THE COWPLETE GUI DE TO UNLAWFUL CARNAL KNOW.EDGE

FOR FANTASY ROLE-PLAYI NG GAMES

The ruling passion, be it what it will,
the ruling passion conquers reason still.

--- Al exander Pope

Graze on ny lips; and if those hills be dry,
Stray | ower, where the pleasant fountains lie.

--- Shakespeare

Passi on often nakes a nmadman of the cl everest
man, and renders the greatest fools clever

--- La Rouchefoucauld

She weaves the wi nding-sheets of souls, and |ays
themin the urn of everlasting death.

--- Pol | ok
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The | NTERET Controversy OF The Guide

LAST UPDATE: 01/01/96

I NI TI AL REACTIONS TO THI S GUI DE

"l think that saying 'nmy canpaign has no place for sex because ny
pl ayers satisfy their sexual needs el sewhere' is roughly the same as
boasting that your canpai gn has no place for the green color, because
when your players want to see green, they go and | ook at your petunias
Qur lives and our characters' lives are different things altogether.”
--- Luwain

"The sex guide is interesting to say the least."
"...it's a pretty handy guide to have really."

--- Matt
"The people in my group love the guide!!!"

"I'magi ne nmy player's face when he realized he had screwed a
wight lich 11"

--- Larry

"...let me intrude to tell you that nmy wife and | really |ike
what you have cone up with."

"We both have rather chaotic sensual souls as characters."”
--- Morgan Bl ackheart
"It certainly has some interesting ideas in there.”

"My friend, who is GMing this rather, unm slutty city, has made good
usage fromit..."

--- Steve
"There where nice ideas." "Great ldea & Fun!"
.it looks GREAT !!I!" “I't | ooks good & Fun."
--- Vinnie
"Well, I've read over the pages and it | ooks GREAT!"
--- Mke

"It takes perversion to a higher level."

--- Brian



"I...found it quite enjoyable and reasonable for application to RPGs."
"The guide is really good -- | amvery inpressed with the work..."

--- Jason
"l have | ooked it over gleefully...”

--- Lonadar
"It | ooks great! We've been pondering the probl ens of pregnancy...It
| ooks as if your manual will take care of that and lots lots lots
nore."

--- Lisamarie Babik

"I also wanted to tell you that your conpilation of sex in RPG rules
was hilariously funny and extrenely FUN."

--- Adam

“...really wild! I really enjoyed the hunor and couldn't resist in
printing a copy for nyself."

"The sex guide did have its nonents..."
"1 am | ooking forward in hearing fromyou again."

--- The Mage (Nancy)

"Readi ng your guide was real fun and I think using it will be even nore
fun."

--- Mke
"l enjoyed your guide, and it will certainly add sonme spice to ny next
canpai gn. "

--- Mke W
"l just wanted to comrend you for the guide... It was great... the

i magi nati on of everyone involved was excellent."
---J.J.
"Fasci nating guide you have here."

"You and others have obviously spent a lot of tinme and effort bringing
it toits present incarnation.”

"l am nost inpressed, and can't wait to pore over it in nore detail."
--- Corwin
"I nteresting and amusing."

--- David



"I found it really anusing, and while I"mnot sure if | will use its
materials in ny ganes | find it is really inspiring..."

--- Roberto Di Meglio

"Thank you, thank you, thank you!! | just |ooked over the Sex Guide and
I nust say: FANTASTICI!! GREAT! ! | SUPERB! I'11"

--- Al exander
"Excel | ent work, and thorough."”

--- Scott
"l read you guide... Its very good!!! Thanks a lot."

--- Carlos
"Thank you very nuch! Fromthe short look I had at the guide just now

it |ooks good and useful. Always nice to see sonething both amusing and
functional . "

--- Rhonda
"...by the way | amgreatly inpressed -- it will help out with my GM ng
i mrensely."

--- Sasha
"I just wanted to wite and tell you | loved it..."

"It was amazing."
"l didn't realize how much you could actually put into SEX in RPGs."
"l plan to be starting an RPG world soon, and | hope to use it."

"Thank you very nmuch, and once again, | think you have done a marvel ous
job!"

--- Janes
"Most Excellent!”

--- Joe
"I really really enjoy the guide to sex!"
"I think it is the funniest thing | have read in a long tine."
"Bravo, good job, two thunbs up."

--- Thomas Forlorn
"l enjoyed the Guide to Sex. It was worth many a hearty guffaw "

--- Robin



"You did an excellent job on it."
--- Rich
"l found the Sex Guide rather hunprous."”

"l don't knowif my GMis going to use it but I mght find some of the
stuff useful, if not entertaining for other players.”

--- Eric
"l appreciate you work and thank you for it."
"I use a German role-playing systemhere. So of course | have to redo
t he game-specific things. However, this docunent is a great collection
of ideas and I'"'mgoing to use a lot of it."

--- Donald
"I wote to say THANKS A LOT FOR WRI TI NG COVPI LI N& EDI TI NG t he guide."
"...it"s just wonderful, funny to read, useful and well witten."
"Agai n, thanks a lot for the guide... just GREAT."

--- Jarnmas
"Thank you for the info in the Sex Guide. It has already proved

hel pful, because of the pregnancy of one of the elves, the rest of the

femal e characters are nmellowi ng out on the drinking/sex everytinme we
enter a town. The nmales are also chilling out, | think they know that
they are running a chance for disease now. "

--- Arden
"The Conpl ete Guide to Sex has beconme ny GM s guide."
--- Callen
"I got the Sex Guide, a friend sent ne a copy. | shrugged it off as

perverted :) But then scanned through it anyway. My apologies, it is
not at all what | expected!"

"I amtaking my PC s through the realns for a while, then plan to whisk
themoff to Raven for a | augh. You have given nme sone great ideas to
throw at ny poor PCs :)"

--- Deanna

"l must say that your guide is great! When | showed it to ny players
they loved it so nuch that we will start an adventure inspired by it."

--- Roberto

"This is very interesting and funny to relax with in a game! But all ny
party wants to know when you will conplete them!"



--- The Unnamed
"1"ve been reading your wonderful Guide to Sex, and | found it great!"”
--- Javier
"It was so excellent | had to take it home to read because | would of

interrupted the whole computer center with ny |aughter. My group al so
loves it, we intend to play a nodified game using your rules.”

--- Fred

"l just wanted to say that your book is probably the funniest thing
I'"ve ever seen written for RPGs."

--- Stephen

"It started out as a small sinple project, but it splooged into a
massi ve docurment of infinite know edge."

"Who' d a thought anybody would show an interest."

--- @uide Creator

PREFACE

Most everybody has had a character cone in contact with a person
of the opposite sex, but the encounter was nothing nmore than the brief
statenent: "1'll have sex with the fair |lass and | eave". This | eaves
out a lot of exciting role playing that can turn into a | ot of
hunorous anecdotes. Wat if one of the involved people can't "perforn?
What about getting a disease? Cetting pregnant? Spells? Magic-Itens?

Cl asses? But where could a player find a could source of information?

On a RPG di scussion list (an electronic mail forumfor RPGs), a

person posted rules for characters to have sex. | though that this was
quite clever and a little denmented. Well, just having a few sex rules
didn't seemto useful except for its comc appeal so | made sone

di seases and insanities to nake it nore interesting. | thought | had a
pretty nice guide so | requested some help on the list for people to
look it over. Well, this caused quite a stir and | realized that the
gui de was very inconplete as suggestions for nore sections started
pouring in. Well, over a few nonths ideas, conments, criticisns, and
addi ti ons kept coming. | even established a small nmailing list to

correspond to these people. By far the best thing to cone out of this
gui de was the useful information on pregnancy which was nmuch needed for
nmost RPGs.

| saw sone successful guides created by another |ist nmenber, so |
asked if | could mimc his organizational style and other key el enents
like the title, copyright, preface, quoting, etc.. W are both hoping

that this style will be used in other works to bring sone type of unity
to all net-guides. Eventually, this final product was reached.
This guide will add a new and often tines funny dinmension to any

canpai gn. The key is funny. One objective was to try and keep it |ight
and fun. Although some things may be considered perverse, it was



created in an jocular fashion. The intent isn't to offend or disgust it
is only to enhance the gane. This guide is so extensive that there
shoul d be sonething for everybody. And if not, then you can just throw

it away (it's not like you had to pay for it or something). |I'msure
that conpani es have plans to publish there own guide <yeah, right>.
For the nost part, the information enclosed will have been

pl ay-tested and in a workable form |In others, you nay have to nmke
further adjustnents to fit the ideas into your campaign

This material is the fruit of |abor froma few great people of the
Internet. Although sone material is ny own, it is not all my own. Mbst
of the material was submitted fromothers, and | nerely edited it.
Al so, many peopl e inspired much of the guide. Plus, they nade a
consi derabl e anbunt of suggestions, conments, and criticisns.
Acknow edgrment to these people is given in the Special Thanks section
of this guide.

| prefer that this guide is not mass distributed. This is a very
extensive suppl ement that few deserve. Mst criticized, npocked, and
scorned me and ny conrades while creating it. Only people who are
hel pful, creative, and appreciative deserve to view this guide.
Therefore, be wi se and selective when distributing it and don't give it
to every Tom Dick, and Conan.

For those that do receive this guide, | ask that the material is
unchanged. O course | can't really stop anybody from doi ng what they
want. | just ask that you respect those who made this gui de possible

because |'m sure that they will continue to make great material for
RPGs.

The @ui de Creator
P. S

Much criticismhas been ainmed at this guide because of its topics.
Sonme feel that characters are forced to roll instead of role-play. Sone
feel that its contradictory to increase role-playing by adding nore
t abl es.

| don't think that sonme rul es hanper role-playing. A lot of
pl ayers don't like bad things to happen to their characters and wil |l
prevent these things to happen. Having the rules allows the GMto
ensure that the character suffers, but fairly. O course the player

must still role-play, but now he will know what abilities are effected.
On the same note, | find that tables give the characters something to

work with instead of just saying sonething is happening. The character
still must role-play. It just helps to give the players sonme direction.

Being free to let a character do anything in the name of rol e-playing
isn't right. RPGs have many rules and to criticize rules that others
make isn't fair. Why not criticize the conbat system spell casting,
and such? You could say that the limtations put on spells
hanpers rol e-playing. Wiy not let characters flourish with dramatic
spell-use that isn't encunmbered with rules? My point is that sone rul es
are to nmuch, but using certain ones that you like at the right tinme
wi I I enhance rol e-playing by giving players sonething to work with.
However, | do feel that sonme rules are encunbersone. | didn't care
for the sex rules in this guide and haven't used them but sonme people
do and that is fine. The conception rules | feel are useful because
characters find out if they are pregnant randomy (for fenales) wthout
the GM deci di ng. Because when the GM deci des, the character assunes
(wi th good reason) that the pregnancy occurred for sone dastardly plot
reason.



There are many types of players around, sone like rules others

don't. | just put everything in ny guides based on what people ask for
I don't limt the guide to just what | want. | just don't use what |
like. I make avail abl e what people want and suggest.

I would like to quote a friend, Mdrgan, who seens to say it al
about people's conplaints:

"l think all those that conplain that guides are too strict or
difficult toroll are a wee too steeped in the judicial side of
the ganme, i.e. following the rules to the letter. | suppose
someone ought to nention that what you're doing is creating guides
for those who want to have a bit nore realismin certain
situations, not creating rules that MJUST be played. In general
I"ve found a | ot of useful ideas contained in your guides which
can be used or abused to nake nmy ganes nore enjoyable. Thanks for
collecting all of this stuff."

GUI DE GAME MECHANI CS

The rul es presented are intended for any RPG Because of the

vari ance between ganes, the nechanics used in this guide are explai ned

here.

The gui de uses eight attributes for a character. These attributes

are as foll owed:

Physical Strength - physical power.
Intelligence - know edge and wit.

W sdom - judgenent and conmon sense.
Constitution - heartiness and "spirit".
Charisma - allure, charm and |eadership
Dexterity - prowess and qui ckness.

Luck - fortune and fate.

Attractiveness - comeliness and physical | ooks.

Nunber references to attributes use the 3 to 18 scale which is conmon
anong RPGs. Sonme RPGs use a percentile scale for attributes, if this is
desired nmerely multiple the nunmber listed by 5.56 to get the

per cent age.

Most systens have sone system for characters to get out or save

themsel ves from dangerous situations. Systens vary but the foll ow ng
categories are used here:

paral yzati on, poison, death magic, denon/deity power and ot her
really nasty stuff.



rod, staff, wand, and other powerful magic-items (no artifacts).

petrifaction, polynorph, and other nmagics that severely alter the
body.

breat h weapon and ot her powerful natural attacks.

spells, and other conmon magi cal effects.

Spell levels are only provide as a neasure for the spells in this

gui de. The spell levels don't represent spell |evels of any given RPG
system Conpare the power of the spells presented in this guide with
the level of spells in your game system and adjust the |evel

accordi ngly.

A sub-class is a standard class that provides nmore specific

detail. The sub-class sections have the foll ow ng info:

I ntroducti on/ Description/Role - Information.
Qualifications - Requirenents.
Specialty - Another nane for the class.

Preferred School s/Barred Schools - For clerics and nages, these
are the magi ¢ schools. There are a variety of schools in many
systems so the npbst popul ar ones are used here. Schools are
necromancy, alteration, enchantnment, invocation, evocation,

conj uring/ summoni ng/ t haumat urgy, illusion, deviation, abjuration.

Chosen Di sci plines/Sciences/Devotions - Mst psionics in RPGs are
broken down into a hierarchy of powers. In this guide devotions
are the powers at the bottom

Secondary Skills - Oher abilities.

Weapon Skill - Requirements and suggestions for weapons.
Nonweapon Skill - Requirenents and suggestions for non-weapon
abilities.

Equi pmrent - Suggested and banned equi pnent.

Speci al Benefits/Special Hi ndrances - The nmechanics that make the
sub- cl ass.

Wealth Options - Mnetary information

Races - Races all owed.



THE W LD THI NG RULES

(There's one in every bunch!)

NOTE: These rules are not necessarily suppose to be taking
seriously. If anything, they are provided for your amusenent. It seens
people will make rules for anything. Before throwing this guide a way
because of this section, you nmight want to read the whol e guide and
then only throw out sections like this one. And if you keep sections
like this one, you nay want to seek counseling :)

There conmes a tine in an adventurer's |ife when he/she wants to
engage in the act of sex. Unfortunately, nost RPG rul e books avoid the
subj ect for obvious reasons. A player rolls dice frompottery to
danci ng, so why not sex.

At first glance, it nmay seemthat a character can have sex for
quite a long tinme. This is true for player characters. They have
superior attributes and thus can performbetter (that's why they're
great adventurers). However, an average character would have attributes
bet ween 9-12. Using the below rules, an average character (10 or 11 in
all attributes) could go a mnimmof 10 or 11 m nutes (rounds) and
m ght be able to go an additional 10 or 11 minutes if very, very luck
(dice deities willing, but don't bet on it).

Some GVs may feel that certain races should be nore adept at sex
than others. Many argunments can be made for every race. The one race
that nost people feel should have nodifiers is the dwarf race. However,
since theses rules are based on constitution and since initia
character generation gives bonus or penalties to Constitution (dwarves
get +1), it is not necessary to give additional nodifiers to race

The following is the steps to go through to see if a character can
conti nue having sex:

1) A character can initially last a mninum of rounds equal to his/her
Constitution with certain nodifiers. Table 1 lists nodifiers to
Constitution by dexterity (remenmber: it's how you use it). Table 2
lists nodifiers to Constitution by strength (gotta be able to keep up).
Table 3 lists nodifiers to Constitution by the partner's Charisma
(charismatic partners really enhance sex, even if their Attractiveness
isn't high). If he/she wishes to continue, then he/she nmust nake
Constitution checks (Step 2).

2) After the initial rounds pass, the character nust nake a
Constitution check for each round he/she wi shes to continue. Mdifiers
to this check are from Table 1 and Table 2 And Table 3, plus cunul ative
nmodi fier of -1. The character also needs to nake a tine to climx (TTC)
check. A1 on a 1d6 for nales and a 1 on a 1d10 for wonen indi cates
such an occurrence. An additional TTC roll is made and a result of 1
indicates multiple orgasns (keep rolling while 1s cone up). O course,
mal es coul d have trouble continuing after this, but the player can make
such deci si ons.

3) A failed check nmeans the character |ost interest for whatever
reason.

NOTE: In npst cases it take two to tango, so remenber to keep track of



all participates.

Table 1: Dexterity Modifier

A. Score Modi fi er

03- 05 -4 <-- not nuch fun

06- 08 -2

09-12 0

13- 15 +2

16- 18 +4 <-- soneone could get hurt

Table 2: Strength Mdifier

A. Score Modi fi er

03- 05 -4 <-- wears out easily
06- 08 -2

09- 12 0

13- 15 +2

16- 18 +4 <-- nasty

Table 3: Partner's Charisna Modifier

A. Score Modi fi er

03-05 -4
06- 08 -2
09-12 0
13- 15 +2
16- 18 +4

I NTER- SPECI ES FERTI LI TY

Anongst races, there are four varying breeding rel ationships
listed in Table A

TABLE A: Rel ati onshi ps

Rel ati onship Exanpl e

I denti cal human vs. human

Simlar human vs. elf, human vs. hal fling

Rel at ed human/ horse vs. centaur, human/elf vs. half-elf
Di fferent human vs. eagle, human vs. horse

Whet her or not two individuals can produce offspring depends on
the relationship and conditions given in Table B.

TABLE B: Rel ati onshi ps Based on Conditions

Rel ati onshi p: ldentica



Addi ti onal Requir.: None
Chance of Fertility: As nornal
Result: As per race

Rel ati onship: Simlar

Addi ti onal Requir.: None

Chance of Fertility: As the lesser fertile of the two races
Result: Half breed

Rel ati onshi p: Rel ated

Addi ti onal Requir.: None

Chance of Fertility: As the lesser fertile of the two races

Result: Produce pure breed of the race the size of the fermale (see
bel ow)

Rel ati onshi p: Different

Addi tional Requir.: Magical or divine intervention

Chance of Fertility: 0% (wi thout intervention) or 100% (with)
Result: Produce a new race that may be fertile and breed true

Size (of the creature you filthy m nded churl) may play a part in
sone crossbreeds. For exanple, in human/ horse/centaur pairings. The
result depends, in part, on the physical size of the parents. Consult
Tabl e C.

TABLE C. Size

Rel ati onship Race of Father Race of Mbther Race of child

Simlar Hurman (Elf) El f (Human) Hal f -el f

Rel at ed Human (Hal f-elf) Half-elf (Human) Human or Hal f-el f

Rel at ed Elf (Half-elf) Hal f-el f (Elf) ElIf or Half-elf

Di fferent Human Hor se Centaur (with interv.)
Di fferent Hor se Human None (or a dead woman)
Rel at ed Human (Centaur) Centaur (Human) Human

Rel at ed Horse (Centaur) Centaur (Horse) Horse

There is one interesting exception, humans and hal flings. Wile
they are fertile with each other, such a pairing will only produce one
or the other race. This may be because they are so simlar that there
can be no half breed race. Consult Table Cb.

TABLE Cb: Hal fling-Human Size
Rel ati onship Race of Father Race of WMt her Race of child

Simlar Human Hal fli ng Hal fli ng
Simlar Hal fIi ng Human Hal f1ing or Human

For sone specific races, the relationships are given on Table D.

TABLE D: Specific Races

Race Rel ati onshi p Exanpl es



Cent aur Simlar None

Rel at ed Hor se, Human
Di fferent Most ot her races
El f I denti cal Elf (all varieties)
Simlar Human
Rel at ed Dri der
Di fferent Most ot her races
Half-elf Simlar None
Rel at ed El f, Human
Di fferent Most ot her races
Human Simlar ElIf, Halfling, Ogre, Oc (and variations)
Rel at ed Centaur, Half-elf, Half-orc, Mnotaur, Satyr
Di fferent Most ot her races

On the specific case of and elf and a centaur use the follow ng
suggest ed rul es:

- Elves and centaurs relate as "different", therefore there is no
fertility without intervention.

- Elves are "simlar" to humans who are "related" to centaurs, but
this two part relationship still translates into "different".

These rules are not conplete but hopefully gives the GM a good
base to devel op specific rules for inter-species breeding

CONCEPTI ON: - WHAT ARE THE ODDS?

Sure characters screw around, but it never seens |ike they get
anybody pregnant or get pregnant thenselves unless on a whim of the GV
UNTIL NON Below is a very sinple systemto nmake the decision fairly.

To start, get the base chance for each character (Table 1) that
participated in sex and add the appropriate Constitution nodifiers
(Table 2). Then roll percentile dice for each person. A successful rol
indicates fertility. If both are fertile than conception has occurred
O course, this assunes that both characters are of conpatible race and
are at age where conception can occur (GMs judgnent), and it is the
female's fertile time of the nonth. Some GMs may allow all races to
reproduce offspring. OGher Gvs may limt which races can breed
together. This decision should remain that of individual Gvs, but
suggestions are given in the previous section.

Tabl e 1: Base Chance

Base
Race Chance
Dwar f 22%
El f 13%
Ghonme 20%

Hal f-EI f 54%
Hal fling 50%



Human 77%

NOTE: The mexi mum age for each race was divided by 100. This nunber was
divided into 100% to get the base chance (fractions rounded). This

gi ves an accurate representation of how fertile an overall race is. If

a GV wi shes to add nore races, all that would be needed is the maxi nrum
age of that race

Tabl e 2: Constitution nodifiers

A. Score Modi fi er

03- 05 -6%
06- 08 -4%
09-10 -2%
11-12 +2%
13- 15 +4%
16- 18 +6%

PROTECTI ON FROM PREGNANCY

The base chance can be reduced by half if the popular techni que of
coitus interruptus (pulling out by the male). The nal e nust make an
ability check against (W sdomtDexterity)/2 where Wsdomis the
will power required to stop the fun when it gets better and Dexterity is
the qui ckness to acconplish the mission. Only if the check is made will
t he chance be reduced (even if successful there is always the chance of
pr egnhancy) .

Nat ural condons made of various materials could be commonly used.
These include condons made with vegetable fibers or aninmal tissue which
woul d be quite rare and expense (around 10 silver pieces). Such condons
woul d only be effective in preventing pregnancy 25% of the tine.

Anot her option would be to | ower the chance of pregnancy by 75%

ACE

Some may argue that age should play an inportant role in
fertility, but age isn't represented in these rules. However,
Constitution plays a role in fertility and Constitution is used here. A
character's Constitution fluctuates because of age in nmobst RPGs. Thus,

age is taken into consideration because of Constitution changes due to
age. To make any nore nodifiers would be doubl e jeopardy.

PREGNANCY I N A RPG?

LENGTH OF PREGNANCY

Wth mammal s, gestation period is usually dependent on si ze.



I nstead of nmmking things conplicated, size is not dependant on
gestation in these rules but rather maxi mumage. This will be explai ned
after Table 1.

Table 1 lists the | ength of pregnancy for each race. Also, it
lists the duration of each stage of the pregnancy. The | ength of each
stage is given as well. Half-elf pregnancies could |ast as |long as 24
months or as little as 9 nonths dependi ng on how nuch human or elf the
unborn child is. The nunber given is for G who don't want to bother
with conplicated inter-racial percentages.

TABLE 1: Pregnancy

Total Length Durati on of
Race of Pregnancy Each St age
El f 24 nont hs 2 nmonths 20 days
Gnone 16 nont hs 1 nonths 24 days
Dwar f 15 nont hs 1 nonths 20 days
Hal f1i ng 7 mont hs 0 nmont hs 24 days
Human 9 nont hs 1 nonth 0 days
Hal f-H f 12 nont hs 1 nonths 10 days

NOTE: The | ength of pregnancy was derived fromthe assunption that
an elf's pregnancy |lasts 24 nonths and that the elves life span is 750
years. 750 divided by 24 yields the nunber 31.25. 31.25 was then
divided into the life spans of all races to get the |ength of pregnancy
with the exception of humans. Since human pregnancy in an RPG can have
real -worl d basis, the length is given as 9 nonths. 14.44 (derived from
dividing 130 by 9) could have been used rather than 31.25 but the 31.25
is based on the fantasy elf race and so that nunber was used for the
other fantasy races. Gvs may alter the list as they wi sh.

TWNS OR BETTER

For those GMs who want to add a little spice to the pregnancy,
Tabl e 1b gives the chance of nore than one child being born based on
race. For exanple, a human has a 1 in 10 chance of having twins while a
dwarf has a 1 in 100,000 chance of having twins. This can al so be
interrupted as 1 in 10 humans having twin sibling while 1 in 100, 000
dwarfs have a twi n sibling.

These chances are only suggestions and Gvs may adjust the table as
he sees fit for his canpaign.

TABLE 1b: Chance of nore than one child

Race Twi n Trip Quad Qi nt Sex
Human 10 100 1, 000 10, 000 100, 000
Hal fli ng 100 1, 000 10, 000 100, 000 1, 000, 000
Hal f - El f 500 5, 000 5, 000 50, 000 500, 000
El f 1, 000 10, 000 100, 000 1, 000, 000 n/ a
Gnome 10, 000 100, 000 1, 000, 000 n/a n/ a

Dwar f 100, 000 1, 000, 000 n/a n/a n/a



STAGES OF PREGNANCY

Each stage of pregnancy is listed belowwith the effects that the
pregnant character will suffer. Refer to the effects section for
specifics. EIf pregnancies are quite nice and confortable. Therefore,
Gvs nay forgo certain unpleasant effects for pregnant el ves.

1st Stage

- Check for mpod swi ngs at 55% chance.
- Check for norning sickness (20%.
- Lower constitution by 1 because of increased fatigue.

2nd St age

- Check for mood swings for this stage at 65% chance.

- Check for norning sickness (25%.

- Lower constitution by an additional 1 for a total of -2 to
constitution because of increased fatigue.

I ncrease in urination output.

3rd Stage

- Check for nmood swings for this stage at 75% chance.
- Check for norning sickness (309% .

Danger during spell-casting.

Increase in urination output.

4t h St age

- Check for mpod swings for this stage at 45% chance.

- Check for norning sickness (10% .

- Noticeabl e weight gain. Increase weight appropriate to race.

- Food cravings: Friends may be sent on wild treks to find exotic
food to curb the pregnant wonmen's cravings.

- Lower dexterity by 1 due to loss of agility.

- Thief skills Clinmb and Move Silently suffer a -5%

- +5% chance of spell failure due to disconfort.

5th Stage

- Check for mpod swings for this stage at 35% chance.

- Check for norning sickness (05%.

- Weight gain. Increase weight appropriate to race.

- Food cravings.

- Lower dexterity by an additional 1 for a total of -2 to
dexterity because of lack of agility.

- Thief skills Clinmb and Move Silently suffer an additional -5%

- +1d6% chance of spell failure due to disconfort.

6t h Stage

- Check for mpod swings for this stage at 25% chance.

- Weight gain. Increase weight appropriate to race. Adjustnent to
arnmor size is likely and probably expensive.

- Food cravings.



- Lower dexterity by an additional 1 for a total of -3 to
dexterity because of lack of agility.

- Thief skills Cinmb and Move Silently suffer an added - 1d10%

- +1d6% chance of spell failure due to disconfort.

7th Stage

- Check for npbod swings for this stage at 35% chance

- Check for backache.

- Lower dexterity by an additional 1 for a total of -4 to
dexterity because of lack of agility.

- Speed cut by half. Mist rest triple the normal anmount of times.

- +1d6+6% chance of spell failure due to disconfort and | ack of
concentration.

8th Stage

- Check for mood swings for this stage at 45% chance.

- Check for backache.

- Lower dexterity by an additional 1 for a total of -5 to
dexterity because of lack of agility.

- Speed cut by half. Must rest triple the normal anount of tines.

- +2d6+3% chance of spell failure due to disconfort and | ack of
concentration.

9t h Stage

- Check for mpod swings for this stage at 55% chance.

- Check for backache.

- Lower dexterity by an additional 1 for a total of -6 to
dexterity because of lack of agility.

- Speed cut by half. Mist rest triple the normal anount of tines.

- +3d6+2% chance of spell failure due to disconfort and | ack of
concentration.

- Devel ops nesting habits (i.e. desire to make a warm cozy hone
and prefer not to go anywhere).

EFFECTS

BACKACHE

The fornula to check for backache is as followed: 50% - (Strength
+ Constitution) + 5 for every previous stage of backache. The backache
lasts for 2d4 days. If a woman has a backache, she is in great pain.
She shoul d get rest and not engage in strenuous activity. If she
decides to, the GM may want to inpose a 1d4 hit point |oss for every
turn of strenuous activity to sinulate the agony.

Usually in the last three stages of pregnancy, backache is
constant, so Gvs may wi sh this upon the character. Gvs nmay desire to
make a tenporarily (until pregnancy is over) drastic reduction of hit
points to sinmulate the constant agony of the woman

MOOD SW NGS ( THE BI TCH RULE)



The following are the steps to develop a nmoody fenmle

- The fermal e character nmust roll 1d6 every eight waking hours for
an attitude.

- The female may reroll if a situation has been unusually
stressful (i.e. after nmelee, during an argunent, etc.).

- Any person who cones in contact with the female (ex. other
pl ayer characters) may request a reroll once per day. Only one
reroll may happen each day. The reroll represents people who
i nfluence the fenmml e thereby changing her noods (for better or
for worse)

- For aroll of 6 on Table 2, roll 1d6 again. A 1 indicates
an obsessive behavior. Thus, she becones obsessive about
what ever the party is doing at the nonent to the point of not
I etting anyone or thing in her way of trying to acconplish her
goal

TABLE 2: Mbods & Attitudes

D e

Rol | Mbods & Attitudes

1 happy, cheerful, optimstic, helpful, friendly

2 sel f-pity, unhel pful, brooding, pessimstic

3 pi ssed off, vengeful, crue

4 depressed, sullen, feeling inadequate

5 depressed. brooding, pessimstic

6 restless, inpatient, takes control, urge to get on with

things, roll 1d6 for obsession check

Needl ess to say, running a character with all of these different
attri butes which change all of the tinme tests the player's ability to
roll play to a maxi num

MORNI NG SI CKNESS

Roll d% on Table 3 to get the |evel of norning sickness. If the
woman continues to have norning sickness froma previous stage, then an
additional rule on the table isn't necessary.

M I d nmorning sickness consists of 1 to 2 hours of nausea a day.
Moder ate norning sickness |asts 1d4 hours a day after which check for 1
to 2 hours of nausea with-1 penalty. Chronic norning sickness |asts
2d4 hours a day after which check for 1d4 hours of nausea with -2
penal ty.

TABLE 3: Level OF Morning Sickness

D e

Rol | Level How Long
01- 60 None n/ a

61- 80 MId 3 stages

81-98 Moder at e 5 stages



99- 00 Chronic 9 stages

NAUSEA

A character has nausea if a constitution ability check is fail ed.
A person with nausea feels Iike vomting. The character has difficulty
concentrating and therefore has a -05% chance of spell failure for
every hour of nausea. Furthernore, she suffers a -1 to dexterity and
strength for the duration of nausea.

CHARI SMA, ATTRACTI VENESS, AND PREGNANCY

Sone feel that there should be a charism penalty inposed to a
pregnant character. Supposedly, pregnant wonen find thensel ves fat,
ugly, and undesirable. Thus, they don't give of an aura of cool ness,
magneti sm | eadership, and determ nation. Not to many will follow a
moody, weak woman. This "ugly" state would also be reflected in
attractiveness.

O hers feel that a pregnant character should get a bonus to
chari sma. Supposedly, pregnant wonen "gl ow wi th notherhood". Being
pregnant is the essence of womanhood and many nmaeles find this
attractive. In fact, a pregnant worman can get people to wait on her
beckon call because she seenms so hel pless. This "natural beauty" can be
reflected in attractiveness.

G ven these conpletely different views. A GM shoul d make charism
adj ust mrents based on the individual views of those that the pregnant
character neets. Thus, one NPC may find her attractive and thus she
gains a bonus to attractiveness and charisma. On the other hand, an NPC
can find her repul sive and thus she suffers a penalty to attractiveness
and charisma

DANGEROUS EFFECTS ON A UNBORN CHI LD

SPELL- CASTI NG

A pregnant mage or cleric can cause weird things to happen to an
unborn child if she casts spells after the 2nd stage of pregnancy.
Magic is the ability to shape, control, harness, and utilize natura
forces that infuse the world and surround the character. Wen a mage or
cleric uses her magic ability, this force can influence the devel opnent
of an unborn child.

Every tine a mage or cleric casts a spell after the 2nd stage of
pregnancy, there is cunul ative chance equal to the spell level that an
ef fect has occurred.

For exanpl e, Roxanne The Mage is in her 3 stage of pregnancy. She

casts a 2nd level spell. There is a 2% that the unborn child is
effected. The player rolls a 25 on the percentile dice and thus nothing
happens to the unborn. Then, Roxanne casts a 3rd |evel spell. Now there

is a 5% (2+3) chance of the unborn child to be effected. But the
percentile dice show a 56 and the child is safe.

PSI ONI CS



A psionicist shapes, controls, harnesses, and utilizes natura
forces that infuse her own being. The essence of a psionicist is mnd
and body. Since the unborn is in the body, psionic powers that are
mani f ested can greatly effect the unborn child.

For every psionic strength point (PSP) used by the psionicist
after the 2nd stage of pregnancy, there is cunulative chance equal to
the nunber of expended PSPs that an effect has occurred.

EXTRAPLANAR TRAVEL

Each time a pregnant character travels to another plane after the
2nd stage of pregnancy, there is cumnulative chance that an effect has
occurred.

Going to the el enental planes gives a cunulative 5% chance of an
ef fect occurring.

Going to the ethereal plane gives a cunulative 25% chance that an
ef fect has occurred.

Going to the astral plane gives a cunul ative 50% chance that an
ef fect has occurred because of the strain.

The effects of going to the outer planes is relative to alignment.
For each difference in alignnent there is a cunulative 2% chance that
an effect has occurred. Thus, a | awful good character visiting a
chaotic evil outer plane will give the unborn child a 12% (| awful ->
neutral -> chaotic = 3 or 6% good -> neutral -> evil = 3 or 6% for a
total of 12% chance of an effect.

LEVEL DRAI NI NG

Every tinme the pregnant worman | oses a | evel for whatever reason
after the 2nd stage of pregnancy, there is cunul ative chance equal to
the nunmber of levels drained nmultiplied by 10 that an effect has
occurred. If an effect does occur, minus 5 to the die roll on the Type
of Effect Table for each |evel drained.

MAG CAL AG NG

If any aging effect is inflicted upon the pregnant woman (such as
a Haste spell), the aging effect is split between the nother and child
equal ly. This, of course, may cause i medi ate | abor and birth of the
child. Due to increased devel opnent rate, the child nmust nake a system
shock roll based on its nother's constitution. Failure indicates that
an effect occurs.

If there is an effect roll on the following table (subtracting the

stage of pregnancy, i.e. add 10 if in the 5th stage of pregnancy) to
decide if the effect is positive or negative (use appropriate
nmodi fiers).

TABLE 4: Type of Effect

01- 25 Positive; roll on Positive Effects Table 5
26- 00 Negative; roll on Negative Effects Table 6



TABLE 5: Positive Effects (ROLL 1d10)

1: Born with infravision which enables child to see up to 60 feet in
the dark. If the child's race already has the benefit of infravision
than add 20 feet to the range.

2: Born with a +1 bonus to all saves vs. paral yzation, poison, or death
magi c.

3: Born with a +1 bonus to all saves vs. rod, staff, or wand.

4. Born with a +1 bonus to all saves vs. petrifaction or pol ynorph.
5. Born with a +1 bonus to all saves vs. breath weapon.

6: Born with a +1 bonus to all saves vs. spell.

7: Born with 10d10 - 5 % magi c resi stance.

8: Born with a lifetine regeneration ability. The child will be able to
natural ly (subconsciously) regenerate 1 hit point every turn.

9: Born with a natural (subconscious) ability to "turn" 1 Hit De
undead. Great potential for child to grow up to be a infanmous cleric.

10: Born with a psionic wild talent. If the effect was created due to
psionics, then two wild talents devel op.

TABLE 6: Negative Effects (ROLL 1d12)

1: Born with a -1 penalty to all saves vs. paralyzation, poison, or
deat h magi c.

2: Born with a -1 penalty to all saves vs. rod, staff, or wand.

3: Born with a -1 penalty to all saves vs. petrifaction or pol ynorph.
4: Born with a -1 penalty to all saves vs. breath weapon.

5: Born with a -1 penalty to all saves vs. spell.

6: Unborn is nmutated into a denon. Possible possessed by the evil
intelligence of a denonic creature. The GM shoul d deci de what type of
dermon the child shall be.

7: Radically different coloration of skin. The col or change can either
be advant ageous or di sadvantageous to the child, depending on whether
the new color will give hin her a canoufl age appearance or nmake hinf her
a laughing stock. A child s color can change to any other color. The
color change is left to the GMand is limted only by the imagination.

8: The child' s eyes are nuch different than normal. Roll 1d6 to
deternmine the types of eyes: 1 = huge and protruding; 2 = small and
stalked like a crab's; 3 = large ad turreted, nove independently like a
chanel eon; 4 = appear normal but child has 1d4 additional eyes; 5 =



multifaceted Iike an insect's; 6 = the child appears to have no eyes
(any eye sockets are enpty, but the child noves and reacts |ike one
wi th normal vision).

9: The child's eyes appear and function nornmally except for their
color: 1 = solid black; 2 = blank white; 3 = glowing red; 4 = glow ng,
venonous green; 5 = putrid pink; 6 = opal escent.

10: The skull or head of the child is adorned with unusual outgrow hs.
While it is possible for a child to attack with these outgrowths (when
he/ she grows up), this mutati on does not give the child an additiona
attack per round. Roll 1d4 to determ ne the type of adornnent: 1 =
antlers, as a snall deer, that do 1-2 hp slashing and rendering damge

each; 2 = horns, as a small bull, doing 1-3 hp stabbi ng damage each; 3
= single horn, like a small unicorn horn w thout magical properties,
doing 1-4 hp stabbing danmage; 4 = curved horns, like a ram that can be

used to butt an opponent for 1-4 hp dammge.

11: The child has a tail. Wile it is possible to use the tail for
attack, this does not give an additional attack per round. Roll 1d4 to

determ ne the type of tail: 1 = short, useless, and non-functioning; 2
= long and prehensile, can be used to hold a shield or other object but
cannot be used in attack; 3 = long and segnented, ending in a

nonpoi sonous stinger that does 1-4 hp dammge; 4 = long and whi p-1li ke,

can be used to inflict 1-2 hp dammge.

12: RERCLL
VWHEN DOES THE STORK COVE?
Normal |y, | abor will occur 36+1d4 weeks after conception for
humans, elves, and half-elfs. Labor will occur 38-1d4 weeks after

conception for dwarves and hal flings.

M SCARRI AGES

When a character suffers over 50% of total hit points in damge
there is a chance that she suffers a m scarriage based on how | ong she
has been pregnant. For the first three stages (1,2,3) the chance of a
m scarriage is 50% For the second three stages (4,5,6) the chance of a
m scarriage is 25% The woman has 3d4 hours to get to a cleric for a
Cure Critical Wunds to save the child. O course, the child nust mke
a system shock based on its nmpther's constitution to survive. In the
case of a miscarriage, there is a 25% of henorrhagi ng. Henorrhagi ng
causes 3d6 points of internal damage to the character.

For the last three stages (7,8,9) instead of a miscarriage there
is a 50% chance for a premature birth

LABOR & BI RTH

When a wonen has her first child, she will be in | abor 4d6 hours.
Subsequent |abors will be for 1d10 hours.



The chance for a successful birth is based on the follow ng
formula (use nobm s stats): success % = System Shock + (2 * Strength).

The GM has two options for an unsuccessful birth. Kind GW can
make the nmother make a system shock/2. If she succeeds then the child
makes a roll to check for failure on the table based on the foll ow ng
formula: (system shock/2) - 1 for each day premature. (NOTE: subtract
10% fromthe table for each day the child is premature.) This option
gi ves the character and child a second chance. A nore sinister GMcan
require a roll on the table wi thout any second chances.

TABLE 7: Failed Birth (Roll 1d%

01-40 child dies

41- 80 not her dies

81-98 bot h dies

99- 00 Both live (one |ast chance for success)

Gvs may adj usted the table based on their own canpaign.

RECOVERY FROM BI RTH

The nother nust spend 1d6+3 days in recovery. If the character
wi shes to engage in strenuous activities rather than recover, the GM
can inpl ement penalties to abilities (i.e. strength, constitution,
dexterity). The bitch rule should remain in effect for an additiona
1d4 weeks after birth.

SPELLS FOR THE MOTHER

Level 1
Det ect Pregnancy Prevent Nausea
Summon M dwi fe

Level 2
Assi st Labor & Birth

Level 6
"I'rnar's Pol oroidic Pregnancy

Det ect Pregnancy (Divination)

Class: Cleric

Level : 1

Sphere: Divination

Range: Touch

Conmponents: V, S

Duration: 1 round/|eve
Casting Time: 1

Area of Effect: 1 creature
Save: None



This spell enables the priest to detect pregnancy in any creature.
The priest will also know the day of conception, stage of pregnancy,
estimated day of birth, and gender of child.

Prevent Nausea (Abjuration) Reversible

Class: Ceric

Level : 1

Sphere: Heal ing

Range: Touch

Conponents: V, S

Duration: 6 turns/leve
Casting Time: 1

Area of Effect: 1 creature
Save: None

This spell will prevent the woman from getting nausea for the
duration of the spell. The reverse of this spell will cause nausea to
the victim male or female.

Sunmon M dwi f e (Conj uration/ Sunmoni ng)

Class: Cleric

Level : 1

Sphere: Sunmoni ng

Range: 30 yards

Conponents: V, S

Dur ati on: none

Casting Time: 1

Area of Effect: 1 creature
Save: None

This spell will sunmon the nearest mdwife. The mdwife will get
the sumons. She is under no obligation to respond to the summons, but
very few mdwi fes will ignore it unless unfortunate circunstances
prevail .

Assi st Labor & Birth (Necromancy)

Class: Cleric

Level : 2

Sphere: Healing

Range: Touch

Components: V, S, M

Dur ati on: none

Casting Time: 2

Area of Effect: 1 creature
Save: None

This spell has multiple functions to assist the nmother in | abor
and birth:

Epi dural - Produces a numbing of the | ower back and pelvis to
reduce stress on the nother during |abor



Push - Assists nmother in pushing the child out. WII cut the tinme
of labor by 1d4 hours.

Turn Baby - WII position the child correctly during | abor for
proper birth.

The material conponents of this spell are boiling hot water and towels.

"Irnar's Pol oroidic Pregnancy (Necromancy)

Cl ass: Mage

Level: 6

Range: Touch

Conponents: V, S

Dur ati on: pernmanent
Casting Tinme: 6

Area of Effect: 1 creature
Save: Neg.

This spell will speed up the pregnancy of a wonman from 9 stages to
9 hours (1 hour for each stage left until birth). The pregnant woman
must nmeke a system shock when its tine to give birth. Success indicates
that the birth is successful, failure indicates that child dies and the
woman suffers a permanent -1 reduction to constitution.

"Irnar is still researching, but the priestesses of the Mther
Goddess are doing their dammdest to hunt hi m down and destroy his
research, it is a violation if their creed

Some parental mages have created a few useful cantrips. Belowis a
list of them They have a snmall description and should not need
addi tional expl anati on.

Burp - causes the infant to pass gas.

Create Cheerios and M1k - creates a healthy portion of cereal w mlK.
Gal |l ager's Food to Mush - transfers food to edi ble nush for infants.
Turn Toddl er - keeps a whinny kid at bay.

FETAL ALCOHOL SYNDROVE

Al cohol has a very bad effect on the devel oping brain of the
fetus. In sonme areas, the brain may never totally mature. In addition
to reduced |l earning capabilities, a person has little or no sense of
"right or wong". He/she has little sense of tinme, so that a potentia
long jail termnmeans little to himher, and he/she doesn't see the
benefits of saving noney today to spend next year, or to study today
for a test next week. These synptons can range anywhere from al nost
unnoti ceable to very pronounced, and facial disfigurement (small
nm sshapen eyes and a flatter nasal area) can even occur.

Some Fetal Al cohol Syndrone victins are somewhat socially inept.



Not in a "nerdy" manner, but they seemto be unable to have healthy
friendshi ps. They are attracted to dangerous el enents, such as the
ot her troubl emakers (unable to separate right fromwong, etc). They
can't seemto resist peer pressure, and if pressured, wll drink,
steal, etc.. Their work ethic is bad, unable to see the future as
immnent. The awful thing is, it's not their fault!

Therefore, if a woman drinks at ANY tine during pregnancy (even if
she doesn't know she's pregnant) and if she consunes even a small
amount of alcohol, there is a risk of Fetal Alcohol Syndrome. The nore
often she drinks, the greater the risk and the greater the possible
effects. The player should roll 1d100 when the baby is born, with a
cunmul ative possibility of having Fetal Alcohol Syndrone of +5% for
every tinme the nother had two or nore alcoholic drinks (in one sitting)
during the pregnancy. If the result is Fetal Al cohol Syndrone, then the
GM has two options in deciding on the results:

1: The player rolls 1d100 with a cunul ative +5% for every tinme the
not her had two or nore al coholic drinks (in one sitting) during
t he pregnancy. Then consult Table 1.

2: The player rolls 1d12 with a cunul ative +1 for every tinme the
nmot her had two or nore al coholic drinks (in one sitting) during
the pregnancy. Then consult Table 2. Note that the character has
all of the synptons up to and including his/her die roll. That is,
if the player rolls a 6 then the character has results 1, 2, 3, 4,
5, and 6.

Table 1: Fetal Al cohol Syndrone Results

D e

Rol | Ef f ect

01-03 Intelligence is 4d4.

04- 06 Intelligence is 3d4.

07-09 Intelligence is 2d4

10-12 Intelligence is 1d4.

13- 15 W sdom is 4d4.

16- 18 W sdom i s 3d4.

19-21 W sdom i s 2d4.

22- 24 W sdom is 1d4.

25- 27 Strength is 4d4.

28- 30 Strength is 3d4.

31- 33 Strength is 2d4.

34- 36 Strength is 1d4.

37- 39 Sonme facial disfigurement. Charisma is 4d4.
40- 42 Some facial disfigurement. Charisma is 3d4.
43- 45 Extreme facial disfigurement. Charisma is 2d4.
46- 48 Extreme facial disfigurement. Charisma is 1d4.
49-51 Weak. Constitution is 4d4.

52-54 Weak. Constitution is 3d4.

55- 57 Very Weak. Constitution is 2d4.

58- 60 Very Weak. Constitution is 1d4.

61- 63 Learns at 1/4 speed.

64- 66 Learns at 1/2 speed.

67-69 Learns at 3/4 speed.

70-72 Cannot have a |awful alignnent.

73-75 Must have a chaotic alignment.

76-78 Must have a neutral alignnent.



79-81 Unabl e to save npney, destitute. Always gets rid of noney.
82-84 Unabl e to save nobney, poor. Wastes mpney on frivol ous things.
85- 87 Never able to cast spells.

88-90 2d20+8 % mmgi c resi stance. Roll ignoring any result above 87.
91-93 Two problenms. Roll twice ignoring any result above 87.

94- 96 Three problens. Roll thrice ignoring any result above 87.
97-99 Four problens. Roll four times ignoring any result above 87.
00- 00 Five problens. Roll five times ignoring any result above 87.

Table 2: Fetal Al cohol Syndrome Results

Intelligence penalized -1d4.

W sdom penal i zed - 1d4.

Strength penalized -1d4.

Some facial disfigurement. Charisma penalized -1d4.
Weaker. Constitution penalized 1d4.

Learns at 1/4 speed.

Cannot have a | awful alignnent.

Must have a chaotic alignment.

Must have a neutral alignnent.

10 Unabl e to save noney, poor. Wastes noney on frivol ous things.
11 Never able to cast spells.

12 2d20+8 % mmgi c resi stance.

O©Coo~NO U WN -

ON THE SUBJECT OF A SHAPECHANG NG MOTHER AND CHI LD

When a femal e who can naturally shapechange has a child, the
rel ationship between nother and child is conplex. Specifically, what
shapechanging -if any- does the child undergo? There are sone rules to
remenber :

Nur si ng Stage

- While the mother is in her natural form the childis in its natura
form

Exanples: If a dragon nmother is in dragon form the child also is in
dragon form |If a centaur druid mother is in centaur form the child is
in centaur

- Until the child is weaned, it "echoes" the formof its nmother. This
occurs continuously whether or not the nother is actually in the
process of nursing the child.

Exanples: If a dragon nother is in human form the child also is in
human form |If a centaur druid nmother is in bear form the child is in
bear formregardl ess of what its original form was.

Weaned St age

- After the child is weaned, it regains its nornal form



Exanples: If a dragon nmother is in any form the child also is in
dragon form |f a centaur druid nmother is in any form the child is in
centaur, horse or human form as appropriate

- From weaning until puberty, the child will always remain inits
natural form

Adul t hood

- If the child is not of a shapechanging race, it will never
shapechange agai n.

- If the child is of a shapechanging race, it will gain its
shapechangi ng powers with the onset of puberty.

THE BABY | S HERE! WHAT YA' GOT?

CHARACTERI STI CS

Baby' s Sex

Probably the npbst popular topic of a new born child is its sex.
Rol | percentile dice to determine the race of the child. Generally the
probability of having a female is slightly greater than a nale. Thus
there is a 52% of having a male and a 48% of having as female child.
Note that Gvs may wi sh to adjust this nunber in their canpaigns for the
various races. Also, the GMmay |let the character influence the chance
one way or the other through magic, divine intervention, etc.

Attributes

This systemw || give you the attributes that the baby will have
once he reaches adulthood (which is usually a few years after puberty).
Of course, as a child the baby will show potential or problemareas if

stats are high or low, especially in areas of intelligence and wi sdom

To figure out the attributes, the first step is to average each
attribute of the parents which will give you the "genetic" bases. To
make the baby a bit different fromits parents, a randomfactor is
added to the process. First, add 1d4 to each genetic base and then
subtract 1d4 to that nunber. This nmeans that each of the baby's stats
can be up to 3 above or 3 below its parents' average. If the result
isn't an integer, there is a 50% chance to round up and a 50%to round
down.

Exanmpl e: A baby is to be born, but what will his Strength be? His
father's Strength is 17 and his nother's Strength is 14. This averages
to 15.5 which becones the genetic base. Before figuring in the random
factor, we know that the baby's Strength will fall between 12.5 - 18.5.
On the first 1d4, a 3 is rolled and added to the genetic factor giving
us a 18.5. On the second 1d4, a 2 is rolled and subtracted fromthe
18.5 giving us a Strength 16.5. Well decinmls are unacceptable so on



the percentile roll, a 23%is rolled causing the Strength to be rounded
down to 16. The baby's Strength will be 16 when it reaches adul t hood
The sanme process is followed for the remandi ng attri butes.

Note that the baby's attributes nust still obey its race's
m ni mum maxi mum linmts. For exanple, no human can be born with nore
than 18 or less than 3 in any attribute.

Hei ght

To figure out what the baby's adult height will be, the first step
is to average the parents height (in inches). Next, add the nodifier
based on race found on the height table below. Finally, add the
adj ustment found on the height table if it is a male, subtract the
adjustrment if it is a female. The result is the baby's adult height in
i nches.

TABLE: Hei ght

Race Mbd. Adj .
Dwar f 1d6 1
El f 1d6 2.5
Gnone 1d4 1
Hal f-el f 1d6 1
Hal f1i ng 1d8 1
Human 1d10 1
Wei ght

To figure out what the baby's adult weight will be, the first step
is to average the parents weight. Next, add the nodifier based on race
found on the weight table below. Finally, add the adjustment found on
the weight table if it is a male, subtract the adjustnment if it is a
female. The result is the baby's adult weight.

TABLE: Wi ght

Race Mod. Adj .
Dwar f 2d10 12.5
El f 2d6 5
Ghone 2d4 2
Hal f - el f 2d8 12.5
Hal f1i ng 2d4 2
Human 2d20 20

Alternative Sexist Height & Wi ght

This system enphasi zes the rel ationship between the sex of the
child and the size of the parents. Big men with snmall wives will have
smal | daughters and strapping sons. Small nmen with big wives will have
| arge heal thy daughters and puny sons. To summarize, this systemwl|
have daughter's size favor nmothers and son's size favor fathers.

Al t hough this systemfor figuring out height and wei ght is good,



it is given as an alternative. Unless the GM plans the size of the
parents ahead of time, a small nother would have a small daughter and a
smal | father would have a small son. This seens reasonable, but if

pl ayers are | ooking for player characters out of the baby, having the
baby small might not be a good idea.

To figure out what the baby's adult height will be, the first step
is to calculate height in inches as per your RPG rule book. Take the
hei ght of the parent that is the same gender as the child and nultiply
it by 1.5. Take the height of the other parent of the child and
multiply it by 1.5. Add those three nunbers then divide by 3. The
result is the baby's adult height in inches. To summari ze:

ht = [calc. ht. + (1.5 x sane gender parent) + (.5 x other parent)] / 3

To figure out what the baby's adult weight will be, the first step
is to calculate weight in inches as per your RPG rul e book. Take the
wei ght of the parent that is the same gender as the child and nmultiply
it by 1.5. Take the weight of the other parent of the child and
multiply it by 1.5. Add those three numbers then divide by 3. The
result is the baby's adult weight in inches. To summari ze:

w = [calc. wt. + (1.5 x sane gender parent) + (.5 x other parent)] / 3

Personality

Sooner or later, the parents will learn that the baby has a
distinct personality. The player should roll on a personality table of
his GM RPG rul e book. The GM may wi sh the player to roll on the table
once the baby reaches chil dhood, reaches puberty, and finally reaches
adul thood. O course, once adulthood is reached, the "baby" my be
considered a PC rather than a NPC if the player desires to pursue this
avenue. Thus, the player devel ops the character as desired.

It should be enphasized here that rol e-playing personality is only
relevant if the baby is intended as an NPC. Babies who are to becone
PCs shouldn't roll this so the player may have absolute freedomin
creating the character

"DADDY' S LI TTLE G RL" SYNDROVE

A female child should has a percentage chance (60 + her Charisnma -
father's Wsdon) of charming her father. The charnmed father will always
think of his daughter as pure and innocent. He will always protect her
and bl ane everybody el se for anything that happens to her even if it is
obvi ously her fault.

THE FI RST BORN

When t hese baby rul es were bei ng devel oped, GM M zar and one of
his players started to roll up the baby's stats and due to a sequence
of unbelievably lucky rolls they created a wonder girl:

P. Strength: 18
Intelligence: 15
Dexterity: 17

W sdom 16



Constitution: 18
Charisma: 12
Attractiveness: 17
Luck: 14

SEXUAL TENDENCY

Some GVs may like totally random factors in a character's
generation thus this sexual tendency optional rule is presented. Roll
1d100 on Table 1 to get the sexual tendency of the character using the
appropriate social class nodifier from Table 2. The reason for the
social class nodifier: the upper classes have nore access to
culturally-accepted sexual information and are under strict "noral"
guar di anshi p.

TABLE 1: Sexual Tendenci es

Die Roll Tendency

01- 80 het er osexual
81- 90 bi sexual
91- 00 honosexual

TABLE 2: Modifiers Due To Social Class

Soci al Level Modi fiers
Lower Lower Cl ass 0

M ddl e Lower C ass 0
Upper Lower Cl ass 0
Lower M ddle Cl ass -1%

M ddl e Mddle d ass - 2%
Upper M ddle C ass -3%
Lower Upper Cl ass - 5%

M ddl e Upper C ass - 7%
Upper Upper Cl ass - 9%

THE Bl TCH RULE

The Bitch Rule is an option that nmakes a fermale PC or NPC very
moody. GV may nake this a requirenent for all fermales. O her
alternatives are making it an insanity, disease, or curse. The Bitch
Rul e works best for chaotic characters because they seemto have what
it takes to work.

The following are the steps to devel op a noody fenal e:

- The fermal e character nmust roll 1d6 every eight waking hours for
an attitude.



- The femmale may reroll if a situation has been unusually
stressful (i.e. after nmelee, during an argunment, etc.).

- Any person who cones in contact with the female (ex. other
pl ayer characters) may request a reroll once per day. Only one
reroll may happen each day. The reroll represents people who
i nfluence the fenmal e thereby changing her noods (for better or
for worse)

- For aroll of 6 on the table, roll 1d6 again. A 1 indicates an
obsessi ve behavior. Thus, she becones obsessive about whatever
the party is doing at the moment to the point of not letting
anyone or thing in her way of trying to acconplish her goal

TABLE: Mbods & Attitudes

D e

Rol | Moods & Attitudes

1 happy, cheerful, optimstic, helpful, friendly

2 sel f-pity, unhel pful, brooding, pessimstic

3 pi ssed off, vengeful, crue

4 pl ayful, energetic, daring, fool hardy, practical joker
5 vain, proud, |azy, bored, ommipotent feeling

6 restless, inpatient, takes control, urge to get on with

things, roll 1d6 for obsession check

Needl ess to say, running a character with all of these different
attri butes which change all of the tinme tests the player's ability to

role play to a maxi mum

The Bitch Rule initiated in Salina, a chaotic neutral human
Because of her great contribution to the gane, a profile of her is
bel ow.

Salina - 9th | evel nmage

Physi cal Appearance: Salina is 5 6" brunette with grey eyes. She has
remarkabl e stats (all above 10, INT 17, DEX 18) (honest, that's the way
she rolled it...). She is a real "babe". The longer you are in her
presence, however, the nore you realize that her charisma is not quite
up to her atractiveness.

Fam |y & Chil dhood: Her nother died in childbirth. Her father is a
rich/feared/respected nerchant/trader/snmuggl er who bought his title and
measures affection in nonetary terns. To increase Salina's value, she
was educated by private tutors and gi ven anything noney could buy. She
di scovered books and power as a substitute for friends and affection

Reasons to Adventure:
* Boredom |ooking for a thril
* Conpani onshi p (though she would never agnmit it to herself) * To
gain greater powers and a sense of self away from Daddy * To get
away from Daddy's imredi ate grasp so he doesn't marry her
off to secure a trade agreement or somnething

General : She lives whimto whim She has chronic PMS npbod swi ngs (aka



The Bitch Rule). She is self serving. Al of her likes and dis-1ikes
are subject to change at any tine, though a respect for books and
talent and an attraction to jewelry are pretty consistent. She tends to
dislike being dirty and | oathes stupid people unless they have

sonet hi ng she needs fromthem She is a sort-of female Q (from Star
Trek TNG. The party puts up with her often dangerous npbods because
she is a really good mage.

Advent ure exanpl es: Has a casual but regular relationship with 'lrnar
(a NPC mage who "pops" in every now and again to stir up trouble with
the characters). She keeps the relationship for what she can get out of
hi m and because he | earned sone pretty | NCREDI BLE noves after being
abducted by a goddess of love. 'Irnar is totally into the physica
aspect of a relation and since Salina is a nmage with the best
atractiveness in my canpaign, she wins out. Salina has been known to

di sappear (teleported by '"lIrnar) during the m ddl e of her night watch
and reappear with nelting snowin her hair. O conpletely soaked with
water, or in one case with grass stains and rope burns. The party has
yet to find out what she does on her little side trips. One time she

di sappeared for three days then reappeared with no expl anations, but
she was in such a good nood that the party counted their bl essings and
did not press the questions. Besides, they desperately needed her since
they were about to do battle with an Orcish arny.

One time, another mage in the party got Salina mad at him so he cast a
G obe of Invulnerability around himfor protection. Salina, recognizing
the spell pronptly threw a dagger +2 at himas a "subtle way of saying
"get out of ny face" and continued on her way w thout |osing hardly a
beat .

Anot her time the party had to pay a toll of one nagic itemeach to a
very old black dragon (I was sorta hoping they'd try to fight the
thing) and Salina, in her hel pful, cheery nmood pronptly offered the
other mage to the dragon saying "If you let us pass, I'll give himto
you" (note: said with a disgustingly cheery voice). The other mage had
to do sonme quick talking to get out of that one. He did get sonme help
fromthe good cleric who was "appal |l ed" that Salina could do such a

t hi ng.

The party encountered a pool of whinsy healing water once. Salina got
mad at one of the party nenbers for being stupid, and pronptly pushed
himin. (The party at the tine did not know the effects of the water.)
Well, the fighter immediately got healed of all of his hit points, got
a whinsy (I don't recall what it was) and drowned because he was
wearing netal arnour. Two nenbers of the party finally fished himout,
but they had a dickens of a tinme resuscitating him The episode ended
by everyone having a pool fight and pushing sonmeone else in. (Al went
in except Salina.)

I n anot her adventure, the party was right in the mddle of battling an
awesorme mage (Le Morte by nanme) and Salina suddenly got bored and sat
down to do her nails. The party, wi thout a nmage to help them out,

real ly got whonped on, had to give in to Le Mirte's demands, and lost a
Horn of Dwarf Sunmoni ng they had spent several nonths (real tine)
trying to get in order to call the Dwarves to battle agai nst the

i npendi ng evil of a powerful anti-paladin (Sheol) who is still trying
to take over all of the Iand.



Well. There you have some of the endearing characteristics of Salina.
The party she runs around with may not |ike her all that nuch, but with
pl ayers like her, the GMs job of making things difficult for all the
players is nade a little easier. ("Wth characters |ike her," quipped
the Cleric naned Candi ce Preach, "who needs adventure?")

Thi s background is brought to you by
Morgan the Slightly Chaotic

THE RACK CRITICAL HI T CHART: FOR MEN ONLY

Femal e characters are cursed with The Bitch Rule, so how can the
mal es be equally punished. Well, at long last, it's here. The Rack
Critical Ht Chart.

"Rack" is a termthat refers to a shot to the groin. As npbst guys
will tell you, a hit to the body or face is invulnerably nore wel conme
and | ess devastating than a blast to the crotch.

The rack can either be a called shot to the groin, part of a
normal critical hit chart, or (to get nore use of it) if the attacker
rolls five higher than the necessary to hit roll (nodified or natural),
it is now considered to be a rack

The rack chart is as follows:

0-70 Man drops weapon, clutches privates, and | oses next 1d4 rounds
of initiative.

71-80 Man is blinded by tears and cannot defend or attack for the next
1d6 rounds.

81-90 Man is stunned for one round and then goes into a berserker rage
for 1d10 rounds. Rules for berserk rage applies.

91-95 Man's voice is permanently altered to 1d4 octaves higher,
dropping his charisma by 1d4. Al so stunned for 1d4 rounds.

96-98 Man is permanently rendered inpotent. Stunned for 1d6 rounds.

99 Man | oses consciousness for 1d10 rounds. (System shock roll can
be made at -50% if successful, man is only unconscious for 1d4
rounds.)

00 Man goes into shock, no save, and dies. All nmen within a view ng

di stance must nmke a constitution save at -5 or they clutch
thensel ves and remain stunned for 1 round.

NOTE: GMs may enforce the rule that any tinme a man sees another man
getting racked he nust nake a constitution check to see if he is
stunned for one round. Exception, see 00.

FI NAL NOTE: Due to the anpunt of protection a male will go through to
protect his "fanmly treasure", his AC for his privates is 2 better than
his overall AC. He also gets +2 to his dexterity at any attenpt to
dodge. <evil grin>

SEDUCTI ON:  MORE THAN REACTI ON ROLLS



This is a sinple yet effective way to handle a seduction. It is
far nmore fun than making endl ess reaction checks and it certainly keeps
pl ayers on their feet.

The followi ng are the steps for seducing:

- When the character first cones in contact with sonmeone he/she
wants to seduce, a normal reaction roll is made. If the reaction
of the victimis friendly, then a seduction may take pl ace

- The prelimnary noves are nade (i.e. role playing) and attribute
checks are made. The seducer nmmkes a Charisma check with
nodi fiers from Table 1. The victimmakes an Intelligence check
(to see if he/she is dunmb enough to fall for it) with nodifiers
fromTable 1. If the seducer beats the victims roll by 4 or
nmore, he/she is doing well and nmay conti nue.

- The GM deci des how many nore checks should be made with suitable
pl uses or mnuses to the attribute rolls (take into account how
well the player is role playing). Usually no nore than three
nmore successful checks are necessary. Fail ed checks nean that
the victimof the seduction |lost interest, but the seducer can
try again with the Charisma check halved (its not easy to get
back up on that horse after being shot down).

TABLE 1: Attribute Mddifiers

Moves Made Seducer Victim
Drunkenly -2 +2
Sl eazy/ Raunchy -1 +1
Aggr essi ve +1 -1
Gent | eman/ Lady +2 -2

SEDUCTI ON FOR THE PROFESSI ONAL

Certain characters (see the sub-classes in this guide) have a
speci al benefit of seduction. This ability that differs fromthe
seduction rul es above is described here. Note that these rules are not
gender specific but are given as if the Seducer is a wonman.

The Seducer has a special power of seduction. Seduction is an
ability which is used against individual males of the same or simlar
race as the Seducer. The Seducer's percentage chance of seducing is
given by the follow ng forml a:

Seducer's | evel

-------------------------- X 100
victims level + nodifiers
TABLE 1: CUMJULATIVE MODI FIERS; |F VICTIMIS. ..
Fighter +3 Elf/Half-elf +1 * +1 for each
Rogue +3 Dwar f/ Ghone/ Hal fling +2 out si der
Mage +4 Orc/Half-orc -1 (see bel ow)

Cleric +5



TABLE 2: CUMULATIVE VICTIM S W SDOM MCDI FI ER

1 -6 08-14 O
2 -4 15 +1
3 -3 16 +2
4 -2 17 +3
05-07 -1 18 +4

TABLE 3: OPTI ONAL SEDUCER S STATE OF DRESS MODI Fl ER

Heavily cl ot hed +1
Scantily/Provocatively clad -1
Nude -2
(The latter state will not be terribly practical under
nost circunstances, and mght well lead to arrest for

i ndecent exposure.)

A seduced person will drop his weapons, becone oblivious to his
surroundi ngs, and attenpt to engage the Seducer in a passionate
enbrace. In such a state he is extrenely vul nerable (especially to kiss
spells which are very popul ar amongst Seducers). However, if the
Seducer does not attenpt to use a spell on a seduced victim he is
all owed to nmake his save vs. spell. If this is successful, then he
reali zes what has happened in which case the seduction is broken and he
cannot be i mmedi ately seduced agai n. Breaking the seduction, however,
does not affect the success of the spell being used

Seduction cannot be used in conbat and cannot work agai nst other
femal es except those that are honpbsexual s. The presence of other
individuals in close proximty (within ten feet, or obviously watching)
wi Il reduce the chance of success of the seduction attenpt. For each
outsider present, add 1 to the nodifier

Seduction lasts for a nunmber of turns equal to five tines the
Seducer's level, or until broken. It can be broken in a nunber of ways,
i.e. if the Seducer attenpts to use a kiss spell as above, or if she
resists his attentions (the victimis allowed his save vs. spell each
time she does so), or if the victimis attacked. In the latter case,
the seduction is instantly broken.

Seduction can only be used on a single individual at a tinme; a
Seducer may use the ability a nunber of tines per day equal to her
|l evel .

EXAMPLE OF THE USE OF SEDUCTI ON: Lirona the Seducer (3rd |evel
human) is attenpting to seduce Thad Leaf the thief (5th level, human).
The scene is the Golden Giffon Inn. There are a nunber of other people
present but no one is paying any particular attention to the pair
Lirona's chance of seducing Thad is equal to 3 (her level) X 100
divided by 5 (Thad's level) +3 (nodified for a thief), i.e. 300/ 8 =
37.5% Lirona rolls 30. Success! Thad is taken in by her charns.
however, a bar is no place for a romantic |iaison. Eagerly he
acconpani es her upstairs to her room his armaround her slim waist,
not suspecting the fate that awaits himwhen he gets there...!!

NON- VEAPON SKI LLS

# of Slots Rel evant Check



Ski | | Requi red Ability Modi fier

Contortion 1 Dexterity 0

Massage 1 Intelligence 0

Seducti on 1 Chari sma 0

Sexual Endurance 1 Constitution 0

Sexual Know edge 1 Intelligence 0

Skilled Perversion 1 see bel ow see bel ow
Contortion - A character with this skill is able to contort his body
and linbs into extraordi nary positions.

Massage - A character with this skill is a master of mmssaging. The

character has a great know edge of stroking, kneading, and striking
certain muscular parts of the body. It is used to inprove circulation,
sooth the nerves, and stinulate the digestive organs. Massage is also
useful in increasing the tone of muscles after a long illness. Thus,
the character gains know edge of anatony and is able to use his hands
skillfully in stroking notions on certain nuscles and nerves. A nale
who gives massage is called a masseur; a female is known as a masseuse.
A skill check isn't necessary unless it is critical for the massage to
be good (ex. soothing a savage before picking his pockets).

This skill also allows the character the ability to strike
pressure points on an opponent. A successful "to hit" and skill check
i ndi cates that the victimsuffers a -2 on his/her "to hit" rolls for
1d4 rounds (due to pain and sudden nuscle cranps).

Seduction - A character with this skill is better at seducing people
than the average person. Thus, he/she gets a +2 bonus when seducing
sonmebody (see the seduction rules below) if the skill check is nade.

Sexual Endurance - A character with this skill is able to perform
continual sexual activity |longer then nost before becom ng subject to
fatigue and exhaustion. Wen a character nmakes constitution ability

checks during sex, he/she makes a skill check. If a successful

skill check is made, then the cunul ative nodifier to constitution is
cancel | ed.

Sexual Knowl edge - A character with this skill has a know edgeabl e
under st andi ng of sex. Thus, he/she gets a bonus of +1 to constitution
ability checks during sex if a successful skill check is made.

This know edge is allows the character to know proper "etiquette"
when it comes to sex. Know edge of sexual custons, preferences,
pl easures, and dislikes, and so forth of people he/she conmes in contact
with.

Skilled Perversion - This skill actually gives the character a nunber
of skills. Unfortunately (to normal people), these skills allow the
character to master the art of perversion.

The skill of voyeurismallows the character on a successful
Charisma check to ogle a person of the opposite gender and nmake |ewd,
suggesti ve comments equal to the prose of bards. If the check is nmade
by 2, the character can successfully peep in windows to | ook at sexy
peopl e without being caught.

The skill of cleavage allows the character on a successful Wsdom
check to accurately determne the direction and distance to the nearest
female with a mni mum bust size of 36 and/or mni mum cup size of D



SEXUALI S MORBUS ( SEXUAL DI SEASES)

This system does not attenpt a specific treatnment of a subject
which is beyond its scope and purpose. \Wat is done, however, is to
gi ve general categories of disease and mal adies and their game effects.

CHANCE OF CONTRACTI NG A DI SEASE

To contract a sexual disease, the character nust be having sex
with sonebody who already is inflicted with a di sease. The base chance
for contracting a natural disease is 1% per round of sexual activity.
The base chance for contracting a nmagical disease is 2% per round of
sexual activity. Mddifiers are as foll owed:

Constitution of character

1-3 +4 13-15 -2
4-6 +2 16-18 -4
protected intercourse /| 2 (cuts the chance in half)

unprotected intercourse X 2 (doubles the chance)

Thus, Rath (con. 14) becones intinmate with a person that has a
nat ural sexual disease unfortunately he prefers not to use protection
(l'i ke a sheep-skin condon). He participates in 18 rounds of sex. Hs
chance of getting a disease is 32%(18-2 X 2). He rolls a 28 on the
percentile dice. Thus, our hero nowis infected with a sexual disease.
If only he used protection, his chance of contracting a di sease would
have been a nere 8% A lesson to be |earned

The use of Protection From Di sease and Cure Di sease spells are of
course very useful for preventing and curing di sease

RANDOM DETERM NATI ON OF WHO | S DI SEASED

The GM shoul d decide of the person a character has sex with is
infested with a disease, but if he wants to decide randomy, this
systemis provided. The chance of a prostitute having a disease is
al ready established if Getting To Know A Prostitute (Random CGenerator)
section of the guide is used. Therefore, the systemis provided for
non-prostitute people. Also, this system doesn't handl e whet her
di seases are natural or magical because some GM s may have magically
rich canpai gns ands others nmay not so odds nay vary.

The base chance of having a disease is depend on the size of the
settlement (the theory is that nore diseases are found in bigger

settlements where nore people interrelate):

Thor p, Dorf 10
Haml et 25
Village, Wch 30
Town 35
Gty 40

Modi fiers to the base chance are by social |level (the theory is that



nmore di sease are transnitted anmongst the |ower classes because there
are dirtier and | ess careful):

Lower Lower Cl ass +20 NOTE: not all settlenents
M ddl e Lower Class +15 have these many vari ations
Upper Lower d ass +10 of social level. The GM
Lower M ddl e Cl ass +5 shoul d be aware of what
M ddl e Mddle C ass 0 soci al |evels are around.

Upper M ddl e d ass -5
Lower Upper C ass -10
M ddl e Upper Class -15
Upper Upper C ass -20

Thus, a lower lower class citizen of a city would have a 60%
chance of having a di sease nmaybe because she sl eeps around to get extra
food noney. In a near by ham et, an upper upper class citizen would
have a 5% chance naybe because he has a private mistress to engage in
sexual activity when he is up toit. While in the city, a citizen of
equal status has a 20% chance maybe because he parties a lot with the
rich and he screws just as nuch.

At first glance at this system a person mght assune that in a
city 9,000 roughly 40% (3,600) of the population are sexually diseased.
The first itemto note is that this systemincludes only those that
ENGAGE in sexual activity. This elimnates a |arge amunt of the city
including children, elderly, etc.. W' Il say that half the city engages
in sexual activity, which seens |like a lot. Social |evel is another
i nportant aspect that nust be included. Thus in this exanple, |et us
assunme that all social |evels exist and there population is equal:

Tot al Sexual Chance Total OF

Soci al Level Pop. Acti ve O Dis. Di seased
Lower Lower Cl ass 1, 000 500 * 60% = 300
M ddl e Lower O ass 1, 000 500 * 55% = 275
Upper Lower Cl ass 1, 000 500 * 50% = 250
Lower M ddle C ass 1, 000 500 * 45% = 225
M ddl e M ddl e C ass 1, 000 500 * 40% = 200
Upper M ddle Cl ass 1, 000 500 * 35% = 175
Lower Upper C ass 1, 000 500 * 30% = 150
M ddl e Upper Cl ass 1, 000 500 * 25% = 125
Upper Upper Cl ass 1, 000 500 * 20% = 100
1800

Thus, 1,800 people of 4,500 people who have sex of 9,000 people
that live in the city are infected with a sexual disease. This is a
lot, but we're assunm ng that those that participate in sexual activity
do this with nore than one person. The thing to keep in mnd is that
this systemis to cal culate individual persons, not mass popul ation
Wien the dice starts rolling, the results usually don't go with the
odds.

NATURAL

Nat ural sexual diseases might not seem as bad as mmgical, but they
are as terrible. After choosing the desired disease on Table 1, the GM
should roll 1d8 to decide occurrence and 1d8 to decide the severity of



t he di sease

Tabl e 1: Natural Diseases

Cccurrence Severity
Name Acut e Chronic MIld Severe Term na
E.S. S 1-4 5-8 1-3 4-5 6-8
Gonorr hea 1-6 7-8 1-5 6-7 8
I nsani a 1-4 5-8 X X X
Prurire 1-7 8 1-6 7-8 X
Segnen Neus 1-4 5-8 1-3 4-5 6- 8
Syphilis X 1-8 1-5 6-7 8
Tuna 1 2-8 1-8 X X

Cccurrence deterni nes whether the disease is a single (acute)

attack or whether the disease will recur periodically once contracted
(chronic). Chronic maladies will affect the character periodically, if
they occur at the sane time as any other mal ady (disease, disorder, or
parasitic infestation), the severity of both will be increased. Thus,

if two chronic mal adies are contracted, the character is not likely to
survive anot her disease attack

Severity refers to the seriousness of the di sease, disorder, or
parasitic infestation and determ nes the period of disability (recover
time or length of illness which term nates in the character's dem se)
and the effects of the mal ady.

M LD: During the period of affliction the character is unable to
perform strenuous activities. Roll once on Table 2 for additiona
effects. Some treatment may be determined by the GMto allow a
shortening of the period of illness. A nornmal period is 1-3 weeks

SEVERE: A severe malady will lower the character's hit points to
50% of normal and make hinfher totally disabled for 1-2 weeks, plus a
further 1-2 weeks of tine during which the nmalady is in the mld state
as the character recovers. Roll twice on Table 2 for additional
ef fects.

TERM NAL: The mal ady will cause death (or |oss of the body part or
function) in 1-12 days (longer periods are stated hereafter in the
di scussion of the various maladies). Roll thrice on Table 2 for
addi tional effects.

Table 2: Additional Effects

D e

Rol I  Effect

1 Bur ni ng during urination

2 Constant pain; -1d4 to attack rolls

3 Gradual brain rot; -1 intelligence and -1 wi sdom

4 Hyperactivity; double novenment rate, -2 initiative bonus

5 Loss of voice; no verbal spells, singing, etc.

6 Uncontrol | able vomting; -1 constitution per day

7 Sl uggi shness; half novement rate, +2 initiative penalty

8 10% chance per hour of a spasm which causes dropping of held

itens



Descri ption

Enl arged Scrotum Syndrone (E.S.S.) - This disease is only contracted in
mal es. The effect is that the male's testicles becone quite enlarged
(max. of two feet in diameter each). The victims novenent is
quartered. Constitution is halved. The pain is awful and its really
enbarrassing to be seen. There is a 15% chance each nonth that chronic
victins experience the disease again

Gonorrhea - An infectious disease of the genitourinary tract, rectum
and cervi x, caused by the gonococcus, transnitted by sexua

i ntercourse, and characterized by acute purulent urethritis with
dysuria (Hey, its fromWbster's Dictionary). There is a 50% chance
each nonth that chronic victins experience the di sease again.

Insania - This disease causes the inflicted to gain a sexual insanity
di sorder (GM s choice; see below). The period of affliction |asts 4d6
mont hs. There is a 10% chance each nonth that chronic victins
experience the disease again.

Prurire - "The Itch" as it is better known is quite an unconfortable
but not | ethal experience. The period of affliction is 1d4 weeks. There
is a 50% chance each nonth that chronic victins experience the disease
agai n.

Segnmen Neus - This disease is naned after a disgusting perverse ogre
who was al ways pestering femal e species. The effects of the disease
are as foll owed:

* -2 to coneliness each day (gradual disfigurenent)

* -1 to intelligence each day (gradual stupidity)

* right | eg goes bad meking movenent decrease by 90%

* unable to participate in any sexual activity
There is a 75% chance each nonth that chronic victins experience the
di sease agai n.

Syphilis - A chronic infectious venereal disease caused by a spirochete
(Webster's Dictionary is so |aborious). There is a 50% chance each
nmonth that chronic victinms experience the di sease again

Tuna - This disease only manifests itself in fermale characters. It
causes the victimto reek of the smell of fish. Going unnoticed is
quite inpossible. In fact, if cats are around they will follow the
victim There is a 50% chance each month that chronic victins
experience the disease again.

MAG CAL

It is unknown how t hese nmgi cal di seases cane about. Sonme sages
say they're fromwar, sone say that a rip in magical fields caused
them others say that creatures having sex with certain magical beings
cause weird things. \Whatever the reason, mmgical diseases aren't
pretty. Magical diseases don't have an occurrence or severity. They
last until dispelled by cure disease, wish, etc.. The GM can pick or
roll (2d8) on Table 3.

Some may feel that the these di seases cause to nuch damage. A
first level character can have sex with sonebody infected with acid
secretion and nost |ikely be killed during the encounter. This is true,
but the inportant thing to remenber is that these di seases are nmgical



and are not necessarily that conmon in society.

Tabl e 3. Magi cal Diseases

— ®

Di sease

Acidi c Secretion

Bit chy Magical Syndrome (B.MS.)
Fiery Secretion

Mummy Crotch Rot

Orgasmatic Flight

Orgasmati c Monster Summoni ng
Orgasmati ¢ Pol ynor ph

Poi son Secretion

10 Sexual Audible d amer

11 Sexual Chill Touch

12 Sexual Cl airvoyance

13 Sexual Invisibility

14 Sexual Iy Transmitted Lycant hrope
15+ REROLL

©E~NOUAWNZY

Descri ption

Acidic Secretion - The sexual partner receives 2d8 points of damage on
any round (GM s choice) during each sexual encounter

Bi tchy Magical Syndrome (B.MS.) - This mmgical disease only affects
femal es. Males should reroll on the nagical disease table. Females with

this disease suffer the effects of The Bitch Rul e.

Fiery Secretion - The sexual partner receives 2d6 points of damage on
any round (GM s choice) during each sexual encounter

Munmry Crotch Rot - This disease is fatal in 1-6 nonths. For each nonth
the rot progresses, the victimpermanently |oses two points of
charisma. The di sease can be cured only with a cure disease spell. Cure
wounds and regenerate spells have no effect on a person inflicted with
mumry crotch rot.

Orgasmatic Monster Summoning - Wthin one round of an orgasm summoned
nmonsters appear. There are seven stages of this disease. Each stage is
relative to the nunmber of nonths the inflicted has had the di sease
Thus in the first nonth, the disease would be in the first stage.

In the first stage, 2d4 1lst-level nonsters appear (selected by the
GV} from encounter tables). In the second stage, 1d6 2nd-|evel nobnsters
appear. In the third stage, 1d4 3rd-level nonsters appear. In the forth
stage, 1d3 4th-level nonsters appear. In the fifth stage, 1d2 5th-1leve
nmonsters appear. In the sixth stage, 1d3 6th-level nonsters appear. In
the seventh stage, 1d2 7th-level nonsters appear. The di sease becones
termnal after the 7th stage.

The summoned creatures attack whonever happens to be there for a
nunber of rounds equal to the stage number + 10.

Orgasmatic Flight - Upon an orgasm the inflicted levitates if able
(not tied down, etc). Then, he/she takes off in a randomdirection for
1d20 rounds. Upon com ng into contact with a solid object (ex. wall),



he/ she takes off in another random direction. The GM may assign danmage
i f necessary.

Orgasmati c Pol ynorph - Upon an orgasm the inflicted polynorphs into
anot her creature, save those that are noncoporeal, fromas small as
wen to as large as a hi ppopotanus. Furthernore the victimgains its
physi cal node of | oconption and breathing as well. No system shock is
required. This affect does not give the new fornm s other abilities, nor
does it run the risk of changing personality and nentality. The
duration of the polynorph is 1 turn per constitution point.

Poi son Secretion - The sexual partner receives damage (save vs. poison)
on any round (GM s choice) during each sexual encounter . Roll (1d20)
on the following table to deci de damage:

Di e Fai l Succ.
Rol | Onset In Save Save
01-03 10-30 m n. 15 0
04- 06 02-12 hours 20 10
07-09 01- 04 hours 20 10
10-11 02-12 mn. 20 01-03
12-13 02-05 m n. 25 02-08
14-15 02-12 mn. 30 15
16-17 01-02 mn. 30 02-12
18 01-04 mn. Deat h 20
19 | mredi at e Deat h 0
20 | mredi ate Deat h 20

Sexual Audible Ganmer - Any tine the inflicted engages in sexua
activity, he/she has uncontrollable desires to yell, scream etc. This
yel | becones | ouder as the sexual encounter continues. The volune is
based upon the round of sex. During the second round, the volunme is
that of one person. The ratio is two rounds for one person's vol ume.
Thus, the noise increase to the equivalent of two nen during the forth
round, the noise of three nmen during the sixth, and so on.

Sexual Chill Touch - On the tenth round of a sexual encounter, the
inflicted causes a chill touch to his/her partner. The partner wll
take 1d10 points of damage due to the absolute cold. Further, the
victimnust save vs. paralysis or be utterly unable to nove. This
paralysis lasts until dispelled in some manner. (This could be rea
enbarrassing to a government official paralyzed in a sleazy

est abli shnent.)

Sexual C airvoyance - The inflicted sees in his/her nmnd some unknown
|l ocal e (chosen by the GW at randomtimes throughout a sexua
encount er

Sexual Invisibility - The inflicted slowmy turns invisible when having
sex. This transformation begins on the second round and will end when
the sexual encounter is finished. At this point, the inflicted will be
totally invisible. The duration of invisibility is equal to the anopunt
of rounds of the sexual encounter. (This could be beneficial when a
quick an discreet exit is required.)

Sexual |y Transmitted Lycanthrope - A person with this disease either
becones inflicted with |ycanthrope or becones a carrier of the dreaded
di sease. The chances to get the disease are as foll owed:



50% - constitution - 5 becom ng inflicted
50% + constitution - 5 becomi ng a carrier
10% nei t her

The type of lycanthrope can be rolled (1d6) on the follow ng table:

1 Wer ebear 4 \Wear boar
2 Wer ef ox 5 Wrerat
3 Wer ewol f 6 Weretiger

SEXUAL | NSANI TY ?

A character can be struck by insanity due to a curse, psionic
attack, disease, etc.. The GM nust nake sure the role of the insane
character is role-played correctly. Naturally, these insanities are not
clinically correct. They are designed to conformto game terms and
situations. Their inclusionis to fill an area of the gane where a
condition exists and no adequate explanation is otherw se given. The GM
can pick the desired insanity or roll (1d30) on Table 1.

Table 1: Insanities

D e

Rol | Insanity

Bi t chamani a
Coprophilia
Exhi bi tioni sm
Feti shism
Foul mout hi a
Geroni ophilla
I nnecrophilia
Masochi sm

M rusmani a

10 Necr ophilia
11 Nynphomani a
12 Pedophilia

13 Peri cul uphilia
14 Pi gmal i oni sm
15 Sadi sm

16 Sexaphobi a

17 Unus-????mani a
18 Uri dpsomani a
19 Voyeurism

20 Zoophilia
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Descri ption

Bi tchamania - This insanity can only manifest itself within fenales.
Mal es should reroll for another insanity. Females with this insanity
suffer the effects of The Bitch Rule.



Coprophilia - This bizarre insanity causes the character to have an
uncontrol |l able desire to eat the |ees (the sedinent of a liquid) of the
sexual partner. If the partner is diseased (hopefully a sexual one),
then the insane person's chance of contacting the disease is doubled
and shoul d be checked after each feast.

Exhi bitionism- This insanity causes the victimto have a fascination
of being observed while nude or having sex. The nmore who witness the
person the better. The person nust exhibit hinself/herself a mnninmm of
1d10+4 tinmes a week. A few exanples are to have sex in a public places,
flash people, streak, etc..

Fetishism- The victimhas a fascination and desire to have sex only if
a specific object is in his/her possession or if possible the object is
used in the act (like rods, rings, balls).

Foul mout hia - The victimhas an uncontrollable desire to say sonething
perverse when he/she sees sonebody of the opposite sex. When the victim
sees such a person, he/she nust make a W sdom check with a -3 nodifier
Failure and the victimsays sonething profane. If the player can't
think of anything, he/she can roll on the Sexist Quotes table found
later in this guide.

Geroniophilla - This insanity causes the character to strongly desire
sex with ol der people (a mininumof 1d4 tines per week). The ol der
person must be at |east be twice the character's age and is 50% of the
tinme a three tinmes the character's age (if possible).

I nnecrophilia - This insanity causes the character to have an obsessive
fascination with the undead. This obsession extends to the point of
engagi ng in sexual intercourse with undead creatures when the
opportunity arises. \Wen conm ng across undead the afflicted character
is 75% likely not to cause harmto the undead. Furthernore, he/she is
50% likely to rape unintelligent undead or seduce (to the point of
begging) intelligent undead. The GM and pl ayers can see the dangers of
a character desiring the |ikes of a vanpire.

Masochi sm- This insanity causes the character to like to be hurt by
the partner (normally a sadistic one), using the same ways as the
sadism In other words, he/she likes to be on the receiving end of
physi cal pain during sexual encounters.

Mrusmania - This insanity causes the victimto desire to have weird
sex (although sonme characters nmay al ready do weird things). Sone
exanples are during fly, junp spells; while polynorphed or ethereal; in
strange places |ike a dungeon, tenple, tree; under the influence of
transmute flesh to spells. The GM and pl ayer should flesh out this
insanity for good rol e-playing purposes.

Necrophilia - This insanity causes the character to have an obsessive
fascination with death and corpses. This obsession extends to the point
of engaging in sexual intercourse with a corpse. The afflicted
character is 50%likely to attenpt a sexual act with a corpse of the
opposite sex when such an opportunity arises. Thus, a character
adventuring in cataconbs may sneak away fromthe party for a quick
interlude with the dead. This insanity could reach a point where the
character keeps a supply of dead handy to serve his/her purposes.



Nynphormani a - Sex! Sex! Sex! This insanity manifests itself in an
ardent desire, in this case an uncontrollable urge to have sex (lots of
sex). The afflicted will furtively attenpt to seduce a person of the
opposite sex, whenever the opportunity presents itself, and he/she w ||
usual Iy seek out such opportunities. The afflicted nust have sex a

m ni mum of 1d10+10 tines per week. Not getting the m ni num weekly

requi rement causes the person to gain an accunulative +1 to
constitution, but |lose an accunulative -1 to intelligence and an
accumul ative -1 to wisdomuntil relief presents itself. Oher problens
coul d be continuous dissatisfaction, inability to prioritize, egotistic
vi ew t hat everyone wants it, patronizing viewthat all need to be
defiled by sex because they are naturally evil, or that he/she is doing
people a "favor". He/she will not go to the extent of rape or

mol esting, but hiring prostitutes is not above the insanity.

Pedophilia - This insanity causes the character to strongly desire sex
wi th younger people (a mninmm of 1d4 tinmes per week). The younger
person nmust be at |east be half the character's age and is 50% of the
time a fourth of the character's age. O course this insanity can
cause a |lot of trouble with governmental |aws on statutory rape

Periculuphilia - This strange insanity causes the inflicted to have a
desire for sex only in dangerous situations and places. Wen in such a
situation, the character is 50%Ilikely to go into a sexual frenzy in
whi ch he/ she nust have sex immediately, preferably with a cl ose sexua
partner. Thus, a character will usually have such a partner along with
hi m her when adventuring. Note the afflicted nust have this dangerous
sex a mninum of 1d4+1 tines per week. Not getting the m ni mum weekly
requi rement causes the person to gain an accunulative +1 to
constitution, but lose an accunulative -1 to intelligence and an
accumul ative -1 to wisdomuntil relief presents itself. Sonme exanples
of dangerous situations and places woul d be when he/she is surrounded
by a few dragons, in front of a angry lich, or maybe in any battle
he/she is involved in.

Pigmalionism - This insanity causes the character to have an obsessive
fascination with statues because they are cold, have hard muscles, nice
form unenotional, etc.. This obsession extends to the point of
engagi ng in sexual intercourse with a statue (if physically possible).
The afflicted character is 50%likely to attenpt a sexual act with a
statue when such an opportunity arises. Thus, a character adventuring
in tenple my sneak away fromthe party for a quick interlude with the
a lovely statue. This insanity could reach a point where the character
col lects statues to serve his/her purposes. The ideal partner would be
a gol em or enchanted st atue.

Sadi sm - The victimof this insanity has a desire to physically hurt
the person which he/she is having sex with. This attack can be done by
vari ous strange ways |ike whipping, kicking, chaining the partner,
etc.. This insanity could reach a point where the character, under a
orgasm kills the engaged person.

Sexaphobia - This insanity gives the victima fear of having sex and
wi Il avoid having sex at all costs. Reasons for this fear may be divine
retribution, superiority conplex (nobody is good enough), etc.

Sexual Phobia - If played properly, a sexual phobia can give a



character a good amount of extra depth, however, played incorrectly can
be di sastrous.

A phobia is a fear of sonething. The phobias presented here fears
that are related to sex in sone way.

There are two tables for this section, Male and Female. If the
character is honpbsexual or bisexual, then go to the appropriate sex 90%
of the time and the opposite sex of the character the renmmining 10% of
the time. If a character rolls an inpossibility (a male rolls a
strictly femal e phobia), then reroll on the table appropriate to the
character's sex

TABLE: Femal e Sexual Phobi as

Di e Feral e

Rol | Sexual Phobi as Fear of

01-03 Agar aphobi a Sexual Abuse

04- 06 Al gophobi a Sexual Pain

07-12 Andr ophobi a Men

13- 14 Anupt ophobi a Bei ng single

15-17 Aphenphobi a Physi cal Contact

18- 22 Coi t ophobi a Sex

23-24 Coitus More Ferarum Doggy-styl e sex

25- 29 Coitus Oalis Oral sex

30- 35 Cypri dophobi a Venerial Di seases

36- 38 Dyspar euni a Pai nful vagi nal sex

39-41 Esodophobi a Virginity

42- 44 Ganophobi a Marri age

45- 47 Gymmophobi a Naked bodi es

48- 50 Hedonophobi a Pl easure

51 Het er ophobi a Het er osexual s

52- 57 Honphobi a Honposexual s

58- 60 It hyphal | ophobi a Erect penises

61- 63 Mai eusi ophobi a Childbirth

64- 65 Mal axophobi a Flirting

66- 67 Medect ophobi a Contour of a penis which is visible
t hrough cl ot hi ng

68- 69 Menophobi a Menstration

70- 74 Mer i nt hophobi a Bei ng bound

75-77 Necr ophobi a Sex with the dead

78-79 Onei rognophobi a Wet dreans

80- 82 Par aphobi a Sexual Perversions

83-84 Phal | ophobi a Mal e genitalia

85- 87 Pri mei sodophobi a Losing one's virginity

88-90 Proct ophobi a Rectal intercourse

91 Sar massophobi a For epl ay

92- 93 Sexophobi a Opposite Sex

94 Sper nophobi a Senen

95- 96 Ter at ophobi a Bearing a nonster

97-100 Virgivitiphobia Rape

TABLE: Mal e Sexual Phobi as

Di e Mal e

Rol | Sexual Phobi as Fear of

01-03 Agr ophobi a Sexual Abuse

04- 06 Al gophobi a Sexual Pain

07-09 Anupt ophobi a Bei ng single

10-11 Aphenophobi a Physi cal Contact



12-14
15-17
18- 20
21- 23
24- 25
26- 28
29-31
32-37
38-39
40- 44
45- 48
49-53
54- 59
60- 62
63-67
68-71
72-76
77-80
81-85

86- 89
90- 92
93- 95
96- 97

Coi t ophobi a
Coitus Oralis
Cypri anophobi a
Cypri dophobi a

Ej acuphobi a
Esodophobi a

Eur ot ophobi a
Ganophobi a
Gymophobi a
Gynophobi a
Hedonophobi a

Mal axophobi a
Medomal acophobi a
Meri nt hophobi a
Necr ophobi a

Onei rognophobi a
Par aphobi a

Par ent henophobi a
Peni s Captivas

Pri mei sodophobi a
Proct ophobi a

Sar massophobi a
Sexophobi a

Sex

Oral sex

Prostitutes

Veneri al Disease

Ej acul ation

Virginity

Femal e Genetalia

Marri age

Naked Bodi es

Women

Pl easure

Flirting

Losi ng an erection

Bei ng bound

Sex with the dead

Wet dreans

Sexual perversions

Young girls, usually virgins

Havi ng one's penis held tightly be
vagi nal nuscl es

Losing one's virginity

Rectal intercourse

For epl ay

Opposite sex

98- 100 Venust aphobi a Beauti ful wonen

Unus- ????mania - This insanity manifests itself in an ardent desire and
obsession, in this case an uncontrollable urge to have sex with a
particular type of creature. The afflicted will furtively attenpt to
seduce this type of creature (still of the opposite sex), whenever the
opportunity presents itself, and he/she will usually seek out such
opportunities. He/she will not desire to have sex with any other, even
hi s/ her own species; and will actually reek at the thought. Wen he/she
has sex with such a creature, he/she likes the creature to do weird
things relative to the creature's abilities and talents (see exanple
bel ow). O course sone creatures maybe harder to get a hold of then
others. The table belowis small and sinplistic, G nmay add any
creatures he wants. Roll (1d20) on the following table to get the type
of creature that is desired

Mani a
Rol | Name (????) Type of Creature
1 Daenon Demons *
2 Di m di usel fe Hal f -el ves
3 Di vus Di eties, Demi gods, etc
4 Draco Dragons *
5 Dr ui dae Dr ui ds
6 Elfe El ves *
7 G ant G ants *
8 Ghone Gnhones
9 Gobl a Gobl i ns
10 Col e Gol ens *
11 Hal fli ne Hal flings
12 Hono Humans *
13 Lycant hr ope Lycant hr opes *
14 Magus Mages
15 Nanus Dwarfs *
16 Nequam Rogues



17 Qgr a Qgr es

18 Pugna Fi ghters
19 Sacer dos Clerics
20 Vat es Bar ds

* can be specific type
Exanmpl e: A person with unus-sacerdosnmania insanity will have a desire
to have sex with clerics. Wen having sex with cleric, he/she m ght
want the cleric to pray. A person with unus-pugnamania will only have
sex with fighters and might want the fighter to punch, scratch, and
wrestl e during sex. A person with unus-vatesmania will only have sex

wi th bards and m ght want the bard to sing during sex.

Uridpsomania - This bizarre insanity causes the character to have the
desire to drink the urine of his/her partner. Check for an unhealthy
di sease each time he/she drinks.

Voyeurism- The person affected by this insanity only has pleasure from
observing the other's sexual organs or people having sex, especially in
secret.

Zoophilia - This insanity nmanifests itself in an ardent desire and
obsession, in this case an uncontrollable urge to have sex with a
particular type of normal animal. The afflicted will furtively attenpt
to seduce this type of animal (still of the opposite sex), whenever the
opportunity presents itself, and he/she will usually seek out such
opportunities. He/she will not desire to have sex with any other, even
hi s/ her own species; and will actually reek at the thought. The table
below is small and sinplistic, Gvs may add any ani mals he wants. Rol
(1d20) on the following table to get the type of creature that is
desired:

Rol | Ani mal Rol | Ani mal
1 dog 11 mul e
2 hor se 12 wol veri ne
3 pig 13 rhi nocer os
4 cat 14 hi ppopot anus
5 nmonkey 15 boar
6 bear 16 bul
7 el ephant 17 buffal o
8 skunk 18 goat
9 canel 19 sheep
10 l'ion 20 roll twice -ignore this

ON SEX AND SEXUALITY IN THE REALMS

"I'n general, there is a continent in the Realns is marked by
sexual equality; females and nales are equally educated, respected
val ued, and eligible for all roles in society. This applies just as
well to southern lands, in which men often have several w ves while
worren have only one husband, although the Northerners and Southerners
often m sunderstand each others' social structures. This is typical of
a wi despread phenonenon throughout the Realms: in matters of courtship,



marriage, sex, and reproduction, as in nost matters, there is enough
adventuring and trade that people are fanmliar with many foreign
custons; neverthel ess, nost people consider their own custons to be
civilized and proper, while all other custons are unjust and barbarian

There is a strong enphasis placed on the inportance of marriage
t hroughout the Real ms, although courtship, narriage cerenonies, and
famly structures vary considerably. Marriage nay be conducted by
clerics of alnmost every church, and the marriages of all faiths are
consi dered equally valid and binding. Wiile sex is generally considered
nmore bl essed after narriage, there is very little social stigma in the
| ands of Faerun placed on premarital sex between consenting
het ero-sexual adults. The prevailing attitude seens to be that a young
worman and young man will choose (or be chosen for) one another, and
that the sane nutual feelings that would inspire themto have sex will
|l ead themto want to be marri ed.

O course, this ideal is often not satisfied. Trysts, whether
tragic or comcally gone awmy, are a favorite subject of bards. Rape is
all too conmmon, and is strongly condemmed by agents of Good, Chaos, and
Law, as violations of personal rights, individual autonony, and stable
soci al order, respectively.

Two variations in particular of this ideal face strong societa
di sapproval : interracial and honosexual relations. Interracia
marriages are tacitly considered inferior. The elf who marries a human
is considered to have marri ed beneath her station; her spouse will die
while she is still young, and her half-elven children will face great
discrimnation and will never fully be able to participate in their
el ven heritage. Similarly, half-orcs are considered somehow even nore
tainted than orcs, possibly because of the unspoken assunption that
they are not only hal f-breed, but the hal f-breed offspring of rape.

On a related note, although it is common know edge that many
peopl e and beasts of the Realns owe their existence to crossbreeding of
different species, we do not presently have an adequate expl anation for
why sonme species can crossbreed with others and sone can not, nor why
some crossbreeds, |like nules, are sterile, and others, like half-elves
are not.

Honobsexual couples are al nost unheard of in the Real ns, and then
they are a matter of scorn. Elms scribe, is widely runored to be
Elms lover, and the arrangement is only tol erated because of Elnis
unappr oachabl e high status and | egendary eccentricity. Otherw se, hono-
sexuality is only discussed in malicious gossip and histories of famly
scandal s.

Honpbsexual s are, however, runored to be found in disproportionatly
hi gh nunbers anmobng certain groups, such as adventurers, who have often
been driven to adventure because they couldn't quite fit into nornal
society, and the priesthoods of faiths which require celibacy, since
the priests never need to explain their lack of interest in
conventional marriage. Of course, npbst people believe honpbsexuality to
be nmore common in groups they with which they have formed rivalries or
are actively hostile. Organized groups are said to have forned in | arge
cities, but their menmberships and activities are highly guarded
secrets. Little scholarly data are known about the actual frequency of
honosexual s in the Real ns, or about their relative distribution anong
men, anong wonen, and anobng the various races, nations, and
occupati ons.

Sexual matters are not in the explicit portfolio of any major god
in the Real ms, although strong cases might be nmade for the bew tching
goddess of beauty, and the sado-masochistically appealing goddess of
pain. A small cult has begun to grow praising the nane of the Lord of



Sex and Carnality, whom| take to be either a new | esser power or else
a more explicitly sexual aspect of a nore established god.

The use of magic in sex has been extrenmely limted, due in part to
peopl e' s understandabl e reluctance to | et nmages or clerics experinent

on their sexual organs or psyches.
consi dered extrenely rare. After

The spells |isted above shoul d be

all, only hompbsexual s and virul ent

hono- phoebes woul d be likely to have spent their |ives researching
spell's concerning alternative sexualities, and even if such people are

not as uncommon as we think,

they are certainly difficult to discover.

Most of the other known spells either use people's sexual desire as a
weapon agai nst them or show a narked obsession with artificially
enhanci ng the spellcaster's own sexual pleasure. Unfortunately, rare
are sexual spells designed to help others overcone sexual dysfunctions

or to enhance ot hers' sexual

opi nion that the most fruitful

pl easure, and it is this sage's hunble
sexual research lies in this direction.”

- Respectfully conpiled by Spelling of Am,

Schol ar, Sage,

and Priest of Deneir,

for the Preservation of Know edge
and Augnentation of Wsdomin the Real ns

- Reproduced for

his Conpatriot, Rick Dechance

SPELLS WTH ZI P

Al spells are listed for

magi c- users, but nbst can be easily

adj usted for clerical use and should be changed if need be.
Spell levels are only provide as a neasure for the spells in this

gui de. The spell levels don't

represent spell levels of any given RPG

system Conpare the power of the spells presented in this guide with
the level of spells in your ganme system and adjust the |evel

accordi ngly.

Al so, sonme may feel that certain spells are to powerful for the
| evel given. Before making such judgenents, a person should exani ne

ot her spells of the same |evel

Level 0 - Cantrip

Ar ousal

Know Sexual Preference
Mount

Sl ap

Sexual Attraction
Unbut t on/ Unl ace

Level 1

Anni hilator's Penis of Power!
Change Sexual Preference
Davenet's Seduction

Don Juan's Irresistible Kiss
Fasci nati on

Freudi an Thoughts

| npot ence

Kiss O Sl eeping
Mast ur bati on

PNVS

and the | evel above.

Del ay Orgasm

Mor denkai nen's Lubrication
Pillow Tal k

Sterility

Tweak/ Goose

Wet Dream

Bl own Kiss

Charm Man |

Di vi ne Sexual Orientation
Ecst asy

Fl ash

Fyltar's Pherononal Force
Ki ss of Charm

Kiss OF Wundi ng

Power Word, Rut

Reverse Sexual Orientation



Revul si on
Seduction | Skank

Level 2

Chastity

Contraception

Honophobi a

Layl a's Good Morning Kiss
Nevil |l e's Wanderi ng Hand
Protecti on From I ntoxication
Sl eep Theft

Vanpiric Kiss

Level 3

Kiss OF Slavery
Leonund's Tiny Brothe
Sex Sl ave

Obsessi on

Level 4

Angel ' s Negati on

Bybig's Bitch Slap

Layl a's Seductive | npersonation
Lovesi ckness

Stanza's Certain Kiss of Disease

Level 5
Enmbarrassi ng Fetish
Reverse Gender Orientation

Level 6
Conj ure Succubus/ | ncubus
Sex Change

Level 7
| npregnat e

Level 8
Kiss Of The Nereid

Level 9
Hear t br eaker
St anza's Ki ss of

I mortal Despair

Arousal (Enchantnent) Reversible
Level : Cantrip

Range: Touch

Conponents: V, S, M

Duration: 1 turn + 1 round/|evel

Casting Time: 1

Area of Effect: creature touched

Save: Neg.
This spell creates a state of
creature, including both biologica

Seduce Undead

Constant Orgasm

Dance of Charm

Jeal ously

Kiss OF Wakness

Por nogr aphi ¢ G aner

Sexi fy/ Enhance Conel i ness

Transfer Charm
Voyeur
Ki ss of Intoxication

Sacrenon's Enperor's New Cl ot hes
Stanza's Di seased Kiss
Pr owess

Becone Phant asmal Lover

Layla's Morning After Kiss

Layl a's Sexy Kiss of Insanity
Power Word, Strip

St anza's Enchanted Ki ss of Disease

Layl a's Beautification
Stanza's Certain Enchanted Kiss..

Prismatic Dil do

Layl a's Seductive Shapechange

Power Word, Castrate

Kiss Of Death
Summon Ci ssal dan

extreme horniness in the affected
and physi ol ogi cal effects,

al t hough



said horniness is not directed towards anyone or anything in
particular. The reverse of this spell, Disinterest, conpletely snuffs
out any lust the recipient mght be feeling. The material component for
this spell is a sprig of nistletoe.

Contraception (Abjuration)

Level : Cantrip

Range: Touch

Conponents: S, M

Dur ati on: I|nstantaneous
Casting Time: 1

Area of Effect: 1 person
Save: None

An alternative to the Sterility Cantrip for Gvs that don't Iike
100% protection. This cantrip significantly decreases the probability
of fertilization following coitus. This cantrip is cast after sexua
activity. In some cases this may not be Lawful, and in sone may not be
consi dered Good. The cantrip is also not entirely perfect, offering
only 95% certainty, according to the follow ng table:

Rol | % Resul t

01- 95 no fertilization
96 no fertilization anyway
97 one zygote
98 two zygotes (possibly identical)
99 1d6 zygotes
00 both partners pregnant (magi c gone awry)
The material component for this spell is a red cape or a red
ri ding hood.

Del ay Orgasm (Al'l School s)

Level : Cantrip

Range: 10 yards

Conponents: V, S

Duration: 1 round/leve
Casting Time: 1

Area of Effect: 1 creature
Save: Neg.

This cantrip delays any orgasm by 1 round per |evel of the caster
Thus, if the TTC indicates an orgasm it doesn't go into effect unti
+1 round/| evel

Know Sexual Preference (Divination) Reversible

Level : Cantrip

Range: 10 yards

Conponents: V, S

Duration: 1 round/|eve

Casting Time: 1

Area of Effect: 1 creature per 2 rounds



Save: Neg.

This cantrip enables the wizard to read the aura of a creature.
The caster nust remain stationary and concentrate on the subject for
two full rounds. A creature is allowed a save vs. spell and, if
successful, the caster |learns nothing about the particular creature
fromthe casting. Certain magical devices negate this cantrip.

The reverse, undetectable sexual alignnment, conceals the sexua
preference of a creature for 24 hours - even froma know sexua
pref erence cantrip.

Mor denkai nen' s Lubrication (Conjuration)

Level : Cantrip

Range: 1 feet

Components: V, S

Duration: 10 m nutes/| evel

Casting Time: 1

Area of Effect: 10" X 3" (runor has it that Mordenkai nen
needed this | arge anount of coverage)

Save: None

This cantrip covers an organic surface with a slippery layer of a
greasy nature

Mount (Conj urati on/ Surmoni ng)

Level : Cantrip

Range: 10 yards
Conponents: V, S
Duration: 2 hours/|eve
Casting Tine: 1 turn
Area of Effect: 1 nount
Save: None

By means of this cantrip, the caster conjures a very attractive
person of the opposite sex to serve himher. The person serves
willingly and well, but at the expiration of the cantrip duration it
di sappears, returning to its own place. The nount does not conme with
any gear or clothes. The nmount can't do anything but perform basic
sexual acts

This cantrip was created by conjurer apprentices to practice their
art. It is only a cantrip because the conjured being, only serves one
purpose (a fun purpose, but not a practical purpose).

Pillow Talk (Alteration)

Level : Cantrip

Range: 10 feet
Conponents: V, S
Duration: 1 turn/level
Casting Time: 1

Area of Effect: 1 pillow
Save: None



When this cantrip is cast, the w zard i nbues the chosen pill ow
with an enchanted nouth. The nouthed pillow will only speak about
sexual topics. The wizard has the option at cast tinme to decide the
| evel of vargarity. The level varies from perverse snmut to intellectua
di scussi ons on sexual techniques.

Slap (Al Schools)

Level : Cantrip

Range: 10 feet
Conponents: V, S

Durati on: |nstantaneous
Casting Time: 1

Area of Effect: 1 person
Save: Neg.

Expl anation: The victimof this spell feels a forceful slap across the
cheek. Creatures nmust save vs. spell or be distracted for one segnent,
dazed by the blow (|l ose concentration of spells, etc.).

Sterility (Al Schools)

Level : Cantrip

Range: 10 feet

Conponents: V, S

Duration: 30 m nutes/| evel
Casting Time: 1

Area of Effect: 1 person
Save: None

This cantrip is the mages' formof birth control. It is 100%
accurate and can be performed on anybody who consents to it prior to
sexual activity. Clerics have high level spells to acconplish this, but
only mages have such a sinplistic formof birth control

Sexual Attraction (Al Schools) Reversible

Level : Cantrip

Range: 10 feet

Conponents: V, S

Duration: 30 m nutes/|evel
Casting Tinme: 1

Area of Effect: 1 person
Save: None

This cantrip causes the recipient to gain a +1 nodifier for every
three levels of the mage to charisma with respect to having sex. Thus,
this spell won't effect any other aspects of charism; only sex.

Most mages cast the cantrip on his/her partner, so the partner is
nore desirable thus nmeking it easier for the nage to perform

The reverse of this cantrip is Sexual Disgust. The nodifier is -1
for every three levels of the mage rather than +1.

Tweak/ Goose (Al School s)



Level : Cantrip

Range: 10 feet
Conponents: V, S

Dur ati on: Instantaneous
Casting Time: 1

Area of Effect: 1 person
Save: Speci al

This cantrip causes the victimto feel the sensation of being
"tweaked" or "goosed" as if by an unseen forefinger and thunb. The
portion of the body being tweaked nust be seen by the caster and be
uncovered by arnmor. Victims who are spellcasters nmust either save vs.
spell or make an Intelligence check to avoid | osing concentration.

O her intelligent, small, and nedium sized creatures nust make same
save/ check or be distracted for one segnment. The caster nust make a
tweaking motion with his hand in order to affect the spell

Unbutton/Untie (Alteration) Reversible

Level : Cantrip

Range: 10 feet

Conponents: V, S

Duration: Instant

Casting Time: 1

Area of Effect: One object
Save: None

By nmeans of this cantrip, the caster can magically cause the
object of the magic - thread, string, cord, rope, button - to untie
or unbutton itself. The reverse ties or buttons the object.

A stronger spell in the works is Power Word: Disrobe.

Wet Dream (I nvocation/ Il usion)

Level : Cantrip

Range: Speci al

Conponents: V, M

Dur ati on: Speci al

Casting Tine: 1 round

Area of Effect: One person
Save: None

This cantrip consists of a whispered word to another individual
who will not hear or understand the word, and who will experience a
dream erotic enough to produce orgasmthe next tine that person falls
asl eep. The material conponent is a feather tinged with bl ood.

Anni hilator's Penis of Power! (Evocation)

Level: 1

Range: 18" or less (usually much | ess for many spell-casters)
Conponents: V, S

Duration: till the nage is done

Casting time: 1



Area of Effect: obvious
Save: Speci al

Wth this spell the caster (nale) enpowers his penis with a steel-
hard covering able to withstand any Bobbit attack or penis-puncturing
device. Also, it is powerful enough to rupture nost chastity belts,
magi ¢ ones get a save at -4. It is also a benefit for those who suffer
i mpot ence, and has been runpred to assist in preventing sexually-
transnmitted di seases and pre-mature ejaculation! A spell to truly share
with friends!

Don't ask what the somatic gestures are.

Bl own Ki ss (Enchant ment/ Charm

Level : 1

Range: 12 feet
Conponents: S
Duration: --
Casting time: 1
Area of Effect: --
Save: --

This spell enhances a kissing spell by allowing its range to
beconme | ong range instead of by touch. This spell nmust be cast 1 round
prior to the kissing spell. Any kissing spell may be used in
conjunction with this spell. Note that this allows the caster to blow a
kiss to those that may not desire one. Thus, the problens with physica
contact during conbat and such have been el i m nated

Change Sexual Preference (Enchantnment/ Charm

Level : 1

Range: 120 yards
Conponents: V, S

Dur ati on: Speci al
Casting Time: 1

Area of Effect: 1 person
Save: Neg.

This spell affects any single person it is cast upon. The term
person includes any bi pedal hunman, dem human, or humanoi d of man-size
or smaller, such as dwarves, elves, gnolls, halflings, kobolds, and
ot hers.

The person receives a save vs. spell to avoid the effect, with any
adj ustment due to Wsdom |f the person receives damge fromthe
caster's group in the same round the spell is cast, an additional bonus
of +1 per hit point of damage received is added to the victinm s save.

If the spell recipient fails his save, his sexual preference is
changed to the opposite. Thus a man who |i ked wonmen woul d now prefer
ot her nmen.

The duration of the spell is a function of the charned person's
Intelligence and is tied to the save. The spell nay be broken if a
successful save is rolled, and this save is checked on a periodic
basis, according to the creature's Intelligence (see follow ng table).

Intelligence Score Ti me Bet ween Checks



3 or less 3 nont hs
4 to 6 2 nonths
7to 9 1 nmonth
10 to 12 3 weeks
13 to 14 2 weeks
15 to 16 1 week
17 3 days
18 2 days
19 or nore 1 day

The GM nust mmke sure that the spell recipient adheres to the
effects of the spell, but it isn't necessary to go into detail

Charm Man | (Enchant nent/ Char n)

Level : 1

Range: 16 feet radius

Conponents: V, S

Duration: 1d4+1 turns

Casting time: 1

Area of Effect: 1d4+4 nmen of 3 HD/ | evel or |ower
Save: see bel ow

This spell is used by witches and houris, but other clever nmges
shoul d be able to adjust the spell for their needs. A witch nmust have a
Charisma score of at least 11 to cast this spell

It affects victinms the same as a charm person spell. If there is a
|l eader with a group of nen, he may dispel the charmif his charism
plus a roll of 1d8 is six points or nore higher than the witch's
charisma. If the spell is not dispelled by a | eader, each man within
the area of effect nust attenpt a save vs. spells. A successful save
negates the effect of the spell for that man only. If there are nore
men within range than a maxi num nunber who can be affected, the spel
is directed against the lower-level nmen first. The spell won't work on
any man who has taken damage from any other action of the sanme wtch
during the current encounter.

There are four level variations of this spell (Charm Man Il at
third level, Charm Man I1l at fifth level). They are |listed here
i nstead of throughout the guide for convenience. The spells and the
difference in duration and area of effect are as foll owed:

Charm Man 11 - 1d6+4 turns 1d6+6 nen of 4 HD/| evel or | ower
Charm Man |11l - 1d8+4 turns 1d8+8 nen of 5 HD/| evel or | ower
Charm Man |V - 1d10+4 turns 1d10+10 nmen of 6 HD/ |l evel or | ower
Charm Man V - 1d12+4 turns 1d12+12 men of 8 HD/ | evel or | ower

Davenet's Seduction (Enchant nent/ Charm

Level: 1

Range: Speci al

Conponents: V, S, M

Duration: Permanent or until dispelled
Casting tinme: 1 hour

Area of Effect: One person

Save: see bel ow

The spellcaster nmay affect one individual of the opposite sexua



orientation to become enanored with the spellcaster and willingly
subject to all of his/her commnds. That the victim has been seduced
(magically or otherwise) will be readily apparent to those who make a
successful wi sdom check. In order to cast the spell, the spellcaster
must extract a personal itemof the victins, and then cast the spel
onto the itemin solitude. Wen the itemis given back to the victim
and recogni zed, the spell is conplete.

The victimis allowed a special save on a d20 based on
intelligence. The roll is nodified by adding the victin s wi sdom and
subtracting the spellcaster's apparent charisma (OPTI ONAL: conel i ness).
The spell is effective until dispelled.

Whi | e under the enchantnment, the victimw Il take as gospe
everything the spellcaster says, and will strive to protect and defend
the spellcaster at all times. If the spell is broken by another magic
or by the will of the enchanter, however, the victimw ||l renmenber
everything and know that nmagic was invol ved.

Di vi ne Sexual Orientation (Divination) Reversible

Level : 1

Range: 10 yards

Conmponents: S, M

Dur ation: Speci al

Casting Time: 1

Area of Effect: One creature
Save: None

This spell reveals the hetero- or honp-sexuality of a given
creature of a species with two genders. The material conponent is a

clear, colorless gem which changes colors as foll ows:

red totally heterosexua

or ange strongly heterosexua

yel | ow bi sexual |eaning towards hetero-
green 50/ 50 bi sexua

bl ue bi sexual | eaning towards hono-
vi ol et strongly honpbsexua

ul travi ol et totally honpbsexua

* Sage's note: This is sinply the Kinsey scale of sexuality.

In normal daylight, of course, ultraviolet will not show clearly,
and will appear to anyone without infravision as |avender. The creature
being scried nust be alive and visible to the caster. The nethod of
sight -infravision, scrying, clairvoyance, etc. - does not matter.
Portraits, illusions, or statues, however, will not suffice. The gem
will remain white, indicating spell failure, if the creature is
asexual, its attractions are conpletely unrelated to gender, or is
magi cal ly protected, as by the reverse spell, Hide Sexual Oientation,
whi ch conceal s sexual orientation from nmagical or psionic detection for
24 hours.

Sage's note: although psionics are still a young and arcane
discipline in the Realms, it has been denpbnstrated that the psionic
science of Aura Sight can reveal sexual orientation, especially when
the subject has expended a great deal of psychic energy on sex or
sexual ity.



Don Juan's Irresistible Kiss (Enchantnent/Charm

Level: 1

Range: Touch

Conponents: S

Duration: Speci al

Casting time: 1

Area of Effect: One creature
Save: None

When a wi zard casts this spell, he/she nust kiss the intended
victimand the victimnust be able to receive a kiss (i.e. not in
conbat). The nmge is in control and can decided how long to kiss. After
the kiss, both the nmage and the victimare stunned for 1 segnent per
round of ki ssing.

Ecstasy (Enchant nent/ Charm

Level : 1

Range: 5 yards

Components: V, S

Duration: 1 round + 1 round/|eve
Casting Time: 1

Area of Effect: 1 person

Save: Neg.

The gestures of the wizard, along with his erotic incantations
causes the person to go into an enjoyable, scream ng, orgasmatic,
erotic fit. The term person includes any bipedal human, dem human, or
humanoi d of giant-size or smaller, such as dwarves, elves, gnolls,
hal f1ings, kobolds, and others.

The person receives a save vs. spell to avoid the effect, with any
adj ustnment to Wsdom If the person fails the save, he/she |oses al
dexterity bonuses to arnor class. Also, he/she cannot nove from his/her
current | ocation. He/she cannot cast spells, attack, use itens, etc.
Basically, the character is caught up in a real pleasurable experience
and can't function properly.

Fasci nati on (Enchant ment/ Charm

Level: 1

Range: 12 feet

Conponents: V, S, M
Duration: 20 turns

Casting time: 1

Area of Effect: One person
Save: Neg.

The affecting person will be unable to do anything at all except
foll ow t he nmage wherever she/ he goes, unable to take his/her eyes off
her/him |f attacked, the affected will try to beat off any opponents,
i ncluding his owm conrades, in a berserk fury (+1 to hit, -1 to AC) in
order to continue nmoving towards the nage.



Fl ash (Enchant nment)

Level : 1

Range: 10 yards/ | evel

Conponents: V, S

Duration: 1 round/leve

Casting Time: 1

Area of Effect: 1 creature per |level of the caster
Save: 1/2 duration

In casting this spell, the mage nmust expose a body part (knee,
thi gh, shoul der, or sonmething nore sensitive, as the caster desires)
and call out something appropriate. It will only affect nmenbers of the

opposite sex or honosexuals. It will cause all creatures affected to be
stunned by the incredible attractiveness of the body part they have
j ust seen exposed.

Freudi an Thoughts (I nvocation/Il1l usion)

Level: 1

Range: Wthin hearing range of the subject
Conponents: V, M

Duration: 1 turn/level

Casting Time: 1

Area of Effect: One person

Save: None

Sage's Note: This is a great role-playing vehicle for sone
pl ayers if there characters get this spell cast on them It could be
real fun having a pervert for a character

A person subject to this spell begins consciously and
subconsciously to interpret everything in sexual terns. For exanple,
the subj ect would perceive a sword attack not only as nelee but al so as
an attenpted rape by a male, and woul d experience eating a taco
as... well, you get the idea

The material conponent is the caster's holy synbol, and the verba
conmponent is a |l ewd innuendo.

Fyltar's Pherononal Force (Il usion/Phantasm

Level : 1

Range: 10 yards
Conponents: S, M
Duration: 1 round/Ileve
Casting Time: 1

Area of Effect: 10 yards
Save: Neg.

This spell functions as the Arousal cantrip (see above) with two
m nor adjustnents. First, creatures which cannot snell are
automatically unaffected. Secondly, it raises the norale of al
af fected creatures by 1d4. The material conponent is a rose petal,
crushed during casting.

I npot ence (Enchant nent/ Charm)



Level: 1

Range: 5 yards

Conponents: V, S, M
Duration: 10 rounds/I evel
Casting time: 1

Area of Effect: One creature
Save: Neg.

This spell enables the spell caster to render one creature,
hi msel f or otherw se, inpotent (incapable of sexual intercourse). The
mat eri al conponent is a bucket of cold water. The incantation consists
of a specific personality (such as "Baba Yaga") who mi ght be
unappealing to the creature. The save is actually a check on the
di sgust the personality generates in the creature. If the creature
finds the person repul sive, he fails the save.

OPTI ONAL EFFECT: During the period of inpotence, the creature

will attack at -2 and make noral e and saves at -2. Wsdom
Constitution, and Charisnma scores will be |owered by 1-3 points each
for the duration of the spell. Also, during this time the creature will

feel downright nmiserable.

Ki ss of Charm (Enchant ment/ Charm

Level: 1

Range: Touch

Conponents: S

Dur ation: Speci al

Casting time: 1

Area of Effect: One person
Save: Neg.

This subtle spell works Iike a charm person spell, except that the
target nust be nmale and that the caster nust be female and kiss her
target. The target saves at -2. Oherwise this spell acts just like a
charm person spell.

Kiss OF Sl eeping (Enchantnent/Charn) Reversible

Level : 1

Range: Touch

Conponents: S

Duration: 10/1evel

Casting time: 1

Area of Effect: One creature
Save: None

VWhen a wi zard casts this spell, he/she nust kiss the intended
victimand the victimnmust be able to receive a kiss (i.e. not in
conmbat). After the kiss, the victimgoes into a deep comat ose sl unber.

Sl appi ng or woundi ng awakens the affected creature but nornal
noi se does not. Awakeni ng requires one entire round.

The reverse of this spell is Kiss OF Awakening which will awaken a
person who is magically asleep.



Kiss OF Wundi ng (Conjuration/ Summoni ng)

Level: 1

Range: Touch

Conponents: S

Dur ati on: | nstantaneous
Casting time: 1

Area of Effect: One creature
Save: 1/2

VWhen a wi zard casts this spell, he/she nust kiss the intended
victimand the victimnust be able to receive a kiss (i.e. not in
conbat). This kiss causes the victimto suffer 1d3 hit points of
damage, plus 3 points for each | evel of experience of the spellcaster,
to a maxi mum of 1d3+20 points. Those successfully saving vs. spel
receive half damage

Mast ur bati on (Enchant nent)

Level : 1

Range: 10 yards

Conmponents: S, M

Duration: 1 round/|eve
Casting Time: 1

Area of Effect: One creature
Save: Neg.

This spell causes the horniness of Arousal with the added
irresistible urge to masturbate with any and all external sexua
organs. This spell functions Iike a conbination of an Arousal cantrip
with a conmand to "masturbate!" If no appendages are free for this
purpose, the subject will rub the sexual organs agai nst any near by
functional object. The material conmponent is two pieces of cloth,
rubbed qui ckly agai nst one anot her.

Power Word, Rut (Conjuration/Summoni ng)

Level: 1

Range: 5 yards/two | evel
Conponents: V

Duration: 1 hour/level

Casting time: 1

Area of Effect: One nmale nmamml
Save: None

When this spell is cast, the recipient gains a condition of sexua
excitement and productive activity. This reflects in the recipient as a
gain a +2 nodifier for every three levels of the mage to dexterity with
respect to having sex. Thus, this spell won't effect any other aspects
of dexterity; only sex. Also due to his hyper state, the recipient
gains a +1 to hit. Furthernore, two points of intelligence and one
poi nt of wisdomis |lost; and one point of charisma is gained. These
bonuses end when the spell ends.

PMS (Conj uration) Reversible



Level : 1

Range: 10 yards

Components: V, S, M
Duration: 1 round/|eve
Casting Time: 1

Area of Effect: one creature
Save: 1/2

PMS causes the subject to experience an unceasing, agonizing, dul
t hr obbi ng pai n throughout the groin and | ower abdonen, as though al
the nmuscles in that area were clenched like a vise. THACO and al
saves are treated as if the subject were one level lower (a Oth-I|eve
or 1st-level character automatically msses or fails), and Constitution
and Charisma are reduced by 1 for the duration of the spell. A
successful save results in a naggi ng headache reduci ng Constitution and
Charisma by 1 for the duration of the spell

Reverse Sexual Orientation (Alteration)

Level: 1

Range: 10 yards

Components: V, S, M

Duration: Special; Permanent, with save once/ day
Casting Tine: 1

Area of Effect: One creature

Save: Special; see bel ow

This spell tenporarily converts a creature's sexual orientation
from hetero- to hono-sexual, or vice versa. A bisexual who favors one
gender will now favor the other, and a bisexual equally disposed
towards both genders will be unaffected. Asexual creatures or
creatures of species with nore than two genders will be affected, if at
all, by GMs discretion

There is no save per se against this spell. Rather, upon first
experiencing sexual attraction in the altered way, or upon first
questioni ng one's unexpected | ack of accustoned sexual attraction, the
subject, if strenuously disapproving, is allowed a Constitution check
at -4. A successful Constitution check will experience a strong but
repressive erotic attraction towards a single individual for 1
round/ | evel of the spellcaster, after which the effects permanently
vani sh. A new Constitution check may be nade once per day, but with a
cumul ative penalty of -1 per day. A check of 1 always succeeds.

The material conponent is a concave lunp of clay which the caster
re-nmolds into a convex | unp.

Revul si on (Enchantment) Reversible

Level : 1

Range: Touch

Components: V, S, M

Duration: 1 turn + 1 round/|eve
Casting Time: 1

Area of Effect: creature touched
Save: Neg.



Successful casting of the Revul sion spell |eaves the recipient
di sgusted to the point of nausea at any prospect of engaging in sexua
activities of any kind, no matter how minor. The reverse of this spell
Indifference, elimnates any negative thoughts or feelings the
reci pient may have and replaces themw th utter indifference. The
mat eri al conponent of this spell is a |leech or the eye of a tuna.

Seduce Undead (Necromancy)

Level : 1
Range: 10 yards
Components: V, S, M
Duration: 24 hours
Casting Time: 1
Area of Effect: 1 undead + (1 undead /
every 2 levels above 9th of the caster)
Save: None

This spell creates a standing order with one (or nore) undead to
engage i n sexual behavior of the caster's choice with the caster. The
undead will make no effort to harmthe caster, although disease from a
zonbi e's touch or nmumry rot, for exanple, may (un)naturally occur.
Each orgasm achi eved by the caster causes 1d6 danmmge to the undead.
The material conmponent is a drop of semen mixed with menstrual bl ood.

Seduction | (Enchantment/ Charm

Level: 1

Range: 6 feet

Conponents: V, S

Duration: 2 turns or until dispelled

Casting time: 1

Area of Effect: One person (4 HD/levels or |ess)
Save: see bel ow

This spell is used by witches (sone warl ocks have custonized it
for their use). This spell causes the affected person to cast aside al
weapons, arnmor, and clothing, in an attenpt to seduce the witch,
|l eaving the victimvirtually defensel ess against attacks fromthe witch
or any other character or creature. Imediately after the spell wears
off or is dispelled, the victimcan retrieve one of his dropped weapons
on aroll of 11 or nore on 1d20. If the roll is 16 or nore, the victim
may also retrieve a shield or helnmet. Rolls nmay be repeated each round
until successful, as long as the victimstays within grasping range of
the weapon or other object to be recovered.

Saves are a straight throw versus spells, nodified by Wsdom only
(no magical protection device apply). Furthernore, the
victimsaves at -1 for every two points of Charisma of the caster above
12, rounded up (i.e. -1 at charism 13 or 14, -2 at 15 or 16, -3 at 17
or 18). This save gives characters or creatures with a decent Wsdom a
better chance of save vs. spells, tones the power down a bit, and makes
the cal culation of saves much easier than the original nethod that
appears bel ow.

ALTERNATI VE SAVE: The save for this spell is conputed by adding
the seduction spell level (1 through 8) to the charisna score of the
wi tch and subtracting the wi sdomscore of the intended victim The



resulting nunmber is used as a nodifier (plus or mnus) to a roll of
1d20. The adjusted die roll nust be equal to or greater than a certain
nunber, depending on the class of the intended victim for the save to
be successful. Fighters need a 13 to save, rogues need a 12, mages need
a 9, and clerics need a 8.

There are seven level variations of this spell (Seduction Il at
second | evel, Seduction Ill at third level). They are |listed here
i nstead of throughout the guide for convenience. The spells and the
difference in area of effect are as foll owed:

Seduction 11 - One person (6 HD/ | evel s or | ess)
Seduction Il - One person (8 HD/levels or |ess)
Seduction IV - One person (10 HD/l evels or |ess)
Seduction V - One person (12 HD/ | evel s or | ess)
Seduction VI - One person (14 HD/ | evel s or |ess)
Seduction VIl - One person (16 HD/ |l evels or |ess)
Seduction VIII - One person (18 HD/ |l evels or |ess)

Skank (Enchant ment/ Charm

Level: 1

Range: Touch

Components: V, S

Duration: 5 rounds/| evel

Casting Time: 1

Area of Effect: Creature touched
Save: Neg.

This spell turns an innocent, sweet person into a wild and crazy
nynphomani ac. The affected person will be struck by the nynphomani a
insanity for the duration of the spell

This spell is very popular with apprentices at school who like to
cast it on snaughty, preppy girls.

Chastity (Abjuration) Reversible

Level : 2

Range: Touch

Conponents: S, M

Duration: 1 turn/level

Casting Time: 2

Area of Effect: Creature touched
Save: Neg.

This spell conpels the affected creature to abstain conpletely
fromany and all forns of sexual activity, including |ooking
appreciatively but with sexual undertones, going to whatever |engths
necessary to avoid anything which mght |lead to lust. The reverse
Prom scuity, conpels the subjects to attenpt to engage in their nost
preferred sexual activities as nuch and as quickly as possible. The
mat eri al component of this spell is a small silver key.

Constant Orgasm (Evocati on)

Level : 2
Range: Touch



Conponents: S

Duration: 1 turn + 1 round/| eve
Casting Tinme: 2

Area of Effect: One creature
Save: 1/2

This spell causes the recipient to begin to orgasm repeatedly,
and with great enjoynent, until the subject's body is no | onger capable
of sustaining orgasm The duration is based on level, but nedically
speaking, it could end when the body col |l apses from exhaustion, or (for
mal es) when the body can produce no nore seminal fluid. The GM may w sh
to add possible negative nodifiers for conbat, nmovenent, etc. because
of the victinms excited state. A successful save results in a single
orgasm of normal duration.

Dance of Charm (Enchant ment/ Charm

Level : 2

Range: 10 yards

Conponents: S, M

Dur ati on: Speci al

Casting Tine: Variable
Area of Effect: One person
Save: Neg.

This spell charms one person of the opposite sex selected by the
caster. It is subtle, and its casting cannot be detected before it is
conpl eted. The caster dances a seductive dance and di srobes whil e doing
so. For every round he/she dances, a -1 penalty is inposed on the
save.

Honmophobi a (Abjuration) Convertible

Level : 2

Range: 20 yards

Conponents: V, S, M

Duration: 1 turn + 1 round/|evel
Casting Time: 3

Area of Effect: One person

Save: Neg.

Honophobi a causes a person, regardless of orientation, to becone
angry and nauseous at the concept or sight of any person or behavi or
whi ch m ght be construed as honpbsexual. The subject will attenpt to
evade and void any such thing and, if evasion proves inpossible,
hostil e and even viol ent.

Honosexual s affected by this spell will be constantly ill at ease
The converse spell, Heterophobia, has exactly the sane effects, except
that the aversion is towards heterosexuals and heterosexuality.

The material conmponent is a lunp of noldy cheese shaped like a triangle
(or a square, for the converse).

Jeal ousy (Alteration)

Level : 2



Range: 6 feet

Conponents: V, S

Duration: 2 turns + 1 turn/leve
Casting tinme: 2

Area of Effect: 1-6 persons

Save: Neg.
The affected people will becone jeal ous of each other to the
extent that they will ignore the nage or any other source of danger

present and quarrel anongst thenselves. There is a chance equal to the
mage's intelligence of such an argument |eading to blows and, if it
does, there is an additional chance equal to the mage's intelligence of
the fight being to the death. If the fight is not to the death, then
the conmbatants will come out of the spell when hit.

Layl a's Good Morning Kiss (Enchant nent/ Charm

Level : 2

Range: Touch

Conponents: S

Duration: |nstantaneous
Casting Time: 1

Area of Effect: One creature
Save: None

This spell wakes up a normally sleeping creature and causes it to
be favourably disposed toward the caster for 1d6 turns. It also renoves
any natural hangovers.

Kiss OF Weakness (Conjuration/ Summoni ng)

Level : 2

Range: Touch

Conponents: V, S

Dur ati on: Speci al

Casting time: 1

Area of Effect: One person
Save: None

When a wi zard casts this spell, he/she nust kiss the intended
victimand the victimnust be able to receive a kiss (i.e. not in
conmbat). This kiss causes the victimto |ose 2d4 points of Strength for
24 hours. After receiving such a kiss, the victimwi |l be conpletely
hel pl ess for 1d10 turns.

Nevi |l |l e' s Wandering Hand ( Enchant ment)

Level : 2

Range: 20 yards

Components: V, S, M
Duration: 1 round/|eve
Casting Time: 2

Area of Effect: One creature
Save: Neg.



Nevill e's Wandering Hand is named not after its inventor, but its
first victim Neville, high priest of Torm who suddenly found hinself
unable to keep from gropi ng and otherw se feeling up the young nubile
acolyte he was initiating into the order. (W hear that his | atest
m ssionary assignment to the Icewind Dale is going nicely.) The
mat eri al conponent is a |eaf of poison ivy.

Protection From I ntoxication (Abjuration)

Level: 2

Range: Touch

Conponents: V, S

Duration: 1 hour/level
Casting Tine: 1

Area of Effect: One person
Save: None

This spell causes the recipient to be imune to the effects of any
kind of alcohol. It also grants immunity to the Houri spell Kiss of
I ntoxi cation

Por nographi ¢ d aner (111 usion/Phantasm

Level: 2

Range: Speci al

Conponents: V, S, M

Duration: 1 turn/level

Casting Time: 2

Area of Effect: Wthin a 10'x10' vertical square
Save: Neg.

This spell creates a very convincing, erotic illusion with the
phantasmal effect of an Arousal cantrip nobody who would ordinarily be
sexual |y excited by engaging in the behavior or by the objects or
peopl e being viewed. The illusion includes visual and auditory effects
only.

Sexi fy/ Enhance Coneliness (Alteration)

Level : 2

Range: Touch

Conponents: V, S, M

Dur ation: Speci al

Casting time: 2

Area of Effect: One person
Save: None

The recipient of this spell undergoes a transformation in
appearance to beconme nore sexually attractive to nmenmbers of the
opposite gender no matter what the recipient's initial coneliness.
Looks, snell, snpothness, and even taste of the outer skin are al
effected. The recipient's coneliness is effected as foll ows:

Caster's
Level Conel i ness Duration



01 14 10 m nut es

02 15 20 m nutes
03 16 30 m nutes
04 17 1 hour

05 18 2 hours

06 19 4 hours

07 20 8 hours

08 21 16 hours
09 22 1 day

10 23 2 days

11 24 4 days

12 25 8 days

13 26 16 days

14 27 32 days

15 28 64 days

16 29 128 days
17+ 30 256 days

Note that if two nmges cast the spell on a person sinultaneously,
then their levels may be added together to effect a stronger nmmgic.
Further, this spell has the effect of negating any curse magi c which
degrades the recipient's natural beauty.

The material conponent of this spell is a cosnetic and perfunme kit
magi cal |y prepared by a thaunmaturger

Sl eep Theft (Alteration/ Necromantic)

Level : 2

Range: Touch
Conponents: S

Dur ation: Speci al
Casting Tinme: Special
Area of Effect: Specia
Save: None

This spell allows the caster to steal sleeping time fromtheir
sexual partner. The caster makes |love with a person, and once that
person's climxes he/she falls asleep for one hour per caster level, to
a maxi mum of 12 hours. The caster is refreshed just as if she had sl ept
for that Iength of tinme.

Transfer Charm (Enchantnent/ Al teration)

Level : 2

Range: 10 feet

Conponents: V, S

Duration: as for the spell transferred
Casting Time: 1

Area of Effect: One person

Save: None

This spell allows a caster of higher |evel to subvert previous
magi cal charns to his own purposes. For exanple: Erin, a second |eve
mage casts Charm Person on a Bryce, who becones charmed. Anna, a third
Il evel mage casts Transfer Charm onto Bryce, whereupon Bryce becones
Charned to Anna. However, Deneira, another third | evel nage, cannot



Transfer the charmto herself, as she is not higher |level than Anna.

Vanpiric Kiss (Necromancy)

Level : 2

Range: Touch

Conponents: S

Duration: 1 round/|eve
Casting time: 1

Area of Effect: One creature
Save: None

When a wi zard casts this spell, he/she nust kiss the intended
victimon the neck and the victimnust be able to receive a kiss (i.e.
not in conmbat). After the kiss, the victimwll lose 2 hit points per
round. The caster will receive one of those hit points per round if
he/ she is not at maxi mum hit points already.

Voyeur (Alteration)

Level : 2

Range: 20 feet

Components: V, S, M
Duration: 2 rounds/|evel
Casting time: 2

Area of Effect: One person
Save: None

A voyeur is a person who derives sexual gratification from
observing the sex organs especially in secret. Thus, this spell allows
the wi zard to see through a person's clothing and exam ne sexua
organs. O course the gratification part nmust be achieved solely by the
mage. The material conmponent of the spell is a small piece of cloth and
a smal | piece of glass.

Ki ss of Intoxication (Enchantnment/ Charm

Level : 3

Range: Touch

Conponents: S

Duration: 1 turn/level of the caster
Casting Time: 1

Area of Effect: One person

Save: None

This spell causes the victimto beconme conpletely drunk. He/she
enters a state of great intoxication.

Kiss O Slavery (Enchantnent/ Charm

Level : 3

Range: Touch
Conponents: S
Dur ation: Speci al
Casting time: 1



Area of Effect: One person
Save: None

When a wi zard casts this spell, he/she nust kiss the intended
victimand the victimnust be able to receive a kiss (i.e. not in
conbat). This is actually a Charm Person spell with no save. Checks to
break such a charm are nmade after twi ce the normal duration. The
victimof this spell will obey any order unquestioningly.

Leomund's Tiny Brothel (Alteration)

Level : 3

Range: O

Conponents: V, S, M

Duration: 5 hours + 1 hour/leve

Casting time: 3

Area of Effect: 15-foot-dianeter sphere
Save: None

VWhen this spell is cast, the wizard creates an unnovi ng, opaque,
sound-proof field of any desired color around his person. Up to 7
ot her man-si zed creatures can fit into the field with its creator, and
these can freely pass into and out of the brothel without harmng it,
but if the spellcaster renpves hinself fromit, the spell dissipate.

The tenperature inside the hut is a cool 60 degrees Fahrenheit, if
the exterior tenperature is between O and 100 degrees. An exterior
tenperature bel ow O and above 100 | owers or raises, respectively, the
interior tenperature on a 1 degree-for-1 degree basis. The tiny brothe
al so provides protection against the elenents, such as rain, dust,
sandstornms, and the |like. The hut can withstand any wind of |ess than
hurri cane force wi thout being harmed, but wind force greater than that
destroys it.

The interior of the hut is a henmi sphere; the spellcaster can
illumnate it dimy upon command, or extinguish the |ight as desired.
The floor of the hut is soft and springy. Nice big cushy pillows are
also in the brothel. The spellcaster can cause the brothel play soft
romanti c nusic upon command. Note that although the force field is
opaque fromthe outside, it is transparent fromwthin. Mssiles
weapons, and nost spell effects can pass through the hut w thout
affecting it, although the occupants cannot be seen from outside the
hut. The hut can be dispelled.

The material conponent for this spell is a small crystal bead that
shatters when the spell duration expires or the brothel is dispelled,
the hair of a prostitute, and a feather (duck feathers work best).

Cbsessi on (Enchant nent)

Level: 3

Range: Touch

Conponents: V, S, M

Duration: 1 turn + 1 round/| evel
Casting Time: 3

Area of Effect: Person touched
Save: Neg.

A person under the effect of Obsession is overwhel ned by the



erotic desire for sonme animate creature chosen by the spellcaster.

A "crush" does not begin to describe the effect. The creature nmust be
such that the affected person mght feel sone attraction towards it
under normal circunstances, and the affected person will not act
contrary to alignment or personal ethic. The material conmponent is a
crushed wal nut .

Prowess (Alteration) Reversible

Level : 3

Range: Touch

Conmponents: S, M

Duration: 24 hours

Casting Time: 3

Area of Effect: One creature

Save: None (None for reverse as well)

This spell inpressively enhances the size, shape, technique,
stam na, and eroticismof the affected creature with respect to organs
and matters sexual. Affected creatures are treated as having a Charism
of 18 by anyone they cruise or flirt with, they becone stunningly well-
endowed, and they are capable of engaging in extrenely hot sex without
rest (bonus of +level X 1d4) to all sexual rolls.

The reverse, |npotence, nmakes the subject flirt |ike a clod, dance
like an orc, and seduce like a used-chariot salesman. The subject will
experience appropriate withering, shrinking, and sagging, and will be
unabl e to achieve erection or lubrication. Affected creatures are
treated as having a Charisma of 3 by anyone they cruise or flirt wth.
Orgasmis either inpossible or else premature and highly unsati sfying.

The material conmponent is a |leaf of mint.

Sacrenmon's Enperor's New Cl othes (111 usion/Phantasm

Level : 3

Range: 5 yards/|evel
Conponents: V, S

Duration: 2 rds/level
Casting time: 3

Area of Effect: One person

Save: Neg.
This spell, devised by ny gnonme illusionist primarily as a good
prank spell, causes all of the target's clothing and bodily possessions

to becone invisible, but not the target itself. The target sees his or
her clothes as they nornmally are. Swords in scabbards are consi dered
bodi |y possessions, but not if in hand. Any clothes put on after the
spell is cast do not becone invisible. Invisible items remain so unti
the for the duration of the spell or dispelled

Sex Sl ave (Enchant ment/ Charm

Level: 3

Range: 10 yards
Conponents: V, S
Duration: 1 day/level



Casting Time: 3
Area of Effect: One creature
Save: Neg.

This very powerful spell reduces a living, intelligent person into
a |l ascivious, nynphomani ac sex slave whose only interest is bringing
the caster to orgasmafter creative orgasm Once the spell has
transpired, the former slave renenbers everything that has happened.

However, the subject while enslaved will not only not object but will
ent husi astically agree with every sexual suggestion nmade short of
death. This spell is unequivocally evil.

Stanza's Di seased Kiss (Necromancy)
Level : 3

Range: Touch

Conponents: S

Dur ati on: Permanent until cured
Casting Time: 1

Area of Effect: One person

Save: Neg.

This spell causes one randomy chosen nornal sexual disease in the
victim

Angel's Negation (Enchantnent/Abjuration)

Level : 4

Range: Touch

Conponents: S

Dur ati on: Permanent
Casting Time: 1

Area of Effect: One person
Save: None

This spell instantly negates the obsessive-conpul sive behavi our
caused by a Seducer, and renders the recipient imune to the
non- magi cal charns of that Seducer.

Beconme Phantasnmal Lover (111 usion/Phantasm

Level: 4

Range: 5 yards /| evel

Conponents: V, S M

Duration: Until the next norning

Casting Tine: As long as it takes (see bel ow)
Area of Effect: 1 creature

Save: Speci al

When this spell is cast, the wizard causes his features to shift
in the mind of his victimto conformto those of an individual that the
victimconsiders to the ultimate lover. Once the spell is successfully
cast (and the save varies according to the anpunt of preparation in
casting the spell), the recipient will be putty in the hands of the
caster, not out of enchantment but only out of the recipient's own
sense of wish-fulfillment.



This spell takes as nmuch tinme to cast as it takes to get the
reci pient drunk. The nore thoroughly tanked the recipient gets, the
worse will be the save

had a serving of al cohol -1
Slightly intoxicated -2
Moder atel y intoxicated -4
Greatly intoxicated -8
The material conmponent of this spell is large quantities of

al cohol, which nust be passed through the gullet of the recipient.

Bybig's Bitch Slap (Evocati on)

Level : 4

Range: 10 yards/ | evel
Components: V, S, M

Dur ati on: Speci al

Casting time: 4

Area of Effect: One female
Save: Neg.

A version of the Bybig's Hand spells (although probably not from
Bybig). A quasi-real hand (five feet) conmes into existence and smacks
the nearest women that the caster commands it to. If the woman knows
her place is in the kitchen, the hand only does 1 point of damage as a
rem nder. However if the woman has conpl ai ned, whined or not been to
the kitchen in three days, the hand instantly grows to the size of a
Titan hand (25 feet) and knocks the worman into the nearest kitchen (be
it 10 feet or 10000 mil es) and forces her to cook a three course neal.
If she continuously refuses, the hand will inflict damage on her unti
she submits (GM s decision on damage per hit).

The hand has as many hit points as the caster in full health and
has an Arnor Cl ass of 0.

The material conmponent of the spell is a |leather glove.

Layla's Morning After Kiss (Alteration)

Level : 4

Range: Touch

Conponents: S

Dur ati on: Per manent
Casting Tinme: 1

Area of Effect: One person
Save: Neg.

This spell causes a sleeping being to forget up to one turn of

action, per level of the caster (the caster nmay nake the w ndow of
forgetful ness shorter, if he wishes), that occurred just before he fel
asl eep. The caster may renove the forgetfulness at wll.

Layl a's Seductive | npersonation (Alteration)

Level : 4
Range: Touch



Conponents: V, S

Duration: 1 day/level
Casting Time: 5

Area of Effect: One person
Save: None

This spell allows the caster to change his formto that of another
seductive being for an extended period of tinme. He retains all of his
own abilities, and gains all of the natural abilities though none of
the magical abilities of the creature chosen. There is no danger of
identity loss as with a Pol ynorph. The types of beings that nay be
i npersonated are as follows: dryad, succubus, nereid, sirine, nedusa
mer mai d, syl ph, unicorn, vanpire, foxwoman. Other simlar beings nmay be
all owed at the discretion of the GM as the spell works by allow ng
simlar types of creatures to becone sinilar types of creatures, rather
than the specific forms being | ocked into the spell

Layl a's Sexy Kiss of Insanity (Enchantnment/Necromancy) Reversible

Level: 4

Range: Touch

Conponents: S

Dur ati on: Per manent
Casting Time: 1

Area of Effect: One person
Save: None

This spell inflicts one random sexual insanity. The reverse spell
Layl a's Reform ng Kiss, renpves one sexually-related insanity. It does

not affect any other forms of insanity.

Lovesi ckness (Enchant ment/ Charm

Level: 4

Range: 6 feet

Conponents: V, S

Dur ati on: Speci al

Casting time: 4

Area of Effect: One person
Save: Neg.

This spell makes its recipient become so nmuch in love with the
mage that as soon as she/he | oses sight of the mage, the victimbegins
to waste away. The victim stops eating food, turns to drinking, and
beconmes a general weck, fighting at a -5. As a result, she/he will die
of malnutrition in a nunber of days equal to her/his Constitution score
plus 10, and there is a 10% chance of her/himcommtting suicide.
VWhat's nore, if the nage tells her/himto go away, she/he is conpelled
to do so. This unpleasant condition may wear off as a charm person, but
ot herwi se nust be treated by cure di sease.

Power Word, Strip (Enchantnment/ Charm

Level : 4
Range: 10 yards/2 | evels



Conponent: V

Dur ati on: |nstantaneous
Casting Time: 1

Area of Effect: One person
Save: None

This spell causes one person to take off all of his arnmour,
cl ot hing, weapons, jewelery, etc. as quickly as possible. [inspired by
Tomas from the Unbearabl e Li ghtness of Being novel]

Stanza's Certain Kiss of Disease (Necromancy) Reversible

Level : 4

Range: Touch

Conponents: S

Dur ati on: Per manent
Casting Time: 1

Area of Effect: One person
Save: None

This spell inflicts one normal sexual disease of the caster's
choice. The reverse, Stanza's Kiss of Curing, renpves one nornmal sexua
di sease.

Stanza's Enchanted Kiss of Disease (Necromancy)

Level : 4

Range: Touch

Conponents: S

Dur ati on: Per manent
Casting Time: 1

Area of Effect: One person
Save: Neg.

This spell inflicts one random nagi cal sexual disease.

Enmbarrassi ng Fetish (Enchant nent)

Level : 5

Range: 10 yards

Components: V, S, M

Duration: Special; Permanent, with save once/ day
Casting Time: 8

Area of Effect: One creature

Save: Special; see bel ow

Sage's note: this spell |eaves nmuch roomfor creative
spellcasting, but is also very restricted and narrow y defined. Please
read with care

Wth this spell, the caster can instill in one intelligent
creature an erotic fascination with a single kind of object, behavior
(such that the sight, snell, sound, etc.). A sanple of that designated
ki nd of object or behavior arouses the subject uncontrollably, and such
that erotic pleasure or orgasmis inpossible w thout the presence of
the fetish object or behavior.



Some representative exanples of fetish objects are red hair
spi ked heel s, whips, jewelled short swords, oak |eaves, artificial
l'i mbs or anputees, green tunics, tuna, cheese, sheep, gnonmes, gnolls,
red dragons' tongues, royal guards in uniform children, octogenarians,
menbers of one's immediate family, psionicists, rangers, mernaids,
| awful neutrals, and Red W zards of Thay. Sone representative exanples
of fetish behaviors are having small insects and snails crawl all over
one's body, inflicting pain on another person, inflicting pain on
onesel f, being strangled, strangling another person, being bound,
bi ndi ng anot her person, being charnmed or commanded, staging one's own
nock execution, and innkeepers' daughters pouring beer down one's
chest.

This spell is extrenely versatile and may be nade as detailed and
ki nky as desired. Extrenely detailed or nearly inpossible fetishes,
however, may occur so rarely or be so beyond the capacity of the
subject to | ocate or bring about that the spell has little effect on
the subject's life than to create enornmous sexual frustration. Danger,
pri de, and personal cost are not, however, enough to di ssuade the
subject fromthe fetish once it has been nmade avail abl e.

This spell cannot create a fetish for an individual person or
object ("Carolyn Greycloak" or "the G eat Ruby of al-Ghasar," for
exanple). Nor can it, without the aid of another spell, create
homosexual desires in a heterosexual, or vice versa

There is no save per se against the fetish. Rather, upon
di scovering the fetish, the subject, if strenuously disapproving, is
al l owed a wi sdom check at -4. A successful check |eaves the subject
humi |iated but thereafter free fromthe fetish. A new Wsdom check may
be attenpted once per day, but since fetishes gain strength over tine,
the check suffers a cunulative penalty of -1 per day. A Wsdom check of
1 is always successful

The material conponent of this spell is a sanple, highly
representative object of the fetish, or an enactnent of the fetish
behavi or on the part of the spellcaster

Layl a's Beautification (Alteration) Reversible

Level : 5

Range: Touch

Conponents: V, S

Duration: 1 day/caster's |evel
Casting Time: 5

Area of Effect: One person
Save: see bel ow

This spell grants the recipient a Coneliness/Beauty of 25+1d6
(maxi mum of 30), with no save. The reverse, Layla's Uglification,
subtracts 2d12 fromthe victims Coneliness/Beauty for the sane
duration. Layla's Uglification has a save.

Reverse CGender Orientation (Alteration)

Level: 5

Range: 10 yards

Conponents: V, S, M

Duration: Special; Permanent, with save once/day
Casting Tine: 5



Area of Effect: One creature
Save: Special; see bel ow

Under the influence of this spell, the subject experiences
trans-sexuality, the unshakable conviction that he/she is, despite al
bi ol ogi cal evi dence, of the opposite gender than the true one. The
subj ect cannot disbelieve or be persuaded otherw se, and wll
i medi ately adapt hair, clothing, manners, speech, behaviors, etc.,
accordingly. Notice that males will behave in a fem nine rather than an
effenminate manner, and sinilarly for fermales; the subject has no desire
to parody. If the subject's species has nore than two genders, the
resulting gender orientation is GMs choice. If the species has only
one gender, the subject is unaffected.

Li ke Enbarrassing Fetish and Reverse Sexual Orientation, this
spell has no save per se. Upon first consciously realizing that one's
self-identification as male or femal e has changed, if the subject
strenuously objects, the subject is allowed a Charisma check at -4. A
successful Charisma check | eaves the subject confused but no |onger
trans-sexual. A new Charisma check may be nade each day, but at a
curmul ative penalty of -1 per day. A check of 1 always succeeds.

Noti ce that gender orientation and sexual orientation are
di fferent concepts, and that this spell alone will not change
orientation. However, the subject will claima different orientation
based on the differently perceived gender. Thus a straight fermale wll
consider herself a nale who is attracted to nmen, and therefore a gay
man; |ikewise a | esbian will consider herself a man attracted to wonen,
and hence a straight man.

Stanza's Certain Enchanted Kiss of Di sease (Necromancy) Reversible

Level : 5

Range: Touch

Conponents: S

Dur ati on: Permanent
Casting Time: 1

Area of Effect: One person
Save: None

This kiss inflicts one magi cal sexual disease of the caster's
choice. The reverse, Stanza's Enchanted Kiss of Curing, renpves one
magi cal sexual disease

Conj ure Succubus/ |1 ncubus (Conjuration/Sunmoni ng/ Necr omancy)

Level : 6

Range: O

Conponents: V, S

Dur ation: Speci al
Casting Tinme: 6 turns
Area of Effect: Specia
Save: None

This spell enables the caster to summon a fenmale or mal e sexua
spirit which is subject to performthe caster's sexual bidding (not
conbat). The spirit remains until disnissed. Casting this spell causes
1d8 damage to the caster, and each orgasmwith the spirit requires a



save vs. death magic. Failing this save permanently reduces the
caster's Constitution by one point. If the spirit causes sonmeone
besi des the caster to orgasm both the caster and the other person nust
make the save

This spell serves few purposes except as a sexual perversion of
the mage. This spell is always popul ar anpbngst Necromancers.

Prismatic Dildo (Conjuration)

Level : 6

Range: 60 yards
Conponents: V

Duration: 3 rounds/|evel
Casting Time: 6

Area of Effect: Specia
Save: Speci al

This spell allows the caster to conjure up an opaque object wthin
some orifice of a creature within range, providing the creature with
seven di fferent sexual stinmuli. Any creature with Constitution under 6
or fewer than 4 Hit Dice is i mediately overconme by the sensation and
falls orgasm ng and unconsci ous for 2d4 turns. Any attenpt to renove
the dildo only lodges it further, and increases the duration by 2
rounds. The seven colors of the shinmmering cylinder function as
foll ows:

Color Order Ef f ect Spel | Negated By

Red 1st Por nogr aphi ¢ 111 usions Di sbelief, True Seeing
Orange 2nd Arousal Cantrip Di si nt erest

Yel low 3rd Expansi on/ Cont racti on Hol d Per son

Green 4t h Eni gmati ¢ Enema Transnute Water to Dust
Bl ue 5th Ben- WA Rot ati on Chill Touch

Indigo 6th Vi bration Irritation

Violet 7th Lubrication Di spel Magic

Each col or nust be renpbved in order to negate the dildo before the
end of its natural duration. The spellcaster also may dispel the dildo
at will. It is runored that other variations of the Prismatic Dildo
exist, both in their effects and their negations.

Sex Change (Alteration, Evocation)

Level : 6

Range: 5 yards/|evel

Components: V, S, M

Duration: Permanent (ALTERNATE: 1 week/ I evel)
Casting tinme: 6

Area of Effect: 1 creature

Save: Neg.

This spell causes the victinls sex to change. Thus, a nale becones
femal e and visa-versa. A save vs. spell negates the effects. After the
change, the victimw Il be confused for 1d10 turns. Al so, he/she will
have a percent chance equal to his/her Constitution of going insane
because of the traunma.

The GM nust make sure the victimof the spell acts in the manner



appropriate to the sex. If not, then the spell doesn't really seem
power f ul

I mpregnate (Necromancy) Reversible

Level : 7

Range: Touch

Conponents: V, S, M

Dur ati on: Speci al

Casting Time: 7

Area of Effect: One fenmmle (or Special)
Save: Neg.

This spell creates |life and, according to sone nytho, a new soul
in a creature capabl e of bearing young. Its reverse, Abort, destroys
unborn life. The casting of these spells upon a nmale, though
theoretically possible, would produce unpredictable effects, although
mal e pregnancy is not inpossible. Casting this spell on an undead is
runored to result in the gruesonme death of both undead and caster.
Bot h of these spells, especially Abort, are highly controversial both
for Good and for Lawful creatures. The material conponent for both is
an arrowhead di pped in rabbit's bl ood.

Layl a's Seductive Shapechange (Alteration/Divination)

Level : 7

Range: 10 yards/ I evel

Conponents: V, S

Casting Tine: Special

Duration: Permanent until |apsed
Area of Effect: Special

Save: Speci al

This spell discerns the nature of what the victimwould consider
most sexual |y and physically attractive. The spell will make a number
of attenpts to uncover this information equal to the |level of the
caster, or until the information is procured. Each attenpt takes one
segnent, and the victimreceives a save agai nst each attenpt.

Regar dl ess of whether or not he makes his save, he will under no
circunstances notice this aspect of the spell

This information will be relayed to the caster, who may then opt
to activate the second half of the spell, which is to shapechange into

the formthe information would dictate. If the caster does not, he nay
apply the unused attenpts agai nst someone el se, or give up the spell

If the caster does, the new formis assuned until the caster w shes to
end it.

Exanmpl e: Layla wishes to infiltrate a party using this spell. She
casts against the Dirdan the fighter first, and he fails his save on
her second attenpt. She finds he prefers dirty half-orc wonen-- a
really distasteful idea. Since she is seventeenth |evel, she has
fifteen nore attenpts to direct against the rest of the party. On
attenpt seven, she finds that Alex the mage would really like a six-
foot tall snowelf who was wearing black |eather. Layla finds this nore
acceptabl e, forgoes her remaining eight attenpts, and shapechanges into
a snow el f. The spell makes her clothing into black |eather (wthout
destroying or altering any of its previous properties) and nakes her



staff into a bull whip.
After three weeks, she gets bored of Alex, and ends the spell
changi ng back to her normal self.

Kiss O The Nereid (Conjuration/ Sunmoning)

Level : 8

Range: Touch

Conponents: S

Duration: | nstantaneous
Casting Time: 1

Area of Effect: 1 creature
Save: See bel ow

When the kiss is bestowed, the victimnust roll a successful
save vs. breath weapon, with a -2 penalty, or drown instantly. |If
he/ she doesn't drown, he/she finds total ecstasy.

Power Word, Castrate (Conjuration/ Sunmoni ng)

Level : 8

Range: 5 yards/two | evel

Conponents: V

Dur ati on: Per manent

Casting time: 8

Area of Effect: 10-foot-radius sphere
Save: None

When this spell is cast, one or nore nale creatures of any type
within the spell range and area of effect are castrated. The power word
castrates one creature with 60 hit points, or it castrates two or nore
creatures with 10 or fewer hit points, up to a maxi num of 120 hit
points. The option to attack a single creature, or nultiple creatures,
must be stated along with the spell range and area of effect center.
The current hit points of the creatures are used.

Hear t br eaker (Conj urati on/ Summoni ng)

Level : 9

Range: 6 feet

Conponents: V, S

Dur ation: Pernmanent
Casting Time: 1/2

Area of Effect: 1 creature
Save: Neg.

This spell induces a sudden heart attack in its recipient. A save
vs. death is allowed. If the save is failed, the creature nakes a
Constitution check. If the check fails, the creature dies. If the

creature survives, he/she will be totally incapacitated for 1d6+6 gane
weeks. He/she will also permanently |ose one point of Strength and one
poi nt of Constitution, and will have a 5% chance of a future heart

attack every tinme he/she ever is required to make a Constitution check.
Note that this spell does require its victimto have a heart, so not
all creatures can be affected (i.e. golens, undead, slinme, etc).



Kiss OF Death (Conjuration/Summoni ng)

Level: 9

Range: Touch

Conponents: S

Dur ati on: Per manent
Casting Tine: 1/2

Area of Effect: 1 creature
Save: None

When the kiss is bestowed, the creature is slain (maxi mum of 150
hit points can be taken away). After 1d10 rounds the corpse turns to
dust. The creature can't be resurrected. (See Ya! Wuldn't want to be
Yal)

Stanza's Kiss of Inmortal Despair (Alteration/ Necromancy)

Level: 9

Range: Touch

Conmponents: S, M

Casting Time: 1

Durati on: Permanent until cured
Area of Effect: One creature
Save: None

This spell inflicts the victimwi th the sexual disease or sexua
insanity of the caster's choice, permanently, until it is cured by a
Cure Disease perforned by a cleric of a good-aligned god and of higher
| evel than the nage who inflicted the disease. Wiile the victimsuffers
fromthe disease, the spell prevents himfrombeing killed by it, or in
fact by anything, be it a sword, a fire, another disease, or a blowto

the head. Should the victimdrop below O hit points, he will becone
i mobi |l e but remain conscious.
He will be incapable of perform ng any actions until he is heal ed

above 0 hit points. Dropping below -10 hit points will not kill him He
gains no hit points back fromresting if he is below 0, his body is too
battered to heal itself and only magical or herbal healing will help
hi m

Sunmmon Ci ssal dan (Conj urati on/ Sunmoni ng)
(As in Harlan Ellison's short "How s the Night Life On Ci ssal da?")

Level: 9

Range: 30 yards
Conponents: V, S

Dur ati on: Speci al
Casting Time: 9

Area of Effect: None
Save: None

The casting of this spell will cause an interdi nensional
connection between the world of the spell caster and the alternate
worl d of the Cissal dans. The utterance of this spell attracts one



Ci ssal dan which will conme through the connection and attack whonever
the spell caster directs the spell against.

The recipient has an i mmedi ate desire to "do a disgusting thing
with a disgusting thing" and will fall upon the Ci ssaldan with nuch

vigor. The recipient will not be able to do or say anything el se since
his or her conplete concentration is centered on the Cissal dan. The two
will continue to copulate until the recipient dies of starvation.

There is no known way of separating sonmeone (or sonething since the
Ci ssal dans do not discrimnate in any way) froma Cissaldan until the
recipient dies. After the death of the spell recipient, the Ci ssal dan
wWill return to the world fromwhich it cane.

Ci ssal dans are descri bed as having two penises, two vagi nas, and
are physically "disgusting”" to | ook at. They, however, |ove to nake
|l ove so to speak, and can physically adapt to any sexual physiol ogy.

Bel ow i s sone spell ideas that creative (boarding on sick) nmages
throughout the Prinme Material Plane are working on

Ani mal Magnetism Cure G oin Soreness
Deep Throat Enchant Condom
Engor ge Find Mate

Fi nger of Death Kiss of Strength

The Al New Bybig's Forceful Hand The Al New Bybig's Graspi ng Hand
The Al New Bybig's Playful Hand Tongues ReErection Unseen Sexua
The Lusci ous Real - Feel Magic Muth

CLERI CS WOULD USE THESE SPELLS?

Most of the mage spells el sewhere in the guide can be easily
transformed into clerical spells for gods who will grant them

Level 1

Bal t asar' s | npedi nent

Det ect Venereal D sease
Di vi ne Sexual Experience
Lactati on

Level 2
Protection From Di sease
Repair Virginity

Level 4
Fertility
Level 6

Yenelat's Orgiastic Frenzy

Bal t asar' s | npedi nent (Necromancy, Abjuration)

Sphere: Necromancy, Protection



Level: 1

Range: Touch

Conmponents: V, S, M

Dur ati on: Speci al

Casting Tinme: 1 round

Area of Effect: 1 (fermale) mammal
Save: None

This spell enables the caster to prevent a female from becom ng
pregnant. Essentially, it inpedes a fertilized ovumfrominplanting in
the uterus. The casting of Baltasar's |npedinment is not necessarily an
evil act; however, the GM should pay particular attention to the
alignment of the caster as well as the social & political (esp.
religious) atnmosphere. For exanple, a |lawful good cleric casting this
spell on a teenager w thout the pernission of her parents, church, etc.
shoul d be prepared for the wath of his deity. A cleric who worships a
fertility god can not cast this spell

A neutral evil cleric, nephew of the king, mght repeatedly cast
this spell on the queen in a secret attenpt to usurp the thrown. A
neutral good cleric nmight cast this spell on all the maidens of the
keep before its fall to the orc siege -- although he cannot spare them
fromthe horrors to cone, at |east he can prevent the bastardization
that mght result.

The material conponents are a drop of blood fromthe target's | ast
menstrual period (or an ounce of her blood, from anywhere, that has
been m xed with dust and dried in a silver chalice) and the priest's
holy symbol. The priest invokes the name of his deity, touching his
holy synmbol to the blood. The woman nust then consune it, usually
mxing it with wine or some other fluid. The spell renmains in effect
until the first day of the woman's next nenstrual period, or a
successful Dispel Magic is cast upon her.

Det ect Venereal Disease (Divination)

Sphere: Divination

Level : 1

Range: Touch

Conponents: S, M

Dur ati on: Speci al

Casting Time: 1

Area of Effect: One creature
Save: None

This spell detects the presence of sexually transnitted diseases
in a creature. A successful Intelligence check reveals the nature and
synptons of, but not the cure for, any detected di seases. The mmteria
conponent is the caster's holy synbol.

Di vi ne Sexual Experience (Divination)

Sphere: Divination
Level: 1

Range: 10 yards
Conponents: V, S, M
Dur ation: Speci al
Casting Time: 1



Area of Effect: One person
Save: None

Casting of this spell involves taking a clear vessel of water and
releasing a drop of ink into it. The percentage of the water undarkened
by the diffused ink indicates that person's purity score. Although not
absolutely certain, any score under 50% probably indicates |oss of
virginity, and with the exception of the rarest of heroes and deities,
the score will be between 25% (casual interaction with others) and 90%
(extrenme debauchery). More specific informati on may be reveal ed at the
GM s discretion

Lactation (Evocati on)

Sphere: Creation

Level : 1

Range: Touch

Conponents: V, S

Dur ati on: Speci al

Casting Time: 1

Area of Effect: Fenale touched
Save: 1/2

Lactation, unsurprisingly, causes the subject to begin producing
breast milk. This mlk is of the highest nutritive value. A save
results in a single discharge of col ostrum

Repair Virginity (Healing)

Sphere: Heal i ng

Level : 2

Range: Touch

Conmponents: S, M

Duration: Permanent (until the obvi ous happens)
Casting Tine: 2 turns

Area of Effect: One person

Save: 1/2 (Special)

This spell returns the subject to a state of physical virginity.
If the subject nakes the save, then all sexual skills, know edge, and
techniques are retained; if the save is failed, all know edge and
skills are |l ost except those known before having lost virginity. A
female will grow an intact hynmen, and any physical or medi cal damage
caused by sex or childbirth will be eradicated. The subject wll
legitimtely be considered a virgin for all religious purposes.

Protection From Di sease (Abjuration)

Sphere: Protection

Level : 2

Range: Touch

Components: V, S, M

Duration: 1 turn/level

Casting time: 3

Area of Effect: Creature touched



Save: None

By nmeans of this spell, the wizard bestows total invulnerability
to di sease. The creature can't contract, becone a carrier, or pass on
any di sease he/she may al ready have. This spell doesn't cure disease it
merely prevents its transfer.

When a person is subject to this spell, a glowi ng |ight appears on
the subject's palm This is to assure the person has this protection
on. Therefore, a person he/she can't say "Let's have sex, | have the
protection on."

The material conmponent of this spell is a scoop of nold (a generic
formof penicillin).

Fertility (Alterati on, Necromancy) Reversible

Sphere: Creation, Necromantic

Level : 4

Range: 10 yards/ | evel

Conmponents: V, S, M

Dur ati on: Speci al

Casting Time: 1 turn + 1 turn/target
Area of Effect: Specia

Save: Neg.

This spell enables the caster to increase the fertility of the
target. The target may be either male or female. The fertility of a
character may be calculated as follows (as per The Conplete Guide to
Unl awf ul Carnal Know edge). Fertility = base chance + constitution
modi fier. |f both participants are "fertile" at time of copul ation,

pregnancy results.

Base

Race Chance Constitution Modifier

Dwar f 22% 01-03 - 6%

El f 13% 04-06 - 4%

Ghone 20% 07-09 - 2%

Hal f - El f 54% 10-12 +2%

Hal fli ng 50% 13-15 +4%

Hurran 7% 16-18 +6%

Successful casting of this spell increases a character's fertility
by 5d6 points. In addition, there is a probability, equal to the |eve
of the caster (1% per level), that successful conception will result in

multiple births (roll 1d20: 1-17 twins, 18-19 triplets, 20
quadruplets). Miltiple castings of this spell on the same individua
(while the first is still in effect) automatically fail, as does
casting on a pregnant person. This effect lasts through the target's
next copul ation; thereafter, the target's fertility returns to nornal
Fertility can also be countered magically by spells such as Di spe
Magic, Infertility, or Wsh.

The reverse of this spell, "Infertility," destroys the target's
ovaries/testes and automatically results in a failed attenpt at
conception (assunm ng that the target did not save versus spells). The
target remains infertile until a successful Dispel Magic is cast upon
hi m her followed i medi ately by Regenerate (the forner dispels the
magi ¢, the latter repairs the physical danmage).

Note: Fertility cannot counter the effects of Infertility, but if



the target is already under the effect of the former, he/she receives a
+1 bonus to save.

This spell (and it's reverse) may al so be cast upon aninmals (e.qg.
horses). The GM may choose the animal's initial fertility based on type
and quality of animal

This spell can affect up to 1 creature for every 3 levels of the
caster, unless the cleric worships a god of fertility, creation, death,
or destruction, in which case, the cleric can affect 1 creature per
level. Clerics who worship fertility or creation gods can not cast
Infertility. Clerics who worship gods of death or destruction can not
cast Fertility.

The material conmponents for Fertility are the caster's holy synbol
and a seed fromany plant (the seed is not damaged). The caster's holy
synbol and the ashes froma handful of seeds are required for the
reverse (the ashes di sappear during casting).

NOTE: While the need for this spell might seema bit
questionabl e upon initial reading, it works well as a plot aid:

- "Gee, | wonder why there are so nmany orcs/green dragons/trolls
around | atel y?"

- "Boy, | sure hope the king has a child with this new queen -
this is his third queen already! | would sure hate to see that
sl eazy nephew of his get the thrown!"

- "Look, you gotta help us! There's not been a child born in this
town in 2 years - not even anpng the |ivestock!"

It would al so be a sneaky way to get those prom scuous PCs.

Yenel at's Orgiastic Frenzy (Enchantnment)

Sphere: Charm

Level : 6

Range: 20-ft radius circle centered within 60 ft. of the caster
Conmponents: V, M

Dur ati on: Speci al

Casting Tinme: 6 turn

Area of Effect: See range

Save: Speci al

Yenel at, whose archbi shopric is ampbng the nost coveted of all the
di oceses of Lord Priapus, is npst famous for his Orgiastic Frenzy
spell, first put to shockingly great effect at a Special Hi gh Counci
of the priests of Helm Torm and Tyr. This spell conpels those within
its range to engage in sexual activities with wild abandon with anyone
else within the zone. Those within may individually save vs.
petrifaction at -5 to stave off the effects, but nust save again if
they touch anyone or anything in the zone, including their own bodies,
until they escape the zone or until everyone falls unconscious within
the zone. The nmaterial conponent is a peeled grape.

A BARD S SEXUAL SPELL- SONGS



"Luwai n's Ever Lasting Hard-On"
By
Luwai n "Don't Fuck Wth Me" The Ni ghtingale

To be sang by the tune of
"Everything | do - | do it for you"

The love within your eyes
makes me sure,
I want to give you nore..

You ought to know,
I love you so
I will never let you go

Ch, tell me you want ny body too
My passion is hardening to you
My body pl ea

Undress nme and you'll see..

Make | ove to ne.

Level: 2

Area of Effect: Creature touched
Casting Tine: 1 round

Duration: 2 hours (!!'!)

Description: The spell-song insures the creature touched (usually the
bard caster) can engage in continuous intercourse for 2 hours!
Naturally, the partner can't take a whole 2 hours, so here's how it
wor ks.

Take the character's Constitution and add the applying bonuses
fromthe wild-thing rules: Strength, Dexterity, partner's Charisnma. the
| owest bonus may be replaced by the bard's level if desired. The total
is howlong the first intercourse will take. During each and every
i ntercourse, Four checks are to be done (with 1d20), and when one
fails the bard |l oses 1d6 hit points (instead of stopping). There's a
cunmul ative -1 to the check with every check done.

Exanple: Starting at 27, Luwain can nake | ove for 27 mnutes to
start, then start again with a score of 27-4=23, and make | ove for 23
nmore minutes with checking only the [ ast check of 23-3=20 (a 20 on the
check | oses 1d6 hp). Now, Luwain can continue with a score of 19 for 19
m nut es, checki ng agai nst 19, 18, 17 and 16, and so on..

SEXUAL PSI ONI C POVERS

TELEPATHI C DEVOTI ONS

I nduced Pl easure



Power Score: Con - 2

Initial Cost: contact

Mai nt enance Cost: 2/round
Range: touch

Prep Tinme: 1

Area of Effect: individual
Prerequisite: mndlink, contact

This is the opposite power of Inflict Pain. Wiile no good cones
fromit (no healing or curative effects), it nmakes the subject
i ndi vi dual shudder and twi st in ecstasy. If used in conbat, the victim
must save vs. paralyzation in order to keep functioning and fighting.
Failure to save indicates a penalty of -4 on all attack rolls that
round, and any spells being cast are disrupted.

The insidious effects of this power occur when it is used in
conjunction with Inflict Pain. By using the two powers interchangeably,
dependent upon the victims actions, the victimcan be conditioned to
performcertain acts instead of other acts they would normally perform

For each week of being subjected to this treatnent, they nust nake
a wi sdom check, with a penalty equal to the nunber of weeks of
"treatment” (i.e., 3 weeks of treatnent = penalty of -3) or have their
actions in particular scenarios predeterm ned by their conditioning.
Only one area of behavior may be affected per victim Dependi ng upon
the behavior nodification, there is a chance (GM s discretion) for an
al i gnment change by the victim

Power Score: The pleasure is so overwhel ming that the victimpasses out
for 1d10 rounds.

20: The contact is broken.

CLAI RSENTI ENT DEVOTI ONS

Know Sexual Preference

Power Score: Int

Initial Cost: 8

Mai nt enance Cost: n/a
Range: 20 yards

Prep Time: O

Area of Effect: persona
Prerequi site: none

Thi s power enables the psionicist to read the sexual preference in
the aura of a creature. Aura Sight reads sexual preference and
experience. Aura Alteration can fool both reads.

Power Score: Psionicist know sexual preference and experience.

20: Wong read, the opposite.

PSYCHOMETABOLI C DEVOTI ONS



Sexual Pheronpnes Secretion

Power Score: Con - 4
Initial Cost: 9

Mai nt enance Cost: 6/round
Range: snmel

Prep Time: O

Area of Effect: persona
Prerequi site: none

Wth this devotion the psionicist can make his body snell |ike
exciting perfume. Wien a psionicist starts this power he secretes
sexual pheronones all over his body. The attractive and exciting
perfume of these pheronones can attract attention, change reactions or
hel p to seduce soneone.

Power Score: The perfume is so exciting that every opposite sex
creature in the area nust save vs. petrifaction or desperately try to
engage in sexual intercourse with the psionicist (evil creatures my
use viol ent nethods).

20: The psionicist steans a disgusting odor for 2d4 rounds.

M nd Over Sexual Endurance

Power Score: Ws - 3

Initial Cost: 6

Mai nt enance Cost: 5/round
Range: O

Prep Time: O

Area of Effect: persona
Prerequisite: M nd Over Body

Wth this devotion the psionicist can prolong his pleasure.
Spendi ng PSP, the psionicist can maintain intercourse wthout
Constitution checks. The prol onged uses of this power has sone dangers.
If the psionicist prolongs the intercourse (in rounds) nore than two
times his Constitution score, then when he stops paying the mai ntenance
cost he will collapses from exhaustion. If he goes for nore than four
times his Constitution score he nust save vs. Death (with a penalty
equal to the nunmber of extra rounds) or die (but a good way to die).

Power Score: Half cost.

20: The psionicist |l oses interest prematurely.

Contraception

Power Score: Con - 3
Initial Cost: 10

Mai nt enance Cost: n/a
Range: touch

Prep Time: O

Area of Effect: O
Prerequi site: none



Wth this devotion a psionicist can prevent pregnancy in any
femal e (including herself). This power should be used after sexua
activity. In some cases this may not be lawful, and in sone it may not
be considered good. This devotion offers only 95%certai nty accordi ng
to the follow ng table:

Rol | Resul t
0 - 95 no fertilization
96 one zygote
97 two zygotes
98 very ugly mutant child
99 incredible ugly nutant child
00 a beautiful, powerful mutant (get out Gamma World rul es)

Power Score: 100%certainty.

20: Use 94 + 1d6 as %rol .

Enhance Fertility

Power Score: Con - 3

Initial Cost: 10/10% i ncrease
Mai nt enance Cost: 1/10% i ncrease
Range: touch

Prep Time: O

Area of Effect: O

Prerequi site: none

Wth this devotion a psionicist can enhance the chance of
pregnancy in any female (include herself). This power should be used
before the sexual activity. The maxi num chance is 90% The psionici st
must mai ntenance this power during all the intercourse tine.

Power Score: 10% bonus in fertility (up to 100%.

20: Fertility reduced 50%for a week.

Export Di sease

Power Score: Con - 3
Initial Cost: 12

Mai nt enance Cost: n/a
Range: touch

Prep Time: O

Area of Effect: individual
Prerequi site: none

This power is the reverse of Absorb Di sease and lets evil
psionicists to transfer one of his diseases to another character's
body. After that, the psionicist is free of the disease. (O her
psionici st can use this power, too, but their alignment would begin to
twi st toward evil.) This power can transfer nmagical diseases, but not
curses, such as |ycanthropy.

Power Score: The psionicist transfer all his diseases and the target
will have the psionicist's curses and insanities, too, but the



psionicist is not free of them

20: The psionicist transfer 20% of his own hit points.

WIlly's Expansion

Power Score: Con - 2
Initial Cost: 5

Mai nt enance Cost: 1/round
Range: O

Prep Time: O

Area of Effect: persona
Prerequisite: Expansion

This specialized formof Expansion was created by WIlly Kawallo to
increase the size of his preferred body part. The rules for size
increase are the sane as in Expansion. Using this power the psionicist
must make a constitution check before starting sexual intercourse and
will have a -1 penalty in each subsequent check because it is nore
difficult to use a big one. Femal es can increase any of their sexua
proportions with the normal Expansi on power.

Power Score: Sane as Expansi on power.

20: The psionicist sexual organ shrinks 50% until arrested by this
power .

METAPSI ONI C DEVOTI ONS

Conducti ve Kiss

Power Score: Con - 2

Initial Cost: 20 or 10 x magnification

Mai nt enance Cost: 2 or magnification/round
Range: touch

Prep Time: O

Area of Effect: persona

Prerequisites: 5th |evel

Wth this devotion the psionicist can magnify the effects of
anot her power that has touch as range (double damage, no save, etc.).
The psionicist uses the kiss as a conductor and the victimw |l be nore
vul nerabl e. The GM nust rul e which and how aspects of the psionic power
can be magnified or changed.
Power Score: Half cost.

20: A kiss with a terrible taste

MAG C | TEMS YOUR MOM WOULDN T APPROVE OF

Item Price



Basque of Transvestitism 200

Boo- Hag Goggl es 100
Breast Plate +1 600
Earring(s) of Androgyny 250
Everful Baby Bottle 200
Figurine O The WIIling WnTon 400
Frictionl ess Sheets 250
Gem of the Vo Yure 250
G rdl e of Speedy Gestation 500
G rdl e of Hippolyte 1500
Hour gl ass of Parietals 500
Jackkni fe of Circuntision 2000
Ladi es' d ass Ball 2000
Li psticks OF The Houri
- Sl eeping 1000
- Woundi ng 1000
- Weakness 2000
- Slavery 3000
- Nereid 8000
- Death 9000
Mari shars M racul ous Bath House 7500
Mor gai ne' s Chai nmai | Bi ki ni 1000
Parents Sol oPl ay Cursed Item ---
Peni s of Astoundi ng 1500
Periapt O Proof Against Pregnancy 500
Periapt OF Sexual Aides 1000
Perfume/ Musk OF Attraction 500
Philter of Love 250
Phyl actery of Prophylactics 250
Potion of Aphrodisia 250
Potion of Potency 250
Rahasi a's Whirl pool Tub OF Love 500
Ring O The Bulls 300
Ring O Perversion
Ring O Protection 1500
Ri ng of Sexuality Detection 300
Sheet O Useful Toys 300
Spect acl es of Reveal ing 250
Sword OF Castration 2000
Teeny-Weeny Bi ki ni 1000
Underwear OF Virginity 200
Wand of El enora's Enbarrassment 300
wand O Love 2000
wand of Pill ows 1000
Wwand & Vi bration 1000

Basque of Transvestitism- Any nale wearing this garnent appears to be
a femal e of the sane race with identical stats. Any fenal e character
can automatically see through this illusion, but males have to nmeke
Wsdomrolls to realise sonething is wong.

Boo- Hag Goggl es - These goggl es nake everyone | ook much nore sexual |y
attractive to the wearer than they really are.

Breast Plate +1 - This piece of arnor gives the wearer a +1 bonus to
adj ustment to arnor class. Thus, a wearer with AC of 5 will have an AC
of 4 when this breast plate is worn. This arnmor is made of a strange



substance referred to by mages as Silicon

Earring(s) of Androgyny - These earrings nmake it inpossible for anyone
to discern the gender of the wearer, even if naked.

Everful Baby Bottle - This baby bottle always contains mlk. The m |k
is kept at a constant warm tenperature. Mst bottles produce cow s

m |k, but some can produce mlk from other mammal s. Some exotic bottles
were known to produce enriched dragon's mlk

Figurine O The WIIling WonTon - This appears as a tiny (an inch or so
hi gh) statuette of a lovely male or female. Wen the figurine is tossed
down and a command word spoken, it becones a very attractive living
normal sized person that will serve him her. The person serves
willingly and well, but at the end of 12 hours it returns to statue
form The figurine does not cone with any gear or clothes. The nount
can't do anything but perform basic sexual acts.

Frictionl ess Sheets - These covers seem|ike any other silk sheets, but
they have a nasty side. Three rounds after coming in contact with
living material (i.e. a person) the sheets beconme conpletely
frictionless. This could be very nasty if there is any strenuous
activity occurring at the tine. Wth the loss of friction there will be
nothing to hold the person/s in the bed. Depending on the |evel of
activity the person/s could sinply slide out of bed or be shot out of
bed at a high velocity. There are several applications for this magic
item But if found randomy by a character it could be fun for the GM
to suddenly say to a character that while relaxing on his/her newy
found sheets the character slides off and can not clime back into bed
(HEH- HEH- HEH HEH) . The effect will wear off in 2-8 (2D4) rounds if no
living material is in contact with it.

Gem of the Vo Yure - These finely cut and polished stones are

i ndi stinguishable fromordinary jewels, although a detect magic spel
will reveal its enchantnent. When gazed through, the Gem of the Vo Yure
enabl es the user to see all human and kindred creatures as naked. The
vi ewi ng range is 300'.

Grdle of Speedy Gestation - This girdle reduces the term of pregnancy
and labor to 1/10th of normal, with no ill effects to bearer or baby.

Grdle of H ppolyte - This is really a thin metallic chain one wears
around the waist. The wearer is conpletely i mmune to any di seases or
ill effects gained through sexual intercourse (including the |level-
draining abilities of succubi/incubi).

Hour gl ass of Parietals - This typical hourglass conpels sexual
segregation. Males and fenal es nmust nove into separate roons of any
bui | di ng contai ning such an hourgl ass once tine has expired. This
device is conmonly used in certain |lawful suspicious institutions of
I earning in the Real ns.

Jackkni fe of Circuntision - A magical device used in the initiation
rites of certain nythos, which functions as a Knife +2 in the hands of
a circunci sed mal e

Ladies' G ass Ball - A glass ball containing a green substance hangs
froma pendant. The ball itself is plugged fromthe bottomw th a plug



of cork. The green substance inside, however, wll show nagi cal
properties. |If consuned by a fermale this green potion will protect her
frominpregnation for 1d4 months (Gvs choice as to information given to
PC). However, if consumed by a nale the substance will instantaneously
cause 1d4 points of damage. Then a save agai nst poi son nust be nade
each hour for the duration of days equal to half the PC s Constitution
If he fails he | ooses one hit point per failure The poison in a nale

will not kill himbut causes himsever disconfort and enbarrassment. He
will begin to grow hair at an accelerated rate (1d4 inches/day) and his
voice will becone very feninine (no save)

Li pstick OF The Houri - This lipstick gives its wearer a limted kiss
ability mmcking the spell of the same nane. The effects | ast double
the duration of the spell. Each stick is good for 5 applications and

each application lasts for 1-6 kisses.

Mari shars M racul ous Bath House - This one square inch marble block is
carved in the appearance of a Roman-style villa with pillars at the
front and erotic nposaics on the side and back walls.

Once a day, the bathhouse can be invoked (comrand word Bachus). It
i mediately grows in size until it is as large as a small house. It is
identical to the statue, with high nmarble walls, and pillars at the
front covering the entrance.

The doorway is only large enough to allow one person at a tinme to
pass through, and has a | arge brass door that can be bolted fromthe
inside. Two large Iron Gol ens cast as Nubian slaves with scinmtars
guard the doorway.

Whoever passes inside first is the master/mistress of the bath
house, and all the creatures of the bath house will obey them Inside
the house is only one room with two pools (hot and cold) and severa
mar bl e sl abs. gauzy silk curtains, cushions and tapestries decorate the
pl ace. Several swans (white if the master is good/neutral, black if
evil) swimcalmy on the cold pool. In the bath house are 2d6 bei ngs of
the same race and opposite gender, with 18 charisma and 18 coneli ness.
They are happy to please and have 20's in any and all the new sexual
proficiencies. If the master/ m stress of the house wi shes, the
conmpani ons can be switched to any gender or species.

Inside the bath house, it is always confortably warm and there is

al ways food (as long as you like grapes and dates) and fresh water.

Not hi ng fromthe bath house (gol ens, compani ons, cushions, water,
food) can | eave the bath house. If taken outside they vani shes.

Morgai ne's Chainmail Bikini - As a fashion conscious adventurer
Mor gai ne has decided to create the ultimate in sexy adventure-wear, the
"Chai nmai |l Bikini".

Provocatively designed to distract opponents, the "Chainmail
Bi kini" covers only the nmniml basics in order to preserve nodesty.
Both the nmal e and fenal e versions are nmade of fine quality chain mail
carefully lined with the softest furs available, to ensure no nasty
chai n burns.

The "Chainmail Bikini" is magically enchanted to provide arnour
class protection affordable by anyone. The "base nodel" provides a
straight Arnmor Class 10 and is nerely for decorative/distraction
pur poses, providing basically no protection for the wearer. O her
nodel s provi de an increasing anount of magical protection, with a
correspondi ng i ncrease in cost.

The special "Tenperature-Controlled" nodels have an added feature
whi ch mai ntains body tenperature in extrene cold or hot weather. The



creature can stand unprotected in tenperatures as |ow as -30 degrees
Fahrenheit or as high as 130 degrees Fahrenheit with no ill effect.
Tenperatures beyond these limts inflict 1 point of damage per hour of
exposure for every degree beyond the limt

A special nodel, "Chainmail Chastity", provides a mniature |ock
and key for those adventurers who are concerned about | osing the
friendship of their unicorn friends.

And for those dungeons where the GMforgot to put in a bathroom
(or for femal e adventurers at _that_ tinme of the nmonth) there is the
"Port-a-Potty" nodel, which has a special liner that absorbs wastes for
up to one week's tinme. To clean, renove liner and place in a waste
receptacle, intone the appropriate magi cal phrase, and the liner wll
"give up" its contents. Intone the other mmgical phrase to reset the
l'iner for another week's work. Warning: Be certain to reset the l|iner
before the week is out, as the liner will automatically stop absorbing,
and there is a 50% chance that the liner will automatically reset
itself, leaving the adventurer with a lovely, warm feeling. Evil beings
| eave trapped versions by replacing the lining with a bag of devouring,
for a bit nore enjoynent.

A special smaller "Port-a-Potty" diaper npdel has been created for
i nfants and has been very popular in large cities.

Parents Sol oPlay Cursed Item - This cursed item can be anything but
typically is in the formof something used by a child in puberty such
as jewelry, brush/comb, or book. This item was created by a goodie
goodie cleric or nmage to ensure "spiritual purity". \Wen the possessor
of this itemmmsturbates roll 1d6 on the followi ng chart to see what
happens to the offender:

Di e Roll Ef f ect
1-2 "Struck by lightening" that does 10d6 (m nus
Constitution) points of damage. 5d6 points of damage if
i ndoor s.
3-4 "Go blind" that |asts 7d6 days.
5-6 "It falls off" but actually only causes 1d10 points of

pai nful, permanent danage to genital region. Also,
causes intense panic.

Penis of Astounding - This is a 12' long artificial penis. It is used
to stun an observer. When worn by a male, the Penis has a 70% chance of
stunning a person for 1d10 rounds. However when worn by a woman, the
odds increase to 95% The penis is not subject to sexual arousal or
feeling, thus it can be used in conbat, when unsuccessful as a penis of
astoundi ng. Another version, the Utra Penis of Astounding, also cones
with a bag of mlk.

Periapt Of Proof Against Pregnancy - This engraved gem appears to be a
gem of small value. This periapt provides 100% protecti on agai nst
pregnancy for males and fenual es.

Periapt OF Sexual Aides - This gem appears nothing else then a

di anond (500-1000 gp), and no nmagic is detected. When in possession no
effect is noted until the possessor engages in sex. Then, if a man is
wearing the periapt, he cannot have a orgasmuntil his partner (which
he is having sex with) has at |east one orgasm I|f worn by a woman, it
makes herself nore susceptible for orgasms (a roll of 1-2 on 1d10). In
a sexual act, if nmore than one person are using this kind of periapt,
they will explode for 3-12 (3d4) of blasting damage (10" radius), and



all possessors nust check a system shock or |ose the fertility.

Perfume/ Musk OF Attraction - This liquid increases the wearer's
charisma by 1 point. The duration is 1d20 hours. The liquid conmes in a
smal | bottle with 2d20 applications.

Philter of Love - As in the DMG page 144, with the foll owi ng revision:
the philter will only inspire Iove for the next person the inbiber sees
who is of the appropriate gender with respect to the inbiber's sexua
orientation

Phyl actery of Prophylactics - A phylactery with 1d6 detachabl e beads,
each one of which functions as a Contraception spell (see guide).

Potion of Aphrodisia - Functions as Cbsession spell (see guide)
directed towards next person seen by the inbiber, regardless of the
vi ewed person's gender

Potion of Potency - Functions as Prowess spell (see guide), for 6
hour s

Rahasi a's Whirl pool Tub OF Love - Legend states that this enchanted
whi rl pool tub was created by Rahasia, Mage Priestess of Ishtar, The
Priestess of Love. Wirlpools Iike this do appear in all I|shtar
tenpl es and the best appears at Rashasia's. Now, tubs appear all over
Certh and the Realns mainly as an itemof the rich and fanobus. The tub
is approximately 5 feet by 5 feet by 5 feet with side seats in it. The
tub can create air bubbles at the bottomthat flow delightfully to the
top. Also, the tenperature of the water can be controlled. Command
words are as foll owed

Tenperature Command Bubbl es Command
Col d Fri gus Low Hum lis
Varm Cal i dus Medi um Mbdus
Hot Fer vi dus Hi gh Alte

Sonme clever clerics and nmages have created gens that cause the sanme
effects as the whirl pool tub when they are placed in a small body of
wat er .

Ring O The Bulls - This regular ring is engraved with a bull head.
When worn by a male, his nore-private anatonmy increases in size. The
size is dependant on the type of the ring (Roll 1d12):

Di e Roll Ri ng Type Ef f ect
1-5 Cal f Add 1/3 of the size
6-9 Young Add 1/2 of the size
10- 11 Bul | Doubl e the size
12 THE BEAST Triple the size <- danger ous

The nmale also gains a +1 to constitution checks during sex.

Ring OF Perversion - Cursed ring that can only be renpved by a renove
curse spell. Wiile the ring is worn, the person suffers the effects of
a sexual insanity (roll on the insanity table).

Ring O Protection - This large ring is for males only and doesn't go
on fingers or toes. It provides 100% protection from pregnancy and



sexual diseases (both nmagical and natural).

Ri ng of Sexuality Detection - A very sinple ring with a white,

sem preci ous stone set in the side, which functions as per the Divine
Sexual Orientation spell (see guide), with the following restrictions.
Anyone whose orientation is scried makes a Wsdom check at -2. If the
check is made, then the scried individuals will sense that they are the
subj ect of some scrutiny. A successful Charisma check follow ng that
successful Wsdom check will alert themto the purpose - but not
necessarily the source - of the scrutiny.

Sheet OF Useful Toys - This appears to a nornmal sheet adorned with
about 20 small cloth patches of various shapes. Anybody can renobve a
pat ch. Detaching a patch causes it to beconme an actual item The item
is some exciting sexual toy. The toy could be anything like oil, a
whi p, blindfold, body |otion, body paint, or anything else the GV

i mages.

Spect acl es of Revealing - Wiile wearing these, the wearer sees everyone
as though they were absol utely naked.

Sword OF Castration - This weapon has a +2 bonus to hit and damage. The
real power of the sword is when the attacker rolls a non-adjusted 20 on
the attack roll. When this occurs, the victim(if mle, ignore if
female) will lose his nost treasured body part. Legend has it that this
sword was created by evil (and bitter) Amazon Warriors

Teeny-Weeny Bi kini - This object, when worn, will shrink upon conmand
revealing nore and nore of the wearer's body thus distracting any and
all male counterparts. If the save versus magic is not made, the men
around the woman will do various stupid things like run into walls,
trip, or make strange burbling sounds as they try not to let it be know
how they feel. Although the bikini will shrink, it will or will not
reveal anything depending upon the wearer's w shes. Thus, npdesty in
one mght be flagrant display with another. The bikini will fit anyone
of any size. The bikini also appears originally as a full body, 1920's
style swinmsuit. Additional References: The Teeny-\Weny- Swinsuit for
men. Cost: Vari es.

Underwear OF Virginity - This underwear is very popul ar anong
protective fathers. When worn, the underwear cannot be renoved without
the command word (usually the father's nmiddl e nane sai d backwards). The
underwear is normal in respects to touch, but it is inmpossible to rip
or tear. The underwear also magically disposes of body waste before it
| eaves the body, so there is no nmess and absolutely no reason to renove
it.

Wand of Elenora's Enbarrassment - The apprentice w zard El enora's
bi ggest achi evenent to date is a nmagic wand 12" |ong made of ivory with
silver bands around it. Under detect spells it appears as a wand of
invisibility; but as Elenora found out when she denponstrated it to the
assenbl ed wi zard council, it renders the users clothes conpletely
invisible for 1 turn (hence its nane).

It takes an Intelligence check (every round) to notice the
invisibility, as the clothes still feel perfectly normal.

wand OF Love - This wand is very thin, white, and has a lightning star
in one point. Anyone struck by the star ("to hit' roll required) mnust



save vs. spell or fall madly in love with the wand possessor. This |ove
is a double strength charm person (all rules apply), but the effected
character will even kill persons to retain his/her |oved man/woman in
romance.

wand of Pillows - A nornal |ooking wand which produces pillows. Here is
the nost fun magic item ever found, a "Wand of Pillows". Just point and
it produces |oads of nice fluffy pillows. Geat for padding that
dungeon roomto sleep. Also, on occasion it can pad the bottom of a
drop when one loses all of his/her rope. Furthernore, one can use it to
def eat opponents through bew | dernent, "Vile villain, stand back or
surely | shall slay you with my great and powerful wand", where upon
activation of the wand the enenmy would fall into uncontrolled |aughter
etc, etc, etc...

wand OF Vibration - This wand has a small dial at one end. In magica
ruins on one end of the dial it reads "Pleasant Tingle" and at the
other end of the dial it reads "The Crusher". The last setting is very
dangerous and can cause 1 point of structural damage per round to any
materials less than or equal to rock. Also, this setting cause 1d10
poi nts of damage per round to anybody foolish enough to place the wand
in a body cavity at such a high setting.

O her magic itens being worked on:
Wand of Instant Gratification (ecstasy spell) - Mrgan
Hel m of Horniness (cursed item - Mrgan

CUPI D' S CHAOTI C ARROWS

These arrows are the work of 'Irnar the chaotic mage (protege
Morgan Bl ackheart of the Chaotic Realn). Sonetinmes while trying to
enchant an arrow his mnd wanders to perverse or romantic thoughts and
the actual enchantnment isn't quite what he wants. He sells such
"rejects" to the | ocal weapons store at discount prices (which are
still quite high due to the power of nobst of them. The weapons deal ers
then sell the arrows to foolish adventurers. They advertise the arrows
as "G fts fromthe Love Gods", "M ssile Wapons for the Mature", and
"1f You Like Chaos...". Then, the dealers inflate the price and make a
bundl e. The arrows are avail able infrequently and at high cost. (One of
the nost popul ar deal ers is Secondhand Stan the Pawn and Porno Man).

These arrows are never predictable in their effects. Rol
percentile dice and divide by three (round fractions consistently).
Arrows may be used only once, at which time they disintegrate into a
worthl ess pile of dust unless stated otherw se. A successful hit from
an attack roll nust be nade to initiate an effect unless stated
ot herwi se. They do not do damage unl ess stated otherw se.

Mai nly chaotic characters use the arrows. Al so, characters with a
| ow wi sdomtend to use thema lot nore that others.

Ef f ects:

1) The arrow is reflected back at the archer. Roll again to see the
effects on the archer ignoring this result.



2) The victims Charisma is increased by 1d6 to a max. of 18 for 1d4
days.

3) The victims Coneliness is increased by 1d10 to a max. of 30 for 1d4
days.

4) The victims Dexterity with respect to sexual ability increases 1d6
to a max. of 18 for 1d4 day.

5) The victims Constitution with respect to sexual ability increases
1d6 to a max. of 18 for 1d4 day.

6) Al clothing, arnor, and personal bel ongings carried on the victim
fall to ground |eaving the victimnaked.

7) The victimwill fall in love with the first living creature of the
opposite sex to neet his/her gaze and feel conpelled to follow the
creature for 1d4 days in hope to win her/his |ove.

8) The victimwi Il fall in love with the first living creature of the
opposite sex of the sane race to neet his/her gaze and feel conpelled
to follow the creature for 1d4 days in hope to win her/his |ove

9) The victimgoes into a nelancholy depression for 1d4 days during
whi ch he/she feels conpelled to recite and attenpt to wite | ove
poetry.

10) The victim becones infatuated with hinsel f/herself for 1d4. He/ She
spends a |l ot of his/her nmoney on mirrors, fine clothing, perfunes,

cosnetics, etc.

11) The victimfeels the urge to kiss a living creature of the opposite
sex and sane race, and will make every attenpt to do so.

12) The victimfeels the "urge to nmerge" a living creature of the
opposite sex and same race, and will nmake every attenpt to do so

13) "Love is blind" so victimbeconmes blind for 1d4 days.

14) The victimbecones "drunk on love". Therefore, he/she is affected
as if intoxicated for 1d4 days

15) The victim becones "crazed with love" for 1d4 hours. Thus, he/she
is confused. Roll 1d10 for the results:
Wander away (unl ess prevented)
-6 Stand confused one turn (then roll again)
-9 Attack nearest creature for 1 turn (then roll again)
0 Act normally for 1 turn (then roll again)

P ~NNPR

16) The victimbeconmes "love struck"” for 1d4 days. Thus, he/she goes
into a state of suspended animation. This cessation of time nmeans that
the victimdoes not grow ol der. His/her body functions virtually cease.

17) "Nothin' says lovin' like a bun in the oven", so female victinms
becone i npregnated. Roll 1d10 to find out what the child is:

1-5 same race as parent

6-9 other comon race (elf, human, dwarf, halfling, etc.)



10 Denon
Mal e victinms suffer 4d6 points of danage as punishment for going around
and getting i nnocent fenales pregnant.

18) "Say love with the gift that lasts: a dianmond". The tip of the
arrow turns into a dianond during its flight. The recipient's Arnor

Cl ass becones 10 due to the piercing of the dianmond (dexterity bonuses
still apply). The dianond-tipped arrow inflicts 1d10 points of damage
The dianond is worth roughly 1d4 X 1000 sil ver pieces.

19) "Love is in the eyes of the beholder”. During the flight of the
arrow, it becones a 70 hp behol der (Monstrous Conpendi um Vol. 1) and
attacks the intended recipient of the arrow. Upon the victims
destruction, the beholder will attack randomy

20) The victim begins dancing for 1d4+1 rounds, conplete with feet
shuffling and tapping. This dance makes it inpossible for the victim
to do anything other than caper and prance; this cavorting worsens the
Armor Class of the victimby -4, makes saves inpossible except on a
roll of 20, and negates any consideration of a shield.

21) The victimhas the urge to becone a prostitute and will attenpt to
fulfill this urge for 1d4 days.

22) The victimcontracts a random normal sexual disease.
23) The victimcontracts a random magi cal sexual disease.
24) The victimcontracts a random sexual insanity.

25) The victimattracts frogs for 1d4 days. The frogs are plain,
ordinary frogs whether you kiss them or not.

26) If the victimis male, he develops |arge breasts for 1d4 days. If
the victimis femal e, she devel ops an enornous anount of body hair and
will prefer to urinate standing up

27) The arrow is a Heartbreaker. The arrow turns into a |lightning bolt
that inflicts 10d6 points of danage upon contact. A successful save vs.
spel |l reduces the damage to half (round fractions down).

28) The arrow is a Screaner. The whistling sound is |ike the sound of a
bomb falling, but without any effect whatsoever. Normal damage.

29) The arrow becones seni-intelligent with a great knowl edge of poetry
equal to a bard's. It will constantly follow the victim around
receipting all fornms of |ove poetry.

30) The arrow turns into a rose upon contact.

31-33) REROLL

PROTECTI ON OF THE WORST KI ND (FOR THE MALE)



To better equip the saintly woman, sone people (probably those gnones)
have desi gned sone vagi nal inserts to make woul d-be rapists pay for
their lustful attenpts at unlawful entry. But first |let us see where
these inventions originated at:

It seems that the first case of protective vaginal inserts began
in human tribes of the wilderness. Naturally the daughter of a tribe's
chief was the npst sought after girl in the village, and there was a
strict custom about whoever took her virginity woul d be the next
| eader .

To protect their little girls fromunlawful entry certain tribes
devel oped vagi nal inserts. There is a certain type of cactus whose
spines grow at angles on a rather broad, snooth leaf. The chief's wife
woul d renove the spines fromone side of two | eaves and insert these
pi eces into the daughter's vagina with the spiny sides facing each
ot her and pointed back inside the girl.

If anyone tried to have his way with the girl, his penis would
slide in easily enough, but when he went to pull out...... eeeeh. ..

Model VI-1

Basically a five inch vaginal insert constructed of netal that has a
four inch hooked spike in it as such:

Thus, any male forcing intercourse would have this device stuck in his
penis and he would be easily identified by the wounds.

Model VI -2

Sane construction as Mddel VI-1 accept that the walls of the insert al
have spring hinged tiny spikes that point inward as such:

Thus, the woul d-be rapist will have this device stuck on/in his penis
and he woul d be easily identified.

MODEL VI - S1

This sinister vaginal insert allows the wonan to rel ease a spring

| oaded bl ade. When the woman thrust a certain way (instructions

i ncl uded) the blade springs out and slices up whatever is in her at the
time.



Model VI-HM Bl ueprints

These blueprints allow a person to nake a safe honmenmade version of
protection at a |ow cost. Although sonewhat conplicated, the person
basi cally uses carefully placed broken glass in cork

Concl usi on

There are two mmj or reasons that these inventions never made it
into maj or production: no woman wants to wear what for her is basically
a dildo all day, and a harmed woul d-be rapist is an unhappy woul d-be
rapi st and woul d probably kill a woman who used such a thing.

HOURI : W ZARD SUB- CLASS

DESCRI PTI ON: The Houri is a nynph of paradise. She was born in a seedy
section of a city, growing up in a poor and miserable |life but drean ng
of a better future. Yet, instead of turning to a life of thievery Ilike
nost, her beauty and intelligence leads her to a life a nagic. Once
there, she specializes in charm ng, enchanting, and seduci ng.

Sonme peopl e | ook down upon her as a disgusting prostitute and
vi xen. Others view her as a sensual beauty and the npost desirabl e being
on the Prine Material Plane.

In addition to normal magic-user requisites, the Houri nust have a
m ni num Chari sma of 15 (her voluptuously alluring beauty and charm
bei ng evident). Also, a Houri is female (although adjustnents can be
made for nmen and thus a G golo wi zard sub-class is born). Furthernore,
she nmust be of chaotic alignment.

PREFERRED SCHOCLS: The nost appropriate school for the Houri is
enchant nent/ char m

BARRED SCHOOLS: AlIl other schools are barred.

ROLE: The Houri is a fun-loving, charm ng person who can find herself
mngling at all the high-class parties with many nen-a-calling. She can
al so be found being a high-class prostitute for the wealthy and

well -to-do. Her nmagic abilities are not always known by the conpany she
keeps, which leads to mystery on why she is so alluring.

Having a terrible and trapped chil dhood, the Houri is glad to
adventure, traveling to many cities being the flirt in each. Her
abilities of charm and conmuni cati on make her val uabl e when in contact
with intelligent beings (shes so irresistible). Because of this, she
tends to be viewed as the | eader of the group, although this probably
isn't true (such matters of tactics, marching order, etc. are of little
i mportance to her).

WEAPON SKI LL: REQUI RED: dagger or knife. The Houri is often fond of
long, thin pins such as hat-pins and hair-pins, which can be easily
conceal ed on the Houri's person and do 1-3 points of damage

NONVEAPON SKI LL: BONUS: Etiquette, any one of the sexua
skills listed in this guide (player's choice). RECOWENDED: (Ceneral)
Artistic Ability, Dancing, Languages (Moddern), Singing (Rogue, no



penal ty), Gam ng

EQUI PMENT: The Houri can spend her noney on anything she |ikes.
Remenmber, that the Houri should maintain a |level of high beauty. Thus,
jewelry, fine clothing, and perfumes are a favorite itens of purchase
for a Houri.

SPECI AL BENEFI TS: The Houri has a special power of seduction described
in the "Seduction For The Professional" section.
The Houri receives a +3 reaction nodifier from nmen

SPECI AL HI NDRANCES: A Houri is not allowed to wear protective arnor;
i ndeed, the less clothing she wears, the nore effective she is.

The Houri receives a -3 reaction nodifier fromwonen, for obvious
reasons.

The Houri refuses to |live the terrible poor life she once had.
Thus, when maki ng purchase, the Houri accepts nothing but the best,
whether it be a neal, a roomfor the night, a weapon, or even a chest
to carry her possessions. Any tinme she buys any item the Houri nust
pay 10 to 100 percent nore than the listed price. The GMwi ||l decide
the price paid by the Houri, which my vary fromitemto item
dependi ng on the quality of merchandise in a particular |ocale.

WEALTH OPTI ONS: The Houri receives only (1d4+1) x 5 GP for starting
noney.

RACES: A Houri can only be human, elven, or half-elven.

SEDUCER: W ZARD SUB- CLASS

DESCRI PTI ON: Where the Houri tends to be bubbly and perhaps a little
i ndi scrim nate, the Seducer (Seductress if fenanle) is nore subtle and

discreet in his efforts. He will be dressed el egantly but not showy,
have excellent taste in all that matters, and be very capabl e of
foll owi ng through on everything he prom ses... but whether he does, is

anot her story. Seducers are the Valnonts and the Casanovas of the nmagic
world. In addition to the normal requirenments for a magic user, the
Seducer nust have a mnimum 15 Charisma and 12 Wsdom (to be able to
figure out all the tricky angles to use on which particular person).

PREFERRED SCHOOLS: Seducers may not specialize

ROLE: The Seducer is the man that all the women swoon over and the
Seductress the woman nen fight over. They are mani pulators in cunning
and subtle ways -- yet they are not all evil, some nerely wish to
explore their sexuality in as many ways as they can, and sone are
merely | ooking for a nmutual good tine.

WEAPON SKI LL: RECOWMMENDED: Dagger, or sone ot her small weapon easily
hi dden and carried about.

NONVEAPON SKI LL: BONUS: Etiquette, Dancing, Artistic Ability, any one
sexual NWP. The Seducer is assuned either to have come from a high-
cl ass background or to be aspiring to/pretending to have one.



RECOVMENDED: Languages (Modern), Singing (Rogue, no penalty), Ganing

EQUI PMENT: The Seducer should spend a fair anount of noney on good
clothing, and should bear in mnd if nmale that taking all those |ovely
ladies to dinner will cost a pretty penny.

SPECI AL BENEFI TS: The Seducer uses a special power of seduction
described in the "Seduction For The Professional" section with the
followi ng formula rather than the one given:

Seducer's |l evel + his Charisnma
Victims level + nodifiers + Wsdom bonus
vs. charm spells

Addi tionally, the Seducer receives a kind of "professiona
courtesy"” fromfellow charnmers. Such creatures as nmermai ds, succubi
medusae, vanpires, sirines, or others that use natural charm spells
(GM s discretion) will not attack the Seducer and will be friendly
toward himas long as he is the same toward them Sane creatures will
be neutral to the Seducer's conpanions so |long as those conpani ons are
sane toward them but even should the conpanions attack the creatures
will not attack the Seducer until he attacks them

SPECI AL HI NDRANCES: The Seducer nust maintain his wardrobe, and is
constantly replacing articles which have been nuddied or torn. They are
such perfectionists in their craft that they will dispose of anything

that will harmtheir seductive craft unless it can be perfectly nended.
They will also pay 10% 100% nore than the normal cost whenever making a
purchase due to their exacting standards.

The | onger a Seducer practices, the nore charm ng he beconmes -- so

much so, in fact, that any humanoi d of the opposite sex who cones in
contact with himnust save vs. spell at a penalty equal to the
Seducer's level, and with no magical protective aid (no rings of
protection, etc., but Wsdombonus is allowed) or becone mildly
enanoured of himand di sposed towards jeal ousy of any perceived rivals.
This can work to the Seducer's advantage, but not when he's trying to
seduce the Duchess and the enanopured chanbernmai ds are putting nmud in
her stockings.

Additionally, should a natural 1 be rolled on the saving throw,

the victimwi |l become conpletely obsessed with the Seducer. The victim
will do anything (even violate his alignnment) to gain the Seducer's
love, and will deal ruthlessly with all rivals, real or perceived.

This condition will last until negated by a Cure Insanity cast by a

cleric of higher level than the Seducer, a Heal, a Linmted Wsh, a
Wsh, an Alter Reality or an Angel's Negation is cast on the afflicted.
Al ternately, 2d12 sessions psychotherapy |asting one hour each will
grant the sane result as an Angel's Negation.

WEALTH OPTI ONS: The Seducer begins with 5d4x10 gold pieces of starting
money to sinulate his higher standing. However, he nust spend 50% of
it on clothing

RACES: A Seducer can theoretically be any race, although nost Gvs woul d
probably prefer to limt it to humans, elves and half- el ves.



SEDUCTRESS: ROGUE SUB- CLASS

DESCRI PTI ON: The Houri does it for sleazy pleasure, the
Seducer/ Seductress nmage does it for professional pleasure, but the
rogue Seductress does it for the wealth.

The Seductress is a femal e rogue who uses her special abilities of
seduction to get what she wants. Unlike the nmage Seductress who is in
it nore for lust, the rogue Seductress is nore nmaterialistic using |ust
to get things.

In addition to the normal requirenments for a rogue, the Seductress
must have a m nimum Dexterity of 12, a minimum Wsdom of 13, and a
m ni num Chari sma of 15. The prinme requisites are dexterity and
chari sma

A Seductress can be any chaotic alignment or neutral evil.

ROLE: Seductresses are the wonen that nmen gawk over. They are
mani pul ators in cunning and subtle ways typically getting what they
want which is usually noney. And if they have sone wonderful sexually
experiences, they better.

Many thieves guilds have at |east one Seductress high up in the
organi zati on. Most Seductresses latch onto the guild | eader and use
their powers to control the | eader as a puppet and thus rule the guild
from behind the scenes.

Skill Progression: The Seductress has the thieves skills of Pick
Pockets, Move Silently, Hide in Shadows, and Detect Noise. The
Seductress doesn't have the thieving skills of Open Locks, Find/ Renove
Traps, Cdinb Walls, and Read Languages.

WEAPON SKI LL: RECOMMENDED: Dagger, or sone other small weapon easily
hi dden and carried about.

NONVEAPON SKI LL: BONUS: Etiquette, Dancing, Disguise, any one sexua
NWP. RECOMMENDED: Languages (Modern), Singing, Gam ng

EQUI PMENT: The Seductress should spend a fair anpunt of nobney on good
clothing, perfunme, and other items of beautification. The Seductress
doesn't wear arnor as it hi des her beautiful body unless shes on a
thi eving excursion and then | eather arnor is acceptable.

SPECI AL BENEFI TS: The Seductress uses a special power of seduction
described in the "Seduction For The Professional" section with the
follow ng formula rather than the one given:

Seductress |level + (her Charisma / 2)
Victims level + nodifiers + Wsdom bonus
vs. charm spells

SPECI AL HI NDRANCES: The Seductress nmust mmintain her wardrobe, and is
constantly replacing articles which have been nuddi ed or torn. They are
such perfectionists in their craft that they will dispose of anything
that will harmtheir seductive craft unless it can be perfectly nended.
They will also pay 10% 100% nore than the normal cost whenever naking a
purchase due to their exacting standards.



Note al so that the Seductress also has a great love for jewelry.
After all a woman is only as beautiful as her accessories. So the
Seductress is required to spend a consi derabl e ambunt of noney on such
t hi ngs.

The rogue Seductress is typically | ooked down upon by Houris and
mage Seducers. They usually go out of their way to make life difficult
for Seductresses when possi bl e.

WEALTH OPTI ONS: The Seductress begins with 5d4x10 gol d pi eces of
starting noney to sinulate his higher standing. However, he must spend
50% of it on cl ot hing.

RACES: A Seductress can theoretically be any race that can be rogues,
al t hough nmost Gvs woul d probably prefer to limt it to humans, elves,
and hal f-el ves.

SEDUCTRESS' GUILDS: These guilds are nostly in large cities and often
found in matriarch cities. The guilds provide training for seductresses
and wi Il provide nost often cheap room and board. The guilds are often
connected to the governnent officials. This way they can provide
service wi thout any need for secrecy.

The guild will give information on other guild |ocations and
pl aces where nmales are the mnority of a population. That way a working
woman can be financed easily. The guilds are often against any male
rul ed kingdoms and will pay for services of destabilize these
governments. The dues are paid by training and using the facilities of
the guild. Such as baths, cosmetics, spells, etc.

The guilds are run by ol der seductresses. They often have
heagmasters and a small council. They set up rules and dress codes for
the area Sone guilds provide the comunity with escort services.

PSI DUCER: PSI ONI CI ST

DESCRI PTI ON: The Psiducer is a telepath who uses her (or his) psionic
ability to for pleasure and power. Like the mage seducer, the Psi-
Seducer seeks pl easurabl e experiences through mani pul ati on of others.
Li ke the rogue seducer, the Psiducer seeks wealth and power.

The Psiducer is always | ooks wonderful. The mind is great but the
body | ooks the best. The Psiducer dresses quite elegantly favoring silk
cl ot hing above all others (sone sages say that silk hel ps channe
psi oni ¢ power).

In addition to the normal requirements for a psionicist, the Psi-
Seducer must have a mninmum 16 Charisma. The Psiducer can be of any
alignnment allowed by psionicists. Telepathic is her primary discipline.

ROLE: The Psiducer is a nuch desired person. A beautiful person with a
good m nd; what a conbination (and probably dangerous). The Psiducer is
concerned with her own needs which nainly revolves around the pl easures

of the m nd and body and npbst Psiducers will pursue this avenue to the
end. As part of the Psiducer's vanity, she strives for large quantities
of material wealth and will use her powers of seduction to get it.

Havi ng noney brings power which keeps the Psiducer's |ifestyle
pl easi ng.



CHOSEN DI SCI PLI NES: REQUI RED: Tel epat hi ¢ RECOMWENDED: Psychonet abol i c,
Clairsentient

SCI ENCES: REQUI RED: Split Personality. RECOVMMENDED: Doni nation, Mass
Dom nation, Switch Personality, Probe, Aura Sight, C airaudience
Cl ai rvoyance, Create Object, Appraise

DEVOTI ONS: REQUI RED: one Sexual Psionic Devotion, Attraction, Awe,
Empat hy. RECOVMENDED: Conceal Thoughts, Contact, Daydream ESP, Fal se
Sensory I nput, Psychic |npersonation, Repugnhance, Post-Hypnotic
Suggestion, Telepathic Projection, Inflict Pain

WEAPON SKI LL: RECOWMENDED: Dagger, or sone other small weapon easily
hi dden and carried about.

NONVWEAPON SKI LL: BONUS: Etiquette, Artistic Ability, any two sexua
NWP. RECOMMENDED: Languages (Modern), Singing (Rogue, no penalty),
Gami ng.

EQUI PMENT: The Psiducer spends a fair anount of nobney on
beautification. The Psiducer doesn't wear arnor as it hides her
beauti ful body.

SPECI AL BENEFI TS: The Psiducer is a pleasure to be around and doesn't
need any nore benefits.

SPECI AL HI NDRANCES: Because they use their psionic abilities for earthy
reasons, the Psiducer is | ooked down upon by other psionicists. This
results in a reaction penalty (usually 5% decided by the GM

RACES: Any that may be a psionicist.
NOTES: Here are sone creative uses for existing powers

- Disintegrate clothes

- Expansion of Bust or Hips

- Probe for sexual experience or preference
- I nduce pleasure on herself

- Summn Pl anar Creature - Succubus

- Adrenaline Control - Increase Constitution

Here are psionic powers that creative psionicist are working on:

- Bel ow WAi st Project Force

- Di sease Sense

- Ecstasy Field

- Create Insanity (a very special Psychic Surgery)
- Beautification (a very special Metanorphosis)

- Desire Whip

- Sexual |nsinuation

- Sexual Daydream

- Desire Anplification

- Graft Partner

"I"MJUST A d GLO..."



G GOLG BARD SUB- CLASS

SPECI ALTY: Entertainer/Lover/Romantic.

QUALI FI CATI ONS: Standard ability scores (Dexterity of 12, Intelligence
of 13, Charisma of 15). G golos nust have a Constitution of 16 or nore.
Humans, Hal f-elfs, Elves may become G gol os but they nust be male

Al though it is not required, the reconmended alignments for
G golos are Neutral Good, Neutral, and Neutral Evil. These alignnents
seem nost appropriate. Lawful characters woul d steer clear of
situations that G golos often find thenmselves in. Also, chaotic
characters couldn't remain with just one person |ong enough which is
what the G golo sub-class is all about.

I NTRODUCTI ON: I'"mJust A Ggolo (Sad and Lonel y)
--- by Roth Van Cl evens
I"'mjust a G golo and everywhere | go,
peopl e know the part I'mplayin',

Pay for every dance, selling each romance
ohhh, what they're sayin',

There will cone a day, when youth will pass away,
what will they say about ne,
Vell the in crowmd will know, | amjust a G golo

LI FE goes on without ne,
Cause'

I, ain't got nobody,
nobody cares for ne, nobody, nobody,

I"'mso sad and | onely,
sad and | onely, sad and |onely,

Wn't sonme sweet manma cone with ne,
| ain't so bad,

Booza Booza Bop Tity Bop.

DESCRI PTI ON: Sages refer to gigolos as nen paid to be wonen's escorts
or lovers. Some view gigolos as sad versions of Gallants, but gigolos
are nore. Sure Gallants are pure and romantic, but their only concern
is their own personal passions. They charm and steal the hearts of
wonen and then wi sk away. The only tine Gallants are concerned for
others is when they can obtain glory and prestige. On the other hand,

G golos nmake their living entertaining womren. Their whol e purpose is to
pl ease and satisfy wonen.

RCLE: A gigolo travels the |ands |ooking for a beautiful woman (usually
weal thy and single and probably being a widow) to satisfy. He will stay



with one woman until the situation becomes unrewardi ng

When a gi gol o goes adventuring, it is likely the result of a
request froma fair nmaiden, to retrieve an item of beauty and | ove, or
for some other romantic cause. Unless a wonan is present, the gigolo
wi Il probably stand clear of danger. But if a woman is |ooking on, then
the gigolo will be quite the hero.

SECONDARY SKI LLS: Merchant, Donestic Servant.

WEAPON SKI LL: G gol os nust use gentl eman weapons such as the rapier,
epee, foil, sabre, and dagger. They may not use nissile weapons such as
| ong bow, short bow, crossbow, darts, etc.

NONVEAPON SKI LL: BONUS: Etiquette, Sexual Endurance, Sexual Know edge,
Massage, Poetry. RECOMMENDED: (General) Artistic Ability, Dancing,
Languages (Mdern), Singing (Rogue, no penalty).

ARMOR/ EQUI PMENT: A Gigolo is not allowed to wear protective arnor
i ndeed, the less clothing he wears, the nore effective he is.

SPECI AL BENEFI TS:
The G golo gains a +05% adjustnent to the Detect Noise thief

skill, because listening is very inportant to him (especially for the
approachi ng footsteps of husbands, boyfriends, etc). Also, a G golo
gains a +10% adj ustnent to the Read Languages thief skill, because npst
of G golo's custonmers are going to be fairly educated and nost of them
are likely to have a substantial library.

Poetic Charm A G golo who directs his attention to one person of
the opposite sex can attenpt to win that person's heart. This requires
the G golo to performmany subtle acts of wit and charm Anpbng these
acts nust be the recital of at |east one poem concerning the person.
The entire effort takes a mnimum of 10 minus the bard's |level turns
(not less then one turn), after which the person rolls a saving throw
vs. Paralyzation with a -1 penalty per four levels of the G golo.
Failure neans that the person is affected as if the G golo cast a Charm
spell on himor her.

The effect is not nmagical and doesn't wear off over tinme, unless
the G golo treats the person badly or exploits them Each abuse results
i n anot her saving throw being rolled to break the G golo's charm The
Dungeon Master may apply adjustnments based on the situation.

Personalize: This Benefit allows the G golo to personalize any
song, poem or story for 1 person. This nakes the person targeted fee
as if the poem song, or story is about them Once a piece has been
personalized the target will perform any suggestion the Bard nmakes as
long as it is not contrary to their nature for 2d10 rounds. If a Bard
personalizes a bit for soneone else within 5 turns of the previous
target, the first target will fly into a rage from jeal ousy. Although
the first target may not act right away, he or she will attenpt sone
formof revenge. It is up to the Dungeon Master to determ ne the
quantity and net hod of revenge.

Donestic Skill: A Ggolo will excel at any one donestic skill.
The Bard will be able to succeed in all but the npst extrenme attenpts
at his or her particular skill. The donestic skills include but are not

limted to: cooking, cleaning, shopping, butler, fashion consultant,
etiquette, diplomacy, w ne connoisseur. The Bard should pick one of
these to excel in, but my take any of the others as a skill. These
skills are used by the Bard to inpress any custoner and can becone an
asset when paynent is considered.



Conceal Activities: The G golo may have nore than one custoner.
This ability allows the Bard to Conceal his activities with one
custoner fromhis other customers. It cones into effect when a custoner
asks the Bard about his "off-time". The Bard is able to skillfully fend
off any inquiries by redirecting themonto other subjects. Only under a
spell or spell-like effect will the Bard reveal his other activities
(unl ess he wants themreveal ed, of course).

SPECI AL HI NDRANCES

The G golo receives a -3 reaction nodifier frommen, for obvious
reasons. Also, the G golo will not gain any followers and will in npst
cases not have a strong hold.

The G golo suffers a -10% adj ustnment to the Pick Pockets thief
skill, because he doesn't practice this skill nuch since it has little
val ue for him

The G golo refuses to live the terrible poor Iife. Thus, when
maki ng purchase, the G gol o accepts nothing but the best, whether it be
a neal, a roomfor the night, a weapon, or even a chest to carry his
possessions. Any tine he buys any item the G golo nust pay 10 to 100
percent nmore than the listed price. The GMwill decide the price paid
by the G golo, which my vary fromitemto item depending on the
quality of merchandise in a particular |ocale.

The G golo contacts many females in an intimte way. If he
contacts any sexual disease and passes it on to a client, he will not
be contacted by any new clients, and as word gets around he will |ose
all his clients. Eventually he will not be able to support himself in
his current place of residence and will be forced to nove to another
| ocal e.

GETTI NG TO KNOW A PROSTI TUTE ( RANDOM GENERATOR)

OVERALL PROSTI TUTES

Before getting to know a specific prostitute, the prostitute poo
shoul d be known. The GM nmay nake adjustnments as she/she deens
necessary.

To decide the nunber of prostitutes in a given settlenent exam ne
Tabl e 1. Make adjustnents based on alignment of the settlenent (Table
2). NOTE: Mpst Gvs feel that the number of prostitutes should never
exceed 10% of the total popul ation unless the settlenments primary
function is prostitution. Therefore, adjustnments should be nade
accordi ngly.

TABLE 1: Nunber of Prostitutes

Sett| ement Popul ati on # OF Prostitutes
Thor p 20- 80 1d6

Ham et 100- 400 1d10
Village, Wch 600- 900 1d20

Town 1500- 6500 1d100

City 10000- 60000 2d100



TABLE 2: Alignment Adjustnments To # OF Prostitutes

Lawf ul divide by 2
Chaotic multiply by 2
Good di vide by 2
Evi | mul tiply by 2

I nformation on prostitutes working under managenent can be found
in the "The House O 11l Repute" section.

GETTI NG A FEEL FOR THE PROSTI TUTE

Not all prostitutes are alike. Below are the steps necessary to
make a very uni que and exciting prostitute.

1) Choose an appropriate sex for the prostitute. Randomy, there is a
80% of fermal e prostitutes and a 20% of mal e prostitutes.

2) Choose an appropriate race in respects to the environnment (i.e.
area, population, politics, etc.).

3) Generate ability scores as describe in your RPG system The
prostitutes highest ability should probably be constitution.

4) Hei ght and wei ght can be generated random y using Table 3. Take the
appropriate base score and add the die roll nodifier.

5) Roll on Table 4 three tines to get hair color, eye color, and
conpl exi on.

6) Age can be generated randomly using Table 5. Take the appropriate
base age and add the die roll nodifier

7) The various neasurenments of a women can be generated as foll owed

- Roll on Table 6 to get the vital neasurenent statistic.

- To find bust size, add the Vital Statistic to the proper Bust
nodi fier (Table 7).

- To find waist size, add the Vital Statistic to the proper Wi st
nmodi fier (Table 7)

- To find hip size, add the Bust to the proper Hips adjustnment
(Table 7)

If the woman's height is below 5 feet, then nmodify bust and hips by
-2.

8) The mj or nmeasurenent of a man is 1d4+5 inches.

9) Wth prostitutes can conme bad things. Roll on Table 9 to decide if
anything bad cones with the prostitute. Then, roll on the appropriate
table in the appropriate section of the guide.

10) Wth prostitutes can conme good things as well. Nanmely, specialties
that the buyer may really like. Roll on Table 10 to decide if anything
extra comes with the prostitute. Wth specialties cone additiona



costs. Adjustnments to cost are shown on this table as well. (Cost is
cal cul ate next.)

11) The average cost to hire a prostitute is 1000 SP / nunber of
prostitutes available. Thus, the average cost for a prostitute in a
town with 10 prostitutes is 100 SP each

Adj ust ments are made based on inclination. Roll on Table 10 to get
inclination with adjustrments from Table 11 and Table 12. Add the
listed percent of the current cost to the current cost to get the new
cost. Inclination is just an attitude that the prostitute has towards
the prospective client which affects the price

Anot her adjustnment is nade based on specialty, which was
calculated early (Table 9). Add the listed percent of the current cost
to the current cost to get the new cost.

The | ast adjustnment is nmade based on the race of the prostitute.
Multiple the nultiplier from Table 13 to the current cost to get the
final cost. (NOTE: This adjustment is mainly for human settlenents. An
all dwarven settlenent woul d have a higher demand for other creatures
then dwarves. Thus, prices for humans woul d probably be nore.)

Addi tional costs can manifest itself when patronizing a courtesan.
A player mght have to spend nmoney on a neal (they got to eat too),
al coholi ¢ beverages (no doubt), a room (unless you like doing it in an
all ey), and nedical expenses (you give them a di sease, you pay for it).

Now, a nice versatile prostitute has been created, but there stil
is roomfor inprovenment. Keep in mind that some prostitutes are thieves
(probably high-1evel) and should have such abilities. Some could even
be fighters with weapon specializations in knives and daggers. There
could even be cleric prostitutes who worship some evil deity of lust.

The thing to remenmber is that a GM can use a prostitute as a very
i mportant NPC. Prostitutes usually have information (dirt) on everybody
who passes through their beds; not to mention pillow talk info. that
shoul dn't have been told. A prostitute is nore interesting than the old
fat tavern keeper with old boring stories. Keep this in nmind, before
throwi ng out such an encounter.

TABLE 3: Hei ght And Wi ght

Hei ght in Inches Wei ght I n Pounds
Race Base* Modi fi er Base* Modi fi er
Dwar f 43/ 41 1d10 130/ 105 4d10
El f 55/ 50 1d10 90/ 70 3d10
Gnone 38/ 36 1d6 72/ 68 5d4
Hal f - El f 60/ 58 2d6 110/ 85 3d12
Hal fli ng 32/ 30 2d8 52/ 48 5d4
Human 60/ 59 2d10 140/ 100 6d10

* Fermales tend to be lighter and shorter than males. Thus, the base
nunbers for height and weight are divided into male/femal e val ues.
Note that the nmodifier will allow for a broad range in each category.

TABLE 4: Col or Stats.

D e
Rol | Hai r Col or Eye Col or Conpl exi on



01-13 Brunette Lt. Blue Dusky Qive

14- 26 Bl ond Dk. Green Bronze

27- 34 Aubur n Hazel M1l ky Wite

35-42 Sabl e Br own Ebony

43-50 Crimson Crinmson Lt. Red

51-58 Silver Silver Yel | ow

59- 67 White Lt. Green Br own

68- 75 Sky Bl ue Dk. Bl ue Gol den

76- 83 Lt. G een Pi nk CHOGCSE

84-91 Lil ac CHOGSE CHOGSE

92- 99 Iridescent CHOGCSE CHOGOSE

00 Bal d Each Eye Diff. CHOOSE

TABLE 5: Age

Race Base Modi fi er

Dwar f 40 5d6

El f 100 5d6

Gnone 60 3d12

Hal f - El f 15 1d6

Hal f1ing 20 3d4

Hurman 15 1d4

TABLE 6: Vital Measurenent Statistic

De

Rol | Vital Stat.

01- 30 22"

31-50 23" * CONSTI TUTI ON V. S. MODI Fl ER

51- 65 24" 3-8 -2

66-77 25" 9-12 0

78-82 26" 13-18 +2

83- 85 27"

86- 90 28"

91- 94 29"

95- 97 30"

98- 99 31"

00 32"

TABLE 7: The Measurenents

Charisma * Bust Wai st Hi ps

3 0 5-30" +6d6"

4-5 5-8" 2-12" +1d6"
6-8 6-9" 1-4" 0
9-11 7- 10" 1-2" 0
12- 15 8-11" 0 0
16- 17 9-12" 0 -1
18 10-12" 0 -2"

* Optionally, you may prefer to use Coneliness rather than
Charisma since Coneliness is a better representation of beauty.

TABLE 8: Prostitute Extras



Die
Rol | Extra
01-49 Not hi ng
50-79 Natural Disease
80-89 Magi cal Disease
90-99 Insanity

00 ROLL TW CE

TABLE 9: Specialty

De
Rol | Speci alty Adj ust nent
01-49 Not hi ng 0
50- 69 Massage + 10%
70-79 Anal Sex + 20%
80-89 Oral Sex + 40%
90- 97 Bondage + 60%
98-99 Roll Twice + 80%
00 Roll Thrice + 100%
TABLE 10: Inclination
D e
Rol | Inclination Adj ust ment
01 Loat he + 100%
02 Hat e + 75%
03-04 Di slike + 50%
05- 06 Al oof + 25%
07-08 Synpat heti c - 30%
09-11 | nterested - 40%
12-14 Pl ayf ul - 50%
15-16 Capaci ous - 60%
17- 18 Fondness - 70%
19 | nfatuation - 80%
20 Passi onat e - 90%

TABLE 11: Disposition Mdifier To Inclination

De
Rol | Di sposition Mod.
01- 02 Angry -3
03-04 Jeal ous -2
05- 07 Pensi ve -1
08-10 Tired 0
11-13 Tender +1
14- 15 Excited +2
16-17 Ar dent +3
18-19 Erotic +5
20 Cbsessed +6

TABLE 12: Charisma OF Client Mddifier To Inclination

Charisma Mod.



0-12 0

13- 16 +1
17 +2
18 +3

TABLE 13: Racial Miultipliers to cost

Race Mul tiplier
Human 1.0
El ven 5.0
Hal f - El ven 2.5
Dwarven 3.0
Hal fIing 4.0
Orchi sh 0.5
Hal f - Or chi sh 0.7
Exotic (O her) 8.0

FI LLI NG THE HOUSE COF | LL REPUTE

The information for this section is taken fromthe out-of-print
The Free City OF Haven (Copyrighted 1981 Ganel ords Ltd.)
If you find this classic RPG aide, grab it.

A brothel, bawdy house, whore house, relaxation enmporium or

what ever the name are places where a person nay go for an eveni ng of
entertai nnent (so to speak).

A brothel cones in three sizes: Si ze Enmpl oyees
Smal | 4d4
Medi um 6d6
Large 8d8
In addition to the regul ar enpl oyees |listed above, there will be a
nunmber of amateurs who use a house as a base. They will usually average
50% of the regular staff of that house. There will usually be a small
nunber of girls in training, frequently working as nmaids for the top
regulars. They wi |l nunber approxi mtely 25% of the regulars - these

girls do not yet work with the custoners
As Table 1 shows, there are four classes of brothels. The GM can

roll randomy or choose. Slavery is banned in nost places, but not all
so it is included in the table.

TABLE 1: Brothel Classes

De

Rol | Cl ass
01- 03 Fi ne
04-12 Nor mal
13-16 Low

17- 20 Sl ave



House amat eurs usually receive about one-half the going rate; one
does not find amateurs on a slave house. The racial mx in the average
house of its class is given on Table 2; one may either specify the race
of the girl involved (as in the rules in the prostitute random
generator), or roll dice (1d100) for each girl to see who's avail abl e.

TABLE 2: Races Found In Different Cl asses

Race Fi ne Nor nal Low Sl ave
Human 01-62 01- 67 01-70 01- 60
El ven 63-70 68- 70 --- 61- 64
Hal f - El ven 71-82 71-79 71-75 65- 74
Dwar ven 83-84 80 --- 75

Hal f1ing 85 81 --- 76

Or chi sh 86- 88 82- 87 76- 84 77-84
Hal f - Or chi sh 89- 97 88-99 85- 00 85- 95
Exotic (O her) 98- 00 00 --- 96- 00

Houses tend to be run by wonen, although some are managed by nen
(occasionally chosen by the girls, frequently sinply the "boss" who has
hired them). If run by a woman, she is usually (80% a high rank
courtesan herself, and will occasionally be available to preferred
(wealthy - and I do nmean filthy, stinkin' rich) custoners.

There are usually sone additional costs involved in patronizing a
courtesan in such an establishment. Although entertainment is usually
provided at no extra cost in the major houses, a character should
expect to spend the price of the girl's nmeal and al coholic beverages.
If a character should wish to spend the entire night with the |ady of
his choice, the cost increase by 50% This does, of course, provide one
with a roomfor the night as well as a cuddly bed conpanion. If a man
is dealing with one of the girls who work on the street, there is a 25%
surcharge to provide a room unless the customer has nearby (within 2
to 3 blocks at the farthest) quarters.

Time spent in a house can be as nmuch as 4 to 6 hours (if not
overnight). Wth one of the street girls, an interlude should occupy
about 1-1/2 to 2 hours.

The chance of a prostitute having a disease is | ess based on the
class of a house in which the girl works. The higher the class of the
house, the better health care the girls receive, and the |ower the
chances of infection.

In a Normal house, there is a -5% nodifier to the chance of the
girl being infected. In a Fine house, there is a -10% nodifier to the
chance of the girl being infected. In a Slave house, there is a -15%
nmodi fier to the chance of the girl being infected. This is high because
nost sl avers consider |osing incone or valuable property to di sease
uneconomical. Wth the girls on the street, there is no nodifier to the
chance of the girl being infected.

CASE: THE BLUE TAVERN ( ENTERTAI NMENT AND PLEASURE)

The infornmation for this section is taken fromthe out-of-print
The Free City OF Haven (Copyrighted 1981 Ganel ords Ltd.)



If you find this classic RPG aide, grab it.

The Bl ue Tavern
(Entertai nnent and pl easure)

OMER: Kinalla Silkskin (STR. 9, DEX: 9, CON: 15, INT: 12, WS: 9, CHA
12) was once considered the nost beautiful and acconplished courtesan
in the city (40 years ago). She is still attractive (particularly for
the generic set), and will occasionally entertain a custoner. Bl ack-
haired (with the help of a good hairdresser), black-eyed, and still

sl ender, she has a good business mnd, and succeed in purchasing the
Blue Lantern fromits former madanme some 20 years ago; the quality and
nanme of the establishnment have increased under her managenent.

HOURS: 24 hours a day.

EXTERI OR: A three-story building that is slightly inset fromthe street
proper. It has a wi de opening centered on the ground floor, above which
hangs a large lantern which glows blue (the color is intense enough to

be easily distinguished even in full daylight). There is an ally on the
south side of the building, a walled garden in the rear, and a row of

smal | shops to the i nmedi ate north.

I NTERI OR: I mredi ately inside the opening is a spaci ous room dom nat ed
by a fountain which sprays a lightly scented blue liquid into the air
above the wide basin. Three el aborately carved screens bl ock the view
of the other exits fromthis room

Behind the screen to the left is a lounge (to handl e the nusicians
and entertainers who performin the theater). A hall leads to the w ngs
of the theater, and to a dressing room To the right is a large office,
where the accounting and managenent personnel work. It is seldom
occupi ed after about 6:00 PM and is al nost always | ocked, even during
nor mal busi ness hours.

The opening behind the third screen leads to a roomwith a w de
mar bl e staircase. To the left is the "Hall of Beauty".. where many fair
flowers wait to be plucked. There are usually 4d4 girls |ounging about
here, in various states of revealnment. A w de opening leads to the
entertai nnent area, where wi ne and song are provided (if you cane
through the Hall, you already have the wonen). The theater area is two
stories, and has a large stage with a runway and an orchestra pit. A
long bar in the rear dispenses al coholic beverages of many ki nds.

Meal s may be ordered fromthe kitchen. Mst of the food supplies for
both the girls and the custoners are stored in the pantry off the
kit chen.

The remai nder of the house is devoted to |iving (and worKki ng)
quarters for the regular girls. The snmaller roonms on the second and
third floors are used for the transient entertainment of clients. The
| arger roons area housing for the regulars. Kinalla has a suite on the
third floor, with a circular iron staircase giving access to both the
garden and the bar

PRI CE RANGE: As per the girl's qualifications.
QUALITY: This house is Fine, and of nedi um size.

OUTSTANDI NG | TEMS: There is young newconer, Bianca (STR 8, DEX 10,
CON: 18, INT: 9, WS: 7, CHA: 15), who has nade quite a splash with the



custoners. She is the runaway daughter of a noble famly and is a
neutral courtesan. She has altered her name and dyed her hair to change
her appearance

CASH BOX: The noney gained in the theater-bar is kept in a wooden
coffer stashed under the curved end of the bar. The girls are

responsi ble for collecting their own earnings, and are expected to pay
one-quarter to the house (if Kinalla discovers a girl is cheating on
the anpunts, she sinply requests her to | eave and not return; Kinalla
does not believe in violence).

OCCUPANTS

Staff: Kinalla, Bianca, and 17 other girls (11 of whomsplit the |arge
roons used for residence). There are 12 part-tinmers, 3 midens-in-
training, and various ancillary service personnel (none of whom reside
in the house). The bouncer, Kethelas (STR 17, DEX: 14, CON:. 11, INT
10, WS: 7, CHA: 10), a bull of a man with sufficient physical power to
toss an unruly custoner lightly over the garden wall into the all ey,
has worked at the Blue Lantern as |long as Kinalla, and has been her
best friend and |over nearly that |ong

Custoners: Many.

NPC ENCOUNTERS: A cast of thousands.
SPECI AL OPTI ONS: None.

SCENARI O The Nobl eman' s Daught er

Player's Information: In nost of the taverns of the city, the

di sappearance of Lady Byel aya Tainley some three nmonths ago caused many
whi spers. She still has not been |ocated, and no ransom note has been
received by her famly. Descriptions of the 16 year old girl (very
beautiful and highly attractive, nmedium height, slender, blonde hair

bl ue eyes) have been nosed about, and the famly is offering a reward
of 1,000 silver pieces for news of her. The girl was al ways known as a
| oner by the other maidens of the high, rich quarter. She had only one
close friend - Cortina de la Riis.

GM s Notes: Byelaya Tainley has had dreams of being a hetaera (a very
hi gh class courtesan) since she heard, as young girl, a very romantic
story in which the heroine was a courtesan (she had confided these
dreanms to no one, not even her closet friend). Three nonths ago, she
dyed her hair brown, changed her nane to Bianca, and ran away from
home. She began working at the Blue Lantern. No one at the house knows
her origins, and certainly no one suspects she is the daughter of a
nobl e house. Bianca (byelaya - both names nmean "white") is a natura
courtesan - she enjoys nen, and nen definitely enjoy her. She has that
i ndefinable quality of innocence that is irresistible. She has rapidly
progressed, in the little time she has been at the Blue Lantern, froma
very green novice to a conpetent internediate

A few weeks ago, Cortina de la Riis, Byelaya's only close friend
anong the girls of the rich section, was traveling to her voice | essons
and spotted a young girl with brown hair who closely resenbl ed Byel aya
(Bianca had gone out to do a little shopping, and was not wearing her
veil) except for the hair color. Cortina has worried about Byel aya
since her disappearance, and has asked her brother Thomas to check out



the girl she spotted circunspectly. Thomas is | ooking around for a
group to do sone investigating on this matter, and there is a chance he
may choose the player-characters to do the job.

ENCOUNTER NON- PLAYER CHARACTERS

Specific

Kuber Hasbin: Note that the information for this section is taken from
The Free City OF Haven (Copyrighted 1981 Ganel ords Ltd.) page L-2.

Kuber lives and works in the deepest wilds of the city. Hi s house
includes a clinic in which he treats anyone who wal ks in the door (he
has even been known to nmake house calls!), regardl ess of financial
status (there ain't none in his part of town). Kuber doesn't practice
healing for the love of mankind (or any other race, for that matter).
He is totally interested in the spectrum of di sease available in the
area. At tinmes he has been heard to conment that he has "seen di seases
I would not have believed it possible for a person to contract. Wth
what this one man had, he shoul d have been dead 5 years ago!" Kuber's
house is given an unobtrusive guard by the Thieves' Guild, who
appreciate the work he is doing, whatever his notivation. Anyone in the
quarter can give directions to Kuber's House.

Cindy W nd Ri der
Elf Female 5th Level Priest of the elven goddess of |ove and beauty
Honmewor | d: Any but she was created for Planes

Faction: The Society of Sensation

S: 10, I: 10, W 16, C 14, D: 16, Ch: 18, L: 9; AL: CN (she follows
the bitch rule); htk: 26; To Hit: 18; #AT: 1; Dng: Weapon

Age: 26 Height: 1.63m (62 in) Weight: 56Kg (114 |b)
Hair: Black with a silver strip Eyes: Light Blue

Grant ed Powers:

level 1 - friends

level 2 - Charm person (only on mal es)
level 7 - +1 on Charism

I evel 10 - Can make philter of Iove 1/week.

Requi renments of Priesthood:

- Weapon skill in bow, net, staff, mace, sling, mancatcher
- Arnor of |eather or chain-nmi
- Spheres: all, charm creation, guardian, healing, necromantic,

pl ant, protection, sun, wards*, weather*; (* mnor access)

Psionic WIld Talent: Sexual Pheronmpones Secretion (Con-4, 9, 6/round)
PSP: 48

Weapon Skills: Long Bow, Staff



Nonweapon Skills: Singing, Dancing, Religion, Healing, Seduction,
Sexual Know edge, Massage, Fast Tal king, Fortune Telling, Herbalism
Ri di ng.

Preferred Spells: Cure Light Wunds (1), Bless (1), Cause Fear (1),
Canoufl age (2), Misic of Spheres (2), Hold Person (2), Charm Person or
Mamrmal (2), Bestow Curse (3), Magical Vestment (3).

Rol e- pl ayi ng notes: The priest mnmust always give shelter and succor to
young | overs.

Cindy Wnd Rider (version 2)

ElIf Female 5th Level Battle Dancer (Fighter / Water Cleric)
Homewor | d: Any but she was created for the Sun Wrld

Tribe: Wnd Dancer

S 11, I: 10, W 16, C 15, D: 18, Ch: 19, L: 9; AL: CN (she follows
the bitch rule); htk: 38; To Hit: 16; #AT: 2 (two elven bone | ong
swords); Dng: 1d8 (+1 when danci ng)

Age: 18 Height: 2.00m (75 in) Wight: 70Kg (138 |b)
Hair: Black with a silver strip Eyes: Light Blue

Speci al Benefits: Battle Dancers can attack with two weapons wi t hout
penalties. Wth a successful use of dancing skill she receives a

additional +1 attack/damage/arnmor cl ass bonus.

Speci al Hindrances: |f she fails her dancing skill roll she
receives a -1 penalty for 1d8 rounds.

Granted Powers: lgnore Water, Water Breathing, Healing Draft, Body of
Water, Turn Undead

Psionic WId Tal ent: Sexual Pheronones Secretion (Con-4, 9, 6/round)
PSP: 48

Weapon Skills: Long Sword, Long Bow

Nonweapon Skills: Blind Fighting, Dancing, Religion, Healing,
Seduction, Singing, Sexual Know edge, Massage, Fast Tal ki ng, Fortune
Telling, Spellcraft.

Preferred Spells: Cure Light Whunds (1), Create Water (1), Cause Fear
(1), Speak Wth Water (2), Crystallize (2), Hold Person (2), Charm
Person or Mammual (2), Bestow Curse (3), Magical Vestnent (3).

Rol e- Pl ayi ng Notes: No one inpersonate the elven independent spirit as
perfectly as Cindy Wnd Rider. As many Sun elves she is always in a
rush, figuratively and literally racing to stay in the now She rarely
makes plans or thinks about the future. She wants to |live every nonent
in an expressive joy. She will love, play, sing, dance and tries to
enjoy herself in every nmonent. She will |ove with no obligations or
prom ses, just an intense, unrestrained and overflow ng | ove. She will



refuse to think or plane beyond the now. She is very nobody and nornmally
surprises everybody with her actions.

She is very inconsequent, but without any nalice or evi
intentions. In a certain point of view she is very innocent. She is
very beautiful and she knows how to use her beauty. She is a great
dancer and singer and she will prefer tunes of sadness and | ove. Her
dances are extrenely seductive and no male will forget after catching
even a brief glinpse of her captivating noves.

She normal ly dresses few clothes and tries to enhance her
seductiveness and she is particular vulnerable to beautiful gens.
Anytine a male gives her a jewel she nust roll in Mods & Attitudes
table with a +2 bonus (see Cindy's table bellow).

De

Roll Moods & Attitudes

1 furious, hate or extrenely depressed or stressed

2 pi ssed of f, vengeful, crue

3 sel f-pity, unhel pful, brooding, pessimstic

4 depressed, sullen, feeling inadequate, pessimstic

5 vain, proud, l|lazy, bored, ommipotent feeling

6 restless, inpatient, takes control, urge to get on with
6 pl ayful, energetic, daring, fool hardy, practical joker
7 happy, cheerful, optimstic, helpful, friendly

8 desperate lover, in |love, passionate, fiery, enthusiastic,

nynphomani ac

She is a very funny character to play and sometinme she will create
very interesting and funny situations. One of the best stories was when
she was in a city with a party. She went out with one of the party
menbers (another fenmle) and decide to go to the elven market at night.
It is obvious that two beautiful wonmen wal king al one at night in a poor
district, cannot pass w thout problenms. When a thief gets her in the
neck and starts threaten her, She chose to start her wild tal ent
"trying to attract sonme help” in her words. Imagine her face when she
rolls a power score (look the power below). Her friend could run away
when everybody on street starts fighting for her. And this was not the
end, three guys could run out with her. They carry her to a poor house
and you can imagi ne what woul d happen. Her luck was that her friend
could call the entirely party and they run to try to save her.

The party's ranger uses his wild talent (animal affinity) to get
the olfactory abilities of a tigone, trying to inprove his tracking
skills. (He doesn't know about her wild talent and the player didn't
realize what will happen.) Thus, he suffers the same effects of the
burglars but he was able to find her quickly. Then a furious half-
tigone junp over the three thieves before they could do any damage. And
again, this was not the end, when the party arrives she is still
mai ntai ning her psionic power. | (the DM try to minimze the problem
al l owi ng everybody to roll a save against the power. M renedy doesn't
hel p, because everybody fails the save (6 nenbers). So, the party
menbers start to fight each other.

The end was not |less fun, the party's preserver cast hypnotic
pattern and again everybody fails the save, so, he get her, cast an
invisibility spell on her, and run back to the inn. At this tinme she
went out of PSP and the power stops but the preserver doesn't. They had
an affair (and, one week after, the players becane boy and girlfriend).
In the next day she rolls and 8 on attitude and fall in love to him

Some days |ater, she lost her interest on himand starts | ooking
for another one, saying "Wiy couldn't | love two guys at the same tine?



O maybe three ..." (no problens with the players, they are going well
and she will not try this argunment in real life). The affair stops
there, the preserver is lawful good and didn't like the idea. We really
enj oy the mess, nobody could stop | aughing, but she is afraid of using
the power again.

Cener al

M dwi fe: This encounter is with a solitary female, whose job it is to
deliver babies. The mdwife will be returning froma delivery or going
to one (in which case she will be in a hurry).

She will only react in a friendly manner if she is approached with
great caution. She will flee on an adjusted reaction score of 55 or
|l ess, and on a score of 25 or less she seek the help of a patrol to
apprehend the of fenders who "scared" her (whether they actually did or
not).

There is a 20% chance that the mdwife will possess useful
information, which she will freely divulge to party menbers if she is
befriended first. She will be offended by an offer to pay her for what
she knows.

Prostitute: NOTE that this encounter was taking froman old adventure
and contradicts other prostitute information that is found in this
gui de.

This encounter is a one or nore wonen (can be men for wonen
adventurers). The GM nust decide the nunber relative to popul ation,
| aw, underworld activity, etc.

A prostitute will be sonewhat annoying trying to convince her prey
that she is desirable. If she succeeds, her fee is usually between 20
and 100 SP.

There is a 75% chance that a prostitute will possess val uable
i nformation. Such information requires a fee of course. There is also a
25% chance that the prostitute has a disease (natural or magical).

PORNO PERI ODI CALS OF HUMANO DS

Lowintelligent beings have an obsession with snmut. They love to
purchase and | ook at pornographic periodicals. Player character's can
come across such periodicals in humanoi d housing, a seedy mmgazi ne
stand, a gross conquered eneny, etc.. These periodicals need a nane and
the followi ng system gives a periodical a nane:

1) Roll 2d10 on a Table 1 to get the race that created the periodical.
The witing (if any) in the periodical will be of the preferred
| anguage of the race.
2) To get the name of the periodical:
- Roll 1d30 on Table 2 to get an adjective. You nmay roll nore than
once if desired
- Roll 1d20 on Table 3 to get an noun

Thus, a roll of 4 and a roll of 14 would produce Jiggling Hooters.



But this isn't good enough for the old GM so he rolls for another

adj ective and gets a 25 O ly Jiggling Hooters. And the roll fromstep 1
reveals that Ocs created this periodical. Thus, we have O ly Jiggling
Hooters of Orcs.

TABLE 1: Humanoi d Creators

Di e Die
Rol | Hurmenoi d Rol | Humanoi d
2 Bugbear 12 Drow El f
3 Gul |y Dwarf 13 Ettin
4 Gnol | 14 Gobl i n
5 Hag 15 Hal f - O c
6 Har py 16 Human
7 H Il G ant 17 Hobgobl in
8 Kobol d 18 Li zard Man
9 Mongr el man 19 Oc
10 Qur e 20 Tr ogl odyt e
11 Wer e- Rat

TABLE 2: Adjectives

D e
Rol |  Adjective Rol |  Adjective Rol |  Adjective
1 Arousi ng 11 Bi g 21 Del ect abl e
2 Erotic 12 Fl eshly 22 G easy
3 Har d 13 Hefty 23 Hors d' oeuvre
4 Jiggling 14 Jui cy 24 Lar ge
5 Lusci ous 15 Moi st 25 Oly
6 Pr of use 16 Savory 26 Scrunpti ous
7 Sensual 17 Slinmy 27 Sti cky
8 Stinul ati ng 18 Succul ent 28 Sunpt uous
9 Swol | en 19 Tantal i zi ng 29 Tender
10 Titillating 20 Vol upt uous 30 Wart ed

TABLE 3: Nouns

Rol Il  Noun Rol |  Noun
1 Bal | s 11 Bol as
2 Butts 12 Caves
3 Cl ubs 13 Dungeons
4 Hol es 14 Hoot er s
5 Jugs 15 Knocker s
6 Li ngerie 16 Mounds
7 Pits 17 Rods
8 St aves 18 St ronghol ds
9 St uff 19 Swor ds
10 Wands of Wénder 20 Wonker s

A typical periodical my contain perverse artwork, Q%As, forum
advice colum, letters, or raunchy stories. They are not necessary
created on printing presses. They can be hand-witten or drawn by
scribes or artists. The lower intelligent beings are so primtive they
usual Iy have clunps of scrolls with their perversion on them The key



for success with this systemis for the GMto think. How intelligent
are the authors? \What resources do they possess? What is believable
and realistic? This isn't a detailed system it is nmerely guidelines to
stinmulate creative thought in the GM

SEXI ST QUOTES

Unfortunately, many characters (usually make) find it necessarily
to say derogatory, sexist things to others. Below is presented a |ist
of these things. Mdst are geared toward woman but this is
uni ntentional. \When searching and asking for quotes fromvarious
sources, that is what turned up. These quotes are not intended to
of fend anybody. They are fun and entertai nnent.

A percentile table is given if a GM wi shes to get random quot es.

TABLE A: Quotes

01-02 A drunk wench is fair gane.

03-04 Aghast that's not a girl its a harpy.

05-06 Ah! A magical dil do.

07-08 'Ello, you don't know ne, but |'ve been watchin
09-10 G uel oozes from her twat.

11-12 Her words say "No", my dagger says "Yes".

13-14 Her hole is bigger than the astral plane.

15-16 His lance is bigger than m ne

17-18 Honestly constable, her tunic was open

you.

19-20 | bought her venison, she owes ne.

21-22 1'd like to put nmy sword in her scabbard.
23-24 |1 love the salty taste of the mermaid twat.
25-26 | said use your hand, not your hand axe.
27-28 1'Il slay your dragon for ya.

29-30 I'Il try anything once; twice if it hurts.
31-32 I1'mgoing to crank on the wench.

33-34 It nust be nice to have mmgi cal protection.

35-36 Lets do it like the fairy folk.

37-38 Loot the village...Ravage the wonen...Burn the crops..
39-40 Now | know why its called a bonesnapper

41-42 She likes to do it gorgon-style

43-44 She was asking for it dressed in that alluring plate mail.
45-46 The horse needs rest, lets nove into the dark woods.

47-48 The nmermaid snells like fish.

49-50 The wonen, how nuch for the wonen?

51-52 There's one of her, and five of us. Heh, Heh, Heh

53-54 Trust me babe.

55-56 Two bits for your wonman, five bits for your horse

57-58 Where does the mermai d hide her vagi na?

59-60 Why do child-bearers carry weapons?

61- 62 Wonder bitch there? She's just a blond and brainless slut!
63- 00 REROLL



TIDBI TS

THE BOBI TT MANEUVER

The Bobitt Maneuver requires a character who gets a m ni nrum of two
attacks every other round. First, the character nust nake a called shot
(-4 penalty) with a sharp weapon to renmove pants (robe, tunic, etc.).
On the second attack of the round, the character nmust nmeke a called
shot (-6 penalty do to difficulty) to slice the penis off.

AN ABYSS LEVEL

The snells of incense, perfune, and oily naked body's are thick in
the air as you enter this Abyssal |ayer. The layer itself enconmpasses a
massi ve pal ace that stretches far and wi de, beyond the inmagination.
This layer, is the home of the unholy Queen of all Succubi and I ncubi
Silviana. Being the denon princess of Lust, Sex, and Sodomy this |ayer
is filled with countless thousands upon thousands of succubi and incub
engrossed with every conceivabl e sexual act. The halls of this pal ace
are all lined with beautiful slaves whose bodi es have been painted
gold, and their sexual organs nmade to be on display for all to see as
the slaves are forced to stand in erotic positions, living statues for
their denmon princess. This plane gives new neaning to the idea of
torturous pleasure, as the lust and desires of any slave or denon upon
this plane will rarely, if ever, go satisfied for any significant
period of time. Denmons and nonstrosities populate this plane by the
t housands, but each one is always deceptively beautiful, their purpose
being to seduce all intruders and slaves into their service. The
pheronones that perneate this layer are such that any nortal who enters
must nmeke a save verses poison each hour at -3, or their lustful desire
wi |l becone so strong that they will stop what they are doing and race
to join the nearest orgy within the layer (since they are so many goi ng
on all the time, one shouldn't be far). Characters with a high w sdom
or willpower will get certain bonuses against the save, at the GM s
di scretion.

It is rumored that denons and daenpbns fromall over frequent this
| ayer constantly when they have a chance to pursue personal pleasures.

Si |l vi ana

Denon Prince(ess) of Lust, Sex, and Sodony
Queen of Succubi and | ncubi

Lesser God(dess)

Movenent: 12"

AC. -5
Hts to Kill: 69 (16 die)
To Hit: 5

Nurmber of Attacks: 1

Damage per attack: special
Speci al Attacks : see bel ow
Speci al Defences: see bel ow



Magi ¢ Resi stance: 50%

Alignment: Chaotic Evil

Synbol : figurines of nmen and wonmen in erotic positions

Pl ane: the Abyss (the Layer of Lust, Sex, and Sodony)

Psi oni cs: ni

Experi ence: (use normal charts of systemto cal cul ate)

Str: 18 Dex: 20 Con: 23 Int: 21 Ws: 16 Cha: 25 Com 30

The Queen of this layer herself will always appear in a formthat
can spark the nost wanton abandon of |ust and sexual desire possible in
her victims mnds. However her true formis slightly different. Being
the fact that she represents all spheres of imoral sexual desire, the
Queen is, in her true form a bisexual hermaphrodite. She is really
neither fermale or nale, but both, however because fromthe known
accounts by sages and wi zards who have some know edge of Silviana, she
is referred to as a femal e because she has appeared as one nore often
than a nale by nobst tales. Even in her true formher aura of lust and
sex is enough to cause any nan or woman to have hard probl ens
controlling their sexual desire for Silviana

Silviana is the queen of all Succubi and Incubi, and her home
plane is a palace filled with them all constantly in the acts of
i mortal sex. When confronting victins or intruders, Silviana always
takes on the guise of an extremely beautiful woman (or man) that brings
out the nobst possible desire in her victins. Her true formis no |ess
beautiful. Being a hermaphrodite, Silviana has soft creany skin, |ong
gol den hair, and sky blue eyes. Silviana's body is a perfect neld of
mal e and female quality's, alnost to the point where, except for the
very desirably sized and shaped sex organs, one night be nistaken that
Silviana is sinmply a masculine |ooking female. Wen confronting a
victim Silviana will switch to either, only her femal e characteristics
or her male characteristics. Anyone who gazes upon Silviana when in
either form nust nake an automatic save verses petrifaction (at -3, -6
if on the honme plane of the denon) or be overcone by such a massive
anount of sexual desire that they will drop all they are doing and
i medi ately prostrate thensel ves naked before her/him Note: if a
character in the party has expressed they do not have a sexual desire
for Silviana's present choice of form (stated at the tinme of the save
GM s keep record of what they say) they nust (still nake a nornal
save, no mnus). Silviana's sexual pheronones are so powerful that they
can alter the personality and characteristics of a character to desire
to engage in sex that would otherwi se be not normal for thenl
Appropriate bonus's (up to the GW can be awarded to characters who
have expressed characteristics that m ght be hel pful in conbating
Silviana's charm

VWhen Silviana physically attacks (she rely's more on her charm
than actually having to attack soneone) she will attenpt to strike

soneone, anyone so struck will be drained of one level (including al
hit points gained for that level, spells, etc.). If Silviana has
charmed someone and decides to attack them she will kiss them Her

ki ss, being exceptionally deadly, will drain 3 levels froma victim
Anyone who is conpletely drained by Silviana is dooned to serve as a
pl easure slave for her, for all eternity.

Silviana can summon 2-8 Succubi (lncubi) at will, or 1-4 of any
ot her type of denobn. As for her relations with other dermon |ords and
princes, they remain neutral in all situations being the fact that al
the other lords Iike spending their vacations on her plane..



ADVENTURI NG | DEAS

The Love Boat

The player characters book passage on a magic-flying |uxury cruise
ship nicknaned "The Love Boat" for a relaxing tine in the clouds. On
the ship, the PCs encounter the crew. Captain Stubing, "Gopher", "Doc"
Isiac, Julie McCoy. Also, they encounter |oads of interesting people
and plenty of opportunities to use the rules and stuff that are
presented in the guide.

Dog Man Needs A Date

An uncharismatic man hires the PCs to help himattain the
affection of a lovely nmaiden. This allows great opportunity for role-
pl ayi ng, which includes buying new clothes for him teaching himhow to
act, etc.. Problenms could arise if the maiden falls in love with one of
the PCs. Also, the maiden could have a large fighter boyfriend who
could be really angry.

Twi ns

A PC seduces a very beautiful nice willing person. The foll ow ng
day, the PC neets the twin who is mean, bad, and boring. This could
lead to nice effects.

Paternity Suite

After returning with the spoils of a great adventure, a male
character is confronted with a paternity suit froma fair [ass who he
was prom scuous with only a few nonths ago

Vanpi re & Seduction

The party is on some sort of extended vacation, staying in an
inn/bar. A frequent visitor is a tall, dark, suave, charm ng man
dressed in formal evening wear, acconpanied by a different wonan every
time. He cones in every 2nd or 3rd night. He always orders bl oody marys
and doesn't drink them He is quite wealthy and very pleasant. There is
sonet hi ng al nost magneti ¢ about him He has fascinating eyes. (GM
shoul d do everything he can to make it believable that he could be a
vanpire, despite the unusual setting (city).

Ei ther he charnms (seduction) a female party menber and takes her
away, or a beautiful dancer conmes in |looking for her nissing sister,
who was | ast seen conming to this bar with the tall dark gentleman. She
tries to convince a party nenber to help her ook for her sister being
seductive about it. Both are eventually charmed by the Gentleman. In
any case, nmake a party nenber disappear into this Gentleman's lair

He has a gothic style house in a nice part of town. There is
not hi ng obvi ously am ss here. If the party asks around, this guy is a
pillar of society, a kind, philanthropic fellow, well respected by his
peers. He runs a magic shoppe. He is a md-level wizard with a head for
busi ness, who gave up adventuring to start a business.

Hi s house | ooks just |ike a vanpires house mi ght | ook (bl ack
vel vet curtains, etc). He has a private sanctuary inn his basenent,



the only entrance to which is a rune-encrusted door (trapped or
enchanted in any way appropriate to the party). He supposedly has a
chapel down there, but really has a |arge conpl ex, where various
vanpiric rituals, and all-night parties take place. Al of the mssing
peopl e have been charned into believing that they have been turned into
slave vanpires. They will aid their master if at all possible.

The party nust break in and forcibly take their conpani on away
fromthis place. Again, make the evidence sonewhat contradictory
whet her the Gentleman is a vanpire or not. Mst evidence should say
yes, but make sone things contradict this.

The gentleman has a cursed ring of the vanpire, a powerful evi
artifact which makes him believe he is a vanpire and gives himnmny of
the powers of a vanpire, as well as sone of the drawbacks. Make him
dislike things that cause a vanpire harm but don't nmake it obvious
whet her is works. Make himhave a reflection, but have a dead vanpire
victimshow up, etc.. At the end, have the party realize that he is not
a vanpire at all but rather is a cursed fellowwith an intrinsically
good nature.

ESSAY: WHAT | F A CHARACTER RAPES A NPC?

This essay was derived froma conversation of the topic on a
I nternet RPG di scussion. The thoughts witten here are not necessarily
those of any one person. Many points of view went into this essay.

In reality, rape usually involves great physical injury, but rape
is much nore than the infliction of physical pain. Rape affects the
victim psychologically and spiritually as well sonething a nmere cut (no
matter how big) does not have.

I's rape nothing nmore than a different form conbat? When one person
rapes another, what the rapist is doing is degrading the victim Even
foes that hate each other have at |east a grudging respect for each
other. If they |l ose that respect, they run the risk of being killed
because they have underestimated their opponent. Rape shows a tota
| ack of respect and decency. Rape is a one way thing that conbat is
not .

From a Christian perspective, people were made by God to relate to
each other with love; it's easy to see that rape is one of the greatest
vi ol ations of this design specification, considering that sex is, in
its natural state, one of the nobst intinmate ways that two people can
relate to each other and express their |ove for one another.

In RPGs, the physical side of things can be changed with the use
of spells, potions, etc.; but not the mental and spiritual side. Even
if a femal e character (whether PC or NPC) were to have her virginity
restored do to magic, there is no way one could consider her to be a
virgin any nore. Because virginity is not only physical state but a
mental and spiritual one as well. Technically, a male doesn't change
physically after having sex as a woman does. Once that innocence and
purity has been lost, it cannot be regained. That is why it is so
val uabl e

In nost nodern fantasy literature, rape exists but only as a major
pl ot device. However, In ancient fantasy literature, and in historica
fact, the situation is nore conplex. The G eek gods had not-entirely-
consensual sex with nortal wonen quite often, but they usually enpl oyed
deception rather than brute force; and the result was usually a child



with strange powers, rather than a revolt against the god. Unti
recently, a man who had non-consensual sex with his wife or his fenale
sl ave woul d not have been considered a rapist. Victorious armes would
"rape and pillage" as the normal behavior for conquering. So if the GV
basi ng his canpaign with historical accuracy, than rape as a plot

devi ce m ght be accepted.

VWhen rape does appear in an RPG it is nost |ikely because the GV
and/or players are immature. Sure sone players like to introduce sex
into their canpaign, usually hunorously. Albeit a |ot of people who use
sex in RPGs are immture and acting out juvenile fantasies, sone
pl ayers can handl e the use of sex in RPGs constructively. However, rape
is not hunorous nor constructive. Immture players are often treating
the topic to casually. Mature players are nore famliar with rape and
think about it before taking it lightly. The topic should be given sone
form of respect.

Havi ng rape in an RPG night be a good plot device if used by the
mature GM in an adventure. The real trouble of rape in a RPG ari ses
when a character wi shes to indulge in such a horrible act.

Rape is not the way to solve a problem even if it is only a gane.
There are al ways ot her options, instead of inplenmenting one that
definitely isn't funny, and could also disturb the players. Taking this
course of action, no matter how chaotic a canpaign, is probably not a
good idea and the GM m ght wish to take serious action on the character
that performs such an act.

Renmenmber, a player would never think of having a character perform
an act of rape on an NPC if the NPC was nmale. A male NPC woul d just be
beat-up quite easily and rape wouldn't be considered. So why is it that
sonebody wi Il suggest such a course of action if the NPCis a female?
Wel | because it can be done is not a good enough reason; nor because it
will shut her up is a reason.

Many ganmers play RPG s to escape fromthe horrors of the rea
worl d. Rol e-pl ayi ng ganes are suppose to be fun but abonminations |ike
rape ruin the fun. There is little reason to bring that sort of graphic
vi ol ence into the gane; especially froma player-character. Mst gane
sessions are played with enough problem solving that they can be
enjoyed perfectly well without the wong-type of violence.

Al so, using such violence in the game sounds as if such a hideous
act as rape is being condoned. Wthout judging the player, the player's
reasons for such "rol e-playing" could be dealt with outside the gane
session so as not to cause to nuch trouble.

Renenber, rape is a very disturbing, terrifying subject for wonen
Havi ng such a thing in a RPG even though it is a gane, m ght keep
worren from playing the game. Wonen provide a very wonderful and uni que
outl ook in RPGs and they would be nissed.

As a general rule, dragons and swords are not an expected nmeans of
death in the real world. Nor does anybody anticipate ever neeting
Cthul hu or Tiamat. Death is sonething that can happen to anyone at any
time realistically as well as in the real mof RPGs. But rape is an act
of cruelty and unmitigated evil which is also a violation of not only
the body but of the mind. It also has a deeply personal affect the rea
world in that it is a danger that all nust face, if not for ourselves,
then for our wives, sisters, daughters, and other fam ly and friends. A
very real danger that nakes nmost people feel unconfortable to discuss.

The bottomline is that RPGs are supposed to be fun for everyone
pl aying. For a lot of people, it puts themin a nedieval setting where
they can be what they want and do what they want. It |lets them escape
reality for alittle while and | eave probl enms behind. How realistic
does an RPG need to be? Does it have to mmc the real-world so



closely? Don't bring in one of wonman's greatest fears into the gane.
It isn't necessary.

ESSAY: HAS ANYONE PLAYED A HOMOSEXUAL CHARACTER?

This essay was derived froma conversation of the topic on a
Internet RPG discussion list. The thoughts witten here are not
necessarily those of any one person. Many points of view went into this
essay. Also, the validity of statements made is not known.

"1've never played one, but..."

"We're not gay, not that there's anything wong with being gay."

The "Arny of Lovers" (i.e. exclusively honosexual conpany of
sol di ers) was sonmething out of the ancient Geek city-states. There was
only one city-state, Thebes, where being gay was a "requirement” if you
wi shed to become a soldier. This was not a strict requirement, but was
consi dered hi ghly advantageous. It was reported to be (by witers in
other city states) to be one of the npst effective arnmies at the tine.
The unit was called the Thebian Sacred Band, and they served under
Al exander. They worked in buddy teams: a spear-nen and a shield man.
They were renown for their extrene cl oseness, fierceness, and
efficiency in battle (esp. if their lover was killed!)

Note, that in Sparta, all male children were raised up by the
state, trained to be soldiers, the nenial work was left to the
"hel otas" (slaves). They had nal e conpani onship for nost of the tine,
so that is why their sexual interests were different. In Sparta
honpbsexual ity was accepted, but not like it was in Thebes. Spartans had
nmore of a Roman respect for wonen.

That's not to say that romantic involvenment, or even long-term
rel ati onshi ps weren't common between soldiers in the other city-states.
It had a lot to do with the inequality of wonen, and their place, in
ancient Greek society. In ancient G eece, wonen were considered
inferior to men. Not quite (but al npbst) property. Certainly not
sonet hing a person would want to spend lots of quality time with. The
nmost common opi ni on of wonmen was that they were good for one thing -
havi ng babies. If a man had to have sex for that, well, that's one of
the things a dutiful husband did. But if you wanted a rel ationship
passi onate sex, soneone you could talk with afterwards, nen were where
it was at (although this is a bit exaggerated).

It was common practice in upper-crust Athenian society for young
boys to be "taken in" by an ol der gentleman, who woul d becone the
youth's mentor and also |over. This was considered a healthy
upbri ngi ng.

From what remained of the Geek literature, it is obvious that
wormren were nmore often that subject of male sexual desire, than nmen
After all, it was a wonen (Hel ena) the Spartans fought for a couple of
decades with the Trojans, according to Homeros. Odusseus and his
soldiers were tenpted several tines by females, on his journey to hone,
and it was a female (his wife) he wanted to return so badly, and this
femal e was courted by many - noble - males, and he got so nmad when he



saw this that he wi ped out all those males because of one female.

Now, in Rome things were not quite the sane. The Romans held a
simlar | ow opinion of wonen. Not quite as low, but it was down there.
Wonen were considered enminently suitable for sex. Discussion,
conpani onshi p, camaraderie, were all still male-oriented, but wonen
wer e consi dered capabl e of satisfying the purely physical needs. That's
not to say that there was anything wong with having sex with a man. As
Il ong as you were on top. Screwing a guy was manly; being screwed was
ef fem nate, shanmeful. Caesar canme under fire several tines, not because
of his nunmerous affairs with men, but because he liked to be on the
bottom However, although it is true that wonen had their strict rule
in the society, they were not supposed to mingle in politics, and so
on. But those that read "Antigone" from Sophokles will see that they
were not thought of as donmestic aninmals. Or even worse, wonmen were
consi dered property to be used for the reason of reproduction and
personal gain for a famly

Most Romans were very touchy on the issue of honpsexuality. If one

wanted to be a honpbsexual, it was alright as |ong as one were a cl oset
honosexual . |f one were open, one could pretty nuch kiss any chance of
a political life good bye! Nero was the Enperor, and could crush his

enemes. If he wanted to be a honpsexual, it was alright cause he had

power. Romans believed that nmen should have wonen, and the wonmen shoul d
be subservient to men. If one wanted to have another man, go ahead,
just don't tell anyone

It wasn't brought up in Gory of Rome, but actually Julius
Caesar's Tenth Legion had a slight reputation for being Caesar's
"favorite" |egion.

Both societies were very male oriented, which is why there is
little witing about |esbians at the tine (though it was there).

In a typical European setting, honpsexuality would certainly be
frowned upon. This does not, of course, nmean that there aren't any
honpbsexual s running around - just that they are secretive, repressed,
etc. .

One can't deny that honpsexuality was w despread before the
advent of Christianity, but it was considered as an alternative only,
not the necessarily the way. In any case, there is no need to make an
i ssue with hompbsexuality in a canpaign, but having various sexua
orientations can really make for interesting adventures.

For exanple, a nobleman's gay | over vanishes or is captured -
perhaps to be used against him So he hires a group of discreet
adventures to deal with the situation.

In the Thieves' Wrld books, there are a group of nercenaries
known as "Sacred Banders". They appear to be nale coupl es who are
excellent fighting teams (it is assuned that they shared the sane
tents, and did certain things... but they didn't go into it). They are
supposedly based on sone historical Athenian units, or some such thing

On one canpai gn worl d, which has evolved to cover many continents
and cultures, there is a whole spectrum of sexual attitudes. In sone
cul tures, honosexuality is not frowned upon, and is indeed considered
to be normal. There is even an island based upon an Aztec | egend where
there are only wonmen. They are ruled by priestesses who is divinely
enabled to brew a potion which will inpregnate a wonman.

One adventuring party spent a long time travelling with a pirate
nanmed Dalin and first nate, Shandar. The two guys were clearly best
friends who had been adventuring together for many years. The party was
al ways inpressed with how cl ose they were. The group never even
suspected the truth.

And now a snall exert about a strange character



"Hendrix is an old, ugly, gnone illusionist. He is |awful
evil, and his goal is to have sex with as many different people/things
as possible. He wants themwi lling and alive, but he'll take them by
force if necessary. He's also fond of guile.

He has a ring of polynorph self and a couple of other trinkets
he's acquired al ong the way. \Whenever he starts a new adventure he
joins the adventuring party in disguise. Mdst of the disguises are
hel ped out by his trinkets, but some of themaren't even plausible.
Yet, sonehow they keep getting accepted, though. Sone exanples are
Dorien WIlfride a female halfling ranger, Noli of Clan Ironfoots nmale
dwarf wi zard (he can't cast spells but fakes it), Honeysuckle
Rapevi cti mson a nmal e hal f-orc pal adi n.

Hendri x is actually doing quite well in his mssion.
Unfortunately, the other adventurers are rabid heterosexuals, so
Hendri x has only attenpted hetero seduction. He can't wait to see their
faces when he's found out."

PLOTS FOR HOMOSEXUAL CHARACTERS

The Gay Man and the Jeal ous Wfe

Have some inportant married person (maybe nobility) fall in Iove
with one of the characters. This should be a "from afar"” affection
originally. Then when the man's wife finds out about it, she could do a
couple things. First, try to have the character killed off, so she can
keep her husband. O, she could try to frame the character as being a
succubus (or similar) in disguise. Using the theory that her husband
COULDN' T be gay, since he married her, hence the character nust be
usi ng magi ¢ or sonething. Either way, when the wife first begins this
stuff, the character should be unaware of the man's feelings, and be
tasked with finding out what the [ ady has against him (the whole party
could be affected too).

A variant of this could be a gay couple, where one falls for
the character and the other wants the PC dead.

Sayi ng No

A very beautiful wonmen begins maki ng appearances (coul d be an
adventurer) when the party is in town. Initially, she's just friendly
towards the party, then little by little it becomes apparent that she's
interested in the honmpbsexual. One option, the party nust tell her and
convi nce her she's got no chance with him The character could tel
her, and who knows how she'll react when she finds out. Probably,
initial rage or disgust, but up to this point, the party should have
been getting the inpression that she's really a very
ni ce/ i mportant/heroi c person.

This could lead to further rol e-playing encounters as the party
tries to keep her as a friend.

Land of Fairies, Literally



The party enters a foreign city where honbsexual is the norm The
entire party is viewed with disgust (except the gay character, and he
is | ooked down upon for befriending the "straights", said with disgust
by all NPCs in the town).

A chance for excellent role-playing encounters for all concerned.

Rever se Rape

The character could be raped by some powerful/inportant woman.
Per haps a magi c-user, who could have sonme nasty original spells,
specifically for torturing the guy. Then it becones the party's "test
of friendship to hunt the of fender down and kill her. One would hope
they would do no different if it was a femal e character who was raped
by a man.

Evil of Honpbsexuality

Have the party enter a city/dom nion/area where honosexuality is
suddenly being persecuted to the extrene (a |a Spanish Inquisition).
The local ruler has outlawed it, the church too, all the nmajor powers
have decide that it is the root of all evil and the reason their
city/dom nion is undergoi ng econom ¢ hardship (which is just an excuse
to cover the results of their own corruption). Honpbsexuals are being
burned at the stake etc...

The honpsexual party nenber might well feel the need to conbat
thi s persecution, and if powerful enough, be the chanpion of |oca
honpbsexual s. If he/she is stupid enough to confront the ruling elite, a
great chase scene can be had, but the party should escape. Now the
possibilities for a |l engthy canpai gn where the honpbsexual character
(Wth or without the aid of the rest of the characters) can forma
under ground resistance novenent. If the character isn't that willing to
help out, an old lover can run into himher on the street and threaten
to expose themif they don't help (another way would be to have the
character watch as an old lover is burnt at the stake, and character
shoul d be resolved to help at that sight).

So, the party gets enbroiled in all kinds of planning, raids,
rescues, waging the battle for the hearts and ninds of the public,
maybe even an assassination or three if that's how you're players are
Meanwhi | e they are pursued an harassed with increasing strength unti
the climx. Perhaps one of the city/dominion |leaders is areally a
honbsexual , and the party convinces themto confess in front of the
peopl e, who knows?

A FEW GOOD STORI ES

One funny occurrence ---

One of the clerics in ny party went to an inn that also provided
conmpani onship for the night, either preference. Wen he got his
bedmate, he and she had a little fun. (the encounter lasted 10 m nutes
game time, heh,heh). Afterward, they did it again, and this tine it
lasted 1 hr. 15 min., with himfainting at the end. When he woke up



he found hinself in a cell, and the woman nowhere to be seen

It turns out that a worman naned the White Lich had been taking out
potential enenies throughout the kingdom (she is a LICH). It also
turned out that it wasn't "white" lich, but "wi ght" |ich.

I magi ne ny player's face when he realized he had screwed a w ght
lich!!!

--- Larry
Lear ni ng about true | ove ---

Mowahpehnoksi e (Md), Plainsman warrior (my character) was on a
quest (solo) for a lost plainsman treasure. The first part of the
quest was the creation of a sacred bundle, the tribal shaman told M
that he had to acquire a |l ock of hair fromhis one true |love as an
ingredient in the sacred bundle. As it turned out Mo had a "one true
| ove" in the person of Vasquez, an elven privateer/warrior of
extraordi nary beauty and sword skill. M had been chasi ng Vasquez for a
long tinme, all to no avail. She kept telling himthat she would marry
hi m when he could beat her in a duel. No one had ever beaten her in a
duel . Anyhow, M sets off for the city where Vasquez was docked. First
he checks at the Bl oody Blade, a tavern partially owed by Vasquez, the
bartender says she is down on the docks talking to her crew (of
cutthroats). M goes to the docks, the first mate says that she just
|l eft and said she would be back in a few days. A disappointed Mo goes
back to the tavern to | eave a nessage, but the bartender tells himthat
Vasquez just canme in and went up to her roons. M goes up there and
gets invited in. Vasquez is wearing a robe, and has a full bath of
wat er drawn, she dunps Mo into the water, one thing | eads to another..

When Mo wakes up, Vasquez is standing by the wi ndow, she turns
says "Tyche sends her regards" changes into her true form a succubus
and tel eports away. Tyche was an ol d eneny of the adventurers that had
heard about M's quest, and wanted to set himup. M eventually found
Vasquez at her father's castle where he had to explain what had
happened, and see if she would still give himher hair (she did, taking
pity on the fool). To make a long story short, M passed through many
more trials, and succeeded in the quest. The succubus in the scenario
had been careful to control her draining abilities while with M,
because the real reason for all the subterfuge was delivered to M
roughly nine months later, a bouncing baby al u-denon. What is the noral
of this story? Don't have pre-marital sex? No, then what? Shapechangi ng
creatures can nake for very interesting bed partners.

NOTE: Mo and Vasquez were eventually married, and are raising
their al u-denon daughter as best they can. Vasquez has nore or |ess
forgiven Mo for the whole thing, and even hel ped rescue the kid when
she was kidnapped. They are in sem retirenent until Soah is old enough
to take care of herself. They are very happy to have weaned her off of
eating raw neat.

--- John Dani el
Prostitutes are nasty ---

Qur group of four entered a real sleazy town, it was basically a
pirates' cove town where pirates, thugs, and assorted baddi es resided
when they weren't attacking, raping, and pillaging the neighborhood.
The group of us (nyself a nonk, a fighter, cleric, and nage) were
searching for the whereabouts of a |ady kidnapped froma proni nent



mer chant from our honmet owmn whom we owed favors too for past help. The
trail at this point led to this town where he (the supposed ring
| eader of the kidnappers) had been known to frequent. O course, none
of the "regulars" there wanted anything to do with a bunch of strangers
comng in and we were getting nowhere. Of course, nmy character wanted
nothing to do with this place and considered the whole area to be
respite with creeps. Qur fighter though was a big burl esque guy and
found the prostitution there to be a wonderful, wonderful place. Qur
cleric (who being female had a rough time with the people of the area)
basically stuck by ny side and the two of us spent nore tinme searching
for the damm fighter than getting information on the kidnapping. O
course, he struck it rich with a tal kative hooker and found that the
person we were | ooking for was holdup in the harbor on a boat.
Eventual |y we snuck down there, boarded and captured the crimnal,
rescued the | ady, then had to battle our way back out. Altogether, we
wer e hounded by:
a) the crimnal's pals
b) sone other rouges who were smitten by our lovely cleric and
wanted her for their own
c) two separate prostitutes who say they are carrying our fighters
child (They can't both be, can they? It nust be a scam at
| east HE says so...)
d) the "ladies'" pals and famly who both insist on marriage or
financial reinbursenments for what he did to these poor |adies

Well, we nmade it out fine. Returned to our honmetown where we're
sort of hero's now, but in danger whenever we |eave. Ahhh... what a
life adventurers | eave.

THE MORALE: Don't let a fighter run ranmpant in a sleazy town
filled with lots of lovely prostitutes.

--- Toa the nonk
A cleric's penance ---

Al t hough our group engaged in sexual encounters (old favorites
Ii ke the innkeeper's daughter, the farner's wife, etc.), it usually
had severe consequences. After the treatnent of one character, a
cleric, the group stayed clear of these opportunities.

This character, a cleric, was seduced by a bar wench during one of
our stops. Although the sex was supposedly great, soon after the cleric
began to notice a tingling sensation in his groin. Sure enough, his
deity had struck himw th a venereal disease, and no spell could take
it off! The condition becanme nore debilitating until finally, after
i ntense prayer, his god forgave himas long as a certain penance was
foll owed. This involved the usual series of prayers, and one extra
condition: on the ground there nmgically appeared a bag of hol ding
(usable only for the purpose it was intended), and inside was a | arge
supply of BURLAP UNDERWEAR! There was enough for the cleric to change
three tinmes daily, which, of course, he was required to do! W al
steered clear of barmaids after that!

--- Mario R Borell
A Barbarian's Boo-Boo ---

Qur adventuring group was exploring a keep of sone type | ooking



for the main baddie who was female. When we found her bedroom she
wasn't there. OF course, we began | ooking through it when one of the
mal e barbarian PC s (played by a fermale) accidently spilled sone
perfume on hinmsel f which had strange properties. The Barbarian and the
elven femal e mage (played by a male) had a certain sudden
uncontrol |l able urge to nmake use of the nearby bed (that |asted for
about 2 hours gane time not real tinme). By this time everyone was

| aughi ng hysterically because their characters were standi ng outside
the open door and were watching the entertainment. Now after everyone
st opped | aughi ng (and who woul dn't

with a low | evel barbarian and a nid-1evel mage going at it) the GM had
asked questions and rolled his dice and wouldn't ya just know that the
mage got pregnant (snicker).

What made the whole thing so interesting was mainly the fact that
the characters are both opposite gender fromtheir players (and the
mage doesn't really know she's pregnant yet).

The GM used The Conpl ete Guide to Unl awful Carnal Know edge to
make the whol e tower and adventure. The GM kept flippin' through and
referring to the guide.

--- Xandar
Preci se Constitution Points ---

I'"d like to tell you about nmy character (at |least, the one for
whom this guide is good, since |I'mplaying at | east two characters at
any given nonent, but that's another story). He is an EIf fighter/bard
that due to becom ng undead and being resurrected |lost 1 Constitution
point fromhis original 11. He asked to return to life (you won't
believe it) because he fell in love with a Druid. Due to his chaotic
nature, he did sone nasty things later (like tenpting the police-chief
for a gain of about 300 gold pieces...) and had a lover-fight with the
druid, but as he apologized to her and did everything he could to
pl ease her - they are back together again, and then what? Just as we
| eave the city, towards the castle that contains a sword and a horse
dedi cated for the paladin in out party by his god, we neet three(!)
meduses! !l And guess who's beconming a stone on the spot? Yes, me!!
(The other me is a holly-ghost, an undead | awful -good priest of the God
of the Sun (I know it sounds crazy) and he is protected by him so he
only got paralyzed in another meduse attack). However, one of ny best
friends, a vanpire magic user (would you please repeat THAT???!!
succeeded in using himvanpiric abilities and use a higher |eve
vanpire mage to cast stone-to-flesh on me. He did that three tines,
‘cause | failed the system shock twice... So, and here we get to our
point, I"'mleft with a Constitution of 7!l (I still have a Dexterity
of 19 and Strength of 17, but I LOVE having sex!!!) ARGHHHHHHH! !!I! 1!
Since ny GM makes ne, as a bard, wite and sing REAL songs for ny
spells (I need no spell-books or material conponents - just a suitable
song), | am announcing ny next spell-song, which | hope to conplete by
next session: Luwain's Ever Lasting Hard-On!

Lately, the Fellowship has found itself at Sal ba-the Layer of
Moment ary Pl easure (this is a part of the Layered Wirld, an anonaly
located in the Mrn-Kaia Universe, where sex is a requirenment for al
visitors, and the local nonetary unit is one Orgasm (four Orgasns =
Multiple Orgasm. The | ocal dom nant race, the Sal bars, can (and do)
grasp monmentary sexual pleasure as a physical object in the fabric of
Time (in Mrn-Kaia nmetaphysical terns, Salba is related to the Sphere
of Tinme in a passive way). The job of the second species of Salba, the



Ti nmpl ags, and of all visitors, is to provide sexual divertissenment and
new experience to the Sal bars. As can be inmagined, this did give a rise
to a lot of really good rol e-playing. And the bard Luwain, remaining
faithful to hinmself, has sneaked away fromthe party and remained in
Sal ba, in the bed of no |l ess than Salibu, the Mstress of the Layer.

--- Luwain
A Cleric's Vow ---

I'"ve been in a party with a very conpl ex character. He was a
powerful cleric, who had entered clerichood as a sort of escape from
his sexuality. He took a vow of chastity of his own accord (his deity
certainly didn't care so long as he was a good, faithful cleric).

Once, he was put into no win/no win situation. The only person who
could help himwas a evil fenmal e nage who found him and his resistance
to her many charm very appealing. Needless to say, the cleric, in
order to achieve the good and ri ghteous end, offered hinmself up.

He stills plays in nmy world, and now has the terrible guilt (which
| use to my advantage) about his poor, illegitimte child, who being
rai sed by an evil nother, may conme back to haunt old dad sonme day. He
is actually an excellent character and is very clever when around those

hearty fighters going out on the town.... you know the type. Froma
GM ng perspective, |'d have to say, there's not nmuch difference... it's
all in how good a rol eplayer they are!

--- Bertnof

Cassandra Gets A Friend ---

I now play a psionicist named Cassandra W ssenkunstler, raised from
i nfancy as an orphan by a group of priestesses at a nonastery devoted
to Areya, goddess of Tine and Prophecy. | put in her character
background that this had caused her to be celibate so that none of the
ot her players' characters (all male) would stand a chance of scoring

with her, but |ast gam ng session - well... |I guess |I'd better |et her
tell you.

Cassandra, a slimgirl (55", 113#%# only 17), steps forward,
seeming a little nervous. "I feel easier talking to a group of

strangers about this, for | know not what ny conpani ons or ny
pri estesses would say, and | fear what nmy goddess might do were she to
di scover what has happened.

"Two nmont hs ago, while taking a m dday neal at the Blue Boar, a

nost interesting incident occurred. My server was Canmillia, a nost
attractive girl [17 Coneliness], and while refilling ny mug of ale, she
chanced to spill sonme in my |ap. She apol ogi zed profusely, and quickly

began drying my robes with her cleaning rags. Her |ight touch, as she
rubbed the cloth on ny inner thighs, sparked a desire in ne | have
never known before; and when our eyes nmet | saw the same hunger in her
"I would do anything to nake it up to you,' Camillia whispered. | told
her I would like her to nake it up that night, and she suggested the
resi dence of Lady Rebecca, where she |ived.

“In the arms of Camillia and Lady Rebecca | |earned what true
pl easure is, and was taught how fingers, |ips, and tongue ni ght repay
the pleasures | was given." She blushes and falls silent.

Well, since Cassandra can't finish, I'lIl do it for her. Suffice it

to say that the rest of the guys in the gam ng group were jeal ous as



hell, but since everyone was on "sol 0" adventures for the night, none
of the other characters found out about it for two full nonths of gane
time.

During that interval, Lady Rebecca began calling Cassandra
"Clarissa," and my character learned fromCanillia that this was
actual ly Rebecca's daughter, whomthe |ady had hacked to pieces and
buried under the cellar when she tried to flee her |esbian nother
Canmi|llia had stayed on out of a conbination of fear and |ove for the
ol der woman, and due to Lady Rebecca's strong personality (save vs.
charmwith a +4 bonus). | also | earned that Rebecca was sonething of a
domi natrix, who routinely bound both Camillia and Cassandra in order to
playfully whip them and "tease" themw th | eather-w apped wooden, shal
we say, "inmplenents."

Finally we (the gam ng group) were getting together to | eave town
on an adventure, except that Lady Rebecca didn't want her precious

"new' Clarissa to leave her. | went ectoplasnic in the mddle of the
ni ght (scared poor Canmllia nearly to death) and got out, only to find
the thief of the party coming to check up on me. | quickly covered

mysel f by saying that | had been held captive by Rebecca (sure, with
the ability to escape ectoplasmically?) and telling himof the
i npl enents of torture and the body under the house.

The thief and one of our fighters returned the next night in order
to steal a couple of whips and "inpl enents" as evi dence agai nst her,
which nmy character then took to the guards, claimng to have escaped
with them Wen | told the guards of the body, they nmarched to the
house, dug up the skeleton, and summarily executed Lady Rebecca for the
crime of nurder. Canmillia was freed, for they determ ned that she had
been virtually "ensl aved" upon fear of her life, and possession of the
house reverted to her.

Now she and nmy character are living there together (except when
the group is adventuring), and the other characters in our group are
trying hard to help me cope with the awful ordeal of extended captivity
and rape |'ve had to endure (nen, they'll believe anything a woman
tells themwhile shaking with terror and crying big crocodile tears).

--- Kenneth Nuckol s

David Kel man for his spell Sacremon's Enperor's New Cl ot hes.

Sven De Kerpel for his comments and additions on the prostitute section
of the guide which resulted in seven nmajor chances to the tables to
make them nore realistic and pl ayabl e.

Steve Langton for the "Prostitutes are nasty" story in the story
section.

Tim Larson for inspiring the Skilled Perversion NW

Lonadar the Wanderer bringing up the race question, conmenting on a | ot
of the spells, adding the feather to the conponents of Leomund's Ting
Br ot hel .

Luwain "Don't Fuck Wth Me" The Nightingale of The Fell owship of the
Flying Paladin for the Precise Constitution Points story. He created
the A Bard's Sexual Spell-Songs section and contributed "Luwain's Ever



Lasting Hard-On" to it.
Andrew Lohmann for his Induce Pl easure Psionic Power.
Mark Manning for his Teeney-Weny-Bikini magic item

John M Martz for his criticisns on the pregnancy rules and his
clerical spells: Baltasar's Inpedinment, Fertility.

M zar, the Brilliant for assinting in the creation of the section
"The Baby is Here! Wat Ya' Cot?"

Ni ge for his Sexual Phobia insanity.

Hugo M Nijhof who made a list of spells fromwhich | took and nodified
the spells Don Juan's Irresistible Kiss and Vanpiric Kiss.

Kenneth Nuckols for his "Cassandra Gets A Friend" story in the story
section.

The Anti-Pal adin, Noned the Accursed for his abyss level in the section
An Abyss Level .

Nosferatu for The Rack Critical Hit Chart: For Men Only.

M ke Parasich for the spells Cure Soreness, Enchant Condom Del ay
Orgasm Deep Throat, Power Word: Disrobe; all of which were nmentioned.

The Phantom for the Alternative Sexist Height & Weight rule in the baby
section.

Arron Sher, compiler of The NET.PLOTS. BOOK from which the vanmpire
adventuring idea canme from

Sir Gregor creator of The Bobitt Maneuver.

Scott Spetalnik for seeing that a bell curve wasn't used with the
ability scores.

Matt Sullivan for his hunmble conments and reconmendati ons that inspired
a few nodifications to the rules. For the first draft of "Seduction:
More Than Reaction Rol es" section, which was very creative.

Eredae Swiftblade for the alternate conception system "Conception:
System || ".

Tony for the in the Honpsexual Plots section: Evil of Honpbsexuality.

Train, GMfor the follow ng ideas in the Honosexual Plots section: The

Gay Man and the Jeal ous Wfe; Saying No; Land of Fairies, Literally;
and Reverse Rape.

Mark H Vest for his nagical itemthe Grdle of Hippolyte.

Vinni e & Rahasia Mage Priestess of Ishtar The Priestess of Love for
ReErection spell idea and suggesting a spell that sinulates the

Nereid' s kiss. For keeping them comrents coning on everything | needed
hel p on. P us, he suggested wi sdom nodifiers for the Houri seduction



rul es which were inplenented. For additions to the sexual know edge
skill. For the "Adventuring |dea" section and three ideas (Love Boat,
Dog Man Needs A Date, Twins) that appear there. For the idea and
suggestions for Rahasia' s Wirl pool Tub OF Love which appears in the
magi c-itens section.

Onen Wnkler for a first draft of the inpotence spell that | used.

Xandar for his story "A Barbarian's Boo-Boo" in the story section of
t he gui de.

Fol l owi ng a strange and perverse di scussion on the a RPG discussion
list, the section "Protection of the Worst Kind (for the Male)" was
created based on the follow ng persons' conments: Rod and Kenneth
Nuckol s.

Fol l owi ng a rol e-playing discussion on the a RPG discussion list, the
section "Has Anyone Played a Honbsexual Character?" was created based
on the foll owi ng persons' coments: Andy Trenbl ey, Geoffrey Wen,
Akira, Scott Spetal nik, Gyorgy Schadt, Russ Fontaine, Andrew Hackard

Fol l owi ng a rol e-playing discussion on the a RPG discussion |ist, the
section "ESSAY: What If A Character Rapes A NPC?" was created based on
the follow ng persons' comments: Felix Leadfingers, Kalindra

Ni ght st al ker aka M chelle Carter, and Pau

After the first release of the guide, | recieved a nmessage from Rob
VWhat woul d pregnancy do to a theif's skills? What about a mage or
bard? We decided that there was no good set rule but that they
woul d be greatly affected.

This led to a | arge conversation on the a RPG about pregnancy. The nmain

contibution to the conversation was Vicki L. Domansky, Morgaine. Some

maj or comments, suggestions, and ideas cane fromJohn M Martz. John

"Ni ghtwi nd" Boelter nade sone great comments, suggestions, and ideas as

wel | as Morgan Bl ackheart of The Chaotic Realmand his wife. Qhers

were: Bob Smth, Paul Duggan, Paul J. Cunm ngs, Joe, Lord Bayl or

I ronsbane, Brian David Phillips, Philippe Goujard the FAQ Dude.

THE | NTERNET CONTROVERSY OF THE GUI DE

Upon the first conpletion of this guide (06/01/92), it was offered
to menbers of a various RPG lists that are found on the INTERNET. Over
50 peopl e responded and received the guide. Some people disliked the
gui de and stated their opinions on the discussion |ist, and others
rebutted their conplaints. Below is the argument that took place

COMMENT

I'"d like to address all of those out their who insist on creating
these insane articles on howto 'role-play’ sex. Now l've tolerated a
Il ot of crazy things on this list and nostly just delete themif | don't
want to read them (and sonetinmes post a nessage about it w thout trying
to flame anyone). This however is just to dunb and crazy | can't stand



it. I don't want to have to 'delete' it... | nean lets take a cl oser

|l ook at this for a second. First off |I'msure many of you have had
those silly encounters where your group felt |ike being goofy and sone
characters had sex, and perhaps some of you have had serious encounters
about this sort of thing to go along with the story of the canpaign.

But... | think it's really ridiculous that soneone m ght think we could
use a guide on howto role-play sex. Granted sex is very inportant...
but God man... we don't need freaking articles on '"howto do it'
because if we don't know already we have no business 'doing it' in the
first place.... gane or otherwi se. |'ve been playing for severa
years... and |'ve encountered stories and spot adventures of sex....

but | never encountered crazy junk like THIS in all 10 years of playing
until | kept seeing articles Iike this last one. Now maybe sone of you
out their have a different opinion... if so... lets hear it... I'd

like to know WHY we shoul d have guides on HONto have SEX in RPGs
because | think they are personally a waste of space and just tell ne
how nuch tinme that person had free on his hands to wite such a
ridiculous article in the first place.

Thank you for your tinme.
--- Your friendly neighborhood
Anti - Pal adi n
Noned 't he Accursed'

COMVENT

| have taken the tine to read the af orenenti oned Gui de to RPG sex
It is your gane, play it the way you want to. If you have fun with it,

then nore power to you. |I find the whole thing infantile and | acking
any merit whatsoever. The whol e sophonoric tone led to initially
believe it was a joke. Perhaps it still is.

--- Ristonofer On high ground,
donni ng t he asbest os.

COMMVENT

Cone on now, the author of the sex guide was naking an attenpt at
addi ng sonmething to the game and all of a sudden, out of the woodwork,
comes friggin' Siskel and Ebert of literature. G ve the guy a break.
haven't conpletely finished reading the "guide" but cone now. People
have the right to conpile what they like. Ristanofer (sp?): is it truly
infantile to experiment?? | see nothing very wong with it. | think
that we should give the guy a break. Fromwhat | read, he isn't the
only one who hel ped conpile it. There are nmany others. Are you and the
lady (*I'msorry but | forgot her |ogo*) going to hunt all of these

peopl e down and flane then?? | think not. | think that the best thing
y'all can do is nmellow out and | et soneone hang thensel ves with the
newly created | ength of rope, and if they do not, well, w sh them

| uck.

P.S. that was I MHO, of course. And if you nust, flames are wel cone.

P.P.S. but | prefer not to see any.



--- Deat hW sh

COMMVENT

I nust agree with Deat hwi sh about the sex guide. This discussion
list is a forumfor presenting ideas. Not those ideas that are good or
those ideas that are bad but all ideas. What may be junk to one person
may be a gold mine to another.

I can see nothing wong with offering the guide to the net on the
chance that soneone nmay feel it is useful. Obviously soneone felt so or
the author would not have had all the collaboration on the project from
fellow Iist members.

If you have a problemw th sonmeone's work send them private e-nmail
before flamng them before the list.

I VHO.
Greg Dillingham

COMVENT

I, too, have read the guide. I find it hunorous, but of the
"Did you hear the joke about the girl with HUGE ...", etc.. It's REALLY
infantile (although nost of the jokes that truly nake me | augh are as
well) and | think you're either going to hate it or love it. Me, |I'm
afraid | hate it. WelIl done, but | think the original idea was... (I'm
gonna duck the flanme after this) |ane.

Yers,
Greg (Ml ek)

COMMVENT

As one of the people who nade some (mininmal) contributions to the
guide, | must say the following. Wiile you may not |ike some parts of
the guide, find theminfantile, etc., | amsure that there is something
in there for every GM Even if you do not like 99% of it, that last 1%
is going to be sonething that will make your eyes |light up, and start
the wheels of your mnd turning. Read it before passing judgenent.
"Nuf f Said on the subject....happy dice rolling.

COMMENT

Well 1 should say read the guide or give it at |east a good | ook
before you start saying things like that! It's not just to tell ya how
to do the thing but it's to add nore flavor and nuch nmore fun on this
subj ect. Yes you should really give it a look. It's full of really
ni ce/ funny/wonderful /weird i deas. The devel opers where all very
surprised of what becane of the Guide and | Think many of you will also
be very surprised if you take a | ook!

Don't think that because it's related to this subject called Sex
that it's bad stupid or useless. It certainly ain't an 'Escape from
Reality' (or whatever you wanna call it) to have sonme fake Sex!
(...because you don't get enough in your own life..... aahhhwww What a
pitty....Oooppss |I'msorry) | really wouldn't wanna trade places with



the PC s who were gonna be involved with those rules. Yeah take a | ook
at those real nasty diseases and neat Kiss Spells! You certainly don't
wanna be subject of most of those!!! The Guide is there just to add
more Fun and fresh ideas to this wonderful gane.

I have to admit that | first thought it was a stupid idea too but
then | saw sone nice ideas and joined the developers in nmaking it a
nice ***FREE*** good devel oped product!

--- Vinnie

Okay "Il now put on ny Protection fromfire again and wield mny
Frostbrand so come-on with those Flane Throwers! But Don't try to
bar becue nme when you di dn't gave a good | ook at the Guide! First ook &
read before you start Flam ng the Thing (yeah You can't start a fire on
something if you do not really know what it is! It could be either
Al cohol or Water! he he :) And | guess you don't wanna waste your
flamet hrower on the water!

COMVENT

Val i ant Conr ades,

Regardi ng the uproar about the Sex Guide, | agree with the
supporters, and to the critics | have to say LIGHTEN UP! |f you don't
like the principal of the guide, then sinply refrain fromusing it.
Even the Dungeon Master's Guide isn't witten in stone.

Besi des, there is sone useful stuff in there. Any GM who can't

find creative uses for an Houri NPC should have his proverbial licence
revoked.
And, no matter how you view an RPG it is still ONLY A GAME. |If

soneone takes offence to the principal or content therein, perhaps a
di fferent hobby is in order.

--- Hall -ee-nor Dargess

COMVENT

How conme | never got a copy of the sex guide? | asked for one.
Can soneone send ne a copy please. Sure, it may seema little silly or
stupid, but it can't hurt. I'lIl read it then decide if | want to use
it. There's probably sonething in it for everybody. \What ever happened
to free expression? Sonme people are so oppressive!

--- Auston

COMVENT
M XeD i N t He hEaD
| believe it!

I'"d like to address all of those out their who insist on creating
these insane articles on howto 'role-play’ sex. Now |'ve

tolerated a want to read them (and soneti mes post a message about it
wi thout trying to flame anyone). This however is just to dunb and
crazy | can't stand it.

V VVVYV



You "can't stand it" ?!'? You have sone personal problemw th other
people's creativity? You may not share others sense of hunor and they
may not respect your norals, but this is a public access list. You seem
to indicate it should be censored! Now step back and realize that

ot her people, nyself included, are mature enough to noderate 'use of
sex' in our own ganmes. Sonme of these articles have had sone good ideas,
while all of themat the very least are intended to be taken Iight-
heartedly. So have fun with it, or just ignore it.

> adventures of sex.... but | never encountered crazy junk |ike
> THI S in all 10 years of playing until | kept seeing articles
> |like this last...

| dunno who you've been gaming with... But the college students | have
pl ayed with have done nmuch "worse" than this list's "Guide to Sex." O
course like any other "rules for RPGs" the sex stuff is just a tool
Suggestions...and nost of all a good | augh from sone creative ganers
who defiantly have a grip on the real world.

Thi nk about sex-education through role-playing games :) One nust |earn
that if his prom scuous pal adin doesn't wear his "ring of protection”
(and | don't mean the one on worn on the hands...) that he may pick up
sonme nasty effects, possibly magical! Eeeooch!

Wth the slightest bow and tip of his hat,
t he Rogue steps back into the night...
COMVENT
You guys need to grow the fuck up. Go out and buy a Hustler or two and
figure out what you really should play with, besides yourselves. Notice

"elves" in therel! *** CENSORED ***

--- Tai pan

COMVENT

Sonme time ago | was told of the sex guide by a friend and didn't
believe him Anyway, | started searching for it on the net and finally
found it. It's GREAT!!!!! The rules are very interesting considerations

to have in mnd and add nore spice to the canpaign (at |east mne). You
can use the rules to nake the adventure nuch nore interesting and

funny. | also read sone people's cormments and | have something to tel
them if there is anything crazy around it's them Just because
sonet hing invol ves sex doesn't nean the world will tear apart. It's as

i f someone had conpl ai nts about excessive violence in the ganme (is
there anyone with this opinion?). We are living in a world where sex is
bei ng taken nmuch worse than the way the guide presents it, it's one of
our defects, so why try to hide it? This work has made ne under st and
many things | hadn't thought of (really). It's so sarcastic that it
gives food for thought (I'msorry sone people didn't notice). I'll talk
about this work with many peopl e, and once again thanks, you did a coo
job :).

--- M Santeli






