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NEW O EVENRTS

Fast has been formed, and 1s  now holdling mect ings at
Arizona State lUnfversity's Memortal Unton. Meotings  ave  from 0 PN
until « losing, which  1s usually 1:45 AM. We have heen acalgmed room 222
{Mohave:) 1T most of the dates, but 1t f<. best Loy check the monltors
for the exact Iocation week tn week.

The agenda for each will be determined the previous  week Right
now plans  are  for  boardgaming early In the day until 609 70w, with
some roleplaying at night I am puting emphasis on plavers trying new
games. If you livee on the east side, come on down  with  yom tavor ite
game, and we will get some players together .

Hig ~aven on Saturday  AZ2nd of (ktober, we will be sponsor ing
Milton Bradley Gamemaster Day  Axis and Allle- Fow Lresr Amer Lea, and
Shogun. Axle  and  Allles and Fortress Amerlca will atart at 1¢: 00 AN,
Shogun will plck up around 2:9@ FM and run  the rest of the day. 1 am
lonoking tor A teams of two for Axls and Allles, wp to Hd players  for
Fortress America, and any number  for  Shogun, ¥e will be using the same
Variant rules as at Realitycon (see pages 30 31 aof  thl 1 ur The
varfants are mostly concerned with  the bidding process  to detemine
positions, a adludication rul for  gamn: that Tun nover the time
Itmits. I'LE i RRING YOUR COFY (F THE GAME! Ve cannot provide muliiple

. of Lthe game.

For thnse of you not Interested Iin the M B games, we will also
offer Titan with battlecards, Vartant Ri<k, and Double Rilnd  Monopoly
as sidelights,  Our goal 15 to keep overyone  gaming all  day  The
Tncation 15 the same  as Healityeon, <econd Tl of ALS oS Memorial
Unlon with tree Decal parking. As always  oall Deke  Young at ooy 3447
for more information,

Ben  Johnson s organlzing an AGS west chapter at olther A S 0.
Vest or Grand tanyon College. If anyone on the west silde has tdeas for
a location call (you guessed 1t) Deke young at  an7 3447 The  optimum

would be A weekly meeting on Friday nights or days. That would allow
those gamers with serlous addictions to attend both mestings.

Pown south  in Tucson, gaming Is done dally o1 a0 they say. We
attended Gamescon 1 and had a great time. Unfortunately only a ftew
people from Fhornix showed uwp. | made the drive from Tempe In less than
two hours. Vhy more gamers didn't make the etffort |s unkown Lo me. 1f
we want gaming conventions, especlally the big weekend  long  events,  we
have to support the Jocal conventlons. A Little driviing may he
fnvolved, but that Is a small price to pay.

The next AGS sponsored con will be DELEFAX '89. The weekend of
the 25th and 26th of Februvary Is the tenative date, with A 5. 1. 's
Memortial Union as the likely location. With 5 months of preperatinon we
should be able to get all the rooms at the =nutn end, remoave the
divider from between open gaming and the dealers/scomputors, and all the
other administiative delays that slowed wus  down  lact time. Now for the
really good news  With 91 attendance at RealiLycon, we payed the 1ent
and only lost the advertising money. As we all know word of mouth is
the best advertisement, and | expect 150+ attendance. The result
Delefax 'AY two day pre-registrations will be only $12.%0, and at the
door reglstration will be $17 .50, Single day attendance has yat to be
detinmined, but will 1ikely be $1@.00 per day at the door only. Some
people  complained that Realitycon '8B reglstratlion was too expensive.
Strange since We routinely spend $100 per weekend at the Hyatt for
Leperrcon  and cCoppercon.  The bottom line Is that AGS will always  keep
costs at their lowest possible level. Witness the fact that the sucsess
of Realitycon ‘88 means lower registration costs for ever yone  at
Pelefax *AG
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Hlock registration was nid =uch a great tdea, sn we will go Lo an
open <chodual tormat at Delefax A9 Additionally only board wargames
will b scheduled In the early moring, with the majority of the events

starting At noon. The manster mach will be held an Sunday from 5:0¢ PN
unt i1 1a:e@ PM, ensuring that everyone wlll be allotted more  than
enough time 1o dle. I personally will he lrading Pahamut and the rest

af the lean up Squad. Rempember, you <an ron, but you can't hilde.
Fegquest Hime! We want to hold a one day mini-con in Novemher and

e ember. What we schedual 1s up to popular demand 3@ Playsr LAR WARS?
Fantacy Mintatures? Card games? {(Naval war, Nuclear war, pinachle,
spades, oty v The decisfon s vp In the alr I am taking a AGS poll,
Fend your ldeas and member  number o the Tenape F.0).  Box. The most

popular topds will be plcked for November and December.

LEFFRCON 15 is  schedualed for the 14th-16th of Aprtl 1989, Don
Harrington and his Games and Diversions crew will be co-ordinating
gaming. An a spesial offer, FULL convention memberships cost only
1% 0@ 1 purchased prior to the 24th  of Hovenber., Note the pull-out
flyer in the middle of this issue

You have probably nnted the expanslon of the AGS bulletin, up to
4@  pages this month. A far cry from the 12 page issue #L. Twa  fiuys
painters will  be providing fantasy modules on 8 continulng baslts,
Marting with Iscue #6 we will be Including a 12 page microgame, and
expanding the 1issue to HQ  pages. Wro are committed to making the
Bulletin wirth #1259 at the slare. Quite the deal for all you
subesr ibea s wha probably never expected the bulletin to triple 1o 5lze.

tapanimation fans will be glad ta know that Tom Ferry will be at
e lefax TRg Block  regioartation Itmited the exposure, but  with open
“rhodualing you will have a half an hour or no to catch some of those
High rec videns,

That's about 1t for this month Anyone whn wants to  ~ubnit
material for issue #%5 should mall the material to the PO Box by the

ATt oal (hwilober, See you on the 22nd!

I'rke Young
Editon

213 N. Gilbert Rd.
, 497-9554
(5, downtown Gilbert

‘Wargames-sports games- o7 "+
‘role-playing games-

“ee Gif‘ with purchass for u limited time

LARGEST SELECTION
IN THE VALLEY

T
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— Bassline
}— Guasdalupe
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KEALTIYC 0N vixn

Although we only had 24 players Lhis time, the Interest was
st11) high. That number was well over S9% of those at  the convention at
D99 AM iWhat idinot scheduled thing= that early?), This time the
Adventure teatured a veteran party who had been adventur lng  together
far years  The cast featured Mondn, he  of limlited wit and death dealing
daggeor = tome At 16 d442 -2 attacks, ofil hand  at 1 A4t Vhy one
Mondo vl his broadsword 15 beyond  logle Skarno,  she of quick and
nimble  tounge well adept  al denving  her drow herltage. Rachel  the
benevolent thilef, who was most 1lkely bo o dance with  Lhe  Guardian Naga.
Shagpy. the most noable of half ores, trylng 1o pove hia winth amongst
humans. Thol Amon, priest ol great ablllby, was the obviliome:s leader . And
a5t was "Fax", ot the Hving defilnition of a "iwinky mage™

The party was, called by Bertola the Sootheayer, a  skllled
spelleaster who ran the local magloc chop, 1 appears he wass dabbling in
some  Teleportation effects when  his  apprentloe Krlatina vanlshed.
Ohvionsly,  admitting to  such a grave mistake would hort hi< reputation
tand his businessy . So Bertola talricated a wtory  that Kr i1t lna  had
been  captured by the FReptile tult, aoffored a ~izable reward, and sent
the flr=l et of adventurer-i he found In the direction of the Colt's
main temple

The Town of Clearview i the sight af the next  ew ounter,  The
groop finds a local temple  of the Reptile tualt They meot 4 cmall flock
Ol worshippers who have no fdea that o tamdom gl was telepnrbed into
Thee madin temple mlles awsy This does not stop mos bt parties  fiom
strongarm  tactlos  to assalt the  prteste The tample 1ol would not
shtand a chanece 10 1L was nob for Phe Skl deve ]l hamplon who was resting
on bl guest Sti1l, most par les made 11 through, Al Tevavy el that tLhe
main temple was In Finderwall,

using

The maln temple s guarded hy a1 headed Hydra, a pair of
Izardmages, and a druld (the hydra‘s tralnerdy A pea the artlele on
Tour nament  Dungenn Design, this s the “"hard  way"” 1 her options
ITnc Dude an underground  <lream, and —weaking 1o at night . The
underground stream works well with the exceptlion of Lthe 12 HD Guardian
Naga. A lawtfull good creature, 1t would  have  assisted any party to ask
for help. The plan to speak In at nlght tnvolved  bhypaacdng a "atlcks to
snakes”  trap Lhat sands ane player loto the cold waters below  with  fwo
canstrilctnr snakes.

The final encounter was the maln temple ronm. A 9th level priest
with the gaze of a Basilisk, a 7%th level chanplon with A sword  of
sharpness, and spellcasters galor helped to make thils more than the

average party ocould  handle, But as de<oribed In the De<sdpgn artical,
mie.t players are not happy unlesis  they duke 1Y nut with the had guys at
the ~nd The Reptile cult 15 tntally innncent An  unconcinua heauty

apprars In Lthier main  temple Aurtng a ~sremony? Obwiously the work of a
pleacsed gl Strange assassins whn attack In the nlght s Agents of a
dark «<ult  who want tn stap the Hghted path. Doess anyome ~top Lo ask
tar krisitina? Figure Lhe ohds.

Stil) the adventure went well, most playerrs  hnd A great time.
Round  two was fust as entertatining. The winner In the end? 1+ lay Toombs
with of all people, Brother Toxin fraom Westorcon's xS finems the
referees  were 50 lmpressed with thier player= they cont 7 to the final
round. Clay won primarily by suabmitting hls superfor, B8th level Thol
Amon,  while domineering the lesser acloyte who acocompan!es] the party.
Chureh beurocracy at 1t's best,

Players wirre much happier wilh the vohiedtve pmly of veterans,
o the Dolefax 6x6 will pmobably featoare a similar parly Hothing
e rovte vel, but there are rumor—= of [1th lewveld charm:tlers  for the
nex! adventure. Don't miss the funt
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KEALITYLON UFDATE

The wote 15 In and the answer I=
pnsitive! Yes Arizona gamers are very
w1111ing tn band together to  support
local gaming conventions.  And  yes,
we  hnow haw  to have A great tima hy
enjoying clnse to 2@ hours of contlnunus
gaming with opponents and allies from
avrass Ar lzona!

Clo=e  tn 100 gamerss turned out on Saturday at the ASU memortal
untom Lo participate in 8 varlety of events ranging from ADAD  to Axis

and Al Les, Thi= means the hig go ahead for all of us members of the
Arizona Gaming Soclety,

Thanks. to the support of all who participated, convention expenses
dld not excend registrations.  As a resolt more paming conventlons are
Already  in the process of beling scheduled and organized. This 1s  only
thi beginning Since  FEALITYCON 88 was scheduled and run on falrly
short  notlre there was less time to get the word out. Ve «can all
expect atiendance at future game cons tn bhe even larger. And 11 you
hiave ever had an opportunity to attend ane ot the ganing cans held out
nt  state Lhen yow know that it 1s not unreasonable to expect that over
the years we can bulld up attendance to close to 1090,

All ot ns  AGS members can help make each gaming con progressivly

better by continulng to spread the word. Thank= ara due Lo all nf the
people who put oot flyers at thelr local schools and to their gaming
gruups., Thanks are also due to all who bhelped in putting on

REALITYLOON by acting as referee for one or more events, THANKS to all
af you and | encourage all AGS memebrs to lend their effarts to putting
on the next con. Lets turn a successful start Into a continuing story
of better and better Arizona gaming cons. A little effort from each of
us turns Into a lot of fun for all of us.

The  big  events at REALITYCON turned out to be the 6x6 ADAD tourney (24
participantad,  the Axis and Allies tourney (29 flerce competitiors),
the  BATTLETFCH competltion (many participants total wunknown), and of
vcourse  Monster  Mash 111 (41 players). The Monster Mash had to be cut
shurt due tn a scheduling snafu but the level of competitinn was at an
all  tim: high. Results of the con have allready ylelded a number of
ldeas for improving  future conventions. For example, the next con will
be two daye instead on one (Regular events wil) run all day Saturday

Aand - Sunday 111 S:@0, with the Monster Mash goilng from S:00 t111 1@: 0@
I'M
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Whereas  at this con we had several minttmres dealers, next con ['m
told there will be palnt  on hand o Lhat you can get minlatures palnted
on Lhe spot.  Also since there Is more tlme ta prepare, we will be
looking at  expanding functions tn include sone semlnars, more organized
game checkont, game company sponsorship and prize domatlon, and maybe
even a game auctlion. Future cons will each feature a guest of  honor
why wlll  hold a seminar to meet with gamers. (Far our first guest of
hanar we hope to feature Ken St. Andre, a <o destigner of the computer
game  WASTELANDE as  well as  the designer of THUNNELS AN TROLLS and
STORMRRINGER »  Please call us with  your input  on  how Lo make future
CONG bl ey

The Memorial Union  has turned oul to be an excellent locatlon ta

hold Al gaming conventions. The space 15 Inexpeansive which holds down
costs for all who attemd. tA major policy of the AGS 14 1o make cons
as cheap as possible to attend) . The K alao features easy acoess Lo
fast fomd and viden games as well as very eacy going and professinonal
facillities minagement. VWhile several people have ratred the idea of

golng to hotels for future cons my per=onal feeling 15 that the HU  is
the way tn go for some Lime to come.

Srall wass A 11Ltle short handed at REALITYUON =0 we will need a
few volunteesrs ta help out with con registration, event 1eglstration,
game heckout, etco, at the next cou. Give us a call Lf you would like
tao help out as con staff.

In summary, REALITYCON 88 was a  lot of  fun. The fact that 1t was alsn
financlaly salvent (AGS was able to pay all convention bllls!)y  means
that future cons are green  light - go! There are A 1ot of ways to
improve and Improve we will all of us togsthee See you at the npext
one?

PFaul Hrown 111

( Pot Yoor Ap Here')
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MONSTER MASD woe

Homenne  onee told me, "with Hime all things will ~hange.™ 1t now
appeare the apge of referee  daminat lon has emnded. Obwvilously the players
are 1aon well mepared for what our five meager referecs could  conjure,
Most novtable  were  the six drow ldentioal sisters who entered Lhe caves
of death. Flrat they assassinate the eighth  member of the party, then
proveed with clockwork precision. Thal time ran out was a boon tor the
Castle forees, Hot one of the Six drow met her death.

Meanwhile on the Plains of Twath, the tnfamous “lLobsternaughts"

des anded with wmilitary co-ordination Many an ore wa<s dispacted, as the
Kanphgr uppe  of Fleldmarshall  Prown  was  overrun. There were a  few
deaths, but once again it was the ¢ lock that saved the castle from 1t's
caminont defeat It has heen rumored that the IMlains reglon 1s to  be

teorganized drastically. Then again it 1s only a rumor.

The Hills of Death had a higher death rate, baslcally due Lo the
timely arfval of a flight of aight gold dragons who epewed forth a
<austts «death  upon the party. This time the player assult team was not
A nrgantized as in the other  roegions, but =ril]l a formidable force.
tould LY be that theie are plavers whin haved seen a glimer of  1ipht, a
bl le ora- h in the defensos of the castie? (nly time will 1ell, but
there 1o a detinlte stirring of concein frtom within the walls of the
cantle far Ahe curviving Monk made 1t to the castle gate. The Hill=
of Death wore upbreached this nlght, but dangerously close to failing.

By tar Lhe most co-ordinated  and  deadly Leam was assigned to the
LatiInth ot Death. Former MASH veferese Handy Lindsay lead his  group
forward 1ike a roman  phalanx. Luckily far  the «cactle defenders, old
hablts  dle hard  Kandy and hils 7 <hapechanged cohorts  were responstble
fin mue player «death than monsters. Dld Yhe unknowing targets on the
Hills of Death find 1t strange that there were efght gold dragons?
Little did they know 1t was FRandy's group of players on a search for
more magical flemss The ttems helped a= the Labrinth <laimed only one
vi<tim, <counting the additional houwr and a half played outside the
bullding. 5ti1l 7 members strong and armed with extia maglc, they wme
the best bet for sundering the castle defenses

A key phase of the MONSTER MASH Is asslgning players to the
vartous reglons. For the third time in 3 row, the Swamps of [Death was
loathed  aml  avolded by all. Desperate were the walls of fear as players
wier e acalgned Lo the Swapp The mad scramble  leaves a disorganlzed
group  dentined to  choke and suffocate in the mire. Surely the players
knew they would be entering bog and  marsh, yet as always there was a
plate mafled dwarf, whi Aid not stand as tall as the water was deep.
Harwe toolish was the player who took Baba Yaga's Hut, Moblle yes, but
the - hicken legs take only 45 HP damage This must have seemed a safe
refuge.  All  elght players «<limbed finto fthe hut. Rahamut flew by to
advise the players to leave, lest they suffar infury. Offering many an
abrscene gesture to the lord of dragons, the party was greated by his
sontingent of sight Kirdn. Eight Kirdin x 1846 flryeballs - an average of
Trui oo B4 hp of explosive power. Needless 1o cay the hut was redoced
ter o waanlder tng husk. The party continues to act independantly of  each
LR T The  lome drow Is easy work for a Planatar. An earthquake
swallows  another  player as magle missle soften up another player. A
“lerts 45 bt led alive when A horzontal walls of {ron descend upon him.
Rahamuyt lraffes an attempted end around with his 168 hp breath weapon.
By 1@ AM there 1is but one crippled player left He grovels before
Bahamut, hegging for mercy. Seelng the grevious nature of his wournds,
Pahamut  plane  shifte the player to the Positive Material planes.  The
tightsor had no option but to walt  for hi= wounds to heal. Finally he
vaploded Into a cnlorful burst of Jight, and the day was over

Ohwilonsly  players who are organized and prepare in  advance have
bacom: vy proficient  at  the MONSTER MASH, Lest the tradition of zero
plaver  survival he {forever breached, word has 1t that the .castle
dAeten-e will he gencrally stiffened.
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HONSTER MASH X% toont Lnued)
Lest we forget, there wete awards Lo the players:
Etist Death- Adam Kraver, killed by the Six drow slaters
Tramatic  Death- The de<itruction nf the HI11s af DPeath party by

thae atght shapechanged members nt the Labrinth af Death.

Ki=e of Death The Dwart from bhe Swamps  nf  Death, whao Beheaded
A Planatar only to have 1t resurrected with a stalen Kod

Best Group- The Labrinth.

Deepest Penetration The Plains of Death (1 ime |ilmlt
Killer Encounter- Swamp: of Death'« Efght Kirin
Killer Refereec- ©huck Kraver

Wimp REetereo- Anyone but Chuck Krawver

Flret Tntal Group Death  The Swamps of Peath

There will he  tmprovempents  next b me Flr<t it we are
stehedualing the MASH from S:00¢ FPM til 10:00 P'M Sunday cventing. With at
least six hows “leep, the players and referees  «hould I able to play
out  the entire NASH. Although we will nover relea it to the genoral
publir, we have developed a doctrine for reforess, in an Attempt to
bring abomt more balanze botween referons.

Statt will be oan hand all day Sunday for Nonster
registration These tncreaced reglstration hours wil)
for more flexibility as the cvent draws nigh.  Who plays

Hash
hopretully allow
in  which group

is 111l a problem. Right now the best advice 14 Lo (ind oight players
for a group If you only have 6 you will have to settle tor additional
players W will not slot players until 4:40 'R Sunday All players

will be assembled prior Lo the MASH,  with the largesl g oup having
f1rs1 cholce on reglon. Atter the large groups we will dao our best tp
1111 out  the rosters, but  confllats arec  lanvitable Kegardless,
decisions of the referees are flnal Thers  was entirely  too much

complaining  last  tim:, wostly due to people changing their minds on
reglion cholce.

The WONSTER MASH has always been a banner event ¥r  want to let
as many players as possible enter The first priority 13 for the
players to enioy themselves. However with the recent trend toward very
serlous, competitive players, 1t is necessary to Institute a few rules.
It any players have suggestions, we are more than willing to try new
thing= | encourage all members to write with thetr comments.

Finally, let's try to keep the temper- In Ilne  AD&D 1 hardly a
error free <set of rules, and Interpretations are 1pevitable. Take
everything with a grain of salt, and enloy the MASH If the referees
fust  wanted to ki1l the players, they could flieball-power wordswish

et the party 1o death. Tempers and ralsed  valces tainl the whole
affair
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Al Cappercoon Cutting Fdge Games. Inlrodu-od  our very own role
playing  pame. “"HBlasted Earth” as. 1t 1= called 1s set in oA post holooast
Earth, Appmoximately 59 years after the clash botwean Superpownrs. The
ronfrontat ton which had mintmal nelenar exchanges threw mankind into a
dark  ager of violence and savagry.  Vhen mankind was finallv able to
overcome the adver=ity around him and once  aglan  become master af his
wor ld  1E was a different world than the one he once ruled. Although  the
Tand 1tself remained relatively unscathed the wide use of chemlcal and
binlngical agents had <hanged much of what Jived nu Lhe land.

nder this backdrop seven adveanterous snuls  set upon the rnad to
fam: and  fortune. The advenlure started with thelr arrival at
harter ! own Ater furious purcha-ing of locally fashioned garmaments
Lhe  group set aff on a quest Lo revover a vital ptece of machinery.
Stolen by an agent  of  the npelfghboring city, the group must travell
there  to recover 11, On the filrnt Ieg of Lhe trip they were accaosted by
the liwal  wildifte in the form of two headed dogs. Bruno, a hulking
brute talbelt dimy, pacified <=everal of the beasts with an animal
“avion  falre he weems Lo poscens The remainder of the dogs were
dipats hedd by the group after suftering minimal wounds,

Freesing on Lhe group comes to a region contaminated by
radlation. Chosing Lo brave the Kad Zone rather than loore precious
time by golng  around, the group enters. The trip though the Rad Zone

leaves them In poor condltion bt rontinue Theey  are forced to stop and
o ale

¥hile resting a group of Batertown enforcers (military) passes
the campslite on their way to  recover the stolen machinery themsirlves,
thus  saving the taxpayers of Bartertown the expense of rewarding the
party. hol on the trall of the Bartertown enforcers, the party races to
the nelghboring town of Shaggytown only to find the town is In  an
wproar  over  the theft of the rescently aquired machine part. ¥With two
roads connecting the competing towns, the group qulckly realizes that
Lthe enforcers must have made use of the second road since they had  not
paatad rach other on the way Into Shaggytown

With this 1in mind and Shaggytnwn's enforcers right behind them,
the group attempts to  overtake Hatertwon's enforcers. Ambushing
Bartertown's enfarcers while they rested the group commenced the
exccution of  the duly sworn nfficers of a town the group is presumably
winking for. This does however r1esult  In thelr obtaining the valuable
punp Lhey have been seceking.

Fmced to continue In an attempt to outrace Shaggytown's
enfarcers  the grouvp comes to a ravine. Spanning the ravine is a cable.
On thier side nf the ravine Is a basket wused to cross the ravine.
Stufting two group members intn the one man basket, the group turned an
e ounter  designed Lo deprive a careless group of one menber into a
diasterous event. Both of the group's leaders plumneted to thair death
In the unsafe basket.

¥ith the obvious leaders dead and the Shaggytown enforcers due
tey arrive at any moment, the group breaks down (nto mass chaos. One
part'y member  slips away with the punp. After a  long and involved
arguement  the group finally also decldes to flee. During the escape
HBrunn  followed a  player who did not want to be fallowed. Another
arguement  erupts  and in the end Brunno brutally slays his  boyhood
companion

Shaggytown's enforcers come  across Bruno pillaging the dead body
of hle companion. Bruno's club proves to be no match for the Shaggytown
enforeer's  guns. Afterwards, twiy addlitional group members in the
vecint iy are tracked down by the enforoer’s dogs and quickly dipatched.

page 11

Fhe  final  proup member cocapes anmolectod  with  1Lhe valuable
pump. ptin presenting  the punp to Bartertown oftl-lals,  he is
fncrintmated by the sole survining member of the Bartertown'ss 111 fated
antorcer squad. The public  execution that  f(ollowed lef! us  with the
very unique situation of having a group sucses<tully complete a mission
but not survive the experieon e,

The players  enfoyed the adventure as well as the game ltself. A
goad Hime: was had by all.

-Randy Lind=say
vutting Fdge Game
Next I=sue "Rio Looeo®

Blasted Far1th A Players Review

Masted Barth 1s a new roleplaying game In the “aftor-the-war”
genre The game Is =stil] in the playlest  phase, but I had an
nppaortunity to be in A game: at the last copperacon

The game works on A well balanced system. Avtr Ibutes vary trom
3 1A, 1t points average around 11173, with 11ttie chance f(or
ipprovement  (the hitl polnts are  based on atiributes M=t af  the
characier actions were ba=ed on an tve and  weell though out <kills
nystem The system included varilo coambat, medloal, technical,
socinlogical,  phystcal and general skills  Fvery sktll | saw coold be
put to good use. There were also some chocks  agatinst attr lbntes, like a
health check when travelling through a Red Zonn.

There are alsn a gond array of mutations, although  only  two  or
three characters had  any. The mutations are well balanced, not like
Aftermath <(Very rare and mostly bad) or Gammy World twhtch can be
excessiver. If | had to compare them with som:thing, it would be Lhe
mutations in Paranoia usaetul, but you stil)l must rely on your malin
ablilities. The notable exception to this Is a mental blast which could
replace yowr attackling skills. Two other examples are a form of  slow
regeneration and the ability to eat and digest lust about everything.

Dvernall, 1 found the system to be well balanced and quite
enjayable tn play. [ really 11ked playing an "after the war" game that

works in a logical manner wlth no excessive quirks in  the rules. All
the other players also enjoyrd Lthe game. Although the game Is not ynt
nut yet, (t will probabhly be run at most local  oonns. 1f you can get

into one of these pgampes, it 1= highly recommended. And no Lyman, you
can't mental blast someone as you're falllng down a D900 foot gorge.

John Myler



page 1.2
Tourmames ' e laeeur,

estgning  an  adventure for  tournament play 1s quite different
than fin a regula:r evening session, the malor differences:

1 A Four Hour Time Limit.

Av M and New Characters

iy Player qual ity

4 I'arly Balance,

“%v Keferee Flexabl)ity

Ay Reteree Inconsistancy.

Thee  largest problem caused by a four hour Lime Iimit s
allocaling time to all phases of the tournament This Inc:ludes
devsa gy 1bing t he tournament conventions, vartant rules, Tharacter
hackgrounds, as well as the dungeon  play I have attempted Lo expedite
the process by publishing variant rules and Tournament scor ing 1In the
Bulletin For  some  reacon only a few players brought thier rules. Ve

will be using Lhe same rules for all future 6x6 tournaments. lLearn them
well and yon will be at an advantage, in particular the Manna and
spellcasting rules that seem to confuse new players,

Htill the deslgn must allocale  at least 38 minutes for “settling
™ Pamt  thal It 1s important ta e<stimate the  length of each
ancounter I cstimate in 19 minute inciiments. The important part  Is ta
sehedual  encounters  that allow each of the six characters to “shine™.
tombat |5 especially time consunming.

Faut Ahe mintmom encounters, 1 ltke tu throw 1In a series of
somhat:s. and A finale. They nocupy alot of  tipe, plus  they let a
particularly skilled party bragaing rights when they propgress farther
than ather group... The abanlute worst case 1= for the party to tinlsh
the adventure in  Iess than four howrs. Then they have time tn badger
the referer and they feel they were somehow chrated.

The <econd problem §s  Lhe tact that the playors come in rold. Ve
stiress the  ability to play any clans, =ex, or race. Therefore the
players  must be given characters of wvarious ortgins  that they have
never seen before,  Because the players only have four hours to work
with, <characters must be designed both  flamboyant and unique. The
absnlule  worst  situation 1s to have a pair of fighters with almost
fdentical statistics. They have to compete with each other directly.
Rather make each character dlfferent, with his or her own unique
contribution to the group. | feel 1t Is also important to represent a
varlety of character clases without resorting to ster eotype chara:ters
suth as the "strong but stupld fighter® or "shifty and malicious
thief™. A1 first 1 attmpted 1o provide character backgrounds, but
players treated them as legal documents rather than brief overviews. In
one example s player argued his case for a characters actions as a
lawyer would, refering to speciflic context.

As a result, 1 now have each referee glve general descr iptions

of the characters. This also has an Impact on Referee Inconsistancy
tana helow),

Although 1 design characters 1n be dJdifferent, they must have
wqual  “impact”. We have avolded Cavaliers because of thelr abhility to
dominate a  party As no one Is pertect, | have Jearned as well.
Wostercon's Brother Toxin was a weak character He had few moments to
dominate the encounter, and hils motives were not as clear as the
others tupper-aon's Venom, while clear to the referers was
micunderstond by two players. (hvilously there 1s no logical reson for
any of aur freed asylum {inmates to contlnue on the quest, but to quit
the party was too extreme in my view, | did not hear many complaints
trom Realitycon, but  Shaggy was not as colorful as Mondov or the others.
Additlonally, magic 1lems have 1o be balanced. 1 will never allow an
affenstive  wand  such  as fireball, lightuing bolt or frost. Une player
blasting rvery monster in sight  does. not allow the rest of the party
mueh Lo o Every strength should be limited In use.

Flayer balonce refers 1o i{nteraction between the party Une
player =hould not he able to commit the party to a combat deadly enough
teo Rkill the rest of the party, yet survive 1t themselveas, A party
should nat have direct conflict amongst party members

phge 17

Howewver  conflicting  goals are in fast pretered  The 1Mathey Bahel
whn drove hils party to his murder was a bizarre  case where he refused
to camprimise. The Hoss who tempered the rash acts nf  hie comrades was
gond  ta party dynamisc. The key s player tnteractlon thet 15 {lexable.
A Dwarf that killa Half -nres on s1ght  1sn't  (lexlble, a female who
distrusts men 1s.

Referee  Flexability deals mostly with background Information  and
contingencles. There stmply 1s not enough Limes  to deal with a party
that goes  the wrong direction on a road into town. Random  encounters.,
player-ss who Inok for a Lhieves gulld that doesn't exist, and other
di=tractions simply cannot  be handled by a tournament 1oferee,
Therefore | design my adventure as a  series  of linked encounters. The
party milraculously arrives at  the nex! encounter  wit t conflict,
delivernd at the door per say. llow Lhey got  there |5 almast  never as
Impartant as what they do once thoy gel there

¥hat Is Impntant 1s  too glve the referees enough materfal  to
play NPC's and traps to full effect. Every mument the 1eferer  spends
looking for descriptions In the DMG 1= wacted time, Any extra
description should cover llkely situations sush as the tivardian Naga
cave

Referee Inconsistancy 1s the reasons | developed the 6x6 format.
In  tournament play 1t s nelther pnssible nor talr to measure one Eroup
again=t  anuther. Asside from random players {illing oot a full Rroup,
the fa-t that each referee i different makes each pparty work to a
differsent standard.  Fvery referee has different experien:e dnaling with
sperctfie mansters and speclfic spell effects. Each  ieferee al
Aiferont “kill dAoslre”

Har.ed an the above, | dedstign dungeons Lhat allow,  wven encour age
retarees  to freelance. Lyman Hampton tends to o skip combat-, while Chuck
Kraver will bend  mnat  rules hefore kidhing of f a charac ey . Paul Brown
=an always be counted on to play  heavy on Intrigue, fastalk and declet.
Tohn  Keneally is more than willing to  Jet the party walk to  thier
deaths, while | in particular 1ike 10 coax the party into fighting Lhe
deadliest avallable encounter. Regardless of  which referos yon get in a
Hxly, you have as good a chance as anyone of advancing tu  tthe next
tound. Your competition 1s seated around Lhe same table an you are.

-0 has a

As you have seen, Tournament Dungeons are  very diterent  from
regular adventures. They tend ta be krdef, almest in an outline form.
The most detad]l will be In the s haracter  —shretls, which  should  contaln
saving throws, attack matrixes and as much Informitlon as pussiible, The
players should not hava to look up any tables or charts, as that is
when mast conflicts occur.

I look at encounters at nending a minlpum of 3 options for the

party. Magic doors that require the flie vpal from the dragon staute in
the tepple room behind the secret door do not work. Make <ure that the
party has at least three ways of solving the encounter. Preferably

there will be always be a superior saolution that use the characters
spertal  abllities, a moderate solution requilres that the garoup apply
sSome Common sense, and  a stupid solution that  woumls the group but
gets them through anyways. Also do nnt balk when the players come  up
with some method Lthe deslgner never though of using.

Additionally I design encounter s to do the  fn)lowing:
Roleplaying encounters such a8s the town In the Jabberwock and the first
Temple  in  the FReptile Cult. K!lling encounters llke the |n=ect Demon
and  the liydra designed to tempt the party Inino a  stupld encounter.
Qulkie encounters with one wvery simple solution and many other time

comsuming  solutlons. And Grande Filnale encounters deslgned  to finish
aut. the four e clock.
I hupe this helps players Lo under:stand  the concepls  of

tournament play. Roleplaying 15 the key, stay in chara ter and you will
make 11t thogh ta the next round

Deke Young
Author of the f6xb Jungeans.
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FLAY BY MAIL 191 PLOMALY

Attention all those aspiring Lo be kings or emperors.  Match your
wits with nthers as ambitious as yourself, and stay in the comfaort and
convenlence of your own  homoe, How?  Flay by Hall DMplomacy! This
<lassic game of cunning and deceit J= now made better by adding more
intrt and mystery. Na  longer c¢an a  player watch his  ally
communicale with their common foe, potentially sekting you up tor a
stab  in  Lhe back. Ta top it off, the rost §s only a postage stamp, or
even a ln.al  phone callt Turns  will oceur  every two weeks, with
tetreats  and  bullds occuring as  necessary  every  one week. Flayers
sommunicate by mall or phone between turns, but beware the player who
falls tn submit orders by the deadline. The resolution of arders,
player and gamemaster commentaries, plaver llstings, and deadlines for
next turn are  printed in The World Report, and malled to every player.
Every game 1< contained herein, and players may feel free to play in

several games  at once. Furthermore, player< may assume personas for
une In The  FPeanut Gallery, the general  commentary and editor lal
secbion. Many are the players who have wused this to cause thelr
anemies demicsn For example, King of Luxembourg order the Ist Lux to
Alrhorn drop into Farls. Naturally no such unlt  exists, but the humor

1s well taken. Use this section for meaningful messages also.  Anyone

ifnterested in partilclpating in  this grand endeavar should contact me at
the fallowing address:

The Warld Report

.0 Robert Placer

18230 H. 32nd Ln. #193

Phoenix, Az, ASQ%1

HO2) A2 4219

Flease  tonl free to use the ancwering machine 1f | am unavailable.
First move s planned around Halloween, exact date to be releaned soon.
loln anylime, as positions are always opening up. 50 prepare to do

hattle over summlt table and battlefleld, as you match wits with others
af great ambit ton.

As  an  avid Diplamacy player, and the gamrmaster nf the above FBN
Mplomacy, 1 find it only reasonahle to Introduce myszelf {and [eke
wants space fllled). My name s Robert Flacer and | have been ganming
since August 14, 1977. It was then that | played my first game of
AlAD, A= the year<s and games ware on, | found myself playing more
stiategy games, and less role-playing games. Then | played my first
Mplomacy game. 1 was hnoked The game invalves no luck, and overly
large amount= of cunning, deception, and Strategy I cannot. say 1 am a
mavter, not  hardly, as | just had my head handed to me by several
first-timers fust a few hours ago. A word to thos who participated in
that game on Sat. O:t 15th. You all did exceptionally well, and 1
truly enioyed playing with some most challenging opponents. Well, a
few years agn, | foined my first Flay-by-Matl game. Naturally. 1t was
a game of Diplemacy. The added wondering caused by not knowing 1f your
sn-called allles were wheeling and dealing with the enemy made for some
much more devious stabs. After participating In two mare PBN's, |
tiled to run one of my aown. Well 111 be honest, 1t flopped. I never
reallzed that a game a3 simple to learn as this could be so complex to
run. My second attempt was successful, but contained none of the extra
featwmes found In today's World Report. 1t was. from tho<e days in
Flortda that 1| got the fidea for Ihe Peanut Gallery. To see the
original rommentary, see the note In the above article about Army
Luxembour g, and yaou will wunderstand why | added this section,
Truthfully, 1 get more enfoyment from here than any other section.
Finally, there 12 Touche! This 1s a new section added tn denate
exceptional play by any playeris). Usuvally a well-timed stab 1s looked
upon highly.,  thus the name of the &ection. So, 1f you play, or are
interasted in playlng Diplomacy, and doing so In  the most challengling
way po=siible, please contact me in the near future at the above listed
addre<s~ o1 phone number, and | will stgn you up itmmediately. I look
turwaread to watohing many exciting games!

OCTOPER [SSUE

wo Guys A ‘Painters. . .
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THE FANG OF THE SERPENT

This adventure is very difficult, for use with four to eight players of 7th 1o
12th level. Plavers will need a vell-planned strategy. The use of brawn and lack of
brain will only end in disaster for the group,

The adventure takes place minly in a well-fortified castle, and one underground
m less. While players might think to enlist in the services of Lord Darfest, hoping
to slay the Dragonlord, such an event would not come about, The castle guard are well-
trained and disciplined. Such attempts would end in combat,

There are three basic routes the group may take, which will be listed after the
player background. As IM You must remember the castle is underyround; lighting may be-
came a problem in certain ares of the adventure. Mske sure the group brings a sufficient
supply of torches,

NOTE: This is MOT a hack and slash module. Much thinking and planning mst be mde
before any decisions are made,

Flayer Background

The group will begin approaching the remins of Sarinth, a smll kingdam of the
Forgotten Realms. A battle, recently fought, had decimated all around. Broken var mach-
ines, as well as bodies, lay strewn about, covering the fields in disarray. The group
will be questioned by four guardsmen (2nd level fighters, class A) patrolling the town.
The guards are wounded slightly and in a poor state. They will ask the group to join
their King, as they were instructed to bring any sign of hope to the attention of their
liege. -

If the group of young hopefuls agree to join the King, the mards will lead them,
If the group opts to wander, they will find nothing but destruction, They will leamn
from the peasants, however, that an army had come from a castle in the sy, (he partic-
ular vong boy would have searched the area of the fallen castle and found an entrance
through a horse stables,

The castle the group is led to is bumnt beyond recognition of stone, Dragons hav—
ing left their trademark of destruction all about, Walls have been crushed underfoot,
and bodies have been burnt into the ground. Where once tapestries and goblets of gold
decorated the entrance to the castle, there was now no more than ashes and juddles of
melted gold. The group then enters the King's studv, where he maits with his advisor

mage.

As far as the group can tell, according to what is learned from the two, the infor-
mation is as follows: Fourteen days ago a flying citadel appeared above Sarinth. All
spoke of doom as panic ran through the peasints like wildfire. The citadel floated above
the town for ten days, watching as peasants fled or killed thamselves for fear of being
killed. The citadel then plumetted to the ground, sending earth and rock everywhere,
The citadel became buried beneath the earth, The King sent men to investigate, but they
were wiped out.

n\edwhlandamymmdermewmrolofwhmasmdw. With warriors
and Dragons, Darfest easily crushed the town and castle, taking Princess Gadriel, the
King's daughter. It is Darfest's plan to awaken all dragons in the land fram their
slunber. Casting a spell from his ancient tome requires what he now possess: the life-
force of virgin nobility. After all of Dragonkind have been aakened, Darfest will con-
trol them all with the Fang of the Serpent, a mystical artifact that allows him to sub-
due any normal Dragon with no effort. The Fang was acquired fram the fallen body of the
Ruler of the Nine Hells, Darfest is a pover ful warrior.

The King offers any supplies the £roup needs, even suggesting that they gain entr—
ance into the castle by bringing a cart of food as a sign of good will. The castle is
no more than two davs ride, though entering the underground stronghold is entirely diff-
erent. The group will have three basic routes to take: 1) Kill the princess, 2) Rescue
the princess or 3) Destroy Darfest.

Stress caution and thought.
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4. Guards Room 20'x%0"
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5. Chapel

mwmmmhﬂsuymmmmnmufmmimc.m
mmtmmﬂatu:hadofﬂemm.mdmaimrswﬂsmm&e
statue, a marble warrior, wmuommrm-mwak;m&m
(d20 dmg) if touched, The sword requires a strength of 19 to woeld. The second statue,
a female cleric of ebany, wears a necklace of strangulation (jewel encrusted to dis-
guise its identity), and she will came to life (9th 1v1) if touwched, The cleric wields
a stone mace (d124d6 dmg), strength of 18 needed to wield, and vi1] cast spells as a
dericoiﬂnmlevel.hhhavemmofd.

Mmmur_sinrmBl,nwﬂm}jotnifUEbattlembehmntfm
that distance,

6. Guards Room 50'x50"

Nsromismﬂ:]arserﬂmmzmmwmnim.ﬂg‘mofd\emm
in the room at the time

s class B, while the rest patrol the corridors. Footlockers sit
at the end of each bed. Bonfumrudmmﬁcim.khfmlmkerwﬂl?nldn
item, vhich the fighters

By opt to use during battle (if they can reach their lockers).
Tbmmrad&agaimﬂemnhmﬂmestommlamm.

7.Guards Roam 20" x40" (Intelligence)

S:lxbedsﬂuﬂdsrm,aﬂitismedtolnmlhrfest'smcolle;timuf

spies. These mﬂmmmmtallprmm.hnamhlevumior
ﬁmhmofrhh«k.ﬂmaf&espie}assmimmmaﬂfmrﬂﬂem
coming down the hall. Usinf a ring, potion and scroll, all three are now invisible
and svait with poisoned daggers+], The varrior, class F, uses a trident+3 and will
question the group while the invisble spies place themselves in positions for attack,

8. Guards Room 20'x30"

This room, unlike the others, isfiﬂedui&mdcefmnms’cwplmmd\e
mmds(dmn,lvxa)mmm.mmmmmmwumam
£roup to join if they feel there is money to be won. A total of 1U00gp litters the
mb!e.mt)mmymoft}sniswi].linstokin for. Beware those who lose!

9. Kirchen 40'x50"

Mmlldfmdinhﬁelsmﬁeﬂuto‘fardmedmp. Cabinets and counter—
r.mfmﬂem.alwsefmmtmlhmofﬂermmamﬂ-ﬂmd
kettle filled with grub, A

large, rotund man with a rolling pin+3 (d10) questions the
group and protects his food with his life, No seconds!

10. Dining Hall 60'x70"
Teelve 50" ltrgtablesfﬂl\hltcmﬂdl‘avehesrathstb-tmp. If this roam had
bemfi.‘l.ledhdms\ards,ﬂemvmﬂd}avebemdu:bmedfwthemﬂuinofit.

hhmmdm-sareallmuiinrhmm. As it is, the ten class B fighters are

angry encugh. The 6th 1vl guards will only call forhelporJ'negrwpmmrs\drhueup-
ons drawn or if the battle is at a loss,

11. Horse Stalls )'x45'
This whole area reeks of

mm.ﬂnd:ﬂerdmisdwndmnthybym
wnfortunate group of class A

mﬂs(dlﬂmm).ﬂeﬂmmmshck.adenﬂ-

Darfest's men to ride tham. Treat the horses as
class B fighters if they need attack (bite/kick).



12. Supply Room 20" x40'

This romm holds all the necessary equipment for the horses. Food, saddles, etc
fﬂldem.hsimmMamhthdﬁ:ﬂmhym.hm,
Dust of sneezing and (hoking, will be of use in another room.

13, Caged Collection2S'x60"

The stink of manure in here is wnavoidable, The floors are as slick as in the
stables, same penalty applying. In here are Darfest's collection of mystical creat-
ures. All doors are locked from the cutside, and most cells are empty, The cells
hold: 1) a Oimera - guarding a jeweled key worth 100pp

2) a Giant Bear - with a great desire for food. If the group does not feed the
creature, it will settle for them

3) three Wererats - will try to convince the party to free them, as they are nor—
mlh:mrsbeimmlymed.]i:}nmmmleaveui:mm
they will transform and artack

4) two Minotaurs - honarable varriors, class E, who desire the chance to avenge
themselves upon their capror.

5) an ugly Troll - by far the ugliest Troll ever creared, its long more than
eight inches long and four wide. A class D creaturethat will be affected
vith double the affect from the Dust in room 12, He guards a small wooden
box (which contains a Ring of Preotection +4). The ring is too small for
his disgusting fingers

13a. Bdr 15'x15'
This exit is used for the horsea in room 11.

14, Supply Roam 20'x40'
Thismhldsﬂnfoods:mtordecmdmms.hmtinfemmh
cleansed by fire ut would be no better than adding wine to sludge, as far as taste is

concerned. An Toun stone is hidden among the sewdust,

15, Arena 200'x150"
Thispkeislmdtoimrmurtestdd.ﬂs.ﬂ'eplxeismwwcwﬂedhyﬂm
very large Dragons: a Red, Blue and Green. The Dragons are the mounts of the three lords
in conference with Darfest. They are adult Dragons with the knowledge of ancient. If the
group should somehow acquire armor from Darfest's guards, the Dragons will not attack.
thmﬂmfuldﬂmldﬂmmﬂemlksmuﬁ:wswﬂmﬂﬂ.

they will not harm the group.

16. Prison Cells 40'x45'

hso{cdhfmu:m.mmaﬂmmbehmrdfmﬂtsm
mmw.wmfmmm:mmmwmyr}nym. though
they are in no condition to fight unril they have rested.

17, Torture Chamber 50'x35'

The first chamber is an air-tight roam, designed to keep the screams and wails
silent from passersby. Five prisoners, male and female, are being tortured by two
Frost bartarians using peculiar methods. Frostbite, 1vl 1(Xclass F), wields a 43
battleaxe and wears leather+3. IceHacker wears +2 studded leather and wields a +3
war spear and grest sword+2. Due to strength, borh have a +3 to hit, +6 dng.

Any rescued prisoners will be too weak or damaged to fight. A chest of cursed
gold lies under a table meant to stretch a person to an uncanfortable size. The gold
has a Geas spell cast on it, Any who touch it will be uncontrollably taking themselves
Lo roam 23,

18. Elite Cuards Room 15'x20"

This room is not wnlike room 2, though it is more lavishly designed. The weapons
hangi.rgmlhe\e].lareatfﬁ'nrcrafimup.anilheﬁvenminu‘iemmmme
familiar with their uses.

19. Forge 25'x25'
The hammering, firepit.aﬂeqtdmmmmsallsmmjsmh
fm.hwﬁmdmnﬁmamlmmm;fm ants as he pl .

ﬂnrdimahxke:ofw.memimmasnldmlun.mow:ndehu‘;u
mmmmmm.mm.anmm.mmmm
mmn:u flj?w?rmu guards can came to their aid,

amith( h1v1)m+ﬂm}uwuieldsa+1fhncerof5tm.umfe
stdkas{mm.auwmwmmvevs. paralyzation or be stunned for d6 rounds,
n.nmh:.ssr.rmh,hhasamoiﬂtom:. +5dmg. His four assisstants will use
crossbowst? and long swordst3, Mquwmﬁmlvlfimm.

D, Armory 30'z4)"

21. Treasure Room 20'x35'
Thedcnrmmisroml:.lncked.memlymymuﬂockﬂteﬁoorism the
jeheladheyi.n:lhcaaeﬁmllectlm. H'Hedowbhdmdmn.ahhuoiF::euiu
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22, Treasure Roam 20'x20"

Lit by wall sconces, the room app plain and abandoned. Three wooden chests,
however, sit in the center of the room. Guarding the room is a beastly Troll (Lreat as
class F) wearing a Ring of Fimmition, allowing him to shrink to the size of sprite
when worn. He hides by the side of the door, jumping out at the group when it is open—
ed. The Troll wvields a jagged sicklews, d12+4 pts of drg, and may Cause Fear with the
weapon 3 times/day. The Troll is intent on fighting to the death to protect its treas-
ure but will use rhe d4 Healing poitions hidden behind the chests if battle becomes
too mxch. Two of the chests are locked and contain nothing. The third is protected by
poison needles, d12 dmg if dave fails (d6 needles), and contains: 1,000pp / dé Rings
of Protectiont]l / dé-1 Rings of Protectiomt2 [ d6 scrolls of Protection from Evil.

23, Throne Room 35'x40'

The plush carpet, rich tapestries and fine ornaments in this room wvill immediately
overcame the group with a sense of wealth, Their attention, however, will soon be drewn
three Dragonlords in platemail standing before some monstrous creation upon a
throne, The three Dragonlords wear armor colors corresponding to their mounts:
Blue and Green. The three spesk of offering their entire armies to Darfest's cause.
man on throne, Darfest, wears full plate (midnight black) and a helm with horns
ze of a small man. The some fourteen foot tall Demon/Dragon will inmediately draw
wicked great sword (as black as his armor), and he will demend the group's surrem—
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have every intention of fighting to the death but are not beyond calling

. A1l guards within the citadel may be telepathically sumoned by Darfest,
the Dragomounts of the lords. The Dragonlords have an AC of -6, and all have a
of + to hit 46 on dmg. Each may attack with Dragonbreath corresponding

, Ooing dmg as a normal Dragon. Each has 5+3d20 HP and fights as a 12th
fighter. Each has the ability to cast spells as either %th level magic-user, 8Sth
level dnurid or 9th level illusiondst (IM's choice).

Darfest wears a magical Ring of Spell Turning, a special ring that makes him imm-
une to all magical attacks (other than weaponry). His Dragon—plate armor gives him an
AC of -10, and his magic girdle gives him a strength above his already wusumal one.
His mystic great sword gives him a +5 to hit, +8 vs. good (24124410 dmg). He attacks
as a 17th 1vl fighter with bonuses totalling +9 to hit, +18 dmg. In addition, he has
the ability to cast spells as a 20th 1vl megic—user, with spells corresponding. At
all times during battle, Darfest will single out the most powerful player and work
them down.

If the group should mamage to destroy the Dragons and guards before reaching Dar—
fest, none will come to his aid (assuming he needs it). The Lord of Dragons will then
become ethereal and eventually vanish. Darfest will retwrn to the Abyss, promising his
adversaries of his return. There is no treasure in the room, other than rhe +3 2-hnd
swrds the Dragonlords carried, and the golden throne (worth 75,000gp). The tapestries
and ornaments are worth money, but no sane person would buy such accursed things.

jeseR
o
i

24, lord Darfest's Chamber 35'x35'

Darfest is obviously a wealthy person, by the looks of his chambers. A large bed
fills rhe north end of the room, golden tapestries hang from the walls, and from the
bed to the door is the skin of an enormous bear (its head the size of a man). The
weapons rack on the east wall is filled with magic weapons of various sorts (IM's
choice), but under the rack lies a pile of rags. There is no way to reach the rack
without stepping into the rags, which holds a sleeping baby Dragon.

The baby Red will scream and wail if it does not recognize the armor the group
is wearing (as Darfest's men) and even then will be suspicious. The Dragon will attack
or call for help if it senses danger. Hidden in the west wall, behind a tapestry, is
a hole in the wall containing a Homn of Blasting.

25. Elite Guards Room 20'x2)"

This roam is an average roam, though the rwenty bunks make it seem cramped. No
other fumiture is in here. The twenty men are all 11th 1vl fighters, class F, and
constant.ly patrol the corridors. No less than six will be in here at any time.

26, Laboratory 2)'xa)"

Work tables, beakers and vials form the Dragonlord's smll workshop. The walls
are lined with rhick leather-bound books and scrolls of unimport cover the floor. In
the center of rhe room, drawing all direct artention, is a podium of light. Atop the
podium appears 1o be the Fang of the Serpent. It is not. Though the podium resks of
magic and evil, it does no more than shock any touching it for d12 pts of dmg, leaving
the person with an "wnclean' feeling. The fang and the podium are permenent illusions
that cannot. be destroyed or dipelled. The books along the walls contain same spells,
all the [M's choice.

27, Entrance to Dragon Occult

This room is the begimning of the second adventure. There is a note upon the doar
to the entrance. It reads: Lord Darfest, we of the Dragon occult feel you incapable of
carrying out our wishes. We have taken the female to the lower regions, where she will
be properly sacrificed and on time.

Silks line the floor as if a struggle had ocowred. Chants echo up from the endless
stairwell that leads down into darimess. The Dragonclaw Clerics will sacrifice the prin—
cess in three days,

28, & 9. Guards Room 15'x15'

These two rooms are ordinary guards quarters, housing eight class A guards. Their
main duties are to patrol the corridors and keep watch over the dungeon cells.

0. Alrar Room 15'x10'

The only objects in this room are an altar of pure ebony and atop it a black
hood, axe and a vial of wine. The executioners hood (a creature from Monster Mamual
IT) will artack if worn, The only way to rid rthe victim of the mask is to decapitate
or intoxicate the hood with the wine, whichever is preferable to the group.

31, Sorcery School 20"x35'

Ten apprentice wizards are being taught in here by a fth 1vl mage. Any entering
the room will be accosted by the four burly guards, class E, who on either end of the
doorvay. The wizard wears a Ring of Lightning (casts as 10th 1vl spell), and a Robe
of Protectiont2. His AC is 4 and has 30 HP. The apprentices are ro be treated as lst
1vl magic—users,

32. Wizards Chamber 10'x10"

The 6ch 1vl mage sleeps in this plain room, having no more than a cot and a
This is more than the apprentices receive, having just the cold floor of the classroam,
but such things 'build character'. The magic-user's spellbook, containing all of his
spells, is in here, along with a few trinkets of unimport.
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33. Crazy Cleric's Room 15'x10"

Residing in this roam is the wackiest cleric to walk the land. Allowed to stay in
the citadel by Darfest (for ammsement only), the cleric wanders the hallways aimlessly,
healing anything in his way. He seems to have an inexaustable supply of Qure Light
Wounds spells. Such a man must be 25th lvl at least! Besare to those who anger him,
though. The group is more than likely to nmn into the bug-eyes, belding cleric more
than once in the adventure. His sideidck, a smll demon about a handspan, has a nasty
habit of saying rude things or meking chscene gestures ro any the cleric meets, and
the little creature will go so far as to try and urinate on one of the group.

NOTE: This entire room and character is optional and may be delered if the IM
wishes it so. It is meant merely as a humorous relief fram hack and slash,
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breath of the five that now sat in discussion.

The Great Circle, sometimes called the Staff-Bearers, were seated around the
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those in attendance.

Att?e?usin{dnmﬂ-dnpedublesathﬂuhl&e“ﬂte.fdsmywes.uhiw
mmmmmmfwmuthwmim.mmmasa
mlmduﬂmafmhﬂ.udrmsofmmpwpmlbyﬂeuldmﬂ
hed more than the apprentices worried.

Mmﬂw&d,am&mwmmﬂmlymhﬂulﬂ,\atdadhﬁold
fmuwmm.mmmsmumcmlummmmwwof
mm.mmammhmmumﬁmmmmm.
mmamm.uummmmmwmwm.mmm
counted on his wisdam more often than Daram would like to admit.

Seated to Daram's right was Khelvin the Blue. ¥helvin seemed to be the only one
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vere more loyal than the Drow.

To Jordhain's right, Andulai’s left, sat Calimai the Green. The Duracdei was a
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decision greatly benefited the Great Circle.

Andulai felt the growing impatience of the others and motioned for the apprentice
who had been recording in a tame to leave. When the five were alone, he leaned forvard
and rested a hand on the table's surface.

"e've a1l felt it and know it can be ignored no longer," Andulai said slowly,
his eyes touching each of the others.
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fram the Drow, and vas interrupt before he could spesk.
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Elf's words were as calm as always, and Jordhain hated them. The Drow, however, had
learned to control his instinctive responses long ago and would strike Daram.

l&dﬂnmlydeamdfdsdumtmdlod&whdninuithaﬂﬂrhweﬂsﬂle.
"o understand the need for good and evil, light and day, for there would be no exis-
tence for one without the other. But there must be a balance," he reasoned.

Calimai leaned in closer, an outburst hanging on his lips, but was quickly sil-
enced by Andulai. "Not now, friend," he said so only Calimai could hear. Andulai then
turned back to Jordhain. "Will you at least hear my proposal?”

"I am alvays willing to listen,” Jordhain responded, his use of cammon speech
sounding almost facetious.

Andulai smiled and stood, his robes falling to cover his form. "Then I ask of
you to open your ears and your minds, for what 1 have to say may be called...drastic.
Hstlwupmeumdu'@et}euwldas\emn.a*ndall;ractitimsoft}eArt
will be affected greatly.
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DUAEE FDVTORTAL
How You t.an Help

The Arizona Gaming Snclety 1s an organization dedicated to
promoting gatherings and game evenls by and 0 gamer- (rom acrass
Ardzama The AL works on the principal that with a 11v1le effort trom
every member, a 1ok of fun can be had by every momber.

Yoou  can mike a bilg difference by helping out In any o1 all of the
fallowlng way:

1Y 1F YOU ARE NOT ALREADY AN AGS MEMBER - JOIN THF At

Homber shiip §s only  $1@.0¢  per  year and includes 1) monthly lssues
of A bulletin, timely news: and information  about  Artronn gamling
woamd prilarily reglstration at AGH =ponsored game svent o

2y TELL YOUR FRIENDS ABOUT THE AGS

Every friend you encourage to  {oin  Lhe AGHS means a <
Raming ~ommunity In Arlzona and a stranger arganltzatlon to support and
enhace your recreation as a gamer.

AV BPREAD THE WORD AT YOUR SCHOOL, GAND ROWT,  AND LOK AL HOPRY STORE.

You can get flyers for any upcaming gaming —an  ar event <imply by
calling Deke Young at 967-73447 Ve will matl you as many flyers  an you
nead  and with minimal  effort yon o can spread e word ta b lrrds of
peoaple tn youwr areca ot Arizona.

4)  WAKF YOUR VOICE WEARD ATTEND AGEH WEEKLY GAVHERING:.

The meels weekly on the accond floor of  the ASM memrlal unlon,
Saturdays. from 2:00 till clnsing Lime.  These meetings are for gaming
and 1o plan future AGS events, Far  those who Tlve Loo far from ASU we
are looking to organize weekly meetings At other lerations  in Phoenix
and around the state,

5 RE A PART OF RUNNING AGS CONVENTIONS AND EVENLS.

Gameminters are always needed at AGS conventions and at Lhe weekly
AGS meatings. AGS conventions also always need people 1o help out as
convention s=taff. Contact Deke Young at 967 3447 1o coordinate how
you can help out in putting on AGS events,

6) KEEP IN TOUCH

If you ever have an idea on how the AGS can do more Lo be of
greater beneflit to youw and other gamers, do nob hesivate to call  or
wiite. The AGHS 1s your organizatian - sn aall  the shats by letting
staff know what you want done.
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RULES 10 MONSTER MASH w4

The  Monster  MNash is a mass combat ADAD event fnvolving anywhere up

to a hundred or mare  player characters The challenge assault the
monster detended castle and survive long enough tn defeat  whosver sits
upon  the castle  throne. Each player is alotted 1,000,000 experience

points to buy levels and equip themselves with maglc items. Rules far
outfitiing a character are as follows:

1. Each player gots exactly 1,000, o experience points.  Each <haracter
al<n ha~ AP attribute points to allot to the & primary characteristics.
Every 10% past  JA in an attribute rnsts | point. 1802 strength or 19
dex thus cost 28 points. Remember thelr are mintmun stat requirements
for partloular character classes,

2. Players may take minlmum stats for ~lascses that require more than 6@
attribute polnts

3 No pslonics, no Ninja-fu t(Oriental Adventures)

4. To buy Normal items subtract thelr cost in gold as listed in the DNG
from  the experlence points that you have to spend. Up to 5 magical
ftems may be purchased at 3 times their cost in gold 3 potions count

ass | magical Item. 200 magical arrows count as a magic 1tem, but a bow
wontld b s ceperate ftem.

A facts cost S tipes thelr gold  palnt cost  and have no additional

powers. A player may buy 1 wish at 109,020 points. The ring., scrall  or
whatewver oot 15 seperate.

The tollowing 1s a GOOD wish, "1 wish the river of lava was turned

tn o stone.” It alters a single 1tem and  Is not contingent on somethling
rlae.

The fullowing 1s a BOGUS wish, "1 wish nothing <can hurt the party
In any way shape or form In the future.” It affects multiple {items, and
interacts with other forces.

Wishes may bring back to life no more than | character. Wishes
will not effect Lime in any way. Wishes are nice, but don't expect a
Wish to carry you to victory. The Monster Mash DM's are nasty horrible
prople that lilke to interpret wishes in the worst possible ways unless
you keep them reasonabile. "Huff sald

5. Magle Items with charges or wuses will have average amounts. A wand
will Thave @ charges 109- 1420 Dust of Appearance will have 28
applirattons  (5418).  Swords do not  have intelligence or special
abt i1t fen,

T filrdles of Strength cost oas fal lows.
5TR ot 19 29@¢ experience
SIR uf 20 6@90¢ exporience
SIF a1 21 6793 experlence
STR of 7He00 experience
S1R ot 82529 experience
HSTH ot 24 0200Q exper tonce

a Hooks  that ralse stats or levels are not allowed You can have
Fauntlets of ogre pawer but not a manual of gainful exercise

A Artitacts are granted on a first-come first-serve basls.

[prAge 29

14, layrrs will have modified hit points  per levnl, with FULL
constition bonuses per level of axperlence.
Barbar lans recaive 12 hit pointssleve) untt1l B 14 atterwards
tavallers raceive A hit potntsslevel untll 18 13 afterwards
Fighter~ recalve B hit pointsolevel until 9 1¢ afterwards
Rangers teceive 6 Wit pointaslevel until 11 1 afterwards
tlerfis recetve B hil patintssleve)l uantll 9 a7 afterwards
Prulds recelve 6 hilt pointssievel until 14
Ihinvesg tecelve 5 hil patmisslevel untdl 1 12 afterwards
Amanalins resafve S hit potntsslevel until 14
Barde recelve 5 hit palnt=<level until 1V 11 aftewards
Hages recefve 3 hit patntaslevel untll Ll 11 aftorwards
Ituslonlsts recelve 3 hit polntasleve) until 19 11 afterwards
Minks recefve 3 hil pointsslevel until 17

REemember that cavaliers get 13 hit polnts at fleat lovel
Rangers and monks get a bonus die at tlrat Jevel
Bards do not get a hit die at firat Level

Fxamplo:s:

A Sth level  tighter with a 1@ con will have Sxi - lovel A% hitL points.
An 11th level fighter with a I8 con will have 9%B lovel 16 for extra
lavels +4/1evel for Con bonus - Y216144- 122 hit  podnts, Luor.Ing levels
will lose hit potnts In the came manner .

1 You musit have a lead mintature, or eloe vou will be put In  Randy
Lind-.ay' s LARRT

1. There will be A players ner Rgroup. You may enroll tn Lhe contest
As A group with your frilends. Otherwian we will place yon In with
Aanother group that has lews than elght people

13. Temirtaln chafces are the plalns of death, hill= of death, fields of
death, caves of death, swamps of  death  and  whatever Tvam of death we
think off next.

14 Ha precast spells
15 Ho Cubes of Force or "anything” type ttems.

1h.  Reterces decislons are filnal, arpguements only mikes Lhem more
lethal.

17. The lowest posslible armor class 1s AL 1O,

18. Applicable Texts. Only matertal drawn from Lthe texts below will be
allowsd In the Monster Mash. If a text is not llsted below then rules
from that book may not be used:

Flayers Handbook
Mungeon Masters Gulde
Unear thed Arvcana
Monsiter Nanual
Mouster Manual 11
Fiend Folto

De-ties and Demigods
Manual of the Planes

19 "You dle, the girl dies, everybody dies. " tFvern Lyman) .
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AMERIC A VAR AT RN

1 The players shall break them.elves down Into groaps of  toar

Fa-h player shall roll adie
T 1he player with the highest roll shall bid flrst

4 Fach  player shall bid for the posttion he she wishes

tn play  The
Mintmum bid 15 one.

% In the rase of a bld tor an invader, the number represents both
the number of victory pnints sublracted ftram his total. and the number
of free partilsans avarded to the America player.

U In the vame of a bid for Amertca, the number represent=s  the
number of units America must remove trom the tioard.

7. Each player will bid for a position and a number. If no other
player  blds  for tha® position he 1= granted that position. If two or

more playerss hid on the same position they continue to bid, ralsing the
number each time.

B e Lthree positions have been determined, the fourth player nmust
IMlay the 1emalning position. If that position ls America, he recleves
partisan units equal to the smallest invader bid. These partisan units
may nnt be placed with other  unfiteo. 1f that positlion 1s an  iInvader
there 1s nn adjustment

L] Any  player who bid for an invader now subtracts his bid from his
vi. tary total

12. A player whn bids for Amerlca removes that many unlts from the
hoard

11 At the end of each American turn, each invader adds the number of
sities he contrals to his victory total () polnt each?,

1 Al the end of each invaders turn, he adds the number of American
unlts he destroyed to hils victory tatal (1 poeint each).

13. At the end of turn 8 if the American player has 13 or more
citles, he wins.

4. If the American player has less than 12 <cities, he has laost. The
invaders #a.h have one addlitional turn Yo gatn victory polints.

15, IThe Invaders get 3 points for sach resource territory, 5 polnts
for sach laser tower, and 19 polnts for each city owned at games end.

1®  Fartisans who attack Invader units without any regular American

untts 1oll dA on the attack Two or mare partisans may attack together
and rell 3% on Lhe attack.

17 11 the game 1s not completed 1in 4 hours, a referee will decide
the winner The referees declstion 15 final. It 15 in your best interest
to finlsh the game In 4 hours.

phnge $1
RIS OANY Ee MANTANT RULED
1 lhe player= shatl break down Into team. of two g more player s,
A Teams will be matched randomly by the releraon

3. Theare will be a coln (1ip ta determine Lhe flrst bid

1. Ea-h team s=hall bhid to play the Alltes The bid <hall be the
numbwr of [Pt glven 1o the Axts The minlmum bid 1 |

. The secomnd team shall then efther acoepl  the Axl<. bid or ralse
the hid for the Allies

6 The extra I (s glven to Axls may #ither be uoed to purchase
units fmmedlately, or addnd to the treasuary ol Fhavd schrton Inits
purchared with theoe bonus IG5 ot the beglinnling al the gpame may be
plaved In any comtrolled terrftory,

Footecond edition rules shall be uned

L At the end  of throee hours, the polopees will adiudi-ate  Lhe
winner The decision of the refereoes are flnal.

o, Heavy Mopber technology vields two dice tnatead of oo,

o Conquest of a «apltal  welgha  heavily  In viotony detoermination,
In additton the following poilnl system 1S used by S he g oler o

Ar THE AXIS MUST SCORE AT LEAST FIVE POINIG 10 WIN, IHREE POINTS
OF LESS 185 AN ALLLIED VICIORY. FOUR POINTS WILL BBE ADIUDICATED  AS
FITHER A DRAW OR VICTURY VILL PF OTHERVISE  DETERMINED THE  AXTS 18

AVARDEL HFEIWEEN @ and 2 POINIE TN EACH OF FOUR CALEGORDES,
By TAPAN'S POSITION RELAVIVE TO AMERICA
Threatens American Natnland 2 pointar
lapan Sircure fram Amer lcan threabk, ol poinl?
Japan faces fmmanent American Lthreat., (0 polintess

(] TAPAN'S FOSITION RELATIVE TO  THE  ASTAN CONTINEND AND THE
PACIFIt., ISLANDS.

Vast maiority of Asian continent and the |4
under Axls control, (2 puints)

[BEE Islands 1Is

Japan has signiflcant and rsecure presence In Anlan continent &
In the Paciflic Islands {1 polnt:.

Weak or greatly threatened Aslan theatre  and  tew lslands held
t@ polnts:

D GERMAN POSITION RELATIVE TOD RUSSIA.
Has conquered Moscow. (2 points?
Hlolds and may produce units in Karelia (1 Folint.
No signiticant Russian Holdings (@ polnts»
E)  GERMAN PUOSITION RELATIVE TO AFRICA AND THE WEITERN FRONT,

Has equal or majority African presence AND Furopean continent
1= almost assuredly safe from allied Invasion. 2 polnts)

I of the above conditjons Is not met. (1 point>

Netther of the above conditions are meb (@ pointos
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FHORUN VARIANT RiN &5

1 The players will be assigned to boards randomly be the refeoree

2 At the end of each turn, each player shall total the number of
terrltorfes hes/she controls and the <trengths onf his
points are added to his victory point total.

1. Any player who kills another Daimio in battle gains 19 victory
point s

Daimins. Theeas

4. Any player who kills another Dalmio with the Ninja gains 5 victory
points

“. It at the end of a turn any player has more than 150 points, the
player with the most points is the winner

L& If there is no winner after 2 hours and thirty minutes,
wilh the highest amount of points {5 the winner

7 Jn vase of a tie the player owning the lake wins.

the player

L A R N N Y R R R 2t s A 22231

KISK VARIANT RULES
| No more than 10 armies per territory,

< No mae  than 172 of a players reinforcements may he placed tn a
“ingle Lerrftoury (roumd ups.

d3. A1l units may move TWO territories at the end of the turn.

4 The number of armles gained by turning In cards escalates on a

perrsaonal  basls tyour first set is worth 3, YOUR second set 1s worth 5,
Your third set {5 worth 8, etc.

. Players may wish to write down treatfes. Any player who vionlates a
WRITTEN treaty fmmediately forfits one risk card to the betraynd player.

6. If you already have 1@ armles 1n a territory, you do not get
Addltional armies for turning in that speciftc card in a risk set.

Hormally the player receives two bonus atmles for each specific risk
card.

7. At the beglnning of every turn, the amount of reinforcements from
tertritor tes and continents Is added to the players Victory paint total.

B At the end of each turn, the number of territories you control is
added to your wiclory point total.

@ The fir<t person to attain 150 victory points wins. I1f at the end
af two hours no player has won, the player with the most points is the
winner. 1f at the end of a round more than one player has more than 150
points, then thee player with the most points Is the winner.

1 Venrzuwala 1s connected to Eastern Australia.
Il Western United States is connected to Japan.
I?  Fastern Unlted States is connected to Great Britatin.

12 11 Lhe attacker has 4 more armies than the defender. then he rolls
nne df and Ltwo d6.

14 If the attacker has 7 more armles than the defender, then he rolls
twr A8 Aand one d6.

1% If the dafender looses a territary and has  that

territary’'s risk
vard, he glves that card to the attacker.

16 Flavers roll 346 to determine who places armies first. After
placementl, players rernll 3d6 to detemine who moves first
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THWNINE B VT TNT W sy

1 There Is a referee In additlon to the playar-s,

2. The referee shall mainialnt the hoard, properties and money.

3. Each player shall conduct his business with the reteren privately.

4 Flaymiss wlll know only aof thier own status (hoard positlon, property
holding:s, ate

5. FPlayers may If desired converse with other players to conduast deals,
They are not  obligated to divalge thels holdings. Ihey are not
nhligated to tell the truth

6. All deals will bhe transacted In the presence of the roefares, durlng
aone of the players turn.

7. The referee will not advise the players on thefr tran=sactinns. He is
anly there to verlfy ownership. However, no deal may  be made which nets
one player less than he might olherwl=e recieve by mntgaring the
fnvolved proper Ly to the bank.

8. "lInsurance” deals may not cost a player more  than 59% ot the current
rent far each property hlock insured agatinst

LA R A R R AR R N R R N N N N RN RN AR N AR N AN
DOUBLE BLIND DITLOMACY

L. There 15 an Eighth player, the referes
2. Al orders wlll be given to Lhe refei)ere.

3. Thee referee will determine Lthe outcome af the order:,. Ihe orders
will NOT be disclosed to the players

4. In the event of a retreat, the referee will consult the player,

5. The reterees will list the players forces, the pravinees those forces
occupy, and the adiacent provinces his forces  are <capable of entering
the ftollowing turn

G. The referee will also list any foretlgn untts 1o his arfginal borders,

7 Puring Spring turns, the referee shall 145t any foreign units
ocaoupying that players supply cenlers.

8. buring Fall turns, the referee shall list any furelgn units  that
have conquered that players supply centers.

9. 1If any player contrnls 15 supply centers, the player with the most
supply centers 1s the winner.

1¢. The Referee shall determine a turn limit before play  beglines. If no
player has accumulated 19 supply centars by thal time, the player with
the most supply centers is the winner.

11. In the case of a tie, the (irst tiebreaker (o number ol forelgn
tnot fnnitially mneutral) supply centers. Far Germany, Relgium Is a
neutral supply center while Paris 1= a ftorelgn supply cenler .

12. The second tiebreaker 1s the number of supply centers balonging to
different forlegn  natlons, If player A hnlds, supply centers from ltaly,
Austria-HBungary and Turkey, ¥hile TI'layer B holds <«upply centers from
Rus-iia and France, Player A ls the winner.

13 Fifieen 1% minutes are allocated 1o diplomacy priar Lo arder
wilting for the first turn. Ten 1@ minutes of diplomy:y are allocated
prior to urder wrlting for each subsequent fLurn,



page 373
TITAN: game 1eview

Tiltan, by Avalon Hill, has always heen nne of nmy favorites. It
I< bnth easy to learn and impossible tao master. A player can bulld up a
t1emendous posttion, yet still be eliminated as quickly by any other
player The wvarious terraln makes 1t complex enough for the hard core
gamer, without an overly conmplicated combat system. A onlorful maphoard
with large bold counters makes for a finl<shing touch on a great game.

The goal of the game Is to own the sole surviving Titan. But the
Titan 1< only one counter in a gams with dozens of avallable creatures.
Thare are other "lords", Angels and Ar-h angels who 1oin your forces as
you grow in power Fowerful "demi- lords”, ¥Warlocks and Guardians can be
found In the Tower lands. Initially your Leglons, the manuever elements
on the masterboard, are commanded by your Titan and an Angel. Each turn
your Legion: traverse the lands, searching for monsters to recruit into

your  forcees. At first  your troops consist of Centaurs, Ogres and
Gargoy les, but  soon your ranks will swell with Glants, Dragons and
Resheemirt s Ilut  what do you do with all these creatures? VWhy attack

nLher players of course.

Thee «rux decisions of the game Involve when to send your Leglons
un A gquest of death and destruction. All combats are final Battle
sant Inues. until  one side or annther are eliminated. Terrain is
it al Gmgons are powerful «creatures  Iin the Brush and Jungle, but
are out lassed  in bthe Desert or Tundra,. Numbers are always important,
4% 3 Legton with 6 creatures  will  inevitably defeat a force of 3. But

If a particular legion contains an enemy Tlitan, the risk might he worth
the taking.

Titan 1s a very versatile game. From 2 to 6 players can play,
and there {5 virtually no set-up time. tCombat takes place on seperate
“"hattleboards”, one for each terraln type, allowing the game to be
played  on any size table. Although everyone starts with equal forces,
the recruitment process 1s different every game. There 1is no set
pattern to wvictory. Rather you must evaluate your position each turn to
determine the most logical course.

It the game has a fault, it 1s Lhat the movement rules are hard
to understand at first. However, any veteran of a hall a dozen games
can quidkly scan the board to see the movement options. Filrst games are
~low due tn the confusing movement, but an average game can be played
ifn 2 34 hows. For additlonal spice, throw in the variant rules.

A critical factor is mustering troopse for your leglons. The base
creatures tgres, Gentaurs, and Gargoyles) are neccesary to recrult
tougher creatures. Once your legions pilick uwp the mediom monsters
‘Minataur~, Warbears and Gorgons) you have the option to go on the
alta. k. The problem 1s that any casualties Incured in battle will lower
your ablllity to recruit troops.

1 Is  dmportant  to decide when to attack. | try to develope Lwo
types  of  Leglons; Breeder leglons that work towards mustering more
prver ful creatures, and  HuntersKiller legions filled with medium range

beasts to attack other players. Rangers and Gorgons are notorious for
this strategy

Terraln 1s very important, with creatures native to the terralin
at  advantage. Desert and Jungle are particularily crippling to
non natlve troops. Lonbat Is triggered when one player moves his Leglon
ontir another players Legion. One of my favorite tactics Is ta builld a
Legion full of desert creatures (Lioms, Griffons and Hydrae' and clog
up the board  This forces other players to attack me where [ am the
strongest.

Tftan s a pgame every pgamer can enjoy. My Titan game has been
well used through bhe years.

-lleke Young
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FIHTAN VARTANT RULE:S

1. Any player who attacks or sucsesstully defend. draws a card from
the battle dock ta regular deck of cards )

2. No more than one card may be  played  pea movemenlt turn. No more
Lhan one card may be used per battla.

d. Cards never effect lords in combat

4. Battle c¢ards cannot be used in Titan battles unless Initiated by
the Titan player, in which case both may use battle cards,

5, Unce used, battle cards g0 into the discard plle, 1f by some
~hance Lhe battle deck 1s exhausted, the dlscard deck i< reshoffled

. twenerally spades affect combat, clubs affect rangestr iking, hearts

enhance muster, and diamonds alter movement nf leglons.

A Spades- ALl creatures 41 skl

K Spades  All crealures +2 strength

Q Spadess All one type 41 skil)

! Spades- All one type +2 strength

19 Spades One creature 1 skill and 2 strength
9 Spade=s  All creatures native to terraln.

8 Spades. All one type native to terratin.

7 Spades  Lians aAre 6H-4

6 Spades- Cyclops are 10-3

S Spades Trolls are 9-3

4 Spaides Centaurs are 5 4

3 Spades- Gargoyles are 45

2 Spades- Ogres are 7-3

A Clubs  All creatures t2 skill while rangestriking
K Clubs- All creatures +4 strength while rangestriking
Q Clubs- 1 type +2 skill while rangestriking

J Clubss 1 type #4 strength while rangestriking
12 Clubs 1 creature +2 skill and 4 strength while rangesitriking
9 Clubs ALl creatures native while rangestriking
8 Clulvi- 1 type native while rangestriking

7 Clulvi- A1l crentures bonus rangestriking

B Clubi 1 type bonus rangestriking

% Clubi 1 creature bonus rangestriking

4 Clubs Minotawr s are 6-5 while rangestriking
3 Llubs. Rangers are 6 5 while rangestrikling
2 Clubs  Gorgons are A -4 while rangestriking
A llrarts- [ouble Muster anywhere

K Heartea- Bonus Warlock or Guardian in Tower

Q llrarts- Need | less to muster

) Hearts Double Muster in Tundra ar Nountain~
18 Hearts: Double Muster in Swamp or Desert

9 Hearts- Double Muster in Hills or Voods

& Hearts- Double Muster In Jungle

7 Hearts- Double Muster in Marsh

6 Hearts- Double Muster in Plains

S Hearts- Double Muster in Brush

4 Hearts- Bonus Centuar 1in Plalns

3 Hearts- Bonus Ogre fn Marsh

2 lleay tss- Bonus Gargoyle 1o Brush \
A DMamonids Teleport to Tawer

K Diamonds- Move all Leglons 6

Q Diamonds- Move all Legions 1

I Dlamonds- Move one Leglon up to 1@
12 Diamonds- Teleport to Mountain or Tundra

9 Diaponds- leleport to Desert or Swamp

A IMamonds- Teleport to Hills or Woods

7 Mamonds- Teleport to Jungle

6 Dlamonds- Teleport to Plains or Marsh

5 Dlamonds- Teleport to Brush

4 Dlamonds- Ignore a Block

3 DMamonds - Move Backwards against triple arrows | hex
2 Dlamonds- Rerall Die
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ANROVIN: FMENTS

Al Fast Meesting Dates:
15 (0. T Ronm 222 (Mohave) Battlefield Mars, 183@, [1luminat!

22 0T Room 222 (Mohave) Axis and Allles, Fortieas America, Shogun

29 (0T - Ropm 222 (Mohave) npen date

» NOWY Faom 217 (Cocontnn! Introdoclion Lo SQUAD LEADER

1.0 NOW Room 217 «(Coconino? open date

Heetings are held at Arizona State Unlveristy Memorial Unions

Saturdays from 2:90 PH until closing.
Lall Deke Young for more Informatlion at 967 3447,

tutting Fdge Games Is  loocking for a compeient programmer to work on a
royalty hasls. Contact Randy at 968-0242.

Fob  I'lacer 1s looking for Diplomacy  players. Call 942 421% for nmare
detatls See his artical on page 14 as well

tlots  of space here, 1f yon want to list your <lub meeting, events
or any other newsworthy fdeas, <end them to the bulletin')
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AR IHMENT RALES

The tfollowlng are rale~ for advertisement in the Arlzona Gaming
Soctelles monthly Bulletin, There are 2 optlons for adyer ) Loasmoent

1) Regular advertisment in Lthe Bulletin 1s $1¢4.8¢ per half page
prr 1@@  circulattion.  As of | October 1988 our clroulation 15 200, This

tepresents a dime per reader.  Advertisements  <hould be In 9 wide by 47
tall formal, copy  ready, Advertisemonts  wil| T 10tal nesd by the
Bulletin for wse Itn future Lssues.

23 Flyers can be Inserted al a cost of #6012 per flyer These  will

Le  Inserted in the middle of the bulletin and stapled <hut. Flyers not
provided by the advertisers will be subtec!t Loy prinling coste, We are
presently using Unl-print  in Tempe for Lhe Bulletin, <all them for
price= and paper selections. Opus Graphics 16 especlally gqualifiled tn
produce your ad as they are fastlitar with the bulletins product lon.

The A.G.S. Bulletin will deliver your advertlsement tn your  best
target group, convention gamers  in Arizony, Slnce lbs fnception in July
the A.G. 5. bullelin has grown steadily, providing wup to date ganmlng
news, varfant rules used at cownventions, and reviews ol convention

gaming events Starting with October's  Irsoe #4, oo wild add a
rale: playing madule. Starilng with December' s 1acoe £#6 we will tnclude A
8 page microgame Iscue  #4  Ia expon Lod Lo be 40 pagess, with Iasue slx

axpandied Lo possibly 6@ pages.

1 am commitied to improving the wvalue of the A.G.5. Bulletin., Any
Information esential to an Arizona gamer  will be precontod (n the
Bulletin. The A.G.S. will be sponsoring a mintmum of  three myior gaming
convent lons per year, with a wvariety of one dav minl-cona.
Advertisement in the convention programs will alsn be avallable, at Lhe
sam? rates as the Bulletin.

Any questions  willd be quickly answerod by calllng  bEdttor Deke
Young at 967-3447. With the continued =suppart of Avizona's gaming
community, the A.G.5. Bulletin will continue to expand,  becoming the
key source of Information to Arizona gamers.

Group  functlons or speclal  avents  that are uewsworthy may  be
placed In the Announcements sectlon for no cost. All submltions should
by typed and submitted the 27th pilor to the printing minth | resarve
the right to include announcements on a space avallable basis,

Peke Young
Bl ton



CLASSIFIED AlS

The following are AGS members, Lhelr phone numbers, the games that
they are looking to play

Abbreviations: FA-Fortress America ~+ A&A Axis and Allles 7/ Titan
SHO Shogun ~ MBG- Milton Bradley fiames / SL-Squad Leader / RT Rattletech
E Star Fleet Battles / CHAM Champions < GiX.-Call of Cuthulu
IRAV-Tavellor ° PAR Paranoia + TAL-Tatlisman - TMNT Ninia Turtles

We will print more abbreviations as they are uvsed

Flease uee common courtesy when calling t(not after 11pm®
[k Young 967-3447 Evenings -5L, SFB and some roleplaying.
Mike Stotts 3751628 -RPGs on Fri. Sat. Want to write, playtest.

John Mleviech 973-8029 -Lookling tor plavers in a new & exciting world.
George I Holmes 940-6393 -AD&D, Battletech, Nechwarrior Battletech.

Iefl Weltsch 846 5410 -Squad Leader and nther board games.

Rich Sherman 831-6893 -SL, SFB, MBG, Avalon Hill and GOV board games.

¥illlam Hecker B31-2496 4pm-Bpm -PAR, RT, ADAD.

Rick Schader 993-6417 SFB, ADAD, Diplomacy, Traveller.

Fo HShultz A85-Avnq West Side, games every day. ADAD, A&A, Traveller
Greg Bowman 848-4981 - eves. ADAD, BT, Star Trek, Gurps

Alex Moore A7H-0O40 - Games whenever, AD&AD, Warhanmmer

Mark 5t Cyr 962-40473 - N, F, Wkends. SFHB, ADAD, Tactics 11

lon Liming 9269528 eves- ADAD on weekends

Pal Malone 997-5858 - Need players for "Quest of the Dragonslayer™
John Rodgers B99-5507 WkEnd: ADAD 3rdRic PZL PAR etc. Fve: CarVars
Lisa Stallings 979-7354 (not after 9:90¢ PM) play RPG's

Brent Eubanks 840 6198 Falladium, lleroes Unlimited, Gurps

Lyman Hampton 242-5660 plays almost everything, almost anytime.
John Buck B98-9590

lon Keneally 973-2404

L A R R N N N R A N NN

There seems to be some confusion on the classified. If you are
an AGS member, and would like to be listed, send in your classified
tmaximum of 7@ characters including name & phone) and it will be listed
here

If your name is listed and you would like 1t removed, drop us a
note Lo that effect.




THEY'RE BACK! Yes, those good people of the
ariginal Games & Diversions crew are back @ Leprecon
4 last! After running great gaming areas 4 NASFIC n
1987 and WESTERCON in 1988, we relurn to
LEPRECON in 1989, bringing you the best in gaming,
induding:
GAME CHECKOUT
LOTS OF TOURNAMENTS, with
LOTS OF PRIZES
MINIATURES PAINTING CONTEST
USED GAME AUCTION
DOOR PRIZES
OPEN GAMING
SPECIAL GUEST, and
SPECIAL EVENTS

And we're going to kick it off wih a special deal for
gamers only! For alimited time, you can purchase a full
convention membership for only $15.00 - that’s NOT
just a gaming pass, no, that’s a membership to the
entire convention for the full three days, a@ $5.00 less
than memberships are currently costing. What a deal!

This deal is avalable until November 24, 1988, but only
with this flier. You must send in this flier (no xeroxes)
wih your $15.00 (checks made out to Leprecon Inc.)
to:

LEPRECON 15 / Memberships

PO Box 26665

Tempe, Arizona 85282

LEPRELON

in 1389

LEPRECON 15
APRIL 14-16, 1989

Phoenix Hyatt Regency

Guests:

RICHARDHESCOX - Artist

CHELSEA QUINN YARBRO
- Author

SUE THING - Fan

with Panels, Art Show, Dealer’s
Room, Demonstrations, Parties,
Movies, Japanimation, Gaming,
Computers, and lots of Surprises!

Membership information:

Name

Address

City State

Zip Phone
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