Three Related Items
On Nov 15, 2009, at 7:22 AM, Heff Munson wrote:

Fred,
I took another pain pill, and I thought of three related magic items which might come in handy if no-one has thought of them already.  They are all related to the "bag of holding" from D&D, but they extend the concept further, and might be fun to use in a Fantasy Game:
 

1. Spare Room.  This is similar to the D&D Bag Of Holding, in that it is portable, and can be used to hold, conceal, and carry (at a magically-reduced weight) items. However, the spare room differs from the bag in that the spare room's physical manifestation consists of a small document known as a Lease.  Once a player finds or is given a Lease, they have ownership of the Spare Room, but they cannot use it until they actually read the Lease terms.  Here are some sample Lease terms and features: a. Room Dimensions and Capacity, which states that the room might be twelve feet long, ten feet wide, and eight feet high, and capable of holding up to one ton of contents, provided they can be passed through the doorway (3 feet wide by six feet high) or window (3 feet square).  b. Room Orientation, which states whether the door to the room faces North, South, East, West, Northeast, etc.  c. Room Features, which states whether or not the room includes a fireplace, bathtub, bed, or other furniture.  There are limitations to Spare Room features.  For example, Plumbing and other running water is not possible.  Air-Conditioning is not possible, but a room may be darkened for cooling or exist in a magical underground like a cellar.  Spare Rooms also do not include doors or locks, so that a non-owner may still accidentally stumble into the Spare Room, which is otherwise invisible, making it a slightly risky hiding place. Once inside the Spare Room, the possessor will discover that it behaves like an ordinary room, in that the occupant cannot look out or be seen unless there is a window, and there is a sound-muffling effect relative to the outside world.  There are also things that can go wrong.  For example, some of the terms of the Lease are subject to change without notice: dimensions and capacities may change, either doubling in size or reducing by as much as half.  It is also possible to burn to death in the Spare Room if you are careless with the fireplace. On the plus side, if the occupant accidentally leaves their Lease in the Spare Room, the Lease still appears in the Occupant's pocket, and they can't lock themselves out.  If the Lease is lost or destroyed, everything in the room goes with it.  If the Lease is damaged, certain features are lost, although some items may remain depending on the orneriness of the programmer/game designer.
 

2.  Spare Cottage.  This is similar to the Spare Room, but it is larger (up to 25 feet long by 20 feet wide by 12 feet high), and it comes with its own climate (Ocean Island, Igloo, Tropical Forest, Mountain).  The climate is handy because it enables the occupant to reach out the window and obtain fresh stream water, salt water, ice, fruit, limited timber (as from nearby branches), even fishing or hunting (depending on the type of climate), as long as the occupant can haul the items in through the window with a single arm, pole, or other extension device.  The occupant cannot climb out of the window or stick their head out without experiencing extreme discomfort, sunburn, frostbite, etc., and being knocked rudely back into the cottage.  The cottage may also contain local vermin (spiders, roaches, rats, scorpions, snakes, etc).  Orientation and other features are similar to the Spare Room, but the outdoor/indoor sound-muffling effect is total:  the occupant is essentially several miles away from their normal location.  This reduces the chance of a pursuing foe stumbling into the Spare Cottage, but it also increases the chance of loss/injury through invasion or theft.  The Spare Cottage Climate may also be highly variable, with heavy rains, hurricanes, droughts, and floods possible depending on the season and Designer Orneriness.  The document conveying possession of the Spare Cottage is called a Deed, and it behaves in a manner similar to that of the Spare Room's Lease.
 

3.  Spare World.  This is the grandest of all, although not too grand, similar to the very small planets found in St. Exupery's "The Little Prince".  The surface area ranges from two-to-twenty acres, with mountains, valleys, oceans, deserts and caves possible on a small scale.  Intelligent alien life* is extremely rare, but magical beings found elsewhere in your game might have access to the Spare World.  The range of extremes in climate is accentuated on the Spare World, and intermittently injurious or toxic atmospheres are possible, and subject to change without notice.  In addition, time is always different on the Spare World, with the days usually going by at three for four times the normal rate, and the possibility of up to a month being spent just in transit.  Most players will find that Spare Worlds are too risky for frequent use, as a volcanic eruption, earthquake, or global flood can destroy all possessions.  Differences in Gravity can also be employed to comic effect by a sadistic Game Designer. However, the player might find the document (called a Chart) useful as a bargaining tool or bartering item with other players and NPCs, who may be extremely naive ("ka-ching, I sold some sucker the Global version of the Brooklyn Bridge"), or extremely knowledgeable ("oh, no, I just sold my foe the ability to spy on me at all times from on high via telescope").  I encourage Games Designers to use the Spare World as a rare, high-risk "Deal With The Devil" which exacts a heavy toll.  For example, someone who hides too long or too frequently on their Spare Planet may find that they have suddenly and irreversibly aged by 20 years, or developed a disease with no known remedy.  The occupant of a Spare World might also get lost while exploring their own caves.
 

Anyway, these are the ideas I got, and hopefully that haven't already been totally invented and used in another game.  Their relatively unique feature is their portability via the documents of possession.  I'm sending them to you because they might come in handy at BigHuge.  I'm cc'ing Ann because I think they're kinda neat, and she's bound to know if Terry Pratchett thought of it all first.
 

* When I say that Intelligent Alien Life is extremely rare, I am not ruling out the possibility of being confronted by groups of annoying "Alien Locals" who keep asking if the possessor of the Spare World REALLY created it in six days (with the seventh day spent in a hot bath or brothel watching football), and constantly beseeching the possessor for grand favors on a global scale, or being called upon to provide guidance or influence on a myriad of local dumbass disputes.
