WIZARDS AND WARRIORS — AND YOUR CAMPAIGN

written by Lee Gold, intended to sell to a roleplaying game magazine, back in August, 1983


Once upon a time, in the second season of the TV year 1982-3, there was a show called Wizards and Warriors.  It began as a somewhat uncertain compromise between heroic sword and sorcery and situation comedy (though without a laugh track).  By the fourth episode, it had found its footing and evolved into a fascinating and complex fantasy campaign, with plots (and humor) growing out of characterization.  It died after the eighth episode (with no hope of being rerun, let alone of renewal), because so few people had stuck with it after watching its first and weakest episode.  (Incidentally,  the first W&W episode had not been intended to be the premiere but was aired first by the network despite the plans of the series’ producers/writers.)


The most easily transplantable feature of Wizards and Warriors for the average gamer will be its unique monsters.  These were intended as worthy opponents for heroes and, depending on the energy level of your campaign, may need to be slightly tempered to avoid unbalancing things.


THE GROX — A tall humanoid with a fan-shaped head.  It is unarmored and unarmed save for its knife-blade fingers — and the fatal poison they carry.  Give it the same stats as one of the more powerful trolls in your campaign.  Its fingers strike with the speed/strike rank of a knife PLUS fatal poison.  It’s too belligerent/ stupid to attempt to parry or dodge.  Oh yes, it has only one vulnerable spot — behind  the left ear.  (Warning:  Don’t withdraw the weapon you used to hit it there; the Grox will revive the moment you do so.)


The Grox is a Legendary Monster, virtually mythical, certainly not to be encountered at every crossroads.  Characters should need Legend Lore in order to recall the more significant facts about it (i.e. its vulnerable spot and the importance of not withdrawing the weapon used to strike it).


Poison:  If you don’t fancy the idea of instantly fatal poison (no save) or just want to draw out the drama, you might want to treat the Grox as having Lands of Adventure-style Intense Poison.  For each Grox hit, the victim will lose 3D6 HP per round for 5D6 rounds (with magical or clerical Cures possible, on a round to round basis).  Damage will start with Energy Points (or Fatigue Points, if you’re playing C&S), go on to Body Points, and end up with Life Points (or negative Hit Points in certain systems).


Hit Location Determination:  Since no game gives “behind the left ear” as a standard hit location, the GM will have to modify the rules slightly.  You can game a character’s chance of accidentally hitting the correct area as a random HEAD HIT plus a D6 roll of 1 (or perhaps a D6 roll of 1-3 if hitting from behind).  For an aimed hit, drop attacker’s hit chance to 10% of normal and assume all hits land in the correct location.  Remember, a critical hit is not necessary; any hit behind the left ear will put the thing out of action.


THE BONE CRACK DEMON — A tall humanoid with a glowing red left eye, summonable by a wizard to send against his foes.  It gets its name from the fact that once it begins its attack, it will stop only when it has broken every bone in the victim’s body.  Give it the same stats as one of the more powerful trolls in your campaign.


The Bone Crack Demon has three major powers.  Again, characters will need Legend Lore to recall what these are.


1) Magic Crossbow with Flaming Quarrels:  rate of fire should be about twice as fast as the standard short bow.  Since the missiles are magic energy, hit chance/damage is not modified by armor.


2) Sword Light:  a magic beam which can affect up to five opponents at a time.  Victims have their melee weapons struck from their grasp and bashed 3D6 feet away.


3) Flying Ropes:  a magic beam affecting up to five opponents at a time.  Victims are hit by flying ropes of red light which bash them backwards up to 20’ and tie them by the waist to the nearest available object:  a tree, a lightpost, each other, whatever.  These ropes are unbreakable and uncuttable — but vanish if t he Demon is killed.


The GM may wish to allow victims to Dodge these various powers, but parrying should not be possible.


Breaking Bones:  The Bone Crack Demon melee attacks by Grappling a victim for an Arm or Leg Lock (95% success chance; a victim not bound by a Flying Rope may attempt to Dodge).  The Demon will then attempt to break the bone Grappled (20% success chance per attempt).  Once both arms and legs have been broken, the Demon will then first Grapple and then break the Spine — and finally the Neck.  Just in case the process is interrupted, here’s how that sort of damage gets determined in LANDS OF ADVENTURE:



Leg Broken:   Lose 10% of Body points



Arm Broken:  Lose 5% of Body Points



Spine Broken:  Lose 60% of Body Points; legs paralyzed (10% permanent)



Neck Broken:  Instant Death


INVISIBLE DRAGON (well, perhaps it’s only transparent):  It’s invisible to mages as well as to ordinary folk, and remains invisible even when attacking.  It’s also huge, about 20’ high and 60’ long.  Hacking and slashing it won’t do you much good, and you’re unlikely to accidentally hit its vulnerable spot.  Treat it as having about 2500 HP (plus being in the equivalent of cuirboilli armor).


Its vulnerable spot is right between the eyes.  (How do you aim right between the eyes, when you can’t see the eyes because they’re invisible?  Easy!  Just wait until it breathes fire and then aim slightly higher up.  See the Grox discussion earlier for how to run Hit Location for something like this.)


This dragon breathes small puffs of golden fire, about as often as a short bow’s rate of fire.  Each fireball should leave the victim feeling badly singed (about 2D6 damage for games with fixed HP; about 2 HP per victim’s HD in most games with level-HP).  The dragon’s breath range is twice its length:  120’.


Unlike standard fire, Dragon Breath can be reflected off a polished shield — to about 5’ away.  (Be careful not to hit a fellow party member with the ricochet.)  The GM can make up his own mind as to whether the Dragon will be hurt by having its own fire bounced back at it (assuming it’s within 5’).  Chance of using a shield to reflect Dragon Breath is Manipulation Rating (or 2% x Dexterity) + 10% for a small shield (heater or target), +20% for a large shield (kite).


The dragon isn’t interested in charging victims but prefers to remain guarding its treasure (or perhaps the treasure of some wizard).  If people insist on entering into melee combat with it, its claws should do about 250 HP damage each and its bite about 850 HP damage.  It may also use its tail to bash away people attempting to sneak up on it from behind.


DRAYGA:  Another demon summonable by a wizard against his foes.  It attacks by possessing innocent bystanders (or if there aren’t any of those around, the lowest level characters in the party).  It can  take over anyone with Charisma 10 or less; it will then be able to dominate the will of all people of Charisma 10 or less within 100’ of its prime possession.  Victims have their wills overridden by a Compulsion Spell of BEHAVIOR OBSESSION, giving them an idee fixe.  The spell is strong enough to make a victim willing to murder a close family member.


The Drayga is a Legendary Monster, and a successful use of Legend Lore will allow a person to remember the only known way of Dispelling a Drayga:  splashing it with Holy Wine (wine that belongs to a priest).


Wine Splashing is a Missile Skill.  (In the LANDS OF ADVENTURE system, it falls into the Flung Substance Family.)  The usual range would be about 8’.  The Drayga may attempt to Dodge the Wine Splash but cannot parry it.  Any hit will Dispel the Drayga permanently.


LIGHTNING HAWKS:  Creatable by necromancy.  (“I conjured those up from the remains of some of  the foulest beasts in the Forest of Doom.”  “Delicious.”)  For gaming purposes, a wizard should be restricted to conjuring up one Lightning Hawk per point of Charisma, with dead Lightning Hawks not being replaceable.


Like a normal bird, the Lightning Hawk has only a few HP but is hard to hit while it’s flying because of its agility and small size.  (Treat as 1 HP, armor = skin, but only 10% normal chance to hit when flying with a Movement or Weapon attack.)


A Lightning Hawk breathes Lightning Bolts at about the same rate of fire as a longbow.  It’s not very expert with its attack, but it usually hits its target eventually; treat it as a 20% Movement Skill.  Each Lightning Bolt is capable of crisping a small tree, say 5D6 HP damage (affecting Body Points and Life Points).  Unless the victim is taken by surprise, he should be allowed a last minute, partially effective Dodge which ‑ if successful — will reduce damage by half.  (This is the equivalent of the D&D saving throw.)


the Lightning Hawk can be killed by normal Attacks — or by reflecting one of its Lightning Bolts back up at it (say, from a polished shield).  Chance of susccess at this is the same as for reflecting Dragon Breath:  Manipulation Rating (or 2% x Dexterity) +10% for a small shield, +20% for a large shield.

*****


The background of Wizards and Warriors seemed tailor-made for a Fantasy Adventure campaign.  It even had play-balanced magic.  Like so many FRP worlds, the basic culture was semi-medieval, with a small group of elite to be found either at home in a castle or riding out on adventure — and a few small towns, each centered at the local inn..


(Actually, according to W&W’s creator, co-producer and major scriptwriter, Don Reo, the series was set some five million years in the future, after the fall of a number of highly advanced cultures, some based on magic, some on technology, some on a fusion of the two.  This explains the presence of a number of apparent anachronisms in the culture — like matches, glass windows, fireworks and explosives, etc.  It also explains the Chaotic/Evil wizard’s occasional use of a  technomagic item such as the cannon that shot off magically-activated explosives, hurling them hundreds of times farther than normal gunpowder would be capable of doing.)


The series’ setting was the continent of Aperans (shaped like a dragon frozen in mid-breath, sitting on a treasure chest) which was divided into two political areas:  the southern lands of Camarand (Lawful/Good), dominated by the families of Castle Baaldorf and Castle Greystone — and the northern land of Karteia (Chaotic/Evil), dominated by the family of Castle Blackpool.


John Sapienza says that seeing Wizards and Warriors should give anyone a whole new depth of understanding of the term Chaotic/Evil.  Certainly the power struggle at Castle Blackpool between prince, witch and wizard had enough twists and turns to gladden the heart of any gamer oriented to the storytelling approach.


A few lessons for roleplaying from the Chaotic/Evil viewpoint glimpsed in the show.


1) The only alternatives when dealing with other people are dealing out pain or suffering it, depending on whether or not you have power.  (Therefore lying, cheating, stealing, etc. are mere self-protection.  There’s no dishonor in doing them — and no moral shock when you find someone else is doing them to you.)


2) Never trust anyone — except possible for a naive Lawful/Good.  (And therefore always be lonely — but try not to admit it to yourself.)


3) Threats and/or taunts are a normal part of conversation with current allies or captured enemies.  (“Let me give you a warning,.  If you lie to me or if you try to deceive me, don’t get caught.”)  So are ironic allusions to Lawful/Good morality.  (“Don’t you trust me?”  “Words could not begin to express the depths of my trust in you.”)


4) Good people are hateful because their very existence threatens the value structure of Evil as outlined above.  Destroying them proves the faultiness of their beliefs — and reinforces one’s own self-confidence.  (Therefore trying to break their self-confidence is even more important than killing their bodies.  This explains why so many villains waste time gloating over their captured victims.  Not just because it’s more convenient for the scriptwriters that way, but because breaking the hero’s morale is even more important than ending his life.)


Wizards and Warriors also provides an example of how to run a high energy campaign without letting the magic get totally out of hand.  As in many FRP campaigns, the culture had a number of strange and powerful items left over from previous eras — a couple of magic swords, a Vision Scope that could show any place not protected by magic spells from prying wizards, etc.  There were also three mages, each with a Monocle (what C&S gamers might term a Focus) that enabled them to practice the High Magic by virtue of having been a Reader of the Book.  (What Book?  Well, that gets more into the show’s background than this article has room for.  It was certainly a thing of great power and greater potential danger.  At one point, when it was kept in the Caverns of Chaos, every mage alive cast a spell to protect it.)


In any case, Wizards and Warriors was set in a very high energy campaign — and yet it was play-balanced.  The mages and the warrior lords were fairly evenly balanced in power.  How was it done?


First of all, mages were bound by the Council so they could not exercise their powers except in the service of some royal family.  (The Council itself was never glimpsed onstage, though the evil wizard occasionally threatened the witch with appealing to it — after the mysterious theft of his Monocle.  It was, says Don Reo, composed of nine Elder Powers, as much above mages as mages were in their turn above normal mortals.)


Second, mages could not use magic to kill mortals.  They could, however, use magic to alter the odds of survival considerably (as for instance by summoning demons — or by bringing about an “earthquake” — or by merely freezing a victim in a time stasis — or...see later in this article, under the discussion of the Monocle Powers).  But the individual’s free will as expressed in his destiny could not be overridden by mere magic.


Thirdly ‑ and interestingly — Royal Blood had a power of its own, passed on not through any coronation ceremony but directly through inheritance, conferring a special added mana/charisma on any royal family member.  Some spells could only be cast or removed by a mage cooperating with someone of royal blood, with an invocation of t he royal family’s bloodline.  And someone of royal blood could use a Monocle., although highly inefficiently compared to a true mage.


Now at this point I’d like to suggest an idea (actually it’s my husband Barry[‘s idea) which certainly was not consciously present in the Wizards and Warriors series or background — or in any other fantasy world I know of — but which would account for many of the cultural features of W&W and similar fantasy shows.


Suppose it required a certain degree of magic ability to be able to use any sort of magic item.  Not just to be able to use a wand or to read a scroll, but even to able to use a magic sword as something more than an ordinary sword.  Suppose this ability was inheritable.


I think in awhile you’d end up with a medieval-type society, with royal families (magic users, if not true mages) reigning over the lower classes.  And unlike the real-world medieval culture, such a society would have an immense degree of social stability even in the face of technological progress — because royalty would really be superior in one significant respect:  they’d be able to use magical items and the lower classes wouldn’t.


You can get something of the same flavor as the W&W social background by having an extremely broad range of magical ability with most people concentrated toward the lower end of t he scale — and two cut-off points.  One cut-off point would be at the maximum end of the scale; below it you wouldn’t be able to cast spells unaided.  The other would be toward the lower end of the scale; below it you couldn’t make any use of magic whatsoever, not even items like a magic sword or an amulet.  Then roll for Magic ability for non-Royal NPCs using Wes Ives’ Random Die roll method.  (Royal NPCs would roll D100 for Magic ability; others roll D6 on the table below.)

1 roll D6 for Magic ability

2 roll D8 for Magic ability

3 roll D10 for Magic ability

4 roll D12 for Magic ability

5 roll D20 for Magic ability

6 roll D100 for Magic ability

Magic ability of 100 is required to cast spells directly, unaided by any item.  Magic ability of 80+ is required to be able to use a Magic Focus to cast spells.  Magic ability of 10+ is required to be able to use a magic sword or similar item.

*****

THE MONOCLE AND ITS POWERS


The most interesting magic item on Wizards and Warriors was the Monocle, a crystal dangling from a chain, glowing to life and power in the user’s hand.  (Don Reo’s background accounts for the three Monocles seen on the show as remnants of a technomagic-based culture thousands of years dead.)  Each Monocle was attuned to a certain mage, but that binding could be overridden and the Monocle stolen by black magic.  (One way was an alliance between another Monocle-user and a person of Royal blood, in defiance of the Council.)  If the holder of a stolen Monocle died, the Monocle would immediately return to its true owner.


A wizard or witch approached a Monocle as an instrument of knowledge, used to achieve certain powerful effects made possible by understanding the basic nature of the universe (as revealed in the Book).  This obviously involved a long course of study and practice.


That wasn’t the only possible way to  use a Monocle, however.  It could also be approached as a focus of charisma by a person of royal blood.  This gave a far more limited set of effects, with far less power (less range, duration, etc.).


Thus the world of Wizards and Warriors had three possible types of magic:

1) Charisma Magic:  
cast by a royal person with a Monocle.

2) Native Magic:       
cast by a mage without a Monocle

3) High Magic:
cast by a mage with a Monocle (and given extra power if combined with



Charisma Magic

(In the LANDS OF ADVENTURE system, the first of these would be classed as a Technomagic Miracle skill, the second as a Magic skill, and the third as a Technomagic Knowledge skill).


The Monocle’s range of effects potentially included the whole of reality.  One attempt to systematize the Monocle Powers for gaming is outlined below.

TABLE:  MONOCLE POWERS

Spell Costs are specified in EP (LANDS OF ADVENTURE Energy Points, 5-60 range, 33 average).  For other games, use an appropriate number of Spell Points, Power Points, or some such.  TAL = LoA Talent; for RQ, use POW; for D&D/C&S use INT.

MATTER

1) CREATE UNIMPORTANT OBJECT (or DISPEL such a magic-created object):  e.g. chair, gameboard; NOT weapon, money, jewelry, etc.  Cannot be used to cause damage.

Native Magic:

up to Load (5% of body weight)



1 EP


Charisma Magic:
up to Load (5% of body weight)



1 EP


High Magic:

up to Maximum Encumbrance (50% of body weight)
1 EP

2) ENERGIZE OBJECT — can be used to cause indirect damage:  e.g. create technomagic explosive (requiring rare and costly ingredients, a minimum of 10 gold pieces and 1 hour preparation per damage point); enhance weapon (all hits are critical, no fumbles) or curse weapon (all failures are fumbles, no criticals).


Native Magic:

up to 1 Body Point damage x mage’s Talent

1 EP x TAL pt used


Charisma Magic:
must be learnt; up to 1 BP damage x mage’s CHA
1 EP x CHA pt used


High Magic:

up to 1 Body Point damage x mage’s INT squared
1 EP x INT pt used

3) HEALING/DISEASE:  Disease causes inability to regenerate HP plus gradual loss of 1 HP per hour.  Non-Monocle cures probably won’t work at full strength.


Native Magic:

can affect person of up to mage’s TAL


1 EP x TAL pt used


Charisma Magic:
must be learnt; can affect person of up to mage’s CHA
1 EP x CHA pt used


High Magic:  

can affect multiple persons of total INT up to 





mage’s own INT squared



1 EP x INT pt used

ENERGY

BASH OBJECT/PERSON — no direct damage, though a fall may result in HP loss/breakage


Native Magic:

object/person throw aside D10 feet


1 EP


Charisma Magic:
object/person thrown aside D6 feet


1 EP


High Magic:

object/person throw aside up D6 feet x





mage’s INT = “earthquake”



1 EP x INT pt used

Falling:  Victim must roll within 50% + (1% x Agility) [or Dexterity in some game systems] or lose his footing and fall.

SPACE

TELEPORT


Native Magic:

line of sight — or through one wall


1 EP


Charisma Magic:
must be learnt; line of sight or through one wall

1 EP


High Magic:

up to 1 mile x mage’s INT squared; may take up





to two other people




1 EP per person

TIME

FREEZE (in Time Stasis); victim does not age


Native Magic:

D6 x D6 minutes (1-36, average 12)


1 EP


Charisma Magic:
D6 x D6 minutes (1-36, average 12)


1 EP


High Magic:

up to 5 years x Mage’s INT



1 EP x INT pt used

PSYCHE

1) FAR-HEAR (and BLOCK FAR-HEARING)

Native Magic:

up to mage’s TAL miles





block at 1 EP per tal pt of person blocked

1 EP


Charisma Magic:
must be learnt; up to mage’s CHA miles






block at 1 EP per CHA pt of person blocked

1 EP


High Magic:

up to mage’s INT squared miles





block at 1 EP per INT pt of person blocked

1 EP

2) COMPULSION:  EMOTION OBSESSION:  Sleep, Love, Hate, etc.

     Duration:  as per Time Freeze above

     Persons Affected:  as per HEALING/DISEASE above


Native Magic:

1 EP + 1 EP per TAL pt used


Charisma Magic:
1 EP + 1 EP per CHA pt used


High Magic:

1 EP + 1 EP per INT pt used

3) DISPEL/SUMMON UNDEAD/DEMONS


Native Magic:

can affect being of CHA up to mage’s TAL
1 EP x TAL pt used


Charisma Magic:
summon must be learnt; can affect being of 





CHA up to mage’s CHA


1 EP x CHA pt used


High Magic:

can affect beings of total CHA up to





mage’s INT squared



1 EP x INT pt used

LINKING


Mages may link and combine their Magic Requisites, increasing the power of the spells cast by one of them.  (If only one has a Monocle, he is the caster.  Otherwise, it must be determined by mutual agreement, or no spellcasting by either may occur.)  A High Mage may link to a person of royal blood, using that person temporarily as a Charisma Mage by virtue of the High Mage’s own Monocle.


Such a linkage may be used to override spells (with a success chance of 5% times total Magic Requisite higher than that of the initial spellcaster).  It may also be used to override the binding between a mage and his Monocle.  (Again, success chance is 5% x total Magic Requisite higher than that of the Monocle user.)

Magic Requisite:
Native Magic:

TAL (for RQ, use POW, for C&S/D&D, use INT)




Charisma Magic:  
CHA




High Magic:

INT

Skill Level:
Native Magic:

100%



Charisma Magic:
100% except for skills noted as “must be learnt”






(These skills require that the Charisma mage learn them by casting 






them once in link to a Native or High mage.  They are then acquired






at an initial skill of 2% x INT — and must be improved through Skill






Experience at 1% per successful use in stress situations.)



High Magic:

100% up to Native Magic limits.  Further use at Initial Skill of 2% x






INT — improvable through Experience as above.

Duration:
unless otherwise specified, until dispelled/overridden

Range:

unless otherwise specified, line of sight

Area:

unless otherwise specified, only one person/object — with beam effect

Intensity:
no saving throw possible — but spell is overridable by another mage at chance of 5% per



point other mage’s Magic Requisite is higher.

Note:

Energy Points used to spellcast may NOT be regnerated as long as the spell is still in effect.


Now you may not be able to use Monocles in your campaign, even for Specialty Mages, but there is still a lesson to be learned from this sort of thing.  One can have a magic item with multiple effects (and vary degrees of power) depending on which character class its user belongs to — or what Skill Category its user is approaching it through.


For instance, consider a multi-use Magic Staff.  Used by a Fighter (or someone with Quarterstaff skill), it would function as a +1 Quarterstaff.  Used by a Mage (or someone with a Detection Spell skill), it could have a Detection Spell cast into its tip (e.g. Detect magic or Detect Hidden Door - 1 foot radius) and store it for 2D6 uses.  Used by a Cleric (or someone with Invocation skill), it could be consecrated (by a Bless) and give a Pious wielder +10% Resistance to the powers of Undead and Demons.  Of course, it would give an individual wielder only ONE of those benefits, depending on his character class/skills (or for some multi-class/skills characters, depending on the first use he thought to make of it).


Then again, there’s the multi-use Crystal Ball, again approachable from a variety of different skill categories (or related character classes).  Used as a Magic skill, it might give Wizard Eye or Divination of Fate (sight only, no sound, 1 round duration).  Used as an Observation skill, it might give the ability to see and hear through one wall (for, say, five rounds duration).  Used as a Knowledge skill, it might show a map of the area traversed (with a moving blip showing the carrrier’s current position).  Used as a Communication skill, it might allow the carrier to project his voice to a friend (240’ range, 1 round duration).  Used as a Persuasion skill, it might be used to hypnotize a person the carrier has lured to look into it.  Again, the device would allow an individual only ONE of  these uses, depending on what use he first tried to make of it.


This article has touched on some, if not all, of the ideas that Wizards and Warriors can contribute to a Fantasy Role-Playing campaign.  I recommend watching the show — particularly episodes four through eight — if you can find a friend with videotapes.

