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A GUIDE TO THE PROVINCE OF BORDNAN Part 1

The picturesque prcvince of Bocrdnan, so named for the capital of the
region is the ideal place for your next vacaticn, Withi=n the caidera which
provides the ratural boundaries of the province are many unforgettable sights.
Maidenslake prcvices some of the finest fishing in the country, and if you're
after a little high adventure; then the dungecns upon which the wealth of
Bordnan is built are the place fer you., Native guides are readily available
tc escort you through some cf the best orc hunting preserves tais side of
Moriae

4nd if you're staying in Bordnan iteelf, then be sure to stay at THE INN OF
THE RUFTURED DRAGON. Goodgulf's Guide To The Hostelries Of Middle Earth
has this to say about this fine old inn,

" Phe Inn OF The Ruptured Dragon is run by the bard Symphonix. It has a
gensral reputation for honesty, and a customer has never yet been rolled by
one of the courtesy giils. Symphonix however, is not a man to be argued with.
Tre name of the Inn refers to an uapleasant incident whieh occurred when
the Red Dwagon, Smyrfax, refused Symphonix right of way at a crossroad. Don't
try to skip out without paying the bill."

Next we look at one of the graint villiages and towns which cover the
province.,

PEPPERMINT PRCG PRESS NUMBER TWO
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As has been wmentioned several timen,
a duwngeon is heavily dependont en
whioh wock in mne dungeon wlll net neoessarily hnve
any ralavance to ancthexr. lowever, we found Lho miles
for language glven im the »ale bookn {aadegquata. Heb
preduced the following, whioh | will he unfog in my
dungeen 2190, MAO,

Lho charactcr ef
lts WM, and rulen

LANGIAGE
oA 1O0K .
1. GENERML
Be warnadi: Gnaga fedms wilth memateva of anny (L net nll) deceripiisan

are, t> some ﬁesuee. iIngalligent. Such divecnlity ol
inevitably, to

Many
intelidpgent racez lezds,

gueat Qiversity of laaguaxe. At lant cecunt, abeut thirty
languases were i: S e Sk Spstsn.,

syeak enly one
greatex th:

or two languages. However, ih
1s 1ikaly to sreaXx,

ef & monster, the more lanzuzges it
ts understand.,

0f course. Tmuwvslle
any of the crsatuwes
to reply shouli ther
but then agzin, cte

323 are under no obligatien to speak %o

S, and the creatures are under no obligsetion

2. Mazny will speak only under extremwe durezs -
it fer incessant chattering.

2s, or else enjoy playing cemt licate
tetween the two may be guitzs unimpert

24 NUMSET
A1l playe*

> ctandard
language for ¢ of humznold
types. £ larse ) of 1nve111gent monsters alg uwndersiand
Cemmorn. Speech,

a7
gensral, be far mecre respensive when
addressed in

=

The thecret - = of languages which can be learrt by any
human jlayer=charzct: > 2 # s and 13 evaluatea by use cf the equation:
(1) Kr = i * K(I-9) -~ F

sedernined {rom Table 1 belew,
. ryrm211ly (in this instance) has a
Wt Ere Lelluer

ree ¢f god, or some special foims

vers, of eourse, have a value of at least

Tay Toe DaTrets L BOWnSpaes2ring, rablits ayé considered as humans.



jl.ua

AsS FLIES ONE 3

Equgtion (1) is medified for dwarves and elves., A1l dwarves, regardless cf
intelligence and level, can use Low Dwarvish in additien to Comman Speech,
Similarly, a2ll elves can speak Lcw Elvish and Common Speech,

Por dwarves and elves, equatien (1) becemes :

(2) Nd,e. = 2 + K(I~i0) + F

Ze METHOD OF LEARNING LANGUAGES.

There are a nuaber of ways in which a language may be learnt: a character
may jouriey to a far land secking a teacher (This is costly, dangercus and
time~conswaing); he may bring a monster home frem the dungeon as a pet and
loern from it (this is difficult); or else he may learn from semeone in town
whs knows the langaage. Thisc last alternative is by far the easiest.

There are many travelling sages 3pecializing ir the lecre of language who
will pass nn seme of *their knowledge for a price, This is usually in the range
50 - 1,000 gold pieces, a very reasonable sum when the ease with which the
customer assimilates the language is taken into account. The sages! method is
this: ©The customer is put into a trance, and an apprentice is left to rexite
the necessaxy grammar and vocabulary into the custcmer's receptiwe ear, A
further light trance and a crash course with an ABC picture book nsually rakes
care ot Literacy.

This mathod of cramming is quick and simple but wearing oar the customer's

brain cellis. Learning plus convalescence takes several days, and, in any case,
nc moere than two languages may be learnt in any one D&D game sessian,

Language sages are fairly plentiful in a to'm such as Acradiez where many
racee and cultures meet. Nevertheless, very few 3ages kncw all larguages, The
probability that a sage knowing any particular language may be found in town
on any particular week are given nn the Language Table (See (5) helerw) as a
percentage, along with stendard tuition fees.

Sages will normally pve found around tswn - you may ask after them eor
advertise f~r them - or else they may be contacted through the Temple of
Learning. These wishing to defile their minds with the louler 1'ongucs may have
ta geek ont their teachers in the Temple of Shub Figgarath.

A warning: not all sages are trustworthy.

4, DIFFICULTY FACTORS.

Eeck language has been assigned a "difficulty factor" D.F. Thig
is related to the difficulty encountered by humanoid types attempting to
master the language.

If a language has a difficul®y rfactor cf x, then in general it can enly be
fully leerat by a humar with intelligence of at least (9+x), or by an elf
or dvarf with intelligence of at least (10+x), For exzmple : a human with
intelligence of 10 would, in general, be incapable of fluency in the Dark
Speech (D.F. 3). languages may ne partially learrt, so thazt such a human
would be capable of attaining some command of Dark Speech, However, lack of
fluency in a languag: naturally increases the chance of some misunderstanding
when speaking it or listening to it.

wihere was panic in the dungeon for the werd had got areound
That the balrog from level nine had got awayiesoeo"
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5. NOTES ON LANGUAGES (Nct exhaustivel!)
LANGUAGE ncsT D.F. % |SPOKEN/UNDERST®OD NOTES =
QP BY
1 Cemmcm - - - Jugt adcut all men,elves
Syeech dwarves,hobbits and ty
many, { about 40%) intell-
igent mensters
2 Low 100 8} 100 All elves and most
®lvish pixies,nixies,
dryads elc.
3 Low 10C 0 1CO A1l dwarves and gnomes,
Dwaxvinl sume centaurs,giants
trolls and ogres.
4 High 400 2 (1 120 Some dwarves,centaurs, Dwarvish secrvet
Dwarvish {50for|fer giants trolls and ogres signs oftan written
dwarvel) dwax) in runes cf High
Dwarvish,)
5 High 1,000 |5 (2 90 Most high-icvel lawful A creature with cha-
Elvish (100 feor creatures, e.g. lammasu, obtic alignent has
far elves Unicorns,Pegasi, scme only a 5% chance of
elves )| or dragons becomming fluent in
palad igh Elvish, and enly
ins. magic vsers,i0th
level or better may
ttenpt Lc learn
igh Elvish and BlacH
peech. A 10th level
+u. attempting tc
learn voath languages
hus a 5Wchance of
Permanent insanity.
This decweases by 5%
for every level
above 10th.
€ Black 1,000 , 5 50 Most high level chaotic A creature with law-
Speech intelligent creatures e.g. [ful alignment has
Nazgul,Balrogs,Liches, orly 3%chance of
evil High Priests, some becomirg fluent in
dragons, islack Speech, See
note above.
TA Ore-1 50 0 80 Soae or?s,gobllns,gnol;s, Each dialect is
- Sagaabii native to a pertic~
/B Cxe-2 |50 0 80 ﬁgggogigiégobhnﬂ»ﬂm“s ular src tribe. Orcs
) : -y . speaking different
7C Orc-3 50 0 30 i;%20252i;g0b11ns,kobalds, gialaots are Tikely
to belong to diff-
iD Orc=~4 50 0 80 SQme oxrce, kobalds,hohgob- erentPlianeh 3
lina be hostile to each
TE Ore-5 100 1 60 Scme orcs,kobalds,trolls |other,
giants, ogres,.
H I
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LANGUAGE CosT DJFe | % SPOKEN/UNDERSTOOD NOTES
: (G.P.) BY
TF Orc-6 150 2 50 Some orcg,kobolds, Anyone speaking one
treclls, giants ogres. or more crc dialects
will have some un-—
derstanding of tihe
others,
8 Dark 400 s 90 Some giants,harpies
Speech vampires ghouls
9 Grnyrchish 200 1 10 Gaxrgoyles
10 Hidden 520 3 50 Spirits&hidden beings May be learnt only
Sypeech (which are not often by magic users and
talkative): Invisible | clerics.
stalkers,elementals,
shadows,D jinn, Efreet.
11 Bird Speech | 500 2 10 All intelligent birds
12 Cat 100 2 20 All intelligent cats.
13. Dag 100 2 25 All intelligent dcgs
14 Bntish 400 z 30 Ents but alsc scme
other intelligent
plants.
15 Sphinx 200 1 20 Sphinxes
16 Siren 100 1 15 3irens
17 Manticcra 150 Q 20 Manticores
18 Triten 100 0 20 Tritons,nermen,
lizard-men.
19 Sahuagin 250 2 10 Devil-men of the deep
20 Mech-1 200 1 20 A machine language
21 Mech-2 200 1 20 A machine language
2z S--Aire-T- 50 0 50 Human language frem
Mcn anether contirent.
2% Sign 50 0] 80 Some intelligent May be learnt only
language creatures which by chose with dext-
cannct speak erity 14 or better.
24 01d Specch 500 3 10 Original builders cf
the dungeon
25 Sarkan 200 2 25 Secret "body-language" of signals for use
by humanoid types. Creatures flueat in
Sarkan can converse withcut this being
apparent te cutsiders. If 2 or more playersl
wish to learn Sarkan witheut others kncwing
see the D.M. privately ard something can
be worked out!
26 ? 100 0 10 The ultimate in language ene—upmanship- a

language which ne—cne else undexstandsl

Hewever, you can teach

language sage.

it te others via a
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EROM BARD TO VERSE

oxr

Songs to attract monsters by.

THE OWL BE%B SONG
(Ts the tune o
*Right"Said Fred.)

"Right!" said Fred,

Picking up his broadswerd

"This here owl bear jast really has to ge"
So we hacked and bashed it

But even as we slashed it

We was getting no where

And se ve nad to run away.

Then Charlie and Mick palled a nasty trick
And charmed a Type Pive Devil

Which raised them half a level.

When the ercs arrived

They went up ancther five,

"Right!" said Fred

Swigging dewn a petion,
"That there swl bear is really gunna ge."
If h2'd a neticn

It was shrinking potisn

Mizht have got him somewheve

But no!

So Charlie and me

Killed another crc or three

And ther we went heme,

CHRIS SMITH AND MARC ORTLIESB

THE LEADER'S SONG
(To the tune of The British Grenadier

Some die
And some

of fighting owl bears

of hunting deexr.

Some die of bashing balrogs,

And some Jjust disappear

But of all the deaths a man can face
The one I really fear

Is the stab stadb stad

In the small of the cack

From my comxzdes in the rcar.,

CHRIS SMITH & DAVE ?

DO _YOU FAT THE CLERICS TAST?
(Tc¢ the tune of the Smavties adverk.)

When you eat your rarties

De you eat the cleries last?
Do you munch them very slowly?
Or crunch them very fast?

Eat those armour plated people
But tell me what I ask.

When you eat your parties

Do you cat the cleries last?

CHRIS SMITH.

DO YOU KEN JOHN PEEL?

De you ken John Degl?

Ayz, I know the bugger well

With a mace and a hamrer

And a hroly sword as well

And a way of cheating clerics
That hae paved his way to Hell
As he revels in his evil reputaticn.

Do you ken John Peel

With a firebemb in a sling

And his plus four plate

Geing ting-a-ling-a-ling

well he likes to kill an elf
But it's not just for his health
Cause it bolsters up his evil reputation

Do you ken John Peel?

He's the terror of the land
He killed four and twenty rangers

And he only used one hand

For he had to use the ether
To econtrol his little tand
And to compliment his evil reputation,

MARC ORTLIEB.
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The dungeons with which I am associated are basically slow advancement
dungeons. Characters can nomally expect tc spend at least six expeditions as
first level characters, and naturally, magic users even leonger. ( Bndwe, my
eiven magic user in Rob's dungeon, has been on nine expeditions, and has
eighteen hundred experience points.) Vie find that this suits us, because it
givas us time to adjust to our characters and to identify with them. It leads
to the situation in which Cringe Swordbreaker O'Flynn, my brotner's fourth
level fighting man, bought a set of party hats and whistles to celebrate his
twenty fizst expedition. However, slow advancement does shcw up some
~haracter inadequacies, Our first problem was that fighting men were rarely
g=tting tc second level. A lucky blow by a kobcld wipecd out szeveral cf
out best fighters. We brought in two measures to combat this. The first was
that a level one fighting man had a maximum of 12 Lit pcints. He rewerted back
to the eight sided dice upcn reaching second level, but this little boost,
bagirner's luck mrght account for it, lead to far more of our fighting men
progressing to second levzl. The seccnd change was to advance fighting men en
the clerical scale of experience. it seemed to us unreasonatle that a fighting
man should need twothcusand experience points to go up a level when »ne
considered how little they got foxr advancing a level,

The other class which was sadly lacking al low levels was the clerical
class, Since first level clerics. and indeed, clerics up to about fifth level
were next %o useless, they tended to be used as second string fightiaig men, a
job which their six sided hit dice made them vnsuited for. Ve decided to iry
and make clerics more valuable so that people would take more care of them.
The system below was devised :b¥ Rob and has beer used juite successfully in
his dungeon, I‘'m bossing up the possibility «f using it in my duageon at the
momenk.

SPECIAL ABILITIES FOR CLEERICS

ROB_LCCK
Taple:~ Wisdom to Abilities

1_—IEVEL 7 ' 1--3 i .4"6 7-9
_ WISDOM & | A~B| MR 'AURA| TS | A-E| MR |AURA | TS |A-F | IR Kum TS
9 o =] 10 =1 <= 120 [1c | = =i =nises
9-12 -]« | 20 2f -| ~ 40 {30 -|-= 6U ! 40
13,14 -] - 30 {30) =1 - 50 | 40 [ - | - 70| 60
15,16 - - 40 | 401 - | - 60 |50 | 25| - 8C| 80
17 ’ -t -~ | 350 [50;25] - | 70 | 60| 50| - 90 [100
18:01-40 | = | - 1 60 | 63| 50| = 80 | 70 |100| 10 | 106|120
41-70 {501 - | 70 | 70[100 |10 | 90 | 80 [20C| 20 f 1201140
71-90 | 80 |10 | 80 | €0[150 | 20 [10C | 90 |300f 40 | 140160
91-99 100 { 25 | 90 ‘ 90/200 |50 120 1300 { I [100 | 170)180
00" 10C {50 |100 1100!300 100 140 [12¢ | I 1100 | 200200

i — 1 i i '

N.B. Base %s given above are MAXIMA. Adjustments,if applicable, are always
downwards from tnese.

A-p :Anti-ESP

The tuble gives the cleric's borus saving throw against any form of attempted
mind reading or mind control (e.g. Cham)

ADJUSTIHBNT : Base % x Level of clexric
Level of ESPer
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MR : MIND-READING

May ettempt to use three times per day.
AD JUSTMENT Base % x Level cf clexic
Tevel of mind xread

If a cleric attempts mind-reading and fails, then there is a chance +*hat
the subject will realise that such an attempt has been made.

M chance of this is 1. ¥ 100% minus the clerie's chance of succeeding,
with dewnwards adjustments fer low intelligence/wisdom subjects.

AURA
Thie is

AURA OF

divided intec AURA OF PLACE and AURA OF THING.

PLACE gives crude data abcut the "vibrations assceiated with a place,
It may be used four times per day.

AURA OF THING may be used to detect the aura of an object, place or thing. It

may be used twice per day.

The data gained reveals scmething about the purpose/origin/alignment of mcat
magical items, and scme special non-magical items which also have avras.

As with all psionie powers, the most accurate and specific informaticn is

obtained when the object concentrated upon is small/localised/specific. In

general, aura can only be detected when the cleric is within touching distance
cf the cbject in question,

AD JUSTMENT Base% x Level of glexic

Level on which object/place is located.
TS: TRUTH SAYING.

Cleric can detect whether an intelliigent being is telling the truth. (i.e.
the truth to the best knowledge of that being.)

If the clexic can't understand the language being used, the sincerity of the
statement can still be evaluated.

This ability may be used three
ADJUSTMENT As for ESP.

times per day.

CLERICAL PSIONIC ABILITIES either give true information or, if the ability fails
no informafion at all,

& R T I S R T
Chris Smith provided me with the following information on a new monkish

weapon. She doesn't quote source so my appologies if I'm stepping on anyone's
copyright.

" A great monkish weapon is a kusarigama (or it might be kasurigama) which is
a morningstar on the end of a military pick, Of course, you have to be
dextercus (15+) and it needs a fair amount of space, BUT, a monk who gets one
abtack per melee gets to hit with each end each melee. (Damage :- m,pick 1-6,
m.star 1-4. Morning star tangles the opponent on 19 or 20 in attack and on

18-20 in defence, then the tangled one has to try to get free while the monk
cuts them to ribbons with the sharp end.)"
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TAIES OF THE SYDNEY DUNGEONS
Chris Smith.

((NOTE:~ I've been wanting 1o print some of the material
Chris and Linda have been sending me for quite a wiiile
ncw, and this letter fits perfectly into AS FLIES.
However, T hcpe the information here is nc longer
current for the sake of Chris's cleric. Chris, if
there's any D&D stuff in future letters which ycu
would like left secret, please bracket it with DNQs. MAO))

In indrew McDonald's werld, my third level cleric is scaring pecple silly
by threwing tirebalis, lighening belts, and making pecple keel cver from a
distance at the point of a ringer...Well, wctually, it's his eword ¥¢£ she
(it's very cunplizated) got a while ago when ncbidy was watching. It thraws
jllusicns. (She dcocn't use it te bash with, or to detect metal with, oxr any a1
tnme cther things it aces.) New, shis 1il cleric is evil (cf course) and Andrew
reckons this i3 all good fan ('cause he is too,) so I get away with mere than
I shewnlé. Frinstance I like %o mut doors in the dungeon where thexe ain't any,
and remove doors wnere there are. This leads to people flying into roocnc head-
first after "knocking down" a door that wasn'! there etc. I got 35C experience
noints in one expedition just by being evil iike thie, Another fun trick is
to make somebody think their armour has disappeared when in melee, or to put
corridora where there are stairs down, or to administer fake "Cure light wounds".

One Fine Day In The Wilderness, we fcund a fire giant. We killed it. It
regenerated, We slit it open and put rocks in. 1t sterped regererating. I then
invented the Five Glant Grenade, Remove piece o»f Fire Giant with rock ia from
backpack Remove rock, Dcuse in oil, light and “hrow at enemy. It regererates
damn fast when it'!'s on fire. Variation on the same theme: I opened a buticher
shop and s0ld hunks of at saying

"Ttis really good meat, Just pop it in the cven and leave it for an hour or
so ,?
FPifty Fire Giants can really destroy « town.

Week before last's was a fun expedition. Cleric huad a dyirg cvise laid on
#%f her. (He was a he, but he was turned intc a pansy (the plant) and the
sarty werc trying to crunch him, so, not being able to do much else, ae prayed
o Messiana for help and gut Hturned into a jacaranda tree. (he shouldn't have
esked Nessiana.) (Oue thing this cleric can do 1s piay ~ rolled (%%) Tne txee
was in blosm.When it finally got turned human, it was female and had a jacaranda
tree on the wey (and didn't know the gestation period.) ) Anyway, it got cursed,
(WOrvles' It's inmune to all clerical magic. It drew this and 1. 3eneration
from the deci.) The cnrse “said #*'May the power of darkness fall upon you and
all those who have ever known you,"** Curser then expired. (He'd known me yzars
aga!)
Now this is a fun curse. I am third cousin to the King. It is an Escablishad
Character, Just about everybody in the dungeon knows me! Fun began at cnce.
I threw a fake farecball or three at an annoying grot magic user in our party.,
He seemed to fall over dead from no particular cause. (The party doesn't see
aay handwaviag with a fake fireball,)

"Must have been the curse" I said sagely.
w T don't like the look of it." They all said.

Poor Jennie's third level Illusionist got home to find hexr xich daddy
dead on the carpet (of 1right yet) and Temogorgon waiting for her. He snatcilel
two levels beforc she ran off (and daddy's property got cenfiscated to cover
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the damage etc., se she's s+t111 poor). Certain cities ever a period of time
had been getting raired cn — mud fer a week, then blood for a weex, then they

disappear. The town where the King lives get rained cn, no mad - it went
straight to blocd. The King is not pleased.

Now, the cnly way they're gorna get the curse off them is to get the
curse off me — and T don't wanl a remcve curse. I like

things the way they are.
The more evil,fear and cha<cs the better.

How te scare

Jack Herman. (Not an easy task) Our
rearded dwarves in

the woods., They tried to zattack uc.

"] bags the cne with the staff" says I, goinzg nowhere near any of then. (ugl
Risk my skin??? Never!) Dwarf next to the magic user dwarf (who has pavalysed
one of the party witn that staff) has copped a Jightning bolt and dies.

party met 13 blue-

"Dhis cleric throws ligatning bolts????!!" chcius Jack and ancther (both druids)
as I matters "Ratsl!Missed!" Dwarf on osther side of m.,u.dwarf drops d=zad Trcm

no apparent reascun. (They eye me werriedly). M.u. dwarf turas all red and
crispy when Jack's druid throws twn lightning bolts &t ocuce.

"What? I didn't do that!!" says Jack. I shakes hands with him. He it very
scaved cf me. ke will not stab me in the back Like he usually does (uo every
one!) (Jack threw a real Lbolt which it saved 2gainst. I threw a fake Lbolt
It failedvio save vs illusion but did save vs Lbolt and so tcok fall damage of

Jack's original Lbelt.) I also have X ray vision frem the encounter with the
Dec!z of cards.

"] bags the ring it has in its pocket"™ I say. They don't argue very much.

As I was saying, this cleric can pray. At one stege it was fleeing fxrom
the dungeor with the grot m.u. (with no spell left) and Jennie's deal L-dy over
its shoulder absorbing the missiles (1-6) fired by the pexrson lying oun its
belly at the end »f a lcng corridor (where we couldn't get at it) and wao
gseemed immune to fake magic stelis etc, and the rest of the party haa buggered
off with their teleport rings which I cdidn't nave any of. Only one thing to do.

"Helri" T prayed and xolled €84, The miscile fire halted and there was dead
silence from behind.

"ywhat about the dead illusionizt? I saicd,

tyghat about it%" said Anarew. I rolled C7%. Dead body was 2hp better off
(stila dead). i then rolled O6% and the dead body got an extrz 4 poinis better
aad sat up and said "I feel awful.” We laler met up with the rustv of the
perty, I killed the grot m.u., Jennie met the curse, Jack got scared and I
gave Linda's (goody-goody--type) cleric its own personal fake mvd cloud, which

followed her around and seared her half tc death. (This was fun. I told her It
Was The Curse,)

T asked Andrew if I coula bz one of the powers of evil and invent nasty
things to happen to pecple and he said "why not?? and that's what I'm up to
Nnow.

SR R T e e e e T e e e T e e
B e e e B e e

Whilst i%'s rcally not anything to 1o with D&D, and what's morc is probably
teying to avoid D&D like the plague, I thought I might just plug UNICON IV
here. I+ will take place over the EASTER longweekend with Brian Aldiss as
guest of honour and Roger Zelazny as special guest., The venue is the Melbourne
Tovn House and membership costs $10-00 until March 1st and$15-00 thereafter.
Monies can be sent to UNICON IV,BCX 106, Melbourne University,Parkville,
Victoria 3052 Looks like being a good show,
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To reveal an editor frantically tryiug to justify himself.

Welceme to AS FLIES number one. It is, as yeu will no dcubt have noticed
an amateur magazine devoted to the game Dungeons and Dragons, hereinafter ’
refered tc as D&D and 1 gather vhe peecple at TSR are appreciative if one
mentious the fact that they de hold copyright for the game.

Please nate, tnat I do stress the word amateur. As you will netice from
*he centents page, there is no subscription rate for AS FLIES. [t is available
in exchange for letters, articles, artwerk or on editorial whim. This applies
equally to the converse., I will not pay money fcr letters, articles ¢r artwork.
I wouldn't mind trading though if anyone out there produces a wargaming zinz,
or for that matter a science fiction ranzine, though I do have my own sf fanzine.
MINAPDOER which I trade fcr sf fainzines. The regularity of this fanzine will :
put a constinated elephant to shame, in that it will only be printed when I
have encugh articles, artwork, maper and time. Expect it when you see it.

The cever and title of this zine are deliberately chosen to confuse those
peeple who received ALICTAN FIEIDS 2, The ccver is the same, because I ran off
a lot too many, ana the initiales are the same because I didn't think at the
time ¢f naming this thing.

Buc a bit of background. I have been playing D&D fer almost a year row,
and have been promising to put out a zine for almest as leng. This particular
igsuc is dedicated to Chris&lLinda Smith who, along with Dave Pengelley aad
Margaret MacKie introduced me to D&D at MONACLAVE last January. You will
netice Chris's name in a number of places around the zine. The other main
force hehind this issue was Rob's article on languages which I'd been promising
%o prant for ages.

Adelaide D&D, tec the best of my knowledge, has crystalized around three
centres, Thers are several dungeons attwched to the Scuth Australizn Historical
Var Gaming Scciety, who have been playirg for about two years. I know little
about their set up, having met their President ence by accident whilst raiding
Military Hobbies, the local suppliers of D&D materials. Th2re may also be
dungeons connected to other war games groups in the state, I believe Steven
(unnell mentioned that Group North had some dungecns.

The sccond centre is connected to the Adelaide University Science Fiction
Association. Perry Middlemiss ( 1/52 St Aunes Place Parkside S.A. 5063)
runs one dungecn, and a dungeon, originally designed by Dave Hedsen I believe,
is regularly run in the Uni. I haven't been through either yet, but I intend
to run a character through Perry's dungeon one of these days.

The third centre is somewhere about half way between our house and that
ef John Packer, and here [ can speak with a lit®le more rirsthand kncwledge.
We have three dungeons running at the moment and have worked out a nice threz
week cycle to allow the dAms time to repair the ravages of the parties.

John Packer (12 Charles St Nerthfield 5085) runs a dungeen witi rathex
cxotic leanings. There is a special bornus for being able to swallow one cf
Mother's meals without upchucking, We have also had probiems with animate
onions with fists doing 1-6 points of damage and a gas weapon whkich takes
effect when you hit them.(There isn't a dry eye in the house.? Any traveller
in Joan's dungeon is wary of the sound "whiff whiff whiff" which heralds the
arrival of the Thesauwus. Indeed, on one occasion one of our magic users was
shot by a thief to discourage his actions in attracting Thesauri.

RIS



AS FEIES ONE 12

Reb Lock's dungeon has a habit ef sneaking up on one from behind. There
was, fer instance, the time we were walking threugh the junkyard locking for
a goblin villiage to investigate only tc find that we were gstanding in the
middle of the town square., The inhabitants of the dungeon include Bode's
Punkerpans and Lady Gertrude, the fat lady of Limburg. In his dungeen, cne
of our most valuable artifacts is a sword, +5 vs machines.

I get rather tonguetied talking about my cwn dungeon, Suffice it tc say that
it is based on ALICE IN WONDERLAND to a large extent, theugh at the moment,
this is most evident on level twe. If I have space, I'll print some details
on my interpretations of some Carrollian monsters,

You will note the lack cf address for Reb’s dungeon and my own. This is
bzcause our place of abcde is not fixed. We are looking for a new place at the
moment, so any correspondence to AS FLIES should be directed to 70 Hamblynn
Road Elizabeth Downs 5113 until further notice.

I gather that there is talk of starting up a D&D apa in Sydney., If se,
and anyone has any further details, I wsuld like to hear from them.
Anyway, that will have to do for now. The introductcry sized sample edition
of A8 FLIES. (Ncte:- There is no prize for guessing the source of the Title cf
this zine,)

WwHAT IS THAT MONSTLROSITY?
T#% BANDERSNATCH
No appearing 1 A.C, 3 Mcve 15" Hit Dice 5 %in lair 50%
Treasure Type A Bite 1~12, 2 Claws 1-8.

Tees magic as a chaertic level 5 magic user but has an Instantaneous polymcrph
self spell which may be used up to five times a day. In human ferm it appears
as a slightly effeminate man in a pink suit, Its natural form is dragen shape
with wings, In beth forms it has a +5 on saving throws. They are impcssible
t¢ catch (See Mhrough The Looking Glass Chapter VII), have long necks and

are impossible te bribe. (See The Hunting Of The Spmark Fit the Seventh,)

THE JUB JUB BIRD

No appearing 1-4 A.C. 5 Move 12/24 Hit Dice 4+2 % in lair 8C%
Treasure type B Bite 1-10 Claw 1-6.

A large eagle type bird with a bright red crest and a shrill cry. It will
eften befriend a druid and druids may have one as a steed. There is a fifty
percent charce that a JubJab will speak Common Speech, Again, uvnbribable
(see The Hunting Of The Snark, Fit the Fifth.)

MIMSY BOROGOVES

No appearing 2-12 A.,C. 9 Move 6/12 Hit Dice 2 % in lair 100%
Treasure 10-100Copper each, Bite 1-~6.

These are shabby looking birds of very low morale. They will flee at the sight
of a party of half their numbers or more, Non-intelligent, (See Through The
Leoxing Glass Chapter VI.)
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