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LONG AGO, IN THE YEAR OF THE DRAGON.

cgg WHE?E'nI(I;LL FINALLY SUCCEEDED
‘OFF TO NOW, 2 2
SON...

PRESSING HARV uPoN
EieR.,

THERE
LR RUMORS OF £
-

Vmlor Gl

ALL THE REALMS.

L9h-9

A HA!
FATHER:

LIKE SOME
THUNDEROUS
BEATING OF.
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-=A SPELL
OF DEATH!

*A PALADIN

WHO CAN NON N

You LIVE! WHAT
EARTHLY HARM CAN
A CRIPPLED FIGHTER
DO ME, AFTER
ALLF

THE MONSTER'S CRUEL LAUGHTER
LS mal e eney ore THE.
COBBLESTONED WALLS... a




ANP NOW, SOME SIX
YEARS LATER, A FULL
DAY'S HARD RIDE.
NORTHWARD OF THE
TROLLWALL AT THE
C/TY OF WATERDEEP..

THIS.
LITTLE QUEST OF
OURS 15 BEGINNING To I
TRY MY PATIENCE,
DROW !

0!




15 A
REMEMBER?

—=



A_

wum//////

TDSS
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TIME 15 RUNNING
SHORT. |




OF COURSE
1 WAS. BUT, TELL
US, CYBRIANA. 15 IT
TRUE SHADOWDALE
ELVES CAN WEAVE
CERTAIN SPECIAL
SPELLSZ _o

BuUT
CYBRIANAY
YOUR
HAND!

{
Lo W)
HAPPENED
TO ITZ! -

‘ 2
R

-
Y MYSTRA!
MY FINGERS!
7/

WA

= 3=



. NO,CYBRIANA!
[/ oUR POOR POWERS

ARE NO MATCH FOR

THEIR BRUTALITY!

—_—4—



A SHRIEK OF FEAR BAH! YOU KNOW
ONYX! AN ELF’S SHRIEK! THERE'S No LOVE
COMING FROM THE FAR LOST 'TWIXT ME
SIDE OF THAT GLADE! AND_THE ELVES,
TIMOTH
EYESBRIGHT!
BUT AFTI
A DAY AS BORI
AND BONE-WEARYING
[ AS THIS ONE*
- " BEEN--
Z
- WA <\
2, 2\
22
%
NP
V' S ‘1:(@) =)
& A --1'D EVEN
RUN TO RESCUE
- A PACK OF KOBOLDS Y

SO LONG AS IT
WOULD WIN ME A
TASTE OF

\ BLOOD!

JHEN YOU' BEST READY THOSE
STEEL-TIPPED DARTS OF YOURS, MY
lRAsaBLE FRIEND. FOR ONCE T'VE

D A SHAFT \/ EN THE
OPDS A

--WE'LL HAVE NO
CHOICE BUT TO 0 BE
GALLOP INTO THE THE CLOSER égéi g%gE;E\TLHIN
VERY HEART OF WE GET TO THEM

E SWARM? EIAEAETTER, N THEIR EVES!

15—



ADROIT

AN INJURYZ,

—16 -

HMM. 1 DON'T '\ PERHAPS OUR
KNOW. 8UT 1 NEW FRIEND

/OUL LT \WOULD CARE TO
VERY STRANGE.) TELL US
ABOUT ITZ
-

D CAL
TR
R

FRIEND'Z
OH,BLAST!




HE BEGS YOUR
— FaRélV ESS.
Y LOR

FAR BETTER T0 BEG

ROCK
a auch DEATH FROM TO MUP!
Eor 11
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..AND WHOEVER
SENT THE CHASME TO
ATTACK MY FRIENDS
15 THE SAME FIEND
RESPONSIBLE FOR STEALING
MY...MY TWIN SISTE|
FROM SHADOWDALE! 1'M
CERTAIN OF IT! -

SOMEHOW,
WHOEVER TOOK
HAS INFLICTED 50ME
HORRIBLE CURSE
ON ME!

BACK AT THE COTTAGE, DON'T WORRY,

TEAR-STREAKED
FACE!




o
“7 THAT HUNTSMAN
50 FANCIFUL WAS

) TRUE! JUST LOOK AT
THE S1ZE OF THAT

L,
's

REPORT WE THOUGHT

'CAN SUCH A COLOSSAL
EDIFICE POSSIBLY HAVE

BEEN RAISED UP HERE
OVERNIGHTZ

‘TWIXT
EVENTIDE AND
SUNRISEZ NAY,
NOT BY MORTAL,
BUILDERS!

—

1 DON'T N/
SEE ANY SIGN
OF DOORS OR

WINDOWS ! &

THEN WE/LL
GoUGE ouT

OLIR OWN
FOOTHOLDS!
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HEH HEHHHH

1

DESIGNS
AGAINST THE

El

NTIRE
WORLD!

"CAPTAIN!




‘TWAS FAR
WHEN IT WAS
ETER

MORE
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oA
GLADIATOR'S
MANACLE FROM ¢ — Hi
THE MANSHAKA A - 00D-SPORT SLAVES
ARE! o WHO'VE LIVED THROUGH
THAT PLACE!

YOU'RE SURE

INVOLVEDZ.

—-23-



e

I_WARN You,
THOUGH--

-

ILL

FIGHT ANY MAN

WHO DARES TO
0UBT IT!

~_( KNOW THE WHEREABOUTS

THE PROPRIETRESS
HAS TOLD US YOU MAY.

OF THE GREAT PALADIN
AGRIVAR.

g
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=
H
s
H
%
§
H
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BLAST YoU,
'SWORD- WENCH! WELL,
YoU KNOW. \ SPILL T2
SOMETHING, ]

%)
DON'T YOUZ,

SiPE



1 JUST
SPISE TI

HOS|
WHO PICK ON |
THE WEAK AND
DOWNTRODPEN! /i




7 you 7 7777 [ THE IMPORTANT THING 15 e i
) LseD MAsic \ /7 INTERVENED IN TIME TO SAVE

o[ BACK THERE, | Y THIS POOR WRETCH FROM
/eRIA ol Us ! SERIOUS INJURY! =

YOoU OWE HER
THAT MUCH.

A NAMEZ
AYE, GIRL

R



AND YOU,
FRIEND AGRIVAR,
POOR STAND ON THE
M | Jo0R eemes
DARLINGS.
HEY'RE FAST = ADVENTURE.
ASLEEP. .

BUT 15 1T
DESTINED,
AL50, TO BE
YOUR LASTZ

~-ONLY DEEPER
ND EVER
PROFOUNDER
GUESTIONQ.

ON
AN&WERS I\g

QUESTIONS
WHOSE
R
WELL HINGE THE )
STINY OF
ENTiRE

—-28-




INFORMATION
The Guardsmen of Waterdeep

The armed forces of the City of Water-
deep are divided into the Guard and the
Watch. The Watch serve as the police
force for the city, while the Guard is the
city’s militia, investigating and protect-
ing it from foreign threats.

Average members of the Guard are
2nd level fighters with an average of 10
hit points. They wear scale mail and
shield (AC5), each bearing the symbol of
Waterdeep, the Moon reflected in the
bay, surrounded by seven stars. The
Guard are usually armed with long
swords, daggers, and darts laced with a
paralytic agent (those hit must make a
saving throw against poison or be para-
lyzed for 1-4 turns). For missions out-
side the city they may carry bows. Their
leader is usually a captain or sergeant of
5th level.

The Watch serves as the daily police

MAGIC ITEM
Staff of Withering

Imgig Zu's Staff of Withering is an 8’
long rod of polished black oak. The staff
i used in combat as a+1 weapon. A hit
will expend one charge from the device
and inflict 2-5 points of damage. If 2
charges are expended when a hit is
made, the staff will inflict damage and
age the target 10 years. If 3 charges are
expended, the target will be aged,
withered, and the limb (or limbs) struck
will be withered and made useless. Age-
less and immortal creatures (such as
undead and some natives of extradi-
mensional planes) will be unaffected by
the staff and those who gain power with
age (such as dragons) will have their
abilities enhanced when struck by it.

Charisma 17
THACO (To hit armor class zero) 16
Hit Points 49

Alignment Lawful Good
Armor Class 4 (Chain Mail and Shield)
Weapons: Bastard Sword

Dagger

Speaks the following languages:
Common Tongue (trade language)
Elven

Orcish

Eiminster's notes:

Priam Agrivar is the only son of Ostus
Agrivar, a renowned and_respected
magic-user of the North. The young
Agrivar established his own reputation
as a paladin, a holy fighter dedicated to
the furthering of the causes of Goodand
Law. Throughout the North the young
Agrivar was noted both for his ability
with a sword and his sense of justice.
Tightly reined, taciturn and solemn,
Agrivar nevertheless displayed a gentle
good humor among friends and allies
which endeared him to fellow adven-
turers and followers. It was generally
agreed that young Agrivar would some-
day rise to control some city, much like
Lord Peirgeiron of Waterdeep. This was
six winters ago in the Year of the
Dragon. At that time an unknown
enemy breached the magical defenses
of Ostus’s Hold. The old wizard was
slain and young Agrivar crippled in the
attack. More important than the wither-
ing of his body, Agrivars spirit was
crushed. Unable to wield a sword.
Agrivar buried his father in the family
crypt beneath the tower, dismissed the
caretakers and set out to find his
father's killer. As time passed and his
frustration mounted, the despondent
paladin drifted to Waterdeep. Word of
his brave deeds slowly faded as the
heroic paladin became a drunken sot.
Game information: The first Strength
value is for Agrivar's original strength,
the second for his current “withered”
state. He retains his special abilitiesas a
paladin, which are: Detect Evil at 60"
range, make Saving Throws at +2 to die,
Immunity to all non-magical diseases,
Ability to “lay on hands" to cure upto 12
points per day, Cure up to 2 diseases per

force in Waterdeep. These forces, who
wear armor of leather by
chain (AC7), carry stout rods (treat as
clubs in_combat), daggers and short
swords. They are never found outside
the city, and within the city walls they
travel in groups of four, two 1st level
fighters ~(patrolmen), an Amlar
(sergeant) of 2nd level, and a Civilar
(captain) of 3rd level

CHARACTER
Priam Agrivar
Paladin—6th level

week, C Protection from Evil
spell, Turn Undead (as a 4th level cleric).
A paladin of 4th level or higher may
summon a special warhorse of extraor-
dinary ability. Agrivar has not yet sum-
moned his mount. While Agrivar may be
able to use his paladin-based powers,
he has not done so since the death of his
father.

—-29-
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How MUCH FARTHER

VAJRA VALMEYJAR?Z | | HAS FAITH IN - FORTUNE! ' A POOL OF,

WHY DRAG ME ALONG, | BECAUSE Y8 WHOAA? WHAT GOOD %IA’MH
I'M NOT A 2HICé HEROJ AGRIVAR. THAT'S WHY. SPARKLING FRESH HAL.
- ANYMORE. WATER !

WHO WOULD HAVE
EXPECTED SUCH
AN OASI5-—

/, 7
2 %
—-IN ALL THIS
BARRENNESSZ

-
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STEVE HAYNIE GLENN WHITMORE BARBARA KESEL
LETTERER COLORIST EDITOR
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BUT WE, YOUR SUBJECTS, GROW. WE GROW RESTLESS TO BE FREE... Ly
WEARY OF OUR LONG [MPRISON- (@l INPATIENT FOR THE LONG-

PARKLIN
). Gl

THE MOMENT T HAVE
LAID HANDS ON THE




IGNORE |T5
IMPENETRABLE
OUTER SIDE,

EYESBRIGHT!

LUNDERBELLY!

%

o
IT5 TENDRILS
ARE CLOSING -~
4
A \\
AN
N

HARDER,
THEN! AND
DEEPER!




\\\\\\‘\\\\\\ \\ \

THESE
S\ TRAVELERS!

NN

NO TRESPASS
WAS INTENDED,
GRANDFATHER,
1 ASSURE YOU.

WE COME SEEKING THE

COUNSEL OF JOGAOH,

FROM WHOSE FORGE,

THEY SAY, FLY SPARKS
OF MAGIC.

-36-



WHICH WAY YOUR GARB!
oip THEY _ [l YOU'RE >KHAAH:
RIDE, SCUMZ, A
p SEEKERS ! Moot
EHZ

IF We TELL, A ” I
WILL You .
ZAAACKE -




i

HE WAS NOT
ALWAYS THE WORN
MAN Y E
BEFORE YOU NOW.
7 -

HE NEEDS TO
JUST AS HE IS!




TO SHREDS BY!




YOU'LL FIND IT

WHA-/Z THIS
MET SHROUD v,
WeAPPED IN?
L
[ 08
Y8 « Y )
y
I's <,

SHE'S LIFTING -
DISSOLVING!

BRleHT SHE

FIENDS OF
THE NINE
HELLS!

YOU'RE SAFE
IN WATERDEEE:
GOOU MAN.,

WELCOME
TO SELUNE'S
SMILE.




IF YOU WANT MY OPINION,
HURLING A PART THROLGH Hio)
T NOW WOLLD 8E
DOING US ALL A FAVOR!

THE GODS
WILLING, HE'LL
PROVE HIMSELF A
VALIANT PALADIN
YET AGAIN AT
NEEDLE ROCK...




1 HAVE
FAITH IN
YOUR_COURAGE,
AGRIVAR!

T
A

M NOTHING BUT

=y =




THE
SMITHY STILL




.BUT I FEAR IT'S A

GHOULS, IF

L COULD TURN THESE
ONLY MY
MIND WOULD CLEAR!







ROTTING
CADAVER!,

©000.
THEN WHERE'S
THE ROPEZ
. EXCEPT
& THE
=t BASILISK.
' -

ER, 50 FAR
AS'T KNOW,
NONE...

—46 —



WELL,TO START
WITH, T sHouLD §
PERHAPS CONFESS

‘M NOT A TRUE
DWARF AT ALL...

...BUT RATHER A MEMBER
OF AN ANCIENT RACE TORN —-AND’
FROM MY OWN PLANI SHANGHAIED
OF EXISTENCE AGAINST INTO THIS REALM
MY WiLL-— 8Y IMGIG ZU.

FORTUNATELY
FOR ME, I

MANAGED To
ESCAPE FROM
HIM...




+..YOUR ARMS WILL
BE AS STRONG AS
ANY WARRIOR'S.

—ug -




. TRANSFORMS

E, THROUGH THE

POWER OF [T
MAGIC....

W{VATEA? MAveE T wow-r'wor IF THIS
\ EVeN ee TH A TALISMAN cAN)




. THAN ITS
GUARDIAN
RETURNS TO LIFE
TO WRI
REVENGE!

STOP
SHOUTING,
AGRIVAR--

U







LOOK HERE,
MONSTER? A8
‘W’

>




WHATEVER
I MAY ONCE
HAVE BEEN, I'M

A WHILE AGO,
1 OVERHEARD ONYX
COMPLAINING THAT
1 WAS FIT FOR
NOTHING EXCI
DRINKING -~AND HE,
WAS RIGHT.

IN THE
REALMS...

HA?! 50
THIS IS THE
GREAT FUGITIVE
BLOOD-SPORT SLAVE
FROM MANSHAKA,
15177

=

&

1 RATHER
XPECTED
SHE'D SHOW US
MORE OF A
FIGHT!

Hey!




~-OR HAVE YoU
FORGOTTEN HIM,
SLAVEZ
S,
oty

—fo
PURCHASE THE
FREEDOM OF

A HUNDRED
AVES!

AYE! AND YOU'LL LIVE
LONG ENOUGH TO EARN
HIM LOTS MORE GOLD
~-PROVIDED YOU DON'T,
TRY_ANYTHING
FOOLISH!




MONSTER
Greater Basilisk

Frequency: Very Rare
Number appearing

Move 6"
Hit Dice 10
Percentage in lair 50%
Treasure Type H

Number of Attacks 3
Damage/Attacks 1-6/1-6/2-16
Special Attacks: See below

Special Defenses: Surprised 1 in 6
Magic Resistance: Standard

Intelligence Low
Alignment Neutral (Evil)
Size L (12+ long)
Psionic Abi Nil

The Greater Basilisk is the larger
cousin of the common basilisk, and like
the more common version, has eight
legs, moves slowly, and turns individ-
uals who meet its gaze to stone.

Those characters who look the
Basilisk in the eye must make a saving
throw vs. petrification or become stone
statues. The Basilisk, if it views itself (in
a mirror or other reflective surface),
must make a similar saving throw or be
turned to stone itself. The Greater
Basilisk is extremely near-sighted, how-
ever—the range of its petrification is 50
feet, but for it to be petrified itself, it
must be within 10 feet of the reflective
surface. The vision of the Greater
Basilisk, like that of its smaller cousin,
extends into the astral and ethereal
planes. The claws of the Basilisk are tip-
ped with a mild poison (saving throws
are at +4), and its breath is also poison-
ous, so that those within 5 feet of the
mouth must also save versus poison (at
+2) or be slain.

CHARACTER

VAJRA VALMEYJAR

7th level fighter

Strength 18 (23)
13

Wisdom 13

Dexterity 17|

Constitution 16

Charisma 14
THACO (To Hit Armor Class Zero) 14|
Hit Points 56
Alignment
Armor Class

3 (Studded leather + Dex bonus)
Weapons: Long Sword, Spear, Sling,|
Net

Neutral Good

Speaks the following languages: Com-|
mon, Anmite, Dwarven

Elminster's notes: Vajra is a native of|
Tethyr, a land caught in a brutal civil
war. Vajra was separated from her|
family and fled south, where she fell into|
thievery and confidence games in the
cities of Calimshan. At 12, after an un-
successful con operation, Vajra was|
captured and sold as a slave to the|
house of Baron Abon Duum.

Manshaka, the largest city near|
Duum’s landholding, is the home of a|
legendary Arena of Blood. There|
warriors, both free and enslaved, battle|
to the death. In the arena’s brutal set-|
ting, Vajra learned the arts of the sword|
the spear, and the net, becoming the|
most accomplished of Abon Duum’s|
stable of fighters.

Vajra tired of the arena and decided o
leave Abon Duum’s employ. She
seriously injured several of Duum’s best|
warriors while escaping. Now a wanted|
escapee, Vajra fled Calimshan, taking

Selune’s Smile. Vajra and the bar's pro-
prietor, Luna, developed a good work-
ing relationship and friendship. Though|
Vajra is no longer employed by the Inn,
the two remain friends and Luna occa-
sionally contacts Vajra with unusual
employment.

Vajra does not discuss her past except
ina casual, offhand way. She still wears|
the symbol of the Warriors of Blood as a|
warning to others. She is now free, and|
will never willingly allow herself to be|
enslaved again.

=

MAGIC ITEM
The Lockstone /

The Lockstone is a magical device
which usually appears asa crystalline or
metallic orb or egg. It is believed to be
native to several of the outer planes.
Lockstones are timed devices, set to|
release one or more spells if particular
conditions are met. A Lockstone can
have up to two preconditions and store
up to three spells. After the spells are
cast, the stone becomes dormant for at
least a year, after which it will function if
those conditions are met again. A Losk
stone’s programming can only
changed by & wizard of af least o
level

Imgig Zu useda Lockstone toimprison
the fire elemental Jugoah in the|
Realms. The preconditions of this par-
ticular Lockstone are: 1) The passage of|
200 years and 2)the Lockstone must be
touched by ng individual. Once
these requnremen(s are met, the stone
will 1) restore any withered or lost limbs|
to the holder, 2) restore the holder's|
original shape and 3) free the stones|
Greater Basilisk guard.

Lockstones are rare and are usually
used to entrap extradimensional crea-
tures and protect valuable treasures.
Prior to the discovery of the Lockstone
on Stoner’s Needle, there have been
records of only three in the North.

work as a mercenary in Tethyr's end-
less civil wars, then as a bodyguard in|
Athkatla. Abon Duum sent bounty)
hunters in_pursuit, not wanting his|
finest warrior to go uncaptured and|
unpunished, forcing her to leave the|
South entirely.

The City of Waterdeep refuses to
recognize enslavement, so it was here|
that Vajra eventually came to rest. She|

became the bouncer for a new Inn—|

= E5
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--OR SKULL
CRUSHEDZ




--INSTE
OF-

AD
P

YoU MATCHED

0
WITH ONYX THE
INVINCIBLE--_/




'S EY

WILL MAKE IT
GLOW LIKE
THE MOON.

--TO CONQUER
AND OVERRUN
\THE REALMS




BUT 1 CAN'T SLEEF, THERE ARE VO BUT IF YOU PROMISE
LADY LUNA! T'M WOLVES HERE, ME YOU'LL FALL ASLEEP
CHILD. RIGHT AFTERWARDS, I'LL,
TELL YOU A STORY.

YOU'RE SAFE
IN AN INN NOW, IN
WATERDEEP,

A_STORY ABOUT A ~
BEAUTIFUL YOUNG J~
by, OO7VESS LN

BODDESSES AND ALL
MEN, 6oDs!

% “HER LIFE COULD
HAVE

OF COMPLETE EASE
AND CONTENTMEN

UT AL
IMPULSIVE YOUNG
MAIPEN, SHE HAD GROWN
} - BORED WITH SUCH THING:
IAS

/- —THAT SHE BECAME INFATUATED

%
" T W
\ R R TERE WA OF FOVEr LOFT IN QA BARREN WITH A DARKLY HANDSOME WARRIOR--
| oF FORCE-- PLAN

7==WANLY LIT
BY A BLOOD-
P REALMS 2 RED MOON--




#-=WHO PEf
TO EMPLOY

Hi
GODLY POWE!

DED HER
IER FATHER'S

“BUT ONCE THERE, HE AND
HIS MINIONS REVEALED
THEIR TRUE SELVES——

DEOLS
CHANGELING
MONSTERS BENT
ON DESTRUCTIO!
AND CONQUE:

“AND HE

“--TO TRANSPORT HIM
AND HI5 FOLLOWERS
7O THIS VERY WORLD! |

TR

""H;‘&g‘%l; g’zo’:"oNR%E%AA%'E(’ REACHED OEEE 'DOWN
HEARD HER CRIES AND BRAVELY NN
DASHED TO HER RESCLE .. Y e e

#--50 AS TO CREATE A MAMMOTH
GEMSTONE WHICH WOULD IMPRISON
THE MONSTERS TILL THE VERY END
OF TIME--1/

“AND THEN,
WITH THE
MONSTERS
SAFELY
TRAPPED
INSIDE -

“--DRAINING [T AWAY BY
DEGREES——




\ \\‘“”ﬂ"ll// /// WY =
H a4 T e DR e

DEFEAT THE MONSTERS AND

T HE IGHT KEEP (T SARE 4 THUS UNDO HER FOLLY..

5 //
S




FUSS YOU'R
CAUSING MAKES
ME IRRITABLE. &

NO ONE, TIMOTH.
1 CAME BY THEM 7. THROUGH THE BLOOD OF MY FATHER, NO DOUBT.
INTUITIVELY. HE WAS A YOUNG MAGE WHO WAS SEDUCED BY MY
= WICKED MOTHER WHILE FORAGING NEAR
SHADOWDALE FOR NEW CURES AND POTIONS...




#--EXCEPT FOR THE

STRANGE DARK “UNTIL, BY THE TIME I'D REACHED

BIRTHMARK ON MY “AS I GREW Ol GIRLHOOD, THE MARK HAD MUSHROOMED

CHEST- IT GREW ALS INTO_AN EVIL, BROODING GROW
BULGING AN THAT WAS THREATENING TO SNUFF
THICKENING. OUT MY LIFE! 4

“--AND TRAP THE
DARK SPIRIT

\RRREEER\\N

N

“THE RITE

PROVED
\ ONLY HALI

(2
“--GREW TO MONSTROUS

0 Z ¢ ==
TH V | SIZE AND FLED BEFORE
MY ILLNESS. ¢ THE SHAMANIC TRAP
COULD HOLD IT!% a

s




AND RECENTLY

EVIL POWER!

’v\

W,
7
é//// e

/ //7




WE'LL TEACH
THEM FIRSTHAND
HOW A PAIR OF




¥

] AYE, I KNOW,
AGRIVAR!
)




MY CHASME
MAY HAVE BEEN

DEFEATED, BU
NOT BEFORE

CYBRIANA!




" THE SPIRITUAL

HEIR OF OUR EVIL
MOTHER, THE DARK

ASPECT OF OUR
TWIN-SELVED BEING! ‘

HE'S RIGHT, CYBRIANA.

- — WHATEVER YoU SAW, IT

%ETR%NG!’ WAS JUST A DREAM.
WHO=-7 No! o
e =

7
W, W
i W

THERE'S
NOTHING HERE
BUT A SWIRLING

MIST, LASS!




HA HAAAA! OUR LITTLE
FISH HAS SWAI THE
BAIT WHOLE,
SORCH

\uHI/III/I////////// 7
\ G
BRIGHTLY WITH EACH
STEP CLOSER SHE y
TAKES !







THE CENTAUR'S
VADED CAPTURE,




THIS MONSTER!
HE'LL--HE'LL
KILL ME

DON'T BE
GHTENED, LITTLE
SISTER! MY RING OF
TELEKINESIS WILL

BREAK YOUR FALL--

I-T DIDN'T
REALIZE
HOW HIGH
UP T WAS!
e
o
O
I'VE GOT
FEATHER FALL
SPELL!

X
3
A
&)
i
A
n
>




COME,
KILILI, WE'LL

My BLOW
DIDNT EVEN
STAGGER




THE STONE
JresTone crygHiNG
CLOSING OVER s
THE STAIRCASE!




. .

S
e

) . AAARAHH!

¢ N

WE'RE
HERE, AGRIVAR! i
JUST ONE SECOND,
MORE!

S

S
,‘\ “_.
i

=
4
7 EBREAD
BT
R
ET U5 PASS!
-‘/L\@




) £ | A
~ 4
4 J 7 )
/ You'LL -
s LEARN THAT SOON Yaldill®
\, ENOUGH, LITTLE Y
4 SIBLING! P Wi
K 7
N[
&)
1 ) >
22 |
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ONYX THE INVINCIBLE
Dwarf of Great Renown
Level 4 Fighter

Level 4 Thief
Strength 16
Intelligence 14
Wisdom 12
Dexterity 17
Charisma 10
Constitution 18

THACO (To Hit Armor Class Zero): 16
Hit Points: 30
Alignment: Neutral Good

Armor Class: 5 (Leather armor plus Dex
Bonus)

Preferred Weapons: Battle Axe, Dag-
ger, Darts

Languages: Dwarven, Gnomish, Goblin,
Kobold, Orcish, Common

EIminsters’ Notes:
nyx the Invincible’s full dwarvish

title is Onyx, Blood of Placidor, which
tells other dwarves that he is descended
from the dwarven hero of the Battle of
Twelvesuns. That he does not use the
“traditional name” used within
dwarven households is an indication of
the young dwarf's rebellious nature. He
calls himself instead “The Invincible,”
as if to dare others to challenge his
claim

Onyx is a native of Eartheart, at the
edge of the Great Rift, one of the few
large dwarven nations left in the
Realms. He is young by dwarven stan-
dards, being barely 35, and his impetu-
ous and hot-tempered nature is written
o"byhxseldersas “the mad passions of
youth

Dwarves are an old race in the
Realms, one that is in decline. Their
numbers were never great, and their
children are few. Further, their natural
homes—the mountains and caverns—
were coveted by other, more populous
races, such as orcs and goblins. The
long attrition of their numbers and the
slow replacement of their losses have
resulted in the demise of many dwarven
nations. The great dwarven halls of the
North have been overrun by monsters,
or shut their doors, their people retreat-
ing to other holds to live in exile.

The diminishing of their race has

tended to make many dwarves sad and
dour in nature. Most of their greatest
achievements as a people are behind
them. For that reason genealogy and
who one’s grandfather is is often more
important than what a dwarf himself
has accomplished

Onyx The Invincible is an exception to
that general rule. He is hot-tempered,
rambunctious, and filled with an energy
to go out and accomplish great things,
lly if those great things bring ina
bitof gold and offer a chance to hurt evil
creatures larger than he is(and itis nota
hard thing to be larger than a dwarf). He
cares little for the distant past, intent
instead on carving out his reputation
across the Realms.

Early in his career, Onyx formed a
partnership with the centaur Timoth
Brighteyes. The pair make a very odd
fighting team, with the dwarf riding into
battle on Timoth's back. Onyx gains
speed, maneuverability, and height
from being with Timoth, while the
centaur has a firm ally continually pro-
tecting his back. Onyx finds his ally’s un-
flagging optimism misplaced, while
Timoth believes that Onyx's gruff ex-
terior is just an act to excuse him from
having to be nice to those taller than he

Onyx’s elders, when they hear of him,
think the lad is due either for greatness
or a foolhardy and early death, so typical
of their people who engage in adven-
turing. Onyx, on the other hand, is
positive that he will be counted one day
among the dwarven greats (with a foot-
note pointing out the help he has
received from his friends).

IMGIG zU
New Mon:

Frequency: Very Rare [Umque) ««-V

No. Appearing:

Armor Class: 2

Move: 12"

Hit Dice: 12 (so hit points)

No. of Attacks

Damage: By weapor\ +30r 1-10

Special Attacks: See Below

Special Defenses: See Below

Magic Resistance: 10%

Intelligence: Genius

Alignment: Chaotic Evil

Size: M (7-1;" tall)

Psionic Ability: Nil

Imgig Zu is the leader of an extra-
dimensional race of evil beings.
Whether this dimension is an alternate
prime material plane, one of the Lower
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Planes, or a small demi-plane is as yet
unknown. It is also unknown whether
others of his race have his powers and
abilities.

Imgig Zu has magical abilities as a
magic-user of 13th level. In addition, he
may shape-change into any human
form he desires. Imgig has proficiency in
earth-based magic, such that he may
[animate] stone statues; [move earth],
cause [earthquakes ], and turn [stone to
flesh J'and [rock to mud]. Al of these
abilities may be used once per day.
These are in addition to any other spells
he possesses as a magic-user. Imgig
apparently lacks any magic that permits
movement from one plane to another.

Imgig's natural appearance is of a
four-horned, powerful humanoid with
grey-green skin. He is extremely strong,
and attacks with any weapon at +3 to it
and damage. He normally relies on
own natural abilities, but also uses a
[staff of withering] (see Issue 1).

Legend says that Imgig’s people were
freed accidentally by the goddess
Selune. Selune traveled to their lands,
and Imgig appeared to her as a hand-
some young lord. The goddess, young as
such beings go, fell in love with Imgig
and brought him and his people into the
Realms to settle. It was then that Imgig
revealed his true form and nature, and
the intent of his people not merely to
settle, but to conquer the Realms.

So great was Imgig's power, he could
have slain Selune, but she was rescued
at the last moment by a mortal magic-
user, noble in his bearing and actions
He distracted Imgig so that Selune could
trap him and his people in a pocket
dimension, using the basic energies of
her being to bind them tightly into a

gem.

The story, called the Song of Selune,
has a number of endings, depending on
where the tale s told and what point the
teller is trying to make. In some ver-
sions, Selune learns her lesson and
returns to her godly plane, taking the
mortal magic-user with her. In others
she perishes, only to be reborn with the
next full moon. In still others, she lives,
but rejects the love of the mortal mage
because the energies she had lost aged
or disfigured her fair form.

Such was the tale. Its factual base is
proven by the existence of Imgig, who
apparently escaped the trap that caught
his fellow-creatures, and now plots to
free them from their prison. He searches
for the key (physical, magical, or mortal)
that will allow himto let loose the others.
of his race on the Realms,
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~

VAJRA'S BEEN
005 STUNNED BY
THAT COLUMN Y
S\ __OR WORSE!
- -’




--CAUSES IT,
TO GLEAM!,

YOU WONDER AT MY
NOWLEDGE, ELFZ T WAS |/}

|

e { /
KAS REVEALED LAST ISSUE--B.




.. THAT 1 OBSERVED THE
ELVES OF SHADOWDALE
PERFORMING THE RITE-—-

#--TO EXORCISE THE
DARK SPIRIT THAT
HAD TAKEN HOLD OF
YOUR BODY!

“AYE! AND T WATCHED

y I s )=
“IT WAFTED OVER THE COLINTRYSIDE LIKE AN ELEMENTAL OF THE AIR, ABSORBING INTO ITSELF
THE LIFE FORCE OF LIVING THINGS--/

EYE MYSELF...

“--AND EMPLOYING
RCE

“AND IT WILL BE
THS

0.
OVERRUN THE
REALMS?*

—-88 -



o cHe's ALIVE, YA
P “crivaz— [N/
ISN'T SHE? 4

8uT I'M
AFRAID...




= w \\

ks

FOR WHAT SEEMS LIKE HOURS, THE VAL//
PALADIN BENDS OVER THE FALLEN AMA.
AND THEN...
BY THE
SAINTED
! voe!

DID THE ENTIRE
CITAVEL FALL ON ) \\
TOP OF MEZ jpu

A CERTAIN
COMBINATION...

WHAT'S 50
INTERESTING
ABOUT THOSE




WARILY, THE FOUR.

APVENTURERS DESCEND

THE WINCING STAIRS,
UNT....

WELL SAID,
ONYX! LET'S
TAKE THEM!

TH
i

A
MY SWO

oA
Ul

CUR:
15 SLI
N‘T

/4
e
NG/
DRAW
RO
|
&

1 SPECIALIZE 8
IN CUTTING

BIG GUYS ~
DOWN TO SIZE.

YA POINTY-EARED
GORILLA!



BETTER NOT ORDER DESSERT

JUST YET, FANG-FACE! CAUSE

IT JUST S0 HAPPENS 74//S
HUNK OF DWARF FLESH--




IT IS TIME,
O BRETHREN!

FOR IT 15 WITH
THIS WAND OF POWER,
TAKEN AT THE TIME




=1 BUT TRAPPED IN THIS
FORCECAGE, HOW CAN
I KEEP HIM FROM
g COMPLETING THE
SPELLZ

-9l

O STof
FEAE—
O




<=
FLOWERS

WOULDN'T BE \a\

BLOSSOMING \




IN YOUR HANDS,
Now!

WOULD ONLY 1 COULD BE THERE

WITH YoU NOW, TIMOTH EYESBRICH

--WITH YOU AND ALL YOUR COMPANION
-’

——TO BAT
NEMESIS

IMGIE ZU WITH

YOU, SIDE Y,




MY PEOPI
ARE FREE AT
LAST--

PLAGLE Ol

E OF
SLAUGHTER
AND




AGAINST OVERWHELMING |\
ODDS, THE FOUR HEROES
BATTLE VALIANTLY... £

[ARE WE TO SLAY
THEM NOW,
MASTERZ

MY CHAMPIONS,
AND WITH THEM
THE WORLD--




You WERE A FOOL

TO_THINK You couLo

TRIFLE WITH ME,
CHURLISH pUP!

...SHALL RID
ME OF You
AS WELL?

s
BLNDING!

- WE
CAN'T SEE!

—— |

=/ sTrRike \\
= "now,
PALADIN?
Z ~

J




TAKE THIS FOR
My FATHER YOLI




T T \ s ssigg
S W el

BATTLE STILL MUST KEEP KILILI, /
\ y . THE EVIL SIDE,

I'M NOT SURE,VAJRA!
BUT WHATEVER IT 15,
SHE'S EMBROILED IN
THE FIGHT OF HER
LIFES

AR

Al

=101~










~VOU'LL = JRA'
HAVE T0 TELL “# EXPLAINED THAT

ME All__:_.’ABOUT ‘ YOU'RE THE IPEAL,

}/
v
=y
/L

)
D

| "iiw
?ﬁ“JNX‘?
. s

|




f1'VE BEEN KEEPING

M IN THATOLD

IT WAS ALWAYS
MUCH MORE FUN
STEALING THINGS

THAN HAVING
PEOPLE G/VE THEM
TO You.
e

WHERE
YOU'RE WRONG,
AGRIVAR! GO ON,

LAD! DOFF THOSE,
GAUNTLETS!

& STAFF OF
WITHERING WAS
BROKEN!

IT JUST MAY
TAKE HIM A WHILE
TO LEARN EXACTLY,

WHAT IT 15 1'VE
G/VEN HIM.




I

\\"_J‘ \
Val

ATV

S
N\

=T £

\

3

%

N N




“UNDER-
STATEDZ

LIKE ITZ

IF THAT'S A
CRACK ABOUT
MY STATURE...

OKAY, 5O THERE'S

THESE THREE

CLERICS, SEEZ
AND-—

OR WAIT, NO.\RIGHT. AND
THEY...

AWW, NOW T
FORGOT THE
PUNCHLINE,







TMF SpPIRIT
OF MYRRTH

W OUURSEMA
AAAAAA

DAN. MISHKIN T
WRITER

v BARELY

féa EoITOR



ACK?
A GHOST! AN

I WANT
You To
FIND oUT..

BY THE 6ODS!
WHO WouLD
COMMIT SUCH
SACRILEGEZ,

I WAS PULLED AWAY FROM
THE AFTERLIFE, YOU SEE,
WHEN SOMEONE TRIED TO
DISTURS MY MORTAL REMAINS.

AND. /
1 CAN'T RETURN
T0 MY 6IG IN THE
HEREAFTER UNTIL
THEY'RE STOPPED
ONCE AND FOR
ALL!




\

AND JUST \
As You i

N\,

W WHY, IT's A TRADE MORE JUST A MOMENT-~
JOKES -~ HUMOR HONORED IN THE I KNOW WHO HE I5 NOW!
——TH_?Kig.ES'fEP’S TERLIFE THAI IT'S MYRRTH!

AF
A\ON TH/S PLANE, l
I MIGHT ADD! D
/ 1 SAID!
N THE MYRRTH! THE
At SRR TH! THE
E \ LIVED A HUNDRED
= \ ARG AGRE
= % |

MUST'VE
EEN SOME
JOKE.




Noo B

BUT YOU KNOW, EVEN THOUGH OTHER
JESTERS HAVE CRIBBEL, SOME OF MY,
MATERIAL OVER THE YEARS—

SELL A PRIZE LIKE
THATZ TO SOME
CHEAP COMEDIANZ,

Mo cHance,

JRA! I WANT
THAT SCROLLY

.

HEE HEE HEE!




OH
THANK you
THANK YoU
JHANK YoU!,

SURE, T KNOW THAT!

THAT'S WHY T WON'T

JUST SELL IT TO SOME,
HACK!

” ’%‘(?
M |

N\

\
WG N2



THEY'LL BE BACK

YOU COULON'T
HAVE PICKED A
BETTER TEAM.

L 5AID, s : 1
HE BEST —

g/EEATJTIFIJL
LUNA.. 4 _ 50

H They YV
s

“BUT HOW —
AY. x DO You KNow =
VAJRAZ

T DON'T THINK
I'VE EVER EVEN
SEEN YoU IN THIS
ROOM AT THE

SAME TIME.

AVO/DED SINCE
COMING HERE .

WERE SHE
AND T TO T %
AGAIN, OUR REUNIONE=
WOULD 8E... WELL, £
T A HAPPY
ONE.




—__/ STOP, 1 savr \
& 1 COME BACK HERE,

= Bl medtlons =
T\ CREATURE!

BUT I DON'T
UNDERSTAND-

MY OH MY, MOST
MYSTERIOUS!
MOST Vi
MYSTERIOUS!




PLACE...AND YET
50 EERILY
STILL.

BY DAY, IT'S

YOUR . IT'S THE WATCH--THIS TIME OF NIGHT
IMAGINATION 2 EY’RE LOOKING FOR ILLICIT ACTIVITY
NOW, VAJRAZ

,.,
4

HMF?
THERE'S NOTHING




AND WHAT THEY GAINED
A WARM WELCOME
...THE FAMILY
CREST'S JUST
CHARMING.

MUST HAVE
EEN QUITE THE
LACK SHEEP IN

THEIR EYES.

)

I SUPPOSE




LEASURE Y
ELIEVE ME




YOU MIGHT HURT
SOMEONE WITH THIS WHILE 1,
THING! MONSTER--

--WILL TAKE
PAYMENT IN
- 8Loovo!




WHICH MOVES YOUR
CRIME UP FROM

TRESPASS TO
GRAVEROBBING!,
c




ELSEWHERE...

THEY HAVE WE CAN
THE REMAINS?Z ; MAKE THE
< Jl\ SCHEOULEZ

WE CAN
MAKE THE
SCHEDULE.

AND THEY'RE
Y _BRINGING
THEM; ER...HEREZ

T'M TELLING
YoU.ER, THAT

5. Z6ULPE YES,




YEAH, AND I'M THE

(405 o come
BUT YOU DON'T EVENING TO FIND
ME A QUEEN!

You MAY BE

| THE WATCH,
BUT YoU'VE
NO CALL To--

[P

iz

SHUT UF, DWARF!
AND_DON'T TELL
US OUR CALLING!

WE'RE THE
LAW...

D AS FAR AS
"ONCERNED,
RE JUST A

LITTLE PUNCHING

BAG WITH ARI




AND_ REMEMBER:
52 piE et
/ —\ sizE BUT ME

WE MIGI
SOT OEE o
GRAVEROBBING
CHARGE...
GssAOLTING

THE WATCH
i5 A BIG TIME
BEEF!

: e
OW THE
LGOI N THER Eyes!
1 USED TO SEE
WHEN 1 FonaHT IN =
Wik

ook THAT savs
THEY'RE LONGING
(FOR OUR DEATHS!




ME BREATHER!
0O WE GET TO.
EXHALE T0O%

/ WHICH T'M ///
BE&!NNING

Now THEY )4
e MINE! ) 2%

LiSey-, I 0y

£0 You HAVE FOUND
US OUT--FOR ALL THE
GOOD IT WILL DO!







# THE OTHER
QUESTIONS
WAIT!




HURT,
RIGHTZ

JUST LET
ME GET... URNK...
MY SWORD, GIANT,
AND T'LL COME
AS CLOSE AS
YOU WANT!

Ui

7STILL WoN'T FALL, EHZ |22
Wi NEITHER WILL I--




NOW, GET READY|
TO JUMP ON MY
SIGNALY

EHZ
\ WHAT ARE You
W\ 7424/NVG ABOUT,
\ WOMANZ TLL--
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1 SHOULD.
G

LI/ ITRIE POUBLE-CHECK,
0 () \ IFYoUD LIKE,

OR
WHOEVER
THEY ARE!




NEXT:

MEANWHILE,

BACK AT THE
INN... .




Gaming Notes
By Jeff Grubb
Recorder of the Realms

CONNER

Human Rogue

Level 7 thief
Strength: 14
Intelligence: 14
Wisdom: 13
Dexterity: 16
Charisma: 15
Constitution: 12

THACO (To Hit Armor Class 0): 17

Hit Points:

Alignment: Neutral Chaotic

Armor Class: 6 (Padded plus dex bonus)
Preferred weapons: Longsword,
Dagger, Knife, Sling

Languages: Common, Elvish, Calashite,
Thayan

Thief Abilities
Pick Pockets: 15
Open Locks: 60
Find/Remove Traps: 25
Move Silently: 90
Hide in Shadows 85
Detect Noise: 50
Climb Walls: 60
Read Languages: 5

Itis not known whether Conner is this
rogue’s first or last name. It is his true
name, and name of choice, and under
that label has spawned a series of
stories that have swept up and down the
Sword Coast. Most older merchants
have a “Conner story”"—of how he be-
witched this beauty or tricked that
dastardly evil wizard. His ability as a
thief is almost as legendary as his
reputation for saving his own hide first
and foremost.

The reality of the situation is less
impressive than the legends. Conner
appears as a middle-aged man, and his
attitude seems to be one of a world-
weary adventurer who would do
nothing more than settle down, if it were
not for a large number of former victims
that may come looking for him

And Conner seems to have conned,
robbed, or otherwise cheated a large
number of people, usually in a high and
spectacular format. (“Youthful exuber-
ance,” he would say now, “which over-
ran the wisdom of the situation”.) They
include the court wizard of Cormyr,
Vangerdehast, and Abon Duum, a
powerful pasha of Manshaka, in the
land of Calimshan.

Conner in his youth was a hellraiser,
and that attitude accounted for manv of

the stories about him, most of which are
either false or “deeply enhanced” by
minstrels and other talespinners. He
now is more likely to think before act-
ing, and to consider the feelings and
well-being of others.

Whether as a result or a cause of his
new-found  introspection, Conner has
taken under his wing a young child with
apparent mystic powers. The two were
north when they were sur-
rounded by wolves, and only by the
timely intervention of a higher power,
escaped death. That higher power may
have been Selune, the Moon-goddess, a
theory supported by the fact that a ray
from the full moon caused them to tele-
port to safety, and the fact that they
materialized in Waterdeep outside an
inn called Selune’s Smile. (A counter-
argument in the tavern has it that
Conner and his young ward stumbled
into a temporary magical gateway, but
the chief proponent of this idea also
talks about the gods playing dice with
the universe, and is discounted.)

At present, Conner and his young
ward reside at Selune’s Smile, and he
has become involved in a number of
adventures there. He has had past deal-
ings with the warrior Vajra Valmeyjar of
an unpleasant nature, and the woman
does not hold him in high regard,

CLERICS IN WATERDEEP
Waterdeep is the hub of the North, the
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largest city on the Sword Coast north of
Amn. Asaresult,itis the home of a large
number of churches, temples, and
shrines to various deities venerated in

e their number, these holy
places are not staffed by particularly
high level priests. The average level is
10th, with afew of the “permanent” on-
staff clerics reaching 16th level

There are a number of reasons for the
lack of levels: when a priest enters into
the church hierarchy from a life of
adventuring, his advancement slows
down—he is no longer battling
monsters in the name of his deity, but
rather ministering to the masses, a
worthy and profitable calling, but not as
advantageous to the rising young cleric,
Also, when high level clerics set up their
own temples, they tend to choose
smaller communities where they can
dominate the local political and social
scene. Waterdeep is so large that while
the temples are a part of life in the city,
they are not a dominant part.

This is not to say that there are no
high-level clerics in the City of Splen-
dors. Many powerful clerics exist in the
city outside the organized church
hierarchy, or make the city their base for
operations in other lands (or in other
planes). An individual needing a partic-
ular spell cast or offering made can
usually find an individual capable of the
work, but often only after a long search.
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3 TRV someTHinG's
Ol = GONE WRONG
1 FEAR OUT THERE IN
FOR THEM, |
: CONNER...

= D WHAT
| , > 2 A BEAUTIFUL THING AH, THE
= / SHE WAS, TOO, DESPITE SWEETNESS
WHAT SHE'D GONE THROUGH. OF YOUTH...

GET OFF,
1 SAY!

ﬂ}
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u BOUNCER ONCE!
TO LEAVE THE AND THE ELVEN Mﬂs/c-us!

WAY You CAME WERE SEEN HERE, TOO!

THE WHOLE
PERHAPS 7

BUT...
THEY WENT TO
PROTECT A
GRAVE, NOT TO

ROgZ IT!

Too oL
THIS!
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BAH! THEY WERE 5
¥ CALUGHT IN THE -.. AND_PAID

ACT--KILLED

TWO OF MY MEN...

ISN'T THAT
HIMZ THE
JESTER?

TTJIIZZLT,
! Bssoﬁ“.

3
PAI

7

Y

14

Nt &
< (‘(
W (\‘ R \
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OH NO--
HE'S THERE,
ALL RIGHT!

DOESN'T SMELL
RIGHT_TO YoU
| | ErHer, enz
: 4

y HESE
DOGS NEED

A LESSON IN [T
MANNERS!, ‘

NOT DoGS AT
ALL,BUT RATS/
WERERATS!
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NICELY DONE, > ORE OF THAT AN 5= NOW YoU'LL DO THI
BUT HAVE = YOU'LL GIVE US |8 E——( TALKIN; RAT/ WHO SENT

LAD,
A CARI AWAY FOR SURE. YEZ HERE AND WHYZ




BUT WHAT ABOoU)

ON'T
TAND: I ANOW
FELT IT
AND YET...

I CAN'T SENSE
THEIR PRESENCE
ANYWHEREIN | A

WATERDEEP!

“WHEN THE PREDATOR

BECOMES THE PREY...

WHEN THE LOST ARE
FOUND..»

I'LL FIND
VAJRA AND THE|
OTHERS! BUT
PROTECT THE

CHILD...

L WITH
YOUR' LIFE,




THIS 15 NOT
WHAT 1'D PLANNED,
DOOFUT--NOT WHAT

I'D PLANNES
AT ALL

WHERE ARE YOUR RIBBONS.
I ANg Your caces  pf
THAT OUGHT REPLACE
UNCOVERED PLACESZ.

HUHZ WHAT,
BOSS? WERE You
N S

TALKI

G TO--




ez N
WANT To /1 LL E WE RAN INTS

ILLUSION” WAS
REALLY US! 2

YoU TOOK
THE LEAD AND
You DID GREAT!
YoU SAID, “RUN!™

DO You HAVE
ANY IPEA WHERE
WE ARE NOWZ!

AND THE NEXT IT POESN'T.
THING ANY OF US MAKE SENSE!
KNOWS, WERE
HOPELESSLY.
LOST IN THESE
CAVERNS! g7

%

WE'LL JUST
HAVE TO PRESS
ON, AND SOONER OR
LATER, WE MAY-—







AND IN THE CITY OF THE PEAPD... |

HMPH--
MAYBE T AM

SOMETHING'S
SOING ON'IN THIS

CAce, N QuEaTions
IT'S FAIRLY c‘ﬂLLM/s

YES,

COURSE! Qow s
CLEAR WHY LuNA
COULDN'T_SENSE
THEN IN THE CITY




SCARED O' HE/GHTS)
gy ARE YA HIGHBUCKLEZ
2

1 SA/O WE'LL
HAVE TO FINO
WATERDEER.

- M6 —



1'VE SEEN YoU
UNA

CONNER...7

You LousY,
TWO-FACED,
YELLOW-BELLIED,

GO AHEAD AND

0O IT, LASS,

I KNOW T
PESERVE YOUR
WRATH! y,
DEATH s PROBABLY
700 GOOD FOR
THE LIKES OF ME,




N
1 shouee KL e/ BUT FOR My
oU -~ FRIENDS
S, SOR AccounT SAKE, T WON'T)

WE MADE HASTE SHOULD'VE BEEN
S ONE OF MORE CAREFUL.

NO IDEA THESE
GATES EVEN
EXISTED!
OF EXISTENCE...

N

R o = C

WEL
WE D 1PN
15 THAT
THere's \_o’;s o

WATEROIAVIANS,

YOU THREE MUST
HAVE STUMBLED RIGH’
THROUGH THE GATE!




SUCH AS HOW THE LAMPLIGHTERS CURSE YOU, OLD MAN!
"OPPI I JHIS 1€ ANOTHER
ONE OF YOUR c\.EvER
SCAMS...

- Ho —



IT'S PICKING UP.

ROTTEN TIME FOR

E TO

VAJRA
3TOP FOR
A MOMENT!

T'LL BE BOILED X TA/MA NOW: THE MONSTER'S ¥
ALIVE BEFORE INSTINCTS WILL GUIDE IT
I'LL HAVE You BACK THE WAY [T CAME!




VsmeLr That Al

WELL NOW, VAJl,

THERE WAS THAT

TIME WHEN YOU,
AND I--

OH, N
THAT'S RIGHT.
ME,

PON'T You?

I'VE GOT

ANOTHER
QUESTION

FOR You...




AND_WHAT THAT'S "HOMELESS I
e OF HE

WERE YOU
DOING IN THE
HOUSE OF
THE HOMELY?,

HOW MANY DWARF
MAGIC-USERs DOES

Yo 80T IT, CHUM,

THAT'S WHAT WE ARE:
JESTERS, COMEDIANS,

CLOWNS, BUFFOONS!
TR
~ P
Hey
£-DE
ESTE!
ME,

o N
4
PIDOLI E-DEE, =
THE_Ji R'S LIFE,
FOR EHT

e
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\T'S 1T,
BOYS AND GIRLS.
THERE WE GO.

©)

1_GUESS
YOU'RE WONDERING
WHY I CALLED YoU
HERE TONIGHT.

<P aH, A sense oF
HUMOR--1 LIKE THAT.
BUT THEN I WOULD..

/. BEING MASTER OF THE PARDON MY SAYING S0, FOR FAR TOO LONG WE'VE BEEN|
ANCIENT AND REVERED BUT THERE /SN’'T ANY 0 TH
ORDER OF MERRYMAKERS! SUCH 6UILD IN
WATERDEEP!

o~ ISTERS...

& TECHNICALLY

\ CORRECT,

IR

-..BUT
WE'RE READY FOR|
INDEPENCENCE
NOW/




WELL , THAT PUTS Hi i BEFORE I ANSWER
T ; z THAT QUESTION,
SN EYE d2 AT 7 1'VE €OT ONE FOR

YOU'LL GET NOTHING|
T O CLOWN/
0

UNDISTURBED -
2 77
) //

. AND YOU'D CHOOSE|
DEATH OVER LETTING
A FEW MORE INON ITZ

THAT'S RIGHT!
THAT'S RIGH’

— 154 -



AKE THE CITY
BOW TO OUR DEMANDS!,

NO. WITH THE GREATEST,

“WHY pIp THE “WHY DIP THE
s ) J((PALADIN WEAR RED,
THE ROADZ. CHAIN MAILTY _/4

THEY MUST
BE MAG/C-
USERS.

THE_ART OF OF THE JESTER
THE JEST... ELITE!

*..FOR
=" THUS DO MAGIC-USERS
UNITE THE ART HAVE ALWAYS
OF MAGIC WITH FORMED THE CORE,

=188~



WITH ALL THE
SPELLWORDS.
CHANGED, 1 CAN'T
BEGIN_TO GUESS
M _WHAT THEIR
COMBINED EFFECT
WILL BE ON THE--,

g

i - h\\\\\v\\i

GEE. 1 GUESS
WE SHOULD HAVE
DONE THIS OUTSIDE




Advaneed

Dungeoneingons

COMI (

THE MUSICIANS AND THE JESTERS

by Jeff Grubb

Recorder of the Realms

The Council of Musicians, Instrument-Makers
and Choristers is referred to within the walls of
Waterdeep simply as "The Musician's Guild.” It
includes the bulk of licensed and respected
entertainers in the city, including songsters,
musicians, jugglers, acrobats, street performers,
and jesters. While a large number of non-Guild
performers (including traveling bards and small
shows) operate in the city, the Council takes the
lion's share of the official entertainment business
of the city and the upper classes. If an aspiring
performer wishes merely to entertain others in
Waterdeep, there is no trouble. But if he or she
wants to rake in the gold pieces, then the
Council is the best way to reach the moneyed
classes of the city.

Waterdeep's nobles are dabblers in music (as
they dabble in many other arts and crafts that
others consider their main occupation). One of
the tasks of the Council is to set to music some
perfectly awful piece of noble-inspired doggerel,
or (worse still) perform in public some simpleton
tune written by a young noble. The pay is good,
and the professionalism of the Guild is such that
it is considered dishonest to change one badly-
phrased lyric without the permission of the noble
who wrote it.

In addition to noble parties, the Council hosts a
number of pageants for the city, makes
instruments both for individuals and the city (the
war-horns of the Guard are made by this guild),
and gathers musical and entertainment
information throughout the Realms. Their
relationship with traveling bards is particularly
good, and many a wandering troubador with
news of some eastern war can count on a soft
bed and good food at the House of Song, the
Guild's headquarters.

The Guild is run by Kriios Halambar, who has
been in the position for longer than some have
been alive. Kriios, known as "Old Leatherlungs,"
has been the elected Guild Master for 56 of his
77 years, and throughout that time has
complained of the fragility of his mortal frame and
the fact that he has not long to live. About a half-
dozen would-be assistants have joined Kriios
over the years, hoping to benefit from the old
man's stature when he passes beyond this
mortal plane. Kriios has sung at all of their
funerals.

Kriios's second-in-command, and the Official
Contact for the Guild, is Maxeene "The Flute"
Rhiosann, known as the Lady Voice of the
Council. Rhiosann is a kind, diligent, and skilled
songstress, and hopes that Kriios's long life will
continue. She is Kriios's official heir, and in the
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event of his passing, will become the interim
Guild Master until the next election.

Kriios and Maxeene are aided in daily business
by a council of twelve master musicians, known
officially as Assistant Guild Masters. The twelve
handle the day-to-day operations of teaching,
overseeing the making of instruments, and
dealing with the various schedules of
performances.

The Assistant Guild Masters are a varied bunch,
from time-servers mostly interested in the pursuit
of Thayian bawdy lyrics to those waiting for Kriios
to kick off so they can try to "modernize” the
Guild along their own lines. The most prominent
of this latter group is Flugel ("Dizzy") Ratanion, a
relatively young and talented addition, who has
often privately complained about the
entrenchment of the Old Guard in the Guild,
stifling newer and fresher ideas.

The Assistant Guild Masters are also
responsible for the tutelage of mimes, jesters,
and other street performers who make up a small
(but obvious) part of the guild. These lesser
groups are under the auspices of the Council
because there is no other place to put them, and
they are not numerous enough to rate their own
recognized organization. These lesser groups
respond in a variety of ways to this handling of
their affairs, usually by ignoring the wishes of the
Guild. As a result, the bulk of non-musical
performers and acrobats in the city belong to no
set guild.

The jesters, being jesters, set up their own
organization within the Guild -- the Ancient and
Revered Order of Merrymakers (AROM). This
group was first established as a satire of the
stuffier musician's guild, but has grown into a
minor (and very odd) secret society with its own
aims and goals. The "guildmaster” of the jesters
is Gaspar ("Blinky”) Throgbottom, who has been
attempting to advance the jesters’ cause within
the city. Gaspar's intentions are sound, but his
penchant for practical jokes has alienated him
from some of the very people with whom he
needs to work. His latest petition before Lord
Piergeiron and the Lords of Waterdeep, for
example, ended abruptly when the Lead Jester
could not resist flinging a pig bladder filled with
ale on Khelben Arunsun, the Blackstaff, master
mage of Waterdeep. Timely intervention by Lord
Piergeiron Paladinson prevented the jester from
being incinerated on the spot, but Throgbottom
and the Jesters' "guild" have been banished
from performing at Castle Waterdeep for a year
and a day.






\EM DEAD,

BIG FELLA /
NOTHING'LL
$T0P You

a

B

2 el &
NOTHING T THOUGHT YOU
EXCEPT THE SAIDYOU TIED
%q PRIBONERS !, THEM TIGHTLY
\
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50 WHAT DO

LET'S GO,
CONRER !
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THE THOUGHT
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PON'T TRY ANY THING
FOOLISH , ONYX1i:
N

IT'S AGAINST
MY AATURE TO
PO ANY THING

FOOLISH .




BECAUSE IT
DOESNIT WAVE
To FALL TO B
VULNERABLE /,

ALL You
WAVE TO DO
1 S7AGCER

ITAGAIN

YOU'VE FOUND THE '\
EXACT PLACEMENT
TO IMMOB/LIZE
THE THING./ >
/ EXQUISITE

SENSE OF
BALANCE

s ALWAYS
N .

=" TuoucH T
¥ COouLD USEA




THEY'LL NEVER COMPLAIN 3
ABOUT YOU GETTING LNPER
FOOT BGAIN, DWARF !

THEY NEVER
20 BEFORE /. ¢
UH, DIP THEY Z




WAIT.” STOP .,

YOU CAN'T PO
THIS 7 WE ANIMATED.
THAT SKELETON FOR

A PLIRPOSE.!

COMi

PONENTS TOO
MIGHT ADD.

IF YOUR PURPOSE
10 2ESTRO, VWATEEPEEP

THEN wm’ PLAN'S
E £Or EF
Y
&

AN




FUNNY, THOUGH .+
L THOUGHT IT'?
TAKE A LITTLE
MORE THAN--




THE SKELETON'S GONNA
SHOW THE CITY LORDS OUR
ESTER GUILD MEANS
USINESS,

v, THAT THEY CAN'T
JUST TREAT US AS A
OKE ANYIMORE !

OF COURGE-- I MEAN "BDS5"
N THE, UH, PARTNMER SENSE
B _OF THE WORp.

\ ~
|
A
)




GOOP THING YOU FIGURED YEAH , WE RAN INTO TROUBLE !/
OUT WHERE TO LOOK FOR HAR TO PUT THE PLAN INTO ACTION
us, POOF. SOONER THAN WE THOUGHT. .«

/) .. neveR mave 1t
M o e scHEpuLED
A MEETING PLACE /

LR
& OH, 010
SAY “wez i
I meanT-- S/
W |

" B




!

I NEED HIM
HERE  NOTON
HIS WAY, /1

oo, THE GLIARD CAN'T HOLD BACK THE
SKELETON'S ASSAULT MUCH LONGER!”

4 = . .
> ﬁ
\ &
5 (T st % 9
NOT REACH
D) THE CASTLE
e ms-- (O
e




GOING ON OUTSIE THE, z N
CASTLE WALLS 7 , ~ I S5EE AND
> UNDERSTAND
MPLETELY,
PIERGEIRON
PALAPINSON

[ A’//ELEéA/, VOU'VE SEEN WHAT/S

VE YOU
SEQT FORA

i T
.| TRY TO TURN
9 THE MONSTER %)

\

BUT IF
KHELBEN'S.
POWER CON'T
STOP (T, !
D

HURRY, CALAPORN /
PREPARE THE TOWER
CATAPLLTS




PO you See
WHAT YOU'VE
PONE, JESTER /7.

==AND YOU'LL "]
HAVE ONLY THE

|7 THERE'S SCOMETHING -
THING -~ YOU CAN L

03 T0 5TOP YRR TH'S 4
SKELETON .1/

YES , THERE /S
SOMETHING T
CAN DO !

THIS (S AVOT
5

-- AND OUR PLANS
AREN'T FINISHED
> Yet!

LISTEN TO
ME/LIGTEN
TO YOUR




IT--1T wonT )
LIBTEN! IT'S
255

TEN T
AN

L eAR
oBeY”

TURN AND FACE
€ WHEN T TALK ‘
MEN T ‘E‘H
~
7/

,/"

l A
f : /;/////5///////////////1

R
N

|



MAKE MLS/C OR WHAT ARE
YOU'LL NEVER MAKE 006
ERRY AGAIN / TALKING,

ABouT 7/

WHAT'RE YOU &
FUT Z

. WAIT ASECOND. T
(TNOW! <l

l}} GET

VEAH.., THAT'S,
WHAT WE'DLIKE
TO KNOW.




THE COLINCIL OF MUSICIANS,
NETRUMENT-MAKERS ANL
CHORISTERS AT YOUR SERVICE !,

WEIRE GOING TO 4
SEIZE CONTROLOF W&
\ WATERDEE.

You seem To
HAVE ; URK? SEIZED
CONTROL OF MY

Nec

=~OF ARTISTIC
HARMONY?

YOU'RE GOING TO BE
SINGING A MEW TUNE WHEN
WE'RE THROUGH WITH YoU.”

AND SINGING SOPRANO
\F YOU PON'T WATCH
YOURSELVES ./




FURTHER VIOLENCE
N'T BE NECESSAR! WHATEVER YOU SAY,
Mvuf_r’g.e ouLcet

YOU CAN LET HIM 6O
NOW. THE MAN'S OUR
RIEND.

AND HE'S S0ING TO
TELL US EVERY THING WE
WANT TO KNOW.

Y/MEAN ABOUT THE
CONSPIRACY Z.

Y'SEE. WE KNEW TH(
JESTERS WANTEDTO V)
EAK AWAY

WE PLANTED
THE (PEA OF THEM
DIGGING UPMYRRTH,

FIGURED (F THEY GOT \__
IGHT, THE JESTERS
LD ONLY TELL THE
RUS ABOUT THER
SILLY PLAN TO
TERRORIZE THE
CITYier

BUT--GET TUIS NOW --IF THE JESTERS
GOT AWAY WITH THE BONES, OLD POOFIE
HERE WAS zaNNA STEAL'EM FOR THE
ULe--

[\em e o A ¢
W /
S : ey
VER Wi 3 COULDN'T FIND U5
AND STEAL THE

BONES LIKE HE'D /
PLANNED! &

7




YOUu'VE BEEN M/)N/P[/Lﬁ7£9
ALL ALONG BY THE MusvcmNé’
GUILD:(, THE s ETON'S
RN GK

BUT NOW You
JESTERS MUST
CERTAINLY SEE

THAT YOUR

PLAN'S A
FAILURE .

s AND YOUR
bEADER 1%

YOu'V&&pT TO

o K
'?:(Es MAPNESS.!

THERE'S A
WAY e IF we OF MORIZED MN& [CH 5422455 PEAD, AN?
WORI D THE LAST SPELL ! WITHO!
ToeeTack, TOF AT OGE e CRERTIRE CoULBENLL
TS VDWER! PANGEROUS !

WE KNOW we
cozwr!k;?f I PON'T THINK
Tog--BuT THeY i e . \
0 BE SA HE RIGHT
aavezso me QKELETON

Powel?s THAY LET ¢
RES/ST THE
REVERSAL !




N1y I'M MORE CONCERNED
WITH HOW WE GET THE
SKELETON'S ATTENTION.”"




/ _Yo.!I'M
TALKING TO YOu !
You 6 OCKE
IN YOUR HEAD 7 4

NO/LET THEM
BE, COMMANDER /.

ET THO
FOOLS POWN
FROM THERE

BEFORE

THEY'RE

AILLED!

COME HERE ! THERE'S

AND WERE L You, 'O
MAKE THE BEST USE OF THIS
RESPITE 7 (F MY FRIENDS

AREN'T SUCCESSFUL




\E YOU CANI'T
TAKE A LITTLE
CONSTRUCTIVE,

CRITICISM v/ /

ONE TO CAST.
THESPELL AND |
FOUR TO TURN

THE CHAIR /




2.0, ;
7
v

[

\ /»";.\
N S A
-"f‘,' R i Do X
\MLA[ A
\8
I S
15 WG ! |T'S-)
Z
ONYX.







MY HEAD,.,/
WHATIS ALL
HE NOISE 7 @

|TWASN'T W AND THE PEOPLE
YOUR FAULT,  ARE HAPPY BECAUSE
ONYX. THEY DONI'T REALIZE
THE TRUE DANGER
THAT'S STILL AT
HAND.”

MYRRTH TOLD HI5
JOKE A CENTURY AGO.
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GAMING NOTES FOR AD&D #7
—By Jeff Grubb

Designer’s Note: The following monster
statistics are presented in the format of
the AD&D Second Edition Monstrous
Compendium. As future volumes of the
AD&D Second Edition game are re-
leased, game information presented will
conform to those rules.

SKELETAL COLOSSUS

CLIMATE/TERRAIN: Any
FREQUENCY: Unique
ORGANIZATION: Solitary
ACTIVITY CYCLE: Any

DIET: None

INTELLIGENCE: Average (10)
TREASURE: Nil

ALIGNMENT: Neutral Chaotic
REACTION: +10

NO. APPEARING: 1
MOVEMENT: 18

HIT DICE: 20

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 3-30
SPECIAL ATTACKS: See below
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: 100%
SIZE: G (Gargantuan)

MORALE: Does not check Morale
XP: 31,000

CASTLE WATERDEEP

Waterdeep, the City of Splendors, has
two castles within its confines. One is
Peirgieron’s Palace, the abode of Lord
Peirgieron _Paladinson of Waterdeep,
the other is Castle Waterdeep. Castle
Waterdeep is the headquarters of the
Guard and the Watch, as well as a
central meeting place for the assem-
bled Lords of the City. A good analogy is
to compare Peirgieron’s Palace to the
American White House inimportance to
the land, and the Castle to the Capitol
Building.

The Castle itself is built on an eastern
spur of Mount Waterdeep and com-
mands a view of most of the City. Origin-
ally the Castle was at the northernmost
edge of the settlement but, with the
expansion of the city, it is now sur-
rounded by town.

The Castle serves as a base for both
Watch and Guard, and also as a base for
adventurers who are “Guests of the
City” (that is, the Lords wish to extend
hospitality to them without letting them
into the Palace). A number of city offices
and bureaucracies have their offices in
the Castle, and most of the paperwork of

dealing with licenses, fines, guilds, and
civil suits takes place here.

The conical upper towers of Castle
Waterdeep house internal catapults,
which are used against large threats
within and outside the city walls. The
towers pivot on a central point to fire in
any direction, and the stones have
[accuracy] spells cast upon them to
increase their chances of hitting the in-
tended target. This feature, plus the
presence of the Watch, the Guard, and
such luminaries as Peirgieron Paladin-
son, Khelben Arunsun, and Caladorn
makes the Castle more than just a seat
of Civil government, but a fortress
against enemy attacks.

AWW, NOW T
FORGOT THE
PUNCHLINE.

The skeletal colossus of Waterdeep
was created bv a group of wizards
belonging to the “Jesters’ Guild” of that
city. These magical jesters warped
existing spells into humorous gag-lines
to empower and activate the creature,
using the bones of a deceased magical
jester, Myrrth. Their intention was to set
the creature loose on Waterdeep to call
attention to their demands for full recog-
nition as a guild of professionals

As is often the case with new or modi-
fied magics, the colossus went on a
rampage, bent on destroying as much of
the city as possible. Further, the
creature had an unintended malicious
intelligence and free will that caused it
to rebel against its former masters.
Sages argue that this may be a logical
consequence of amateurs meddling in
the unknown, or the subliminal desire of
jesters to fail (as failure is often funnier
than success).

In any event, the skeletal colossus
rampaged through the city until it was
deactivated by the reverse of the spell
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that brought it into being,

The skeletal colossus was 35' in
height, and appeared as a giant skele-
ton with glowing eyes. The spells used
in the colossus’ creation provided it with
the following abilities:

Withering Gaze (as the Staff of
Withering), 60" range to all within a 20"
area,

rea.

Ice Breath, in a 60’ by 20’ cone, for 2-
12 points of damage.

Flame Breath, exhaling a gout of fire
30" long by 5 wide, for 9 six-sided die of
damage. A saving throw against breath
weapon negates this effect. The flame
breath was used primarily against close
targets.

The skeletal colossus could not be
affected by any magic other than the
spells that brought it into existence. Re-
versing these “activating spells” will
cause the colossus to deactivate and
return to its original size and inanimate
state. The colossus is immune to fire
and water-based attacks, but can be
affected by normal weapons. Bludgeon-
ing weapons (including catapult stones
and crates) inflict full damage, but sharp
weapons (including arrows) inflict half
damage.

The skeletal colossus of Waterdeep
was defeated by the combined forces of
the Guard, Watch, Lord Peirgieron,
Khelben Arunsun, and a band of hardy
adventurers. The Master Mage Khel-
ben has declared that the effects of the
jesters’ spells were localized
phenomena that worked because the
Jesters used a jester's bones. The
effect, says Khelben, should not be
easily repeated; however, mages from
Amn to Thay have all noted the effects
and are likely to be pursuing their own
research into creating such magical
colossi.
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SAYLORE CALL THE

MOO)

BUT THE GOPPESS OF
7HE. LES

COWN ONMYRIGP
EMOTIONS - - FROM

LALGHTER:

BEST ROOM L EVER

WORKED--BAR NONE.

T HAD 'EM EATING OUT
OF MY HAND.

., AND THE LAST THING [ REMEMBER _ W
A5 THE A/LL PWARE, TRYING TO PUT A
THE CORK BACK IN!
Sl

w ANEW JOKE THS
YOUNG JESTER HAD WRITTEN
AND BEGGED ME TO PUT IN
THE ACT THAT NIGHT.




]
17 WS SOME
it
A RIGHT. "

Rl

LW USRIV
i
TAN OLLIRSENA S, RON RANDALL
ARTISTS
ALBERT DECUZMAN
LETTERER
GENE O'A! Néré‘&

LORIS /
BYE-BYE BARBARIKESEL
EPITOR




NOW WAITAMINNIT ! THAT'S ANOTHER LESSON
OF THE COM! \Z: (F
SOMEONE GIVES YOU CREDIT.,
TAKE IT.”

LAST NIGHT You

BUT NOW
WISH MY FAME
HAD NEVER
SPREAD.. !

WHAT'S THE USE Z THOSE OTHER
JESTERS STOLE My MORTAL REVMAING -~

THEY TERRORIZEL
THE CITY WITH MY
SKELETON--

THEN,
BLEW IT TO
SMITHEREENS /

NEVER GET BACK TO
THE AFTERLIFE /

NOT UNTIL WE RECOVER YOUR SKL/LL EROM
THE ONES WHO WERE LS/MG THE JESTERS ALL
ALONG : THE MUSILIANS GLILL!

AND |F 7HEY CAN DIVINE THE GECRET OF
THE JTOKE THAT KILLED THEIR GUILOMASTER'S,
" “PARTY A CENTURY AGO--




LAWN 6 EARLY LIGHT PLAYS LIPON THE. 0 (75 A
SA££P/A//5 4‘/7);4 IKE A LILTING MELODY. R/OU R\

\

|

S0uLS OF ALL WHO
OWELL THERE -~

HERE IT 15, MAN--
WHAT WE'VE BEEN
WAITING FOR ../
"/ THE SKULL
THAT YOU'RE TO
USE YOUR
MAGIC ON




THE PHYSICAL SPELL
5—-r’ LL NEED
FROM
it

<
( BY THE WAY, THE
NHNTQ DN YHE P!L)\;OW
s

,,,AND THE //v/:ﬁvfé
LL HAVE

HAVE TO 8
PLACEDOVERTNERE
ND OVER THE

THAT STATUS MAY CHANGE T'LL ALEO NEED MY
ONCE THE SECRET OF THE MORNING BATH AND A
SKULL (6-- HOT BREAKFAST,/

EHZ WHERE 0O
YOu THINK YOL//RE
,  GOING Z

(TS NO WONDER
HAT YOU'RE ONU

pepurms;/;mvr

GUILDMASTER

11/ UNLESS YOU KNOW ANOTHER
PATRIARCH OF MIL/C WHO CAN |l
PERFORM A SPEAK WITH CEAP
9PELL ON A HUNDREP YEAR -
OLD SKULL. HM Z

CAREFUL -~
DPONIT DROP
IT NOW.




(T WouLp

TELL ME, VAJRA, DOALL
YOUR MERCENARY JOBS
THESE DAYS END UE WITH

YOU REGCUING THECITY, A

FROM CERTAIN POoM 7 A\

(T'5 A BAD HABIT T SEEM TO C/
HAVE SLIPPED INTO, T'M AFRAID. /] | =

/,”r

I N
— I

WHO KNOW
PERHAPS HE'S
CHANGED.

P’ _THAT LYING,
TRAITOROUS
Scum 7

RIGHT NOW T'M
WORRIEP ABOUT
Y RIGNT

YOU'RE ALWAYS
WORRIED ABOUT
SOMETHING,
ONYX--

YEAH, IT'S
WORKED ouT
ALL RIGHT//,

YOU WOULPN'T

SRR CETemE N | (e
OTHERWISE. WORKED OUT, GONNA GET

(NSIDE /




EXCUSE ME, MY GOOD MAN,
BUT WOULD YOU BY CHANCE
BE A MUSICIAN 7

THEN YOU BETTER
PAY up, PAL,
‘CAUSE - -

WHAT A LOVELY.
MOAN --A NATURAL
TENOR.

MY MOTHER ALWAYS
WANTED ME TO SING
TENOR: TENOR FIFTEEN

MiLES AWAY

8UT L WoLLD ]
MOVE FARTHER
BACK IF T WERE YOU, WE'RE GOING TO ’T
MYRRTH. HAVE US A LITTLE
SINGALONG.., it

s AND WE ALL KNOW
HOW DANGEROUS THAT
CAN BE/




1T

HE '\TIS

'S
YRRTH . YOU'RE
AREN'T

YRR TH, AREN!
You'z

AW,

YOU MUST'VE
CHECKEDMY DENTAL
RECORDS.

5AY, UM--1 WAS
TUST WONDERNG 1,

|F HE TELLS
THE JOKE
UL

THERE T
SPOKE. YOU
SATISFIED 7
CAN TGO

HOME NOW Z

AND SPEAKING OF
065, I SHOT A

THE SAME MYRRTH WHOSE JOKE
ONCE KILLED THE MASTER OF THE
MUSICIANG’ GUILD AND ALL HIS

GUESTS Z

—

YOu HEARD ABOUT ¢
THAT, HUH Z BUILTY AS
CHARGED.

WHAT Z! WHAT
ARE YOU TALKING
ABOU- -



BUT...IF WHAT WE BELIEVE
ABDUT ‘\'HE JOKE 15 TRUE, THE
A’EPEH‘”MG OF

WOULDN'T YOU
AGREE, PATRIARCH 7

WISE IF YOU
WOULD WRITE
WV THE
SKULL'S WORDS
AS ITSPEAKS .+

THESE GUARDS .+
THOSE SWORDS .. !

THEY ONCE HAD
Muﬁgﬂu‘l’ﬁs‘reﬁowvﬁ'ﬁ
A TRAVE
ZULAL




DisARMED You WiTH ||

--OR I'LL
MAKE SURE
YOu NEVER

PLAY THE

|

P THAT'S ALL
RIGHT..,I NEVER
COULD BEFORE.




£0 THAT OUGHT TO GET

U5 WHERE WE'RE GOING
WITHO! zag(tqe MORE
LE

i
&
WS W ' /
1 A
)
Z

Zz

y
)

I

b,
“ o T ¢
4y, o B %>

& % \)

You cAN
BELIEVE 7#AT,
GIANTESS !




I DON'T THINK
THAT WILL BE
NECESSARY,
ONYX !

LOOK AT you

LOOK, CONNER , I'LL BACK
THERE'S THE TURN Youue, |
JESTER WHO PLAYED VAJIRA. £

Py FOR THE e

MUSICIANS .

AH, MY DEAR, o
I AM A MAN OF
MANY HIDDEN
TALENTS !

g G | i
AL STAIRS !
ANTECHAMBER- -,
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) / [ A

! okt
..al“:}m

YOU HAVE EXACTLY .
ONE SECOND TO TELL /
ME WHERE YOU'RE // 4 - OW.’--PON'T
KEEPING THE SKULL KNOW WHAT YOU'RE
OF MYRRTH.! ER, TALKING ABOU'

HOLD \/ THOUGHT
\TRIGHT | SEEN THE

THERE .’9, pPIp You

THAT!S My
VAURA .




SPIRIT,
PLEASE

ouT oF TIME

!9}’050)’ 4
Eve Eygopy; N
sLeH A 74
NOWADEYE !
W/fﬂf "éﬂﬂ/ty
2z

THE WOKE
YOU WERE
GOING TO
TELL THE

JOKE !

Gaconiraniee

WANT TO HEAR
(i 1]




THE SKLLL'S VOICE.
SOUNDS LIKE YOURS .,
MYRRTH.

BUT HOW CAN 7HAT

BE HIM. ., WHEN #£6
dimz

V-5EE, THERE WAS TH/S
MINOR DEMON TERROR/IZING
A TINY KINGZOM 8Y PREYING
ONALL THE ANIMALS.

AT FIRET IT ATE CHICKENS,
S AND THE LIKE,
RKED LIP
HORSES

YEAH, YEAH, AND THE KING
WAS AFRAID THAT IT WOYLD
START ﬁ_ﬁg;l’u,@ PECPLE

YOU PON'T EXPECT
us o HAT

ELIEVE TH
THAT'S THE JOKE,
royouz

e -

AT ONCE/




' BUT WHAT QTEEP KQ "THERE 15 STILL MY
YHERE EOR HIM TO RIDE #
BRAVEST OF HIS

5AYS THE CHIEF OF .
MEN TO BAT TLE “ALL THE Hozses
THE DEMON /.

“IVESHALL
STEEP’”

E‘UTTHEC‘N\EF TAKES ‘Wo wRy.’ "
ONE LOOK AT THE RATTY HECRIESUI
oLp Vasocnf/‘aND SHAKES

s T WOUDNIT

SEND A ANIGHT
OUTONA oG
LIKE THIS /"

PUUH ! WHAT WAS THAT REALLY THE JOKE,
AgKE?,wzp MYRRTH 7 THE ONE THAT K\LLEP

ON'T
ALL THOSE PEOPLE 7




BECAUSE, You FOOL ,
IT'S NOT A JOKE AT
ALL,BUT-

=
JUST LIKE THE
JESTERS WHO AN/MATED
THE SKELETON : THEY PUT
THEIR MAGIC INTO rOKE
FORM !

AND THE JOKE THAT WAS
GIVEN TOMYRRTH WAS REALLY
ASPELL OF LALBHING,
DEATH THAT HE CAST ONHIS
AUPIENCE WITHOUT
KNOWING T/

PRECISELY ! 50 THAT'S WHY THE KID WHO WROTE ==AND THE MUSICIANS
 THE JOKE INSISTED I CARRY HIS STILL PONI'T KNOW
LUCKY CHARM, HIS-= WHAT THAT WAS !

-2~




,,,,,

\ WHILE £ TAK
CARE OF A 7H/ROAT

 WHILE
OR WO
)

4
S
) t N/ P/VJAI-/EA
oy g
L0855 17

{

|
f

f/
7 \

1

7

Q)

‘Mkw

KEEP THEM AWAY./
DPONI'TLET THEM
NEAR THE SKULL !




AYRIAN/, ARE 1 HOPE YOU'RE
YOu ReADY Z P

IT WAS STARTING TO
GET CRAMFPED IN
THERE ANYWAY.




i

Ty




! LOOK AT +
“ﬁé’, WILLYAZ 7 ey

--AND IT!S CLEAR
THAT THERE{S NO

PROFIT
CONTINUING THE
BATTLE.

WELL SAID, MATE -~ N/ GOOD LUCK
ey Iy NaGio
HAT ( -7
HARD FEELINGS / C‘%N’:‘ER":‘JSE oLe
¥ P(EP.TE; HAVE you

05T YOU
SENSES.Z

COME NOW,
LASS, ND POINT
HANGING
ABout.

UNLEASHED

THI
SKeLETON

P5.000FUT.
HELPED,




You'P BE CELEBRATING
JOB WELL DONE.

B A BusiNESSMAN
INPEED.,,

' HAVE THOUGHT NOT WITH THAT
RATAN/ION FELLOW
A STICKING INMY CRAW.
e
(4

HE ALMOST
DPESTROYED THE
/7Y AND HEILL
NEVeR pay FOR
T’

1 PON'T KNOW
ABOUT THAT, VAU

THE LORDS'LL BE
SNIFFING ABOUT FOR
CERTAIN.

HEILL START THINKING HE'S
TMMYNE AND SCHEME TOO.
RECKLESSLY.”

NEVER

SCHEMERS
LASTVERY
LONG.-

|

NOT FORGET
PEED YOU

LAY LET/S
THE GoOD
pIp-

--BY FREEING MYRRTH
TO RETURN TO THE
AFTERLIFE !

~ 77 AND WHAT A COMEBACK IT'LL

BE / ['M STARTING A TOUR OF THE /=

S e e T

OUTER PLANES WITH A GIG
INGL, e

Y 10rBUT L HAD




BUT TS
REALLY HERE -~
INMY HANES !

<}

/€ KING
PERHAPS, BUT A VERY
SPECIAL ABILITY.

BUT AFTER ALL L'VE
TAUGHT YOU, v
S7/L

HOW TO TELL A
JOKE RIGHT !
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MORALES

DAvE







An ancient evil rises and once again
threatens the Realms, and only a motley
band of adventurers can stop it.

A surly dwarven warrior and his =

“ benevolent ~centaur companion, &
gladiator who survived the arena, & fallen
paladin, and a timid half-elf must =
somehow find a way to work together if X
K| the Realms are going to survive the
\ coming darkness.

This action-packed volume collects for
the first time the fan-favorite series by
writer Michael Fleisher (Jonah Hex) and
Dan Mishkin (Blue Devil), and artist
Jan Duursema (Star Wars: Legacy)-
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