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When words fail, images tell all. » : \
Desmuriak, sage Enchanter of light and sound, A RN \ ‘ 5 \\\\\\‘ /
knew this well. Though he lived in a time of strife ||NMP=§/ a N R N
and lawlessness, he forswore violence save in the || f7 \xgR\ " P
greatest need. If artifice or ruse could be employed
as effectively as sword-stroke, such was
Desmuriak’s choice. His greatest exploit resulted
in a Power that yet bears his name. On the wall
of the Duke of Wu-Dzu’s great banquet hall in
Bao Loati, the sage created a scene of such
marvelous realism that all were amazed. Most
astounded was the Duke himself, particularly
when he realized that the dramatic images
portrayed a conspiracy to rob him of his throne —
and his head. Alas for the worthy Enchanter, his
Powers were not enough to save his life from the
sharp axe of a disgruntled conspirator.
Nonetheless, Desmuriak’s legacy lives on in
those who strive to bring the Lejendary Earth,
its glories and triumphs, tears and tragedies, to
life with their own personal varieties of magic.

SCENES FROM DESMURIAK’S CANVAS:

Tina Druce-Hoffman

Struggling to gain attention in her large family, Tina Druce-Hoffman began her illustration
career at an early age. Her first media consisted of window screens, dining room table undersides,
and crayons. The subject matter basically included unicorns and various way of replicating her
signature.

Eventually she developed her skills at Northern Illinois University where she somehow had
the unbelievable luck of studying under Mark A. Nelson. She survived, much improved by his
teaching. (It really is all about the sound effects you make while you paint, draw, etc...)

Fantasy gaming companies that Tina has worked for include Precedence (Wheel of Time™
Collectible Card Game and RIFTS™ Collectible Card Game), Green Knight (Tales of Magic and
Miracles™), Hekaforge Productions (Gary Gygax’s Lejendary Adventures™), Inner City Games Designs
(Ritual of the Golden Eyes™), and Fast Forward, Inc. (DragonEIlf™ Collectible Card Game).

To view more of Tina Druce-Hoffman'’s illustrations, visit her website: www.tinadh.com.
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THE COVRIER’S POVCH
A Letter from the Keep

Hail and well met, gentle-folk!

It is my honor and privilege as editor to
welcome you to the premiere issue of Lejends
Magazine. All of us here at the Forge and within the
halls of Castle Gax and Falconsflight Keep have
pledged our utmost effort toward bringing you a
magazine you will use and enjoy.

Do remember that this is as much YOUR
magazine as ours...nay, perhaps even more so. We
welcome your letters, your e-mails, and your
contributions. Yes, even your criticisms...They are an
integral part of the ceaseless work of creating the
Lejendary game universe. To this end we have
developed guidelines for article and illustration
submissions, available by e-mail or surface mail upon
request as well as through officially-approved
websites.

Letters or other correspondence may be sent to
us at LoreCollege@aol.com, or by regular mail
at:

Lejends Magazine

C/o0TRS

7202 38" Avenue

Kenosha, WI 53142-1910.

If you have a question or comment that you
wish to have specifically addressed by a particular
columnist, kindly note that fact and we will route your
letter to the proper person. Correspondence printed
in the magazine may be edited for length and/or
grammar.

That said, I will keep you no longer from the
adventures that await...

o

E!g?é@Sﬂ%‘—_)

FROM THE FORGE
April-May 2001
By Chris Clark

It's warm in here, warm to the point of perspiration.
It’s noisy, cluttered, and there is hard work to be done,
always. Yet this is the happiest place on earth, for [ write to
you from the Forge. Our little smithy is nestled in a peaceful
and quiet village, away from prying eyes. Mr. Heka, the
renowned wizard, drops by daily with a large sack of raw
magic, which I then disburse to the various smiths laboring
over the fires within. Often, I'll pick up the hammer and
work some craft as well, and on occasion, I get to add some
magic to the sack. No pursuit could more greatly satisfy,
for this is the Forge, and I am the master here.

We had quite the busy month here within the
oaken-timbered shell of the Hekaforge. Invaders attacked
the inner sanctum during April. The attack completely
wiped the ongoing magic of our forge from existence,
although, thankfully, all truly Extraordinary items use an
entirely different tool than that which was sacked by the
invading Visigoths. In less cryptic terms, we contracted a
computer virus (H :95 P: 98 S :23 A&A: one attack that
devastates most of the work you've done for the last
month), and it wiped out our IBM system. Thankfully, all
actual writing is done on a separate Macintosh system that
NEVER sees the Internet. The old IBM was replaced with a
newer, more powerful model, so perhaps all is for the best.
It cost us a bit of production time, however (about two
weeks —ouch!).

The Hammer

We had some friendly visitors as well. Mr. Chip
Weeks came and spent a few weeks with us here at the
Forge. Chip is the newest addition to our burgeoning family,
and is doing his level best to launch a comic book based on
the Lejendary Earth™ world. The comic has been tentatively
termed the “Dawnstar Chronicles,” and a sample of his
unique vision appears in this very magazine. Chip hopes
to release the first issue of the “Dawnstar Chronicles” at
GenCon this year.

The GAMA (Game Manufacturers Association)
Trade Show was great for us, and it did not bother me much
that it was held in Las Vegas. We picked up two new tools
there for use at the forge, namely Alliance Distribution and
Alternative Cards Distribution. Why should anyone who
enjoys playing Lejendary Adventure™ care about that? A fair
question. What this means is that our products just became
that much easier to find at your local gaming store. If your
local retailer doesn’t carry it, he probably uses one of our
distributors now, and can get it for you.

New Projects under way include the naming of
Kelley Dougherty (known to some as SpaceGnome) as the
new Royal Cartographer. He, with the help of Mapmakers
Extraordinary Chris Smith, Brian Moseley, and Tom
Harrison, have undertaken the task of creating higher
quality maps for our modules, sourcebooks, and for the
upcoming Lejendary Earth™. The Fellowship of Lejendary
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Adventure Gamers site has been stymied, but we are still
getting bids on having the site redone from scratch. A full
site map is still being created, without which this process
is on hold. Fear not, such is on the “immediate” list. The
“Mouth of the Marsh™” cover heralds the introduction of
a new freelance cover artist to the Hekaforge staff. Tobias
Brenner, a German artist, has given us a beautiful first effort,
and I think all will be amazed at his grasp of the mystery
and nobility of the Lejendary Adventure.

New Projects also includes the panorama that is
the Lejendary Earth™. Having struggled for months with a
project that was, frankly, just too big, we finally decided to
put the material out as a series of smaller (and more
affordable) source books. There will be a total of five books
in the series by the time we’re done. The first two are:

The Gazetteer™: This book contains general
information about the world as a whole, including political
structures, land masses, oceans and currents, etc. This
product should be ready by early summer.

Noble Kings and Dark Lands™: This book contains
in-depth information about the lands of Apphir and Varan,
as well as a section on ancient rumors and legends of the
area. This one will be ready by mid summer.

Here’s the best part. All of the books in the series
will be full production quality softcovers and will be
available for less than $15.00 each. More on this as it
develops (next month).

New Programs include a couple of possibilities for
new free demonstration modules, under the program I will
delineate here (in case word of this has not reached those
assembled). The new program is designed to accomplish
two goals: first, to get more people playing Lejendary
Adventure™. The more people who play, the easier it is to
find players. Second, the program is designed to get free
product into the hands of those supporters of the system
who deserve it. Here’s how to get involved:

1) Go to your local game store owner or convention
organizer. Explain that you would like to run an event or
demonstration.

2) Let us know about it at FUZHero@aol.com. We'll
need the name of the store and their preferred method of
contact (telephone or e-mail), as well as either their e-mail
address or telephone number.

3) We'll contact the store to make sure that the
demonstration fits their needs, and send them a product/
prize that they can either sell or give away. If you are
running an event at a show, we ask only that you send us a
copy of that show’s pre-registration listing (showing your
event) or a quick note from the con administrator saying
they have received your event.

4) We'll send you whichever module you want
from the program. All of the modules come with pre-
generated Avatars to save you some time and trouble.

Currently the only module available through this
program is “The Rock,” although “The Judas Goat” should
soon be available, and we are giving consideration to “A
Question of Tribute” and “Dead Calm.” Allin all, it's a great

IejlceNDs S$S=_——>

way to meet some fellow local gamers, and to get some
free product to boot. The official tournament modules
released under this program, furthermore, will never see
full production, and may only be acquired through the
demo program.

The Anvil

The anvil is where tools are applied to projects to
turn them into products. “The Eye of Glory” released on
February 20th. Martin Dougherty has crafted an intriguing
tale of “small-town kid makes good” with a few twists that
I guarantee you won’t expect. “Mouth of the Marsh™” is
out; it finished up as a 60-page book, loaded with art from
newcomer Buddy Simon as well as some from our old
friend Jim Mitchell.

We are a bit behind due to the computer virus but
we are recovering nicely and should be back on schedule
by GenCon this year. Speaking of which, we are currently
planning some nicely visual (figures and Dwarven Forge™
dungeon geomorphs) demonstration events of Lejendary
Adventure™ in the Hekaforge booth this year, although I'll
be more forthcoming with details as the con approaches.
Augury

Think of this as your crystal ball to the inner
workings at the Forge. It's my chance to share with you the
more intimate and personal details of what we all do here,
with the one proviso that I won’t comment on matters that
might lead to unwanted litigation. Gary and I have been
embroiled with the inclusion of various materials in
Lejendary Lite, he opining that the Elementalist Order is a
must-have, my position being more spells for the
Enchantment order. Elementalists will be glad that Gary
has won that battle. We managed to organize a total of 74
events for the two companies for GenCon, 19 for the
Lejendary Adventure, although not without a few pots of
coffee. Our own game night has been moved to Monday
and back to Fridays again; it cost us Mike for a while (he
plays an Ecclesiastic, and his services were sorely missed;
his habit of grabbing the best available loot and killing any
NACs that disagree with him somewhat less so). With the
return to Fridays Mike’s Ecclesiastic will once again be
converting the heathen...whether they like it or not.
Wrap-up

This is where I get a whole paragraph or two to
express my opinion. First, I would like to say that the fans
I have interacted with, whether on the MSN community, at
cons, or via e-mail, are some of the most fun-loving fans
who exist in the hobby. We have need of swelling their ranks
and thereby increasing the number of fellow gamers with
whom we might all play. With this new magazine, a new
novel, and possibly a comic book in the works, I think it’s
only a matter of time before we’ll all be under pressure
from the newbies to the system to “play for just one more
hour.” Already the events we run at shows are well
attended, and I have yet to meet someone dissatisfied with
the system overall (although many like to tinker with it a
bit—which is all well within the intent of the rules).

That is my wish...I'll just keep hammering away.
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Just as the nations of Lejendary Earth each have their own
distinct set of laws and customs, so too does each Lejend
Master bring his or her own viewpoint and customs to the
playing table. In this continuing series, we will look at
different styles of customizing play, and the reasons they
arose.

Laws o The Realws

A Sufficient Presupposition
By Daniel Cross

“What do you mean my kobold can’t have
Chivalry? Why, I do believe this is a fascist system, clearly
human-centric — you marginalize every Alfar society!”

~a scary player

A Lejend Master’s job is undeniably tough.
Often he is expected to possess not only a penchant
for storytelling, but be at once aloof, impartial and
shrewd, possessing a quick wit, an encyclopedic
knowledge of arcane history, ancient technology,
mathematics, metaphysics, and a comprehensive
understanding of the fantasy genre.

In fact, LMs often tell themselves this, and
under such conditions gather a group of players, eager
to prove their intellectual mettle, hoping to be
inaugurated into the Lejendary Hall of Fame. Alas,
too often such a one finds his every word challenged,
is told that his interpretations are wrong, or his vision
lacking. And so instead, this pitiable soul becomes
inoculated with shame, losing his confidence.

But such does not need to be the case! It must
be said that while becoming erudite is valuable to the
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expects the rules of the game to facilitate his Avatar’s
fair chance of survival. In short, no player wants his
character to “suck” because of a game system’s
restrictions. Yet, there often exists a rift between the
Lejend Master and the player’s understanding of what
constitutes a fair restriction. It is this sort of debate
that can quickly deteriorate into a wrangling over
points of history, political theories, philosophy, ad
nauseam.

Thankfully, the Lejendary Adventure game is
malleable enough for a Lejend Master to alter its
parts —even radically —without breaking the whole
system into incoherent bits. But before one does this,
it is advisable to think carefully about exactly why
those changes are being made. If changes are done in
the wake of discussions about restrictions to Avatars
at time of character creation, then it pays to be
suspicious. A change that would seem reasonable in
light of a player’s logical argument may actually
violate the spirit of the setting, —i.e., the Lejendary
Earth —altering the implicit demographics of the game
world. But thatis, as in all things, the Lejend Master’s
prerogative.

I predict that the most common questions and
debates to be encountered by an LM would revolve
around Orders and the Ability system. We will deal
with a single topic (leaving out broader spectra of
each) from each issue in turn, each seen from the
standpoint of a “Gygaxian” fantasy game world.

No Escaping the Past

First, as a supplement to Gary’s article “Order!
Order!” consider the concept of the Avatar who was
once a Nobleman, but was framed and stripped of

Game Master, it is not requisite that one be an
expert in every subject, as this game deals with
a fantasy world. Despite this, some players will
often demand that the rules be bent to their ideas
regarding verisimilitude. While not allowing
this article to spiral into a non sequitur
discussion of relative pluralism, let it be known
and with great emphasis that a worthy Lejend
Master should never allow himself to be bullied
by pontifical advice!

With that said, we bring up the issue of
rules questions. The distinction has been made
in the past between a player who acts like an
unscrupulous lawyer, manipulating the LM to
gain some advantage, and one who simply
remarks on aspects of the game that are not

completely understood, or could even be
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his status and so wished to become an Outlaw.
According to the rules, one cannot be both Ordered
as a Nobleman and then later switch to become an
Outlaw, not ever, but outside of game-balance reasons,
why should it be ruled as such?

After all, it may be reasoned, in other game
systems the characters are allowed to bounce between
occupations more often than those people belonging
to Generation X. So why ought it be that the rules
prevent an Avatar from abandoning his Order and
joining another, picking up the new abilities as
required, even if lacking the first Ability as the first
chosen?

In answer to this, the basic premise of the
Lejendary Earth is basically that of a medieval culture-
society where one is accepted by a social class,
company, guild, or whatever. In the event that one of
the Noble Order becomes outlawed, he remains a
noble, despite his criminal activities. He might gather
various criminals around him, but he isn’t truly a
member of their society, because who one is in society
cannot be altered, regardless of later Abilities acquired.

This is not to say that the outlawed Noble
could never be accepted by the Outlaw Order, if the
LM allows, likely at such time that Waylaying Ability
is the highest scored of all possessed. But at such time,
the Avatar ought to be considered Unordered, neither
a Noble or an Outlaw, but something unique. More
likely, the “organized” outlaws will never accept or
trust a person who was born a nobleman, just as the
reverse is true. A noble can be stripped of titles and
become outlawed, just as an Outlaw Order person
might be ennobled. Doesn’t change most folks” mind
one way or the other.!

But did not, say, Conan the Barbarian or Gord
the Rogue in some sense belong to several Orders
during the course of their careers? The answer to that
is an unequivocal “no;” both characters should be
considered Unordered, having followed no path of a
specific sort. While the LM retains the option of veto,
the cultural-societal assumptions are clear. No way
does one move from one Order to another. The player
wanting the flexibility indicated needs to use the
Unordered Avatar.

Gary Gygax elaborates upon this point:

Imagine someone who is raised and trained a
certain way, much as people were in the medieval period.
Thus the Avatar is developed, with the first Ability being
that on which most time was spent, and the second and the
rest likewise being inculcated and taught, acquired and
practiced over years. That person is suddenly “defrocked.”
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Does this then mean that one doesn’t have all the Abilities
and traits and attitudes from his former position? Of course
not. One can change one’s name, but not the rest —
especially in a society of the sort subsumed in the LA game.
Furthermore, how, and from whom, does the Avatar then
go on to acquire a whole different set of Abilities of wildly
varying nature from those he or she was taught and trained
in from childhood?

Of course, this is not to say that an Ordered
Avatar cannot acquire new Abilities as covered in the
general rules. An Avatar belonging to an Order is free
to acquire whatever Abilities are desired, once enough
Merits are gained (and a master found to inculcate
the base skills, of course—see Training in Lejend
Master’s Lore™, pages 140-142). Now, following the
basic advancement rules, while recognizing the
society as subsumed in the game, it is possible for a
“defrocked” Noble (or Priest, or whatever example
we use) to become an Outlaw type (or Rogue, etc.,
although Unordered), IF he acquires some degree of
Pretense and the transition was played out during the
game.

Scrutiny and basic perception

As for Abilities, we shall address the Ability
of Scrutiny in relation to the larger question of reflex;
reactions in the game based on the unconscious use
of Abilities or capacities drawn from the normal
senses.

In the Lejendary Rules for all Players™ under
the heading Deciding Checks, it is written:

There will be many situations that arise in play
wherein the LM may use either a Base Rating or an Ability
as the basis for a check. A check of an Avatar’s perception,
for example, may involve using the character’s Speed
Rating. The check might instead use an applicable Ability
such as Scrutiny, Hunt, Savagery, Nomadic, or Urbane,
depending on the location and circumstance. The player
may suggest the applicability of a specific Ability, but the
LM, as always, has final say in the matter.

A player might read the above and ask, “Why
take Scrutiny at 10 points as my fifth Ability when I
can simply use my default skill of Base Rating Speed
at 15 percent, raising that Base Score with merits
through play?” The answer to that is straightforward.
Scrutiny is absolutely required if the Avatar wishes to
possess not only “sleuthing” talent, but any capacity
for mindfulness at all. Without such an Ability, it is
likely that only loud or unusual sounds or strong
scents would alert the otherwise oblivious individual.

(continued on page 31)
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LOST LORE

New Powers of Psychogenic Ability
By Gary Gygax
Illustrated by Martin Siesto

The following lists repeat all of the Powers found
in the Lejendary Rules for All Players™, but there
are also new ones given, shown in bold text. The
numbering of Powers is given for the benefit of
the LM, so that random ones can be selected.

Psychogenic Power Listing
Ability Assumption
Alter Vibrations
Amnesia Inducement
Apport & Teleport
Arcane Understanding
Aura of Awe
Charismatic Charm
Create Contentment
Empathic Confusion
10. Freewill Feeding

11. Intellect Arrow

12. Lifeform Levitation
13. Material Sensitivity
14. Mental Uplift

15. Mind Over Matter
16. Nictoscopy

17. Object Levitation
18. Parascopic Scrying
19. Parascopic Sense

20. Paraudial Sense

21. Power Sensing

22. Premonition

23. Ra-tet’s Brain Blast
24. Self Levitation

25. Self Teleportation
26. Sensory Acuity

27. Sixth Sight

28. Spirit Barrier ~
29. Spontaneous Combustion -
30. Teleport Another b,
31. Thought Insinuation 4
32. Thought Reading
33. Unreadable Mind
34. Vitality Gain
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New Power Descriptions

#6. Aura of Awe: This Extraordinary Power gives
the capacity to cause a single subject, or even
several persons, to instantaneously view the
Psychogenically active individual as mighty and
intimidating unless the viewers succeed in
avoiding the effect by rolling against individual
Speed Base Rating times four, adding to the
number result generated on the dice the number
of Activation Energy Points invested in the Power
by the activator, unless the subject also possesses
Psychogenic Ability.

Those who fail to avoid the effect and who
recognize the individual as a foe or potential
enemy will turn and flee from the vicinity, moving
at fastest possible speed unless prevented from
fleeing, in which case they will cower without
moving attacking. Those who are neutral will
immediately assist the individual to the best of
their capacities. Those allied to or friendly with
the individual will simply perform as normal,
although deferring to the wishes of the user, if so
requested.

The cost per individual per minute (20
ABCs) of time of Awe is 1 Activation Energy Point
(AEP). Thus, one hour of Awe in one individual
costs 60 AEDPs.

For example, six trollkin are confronting
an Avatar with this Power. The Avatar activates
Aura of Awe, investing 24 AEPs to affect all six
for 4 minutes time. Each trollkin is checked as
noted, the d % roll being +24 (unless one or more
are “special” and have Psychogenic Ability).
Depending on their original intent, the trollkin
not avoiding the effect will flee or else beg to assist
the avatar.

? #11. Intellect Arrow: This Power
/4 enables the Psychogenically able
/%& individual to send forth a psychic
j/ missile: an energy dart that will strike
instantaneously any target selected that
is within sight or perception of the
4\ individual and within a range of 300 feet.
The mentally-hurled missile inflicts Harm
Q as if it were an arrow loosed from a
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strong bow, causing 3-20 points, but disregards
any armor protection not specifically negating
Psychogenic Harm or not of Supernatural
energization. Harm is not seen on the target, of
course, as the energy affects the internal nervous
system.

Each such missile requires the expenditure
of 5 AEPs.

#23. Ra-tet’s Brain Blast: This Power enables the
Psychogenically able individual to send forth
instantaneously a psychic blast, an energy blot
that will strike any target selected that is within
sight or perception of the individual and within
a range of 100 feet. The mentally-hurled missile
causes the subject to have all of its senses reduced
to one-half capacity, and likewise its Abilities,
natural or learned, to be at 50% of normal due to
the blinding headache brought on by the blast of
mental force. This effect lasts for only 10 ABCs of
time, but during that period the subject must
remain quiet, unmoving, eyes closed, without
using any Abilities or capacities. Otherwise, the
subject suffers Harm to Health as follows:

*Using visual sense: 1

*Moving slowly, such as a slow walk: 1
*Moving relatively rapidly: 2

*Using a non-Extraordinary Ability: 3
*Using an Extraordinary Ability: 5

Harm is cumulative, so that a subject
looking and concentrating (or moving), while at
the same time using an Extraordinary Ability (or
attacking with a weapon), would inescapably
suffer 7 points of Harm per ABC in the process.

Each blast requires the expenditure of 10
AEPs.

#34. Vitality Gain: By means of this Power, the
Psychourge is able to establish an ethereal link to
a human or humanoid creature and through this
link draw off vital energy from such subject. The
subject can resist this if it is conscious and
succeeds in an avoidance roll as follows based
on the Extraordinary capacities or Abilities of the
subject:
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*No Extraordinary Capacity/Ability:
avoid at 1 x Speed BR

*One or more Extraordinary capacities:
avoid at 2 x Speed BR

*One or more Extraordinary Abilities (other than
Psychogenic Ability):
avoid at 3 x Speed BR

*Psychogenic Ability:
avoid at 4 x Speed BR

*Psychogenic Ability, including this Power:
avoid at 5 x Speed BR

For each 1 AEP expended in use of this
Power, the subject not avoiding the link loses 1
point of Health, this loss accruing directly to the
Health of the Psychogenic activator of the Power.
If that individual is at full normal Health, this gain
creates a supra-normal Health total of up to 10%
of normal Health Base Rating. This added Health
is lost first when loss is indicated, and it persists
for only a relatively brief time in any case,
draining away at the rate of 1 point per hour after

accumulating. I
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The Master LejendWeaver shares his thoughts on
matters diverse and occasionally arcane. Draw ‘round
and listen to...

XAGIG’S FABLES

Order, Order!
By Gary Gygax

It must be the archetype. That’s why so
many players look first towards an Ordered
Avatar. Admittedly, I put the concept in the
Lejendary Adventure™ game because of archetype
appeal. Coupled with the heroic quest theme, this
is aimed at drawing the prospective participant
into the game. That aside, the Ordered Avatar is
by no means the vehicle for “power gaming.”
Allow me to explain a couple of things that I keep
seeing repeated, and you will understand what I
mean.

The very first attempt at building “super
Avatars” came early on. Many a player began to
work on me, and/or their LM, so as to have an
Alfar Avatar that was also in a strong Order. No
matter that such “races” gain at least one extra
Ability and an extra Knack, among various and
sundry other advantages. Why not go whole hog,
let them become Elementalists or Mages or
Nobles too? Of course one is able to see the mental
wheels turning when such demands are made.
With an Avatar like that, I'll kick everyone’s butt; he’ll
be the toughest guy in the game. Wrong! Sure, a LM
can change things however desired, but the
intrinsic faultiness of such a decision is, or soon
will be, apparent to even the most lenient of
Lejend Masters.

Next came the attempt to have an Avatar
begin in one Order, then, for whatever lame
dreamed-up reason, switch to another. The result
of that attempted Power Gaming ploy, were it
successful, would be to have Avatars of truly
incredible capacity, moving up in Order after
Order, to become demi-deities. It would take a
lot of playing, but in a campaign that allowed
such a distortion, my guess is that about one
month per Order would suffice, and in a year or

dE so there would be several Noble-Mariner-
‘ﬁDemonurge—Desperado—Mage-Ecclesiastic—-
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etceteras loose in the campaign worlds. Worse
still, the rest of us would have to suffer through
the “exploits” of such characters. While this sort
of thing will be all too common soon enough, at
least nobody will point at the LA™ game system
and say it is responsible for such foolishness...

The concept of the Avatar’s Abilities,
whether of Ordered or Unordered sort, is quite
forthright. These skill bundles are what the
individual has grown up learning and doing. At
some point in the youth of that Avatar, formal
training commenced, and so when that game
persona appears on the scene in the campaign,
he or she has spent years getting to the point
indicated by the scores of the Abilities listed. In
terms I used to describe the skill acquisition
bundle learning process, it is a matter of skill,
training, education, experience, and practice. In
former times such a process began quite early in
childhood, far more so than today where the
youngster is formally schooled from around age
tive or six years of age on.

Selecting an Ordered Avatar presumes
more specialized training than an Unordered
avatar. It also establishes the social class of the
Avatar and all that goes with it. This latter
consideration is very important. Were the LA™
game of narrower scope, considerable details of
socio-economic class and their import in regards
to the Avatar — friends, family, formal education,
rank in society, etc. —would be spelled out. As the
system allows much flexibility as to cultural
setting and the LM can devise whatever sort of
society is desired for the campaign, there are no
explicit strictures. It is implicit, however, that
make-believe persons in the fantasy world are
organized and have similar upbringing to people
who lived in our own past during the medieval
and Renaissance periods.

At some point the Ordered Avatar enters
a group that furthers that game persona’s
development. It might be a respected company
or guild, or an association of secret and criminal
sort. In either case, the Avatar is schooled and
assisted by the Order to which he belongs. Early
on, the individual simply aspires to membership.
When sufficiently skilled (11th Rank), the formal
process begins.
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Unordered Avatars are likewise assumed
to have been taught and trained. In such case,
though, the player must devise the “history” that
explains the current Abilities possessed. As added
capacity in one or another area is gained, many
of the Abilities still require schooling before the
Avatar actually adds score. For example, while
Archery and/or Weapons Ability score can be
gained through use of weapons in hunting or
combat, many other Abilities logically require
tutoring and training. Certainly the acquisition
of a new Ability presumes someone to teach it to
the Avatar. In the case of the Ordered one gaining
an Order-given Ability, the matter is simply one
where the game persona is out of action for a time
as he or she lodges with the association and is
taught and trained. The Unordered Avatar must
find a mentor, if you will, in regards the matter
of gaining a new Ability.

That the Ordered Avatar has considerable
advantage in this regard need not be stressed. The
Unordered Avatar, though, has the advantage of
possessing whatever Abilities are desired.
Similarly, while the Ordered one gains score by
increasing Rank in the Order —this subsuming
collateral use of such Abilities, plus teaching and
training from fellows —the Unordered one picks
up a bit of score at certain milestones. This
addition is centered on the Base Rating of the
game persona’s primary Ability. It subsumes that
through experience and practice, empirical
learning, the Avatar gains capacity in areas related
to the principal one.

All of that said, it should be plain that at
the very start the Avatar, Ordered or Unordered,
is already head and shoulders above the capacity
of the normal person. The Ordered Avatar has
certain advantages over the Unordered one, and
to increase these would not only imbalance the
game, but would be a travesty of considerable
magnitude in regards to the game and logic too.

As a matter of fact, after several years of
play, I came around to the way of thinking that
many players had expressed from the beginning.
Unordered Avatars, despite the freedom to select
Abilities, were unfairly rewarded by the system
when they attained the benchmark scores used
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in Ranking — 61 through 131. Having nearly three
decades of GM experience under my belt has
made me suspicious, so it took a long time, and
much observation, to finally decide that such
imprecations were not attempts at Power
Gaming. Take a look at the following change in
the Lejendary Rules for All Players™ book in this
regard. Plainly, the point is, Ordered Avatars need
no more “assistance”, and the LM who gets talked
into allowing more advantages to them in the
campaign is borrowing trouble.

Unordered Avatars

The following tables replace those found
on page 46 of the Lejendary Rules for All Players™
volume. You will note that the awards for
progressing in First Ability score are now greater.
This is because the Unordered Avatar was found
to be at too great a disadvantage to the Ordered
one. Rationally, greater bonuses could be allowed
because such practical experience and activity as
are indicated by gain in prime Ability would
generally entail considerable accumulation of
other knowledge and skill.

First Ability Health Based
Ability at 61: Add 2 points to each other Health-based
Ability.
Ability at 71: Add 3 points to each other Health-based
Ability.
Ability at 81: Add 2 points to each other Health-based
Ability and 5 points to any one Precision-based
Ability of your choice.
Ability at 91: Add 2 points to each other Health-based
Ability and 5 points to any one Precision-based Ability
of your choice.
Ability at 101: Add 4 points to each other Health-based
Ability.
Ability at 111: Add 5 points to each other Health-based
Ability.
Ability at 121: Add 4 points to each other Health-based
Ability and 5 points to any one Precision-based Ability
of your choice.
Ability at 131: Add 4 points to each other Health-based
Ability and 5 points to any one Speed-based Ability
of your choice.

(continued on page 31)
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An artful LejendMaster explores an often-overlooked
Ability in this tale of adventure, played out at the 2001
Gamicon in lowa City, IA.

ADVENTURERS’ TALES

The Invisible Dreadnought:
Fun with Panprobability

By Evan Torner

Looking through the Lejendary Adventures ™
(LA™) book, there’s always an Ability that piques a
curious reader’s attention, and yet ends up ultimately
failing the Avatar-Usefulness filter during Avatar
generation. It is a rare sight indeed to find an Avatar
in the LA™ system with Panprobability as their first
Ability. With six years of experience GMing at lowa
City’s Gamicon and having just played for several
months in a hard-core LA™ campaign, I took it upon
myself to run a self-written one-shot that incorporated
this wondrously-underrated Ability. Granted, my
Number One Rule as a GM is: my game is not a slave
to the system, which means that I use and twist
systems for my own personal goals. I wanted to tell a
tale of dimensional matrix strangeness, weird gray
aliens and floating black fortresses; LA just happened
to be the system I used. It was flexible enough for my
purposes, so I threw together six characters and rolled
out a zany, fun and non-traditional game of LA.™
Cranking out six Avatars using the LA™
Avatar-generation rules was no sweat. I decided to
have three ordered Avatars, those being the honorable
Sir Garron Stormfrost (7th Rank Noble), impulsive
Criton Tulinell (9th Rank Enchanter) and his moderate
brother Pravda Tulinell (9th Rank Service and Care
Theurgist). Then came the three unordered Avatars:
Fist (a shirtless savage and martial-arts expert), Simon
de Pinion (daring and lucky swashbuckler) and, of
course, the crazy gnomish Panprobabilitist, Aieras
Attakla. The party was designed for a mix of combat
effectiveness (Fist, Simon, Garron), limited magic-
usage (the Tulinell brothers) and so-called “plot-
detection” (Aieras).
In the beginning of the adventure, Fist, Simon,
Criton and Pravda (the freelancers) were summoned
to the halls of Lord Makron'’s estate to serve him for a
short while on a cursory assignment. Once the
characters arrived, Sir Garron (Makron’s loyal
retainer) was sent to fetch Aieras, Makron’s

‘Z@gnome adviser who resides in the North Tower
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with his books on dimensional matrices, so that he
could explain to the rest of the party the recent
disturbances he had felt in the matrices toward the
eastern town of Scarpilia. Lord Makron explained that
his summer home was in Scarpilia and that its safety
should be guaranteed at all costs, so once the party
equipped itself to travel to the town, they hastily set
forth on their heroic quest...to save Lord Makron’s
cozy summer home from evil disturbances in the
dimensional matrices.

Upon arrival at Scarpilia in the dead of night,
the party figured it was too dark out to investigate
the dimensional matrix problem, so they headed for
a night of drinking and revelry at the famous Puffy
Nose Beer Hall. Unfortunately, adventure always has
a way of finding adventurers during their drinking
binges...this time, it came in the form of a wide-eyed
gray alien (in reality, an exceptionally verbose clodreg)
who appeared seemingly out of nowhere on a
barstool. The characters listened to the alien, who
called himself “300-600-8,” as he recited a mantra of
“I am a warning. The danger comes at dawn,” but
then contented themselves with resting up that night
before confronting this “danger.” The next morning,
they awoke to find the town militia fighting a horde
of spear-equipped clodregs howling for blood,
appearing from nowhere with invasion on their
minds. The combat was well-balanced: Garron
charged in with his lance, Aieras did funny gnomish
stuff (like attempting to put his hat on a clodreg and
punch him), Fist pounded clodregs into submission
with his fists (taking a small amount of punishment
in the process), Simon de Pinion cut and thrust, Pravda
bashed with his fighting staff, and Criton attempted
to interrogate 300-600-8 out of sight of the battle, while
the clodregs made several significant wounds with
their spears.

In the aftermath of the battle, Aieras noticed
the statue in the center of town carried a stone that,
upon further examination, was found to be an anchor
stone that allowed access to this dimensional matrix.
After smashing the stone (the correct decision), Aieras
and the rest of the party turned to see Moldul Pelathra,
the human inter-dimensional invader and antagonist
of this particular one-shot, appear before them and
explain exactly how futile their efforts were.

With that, he disappeared and, in a flash of
light, a massive black flying fortress from another
dimension appeared above the town, stretching its
stony arms out from the center of the town to the
outskirts. Aieras suggested that there must’ve been
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six anchor stones and that, if they had destroyed the
central one, then there must’ve been five other stones
arranged in a pentagram around it. So the party
immediately went on a stone hunt.

Their second stone-find occurred in the
basement of a Temple of Ethos north of town, where
a waterfall from some other dimension was pouring
in an ever-lasting flood of water. Simon de Pinion
ended up swimming around and retrieving the stone
after Aieras paid him to do it. The waterfall ceased to
flow after the stone was found.

The third stone-find occurred a short time
later, when two kids were found playing with a
glowing anchor stone near the docks. Aieras offered
the kids $3,000 worth of beer if they gave up the stone,
a deal which they accepted after a little hesitation.
After the deal was made, though, Garron would not
allow the kids go near the beer.

The fourth find occurred at a ruined temple
on the western edge of town, where Aieras sensed
the stone’s presence and found it jammed between
the altar and the wall, throwing up red-hot sparks.
After a small amount of deliberation, Garron attached
a mace to his whip and succeeded (at a penalized
Weapons check) in smashing the stone without being
hurt by the sparks.

The fifth anchor stone was stolen by a dog,
whom the party had to chase to retrieve the stone.
They then discovered it to be indestructible with
regards to physical force; Criton’s Dazzling Dread
spell was required to blast it to pieces.

The last stone was found at the sketchy Old
Man Mackey’s house outside of town. When Mackey
allowed the whole party inside his abode for a peek,
he shut the heavy oak door behind them with
Conjured Castellan. This forced the party to burrow
their way out of the house, which took a good chunk
out of the day. Once freed from Old Man Mackey’s
abode, Aieras sensed that the last stone was now
contained deep within the belly of that floating
fortress, so Criton summoned an Elemental Flier and
whisked the party up onto one of the fortress” “arms.”
From there they slid down into the cavernous fortress
and followed a group of clodregs to the center of the
fortress, where they found a moderately-guarded
checkpoint.

Here’s where the craziness began: after failing
to convince the guards that the party had an
“important message” for Moldul Pelathra, Aieras said:
“OK. You want to hear the message? It’s... SURPRISE!
Your Master’s birthday!” and then broke out into song
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with the rest of the party. They created such a ruckus
that Moldul himself stepped out into the hall to see
what the commotion was about. He discovered the
party, and then led them to the far interior of the
fortress-ship into a massive spherical room, in the
center of which stood a 12-foot tall giant chained to
the ceiling. The anchor stone stood prominently in the
middle of the giant’s collar.

Being friendly as always (after ordering the
rest of the party to hold Sir Garron back), Aieras
stepped up and introduced himself to the giant. The
giant replied that his name was Tidal and that, while
he would like to eat the flesh of all the party members,
he was a little full at the moment. Moldul returned to
find the party trying to cut a deal with the giant, and
found himself suddenly mobbed by the party and
effectively killed after a few rounds.

The giant gave the party the stone, the party
escaped the fortress, broke the stone and sent the
dreadnought back to its hellish dimension. Old Man
Mackey, who had helped Moldul significantly by
placing the anchor stones everywhere, ended up
exiting the Beer Hall at the exact moment that the
party was walking in, so the last scene of the adventure
was the gnome and several others chasing Old Man
Mackey into the sunset.

Panprobability was used as a way to detect
the anchor stones, the arbitrary appearance of
characters (300-600-8, Moldul) and the formula
required to rid Scarpilia of the evil. The gnome had
no Extraordinary Abilities per se, and yet made
himself the most effective member of the party. Again,
it may have seemed like a relatively unconventional
LA™ game, but it was supposed to be.

Everyone had a blast, and now LA™ has been
added to my archive of systems I can use for my own
twisted purposes.
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NEW OPTIONAL ORDERS

Here are some new Orders to add to your

By Gary Gygax LA Game campaign. While some are mainly

lustrated by' aimed at NAC development, all can be used for
Jay Witthoft Avatars in play. Where the work is principall

play. P pally

from someone other than myself, credit is
noted...I hope. In fact, in compiling information
I might well have forgotten to put down the
original designer’s name in one or two instances.
If I have failed to give proper credit, get in touch
with me, and we’ll do a special note in a future
issue to properly credit you.

If you would like to add to this optional
Order list, please feel free to do so. Format the
new Order in the same manner as those appearing
below, then send the file to me directly at:
ggygax@genevaonline.com. When I receive a
submission I will review it and get back to the
author as to its acceptability. If an Order
appears to have some potential for
inclusion as a new Order, I'll develop
and edit it, then submit it to the Editor
of this periodical (with due credit
given to the original designer). If, for
some reason, I find the Order to be
unacceptable, I will return it with an
explanation as to why it has been
declined.

Please note that all submissions
accepted become the property of Trigee
Enterprises Company, owner of the copyright to
the underlying game system.

Alchemist Order: Lower Middle to Middle Upper Society. Those who create the ambrosias, elixirs,
nectars, potions, and so forth are identified as Alchemists—as opposed to apothecaries who are
concerned with drugs, medicines, and the like. Because all who seek to become Alchemists must
tirst know much of nature, they all learn the homely Ability known as Rustic before beginning their
formal studies in other areas. Their society extends from villages to cities, although obviously the
greater sort will be more likely to be found in the latter places even though materia for their work is
not found near such urban communities. They are recognized socially especially by Ecclesiastics,
Elementalists, Mages, and Nobles, and generally by most other Orders and society in general even
though the greater part of their wares are beyond the means of common folk. Typical places for
association are academies, colleges, guilds, and universities.
Their four required abilities are Rustic, Alchemia, Enchantment, and Arcana.
Special Note to the LM: Unlike some worlds, the alchemists of this one are not seeking tau
Mg matter, eternal youth, or the Philosopher’s Stone so as to change lead to gold. The Legendary Earth world
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has operational magic and the Alchemist Order individual is one who is able to compound and fuse materia
and Extraordinary Energy from his or her own person, to create potent liquids and solids which, when consumed,
convey Power-like capacities to the one so doing. It is generally attendant upon the Lejend Master to detail
materia and costs, time and the potency of what is produced by such an Avatar.

In an adventure, the Alchemist is not a very direct-action sort of Avatar. He or she will likely tend to
be well behind the front, rapidly but carefully combining ingredients for the short-lived draughts or boluses to
be consumed by front-line associates. However, given such 