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ArduinSee Also: Dungeons &amp;amp; DragonsBROWSE MY ARDUIN ITEMS CURRENTLY IN STOCK The Arduin Trilogy [BOX SET] Set contains:* The Arduin Grimoire (Volume 1)* Welcome to skull tower (Volume 2)* The Runes of Doom (Volume 3)ARDUIN TRILOGY contains the most innovative and challenging Adventure Gaming system on the
market. The trilogy is several hundred pages long and handsomely illustrated. Each volume is crammed with spells, monsters, treasures, and new types of characters; plus a definitive rule system to satisfy the most demanding FRP enthusiasts. Arduin is whatever system runs, the only limitation is the player's imagination! Warning! Arduin Trilogy is
recommended only for players with some experience in Adventure Gaming and looking for more challenges and enjoymentL For novice players, we recommend Arduin Adventure to learn the true path to fame, glory, and adventure. 1981 ... David A. Hargrave ... Grimoire GamesBuy on Amazon The Arduin Grimoire (Volume 1) Accessory books for Classic
Dungeons &amp; Dragons. Content includes: How to Play Games; Experience Point Chart; Character Restriction Chart; Height and Weight Chart; Notes on Fantastic Beings; Alignment Chart; Special Capability Graph; New Character Class; Multiversal Trading Co. Price List; Magik di Arduin; Turn-away Chart of Undead Scholars; Prismatic Walls; New Spell;
New Magikal Tresures; Critical Hit and Fumble Graphics; Fight Chart; Were-creatures Combat Chart; Dinosaur Chart; List of Sea Creatures; Escape Table; Weather Table; Fantastic Diseases; Legend of Satan; 21 Hell's Plane; List of Smaller Demons. Buy on Amazon Welcome to Skull Tower (Arduin Grimore Vol. 11) 1978 ... 99 pages ... Grimoire GamesBuy
in Amazon The Runes of Doom (Arduin Grimoire Vol. Ill) 1978 ... 95 pages ... Grimoire GamesBuy in Amazon The Lost Grimoire (Arduin Grimore Vol. IV) 1984 ... David A. Hargrave ... 100 pages ... DTP 82-006 ... ISBN 0940918102Buy at Amazon House of the Rising Sun (Arduin Grimoire VI) 1982... 114 pages ... DTP 82-008 ... ISBN 094091820XBuy at
Amazon Shadowlands (Arduin Grimoire VII) 1987... 84 pages ... Dragon Tree Press 82-016 ... ISBN 0940918463Buy on Amazon Beyond The Sacred Table 1986... Chuck Montgomery &amp;amp; Ben Ezzell &amp; Mary Ezzell ... 114 pages ... DTP 82-011 ... ISBN 094091821 XBuy in Amazon The Arduin Adventure Book is also present as part of a box set,
although it is now quite rare. The box set contains a rulebook; a cover sheet with a reprinted back cover description; character sheet; 2 sheets of 8 cut-outs depicting various magical items.-WayneGame is an introduction to the world of adventure games, and can be learned in less than an hour by anyone who is twelve years old and older. If you're not afraid
to try New, you'll find an interesting and different game from any game you've tried before. Arduin Adventure provides a set of and understandable guidelines for learning the basic concepts of Role Playing. Role-playing is at the heart of all adventure gaming systems now on the market. After learning these concepts, it allows players to easily understand them.
Arduin Adventure has a unique modular learning system that allows gamers to apply any part of it to another system, or part of another system to itself. Although it's already a complete game, the system can be expanded indefinitely with the only limitation being the player's imagination. So read on and enter the world of action and adventure. It's just waiting
for your participation to come alive! 1980 ... The 64-page Buy on Amazon Compleat Arduin: Book One - Rules Here is Arduin, the famous fantasy role-play system, completely revised and rearranged. This volume, the first in a two-volume set, contains the following new and enhanced features: 1. Step-by-step character development, with three complementary
examples. 2. Modular format, allows the use of system parts with many other popular role-playing systems. 3. More than two dozen fully developed character classes. 4. Twenty different character races. 5. Comprehensive conventions to deal with the development of divided class characters. 6. New, simple, and fair rules to provide experience. 7.
Comprehensive rules for magik use. 8. Compleat description of Arduin Battle Factor combat system, including everything you need to do realistic melees. 9. More than 125 short-range weapons and missiles, including random critical punch modifiers and fumbles. 10. More than 50 different types of armor. 11. Rules for various firearms, including pistols, rifles,
automatic weapons, muzzle loading cannons, mod-era artillery, and energy weaponry. 12. New, simpler system for sorting battles. 13. List prices for most of anything your character may want or need. 1992 ... 200 pages ... Grimoire 8008 ... ISBN 1881632008Buy on Amazon Compleat Arduin: Book Two - Resources Here is Arduin, the famous fantasy role-
play system, completely revised and rearranged. This volume, the second in a two-volume set, contains the following new and improved features: 1. More than 100 unique treasures, and tools to make even more. 2. Over 200 monsters, including all old favorites and many new horrors. 3. Special sections devoted to dragons, giants, Faerie worlds, deformity,
undead and demons. 4. More than 400 of the most powerful magik ever written. 5. Separate magik for rune weavers, druids, alchemists, illusionists and shamans. 6. A separate spellfinder, with over a thousand entries. 7. Compleat rules for healing, regeneration, resurrection, resuscitation, and Disease. 8. Comprehensive rules for weather. 9. Rules for
spiraling hell, whining and dancing weapons. 10. New, simpler method to generate meetings with NPC parties of each race. 11. Example for GM on how to set up and run meetings. 12. Table for ceiling, floor, and wall traps. 13. Indexes covering Books | and II. 1992 ... 250 pages ... Grimoire 8016 ... ISBN 1881632016Buy on Amazon | 2300 Ads | 7th Sea |
AD&amp;amp;D | As a result! | Albedo | Alien | Arduin | Alternity | Amazing Machine | Amber Diceless | Ars Magica | Atlantis | Babel 5 | Battletech | Boardgames / Wargames - Other | Boot Hill | Buck Rogers | Bushido | Call Cthulhu | Falkenstein Castle | Chill | Knights &amp; Knights Magic | Conan | Cyberpunk | Cyborg Commando | Dark Conspiracy | DC
Heroes | Dead land | Doctor Yang | DragonQuest | Dream Park | Sand Dunes | Dungeons &amp;amp; Dragon | Dying Earth | Earthdawn | Elfquest | Elric / Stormbringer | Everway | Fantasy Travel | Foreign Language Roleplaying Games | Game of Thrones | Gamma World | GangBusters | Krieg Teeth | Ghostbusters | GURPS | Harn | High Fantasy | Indiana
Jones | James Bond | Jorune | Judge Dredd | Justifiers | Steel Life | Lord of Creation | Humans, Myths &amp; Magic | Marvel Superheroes | Middle Earth Role Playing | Midchemia | Military Roleplaying Hoarding | Millennium's End | Miscellanea | Morrow Project | Mythus - Dangerous Journey | Nightlife | Pendragon | Phoenix Orders | Power &amp;amp; Danger
| Red Sonja | Renegade Legion | Steel Puzzle | Ring World | Robotech | Rolemaster | Runequest | Shadowrun | Break Zone | Sovereign Stone | Room 1889 | Space Master | Space Opera - Other Suns | Ace Star | Star Border | Star Trek | Star Wars | Superhero RPG | Talislanta | Save more than 100 Tekumel | Terminator 2 | The World of Thieves | Timemaster
| Top Secrets | Travellers | People 8 | Tunnels &amp; Trolls | Dusk: 2000 | Criminals &amp; Vigilantes | Warhammer | Whispering Dome | Willow | Magic | Ysgarth | CAMPAIGN BUILDING | RPG MAGAZINE | Avalanche Press | Avalon Hill | Bard | Chaosium | Columbia Games | Dream Pod 9 | Unlimited Fantasy Games (FGU) | FASA | Flying Buffalo | Game
Designer Workshop (GDW) | Gamelord | Science Games | Game Workshop | Judge Guild | Leading Edge Games | Mayfair Games | Metagaming | Pacesetter | Palladium | SPI | Steve Jackson Games | Tri Tac | TSR | Victory Games | West End Games | White Wolf | Witch Beach | Yaquinto Publications | | Back home | What's New | Contact WaynesBooks.com
| When creators dream of an imaginary world, they can go both ways. They can build their world from a series of curated ideas, and then adjust these pieces together into a logical and consistent way. In fantasy games, these creators worry about how magic affects society and culture, and then end up with a world like Glorantha or Tekumel. Dave Hargrave's
campaign world in Arduin was not built; It To create Arduin, Hargrave took every fantastic element he dreamed of or liked and piled it into one work of love. If Tekumal is a museum, with treasures for contemplation, then Arduin is a horde of dragons, with everything sparkling piled up Wall. Dave Hargrave is depicted in the 31st edition of Different Worlds
Inspired by Greyhawk and Blackmoor supplements, Hargrave prints his house rules, legends, and suggestions in a little brown book named after his world, The Arduin Grimoire. In 1977, his unofficial supplement for Dungeons &amp;amp; The Dragons debuted at California's DunDraCon Il convention. The book's success led to sequels Welcome to Skull
Tower (1978) and The Runes of Doom (1978). In looking back at the trilogy, Ryk Spoor calls Arduin one of the most concentrated essences of role-playing pleasure ever made. Jonathan Tweet, D&amp;D's lead designer the third edition, calling Arduin the coolest RPG book ever. Sometime in 1979, | found the series on the shelves of The Hobby Chest in
Skokie, lllinois. The pages are full of fresh ideas. The author suggests a strange pair of science and fantasy. He tore up the D&amp;D rules and offers wild changes. Everything seems a little subversive. | became fascinated. | haven't found a game book that proves fun to read. At first | thumbed my thumbs through the books randomly, found gems, then |
switched to page one and read. (Because of the random organization of books, both reading commands feel the same way.) As Hargrave wandered through Arduin's story and the wisdom of free-related RPGs, | learned three lessons. Fantasy gives freedom to imagination. Arduin's ad from The Dragon 6th edition, April 1977 When D&amp;D audience
exploding, in the days before Appendix N, the experience of most new players with fantasy began with Tolkien and ended with several impersonators. The kind of fantasy-science found in say, Jack Vance, seems wrong. For us, Hargrave preaches a bigger imaginary playground. At the heart of fantasy games is the lack of total limitations on the scope of the
game, both in its content and in its appeal to people of all ages, races, occupations or whatever, Hargrave wrote. So don't limit the game by excluding aliens or other types of characters or monsters. If they don't match what you feel is what the game is all about the game, don't just say 'NO!,' whittle at them a little until they fit in. (Vol. Il, p.99) Evidence of his
creative abandon appears everywhere, from multiversal trading companies to descriptions of 21 hells in the world. For example, hellish's 17th plane features blasted futuristic cities and a space port under a blue-black sky, with no moon. Most of the vegetation is petrified. The most common occupant of this is The Black Wind, a shadow shifting fog, illuminated
by crackling blue lighting bolts. Wind and attack psychically, take over the body, and forever make it foreign. Hargrave welcomes different types of characters. Don't be a small player in a small world, embrace the whole Alternity and give different kinds of opportunities. | think you will find that your game world will be it's more fun if you do. (Twenty years later,
Dave Hargrave's portmanteau Alternity, of alternate immortality, would become the name of the Wizards of the Coast RPG.) That rule belongs to the player. Jonathan Tweet noted the weakness of Hargrave's rules. Arduin's system is usually unbalanced and often very complicated. However, some mechanics will match the modern game. For example, it offers
rules for touch attacks and a hit point system that resembles the fourth edition. But specific rules hardly matter. Hargrave encourages players to have their rules and games, to play around, to play. On presenting his magic system, Hargrave advises readers to take whatever | like, using an old established fantasy game system... and collect whatever you like in
the magic system. Who knows, it might end up with a good system so people will want to publish your fantasy world. (Vol. I, p.30) Details make the game world come to life. In an era when cutting-edge setting design consisted of wilderness survival maps and multiple meeting tables, Hargrave opened up the world with details that rivaled any setting that came
later. According to Ryk Spoor, One of the strongest and most powerfully interesting parts of arduin's series is that, in and around the mechanics of the game, statistics for demons and items and spells, Dave Hargrave deceits the story and clues of the world of his campaign, giving us a look at the life of a world that does not exist, but ... Maybe... Could be,
somewhere else. The impact of Arduin on today's gamers, three lessons arduin looks banal. New games seek freshness by colliding genres, so cowboys meet the undead, magic meets cyberpunk, and so on. Endless arrangement books lend detail to the building of the world. When the designers of the fifth edition explained their hesitation to change the
published rules, they said the rules belonged to the players now. Arduin's Phraints seems to have become dark sun's Thri-Kreen. After reading the books in 2008, James Maliszewski pondered that most of Arduin produced a resounding 'meh’, largely because his better ideas were easy to accept and put into the game. He concluded, It is almost impossible to
read the Arduin Trilogy now and see his ideas as original as they once were. True, but in 1978, Arduin's lessons shattered barriers that would never stand again. Gary Gygax versus The Arduin Grimoire In the 70s, Gary Gygax hated the products that drove his coat and D&amp;D. The man has 6 children to feed! Arduin aped a little, brown books and ripped up
D&amp;D rules, so grimoires get a certain ire. In Dungeon Master's Guide (1979), Gary adds grimoire (p.155) as a dig at The Arduin Grimoire. Read and eliminate 1 intelligence and 2 wisdom. On The Dragon page, Gary attacks spell points, critical blows, and more which Hargrave offers as an improvement. TSR issued a termination and termination letter to
Hargrave, who responded by blanking out references to D&amp;D. Splices my printing in the mention of other popular systems and old fantasy game systems established where D&amp;D Mentioned. Hargrave calls Arduin a completely different game, though it misses the important rules that readers should find elsewhere (in D&amp;D). The rules section is
labeled as a change or revision to an unnamed game (still D&amp;D). Over the years, Hargrave created the lost rules necessary to create a stand-alone game. But no one cares about the rules. Dave Hargrave never realized that the rules hardly mattered. The discovery of the fever is important. Arduin's lessons are important—and they change role-playing.
Related: For an affectionate and funny tour of the first Arduin Grimoire, read Arduin Grimoire's cover to cover from the first post at the bottom of the page. Emperors Choice Games offers Arduin products for sale. The original trilogy now appears in one volume, although the price seems high for anyone but a passionate student of RPG history. History.
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