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EDITORIAL

R.E.B. TONGUE

Interestingly enough, this is the third editorial I have had occasion to write for this issue. Getting this
one out has been a long, hard slog — not because of shortage of material, but because of other problems.
As far as I am concerned, these are now over, and I intend to make OD&DITIES my primary focus once
again. In short, all will now be as it was, I hope. A little house news, first —- OD&DITIES Twelve is
scheduled for April, with a March release possible if I get material in. As well as the normal range of
material that is found in OD&DITIES, there will be two themes in the next issue. The first will be,
‘Classes and Races’ — an assortment of new classes and races for OD&D. I had quite a bit of material of
this type in, enough that I've decided to make a special based on this. The second will be ‘Your Keep’.
This will be a collection of variations on the ‘Keep on the Borderlands’ that have been created over the
years by various people — let’s get these in. I've been doing a bit of modifying myself recently, now that
I'm running the module (for the first time), so I know that almost everybody must be doing something
along these lines.

News on the OD&D front. Troll Lord Games is producing a new rules system, a light version that
apparently will use the D20 as its system but will simplify it in a similar way to OD&D. The rumours of
those involved in the project are flying around — the word is that Gary Gygax and Rob Kuntz are
involved in producing material for the new system. Could it be that the long awaited Castle Greyhawk
will finally be here? Only time will tell. They may not be the only one working on such a project. More
rumours of Hackmaster Lite are coming up again — and if any company can be trusted to do OD&D
justice, I suspect that it is Kenzer (though I must admit that Troll Lord runs a very near second). Other
companies are thinking about such works, also — and I believe that it is at least partly due to the efforts
of people in the Guild of OD&D (check it out if you have not done so!), Dragonsfoot, Mortality.net, and
other places to keep the spirit of the old games alive. Let us keep up the pressure, and one day we might
just get OD&D back again. Already it has been made available for purchase once more in pdf form,
along with a large number of the old modules — could this even have been conceived three years ago,
back when OD&DITIES was in its early days?

So, this is a time for triumph. In my opinion, though, it is not a time for complacency. Let us keep
working for OD&D, and let us keep the flame burning, brighter than ever. To this end, there are a few
new things in the works. The more eagle-eyed will have noticed that ‘Getting Started’ is no longer a
feature of the magazine. There is a reason for that — I have of late been penning a supplement entitled
‘Getting Started in OD&D’, a forty-page PDF — and it is almost finished. Expect it out later in the
month. It takes a lot of the material in the original column, but introduces some new material as well,
including adventures, floorplans, sample characters, and everything needed bar the rulebooks (and it
contains new details on how to pick those up). Know anyone interested in roleplaying? Send them this
PDF, or direct them to it.

What else is in the works? Well, we have the D&D Player Registry, the first edition of which is available
now, both through the Guild list and on the OD&DITIES website. Only six entries at the moment, so
everyone please get your lists in! I intend to update this weekly, as long as sufficient new entries are in.
If you are looking to set up a game, send the details in as well — but please update me as to its success.
Well, that’s all for this issue. Please, please get your submissions in to Methuslah@tongue.fsnet.co.uk,
send in any thoughts, ideas, or comments.

My Thanks,
Richard Tongue
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LEGENDARY ITEMS

CARL QUAIF

Despite the fact that Herol's Age of Legends
ended cataclysmically nearly a thousand
centuries ago, certain relics of that age have
managed to survive through the intervening
millennia — either because they were well-
protected, or through sheerest fluke. This article
provides a smattering of those surviving items,
which provide a tantalising glimpse of life in
Herol’s lost past.

Memory Globes: These are 3”-diameter globes of
flawless crystal. They are surprisingly sturdy and
heavy for their size (roughly five pounds),
although dropping one from a height of 10" will
smash it as easily as if it were blown glass.

If placed on a stand, or low table, and commanded
to function, a Memory Globe records a three-
dimensional-image (including sound, if desired) of
anything within a 10’ radius, until commanded to
stop. Another command will replay the image as a
remarkably lifelike Phantasmal Force, filling the
same area with a non-dispellable illusion — the
observer will be able to walk through the image
without affecting it in any way. A further
command can erase an image, ready for re-
recording.

A Globe can store a total of three hours of images,
either continuously or broken up into segments,
and replay them indefinitely. Memory Globes
were employed in the Age of Legends primarily
for entertainment purposes — a few have been
recovered from archaeological digs and their
command words deciphered, revealing fascinating
glimpses of everyday life in the distant past, but
little useful information. An occasional Globe
might be discovered which was used for magical
or combat training — some Wizards encoded spell-
teaching demonstrations into the Globes, while
others contain displays of fighting techniques. It
is theorised that these items were used by
masters to provide training to their apprentices
without the need for the masters to attend; one
historian has even suggested that such Globes
were made commercially available, for
independent study!

Spell-Knives: These items resemble small,
gripless throwing-knives, made apparently of
unbreakable glass. They are perfectly balanced
for throwing, and radiate variable levels of
dweomer if a Detect Magic spell is cast on them.

In fact, Spell-Knives are actually low-level attack-
spells, enchanted into the form of a knife for the
use of non-mage users. The metamagic used to
make the spells permanent is long lost, perhaps
irretrievably so. Designed to activate when a
Spell-Knife is thrown at a target, the spell is
released only on a successful hit — if it misses, the
Knife can be retrieved for later reuse. A
successful strike causes lhp damage from the
sharp blade, at which point the Knife explodes in
a flash of multicoloured light, releasing the
attack-spell to affect only the target (no saving
throw).

Suitable spells for this enchantment — or at least,
those that have been uncovered to date - are
Fireball (which affects those around the target as
normal), Lightning Bolt, Hold Person, and Charm
Person. Other, perhaps long-lost spells may be
contained in unused Knives, but there is no way
of discovering what spell is preserved in an
individual Knife. Present-day magic can
determine the rough level of spell in a particular
Knife, but the only way to know for certain is to
use the item in combat.

Only a very few Spell-Knives have been found,
despite their indestructible nature. As they are an
irreplaceable resource, they are rarely used in
combat, although the occasional Spell-Knife has
been seen in battle — often to good effect, as a
person struck by one of these weapons does not
receive a saving throw versus its effects.

Cadiram’s Travel-Platform: Named for the
discoverer of the first such item, this is a 6" wide,
6” thick circular platform made of an unknown
metal alloy, with a horizontal bar of the same
alloy supported by vertical struts at a height of 3’
around the entire circumference (for holding onto
when the craft is in motion). The Travel-Platform
can hold up to ten standing passengers in relative
comfort.

When a command word is spoken, the 7ravel-
Platform rises in to the air and moves about like a
Flying Carpet; however, this item can also be
used to travel underwater (by casting Water
Breathing on the passengers), in extremely hot or
cold climes (Fire/Cold Resistance), or in thin
atmospheres — perhaps even outer space (Create
Aip)! These spells are cast automatically, and the



Travel-Platform activates as many as are needed
at one time (for example, in deep oceans, both
Water Breathing and Cold Resistance would be
cast at once).

Further command words may be used to generate
powerful beams of Continual Light from the
Travel-Platform’s edge, to render the craft
Invisible, or to protect passengers from harm with
a Force-Field, but these must be discovered; they
are not automatic. Some examples, it seems, were
also fitted with weapons systems; Magic Missile
or Lightning Bolt-firing Wands deploy from the
underside of the Travel-Platform, and
automatically track the offending target. There
may be other useful features incorporated in to a

Travel-Platform, but these are the only ones so
far discovered.

Only two Travel-Platforms have ever been
recovered. Cadiram unearthed his a century ago,
from deep within the solidified lava-plug of an
extinct volcano on the continent of Gileme — the
device was protected by its still-functioning Force
Field, although its luckless passengers were by
then no more than dust on the Platform’s surface.
The other crash-landed in the Northwestern
Territories 20 years ago, having been in orbit
about the planet for many millennia — again, it
was protected from serious harm by its powerful
Force Field, it is currently the prize of the
Dorinwarf Dwarf Clan.



WAR PAINTINGS IN D&D

TOSATT EARP

It is an old custom, especially amongst the
warriors of less civilized humanoid tribes, to paint
body and face before entering in battle. This is an
extremely old usage that probably dates from the
first savage Trolls at the beginning of their racial
history. This practice quickly spread through
other humanoid races (like Orcs, Kobolds,
Goblins, Bugbears, Gnolls, and even Ogres), and
it was adopted even by many primitive human
and demi-human tribes. So, after some decades,
warriors of any human-like sentient kin almost
universally used the war paintings.

Even if many other races used those colors, it is
important to remember that it was originally
created by Trolls, so its meanings and
representations are strictly related to trollish
view of the world and racial folklore. Today, it is
fairly uncommon to find “civilized” warriors who
deeply knows this old ritual, that is nearly
forgotten by all but a few of savage humanoid
tribes scattered across the vast world. Despite
this, the combatants who still practice this ritual
painting regard at it as a great sign of power and
prowess. Savage warriors often paint themselves
with ritual drawings before entering in war with
their enemies or engaging in battle. Only a few
mundane fighters still knows and practice the
war paint in this days, and so it is quite rare to
encounter warriors painted in such manner
during the conventional adventures.

ORIGINS OF THE WAR PAINTINGS

The descent of this paints is lost in the spires of
Time and it’s probably old as the fiery trollish
race.

It is said that the first to use war paintings was
some tribes of warriors who dwelled deep in
luxuriant forests or near the shores of rivers and
lakes. It seems that was habit amongst them to
distinguish the bravest and fearless fighters with
ritual drawings, traced on their bodies and faces
with vegetable colored inks, following a mystic
ritual known only by the tribe shaman.

The war paintings, which are called Trurrgar in
the trollish language, were considered a sign of
great honour and the highest reward conquerable
in battle. The Krurrgar (‘Painted Warriors” in the
trollish language) were a high-status social class,
respected by their own tribal companions and
feared by enemies in battle. With the passing of
time, the paintings almost completely lost their
distinguishing value, and merely became ritual

decorations used both to scare the enemies and
invoke help in battle upon their wearer.

As such, they were traced either by the tribe
shaman or by the more expert tribal warriors, but
it is still considered sacrilegious and unlucky to
use it without the proper drawing ceremony.
Actually their use is confined to few uncivilized
humanoid tribes, and to those warriors more
faithful to their ancient traditions. Between such
(uncommon) individuals, it is still possible to find
some adventurers who walk the many ways of the
world.

MEANING OF RITUAL PAINTING COLORS

As said Dbefore, all the colors used for war

paintings are obtained from vegetable essences,

through various processes handed down over
millenniums and still unchanged.

The ritual colors are the following:

e Red (or Orange): it means rage and blood. Is
used to represent the battle wrath by which
the warrior is pervaded with, and his
uncontrollable desire to spill the enemy’s
blood.

e Ochre (or Yellow): it symbolizes the baneful
essence of the sunbursts, that can directly
transform even the mightiest Troll warrior in
cold stone. It is rarely used and only by those
delvers who actively seeks the death in battle,
fighting like berserkers to the extremes
consequences, to cleanse a previous act of
cowardice or shame.

e Blue! it means night, darkness and night sky.
Is primarily used by those warriors who are
used as skirmishers, explorers or
commandoes, and must use stealth more than
brute force.

e Indigo (or Azure): it symbolizes the endurance
and persistence proper of all trollish race.
Many warriors have achieved this color due to
their great resistance to pain or fatigue of for
their attitude to be tireless even in the most
stressful situations.

e Green (or Pale Green): it means bravery and
ardour. Is one of the most utilized war colors,
often in conjunction with the Red. The
tradition imposes that it can never be used in
combination  with  Ochre, because a
dishonoured warrior cannot be considered
courageous at the same time.

e White: it symbolizes physical strength and
brute force. Only the strongest and mightiest
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warriors use this color in battle. They are
exceptionally strong (even for trollish
standards) and are able to wield melee
weapons that will normally require the use of
two hands with only one hand, thus allowing
them to be awesome foes in hand-to-hand
combat.

e Black (or Grey): it means death and is one of
the unusual colors to be seen. The warrior is
determined to fulfil his duties at any cost and
will go to any distance before surrendering. It
is primarily used by those delvers who
pronounce solemn oaths of vengeance.

o Brown: it symbolizes the Earth, both intended
as the Creator of Life and as the Bones of the
World. Is the more mystical color and is often
used by shamans. It is also intended as the
endurance that a warrior must have to
withstand adversities, and in such sense is
frequently associated with Indigo paintings.

e Purple (or Violet): it means the swiftness and
smartness in combat. Is reserved primarily to
tribal chiefs or warlords and is never used
alone or in conjunction with the Ochre color.
Generally, it is believed that has the power to
inspire his wearer to conduct his army or
tribe, and as a rule is traced exclusively by
shamans or tribal chiefs.

RITUAL PAINTINGS AND THEIR SHAPES

The war paints have a well-defined range of
possible shapes, depending on the body location
upon which it is traced. On the forehead can be
drawn only circles or horizontal stripes. The
latter are used for the most experienced warriors.
The eyes can be circled with rounded, oval or
(rarely) squared outlines. The latter are used only
for young or inexperienced warriors, while
spherical shapes are used indifferently from all
other combatants. On nose and cheeks can be
traced horizontal or vertical stripes, and this is
also true for the chin, which can also be entirely
painted of one color. Alternatively to those said
above, the entire face could be painted on one
color or two. In this second case there can be
three different options: one color for the upper
half and another color for the lower half; or one
color for the left half and another color for the
right half; or alternated stripes (either horizontal
or vertical) made from the two different colors.

The war paint is principally applied on the
warrior face and a fighter will never go into battle
without having painted his face. The facial tints
represent the warrior attitudes and personality
and are considered the most important of all. On
arms and legs can be painted vertical or
horizontal stripes, or circles, or ovals, or squares,
or the limbs can even be painted entirely of one
color. No more than one color can be combined

when painting limbs. Also hands and feet are only
wholly painted of a single color. This tint can be
the same color of those applied on face or a
different one, and symbolize the warrior
capability of battling. They are used infrequently
and only by the most proud or bully combatants,
especially for those applied to hands and feet. The
chest, abdomen and back are painted exactly as
the limbs and represent the warrior durability
and persistence. Only the wisest or mightiest
fighters are allowed to use it. Other than the few
rules and significance seen above, there no special
rules to be followed when applying war paints
and their disposal is entirely left up to the warrior
creativity.

WAR PAINTINGS IN D&D

If you decide to use the war paints in your D&D
game, keep in mind that it are seldom used by
mundane civilized warriors and are reserved only
for those fighters (especially humanoids) who
came from savage or isolated tribes, or are
particularly tied to their ancestral origins.

Savage tribes guards with suspicious and dislike
(at best) any non-fighter character that uses their
war paintings. The tribesmen may decide to
harshly punish or even kill those who wear their
drawings without being entitled to do so. The
warriors who put on war paints are considered
exceptionally savage and bloody, even by those of
their own race. Humans, Elves and Hobbits often
judge them as sanguinary and incapable of mercy,
and so they don’t deserve clemency to them.
Dwarves are sworn enemies of painted enemies of
other races, and fight them to death, maybe
remembering their ancestral wars at the
beginning of Time.

On the other side, tribal warriors beat, mutilate
or even kill any member of another Class who is
so brave or crazy to put on their ritual paintings.
This is done without exceptions and the colors are
never applied to whoever isn’t a fiery warrior. The
various effects of the war paints are efficacious
only if inscribed by a warrior on another fighter
(or by a warrior on himself), by using the
appropriate ritual known only by shamans, expert
warriors or savage fighters (is up to the DM to
decide if one delver can have this mystical
knowledge). This ritual is called Rutziggrarr (the
trollish word that stands for “Mystical War
Color”) and it requires about one hour to be
completed.

The wearer of the war colors must concentrate for
2-12 minutes, filling his mind and spirit with
images of battle and courage — this is done by
making a test on Int. The person who drew the
paintings must make the same test. If the wearer
and the drawer are the same person, he must
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make a single test on Int with a —2 penalty. If
even one of these tests fails, the ritual has no
practical effects in game terms, but must be
completed anyway. After having purified their
spirits, the drawer and the wearer may decide
which colors paint — with the limitations seen
above in the color description. The maximum
number of different colors that can be painted are
determined as follows:

Wearer Int+Wis+Cha | Max # Colors
15 or less 1

Here follows the description of the various game
effects keyed to the war colors. Always remember
that these effects are cumulative (except for the
duration) if more than one color is used and are

o Red/Orange: double the warrior bonus to hit
and damage due to Str for the duration of an
entire combat.

o  Ochre/Yellow: double the warrior bonus to hit
and damage due to Str, temporary doubles his
HP, but halve his Wis; the effects lasts for an
entire combat. The fighter cannot retreat from
the melee and if the wearer is still alive at the
end of the fight, he must succeed in a ST vs.
Death Ray or permanently lose 1 points of
Con, Wis or Cha (randomly determined).

e Blue: the warrior reduce gains a 90% chance
in hiding and/or stealth. He also inflicts 1
extra point of damage in melee combat for
every level of experience. This bonus lasts
from dusk to dawn.

e Indigo/Azure: the warrior’'s HP are doubled
for the duration of an entire combat.
Alternatively, the fighter can sustain
exceptional physical efforts (like running,
swimming, going without sleep or food and
water, etc.) without suffering any penalty for
double of normal time. The desired effect must
be specifically chosen when the painting are
traced and, if the latter outcome is chosen, at
the end of the time period the warrior must
succeed in a ST vs. Death Ray or permanently
lose 1 point of Con.

e Green/Pale Green: the warrior becomes
immune to any type of fear or
discouragement, even of magical or
supernatural origin, for a number of turns
equal to hi Cha score. He also gains a special
+2 bonus to any ST vs. mind-influencing
Spells that he must make during this time
period.

e White: the warrior ‘to hit and damage’
bonuses due to Str are multiplied by four for
an entire combat. During this fight he can use
melee weapons that normally requires two
hands to wield it with only one hand, thus

16 — 36 2
37-50 3
51 or higher 4*

* In addition to any limitation seen above, the
war paintings must be traced by a tribal shaman
or by a warrior of at least 15th level. Also, the
warrior who gets painted must be at least of 12th
level. If these requirements are not meet, the
maximum number of different colors is limited to
3.

independent of the shape the war paintings are
outlined. Also keep in mind that all effects are
useful only if the paintings are traced on a
Fighter.

using two of them at the same time in combat.
If he desires to do this combat feat, at the end
of melee he must succeed in a ST vs. Death
ray with a +4 bonus, or permanently reduce
his Str by 1 point.

e Black/Grey: the effects of this war painting
lasts until the color is washed away or
otherwise removed from the warrior skin. All
fighters’ ST gains a +4 special bonus, and he
gains a +1 bonus to hit and damage rolls per
experience level. When the warrior quest is
fulfilled or the paintings are removed, the
wearer must reduce all his attributes by 1
point.

e Brown: doubles the warrior's HP and make
him automatically succeed in any Strength
and Constitution Tests. This lasts for a
number of turns equal to the warrior’s
original Con.

e Violet/Purple: the warrior gains a bonus of +2
to hit and damage rolls for every experience
level, and his AC is lowered by 1 for every 3
points of Con (round fractions down). He also
gains a +1 bonus to any ST and can double his
Cha for purpose of commanding or influencing
and army or warband. The above effects lasts
for a number of hours equal to the wearer’s
experience level or the double of his Cha score
— whichever is lesser.

LIMITATIONS TO USE OF WAR PAINTINGS
As said previously, the war paintings have effect
only if traced on a fighter by a shaman or warrior
by following the appropriate Rutziggrarr ritual.
Moreover, the colors can be painted only one time
per month. Specifically, Trolls says that war
paints do not have any effect if are tinted again
on the same fighter before the moon has
completed a full cycle.



SOME ENCHANTED [ITEM: GREYWAND

ERIN SMALE

Some Enchanted Item features a unique magic
item in each issue of OD&DITIES, complete with
a loose historical context that may be adapted
easily to any OD&D campaign and adventure
hooks wherein the item itself can be central to
game play. Our third instalment introduces
Greywand, a sword forged against the power of
humanoids in general and orcs in particular.

History

Six centuries ago, the now-sundered kingdom of
Leodwored stood as the most influential nation of
mannish peoples united under one banner. Along
the kingdom’s northern border, the Duchy of
Esobran was home to The Esteemed Order of the
Protectors of the Northern Havens. This knightly
brotherhood was charged, as it is today, with
protecting the kingdom from humanoid raiding by
the orc tribes beyond Leodwored’s northern
frontier. After ten years of successful defensive
campaigns against the orcs, the Order’s
Champion and First Sword, Marhared, struck
north into orcish territory. Chroniclers of the
invasion noted that Marhared bore an enchanted
sword named Greywand and the shield
Quiverbane! as proof against any orcish arrow.
Sadly, Marhared was to lead his 100-strong cadre
of elite knights to its doom. When Marhared’s
dismembered body was found, no trace remained
of his magicked arms.

As is common amongst mortals, rampant
speculation exists as to their whereabouts. That
Quiverbane was taken by the orcs has been
divined through spell-craft. The fate of Greywand,
however, has escaped revelation, prompting much
research into Leodwored’s forgotten lore for clues
as its location. The knowledge found has been a
cause for celebration, inspired fervour, non-
secular debate, secular devotion, and arduous
questing. The first allusion to Greywand appears
in the Leodwor Book, a collection of historical
writings that predates the kingdom itself by some
250 years. In this tome, the blade is referred to as
“Ormdall’s Lancet,” described as “a divine-
wrought anelace of retribution against
Blackspawn [orcs], fashioned in the Law-Forge of
Jorg.”? Other sources assert that while Greywand

" The shield Quiverbane is described in last issue’s
instalment of Some Enchanted Item.

2 In the Nord pantheon, Ormdall the Warrior is the
Lawful champion of men against orcs; Jorg, the
Greysmith, is the Armourer of the Gods. The

was a gift from the Immortal Ormdall, it was
periodically lost to the keeping of Men. Indeed,
there are long chronologies of Leodwored’s
frequent orc wars wherein no mention of the
weapon’s use is made. Whether “lost” means
physically misplaced or recalled by its divine
master is not clear.

Thus, the common belief is that Greywand was
reclaimed by Ormdall, supposedly to be returned
when again it was needed. Though this theory
accounts for the blade’s absence, it does not
explain its non-appearance during the violent orc
wars of KEsobran’s immediately subsequent
history. Few challenge this belief, however,
believing that such is the will of the Immortals.

Appearance and Powers

Greywand is a normal sword +0, +2 vs. orcs
fashioned from a dull steel alloy. The weapon’s
double blade keeps its edge magically, while the
hilt, wrapped in cloth of deep azure, moulds itself
to the hand of the wielder (Greywand cannot be
fumbled). The silvered pommel is capped with a
sapphire inside of which the tiny figure of a
hawk—the animal companion of Ormdall—may
be seen. To any Lawful bearer, the Keen-Blade
grants Alertness (as the General Skill; RC/82; if
General Skills are not used, allow a +1 to any
Surprise roll (RC/92) vs. humanoids). Greywand
1s also capable of loosing a non-rebounding, two-
dice (2d6) Lightning Bolt (RC/49) to orcish
combatants, up to thrice per day.

If the bearer is an adherent of Ormdall, the
effectiveness of the Lightning Bolt is increased to
four dice (4d6). Further, the wielder may summon
and control a normal hawk (CC (1986)/16; CC
(1993)/52) that can communicate with the bearer
empathically. This hunting bird remains for one
turn per level of the wielder and may be
summoned once per day. If slain, the hawk
disappears and regenerates inside the blade’s
sapphire pommel within one week’s time.

Adventure Hooks

Greywand, the Keen-Blade, may spawn any of the

following adventures:

e The various chapters of The Esteemed Order
of  Protectors, found throughout the
independent kingdoms that represent the
vestiges of fallen Leodwored, do not despair of

Esteemed Order of the Protectors, formed into
numerous chapters, is the fighting order of Ormdall,
based throughout the Leodwored territories.



reclaiming the divine blade. Each year, on the
anniversary of Marhared’s invasion into
orcish territory, the Order sponsors The Blade
Seek, a quest launched to recover the
Greywand. Initially, the quest’s participants
were limited to knights of the Order.
However, within the last century, anyone
with allegiance to the Nord Pantheon may
join the hunt. Thus, in addition to knights of
the Order, the quest is engaged by nobles,
adventuring parties, secular and non-secular
elements of Ormdall’s following, glory-
seekers, and mercenary bands. Within any
kingdom that was once part of Leodwored, the
PCs surely hear of The Blade Seek and may
opt to participate. If the DM wishes to
incorporate The Blade Seek into his
campaign, he must fabricate clues as to the
blade’s possible whereabouts, what
encounters occur during the quest, and
possible outcomes if the blade is found (Gf,
indeed, it can be found).

The Leodwar Book’s account of Greywand is,
in reality, a cock-and-bull story, either
written by zealous clerics of Ormdall or
contrived to bolster worship of the Nord
Warrior. In truth, the northern orc tribes
ward the blade. In this respect, it may be
secured simply as a spoil of war or as
insurance against its further use by Men.
Either way, the PCs, caught up in the
pageantry of The Blade Seek or merely at the
right place at the right time, discover
Greywand nestled within the orc warrens of
the north. The orc complex, its defenders, and
the security surrounding the blade are up to
the DM. Regardless, if the party returns to
civilisation with Greywand, it will be
heralded as heroes of a new age of conquest
over the orc foe.

One (or more) of the PCs is an adherent of
Ormdall, visited by the Immortal in a dream
that reveals the location of Greywand. If the

PC is a member of The Esteemed Order,
assume that he has been handpicked to
recover the Dblade. Otherwise, it may be
speculated that Ormdall has, for whatever
reason, deemed the Order unworthy, instead
selecting an unaffiliated worshipper to bear
his divinely wrought sword. The DM must
determine the blade’s location, the encounters
that present during its recovery, and the
nature of the Keen-Blade’s keeping. When the
party returns to civilisation, it is challenged
by the envy of the Order, but nevertheless
compelled to somehow lead a major campaign
against the orcs.

A series of orc raids have escalated into full-
out war, and Greywand’s recovery Iis
necessary to combat the humanoid host. The
PCs may seek the blade either on earthly
ground or amongst the planes of multiverse,
where Ormdall has perhaps hidden Greywand
against discovery by the unworthy. The DM
can create an epic adventure across worlds,
essentially providing an opportunity for the
party to save civilisation from unstoppable orc
marauders.

The party, entirely ignorant of The Blade
Seek, Leodwared, or Esobran, discovers
Greywand in some treasure hoard. With the
Keen-Blade in its possession, the party
encounters participants of The Blade Seek,
who either attempt to wrest possession of the
blade from the party or compel the PCs to
return to Esobran where the blade can be
used against the orcs (who, naturally, are
massing raiding bands along the kingdom’s
northern border). Eventually, the party learns
of Greywand’s history, and it may elect to
journey to the defence of a kingdom it’s never
heard of. Alternately, the party might
continue on its way, equipped with the
priceless blade (of course, Ormdall may have
other plans for the PCs. . .



DEADLY WOUNDS AND BALANCED COMBAT
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Introduction

Since the inception of OD&D, players have
created probably dozens of "critical hit" systems
to enhance the experience of game combat. Unlike
combat in the official rules, wherein opponents
simply whack at each other in a literal battle of
hit point attrition, combat with critical hit
systems attempts to simulate the quality and
effect of the weapon blows exchanged. Such
systems run the gamut from simply applying
extra damage to detailing graphic breaks and
sprains, internal bleeding, and the horrible squish
of important body parts.

As might be imagined, some critical hit systems
are deemed better than others, whether for
playability, realism, fairness, their compatibility
with the rest of the rules, or simply their effect on
the campaign. Given these factors, and their
varying weights within different playing groups,
it's difficult for any single critical hit system to
satisfy everyone's tastes. That said, this article
offers some advice regarding what a critical hit
system is supposed to do, what makes a critical
hit system work within the OD&D game context,
and finally, an actual critical hit system itself.

The Critical Hit System: What Is It Good For?
The job of any critical hit system is to make
combat more interesting, more realistic, or both.
Unlike "official" combat, where successful blows
simply chip away at a combatant's hit point total,
critical hit combat explains how those hit points
are lost through descriptions of where the victim
was struck and how the resulting injury
manifests.

Most critical hit systems go a step further by
connecting the type of hit described to a