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There are worlds beyond worlds—
cold, hot, light, dark,
watery and earthen.

They all share one basic need—
a need for Heroes.

—ElIminster the Sage

I look at the night sky and | think . . .
there’s gotta be something out there
worth stealing.

— Alliya Makabuck, Halfling Inc.
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EOREWORPE

The product you are holding in your
hands is the result of a brainstorming
session held in a local Lake Geneva
restaurant. The designers and edi-
tors had been cloistered there to
come up with some new ideas and al-
ternatives for the AD&ED® game sys-
tem. The general talk was pretty wild
and the waitress asked if we were
working for Steven Spielberg, who
was rumored to be scouting loca-
tions in the area.

If this project is weird enough to be
considered a potential movie idea,
then we may have done our job here.

The design directive for the
SPELLJAMMER™ supplement was
simple: Take the AD&ED game into
outer space. Then we started adding
stuff. It couldn’t be like anything ever
done before. It shouldn’t overturn ex-
isting campaigns. Then, “Hey, we've
got these 24 pieces of cardboard
available, Jeff, how about designing
some ships to put on them?"” The set-
ting should link together the Realms,
Krynn, and Greyhawk without invali-
dating any of those worlds or the
games already set there.

This was becoming a tall order:
Maintain the spirit and play of the
ADED game and tie it in with years of
previous work without invalidating
anything. But if space functions nor-
mally, how (for example) do the con-
stellations of Krynn move around
without messing up other planets?

Zeb Cook pulled out some medi-
eval woodcuts showing a traveler
passing through the spheres of the
world to discover the sun and planets
on tracks, and with that the idea of
crystal shells was born. Each fantasy
solar system could have its own
placement and rules, while being a
part of a larger whole.

That larger whole created its own
problems, because space is big. Re-
ally big. As | write this, Voyager Il has
just rounded Neptune after a 12-year
voyage. Conventional movement

would result in long and empty voy-
ages, which would make for poor
role-playing. Yet, everything we see
in most fantasy worlds posits an
Earthlike world with Earthlike celes-
tial effects.

The need to travel quickly across
space brought about the spelljam-
ming helm and with it we cut our-
selves fully loose from real science
and began creating a “fantasy phys-
ics” that was true to its own rules and
laws. Dave LaForce (better known as
Diesel) and | starting kicking ideas
around for gravity planes and atmo-
spheric envelopes, making it possi-
ble for the space pirate to stand on
the deck of his ship beneath open
space.

How does it all work? Well, the
easy answer is “[t's magic.” The more
involved answer is “It's magic and it
knows it's magic.” The rules are still
there and must be obeyed, but it is a
different set of rules from what we
are used to in our world. As anyone
here will tell you, a fire-breathing,
50-foot-long, flying reptile is impos-
sible, but it can live in our im-
aginations. The same argument ap-
plies to spelljamming ships.

Jim Holloway started playing with
ship types and Diesel began design-
ing both the Spelljammer itself and
the asteroid base that became the
Rock of Bral. Jim was surprised
when he brought in five different be-
holder ship drawings and we ac-
cepted them all. Previously, one ship
type or style would do for a space-
based campaign, but here we had
flying things that looked like half-
walnuts, modified galleons, and gi-
ant moths!

The reason for this diversity is to
keep with the precepts of our fantasy
universe—there are a lot of different
races out there and all their ships
should not look the same. “Real sci-
ence’ restrictions like aerodynamics
are not a concern in worlds with fly-
ing carpets and mind flayers. The

ships of wildspace reflect this diver-
sity. In many cases, Jim came up with
a drawing and then the rest of us
showed how it could work.

You'll notice the editors are also
listed as developers in the credits. In
particular, Steve Winter (general co-
ordinator and main editor) and
James Ward (design manager and
my boss) were responsible for multi-
ple additions and revisions in the
text. | would finish a particular sec-
tion, James would review it and
come up with five more neat things
we could do with it, and | would
scurry back to my computer, gig-
gling and cackling over the new
ideas.

Similarly, Steve Winter went over
the rules with an eye toward consist-
ency and fun, adding and refining the
various pieces of the system into a
complete whole. This was a Hercu-
lean task. Our main goal was to not
to produce a miniature wargame that
simplified AD&ED game procedures
but rather a supplementary system
to help DMs and players enjoy ship-
to-ship fighting in a most unusual
setting.

And there you have it. | once de-
scribed designing this product as the
gaming equivalent of running
through a mansion, flinging open the
doors, and discovering what lies be-
yond them. In many ways the size of
space itself, the unlimited number of
possible encounters, ships, races,
monsters, and other neat stuff to be
found out there, has proved to be the
greatest challenge. This box is the
first giant step—not a furtive foot-
hold but a full-tilt charge—into a new
universe of gaming.

On behalf of the creators of the
SPELLJAMMER supplement, | hope
you enjoy the trip.

Jeff Grubb
August 1989
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At the Helm

What
feels like:

spelljamming

The wizard or priest
who uses a spelljamming
helm deals with two
levels of reality: In the
first, they are in their
own body and aware of
the actions around them.
They may talk and con-
verse with others nor-
mally, though they may
not move or cast spells
while at the helm with-
out breaking contact

with the spelljamming
device.

The second level of re-
ality is a larger, expanded
consciousness in which
the spelicaster feels the
ship he is in as an exten-
sion of his own body. The
ship itself, to the limits of
its gravity plane, and the
air envelope, feel like a
bubble under the control
of the spelljamming mage
or priest. This concept of
linking is important for
the spelljammer helm to
function.

N 4

ADED® game campaigns using
the SPELLJAMMER™ fantasy setting
pose some problems unlike those
found in other fantasy worlds. The
greatest problems are the open-
ended nature of the campaign, and
the space involved. A trip from Earth
to Mars in our fantasy terms takes
only a few days. Using 20th century
technology, the same trip would take
over a year and a half under optimum
conditions.

The other challenge of fantasy
space is diversity. We are talking
about a campaign that includes
Greyhawk, Kara-Tur, the Forgotten
Realms, and Krynn, plus whatever
campaigns the DM chooses to add.
Keeping an eye on the diverse cam-
paigns is a bit of a trick, not to men-
tion making sure that new worlds
appear truly fresh and different to the
star voyager.

Much of space is empty, but
encounters can happen anywhere on
the trip, which may aid or hinder the
traveler. The nature of the spell-
jammer helms makes it necessary to
slow down for obstacles and inter-
secting ships, rendering encounters
all the more likely.

This section is to aid the DM in get-
ting a fantasy space campaign
started and in running it over long
periods of time.

Getting Started:
The Type of Campaign

The SPELLJAMMER fantasy set-
ting can be used in a number of ways.
It may be used as a change from the
standard ground-based campaign,
using established heroes from your
campaign who find themselves in
space. The heroes may have one (or
several) adventures in space before
deciding to return to their native
lands, or they may choose to remain
in a full-fledged space-based cam-
paign. A second use for the setting is
to create a fully space-based AD&D

fantasy campaign, not tied to any
planet or area. A third use of the set-
ting is to provide background for ad-
ventures within your own campaign.

Dealing with these uses in order,
the greatest task is in bringing a
ground-based campaign into space.
Bringing the characters directly in is
discussed in the next section. The
DM has to do some ground work (so
to speak) before dragging his heroes
into the void.

The first step is to determine what
is out there in the first place. This can
be as simple as laying out the plane-
tary system, or as complex as doing
several planetary systems initially.
For the “TSR worlds” of Oerth,
Krynn, and Toril, their solar systems
are already established and detailed
in the Concordance. For a DM’s pri-
vate campaign setting, the DM may
either create the system randomly,
using the tables in chapter 5 of the
Concordance, or lay out his cosmol-
ogy as he sees fit.

A word of advice: Unless you've al-
ready set up a cosmology for your
fantasy world (such as a ringworld or
Dyson sphere), it's best to keep with
the ideas of our “typical” space:
spherical planets orbiting around a
central body in an orderly fashion.
Since this is the system that your
players have lived with in the real
world, it is the easiest to grasp. They
have enough new ideas hitting them
when they get into space, and toss-
ing puzzling cosmologies at them
may confuse them even further.
Their fantasy campaign is “normal”
to them, a common touchstone from
which the fantastic can spring. As an
example of this, note that all three of
the TSR campaigns are based on
spherical planets, rotating in 24-hour
periods, and revolving around the
sun in the period of a year. (Well,
Oerth'’s sun revolves around it once a
year, but the effect is the same.)




Things to worry about in your ini-
tial cosmology:

Locations of the planets

Sizes of the planets

Types of the planets

Shapes of the planets

Level of spelljamming activity

Types of creatures found in this
area of space

Inhabitants of other worlds

Nearby asteroids, bases, and
stellar cities

The first four are handled in chap-
ter 5 of the Concordance. The activ-
ity level of the spelljamming ships
describes how often the heroes will
run into other spelljamming ships. A
low number reflects that the area is
out of the way and not traveled much
(such as Krynn), while a high activity
level indicates that the sphere is a
crossroads of activity.

As far as types of creatures in
space, it is use the ones within these
books that suit your fancy. If your
characters are sick to death of be-
holders and will attack you physically
if they run into a ship with 20 of them
on board, then the beholder civil war
does not have to spill into this section
of space. If you want to establish a
medusan city-dome on an airless
moon, go ahead. In general, there will
be human life in your section of space
(adventurers if nothing else), and
likely dwarves and elves. Undead
ships and mind flayers are common
as well, and neogi only slightly less
so. The neogi and the beholders are
tough customers, and as such it is
best for low-level adventurers to avoid
such encounters early on.

Finally, the characters will need a
base of operations from one mission
to the next, a place to rest up and get
supplies. Included in this box is a
map of the Rock of Bral, a “typical”
space city. The DM is free to place
this asteroid city around the world of
his choice: Krynn, Toril, Oerth, or
one of his own choosing, to use as a
base.

For campaigns which start in
space, the Rock also provides an ini-
tial base of operations for the charac-
ters. Such heroes would have a little
more knowledge than your ground-
ling adventurers; they would under-
stand the basics of space travel and
spelljamming helms. This does not
mean that they have used helms or
been off the Rock before in their
lives. There are a number of possible
adventures on the Rock or beneath
its surface. For more information
on the Rock, see Appendix 4 of the
Concordance.

Finally, the omnivorous DM may
use SPELLJAMMER™ settings as a
source of new ideas and source ma-
terial. (The phrase “omnivorous
DM" is not meant as a slam—the
writer once described his own cam-
paign as a “‘cosmic vacuum cleaner,
sucking up every fantasy idea that
crossed its path.”) The races of the
SPELLJAMMER campaign setting
have little cause to visit the ground-
lings on a day-to-day basis, but their
presence may make for interesting
adventures. A case of introducing
wheel locks into the Realms in
Waterdeep is described on page 50
of this book. Other ideas may in-
clude acting as bodyguards for a
member of the arcane doing busi-
ness with a local chieftain, or stum-
bling upon an elven search party
looking for a lost spelljamming
helm in a flitter. The adventurers do
not have to journey into space to
benefit from the worlds of the
SPELLJAMMER setting.

Getting There:
Going Into Space

The first obstacle for any ground-
ling characters is getting into space.
The longstanding barrier to space
travel in fantasy has been the fact
that there is nothing up there, com-
pared with the slews of dragonhordes
and orcish legions on the ground.

However, once characters are
made aware that space is yet another
frontier, they will be looking for ways
to get there.

Here are a number of ways to start
groundlings on their way into space.

The Ancient Artifact: At the bot-
tom of the haunted mines located
near the heroes' current base of oper-
ations, or at the summit of the mad
wizard’'s abandoned tower, there is a
great vault with a domed ceiling. In
the center of the vault is a huge ship
(probably a tradesman or other less
powerful ship, but for those who have
never seen one before, it is large and
impressive). The chamber is guarded
by creatures suitable to challenge
the adventurers, such as stone
guardians or golems. The ship has an
obvious throne (the spelljamming
helm) mounted on the aft deck,
along with whatever other treasures
the DM would like to add.

The ship is too large to take out
through the great doors, but a series
of inlaid buttons mark the podium on
the far wall of the room. At a touch of
one of the buttons, the dome above
opens, revealing a wide passage out
into the sunlight. With a little experi-
mentation, the player character
seated on the throne can figure out
how to operate it to control the ship.
Note that learning to operate does in-
volve learning finesse with the con-
trols: the first attempt to rise out of
the shaft will likely put the ship (and
all those on board) out near the orbit
of the moon before the actions can
be reversed.

This option provides a fully opera-
tional ship for the players immedi-
ately. It is recommended if they,
through their most recent adven-
tures, had done something momen-
tous, like save the world from a dark,
evil power, and now are looking for
new adventures.




JENE

Moving through space
is no more than mentally
visualizing the distance
and direction (usually
given by the navigator,
based on his charts) that
the ship should move and
willing the ship to move
in that direction. The
feeling has been com-
pared with moving a limb
that has fallen asleep—a
pins-and-needles sensa-
tion, though not as pain-
ful as its analog.

The helmsman is aware
of the actions of others
on the ship as if he stood
on the aft deck (or similar
location in other ships).
The general movements
of crew and officers do
not register directly un-
less the spelljamming
mage is paying attention.

\Xhen the ship encoun-
ters another object in
space, the spelljammer is
usually the first to detect
it, but only because it
causes the ship to slow
down to avoid possible
collision. The mage or
priest can identify the
other object in general
terms: larger similar size,
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The Ancient Artifact, Part 2: The
setup is the same as before, within a
“standard” dungeon setting. Instead
of the ship, the heroes find the helm
itself, which may be anything from a
simple chair to an ornate throne. The
chair radiates a very strong magical
aura. The kind-hearted DM may pro-
vide a book or diary describing the
use of the chair (useless in its present
setting, secured to the floor). The
less charitable will place the instruc-
tions for mounting and use else-
where in the dungeon, or in another
country entirely, and the truly cruel
will provide no instructions whatso-
ever. In this case the heroes will likely
have to find a sage conversant in
such matters, and, once the object’s
purpose is known, keep it secret and
out of the hands of others who would
be interested.

The Scroll: An even nastier ver-
sion of the above. The heroes find no
helm and no ship, but only a scroll
with three create minor helm spells
and general instructions on how to
use the result. The instructions will
run to the tune of: “Find a suitable
ship of no more than 50 tons, mount
the chair desired to be the throne in
its aft section, have a spell-user
seated in the chair, and cast the spell
to turn the chair into a helm.”

Tonnage, of course, is in spacial
tons, which are larger than naval
tons, so a smaller ship will likely be
used. Keep in mind the limitations of
air and crew on the party. The “suit-
able ship” referred to in the scroll is a
spacegoing ship, but unless the he-
roes have knowledge of space, they
may try to use a riverboat or light
cog.

This version will likely carry the in-
dividuals, overloaded, into space. It
would be a nice idea if the Rock or a
passing real space vessel were in the
area before their air runs out.

The Sage: The heroes are hired
by a sage to investigate travel in
space. If the world the heroes are on

is already active in spelljamming, the
sage may hire them to seek out the
artifact or book mentioned in the
above sections. Otherwise he will
have the heroes test out a number of
interesting ideas for getting into
space, including:

A chariot drawn by swans.

A saddle on the back of a charmed
dragon.

A huge balloon.

A brass sphere containing the
morning dew. Since the dew rises to-
ward the sun, the sphere will be
taken with the dew toward the sun.

Wings of flying, used to a height
never before attempted.

A machine, built from old gnom-
ish drawings, that mimics the birds
themselves.

A huge tower filled with smoke
powder and ignited. The heroes are
at the top of the tower within a cube
of force. The blast shoots the heroes
into space.

A dimensional ladder that contin-
ually extends itself as you climb up
it, the bottom rungs vanishing as
other rungs appear above.

This being a fantastic world, all of
the above methods work to a certain
degree. They will take the heroes to
the edges of the atmosphere of their
planet, at least three miles up, far
above the cloud cover.

The DM may then choose the next
move for the heroes. If they continue
on, they will have a long voyage to
the nearest moon (say, 3-18 days, be-
ing kind). If their ship has insufficient
tonnage to keep them alive, then
they will experience the dangers of
suffocation in space (ioun stones and
word of recall spells help here).
Should the ship be able to reach the
nearest body, they should find inhab-
itants and adventures there as well.

The DM may also choose to give
the heroes a glimpse of a spelljam-
ming ship (or the Spelliammer itself)
while they are in space, then force
their return (the swans become con-




fused, the dragon reaches its limits
of endurance, the dew escapes from
the brass ball, or the magic runs out
of gas). In this case, the heroes are
encouraged to refine their methods
(they have seen a large ship in space)
and try again.

The DM may also choose to force
an encounter with a ship, either a
trader, pirate, or slaver. This opens
other choices to the players, includ-
ing delivery to the Rock, or being
taken to another planet for sale.

The nature of the DM’s choice de-
pends on how deeply he wishes to
bring the player characters into the
SPELLJAMMER™ universe. This
“first encounter” can potentially go
in a number of directions: piracy, mu-
tiny, escaped slaves, or just finding
oneself on the Rock looking for a way
to get home.

Aliens from Another Planet: The
heroes are called upon by a local lord
to investigate a series of disappear-
ances in a distant part of his fief. The
heroes discover that the disappear-
ances are the result of neogi slavers
making a landfall and taking on a
batch of new slaves. The ship on the
ground should be a neogi mindspider,
with a deathspider in orbit above. The
heroes may be captured by the evil
neogi (a standard crew with personal
umber hulk slaves) or defeat them and
capture the mindspider.

If the heroes fail to defeat the
neogi, they will find themselves in
space involuntarily until they escape
or are slain. If the heroes defeat the
neogi, they must deal with several
problems: figure out how to operate
the mindspider (with either a lifejam-
mer or a minor helm), defeat the
deathspider up above, and then, de-
fend themselves against the first ship
that assumes the heroes to be evil
neogi and attacks them.

The Envoy: The characters, re-
nowned through their lands (or per-
haps even the rulers of the land), are

summoned to court to investigate
the claims of a strange trader. The
trader is a tall, blue giant with a nar-
row face (an arcane), and is offering a
magical throne in exchange for an
extreme price (some artifact of
power in the hands of the heroes, or
which the heroes must go and fetch).

The magical throne is a minor
helm, and the arcane is using it to see
if this part of the world is civilized
enough to open relationships with
the spaceborne nations. If the Ar-
cane is attacked, it will try to escape,
and not return for a hundred years. A
nice turn on this would be a rival wiz-
ard who would want the item for him-
self, so that he would slay the arcane
and take the helm.

The Crash, Part 1: There is a me-
teor shower one night when the party
is outside. During the shower, a par-
ticularly large meteor streaks over-
head, trailing fire. It passes directly
over the heroes, seems to detonate
as part of the meteor blows off, then
changes direction and crashes in the
nearby mountains. The heroes may
investigate if they choose.

The ship is a tradesman that came
down with the storm. It is almost de-
stroyed, its hull scattered over a
mile-long line scarred into the moun-
tain. The crew (what is left of them) is
dead, but the spelljamming helm
and a few weapons survived. It is up
to the heroes to piece it together
from here.

As an option for this version of the
crash, there may be one lone survi-
vor, who mutters something about
“The Black Spot™ before dying. The
Black Spot is a local pirate who shot
down the merchant in the first place,
and if the heroes make it into space,
he'll be after them as well.

The Crash, Part 2: Similar in set-
up to the crash, part 1, except that
the ship is a beholder tyrant ship. Its
orbus and most of the crew died in
the crash, but five beholders and the
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hive mother survived. Their mis-
sion—to get back into space, prefer-
ably on the backs of slave labor, and
under the hive mother's directive,
seek to carve out a kingdom to gain
the resources. The beholders will go
back to their normal nasty behavior
if the hive mother is slain, and no
longer seek to return to space. The
heroes may get an inkling of space
life from this adventure, or the be-
holders may have a prisoner, a mage
capable of casting a create minor
helm spell.

The Crash, Part 3: Similar to the
crash, part 1, save that the crashed
ship is an elven man-o-war. The crew
and ship survived (mostly, but medi-
cal aid and repairs are needed). Evil
forces are looking to kill the space
elves and take the ship. The heroes
will likely have similar ideas, though
without the killing. In addition, a sec-
ond man-o-war will appear in a few
days to find the first, and to kill any-
one that has found the helm on-
board.

The Door: Lastly, the most simple
way of getting characters into space
in a hurry—a dungeon door (or trap,
for that matter) that is a dimensional
hole, which deposits the heroes in a
distant sphere, under strange stars,
in a place called the Rock, with no
way home except to learn the cus-
toms of the natives and their strange
boats.

Space Adventures

Once the heroes have gotten into
space (by whatever means) with a de-
cent vessel, the next step is figuring
out what they're doing up there.
There are a number of options, de-
pending on the tendencies of the ad-
venturers themselves.

Adventuring: This is generally
described as “‘cruising around and
seeing what attacks us’" The DM
should have some set-piece encoun-
ters for this type of group (treasure
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or smaller. Long-time
helmsmen can guess even
from this what type of
ship or object they are
running near (an asteroid
“feels’’ different from a
dwarven ship). Visual

sighting, either by the
mage in his deck position
or a crew member, is re-
quired.

The helmsman can ma-
neuver the ship slug-
gishly, but any real ma-
neuver—like a turn—
takes the ship out of its
rapid movement and
down to tactical speed.
In combat, the helmsman
is limited by the feel of
the hull and its capabili-
ties, and cannot maneu-
ver the ship above its
capacity without magical
aid. The crew provides
the true maneuverability
of the ship during tight
turns and while evading
enemy missiles.

Combat under the
helm is a frightening, but
usually nonlethal, pros-
pect. The helmsman is
aware of damage to the
hull as bright flashes of
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lairs, abandoned dwarven mines,
etc.) and mix liberally with random
encounters. Many of the descriptions
within this book are intended as
springboards for the DM to provide
interesting adventures and encoun-
ters for the characters.

Trading: A subset of adventuring
which usually involves getting Item
A to Point B. Most items along this
line are small and valuable, ranging
from components needed to fill a
wizard’'s requirements for a spell to
precious gems and artifacts. In the
last case, the patron must either be
sure of the individual’'s honesty or
very, very desperate to put a magical
item of great power into the hands of
the characters. Of course, in addition
to encounters along the way, there
may be other individuals who would
want to intercept the heroes and re-
lieve them of their items, which
bringsusto...

Pirating: A nasty word, so most
individuals engaged in it call it free-
booting or swashbuckling. Pirating
is a common occupation for space
crews, and there are as many cities
based on pirating as there are on
trade (they are made of the same
coin, and a pirate one day may be a
trader the next). The best of the pi-
rates cut a swath across the stars,
legendary heroes who are kind to the
weak and dangerous to the strong.
The worst are called marauders and
reavers, and leave a trail of blood
floating in the void. Both are hunted
by whatever local authorities exist,
but the reavers are shown no mercy.

A specialized pirate is a privateer,
a free agent who serves space-based
nations as a raider, choosing his tar-
gets from among the ships of that na-
tion’s enemies. In reality, the
privateers are less concerned with
such details, and a number have “ac-
cidentally” attacked friendly ships.

Local Navies and Military: These
types of adventures tend to be boring
in times of peace, deadly in times of

war. Every small city maintains a mi-
litia fleet charged with patrolling its
orbit, aiding ships in distress, and re-
pelling possible threats. The nature
of these threats vary from city to city,
but usually include neogi deathspi-
ders, reavers, and known pirates.

War is a common occurrence in
space, and with indiscriminate fire,
soon brings a large number of fac-
tions into play. Typical warlike mis-
sions include patrol, search and
destroy for enemy ships, spying mis-
sions, and all-out assaults. Cities war
among themselves for trade or to
right grievances, trading costers bat-
tle for patrons and routes, and vari-
ous races are involved in continual
running battles (the beholders, for
example, hire both military and pri-
vateers among humans to fight other
beholders).

Exploration: Forall the years that
men have sailed the void and cruised
the phlogiston, there is a great deal
that men do not know about their
universe. Fantasy space is a universe
not of theorists and scientists but of
explorers and adventurers, whose so-
lution to test out what is beyond a
shell is to journey there and find out.
The Seekers are excellent patrons
for these types of adventures, since
they will willingly finance explora-
tion into new areas to receive de-
tailed maps of new lands.

Intrigue: A sneakier sort of ad-
venturing, suitable to rogues and
those who prefer the (relative) safety
of the cities. The various factions and
races of space continually tilt against
each other for dominion: Seekers
against Xenos, military brother-
hoods against each other, wizards
against competitors, and the neogi
against all. The long distances and
relative lack of information make
spies and scouts very valuable in
space.




Life on Other Planets

Many of the fantasy worlds share
similar creatures, species, and types
of government. A native of Water-
deep would not be totally lost in
Greyhawk, and an elf from Silvanesti
could fit in at the elven courts of
Evermeet. Other planets do not nec-
essarily share those same similari-
ties, and the DM may create worlds
to fit his fancy and the needs of his
adventures.

Types of Worlds and
Their Life Forms

The easiest method of populating
other worlds, short of creating all-
new monsters for every possible
planet and terrain, is to use already
existing creatures in different situa-
tions. Certain types of planets are
more amenable to specific types of
creatures than others (fish do not sur-
vive well on fire-worlds, for exam-
ple).

Given the choice of weighing the
DM down with yet more monsters,
some of which would be variants on
existing types, the DM may choose
to use the following tricks to make
his worlds look and feel different,
and to give the heroes unexpected
monsters and encounters.

Monsters by World Type

Following are general examples of
typical inhabitants of the various
world types (the four elemental
types, discounting for the moment
the “fifth” element used by the Kara-
Tur characters).

Earth-Type worlds have a diverse
selection along the lines set out in
the Monstrous Compendiums, and
in the Monster Manuals and FIEND
FOLIO™ tome that preceded them. In
fact, many of the monsters in those
previous texts will never see the light
of day in the Compendiums, and as
such could be used on alien worlds.
(Then again, who wants to admit that

his paladin was eaten by a flail snail
in a distant crystal shell?)

Fire-Type worlds tend to have fire
elemental based creatures, such as
the salamander, efreet, and azer, but
also fire-based analogs of existing
creatures (such as a fire-based bear).
These analogs have the same ap-
pearance, hit dice, and attacks as
their regular versions, but in addition
are made of elemental fire, plasma,
molten rock, and other materials. As
a rule of thumb, these creatures will
have the following special abilities:

They inflict 1-6 additional hit
points in fire damage to normal dam-
age for every Size class. (Size S =
1d6, Size M = 2d6, Size L = 3d6,
Size H = 4d6, and Size H = 5d6.)

They are more vulnerable to cold,
suffering double damage from cold
attacks. They are vulnerable even to
the cold that we consider comfort-
able temperatures, taking 1d6 points
of damage for each round of expo-
sure to these chill temperatures,
eventually burning out or fusing into
a lump of inanimate rock.

Water-Type worlds have a rich di-
versity of aquatic life. All fish,
whales, and water-breathers are pos-
sible on water-type worlds, including
mermen, sahuagin, sea elves, and lo-
cathah. The DM may double the size
and hit dice of these creatures, as
they are perfectly adapted for their
worlds (creating mergiants from
mermen, for example). DMs may
also take creatures who are normally
air-breathers and create an aquatic
version (such as a water-breathing
beholder, which unlike the eye of the
deep retains use of its eyes). On
those islands that break the surface
of the water, earth-type life will also
be found.

Air-Type worlds specialize in fli-
ers. Dragons, djinn, aaracokra, and
other winged creatures will be com-
mon. The DM may double the hit
dice and size of these creatures to
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represent their adaptive nature to a
world without a surface, and the fli-
ers here never need tire or land. The
DM may also modify existing crea-
tures for flight (the airboar, for exam-
ple, which has batlike wings). These
creatures will have a speed equal to
their earthly analog's ground speed
doubled, and have a maneuverability
class of either C or D (50% chance
for either).

Monster Appearance

One of the great advantages for
ADED® game players is that once
the basic monsters are known and
committed to memory, they are an
open book for the players. Their
weaknesses and vulnerabilities are
well known enough that a prepared
party can take on most monsters
with special vulnerabilities. This is
particularly true of monsters special-
ized to a point where a single type of
attack will drive them off or slay
them.

This situation makes sense on
most home planets, where the he-
roes have at least a passing familiar-
ity with tales of rakshasa and water
weirds and other creatures. But in
the new lands opened by space, this
is not always the case. A hero should
not be always able to identify a mon-
ster from his home campaign, and
have the same tricks work in every
case.

One way of dealing with this prob-
lem (short of new monsters, which
are nice if there is time) is to change
the appearance of the monsters. All
abilities, hit dice, and raw stats re-
main the same, but the creature, if
humanoid, takes on a nonhumanoid
appearance; if it is normally reddish
in hue and looks like a cow, it is now
blue and looks like a giant fox.

An example from the writer's own
campaign: The grimlock from the
FIEND FOLIO tome is a creature that
will likely not reappear in the Mon-
strous Compendium. These creatures
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pain, but can easily main-
tain control. In certain
circumstances (a critical
hit), the pain can knock
the helmsman out, slow-
ing the ship to a stop.

Many helmsmen have
described the sensation
of being merged with the
ship, likening it to the
feeling of personally fly-
ing among the stars.
Sometimes they have a
tendency to look down
on warriors, rogues, and
others as mere passen-
gers in the marvelous
ship that the mage or
priest has become.

=

appear as grey-skinned humanoids
with sharp teeth and blank eyes, and
are particularly vulnerable to audible
glamer spells while being invulnera-
ble to illusions. Most of my players
knew this description and brought
out the needed spells when they ap-
peared. They traveled to another
world and found more grimlocks, but
this time | changed them in appear-
ance only to resemble land-walking
squids with weapons in their tenta-
cles. Confronted with the "land-
squids,” the players fought as if they
were encountering the beasts for the
first time (which they were), all the
while trying to figure out why | was
reading from the FIEND FOLIO™
tome.

Changes in appearance can be mi-
nor (blue elves) or major (giants with
mind flayer heads but none of their
psychic abilities). The limitations of
the appearances are up to the DM,
though he should note them in side-
bar if the heroes ever come back
looking for the “Land-squids unaf-
fected by illusions.!” Examples of
changes of appearance are:

Change in color (blue elves)

Change in flesh type (scaly hu-
mans)

Appears as a related creature

Appears as a creature of a different
species

Appears with the head of a differ-
ent creature (dragon, horse, etc.)

Is translucent or faded, but still vis-
ible (no penalties to hit)

Change in Monster Statistics

A more involved modification is to
change one or more of the statistics
of the monster to reflect its appear-
ance in a new environment. This is
more chancy than just changing the
monster’'s appearance, as it can af-
fect game play severely, often creat-
ing unkillable creatures or those that
the players may use to their advan-
tage.

Here are some general changes to
monsters that can preserve their
freshness, and limitations to those
changes.

No. Appearing: Never more than
double or less than half.

Armor Class: Raise or lower by
only 1 point.

Movement: Double speed at best.

Hit Die: Double at best, plus give
the players a clue by increasing size.

Number of Attacks: Double, but
never more than four per round.

Damage/Attack: Leave as for nor-
mal monster.

Size: See under Hit Die above.

In general, alter special attacks,
special defenses, and in particular
magic resistance at your own risk.
When modifying such special abili-
ties, try to trade for an equal or
weaker special ability. For example,
a creature that can only be hit by sil-
ver may be altered to one that can
only be hit by cold iron, but not to
one that could only be hit by magical
weapons. The first case would sur-
prise and hamper the character,
while the second would give too
great an advantage to the monster.
Further, a monster that was more re-
sistant to certain attacks would even-
tually force out his normal cousins
and become the dominant type of
creature.

An example of a modified special
attack is our beholder/bartender on
the Rock of Bral. The death-ray eye is
disabled, and replaced with one that
projects a detect lie spell. The result
is a more socially oriented monster,
who can survive better in a city since
most patrons know they will not be
knocked dead (of course, he retains
his disintegration ability with an-
other eye).




Landfall!
Arriving at Planets

Fantasy worlds are large entities in
themselves, and are often developed
as the players move through them. In
ground-based campaigns, the DM
can often stay one jump ahead of the
players—if they move toward the
“impassable” mountains at the edge
of the map, the DM has a chance to
build more world before they arrive.

In fantasy space, this problem for
DMs is intensified in that the players
have more mobility. They can effec-
tively land anywhere on a planetary
surface, which seems to require that
entire planets need to be created
wholesale before the play can pro-
ceed.

Such is not the case. Most cam-
paign worlds are not full globes, and
are developed over time. The “other
side of the world” tends to stay vague
and with large areas of similar terrain
until the heroes arrive there.

As arule of thumb, when adventur-
ers land on a planet, they will come
down where the DM says they come
down. If the far side of Toril does not
exist as yet, they cannot land there.

This sounds a little harsh, but
taken as a group rule, makes sense. If
the DM has plans and adventures set
around the fantasy equivalent of New
York, it makes little sense to land the
heroes in Istanbul and expect them
to make the long march. Adventures
tend to happen near adventurers—
when the space barbarians land on
the deserted planet with the ruins of
an ancient race, said ruins are usu-
ally within walking distance. Thisis a
convention used regularly in fiction
and may be used here as well.

The exception to this is when the
heroes know where they are going. A
native of Krynn, for example, landing
in the Realms for the first time may
be placed by the DM as he sees fit
(preferably with an eye toward ad-

venture and within the wishes of the
player—if they ask to land some-
where fairly removed from civiliza-
tion, having them come down in
Waterdeep is not a good idea). A na-
tive of the Realms can likely identify
his homeland from space, and as
such be able to set down pretty much
as he sees fit.

When landing, the DM should
check the weather, according to the
Concordance. Strong winds or rains
may reduce the chance of landing
safely. The characters may choose
another landing area, choose to
brave the storm (with attendant pos-
sible damage) or simply wait out the
storm in space. This last would in-
volve additional possible encounters
while waiting for the clouds to clear.

When Space Meets Ground

One of the key rules to keep in
mind when introducing the SPELL-
JAMMER™ setting to established
fantasy campaigns is that they are
very much separate worlds, and one
should not outweigh or overwhelm
the other.

Civilizations in space consider
themselves superior to the swarming
groundlings, and most of their citi-
zens do not worry about the state of
the Realms or the Dragonlance
Wars—in a huge galaxy of myriad
spheres, it simply doesn’t matter to
them. They have their own provin-
cialism, dealing with shipping and pi-
rates. Their subjects of discussion
are neogi incursions and beholder
civil wars, two subjects that would
leave a groundling listener believing
he was in the company of profes-
sional liars. The demands of their
space are different from the de-
mands of “the ones below,” and as
such the two do not mix.

This is not to say that they do not
know of each other’s existence; sim-
ply, that matters not. Groundling na-
tions hear tales of space armadas
and translate them into the equiva-

lent fleets, not understanding fully
the difference in cost and potency.
The powerful and the adventurous in
both worlds know of each other, and
often try to link the two worlds. Wiz-
ards in particular are very interested
in the differences between the spac-
ers and the groundlings.

In the Realms, for example,
Khelben of Waterdeep and Elminster
of Shadowdale are both powerful
wizards. They know of the spell-
jammers and the ships that regularly
ply the skies over their heads.
Khelben has an active interest, while
Elminster prefers dimensional travel
as quicker and easier, and has less to
do with such matters. The Lord of
Waterdeep is aware of space craft,
but only listens to what Khelben has
to say about it when a strange ship
docks in the harbor with odd and un-
usual items. The Lord of Shadow-
dale, who runs a much smaller
community, knows nothing of spell-
jammers and space civilizations,
since he is concerned with invading
troops from Zhentil Keep.

If inventions from space (such as
wheel locks and smoke powder)
threaten to overwhelm a ground-
based campaign, the DM has full per-
mission and encouragement to
correct the sitution. In Greyhawk, for
example, smoke powder does not
function, though if taken off-planet it
regains its abilities.

The gap between groundling and
space is both a state of reality and a
state of mind. The groundling cam-
paigns can run smoothly and effec-
tively without interference from
space, and the spaceborn legions
can fight among themselves without
worrying the nations of the various
planets.

The reason? Simply put, because
they lack a common ground.




X hy Ships
in Space?

The basic hulls of the
spacefaring humanoid
nations reveal their
aquatic origins. The first
human ships in space
were modified seacraft,
just as the first ships that
most groundling adven-
turers take into space for
the first time are galleons
and caravels fitted with
spelljamming helms. Such
vessels are both easy to
acquire and familiar to
their crews.

But the nature of the
helm does not limit sail-
ing ships as the only
types of ships to be found
in space, as the dwarven
flying mountain citadels
and elven butterflies
clearly show. Why then
do men take ships into
space?

The basic seafaring
ship’s shape and organi-
zation is ideal for spell-
jamming activities. The
plane of gravity lies very
low in the ship, in some
cases almost on line with
the keel itself. The ship

__CVARTIER 2 ANNAINHT SR

Definition of Terms

Name: Common name of the type
of ship described.

Built By: Hull usually constructed
by this race.

Used Primarily By: The major
races that use this type of ship. Other
races than those listed may use these
ship types unless otherwise noted,
but generally the users will be one of
the types listed.

Tonnage: Tonnage of the ship de-
termines hull points and amount of
crew and passengers that may be
safely carried.

Hull Points: Amount of damage
the ship may take before breaking
up.

Crew: The number before the
slash is the number required to oper-
ate the ship at its optimum maneu-
verability class. The number
following the slash is the maximum
number of man-sized passengers and
crew the ship can carry without
straining its air envelope.

Maneuver Class: The rating for the
ship’s maneuverability. This affects
the ship’s ability to turn and evade in
combat. A is the best rating, F the
worst.

Landing: Whether the ship can
land safely on land or water without
crashing. This does not affect ships
in orbit or using space docks. If a per-
centage is given, that is the chance
the craft has of landing successfully.

Armor Rating: The strength of the
ship’s hull, given as a number similar
to a character’'s Armor Class.

Saves As: Saving throw category
used for the ship. See the table on p.
25 of The Concordance of Arcane
Space.

Power Type: The form of spell-
jammer engine usually found with
this type of ship. Replacement and
alternate engines are common, but

in general, this type of engine is best
suited for the ship.

Ship’s Rating: The speed of the
ship in combat. Ships that use major
or minor spelliamming helms are
noted as such, and have variable
speeds according to the spellcaster
manning the helm.

Standard Armament: The typical
weaponry of the ship. More than any
other feature, armament varies the
most from ship to ship. These are
standards, but individual owners cus-
tomize their ships. The crew required
to man typical weapons is noted, too.
This is in addition to crew needed for
ship maneuvering.

Cargo: Amount of space available
for cargo, passengers, and other sun-
dries, once the amounts required for
weapons, crew, and the helm are
taken. This space may be used for
transporting cargo or given to other
uses (like more weapons).

Keel Length: The length of the
ship, stem to stern.

Beam Length: The width of the
ship at its widest point.

Description: A general summary
of the ship and its appearance.

Crew: A listing of the typical crew
of the ship, along with the normal po-
sitions manned by its typical users. If
a ship’s owners usually have an orga-
nized chain of command, it is men-
tioned here. Location of the helm
and bridge are often noted here as
well.

Ship Uses: Some ships are better
suited for specific tasks than others.
This section lists the most common
uses for the various types. While
there are squid ship landers and mos-
quito battlewagons, they are rare
when compared with the number of
squid ship dreadnoughts and mos-
quito landers.

Other Configurations: This sec-
tion lists the common alternatives
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for the various ship types, such as
more armor, more maneuverability,
modifications for particular races or
special tasks. The DM is free to throw
these alternate versions at the play-
ers to keep them on their toes.
Merely switching one weapon type
for another is not listed in the sec-
tion, unless the change affects a
large percentage of ships in common
usage.

This section also outlines how the
various races that commonly use a
particular ship modify it for their own
ends.

In the descriptions that follow,
ships are presented in order of ton-
nage from lightest to heaviest.

FLITTER

Built By: Elves
Used Primarily By: Elves
Tonnage: 1 ton
Hull Points: 1

Crew: 1
Maneuver Class: B
Landing—Land: Yes
Landing—Water: Yes
Armor Rating: 8

Saves As: Ceramic
Power Type: Major or

minor helm

Ship’s Rating: As for helms-

man
Standard Armament: None
Cargo: /2 ton
Keel Length: 20’
Beam Length: 5"
Description

The flitter is the smallest standard
ship in fantasy space and has little
more than a modified spelliammer
helm tucked within its small butterfly
shape. It carries a single passenger/
captain/helmsman, who sits just
ahead of the wings. The flitter is not
recommended for long trips, given
its small size and delicate construc-
tion. Traveling in a flitter has been
compared to riding a tireless horse

for several days—you get where
you're going, but not very comfort-
ably.

The flitter has insufficient interior
space for anything but personal
items in its tiny cargo hold. The ship
is too small to carry any large weap-
onry. The flitter is really nothing
more than an extension of the user’s
own form.

Ship Uses

Messenger: In its spelljamming
configuration, the flitter is best at
carrying light goods over short inter-
stellar distances. The lightest good
to carry is information, so the flitter
often serves as a messenger between
elven fleets separated by the void or
in different spheres entirely. Such
missions are dangerous for these
messengers, called in their tongue
“lone riders.”

Elven Flitter

A AUV

Scout: Similarly, the flitter is an
excellent reconnaissance and espio-
nage ship, capable of slipping into
small areas and making planetfall.
Heading for the nearest large solar
body is a favorite tactic for the “lone
rider” seeking to escape from dan-
gerous pursuers.

Landing Craft: Sometimes owners
strip the spelljamming engine out of
a flitter and replace it with a more
conventional engine. In this configu-
ration, the flitter is useless for inter-
planetary voyages, but suitable for
short hops into and out of the atmos-
phere or between ships. The elven
navy follows a strict policy of only al-
lowing ships without helms to make
planetfall, so this use of flitters as
landing craft is very common.

Small Fighters: Another place for
a flitter lacking a spelliammer helm is
in close combat with enemy ships.




is portable and made to
stand up under pressures
from several directions.
Its layout, with a limited
crew under the command
of a captain and his offi-
cers, makes it easy to
handle in space. Even the
rigging, oars, and other
deck furniture onboard
aids in maneuvering the’
ship. Finally, the stan-
dard sizes of ships fits
with the tonnage re-
quirements of the spell-
Jjamming helms. :

Other objects can and
have been taken into
space, including monu-
ments, boulders, several
pyramids, and a few
large creatures such as
dragons. Living creatures
seem to be upset by being
used as ships and they of-
ten try to return to their
homes as soon as possi-
ble, going out of control
if not. Castles and other
buildings secured to the
ground will not move
unless released from
their moorings, and then
they experience severe
problems as the plane of
gravity moves through
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Large elven dreadnoughts of the ar-
mada class (see below) carry a num-
ber of depowered flitters. While
these ships cannot manage inter-
planetary flight, they are capable of
attacking enemy ships. Controls are
set into the seat of the flitter, and the
ships are manned by archers or
mages, who soften up a target before
the main attack.

Other Configurations

Depowered Versions: Used as
landing craft and small fighters as
noted, these flitters have their spell-
jammer helms removed and replaced
with simpler, more conventional en-
gines. The common elven engines
used for these craft have a move-
ment on the tactical map of 2 spaces
per round.

Wild Flitters: There are a number
of abandoned flitters littering the
cosmos, the remains of failed mis-
sions, undelivered messages, and
old battles. Such craft are seriously
overgrown, their wings curled in on
themselves like seashells. Such
ships may have workable engines
within, and are MC E and AR 9 until
trimmed back. Repair costs are
equivalent to refitting half the hull.

Firewinds: This type of depowered
flitter has not been used by the elven
fleet since the Unhuman Wars. The
firewind is a suicide craft, loaded
with flammables and piloted to crash
on enemy decks. Used against
wooden ships, each flitter has the ef-
fect of two hits from a greek fire pro-
jector. The firewind pilots are trained
to bail out if possible. Elves even
used charmed orcs and men to fly
the ships near the end of the Unhu-
man War.

MOSQUITO

Built By: Humans
Used Primarily By: All races
Tonnage: 6 tons
Hull Points: 6

Crew: 1/6
Maneuver Class: C
Landing—Land: Yes
Landing—Water: Yes
Armor Rating: 5

Saves As: Thin wood
Power Type: Major or

minor helm

Ship’s Rating: As for helms-

man
Standard Armament: None
Cargo: 3 tons
Keel Length: 100’
Beam Length: 15'
Description

The mosquito, along with the el-
ven flitter, is among the smallest
spelliammer helm-carrying ships in
common use in fantasy space. The
mosquito is used as a shuttle, land-
ing craft, spy ship, and infiltrator. Its
small size makes it unsuitable in
combat (one good hit from a heavy
weapon can usually knock it out).

Crew

The mosquito can be run at full rig-
ging by a single man, making it
prized as a personal star-traveler. The
low maximum capacity of the ship
makes it suitable only for small par-
ties, or for short trips, where the ever-
stifling air will not pose a serious
problem.

Ship Uses
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