz preat, a trick of our
elirates which cauzes the dead to decompose rapidly, and
the rather long walk to the edges of Lake Mir (among other
miner considerations) had previously prevented me from
examining them elosely. If' [ were to prepare an

hemmed and hawed, elaiming an oldinjury he had potten
while rescuing a elumsy elf had prevented hiz steoping to
enter the mine. I gave Dirthearda few coing and sent him
happily off to the nearest tavern, tactfullyrefraining from
pointing out the unlikelihood of finding lengths of timber
ghort enough tofashion a deor that low. Ireached for my
warmest coat az T headed out of my workshop. Howironic it
wouldbeif mylife of dabbling in forbidden artz wereto end

with a eormrmeon cold

(Next raonéh: Bloodovythe verss the svaro re drardad
Kl Warfarar. Not for the faint of hardl)

analysiz of the Kral, someone would have to
Ry e T L A e e P Here are the notez [ took regarding the Kral of the village, bazed upon
b R L B b eb gt B wrmil] Dirtheard's zomewhat incoherent and agitated ascount:
have to trudge through mow banks, sourry over Sl ol T e S
frost-hardenedreocks, wade through muck and Mercenaries Warrhrs VWarricr or Mercenary,
mire, and generally inconvenience themselves PR = = eomaing frorm a barbarian
to ohtain a uzable specimen. Pulhng my | | culture, disdains the use
caszock tighter about me, I rang the brass bell approeeke ] AL i ;ff'].l i b“t;ﬁd“.lm
at the edge of my table to summon my | far ] . - - Anw ) somsmtoincasne
ranservant. Attacks OB troadnwrardi13s | momingstar14S] THT of normal flesh by
Twelve hoursz later Dirtheard returned R S LS R SR 3. flso, these hardy
sputtering Fr of anitiez and mumb]_]_ng abent TAME | R R e g e SEE'.!'“:II' :rtz uthnuzla]l? i
Dryari heritage. The stocky dwarf wasfilthy As mudme ___________ 6'8 Sm'mds ________ ﬁ'ssmmds 4 ;L::ji:'-LI‘HTE ;E-ngm :
always, my gaze was first drawm to hizrat's nest gkin Mone Mone against shockbalts and 47
of abeard An army of wivizectionistz such az [ i [ Level 1 chects | Lenrsl 1T cheste N 2gainstfirebolts. They
el e spent da:.rs examining e I T R e e R R T are irnraune to cold
remains therein. He threw down a puma hide,
seattering beakers and dissecting knives, but as

for the Kral, he had enly harsh wor ds. From his
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Dreams Sacred and Profane

by Gallenod Varynesti

{Ed- Thisis the third installmentof Gallenod's popularstory. The conelusion

will sppearin nextmonth's KCJ

+ he little caravan entered
=7 Pragor, the ancestral seat of
° the Duke of Meloria, without
fanfare, barely a ripple in the sea of
traffic passing through the front gate
Algo Stonearm sighed in relief as the
wagons passed through the solid stone
gate of the outer keep. After two weeks
in the open, the young Dwarf was glad
to zee that a solid stone roof would
cover his head tonight while he clept.
Hefelt zafer a]:eady.

“Algel Quit your daydrearning and
get the horses and wagons quartered/”
Erugo Ironhand, the caravan master,
glared at hiz apprentice with ill-
concealed bad humor. The grey-
bearded older Dwarf was still surly
about being ambushed by ogresin the
mountainz, If not for a stroke of
amazing good fortune, they might
hawe all died

“Ch, Brugo, let the poor boy be.
I'm sure he knows hiz work” The
voice was musical, female, and elven,
Drelphia Atyanna srailed at the grumpy
master trader and lightly stroked his
balding pate. Brugo blushed slightly at
the attention. Delphia was a typical
elven female, which meant she was
tall, lithe, and stunningly attractive

The old dwarf grumbled a bit
more under hiz breath, but deferredto
the elven magess. Algo breathed a sigh
of relief and startedthe leadwagon in
the direction of the livery stable
Maybe, thought Alge, haggling with
the proprietor would improve his
master's mood

The rest of the wagons followed
along. Brugo and Delphia drove the
second. The teamsters who'd started
the trip with the caravan hadrun away
during the ogre attack a week earlier.
Cnly one had returned from the dark
forest to rejoin the earavan, and he
had been o frightened by the

experience that he was almost useless.
He rode with Algo. The mercenaries
Brugo hadhiredto protect the caravan
had pitchedin to help drivethe other
two wagons for the remainder of the
trip.

i Mercenaries. Algo shook hishead
sady. They'd all been taken
completely by surprise by the ambush
on the mountain trail Delphia's magie
had been of little usze, az she'd been
struck dowm from behind The half-
elvenranger, Caden Pathwarden, and
the human eleric, Pelag Belorzon, had
both been taken out by cunningly
constructed traps They drove the
thir d wagon.

And on the last wagon, a huge,
brooding figure sat alone Andar
Trollbane, the leader of the mercenary
group. He had spoken little therest of
the trip, hiz mood dark and gloomy.
Ewen Delphia eould not lift the
perpetual frown from the high man's
browr,

Algohadbeenright; haggling with
the stable master didimprove Brugo's
mood, though the stable master was
seen glaring at nearly everyone after
the negotiations were over. The group
stabled their horses and padlocked
their wagons in a small warehouse.
Algo saw Brugo transfer a small
package to his pack He had no idea
what it was Their official cargo
consisted mainly of fine rugs and other
woven goods. Perhaps that package
was the item the ogres had been
seeking.

The ogres. They had beaten the
mercenaries and Erugo, but hadbeen
tricked by the little halfling that had
joinedthem at their last stop. Algowas
sure that something else had
happened after that, but couldn't seem
toremember exactly whatithadbeen
He'd apparently fainted  The

mercenaries had zaid snmathing about
their bosz, the infamou: sorcerer
Whizbamph the Ineredible, and a
forget spell Algo shrugged mentally.
He was almost glad he couldn't
remember; it must have been a
traumatic experience for such
complete memory loss He had no
interestin dealing with sorcerers, and
hadno desire to meet one

“Hey, youl Put that downl” A.Igo
turned to see an apple merchant
wagging her finger at a small figure
holding an apple almost aslarge ashis
head

“Tou gotta payfor that, youlittle
thief” she shrieked The halfling
looked at her brightly, as though she
were a particularly amusing stage aot.
Thiz zeemed to infuriate her swen
more. Algo movedtointereade before
she did something drastie.

“Pleaze, Coodwife,” offeredAlge,
“he'znot athief. I'm sure he meant to
pay you."Algo looked sideways at the
halfling and whispered, "Vou do have
meney, don't you?

Wirnby Littlefoot, still smiling
broadly at the apoplectic apple
merchant, whispered baek, “Silver?
Why should I carry silver? Algo's
heart sank and he reached fer his
purse.

Another figure had come through
the crowd to see the commetion. He
was a tall elf, dressedin midnight blue
fighting leathers with a matching clozk
and thigh-length black boots. He had
flowing silwer hair andwore an ornate
rapier athis side. Algonoticedthat his
cloak clasp was a silver cat with
emeralds for eyes. The elf's eyes were
the same shade as the emeralds

“Isthere a problem, Madam the
elf inquired Seeing the halfling with
the apple, he chuckled, reached into
hiz purse, and handed a silver coin to
the apple vender, Seamingl}r stunned
by the elf's presence, the wender
fumbledto make change.

“Wever mind about that,
Goodwife,” the elf smiled, “keep the
change™ The vendor stammered an

{Congnued on page ¢}
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(Dveany, contraed Fom page )
unintelligible reply, curtsied, and
retreatedtoher stall. The little halfling
beamnedup at the elf.

“Tou're anice elf,” zaid Wimby. T
like you™ He hit inte the apple,
managing te cover hiz entire face with
juice in the proeess.

Alpe bowed and tupged his
whizkers. “Thank you, sir. | appreciate
the help. Do you know Wimby™

The elf locked at the halfling
greedily consuming the apple and
chuekled "Wimby? he replied. “MNe,
I den't know any halflings named
Wirnby. A halfling did me a goedturn
though, onee A very goodturn. I try
torepay the faveor as often as [ can”™
The elf zmiled, azif at zome private
joke.

Wimbywavedand scampered off
through the crowd, always managing
to aveid getting stepped en or run
over. Algo sighed realizing that
Wimby had gotten this far in life
without hirm to halfling-sit. The dwarf

decided he should pet back to his
duties.

“Tou're with the caravan that just
came in, aren't you? asked the elf.
"The onewith the rmercenaries”

“Tez,” Alpo replied puardedly.
After the ambush on the trip, he was
wary of strangerz inquiring inte his
business

“Ah, poed,” zaidthe elf. “My name
iz Lachmar EBelgesti [ need to talk
with your escorts”

Alpo started slightly at the name
Lachmar Eelgesti wasthe chief agent
of the mercenary organization Andar's
group belonged to. He waz a legendin
the mercenary business, one of the
most cunning mindz in the knowm
world, and was reputed to be one of
the finest swordsmen that had ewer
lived. Alpohadheard thatin one duel,
Lachrnar had zsigned hiz initials in hiz
oppenent's body before killing him.

“T-yes z:ir,” he stammered Tl
take you to theinn.”

The elf frowmed. “Neo,” he =zaid

“T'dlike you to bring them tome at the
inner keep. [ have rooms for them
there. Alzo your master and yourself.
At the personal invitation of the
Duke”
pe
A day full of surprizes, Alge
thought as he entered the Sleeping
Lion Inn. Meeting one of the more
infameous mercenaries in the known
world at an apple stalll A human Duke
inwiting two dwarves and a young
mercenary band to stay in hiz keepl
Alpo waz alzo surprizsed that Lachrmar
hadinwited the halfling, too. Potential
for dizaster, Alge thought The
innoeent and mischievousz little
halfling would be an accident waiting
for aplace to happen at Dueal court.
Erugo hadn't seermed surl:urised at
the inwvitation. In fact, he seemed to
hawve been expecting it. "About time,
‘prentice,” he growled. “Mow we can
get thiz over with™ Alponodded athis
master, reminding himself that Eruge
{Contnued on page 7)

FIGHTER

Yame RanRings

by Felestin Drowstar

MAGE

February 25

CLERIC

Wiraldeg Frol omos
Cilthor Longhlade
Wetabomlous Griden
HEALER

Stroma o' Berin
Eadakmdhart
Caretaker D'BoldHome
COMMOHN MAH
Eyreth Mo-Iame
CrudEvidane

Taes Alchitar

HIGH ELF

Stroma o' Berin
FinrodFelagund
Crirnson Of_Tmrerness

Artero Bresnahanini
Mikhail Minnehan
Stanyom Sting

BARD
EneguelicnHeart
Crghier Sleeprtoes
Heron Vestone

HIGH MAH
EnegnelicnHeart
Raphael Kinevan
Trachten Hickapod
FAIRELF
ArteroBremnahanini
Sspdna Viarrick
Yithilder Flanrathe

Drartaghan Drarkstar
Crdds Bodkins
CatrizzaDakhati
RANGER

Trachten Hickapad
FrgLsyon

Maruko Ashimine
HALF-ELF
Kzdakmdhart
Ladydaam Dianond
FrgLson

DWARF

Caretaker D'BoldHore
AeklngBasyenbreghal dt
Oghier Sleepptaes

Ladydawn Cianond
Rarhasl Kinewon
Sspdna Viarrick
SOR CERER
ThalicrFarther
Mizie Trevize
Whesilichus Ectheli
WOOD ELF
ThalicrFarthor
Wara Tallowr
Jogain Drenark
HALFLING
Diartaghan Darkestar
2dds Bodkins

Lairaerryhthrok Tyhiliil




Falthes Chroniclg

Page 7

(Tveans contrmed fiom page ()
wouldtell him what thizwas all about
inhis cwm goodtime.

The mercenaries, too, seemed to
have heen expecting Lachmar, theugh
theywere surprized at the invitation to
the inner keep. Andar's mood
darkened ewven further; he sulked
while his companions packed

“Ch, Andar” sighed Delphia,
“you'te being silly. Alright, so we
didn't de that well on the trip. We'Te
here, and we're safe. Ewveryone has
bad luck cecazionally. We'te just
fertunate enough to have survivedit”

Andar clozsedhiz eyes and sighed.

“But he newver haz succeumbed to
bad luck, Delphia,” offered Caden
“He'z never before failed at anything
in hiz life that waz important to him.
Mot combat, not gaming, nothing. Mot
evenn lowe” he mid locking
meaningfully at Delphia.

The elwven magess blushed deeply.
Alpo liked Gaden; the ranger was
almost ag forthright aza dwarf, buta
lot more diplematie about it.

Andar staredattheranger. "Onee
again, my friend, you've pierced the
heart of the matter. I am a stranger to
failure AndI knew I should accept it
more gracefully.” Andar sighed. “Eut
I'mnet”

Pelag mowved to place hiz hand on
Andar's shoulder. “Az someone once
zaid, Andar: “That which deoesznot Eill
uz, makes uz stronger’ We are not
dead. Perhaps we shall yet pain
something from this defeat”

“and perhaps” Andar replied,
“thiz defeat wAill rmake uz too cauntions”
He regarded each of hiz companions
in turn. “Can any of you honestly say
that you haven't given in to some self-
doubt zsince the fight™

Mo one answered immediately.
Pelag loweredhishead, azif in prayer.
Delphia's eves were meist; she sat
dowm next to Andar andlaidher head
on hiz shoulder. Gaden alone met
Andar's gaze.

“Tes,” zaid Gaden. T have always
had deubts, ewven hefore that fight. But

true courage iz not being fearless. It is

overcoming your fears and deing what
must be done anyway” With that, the
ranger clozed hiz pack and gesturedat
the deor. “Time toleave,” he zaid

The four friends left. Quietly.
Alpo picked up a few last things and
closed hiz rucksack Wimby zat in the
corner, bright-eyed and alert. He'd
notinterrupted the discusszion onee, a
rare thing for him. Mow, helocked at
Algowith a puzzled expression.

“How about you, Alpo? Are you
unhappy, too? asked the little
halfling.

Alpo shrugged. "Ne, I'm just
happy to be alive. I can fight, but I'm
not a fighter. I don't take defeat
perzonally, like they do. It may be a
trader’s view, but losing in negotiation
iz usually instruetive and rarely life-
threatening. Comes with the joh”

Wimby neodded. “OK Just
checking” The halfling beamed a
smile at Algo and added, "And I think
you'Te much mere than just a trader,
Alpo. Tou'Te a nice person, and you'te
myfriend”

Alge  blushed  slightly.  With
friendsz like Wimby, he could lock
forward to a long life full of angry
apple merchants. The Dwarf chuckled
az he escorted the halfling out of the
Ioor.

The Duecal court was not what
Alpo expected. There were ne trumpet
fanfares, andthe people zeemed much
like those in the outer keep, if slightly
better dreszed. Alpohad alwaysheard
that human nebility were wainglerious
buftoons, obeeszed with protocel. Mot
like Drararwen kingsz and queens, who
weremore like parents to an extended
family than rulers.

But the atmesphere here was
plain and simple. Almeost funereal,
Algo thought. Everyone seemed very
quiet. Lachmar briefed them on the
proper protoeols, keeping a particular
eve on Wimby to make sure the
halfling didn't wander off.

The Duke arrived, with two of his
advizors following dizereetly behind.
Edswar Thersen, Duke of Meleria, was
an oclder man with flowing black hair

and a chort beard He appeared
agitated andimpatient.

To his right was a clerie: Lerd
Bishop Derek Thormason, the Duke's
perzonal confessor. Pelag bowed to
the zenior clerie, who nodded in
return.

To hiz left wasz a man in plain
whiterobes. Hiz skull waz shaven. He
waz introduced az Master Healer
Satryn Patan. The healer nodded and
smiled at the proup. He seemed
diztracted, too.

The Duke looked at Lachmar.
“Touhaveit™ he azked

Lachmar nedded. “Tes, Your
Highness. Eruge, I believe the time
has come to deliver your package”

The old dwarf grunted, reached
inzide his west, and pulled out the
wrapped package that Algo had seen
him take from the wagon earlier. He
offeredit to the Duke, who acceptedit
with a sigh.

"Iz it safe to open™ the Duke
asked.

Lachmar nedded “It waz
enchanted so that enly you ceuld open
it zafely, Your Highness”

The Duke nodded. He stared off
inte zpace for a moment, and then
seernedto come to a decision. “T thank
you allfor thiz. Touhave noidea what
thisis, or that you risked your lives for
it. I feel you hawve a right to know the
story behind your trip, and theforces
that opposed you. Pleaze, come with
us.

The healer frowmed “Milord
Duke, iz thiz wize™ he asked. "Her
condition is™

“Critical,” zighed the Duke. “Tes,
Satryn, I know. EutI den't think they
can do any further damage Whe
knows, they might even be able to
help”

The healer nodded, though Alpe
could ses he still objected to their
PIESENCE. J'ust heing owerprotective,
Alpo thought tohimself.

The Duke led them to a
bedchamber. On the bed lay a
beautiful young woman, asleep. Her

{Cortiued on page &)
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sleep was not peaceful, however. She
twisted in the sheets. Her face was
contorted in panic and she seemedto
be struggling with something Two
nurzes helped hold her still and tried
to comfart her.

“My daughter, the Lady [anea,
Marquesse of Pragor,” announcedthe
Cuke. “I am a widower; mywife died
giving birth to our only child Two
months ago, Janea was overtaken by
this dreaming malady. She has been
asleep, ravaged constantly by
nightmares” At his voice, the girl on
the bed moaned and twisted again
Her pain was mirrored in the Duke's
face.

“Bishop Derek,” continued the
Duke, “determined that she has not
been possessed by demons. Satryn felt
that the nightmares were a psychic
influence, and that the only way to
combat them was to get her a mystic
diadem that would help soothe her
mind”

The Duke held up the package.
“Thiz, zhould be the answer” He
carefully broke the wax seal and
unwrappedthe oilskin Heremoveda
silwer eirclet with a single, large opal
setin the front. The stone shimmered
with opalescent light He carefully
reached over and placed the diadem
on hiz daughter'shead

Janea's face softened slightly, and
she sighed gently. She oceased
struggling and began breathing
normally. The Duke looked relieved
and smiled at Satryn. "It appears you
were right, old friend” The healer
smiledin return, his eyezfixed onthe
diadem

“Yes,” Satryn replied, “it seems
that I was right after all Now all we
have to dois wait”

Maybe it was just his imagination,
but Algo had a strange feeling that
what the healer seemed to be waiting
for wasn't the same thing as the Duke.
Silly dwarf, he thought to himself,
you're getting paraneid

They left Janea with the nurses,
who had striet instruetions to inform

the Duke of any change in his
daughter's condition. The Duke
ingisted that ewveryone join him for
dinner to celebrate the diadem's safe
arrival

“Your par den, Your Highness,”
said Lachmar, “but might we have
some time to freshen up? These good
Peop]e have just finished a long and
dangerous journey, and I wish to see
them settled properly so they may fully
enjoy your hospitality”

“Of course, of coursel” exclaimed
the Duke “How dizcourteonus of mel
I'm so overcome with joy I've been an
ungracious host. Pleaze, Lachmar,
shew them to their tooms. Dinner will
be at nightfall”

Phidd

{tobe continued]
b/

What Ya Gonna
Be, Sonny?

by Raine Zorn

gates the other day when my
son wanders up and asks,
“Pop, if ya could doit all over again
what would ya be™ Well, of course,
my first thought was I wouldn't change
athing Life as a thief’sbeen good, all
the iﬁvﬂntages of a fighter but with a
zsideline nf]:rick'n andthieve'ntofillin
those slow times when yer lounge'n
about the Square. But then I look at
the boy andremember that it'sabout
time he chose a profession and he just
doesn't have the knack for thieven
Then [ remembered a disenssion T had
with a sorcerer a whileback. ..

| askedher what made her zuch a
good sorcerer. She grinned and said
she wasn't all that pgood, just an
average sorcerer andthattebe areally
good sorcerer, ya hadto do alot of
things right when you were young. [
asked her what she meant and she
said, “First of all, ya gotta be born with
attributes that enly ene in a hundred

J was just sittin' outside the

kidshave Four or five good attributes
plus two or three real good ones” I
asked, “Do the gods really have to
bless ya with that many good
attributes™ She nods and says, “To
start with, you need to have a really
good natural sensze of either intuition
ar empashy . Both wouldn't hurt butif
you got just one then sorcerer training
will bring the other up to a passable
level Then you need strength and

guickness to help your fight'n when
yer young, andegiksy toimprove your
sense of magic. Those'll use up your
best attributes, then you'll need
reasoning and eloguense to help you
gain experience andconsfution to aid
your physical development. That wdll
leave just two attributes, self discipling
and presence that ya don't need that
bad. Butthat's unljrha]f of it. Youneed
tobe surethatthe putentiils are gund
too, especially for the first five
attributes, empathy, inkuiHon,
strength, agilisy, and quickness” |
said, “I can zee where that wouldbe a
rareindividual. ™

But lock'n at my son now [ see
that he haz most all those attributes
she was talk'n about. Funny I hadn't
noticed it before. [ also recall I talked
tathe sorcerer about the professon in
general

I asked, “Why the hell did you
ever become a sorcerer? W’h}f, some
spells aren't even researched yet!”
Well, zhe let out a laugh that would
curl the tosz on a golem Then she
slapped me up side the head and zaid,
“Why do you pick chests, you old
fool™ I startedtoreach for my sword,
then I rememberedthe effect some of
her spells had when we were hunt'n
together. I said, “Sorry, didn't knowit
was such a touchy mhject" She amiled
and said, “It isn't that touchy, it's just
the same question I get every timne.
Actually, to answer the question, |
liked the idea of being something a
little different I liked the idea of
dabbling in both the essence and
channeling areas Andl wanted to fo

{Contimued em pagaIT)
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tattered clothing and had lowely
golden blonde hair and striking eyes of
the despest blue. The girl had a mest
timid leck in her eyes and in faet
seemed very afraidat being around =0
many people
Greywulf were there doing their best
to calm her but she still seemed very
afraid. I tried azwell tohelp thern but
not knowing the pirl's plight I was
unsueeessful in easing her distress. It
was then that converzation turned to
the continuing frequent Kral attacks
on the towm az well az in surrounding
areaz. It heecarne ewvident that this
FOoung wornan was sermnehow invaolved
She pazed at me onece that

Dreamweawver  and

evening. Across the crowd in the
8quare our eyes locked only for a
flesting moment before she tumned
away, seemingly still afraid of so many
people around her. There was
something in that loek...I tried to
grasp it. A mirror of something I felt
but eould net name I resolved to
myzelf then andthere to not step untl
her troubled zoul hadfeundpeace.

Ancther week paszed. I had net
heen able to wisit Kelfour'z for zome
time az family buzinesz led me away.
Upen the day of my return the Kral
attacked  with i  Wengeanee.
Mercenaries and soldiers were at the
town pates beating back the defenders
inzide the very walls of the town that
we all called horme. Crud and I, aleng
with Kali, Eleedsmythe and many
others, ran to the pgates to help
Essence crackled and swords rang,
making the din of our battle zoundlike
some eerie magical zong. We held
back the warriorzfor many mimutes az
others came to add to our numbers.
Soon our efforts began te exact their
tell en our weary bodies. The Kral
kept coming and coming, intent on
take Kelfour'sfromuz Inthe chaoz of
the battle a Kral slipped behind me
andlaunched a blow to my head that
gent me teeling. [ struggled to stay
conscions but the blow was too harzh
andblacknes: soon overcarne me.

A pentle swaying rouszed me. I

thought briefly of my adoptedfather's
oldrocking chair and how he uzedto
git eut on our perch lecturing me
about nature and surviving in the
wildz. Soon [ hecarme more awake and
felt the pain in my head My
surroundings became elear az I woke
up fully. The smell of timber, rocking,
creaking neizes, sounds of wawves
lapping led me to realize that I wazin
the hold of a ship. The Kralhad taken
me hostagel Locking around I noticed
I waz not alone in this fate as others
rouzednear me, groaning as [ was.
Turning to cheek the others for

She gazed af meonce that
araring, Actoss the orowd
i1 the Squareour ayes

locked only for a flasting
otmert b@%r‘esha #urrLead

awway, seamingly sl afnaid
of so many people dround.

injuries, I sawthat there were eight of
uz. Crud and Eloodsmythe were
attempting te wrestle with a hateh that
seermed to be locked. ..

Il not delwe fully into the events
on board that ship, as it would take a
tale azlarge if not larger than thiz ene
to recount the happenings there We
did howewer come across a sharp
knecking behinda door. Cnee we got
the deoor opened we rushedin to find
a marn, hurt and bleeding, chained to
the floor.

“Help her.. the tearz. . find them
and save her,” he croaked out hiz plea
weakly, blood seeping from hiz meuth.

His head and chest were bleeding
atan alarmingrate. Meither Crudner
I could stop hiz bleeding. We tried
dezperately as the others asked him
soore of questions. Wheo were we to
zave! Where were the tears? The man
-welearned hizname, Jacob—wazin a
terrible state, hiz strength fading fast.

“Promise me, recowver the tears
and rescue her. tell her that I am
sorry and beg her forgiveness. I was so
VEIY WICHE

Weknewthen who he meant. The
wery girl in the Square that daywhose
eyes caught mine She wasz in troubls
andneeded us.

“Claedeshrim...” Jacoh ercaked,
“they tock her to Claedeshrim. Tou
must findher. Promize me”

We all vowed to Jacch that we
would not rest until the task was done.
Apain hiz condition got werze. Elood
pocled on the floor of the held new,
purmping uncheckedfrom his weoun ds.
I waz at such a logs. Thiz poor man's
lifewras draining awayandl could do
nothing. I knelt and held hiz hand
gently.

“Tacoh, hear me We will net stop
until she iz zafe, I promise you. We
will find her and free her. Take
comfort. [ will deliver your plea of
forgivenssz and message of lowe”
Speaking those words, tears came
unhidden te my eves az I looked into
hiz and sawin them only the fantest of
relief.

He reached upward then and
touched me I could zee the life
draining away from his weary eyes az
he took hiz last shuddering breath.

We all were quiet for a morment az
I laid Jaceb back onte the floor of the
ship. I lecked up then to the others,
and sawwhat [ knewtobe amirrer of
my own explession on their faces In
grim determination we set ourselves to
our tazk and puidedthe ship home. ..

The towm waz a beehive of activity
when we arrived. People were runming
about, making sure there were no
more Kral inzide the city. Everyone
immediately wanted to know what
happened, zo I zet out totell the story
of Jacob andhewwe needed torescue
the girl andfindthe three crystal tears.

In truth a tear had already been
found. Jaeob had it with him en the
ghip along with a torn parchment that
we could net decipher. Eefore
beginning our search for the girl, we
dropped off the parchment at the
serivener's shop to see if it could be
read.

“Find the other half of thiz” the

(Chngnued on page 1)
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master setibetoldus, “andI shouldbe
ableto decipher the writing”

The search then began in earnest.
Cur number: swelled and it was
decidedto splitup into groups, oneto
search Claedeshrim andthe other to
gearch the Spider Temple, where it
was believed a tear mightrest.

I heard her then. her thoughts
filled all of our minds.

“Someone help me, it's darkhere.
There are many otherz here. .all
dead”

[felt her despair keenly.

“Heldtight, dear ene,” I thought
back toher with the aid of my amulet,
“we come to find you”

Her thoughts urging us to
immediate action, we zet out on our
quest. I took my group through the
gatez and ran to Glaedeshrim straight
away. What we met there still chills my
bones teday. Kral Scores of them sst
UpoHn us Mercenaries, warriors, and
the dreaded warfarerz attacked
mercilessly.  OCountlesz timesz the
warfarers barked harsh magic phrases
calling forth dark ethereal wawes of
ezzence that pinned ug to the earth
Many of myfriendsfell Eloodmmythe,
Tomasso, andmany others dedbefore
me. The dungeon was aliving torment
filled with pain and harsh magie All
the while a sweet, pentle yet
frightened voiee calledme onward

“Erek? Are you coming? Help me,
it'z dark here”

It tock uz hours. Eweryene was
combing Claedesbrim. We seemed to
get cloger to her only to find that we
were getting farther away. Then
another theught came. .

“I think I've foundthe place”

It waz Eleys Apparently he had
searched a seldem-explored part of
the dungeon and found the deer
behindwhich the girl waz imprizened

We rughed te the door
immediately and found it locked
Logun was able to open it with a word
and quickly we rushed inte the cell
beyend. And there she wasz. bruized
and bleeding, her eyes hollow. She

waz so exhausted all she could dowas
lean upen my shoulder. I held her
steady and comfeortedher.

It wrasz then we saw her jailer. A
huge, ugly half Kral stepped out into
the open from behind a terture dewice.
My rage mounted again. How dare
this foul slug harm such an innoecent
perzon! We alllaunched our attacksin
earnest, our swords swinging and
spellzflying. In morments the thing was
dead and upen itz body we found a
second tear and the other half of the
parchment.

We returned to towm, taking the
parchment tothe serivener azwell as
healing our own tomn bodies She
leaned upen me on the waythere and
whizperedher thanks tome.

“T muzt tell you of Jacoh, little
one,” [ zaid, remembering the second
half of my promize to him. “He bade
uzfindyou andbeg fergivenessz on his
behalf”

“Where iz he™ zhe azked an
expectant lock in her eyes.

“Cone, dear. We could not zawve
him”

“Then I am to stay this way
forewer™  She became  wisibly
saddened and alittle afraid now

“Ma. He told uz of the tears All
weneed now iz the third”™

It iz here that my stery becomes
fragmented, and [ must apelogizefor
thiz. I had to leawe Kelfour's for twao
weeks
participate in the events that eccurred
during that time. Howewer, [ hawve
talked to otherz who were there and
dene my best to piece together the
gaps...

It seems that the parchment
halwes contained a map to a ruined
village in Seclfar Strake A walley
previously unexpleredin our lands lay
opennowfeor alltofind A crystal elear

lake oceupied this valley, andupon an

and could neot return to

izland therewaz founda shrine to the
goddess Iloura. It was not yet a joyous
finding, for the valley was inhahited by
foul ecoupants Kral A willage full of
Kral mercenaries and wrarriors, and a
mine that housed the dreaded

warfarerz awaited those who came to
explore there. But that was not the
worst. The Kral had a driving foree
behindtheir efforts, the e Lor d Kral
himzelf. Therecounting of that hattle
with Lerd Kral iz sketehy at best, but
from what [ can azeertain it took most
of the greatest of our own Kelfourian
Lordstohest him.

Eut the deedwasz done thankfully
by Kelfour's best. After some rejoicing
the proup set about to free the pirl
from her enchantment so that she and
the puma may walk in the land in

What wemet there still
ehills oty bones fc:'day.

peace. At the appeinted timne, when
the great orb Orhan would block out
itz leszer couzin Charon from itz view
and taint upon the earth, the crystal
tears were brought to the chrine and
placed within a skylight that seemed
set therefor that speeific purpoze. The
tears were returned to their place of
origin, andthe golden chainremowed
from areundthe girl's neck.

The crowd gathered in joy at
finally freeing the girl from her
enchantment, mest of Kelfour's was
on handfer the event. Sadly [ wasnet.
For if I was I might hawve heen able to
prevent what happened next. A fiend
of a mman, Lord Siarl was his name,
came and tock the girl again,
apparently to fulfill some foul plot. He
kidnapped her in front of all present,
and ne ene could held him or kesp
him from deing so.

It haz been many months sinece
that day. I have grewn beyond the
wraiths [ enee hunted, and now take
myfight to the monasteryto battle the
meonastic liches I have heen named
Lord, the title [ had striven for. Soon |
will be able toread the rune andfind
my way to the broken land: and
whatever lies beyond. But sill I return
to thiz shrine, zometimes alone or
oftentimes with friends. Te offer our
strength and hearts to Iloura's child
whe cannot enjoyher time upen this

(Contnuwed on pagell)
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To Serve

by ®elica

A
ﬁ tired, timid man

whom | auw every day
eaing atrolling paat on Windak &treet
Iry = tired, timid way

He wia no bold sdventarer

He did not wesr & aword

e had no epells, no madie eharma
He waa neither besat nor lord

Thia man wie not & aifht
He did not atrike the cye
fnd if gou were ot lookin
He'd probably praa goo by

Putone dag thia ticid nan
He walked right up to me
find in his tired, timid Yoiee
He wzid, "l thank thee."

The little man then walked swag
[We never aeen him ainer

That timid man who was not & thicf
flmade, warrior, or prinec

How | Ernow why for I'n here

To keep aaxfe and aerie him well
Helfour's kandingd | will protest

find all who within ita walle do dwell

£-]

(Hsions af Mariiese, corttrued fromm page I0)
land in happiness. On rare oeccasions,
Mother Kulthea sends her voice tous,
tolift our soulz andremind iz that the
girl still lives. Moztly we hear nothing
bt zilence and wender if she's alright.
In the monthsz that followed I
began torealize that what [ felt for the
girl iz akin to the feelings one would
hawve for a little zister. I do lowe this
child, but it's a lowe a Champion can
only have for thosze he haz sworn to
protect, and on thiz day de I sit here
again in my schrine and speak her
name, only hoping she can hear me.
“Marlieze”

ey ey e e e e B e B

(Fear and loatieng, contrmed Fom page 5)
fill many steries. Truly, it was first in
the songz of my childhood that I
learned what it means to be Ewil, the
glery of it, and the fearful and often
viclent reactions it produces in the
tirmid

For example, whe in history
standz taller than the Creat-Souled
One? Facing defeat at the hands of
Utha, the fires of her heart sereaming
their preference to see the world torn
asunder, to see it destroyed rather
than zeized in the iron fistz of Utha
and hiz ilk, she embraced the Unlife.
The Ewil which filled Kadaena waz a
fiercelowe, a great andterrible passien
which transeended even itz object, and
a grand and noble defiance I think
that nene who hawve followed hawe
lived as truly az did she, in those last
mornents.

During the Wars of Liberation,
thougands upon thousands eof fair
imnrmertals laid dowmn their lives, rather
than bendtheir kneesin submizsion to
thoze hordes who tramped beneath
the blood-soaked bannerz: of foul
Orhan. Those who long knew life and
cherizhed it most choze oblivien,
rather than the living death of
enzlavernent to the will of thoze whe
wouldbe masterz The Children of the
Woode were slaughtered, it is true,
but never eonquered

Me, this iz not the "history" one
findz in the szo-called tormes, neor
should that surprize any. [ de net
kneow the auther of those pages, but [
Enowthem attributed to those master
propagandists of Nomikes, those thugs
of the mind For their Orhanian
rasters, the near-extinction of free
races waz not sufficient to satisfy their
inzatiable hunger for demination, ne,
they szet their minions to thefts of
history itself, replacing real events
with work of twisted fiction. Well,
perhaps they have made a mistake
here, for memeries remain  and
immertals yet live who sawthoze days,
gothe truth survives, if enly by weor d of
mouth, whisperedin shadows, or even
here, on printed page in Kelfour's

Landing.

Any who have read or heard
history knowthat Orhan usesfear aza
lazh to motiwate its thralls, but what
motivates those gods of glare? Well,
who can know thosze minds? Eut by
their actions, I sayfear rules Orhan ag
well. Ch, thiz day their might iz
sutficient to work their willupon cur
world. But what if free folk pursue
their studies of magic and other arcane
disciplines? Iz it possible that these
tyrants have been suppressing a great
truth, that with knowledge, thoze who
walk theface of Kulthea could equal,
even surpass those who infest that
mocn? Could this be the reason they
cannot abide any with a genuine thirst
for knowledge? How much history
that would explain

Eut to the main point again. What,
you azk, iz ewl? Mothing mere,
perhaps, than the recognition of the
potential within us all

/7
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which zo plapued me at that time
rushed back inte my mind, and[ re-
membered. .

Another half-elf, long, straw-
straight, brown hair braided sewverely
to keep it out of the way, wide eyed,
and without possessions execept for a
small purze of silvers (a loan granted
by the loeal authoritiez to get me
started). I recopnized no ene, under-
stoodnothing. [ didn't even know how
best to pet myzelf from ene place to
another. It was pathetic and totally de-
pressing. I was lucky. A young thief,
called Chaum, tock me in hand and
gawve me The Basics I am forever
thankful fer the tirne he tock. Torepay
in kind, I would like to pasz some of
my Earneredknuwle dge on te you whe
hawe just started. Life in the Landing
{and surrounding envirens) iz usnally
exciting, often romantic, and abewe all,
fun. [ hepe thiz helps you survive your
first year. (Commands to be entered
will he in a CAPITALIZEL format,
and Player MNetes will be listed at the
end.)

When wyou start your life in
Kulthea, you are truly making a new
beginning, The bezt thing te do, T have
found, is to get to know yourself. Who
are you, and what INFOrmation do
you have about yourself? What IN-
Ventory are you carrying? What iz the
state of your HEALTH and
WEALTHF Knowing these things will
better help you to interaet with the
peoplez of the Landing, andtheinhah-
itants and denizens of Kulthea at large.

When you are ready to start ex-
plering, just wander. It's difficult to
getinto something terribly dangerous
within the Landing proper, and very
hardte wander outside the pate with-
out being aware of it. If you want go
someplace speeific, you can always ask
DI Bections, andyouwill beread alist
of where you can go. Walk the streets
and get a pood working knowledge of
the area. If you hecome lost or need
help with something, ask someonel
Wehave all been in your bootz hefore,

and mest of uz remember how frus-
trating the first days in Kelfour's ean
be. Almest everyone is willing to help
out, and seme will give you the puided
tour and be sure you hawe heen
equippedin afashion that makes sur-
vival easier. Many of the establizhed
Houzes of Kelfour's Landing, includ-
ing Heouse Aspiz, House Phoeniz,
Housze Paupers, and Heouse Arcane,
give extensive tourz of the Landing on
aregular basiz andI am sure they will
continue to do so. (Information about
such tourziz usually posted as vou first

When you start yourlife
in Kulthea, you aretruly
making a new beginning,

snter G53.)A2 anate, be opants sy
gestions from othersin the Landing,
Some of the information they share
may not be new te you but since we
are never sure how much someone
elze knows, we tend to reiterate. Be-
lieve me, we aren't trying to be conde-
seending, just helpful.

N.E.: If youbecome totally an dut-
terly bambeoozled bylife, azk for AS-
5I8Tance Your friendly Came Maz-
ters are on call and they can usually
answer queries that stump the rest of
uz. But pleaze, be patient and courte-
ous. Sometimes they have many assists
to anzwer, andfew CM'sto go around
Plus, they cannet give you specific
hints as to howte solve puzzles or ele-
ments of the pgame that you are meant
to discover for yourself. Sometimesif
you are totally stumped en such things
the best bet iz to azk an eolder and
wizer adventurer. [Ed - Ortype AD-
VICE forawalkthrough!

Something which helped me a
great deal waz poing te  the
Gembtone III Library and browsing, [
found statz on mensters, advice on
roleplaying, and a collection of maps
that are abselutely outstanding, And
den't neglect the back issues of the
CemStone III newsletters, including
the KelfourEdidion and the Kulthea
Ghroniele. In everyizsuethereiz aton

of informatien, aswell as great stories
andart. (See Player Note 1.

Dail}r Life in the
Shadow World

Eefore you get out andreally adwen-
ture, you should make sure you are
stockedup en the equipment you will
nesdto survive in the wilds, including
armoer (heavyhideis great), a weapeon,
and a backpack Different merchants
specialize in different items, andthe
shops you needte start with are all in
close proximity to Town Square. Ee
careful in your purchaszez and den't
forget to barter. Bartering will lower
the priee you pay on purchazes now
but the merchants may tend te raize
their prieesfor persons whe tryto get
too much of a good deal LOOK IN
BACKPACK if you have cne, to 2ee
what you may already have stashedin
there. ORDER eonly what you truly
need. Any extras are luxuries and, al-
theugh niee, cut in on how muech other
stuff you can carry (like loat).

Cnee you start amassing items,
youneed a way to keep them zafe The
property on your back iz safe enough
within the Landing proper, but not zo
much za out in the wilds Your purse iz
subject to pickpocketing even in town,
g0 put any extra zilvers in the bank
An}r extra equipment you want to zawe
can be placed in ene of the lockers at
Moot Hall Usze the lockers sparingly,
becausze each time you usze them
(whether to putin or take out) you get
charged a usagefee. Themere stuffin
thelocker, themore the fee Alzokeep
in mind, if you decide to reroll, the
money in your bank aceount and the
items in your locker are not savedto
your new character.

The Hunt, and Exploring

Hunting in the wilds surrounding
Kelfour's Landing iz the main way
people gain treasure, artifacts andthe
all-impertant experience and fame
Hunting ean be exeiting and fun, but

(Contnued on pageis)
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it can alzo be a pain in the patootie.
Cetting in over your head while hunt-
ing iz the surest way to bring on your
owrnl death. Az a friend once zaid to
me, "Twant you to becomne a living leg-
end..." 5o, sorne basie tipsfor staying
alive (which took me four lives to fig-
ure out, az [ am none too quick on
somme zeores it sesrns Well,
each death waz a different
kafaffel on my part...} fol-
lowr,

First, before [ forget, I
found that you gain knowl-
edge andfer experience and
fame whenewer youuse any
of your zkillz. Thisis imper-
tant. If you are a healer and
you heal someone, you gain
experience. If you're a thief,
hiding, ambuzhing and stalk-
ing can be uzed Aetually,
anyone whao has these ckills
can use them. Andthe more
you de, the mere you leamn,
andthe sooner you can train
again. So, in towm, barter
with the merchants, if you
hawe that zkill 3kin thoze
rats, torkaans, and all-it nzes
your first aid gkill. The mere
times you utilize these, the
less mensters you have to hit.
Make no mistake though, if
you want to adwanece in your
trainingina timelj,rmanner,
you will have to get out there
and do some whacking!

Cne of the best waysto stay alive
that I know of iz tokeep on the defen-
siwe whenewer you are net actually
bashing on things. & parryis defined
az "an extraer dinary defensive action
taken by the defender which draws
upen and takes away from some of
hizfher off enzive ability. Parrying will
leszen the effects of your opponent’s
attack apainst you' (553 Manual)
Tour PARry can be set from 1 to 100,
The higher the number, the meore you
are using your defensive skills A
PARry O will mean an all-out at-
tack—akin to berserking. Make sure

vour PARRY iz at 100 whenewer you
are going from place to place, picking
up treasure, are badly woundeder in
an area where the meonsters are too

much fer you. This can keep yvou alive
when you are surprised by the men-
sters getting in a good whack before
you even knowthey are there Eelieve
me, you can receive a critical hit be-

fore you know there iz zomething
wrong. | pot to experience therealities
of death a couple of times hecause of
thiz. It wazneo fun and aroyal pain in
the behindfer the othersin the group
wheo had te drag my stuff back to the
Temple.

Another pood idea iz to always
GET WEAPON FROM BACK-
PACK {or SHEATH ] first. This puts
the weapeon in your right hand (all of
uzin Kulthea areright-handed), ready
to attack with. If you REMOVE
SHIELD first, youwill probably end
up bludgeoning your attacker withit,
deing wery little damage. If this hap-

pens you can either put everything
away, andgetit outin theright order,
or you can SWAP hands Thiz will
switch items to the other hand. To zes
what you have in each hand, you can
check your INVentery. Az anote, the
handedness iz alzo impertant when
giving an item to someone. Wheneswer
you GIVE [person], it is az-
sumed you mean to offer the
itemin your right hand. Try
not to give away your new
breadsword! It has hap-
pened.

EBefore you hunt, he
sure you know where you
are going and what you are
hunting. Find out if the
monster iz well above your
ahilitiez. See what ereatures
live on the horderz of the
area (zometimes they cross
over). It iz better to know
what may be coming after
you. In the wild, you will
findthat surprizes are pener-
ally ugly ones. What are your
limitations? Hew iz your
HEALTH? How many Con-
cugzion Peints (CF) can you
take hefore you are dead?
Howriz your mind?f Hawe you
oversaturated it? Only zo
rmuch combat EXPerience
can be abzorbed before it
hecormes next to worthless.
When you get tired, come
back to towmn, rest a bit, then
go out and slay somemore! Innext to
no time you will be at the Inn receiv-
ing the benefitz of your earlier train-
ing.

When it cormes to the treasure
garnered from hunting, most people
ghare and share alike, zelling all the
items and dividing the resultant =il-
vers. Some groups share the zilvers
and give the items to the most appro-
priate uzers. Some just grab and whe-
ever iz fastest wins. After the monster
has been slain, take a LOOK around
and zee what you can see. If the critter
has decomposed already, then any

(Contrmed onpage ] )
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leady Heart

by Kggner, of the Clan Chudgi

'v¢ nong and nong in way of thought,
Which in a haze blgary, lost now.
¢l voieg for acul; My voiesz be naught,
My soul bg silent, dove now erow.
flmongat agraphim high and high,
Sweet Hightindalz inmideong hears,
fllights ainging on shouldgr ming.
Hightingalg ainga, "Think through thy tears.
Prisong wrought of moat hardy stong
Gontain yea thy body, but mind.
Tis too strong, "Warg the poet souls
Whieh burst though roek; acul such as
thing."
"Gan't be this truth? loat now be art?
"May," eriga her. "Put do what bids heart"

tHeartl Oh heartl Thoo art trug erogl!

Oft art thoo said; 3till thou art Regn

7la bladg that drawa fast bloodtoo wall,

logave gver sear of mournful wegping.

fnd ac tia my recollgetion

With fury wrought of drigf, | feel

It lzae'th me feveriah and gong

To mem'ry of War, | and thee,

laady Heart, Thou eomet forth from dim miata

That peryade these foll dreams of ming.

Thy #ilkgn handa toueh my bound fists

flnd lgt free my pasaion to gon aky.
My bloodied arme ahe atrokth dentle.
"Wound my mistreas' graeg, storm settlea

Familiar land my feet do tread.

Familiar facge ming gyca do meat.

&hg be harg now by mad War's bad,

Tending to a beloved Blood sgeks.

] Kinto me ahe be. | love,

Though love from heris naught for |

She earza for him whoag war ia god.

Rar | namg him who forezd her ery.

She of redal graeg and stately air,

| wegp to age her lowly 80,

&hg, with halo of majzaty, stars

Mow on ground at War's boorish tong.
lady Heart thy teara | bear along,
Bot thoo art my queen, on love'a throne.

‘Twas blackest of nights. darker still,
Thou hadst takgn bladg in alave's plaeg,
That \Rar had awung injzaloua zzal
Thou hath thus fallgn in my placg.
Imnoegneg pervadeth our night,
Sharing gricvanesa, ahare our light.
For life's journgy, it bg too dim
For aingdlz flamg,; Lkife be too dir.
Mow thoo hadat |2ft life, Waris spent.
la waal for | digd as wall.
wading firg be nomorg |
Hg blgd away aa thou hadst digd.
Thy lifz in my hands blzd away.
| tookmy lgave eome light of dag.

How | walk long, with ong purpoags trug.
laady Hearts no morg, be young, entombed.
Ho blood shall szep past my light hand.
lsifz bg saved from falling as sand
7 hzaling of a figry aoul
To Kggp the flame alight and strong.
“Tia & fugl from life'a garth,
To stay eold and darkneas long,
Zarthen firg eracekling in hzarth,
iy handsthey art for dealing good,
Imparting blzssinda real and trug
To all living undgr night moon,
To all atriving bengath sky blug.

Faithful Fegp to word paat aworn

O'gr lady's grave, whosg dgath | mourmn.
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(AnvialGuide, cortirmed from page I3)
treasure it carried will be on the
ground. If it has just been freshly slain
then SEARCH [monster] to seewhat
ithad. Youusually can't pick up items
iexcept for coins)if your hands are
full. T tend te PARry 100 to ward off
surprize attacks then WEAR my
SHIELD:. This gives me a free hand
to GET [item] and put them away.
Just remember to get your shieldback
in fighting peosition, and reset your
parry. If your backpack iz full, let
somecne know so they can pick up the
itern. If you eome aeross a strongboz,
chest, trunk or such like, wait untl yen
get back to town before trying to pick
thelock or find a “safe” place. Conecen-
trating on such tagks out in the wilds
canreally get you killed. And remem-
ber, zome chests mayhbe trapped!

Onee you are full, po back to tewn
and gell your loot. Try to empty your
pack of nonessentialz before you head
out again. Silwer in the bank weon't get
stolen or dizappear if you die. Most of
the stores that buyitems (pems, skins,
various magie iters, old equipment,
ete.) will APPRAISE [item] for you
before you SELL it [ keep a list of
what things areworth zo I knewwhat
I want to pick up the next time.

When itiztime for you to gain the
benefits of your training (the skillz you
have been improving in ever the last
year) you wouldhead over to the Inn.
When your EXPerience has gone up
by 10,000 (for the first fewlevels) you
are ready. Just go to the desk in the
Raging Threk or Frith's Inn, and
CHECK IN (thiz will take you to the
Character Manager). Thiz iz where
you attain the honuses for past training
and select what you want to train in for
the next level (you collect and select all
at the same time}. Just to mention—
gach time you check in you are
charged a small fee for uze of the
roomm. The fee will either be taken di-
rectly out of your purse or chargedto
your tab {payahble at the Debt Collec-
tor's in Moot Hall). When you come
dewm from yeour room, you will have

made it through your first year in
Kulthea! Congratulations, and Happy
Birthday! You are one year older.

Death in the Shadow World

The first thing to say about death
izthatithappenste everyone. Some of
uz get killed every day of ocur adventur-
ing lives. 5o far I have bitten the
prowerbial dust four tirnes. That means
resurrected (by the grace of the God-
dess Eizza) four times. Cur first year,
you get resurrected free, up to (I be-
lieve) & new livez. It izn't much fun,
but sormetimes you learn things frem
dying. And semetimes, if you get frus-
trated or dead enough, you start your
persona all ower again. Tou loze all
your moneyif you have to start from
serateh, but you may get a better per-
gona out of it. (See Player Mote £.) Just
don't get too dis-
couraged. The
first wear in
Kulthea iz the
hardest, andthat
izazit shouldhe.
The mere you
learn and experi-
ence things, the
eazier it iz to stay
alive. And there
areways to stack
the deck apainst
death.

Mozt impor-
tantly, don't get
talkedinto going
to an area where

the monster 2 will
eat you alive. It
tendz to be no

fun since you
can't hit the

The Goddess Eissa,whom itis
runiwored stands between
continued life and the eternal
heyond

a healer attend you. If you are phe-
nomenally bad eff, your party ecan
sometimes get a healer to come to you
Abawve all, let the otherzin your group
knowif you areinrotten shape. Some-
tirnes they can utilize their first aid
gkillz better than you.

When you are ahout to enter your
second year, start buying deeds
Deeds are procuredthrough offerings
made to the Coddess Eizza (who has
control over wheo pets to come back
from the dead) te gain her faver, hop-
ing she will grant you additional lives
if the unfortunate should oecur. Goto
the Temple in Kelfour's Landing and
then gothrough the Elack Areh. Onee
in the room, vou go through the
tapestry. The priestess and her
acolytes will take you in hand from
there. Deeds usnally are given for of-
ferings of waluables. Onee you getinto
your zecond or
thir d year, deeds
cozt more. Tou
don't start using
your deedsuntil
you reach your
zecon d year
{zinee your other
resurrections are
fresup till then,.
Deeds are a goad
insuranee policy
although I hawve
just found eout
thatthey arenot
entirely  foal-
proet. I puess
Eizsa ean change
her mind, after
the fact. 5till, it's
better than noth-
ing. I helieve a

failed deed is

beasties anyway
and you end up gaining verylittle ex-
perience. Hemember to kesp your
parryup when in extra dangerous situ-
ations. Keep an eye on your health,
and TEND bleeding wounds as
quickly az possible. If your health izte-
ally bad, especially if youkeep bleed-
ing, get back tothe Landing and have

rare. [ just hope
I den't have tofind out hew rare they
really arel
Well, that's about it. Chvicusly, I
den't know everything there is to
aboutliving here, but I have survived
for a small piece of time, and I guess
that eocunts for something. The thing
(Contnuwed on page )
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about Kulthea iz that it is always
changing, and we keep leaming
Hrnm, what a concept. $afercadsand
goodhunting be yours.

Flayer Mote 1: Erowse through the
Cembtene 11 library (option & in the
83 main menu). There are many
wery helpful filez to dewnlead, includ-
ing a praphical frent endtolead up (if
FOUr computer can ugeit). Also, search
through the Tomes of Kulthea
{option 1 in the main CemStone 11
menu), andread the online manual er
get it from the files. The manualin it-
zelf iz worth the titne and effort he-
causeit explaing most everything. Alzo
check the Multiplayer Games
Roundsable (MPCET, Page 104E) on
COEnie for their CemStone III li-
braries.

Player Mete £: If you rerell a charae-
ter, find out what stats are the prime
requisitezfor your charaeter's chozen
profession (for example, a thisf uses
guickness and agilisy). The Character
Manager autcmatica]l}rups VOour prime
requisites to 90, so put your lowrest
rolls in these slots That way you can
save higher rollsfor other impeortant
stats. [ supgest that sonstizufion be
granted a high one, az it gives you your
coneussion points seore. The higher it
iz, themore you can get whaecked on.

Flayer MNote 3: Roleplay! We are re-
war dedfor goodreleplaying, azwell as
the slaying of mensters and the using
of our skills. On top of that, staying "in
character” ean be a challenge and
makes adventuring in Kulthea a lot
mere fun—for all of usl

An Oufcast’s

Fournal
by Liore ©fres

'‘m a half-elf, a croszshreed

between man and elf. My
2 rnother was an elven Image
and my father waz a human ranger. [
had my father's stocky build and
complexion, black I had long silwver
hair like mom. It wazunkempt, I kept
it that way on purpose, Mom hated
that My eyes were almeond shapedlike
my mother’s. The celer of my eyes
though was anether story, they were

f Sl T}

multihued, the colers constantly
shifting, affected by mood or current
levrel of exciternent.

When my parents were married,
they were declared outeasts by their
people. It waz bad encugh for them,
bt for meit was kel T was accepted
by practically no one. When I reached
my 24th birthday, Mom told me that
che and Dad had come to a decizion,
they were going to send me away.
They were sending me to a place
where I would be accepted regar dless
of my heritape. Mom was geing to
sendme to another world she knew of
via her magic. I waz not thrilled with
theidea, butinlight ef my situation it
was the best option [ had.

Solfoundmyszelf onthe weorld ef
Kulthea, outzide the wooden gates of
the towm of Kelfour's Landing, I had
nothing but the clothe: on my back
Mom'z spell had been only ahle to
transpeort me andmy clothes alone. Cn
arrival I founda sack of coinz Dadhad
said wouldbe waiting for me. He had
zaid it wras a loan from somewhere, [
would hawe tofind out from where.

I waz startled az a belt of blinding
white light arced from the sky to the
ground, leawing a majestie-looking
man surrounded by light: eof
seintillating eolors. I wonderedwhat I
had dene to cateh the attention of the
being. He told me that he was a
GameMaster 1 had heard of them,

godlike beings who could sometimes
help or eonfeund adwenturers, but
wheo are bound by some esoteric rules
against getting invelved with uzmere
rnortals. I zmiled and zaid hella. He
asked me if I was new to thiz weorld, I
told him yes, and then asked me if I
had any questions. He would answer
as best he could.

My mind went blank. I couldn't
think of anything to ask I asked some
routine questions about getting
equipment that weould keep me alive
and the like. He directed me to the
town market. I must have zeemed
nervous because he told me not to
worry, the fates wouldwateh over me,
andwinked He then left in the zame

When my parenis were
married, they were declared
outeasts by theirpeomle It
was bad enough forthem,
but forme i was Hell.

wayhe came, in a flash of light. [ made
my way through the pates and into
Kelfour's.

I had a peneral idea where the
place I needed te buy equipment was,
but didn't know how to get there
directly, 2o I just wanderedthe sreets.
Mot too far inte towm [ found a
building that was marked Cheldars
Bathhouse. Having never seen one of
thosebefore, I wentin. Poking around
inzide, I dizscoverednot one hathl AllT
found was a room with chairs and
stage (what that iz deing in a
bathhouze iz beyond me) and a
another room with a large and
extremelylavish bed and decorations.
I should also note that I harged inta
the room thinking it waz empty (well,
I had knecked on the eog deer andne
cne answered) andfeund twe people
inzide, much tomy surprize and theirs
(I probably interrupted something,
what [ won't dwell on). Theytockitin
goodstride, evenfound it humerous.
Well, I hope thoze threat: weren't

(Contrued onpage 1 8)
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inte a unique profession, although
there are more zorcererz out there
than yeu'd guesz” She seratched her
headthen said, "Azfar azthe spellzpo
I'm not tee worried. Mozt the spells
you'dlearnin your first ten years are
already researched Past that there
may be zome helez but there are still
spellz to be had and new ones being
discovered. Cn top of those, you can
alwaysz hit the open channeling and
open. essenee listz. To leamn all of the
possible spells would take ya 40, B0,
mayhe 60 years. Hell, you den't live
foreser, you old coot”

Thinking about our earlier
hunting trip, I azked, “About thoze
spellz. what made that ore’s head
explode like that™ She giggled and
said, “Ch, that was just Touck of
Disruption, second spell en the list,
mainstay of the sereerer”

“It looked like mere than just a
touch,” I said as I wiped the flecks of
ore skull off my cleak.

Wiping a small piece of ear off her
shield, she said “That waz one of itz
better eff ects; alot of times you den't
even gee the damage. Tou cast it two
or three times get a couple grazing
shotz and a six peint hit andyeour ere
will just fall ower. Soreerer spells are
deceiving, many work from the inzids
out”

Looking dowm, I see that my son
iz still waiting fer the answer to the
question he asked five minutes ago. [
guess he's uzed towaiting, I've been a
bit feeble minded sinee that karnelin
stomped on my head. Where waz I7?
Oh yea, I asked the sorcerer about
traiming...

I asked, “What kind of training do
yaneedtobea soreerer? She paveme
a strange lock (like one of those locks
va get when yarub a amulet) and said,
“Thinking of a change of professzion
thiz late in life™

“Mo, just curious,” I says She
nodded and zaid, “Remember the stuff
I told you about the hest attributesF [
nodded and she zays, "It works out
thatitkills the ameunt of time you can

spend studying yvour slls. So you hawe
to be pretty cheosy about what you
study. First you need te spend ten
hourz a week studying your spells
Mext you'll have to study a weapon far
the first five or ten years until you get
enocugh spellz and zpell points. Teu'll
spendhalf your time en just thess two.
Perzonally, I think wands and directed
spells are pood choiess andrunes tes,
at least single training, maybe even
deuble training. Other things that yeu
may want to squeeze in are body
dewelopment,  healing,  trading,
channeling, and perception. If you
have pood potentials you'll get mere
tirme to study as you get alder”

Well T made up my mind, my
boy's gonna be a soreerer. But when [
lock up, I zee that he's wandered off
somewhere. These kids today just hawve
ne patience. Well, I'm off to find my
son and tell him that a soreerer
iz...what va ponna be.

¥ood for Chought

by Hhira Bammerfist

hope, dear friends, you find
; theze pithy parable: of some
=2 yalue as vou go about your
daily buginess in the lands. [ humbly
submit thesze excerpts, gleanedfroma
series of lesson: presented at the
Kelfour Ranger University and later
collected by my students into 52
volurmes entitled  The Colleeted
Teachings of Ahire Harmerfise

When in Bomaria...

The zages often say, “When traveling
through distant lands always respect
local customsz™ It iz true that I hawve
foundit wize, and even very beneficial,
to obzerveloeal customs. For instanee,
the Kelfour custom ef giving drake
falchions to new residents of our fair
land iz wery admirable Howeswer,
there are certain eustoms which one
might wizh to avoid Az an example,
the oresz of Creland have a custom of

capturing wizitors, roasting them ower
a slow fire, and serving them for
dinner. I have a small problem with
thiz  local custom, especially
congidering that I am wviewed az a
vizitor whenewver I travel through
Oreland, and have had to go so far a=
to dizsuade several ores at swor dpeint.
In suchinstaness I'vefound it wize to
completely  ignere

altogether.

Blood is Thicker than Ink...

Tou say “The penis mightier than the
sword © [ admit there are instances
could agree with vyeu
However, 1 alse think you sheould
exdmine my point of wiew. For
instanee, if you are heading back to
town after a hard day of hunting and
remember you need to zign a

local  customn

where [

banknote before wisiting a merchant
then I ean szee where a pen would
come in handy. However, if a trio of
Mountain Ogres strell: by and one
demand: yeu hand ewer all your
valuables (ineluding the banknote)
then I suggest you might prefer a
swordto a pen. Eetter yet, youmight
wich for a companion er two with
storm falchions. Then again, I can zee
where three fighterzs with heawy
mithril sledge hammers, twolewvel 35
mages and a full divizsion of meunted
heawy eavalry with full plate and war
laneces wouldbe a welcome addition to
your party. Ahhh I zee you begin to
comprehend the message of today's
lezzomn.

A Matter of Trust...
“Mewer trust athief” iz a saying which
I am sure you have all heard. Crer the
yearz ['velearnedthat this statement is
not necessarily always true. There are
actually zeveral instances when you
can trust a thief, such a: when no
meney iz invelved, when there iz no
thief within 50 miles or when any thief
whe iz within 50 mileziz safelylocked
awayin thelocal jail In such instaneces
az these I would gladly trust my
wealth, my safety andmyverylifetoa
thief.

1
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{An Cuteass” Jowmal continued from pagas I0)
serions; they were smiling Seeing |
waz new they instructed me to the
shops I had to wisit and told me if the
eog door iz closed then someone is
using theroom. [ made a mental note
of that

Heading where they had told me
to go, I wandered into the Town
Square. In the center of the square
was a large tree with wide, leafy
branches MNear the tree the
cobblestones gave way to become 2
lush green lawm that encircled the
tree. White stone benches scattered
aroundthe tree provided a place to it
in comfort The whole area was
peaceful, quite a contrast from the
surrounding town, Near the tree were
individuals that obwviously who looked
like the adwventuring type. All were
wearing hide armor, andhad sheathed
swords hanging from belts or slung
across backs Shields slung on their
shoulders, large backpacks to keep
their booty, some with erystal amulets
around their necks or golden rings
upon their hands Some had ne
jewelry, but wore battle scarz as
proudly asthose that did Some zat on
the benches, one was lying down on
the grass, the rest were standing
around a large steel chest and
watching someone tryto pick the lock
on it. They succeeded and began to
divide the loot. I had tobecome a part
of thiz life.

I walked up and introduced
myself. They all said hello, looked me
up and down and muttered something
about how I should go get outfitted
Feeling somewhat rejected, I was
about to go about my business, when
one, his name was Arion, told me to
wait Heaskedif [ wasnew, | assured
him I was. He volunteeredto give me
a short tour of town. I quickly agreed

He took me to the armory, where
I bought some heavy hide (Arion told
me it was the best armor to get, which
surprised me), leg and arm greaves to
protect my limbe, and an aventail to
protect my neck Our next stop was
the general store. There I pickedup a

haau}r backpaeck It was large, which
meant it eould held a let of treasure,
which I waz hoping to find I alwe
bought a stylish black leather sheath to
hold the sword I would buy when it
wasn't in use (knowing me, that would
not be too often).

I was getting low on money, but
Arion knew thiz and tock me to the
bank Hemade a withdrawal and gave
me 200 silvers Hetoldme it was a gift,
| didn't owe him anything, but he did
sayl wouldhawve to get fimdsto pay off
the debt I had He toldmeI could do
that at Meot Hall When [ asked him
where that was, he realized I didn't
have amap. | wasmaking one. He told
me | eould get goed mapsz from
someone named Zepath for anominal
fee; | decided | would lock inte this
later.

We went to the arms dealer next
where | purchased a breadsword. I
was then more or less complete and
readytofind adventure. Eefore weleft
though, Arion gave me another gift, a
erystal amnulet. I rubbedthe amulet as
Arion instrueted me and I suddenly
“hear " the thoughts of others around
me. | ecould not read their minds
though. It waslike beingin a crowded
tavern, everybody's conwversations
werereducedto an indistinet buz=ing.
At first I thought this was useless, then
1 “heard” Arion think &fme He
explained that if you concentrate and
think on amessage, everyone with an
active amulet can hear you [ equated
it to standing in the same tavern and
yelling something that everyene could
hear. Such am amulet could be an
extremely useful thing to own_

On our way to our next stop I
listened to these mental shouts. I
didn't have much choice sinee I didn't
see any way toturn it off. Arion didsay
it wouldwear off in five to ten rmimites
though 1 “heard” all kinds of stuff
from the silly to the pleas for help
from a dying adventurer.

Our next stop was the Catacombs.
He gaid there waz a giant rat
infestation problem. The rats would
provide me with practice to hone my

combat skills which needed to be
improwved for me to survive in
wilderness outside the city. He toak
me to a deserted cul-de-zae and led
me through a small opening, It was a
dark, slimyplace, filled with sounds of
something skittering around in the
distance. We didn't have to wait long
before a nasty-locking rat as big as a
dog came into the room. | drewmy
sword and attacked Arion gave me
pointersfrom the sideline. He toldme
that I didn't need to concentrate as
much on parrying the attacks from the
rats, sol went all out. After three well
placed hits, the rat went down. My
first real killl Arion told me that [
should skin the rats and sell their pelts
at the furrier so [ could make a little
silver. 1 thought it strange that
someone would actually buyrat pelts,
but if it paid well, I'd do it And I did
need to repay that debt [ had. Arion
gave me instructions on hew to get
back to the Town Square and wished
meluck Itwasthe end of the tour and
hewaz heading out.

Left alone, I continued tohunt. |
wasn't alone long though; others came
into the catacombs andwe hunted and
joked together. I made a ecouple of
acquaintanees who [ hoped would
become good friends soon. (You need
lots of friends in this Iifestj,rle.JAfter a
few more good kills [ retired far the
day, myfirst dayin Kelfour's Landing.
Maybe I'm not such an Outecast after
all

How? By contributing to Kulthea
Thronetle! For moreinfermation,
download File #4264 from the
CemStone 111 Software Libr ary,
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[totes of an HApprentice Mage:
Magic €dge Spell

by Darkraven Srim

% erein, my young mages, may ye find the path to
4 power. Az | study the spells of power from my
=== master’s tome and use such power in the wilds, I
ghall gladlyimpart to ye what [ hath found Herewith follow
the notes of my second year az an apprentice mage and of
the second incantation I learned and uze.
The Magic Edge Spell iz your second zpell from the
mage baselist. Herefirstiz whatiztoldin the aneient tome
under the mages list:

2 Magic Sdge (20  Durabon 1 abtackAn MEZICEnE
Chis spelil magicalir enchans a weapon, oiting it a +3 boms for
the mumber of attacks equai to e leve of the caster, Che spel is
cast on the weapen Che cifects are not cumdatioe and this speii
will rat work on magic, cursed, Boly. slaving o mithmil weapors.

Meotes: Anyone mayuse the weapon so enchanted. The
spell only dizpels when the number of attacksiz exceeded.
(Remember, even miszes count azs attacks!)

Preparation: The spell (az all spellz) must be prepared.
PREP 902 or PREP MAGICEDGE, thizinitiates the spell
andtakestimeto do A young mage will require ten seconds
to achieve thiz Az you painin yearsthiz preparation timeis
redueed. You will knew when your spell iz ready. You can
prepare and east thiz spell while defending at parry 100%.
The zpell will not werk on a weapon that has already been
Magic Edged. Tou must use the weapon till the effect wears
off to eastit on that weapon again.

Casting: Toumust cast your spell soon, for the power
will diszsipate andfeedupeon your mana even without yeur
casting the spell, Then itmustbe preppedapain. To cast the
spell vou simply use the eotrrman d

CAST ON MY [weapon]
if the weaponizin your hand, or:
CAST ON [weapon]

ifitiz onthe ground. The spell will be cast on that weapon.
If a blue plow seeps into the weapeon, then the spell waz a
success,

The Result: The weapon is now given a bonuz of +15to
OE for asmany attacks azthe caster haz yearzin training. To
a young Mape thiz may seem silly, a +15 Swordfeor two to
four swings. But therein lies its power Tour main attack is
not your swerd! Your main attack shouldbe the Shock Eolt
spell The Magie Edge pives you a +15 to OF, but at parry
100 that OF iztransferredte DB and anunlimitednumber
of attacks made by your foe will be protected at +15 The
spell doeznot wear off till you attack with the weapon. Thiz

izthekey. Az a young Mage I uzedthe short sweordfound on
o many ereatures. [ savedthese swords and Magic Edged
them at myleizure. [ carried several Magic Edged swer dzin
my backpack Using thern and dropping thern asneeded.
Magesz hawe the dizadvantage of onlybeing able totrain
in the one handed edged weapons skill onee per year. Thiz
spelliz the same as three years of training (for a short while
J. Witheut thiz spell I could net have withstood the attacks
of some of my prey. And enee your shock belt hitz for a shun,
your weapon iz nowready with the +15to CF for the Kl
Az you pgrow
older the zpell gains
in effectivenesz, and
lastz for a pgreater
number of swings
Many adwventurers
zave coing for alaen
Wedpon. The:ze
wedpons are quite
exp ensive, and
stronper, yet still
breakable. Thiz spell
gives you the power
to make any weapon
aet ag alaen weapon.
Crantedthe strength
iz not inereazed, but W
it matters not when

the zpell can be cast on anyweapon. I now carry tweo Magie
Edgedrapiers anda Magie Edgedhand axe in my backpack.
Theze weapons give me the greatest advantage with leather
andmetal armeored foes respectively. [fmy equivalent of a
laen rapier breaks I laugh and pull out a new one (or make
arun to hobgoblinz tofind one). Thiz abilityis the power of
the spell 33,000 coins for a laen breadsword, ower 60,000
coins for ET'd hide, two power points for +15, OF and
parried DE.

There are two other uzes for the Magic Edge spell. It
makes a great gift. Hawve you ever heen in a party where a
newhie iz having trouble getting in a hit while hiz
companions kill with glee? Magic Edgehiz weapon for him
andwatch thefun. L have often edged adventurers weapons
for them for smallfavorsinreturn. It is a well loved gift.

Sinee the Magie Edge spell only works on nen-magical,
non-special materialz it iz an easy way to find if a new
weapon haz anymagical properties. If the Magic Edge fails,
the weapon iz special in one way or another.

The Magic Edge spelliz akey spellfor any young mage.
The bonuzit givesto defense at parry 100% andthe attack
advantage given onece the foe iz stunned make thiz spell ene
of great value,

/g
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Trachten's Travels

My Tour of the Dark Groffo

by Trachfen Bickapod

= J_,{ ike Man'ta Pn'toi ke before it, the discovery of the dark

7 grottoproved disastrousfor most of those brave enough

to venture within Apparently (I wasz not there,

fortunately) the large number of intrepid adventurers brought

out traglaakhs (acid throwing blobs that live in the first part of

the grotto)in droves, leading to the almost immediate deaths of

some of Kelfour'sfinest lor d=. Notably, the mage Whilder (who

first breachedthe Monastery, | understand) made it the farthest.

He reachedthe stairsto the dark temple before sucoumbing to
the shadowyrakul

Fortunately, | was not among the first to venture in I
arrived at the grotto later that evening, after all original explorers
hadleft (or died) As a solitary spelunker, I was able to fully map
out the area without raising the hor des that proved fatal to so
many. That map is shown on page€1.

The entrance to the dark grotto lies on the plain in the
brokenland. After a quick run north from the cave connecting
Uthex's abode with the plain, | zaw a pile of rocks. Searching at
the top of thizpilerevealed a crack leading into the grotto.

The first portion of the grottois a series of tunnels, most of
which are too lowfor any but dwarves andhalflings to standin.
Those of nermal stature must kneel before traveling through
these tunnels Fortunately, there were caverns interspersed
throughout, where I could stand and stretch. The entire area was
apparently carved out by the acid blobs called lug'shule
treglaokh, or “ugly-fire cavemaker” in common. It iz quite
extensive andworth exploring, but beware the pit at the deepest
point of the caves. If you go down inte it you will need elimbing
skill to escape.

After searching aroundin the northernmost cavern, [ found
another crack This one leadto the kiskes rmax area. Kiskao max
for “cold claw”) are man-sized, lizard-like creatures with
incredibly tough, spiked armor. Infact, their spikes are sohard
that often, when you attack them, your weapon is knocked from
your hand The area inhabited by the kiskea reax is a huge
cavern, full of stalagmites and luminous moss. Thereis alto a
stream that divides the area in half, the significance of which I'll
later explain

In the northwest part of the raax cavern I foundthe first of
a series of giant steps Anyone can climb thess, but even a high
man like myself must rest for afew seconds after struggling up
gach step. Smaller races, I've noticed, take twice az long All
along this staircase are dyar rekul (or “dark, cold shadows”),
shadowy creatures that cannot be hit by weapons. Those without
strong resistance will find themselves quickly at the merey of
these creatures, which drain magical power and strike with cold

At the top of the stairs is a relief bearing an inseription in
Ituarie (an ancient lanpuage of power) With my moderate

knowledge of thatlanguage and a poem [ found in the
Tomes, [ was able to reach the other side of the relief
and be the first adventurer in the dark temple (much
later I figured out hew to leave the temple, with the
help of several friends, notably Artuero and a
messenger from the gods).

I wanderedthroughout the area alone, which from
all indications was once the abode of the dark servant
Morgu This was my firstreal clue that the entire area
on the far side of the rune door - Uthex's abode, the
broken plain, dark grotto andtemple - was actually on
Charon itselfl 1 think we were luckythat the rune gate
led only to an area of Charon where a mere servant
lived, andnot a dreaded darklord

Morgu is a powerful servant, but he is completely
wulnerable to water (or 20 I have read) Ewven the
smallest amount wouldinfliet massive damage tohim.
Thus the significance of the stream in the raax area: it
prevented Morgu from leaving the dark grotto and
Eaining acceszto the rune stone.

The minor gogor foundin the dark temple are the
instruments of Morgu They appear to be huge
animated pargoyles, and they cast all manner of closed
channeling spells aswell az being able to swing a mean
battle axe.

A therough search of the area revealed a locked
door, so Iused my Word of Return bracelet to go back
to town and find a brave picker to accompanyme. The
sorcerer Thalior waz very enthusiastic about axplnring
the new area, zo the two of uz returned to the dark
temple. We found little behind the locked door, but
Thalior did discover a hidden room behind a tapestry,
which turned out to be zafe from the gogor. Later,
Thalier returned and slew the first goger, though he
didn't know it at the time. A messenger from the gods
informedhim that the gogor bledto death after he left

In my next column, I will tell more of the
inhabitants of the dark grotto, their strengths, shills and
howtheymaybest be vanquished

/4

MARCH TOWNFPORUMS.. MORE TO TAKE PART I
March is a great month tovoice your opindons and suggestions

attheu ing Town Fornms, beginning a 10pm EST and
heldin the Assembly Room of Moct Hall
DATE |TOFIC & CHAIRFPERSON
Mar. 2 | The Dominion Wars/History in Kulthea Kygar
Mar. 9 [Mind Your Manners/Efiquette in Kelfours  Elvamion
Mar. 16 |Foraging for Fun and Fronde Eldren
Mar. 23 | Resolving Conflict Through Duels Ciacome
Mar. 30 | Better 3pelling For Someres Raamus
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Bardon's Corner

by David Whatley

twaz alittle over seven years ago that [ first heeame enamored with the
idea of producing a wast, multiplayer envirenment. Atthe time, [ was
only20 years old and, hawving decidedto give up on cellege, was still living
withmyfolks Fertunately, myparents, who believedin my skills, creativity and
entrepreneurial spirit, put up with my extended stay. My younpger years were
always full of planzfor developing newideasinte a business, andby that time [
had already triedmy hand at several enterprizses. Tet, decpite all the false starts,

myfamilyremainedloyal believerzin what I wanted to accomplizh. All I needed
to dowas give my aspirations a form.

When I began working on the Cem8tone prototype, which at the time wa:
called Frojeet FoxFire, [ had no real concept of the zcope of the job. Az a
designer, myfocus was on produeing something that I wouldlike te play. [ knew
what elements these where, intuitively, buthad I paused to really consider the
magnitude of thiz task I prebably wouldnever have attermptedit.

Indeed, GemStone II1, az we know ittoday, iz a trulyimmense eontraption.
Theworld, it: mechanics, rooms, ereatures, puzzles, unique ohjects and zo forth,
expanded to immeasurable quantities. Eut the road from my early protetype
{which, incidentally, wasz the original CemStone I, and waz never releazedaza
commereial produet) to the modern GemStone I11 hazsbeen an ar ducusz journey,

but ene I am ineredibly fortunate to have taken.

Ewen as [ take ereditfor theineeption of the GemStone universe, the reality
iz that thiz wonderful creation iz the preduet of many people. [ have not bothered
to countlately, but I would suspectitiz over a hundredbynow: of courss, only a
couple dozen at any enetime. But sach designer whe jeined on az a GameMaster
or programmer left their mark on the preduct, and eontributedtheir part tothe
larger and greater whole.

Infaet, myrelein the dailyimplementation of new material for GemStene I11
hazbeen relegated mainly to approving Gamedaster designz andpropesals. My
job new, az far az the world of GemStone iz concerned, izto find other way: to
improve the product on a strategic lewel.

One of my goalz was tointroduee a high-qualitynewsletter dedicated tothe
Gembtone 11T world. We have been fortunate in having Phaedra’'s Kelfour
Edigion for quite zome time, and building on that sueeess iz no small challenge.
Eut, az [ have demenstrated, it wouldbe uncharacteristic of me to avoid a project
I believe in simply beeause it will turn out to be a monumental task And it
seernz, thiz attitude rubs off on these around me, for Maney Gross was just az
excited about taking on the job of Managing Editor of thiz new endeaver.

Kulthea Ghroniele continues the tradition of a first-class newrsletter dedicated
to an enline, multiplayer environment. Few games are suceessful enough to
warrant a major newsletter effort, but GemStone III iz certainly one of them.
With thatin mind, we set out te stretch a hit, breaking our historical honds with
flat ASCII files and delivering (electronically) a fully "laid-out” newsletter. And
az I put en thefinishing touches of my artiele, on the final day of the deadline, I
feel a eertain sense of accomplishment..

Ttwas worth it, I hope you think so soof
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