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Editorial 
Welcome to the third issue of Multiverse, The magazine Is 
continuing to grow in response tv your submissions, and I t wl!I 
continue to do so with your support (January 31st is the dead­
line for the next issue). With this issue we have Increased the 
size of the magazine to 40 pages, and reduced the size of the 
typeface. This means that though the articles look smaller, 
they are actually larger. 

It can be seen that we are branching out and covering more 
of the newer g?.me systems as well as the older more familiar 
systems. This Issue's module is for Chaoslum's Call of 
Cthulhu, i t ls the module that was enjoyed by many at Phan­
tastacon 84. The number of regular columns In the magazine 
ls still Increasing, we now hav<): 'Adventure Module'; 'How to 
get more from your game'; 'Kelestlne'; 'News' and the Storm­
bringer Scribe'. 

We offer our apologies 10 those who had some difficulty In 
obtaining a copy of issue two. The problem lay In the fact 
that Jedko decided not to distribute the magazine, this action 
being due to a dispute Jedko Is having with a member of the 
Multiverse staff, but then we are not the only company that 
is having problems with Jedko. The magazine ls now being 
distributed by Ventura, so no such problems are anticipated in 
the future. 

As well, am pleased to announce that subscriptions to 
Multlverse are now available. This Is In response to a number 
o f requests, and so that you can ensure that you get your copy 
o f Multiverse. For details of the subscription rates, see the 
bot tom of this pr.ge. 

! t was a pleasant task reading the letters that you sent In 
response to the last issue. Unfortunately, due to page count 
re~trictions we were unable t o produce a letters column for 
this issue. We still welcome any comments on the magazine, 
and hopefully a letters column will appear In the next issue. 

Our own staff have been working hard on several other projects 
as well as Multiverse, and the fruits of our labour will soon 
appear. Tr.is Includes the organisation nf Phantastacon, and 
modules and supplements for Super Squadron. The latter were 
due for release by Christmas, but due to the work load, the 
release date has been put back a month. 

Two new Australian play-by- mall companies have emergecL The 
f irst, called ' PBM Games' ls based In V!ctorla and offers a 
fantasy PBM cal'.ed 'Ringquest'. The other ls 'The Missing 
Tiger', a Tasmanian company. They offer a very popular PBM, 
'Return from Sirius'. They are also planning on producing 
several fantasy boardgames (which I believe are now being 
playtested) and other gaming material, such as supplements. 
Within this issue ls an article that explains how PBM's work, 
and shows that they too are an avenue for creative roleplayers 
10 expend their energy on. 

An unfortunate occurrence In the gaming scene Is that Jedko 
has seen flt to withdraw their sponsorship of Phantastacon, this . 
being due to the above mentioned dispute. However, Phan­
tastacon will not be reduced I:: scale due to the generous 
assistance of Model Master; in fact, a Runequest Tournament 
has been added 10 the list of major tournaments to be run. 
If any o f you wish to be DM's at Phantastacon, please write 
to us. Don't forget that we also need DM's for the 
mini-tournaments, and t hat It Is quite possible to play in a 
major tournament and DM a mini-tournament. 

The Australian convention season ls definitely open, with many 
conventions occurlng In the next few momth3, namely: Canberra 
Wargames Convention, KlngCon, Necronomlcon, Phantastacon 
'85, Summer Games I and Wargames '85. The attendance at 
these conventions Is continuing to grow, testifying to the real 
growth of roleplaylng In Australia. The staff of Multlverse 
hopes 10 see you at these conventions. 

Robert Mun ~ ADVENTURE SIMULATIONS 
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Super Squadron Variant 

One of the characteristics that all role-playing games possess 
in common is the existence of a multitude of variations on 
the basic rules. Of course, Super Squadron is no different in 
this respect from any other RPG. Over the past two years or 
so, I and a fe llow GM decided 10 try our hand at running a 
Super Squadron campaign. and branched away from the 
rules as wriuen in sevf r~l areas. The following anicle is a 
summary of some of the major rule variants we used. They 
are presented for the consideration of all Super Squadron 
GMs - if you like them, you might like to use them. 

Taking Powers Multiple Times 
Under the Super Squadron rules, it is permissible during 
character generation to take all remaining powers as re-rolls 
of the first power the character rolls. For instance, if a 
character has four powers, and rolls enhanced strength for 
his/ her first power, then he/ she could choose to take 
enhanced strength four times rather than rolling for the 
three remaining powers. 

This will often create powerful characters, but they usually 
lack interest unless the player is willing to take a chance and 
swap a power for a defect. Some interesting problems are 
also raised when we begin talking about comic-book 
characters. How did Spiderman roll up enhanced agility so 
many times, whan he obviously also has enhanced strength, 
organic powers, and a special weapon? He doesn't have that 
many defects. One might postulate that he simply got lucky, 
but for the existence of a multitude of other comic-book 
characters who must be similarly explained. 

We decided to introduce a rule that goes some way towards 
explaining such discrepancies, as well as adding some spice 
to the characters that we created (around which the game 
undeniably revolves). Instead of insisting that all remaining 
powers be taken as re-rolls of the first power rolled, we 
permitted the player to specify how many of the remaining 
powers were to be taken as re-rolls of the first roll. For 
instance, in the example given earlier (where a character 
possessed four powers and rolled enhanced strength first), 
he/ she could end up possessing enhanced strength one, two, 
three, or four times, at the discretion of the person rolling up 
the character. This offers considerably more scope than 
merely choosing between taking the power once, or taking it 
four times. 

If you use this rule, you will probably find that almost 
everyone ends up taking their first power more than once. 
However, there is no reason why this is ne<:essarily a bad 
thing. The powers not used as re-rolls greatly help in 
defining the character. Besides, even a cursory examination 
of any comic book will re,•eal that there are many characters 
who can be explained quite well under this rule. 

Other Aspects o( Character Generation 
The character generation system of Super Squadron is 
random in nature, rather than designed as in the case of 
Champions. This does have certain strong points. For 
instance, there are exceedingly powerful characters in 
comicdom that simply cannot be created using a design­
based generation system, or everybody would end up with a 
monster like Magneto. Using a random generation system, 
creation o( such characters is at least theoretically possible, 
even if not terribly probable. 

However, the system does have its drawbacks. In our view, 
the random element in Super Squadron's character 
generation system must be cartfully controlled. Unless this 
is done, it is only too easy to generate a character that is a 
mish-mash of incompatible powers. The rules mention this 
possibility, but probably do not emphasise it sufficiently. It 
is- essential 10 consider how well a character's powers fit 
together. The player and the GM should work closely 
together, and try to develop a character which makes sense. 
Throw out characters and/ or re-roll powers as necessary 
until you achieve this. It is probably better to throw out 
several characters than to end up stuck with one that doesn' t 
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£it together. 

Bear in mind that merely because a character is powerful. 
does not mean that it will also be worth keeping. It is 
probably better to play a weaker character wi th consistent 
background and powers, than a super-tough thing with 
seven powers, none of which have a sensible basis. Naturally, 
this will depend to some extent on your personal prefences, 
but in our view the former is infinitely preferable. 

Luck Rolls 

This is another area of Super Squadron which has some 
problems. The concept of luck rolls is a good one - anyone 
who reads comics will be aware of the way certain characters 
(usually the writer's favorites) keep coming back, against all 
odds. It is good that, no matter what the heroes do, there is 
always a chance that the villain will come back, possibly 
even stronger than ever. Problems arise because a luck roll is 
incredibly hard to make successfully. And even assuming 
that the luck roll is successful, the chance of gaining new 
powers (which happens all the time in comics) is 
infinitesimally small. 

We suggest that all superbeings have a (LKx5)% chance of 
surviving death (minimum of 5%). If the roll is less than the 
superbeing's LK% (minimum of 1%), then the character 
survives and also gains new powers. One roll is made for 
both chances under this system, not one for each chance as 
under the rules (which compounds the unfavorable 
probabilities and is therefore highly undesirable). This 
system gives all characters a better chance of survival, and a 
much better chance of gaining new powers. All in all, it 
should add quite a bit of spice to the game. 

Critical Hits 
The critical hit system as described in the Super Squadron 
rules is probably somewhat unclear. Where two superbeings 
are involved, it can be best summarised in a table such as is 
shown. 
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We decided to usr an en1irely differc·n1 sy,1em for drier­
mining whe1her a critical hit had occurred. Ours is based o n 
the hit rhanc<' of 1h<" a11acker. a fter all modifications haVl' 
been iak,·11 in10 consider.11ion (t'.g. deft-nder·s d,·fcnsc ))()nus . 
" · .. ;1p011 honust·s. and so on). Fo1 every 30% of modifit'd hit 
chanc<· :111 auacking s upC'rbeing has, wt· give a I ~~ n itical hi, 
dianc<'. rite luck fanors of 1hr a1tackrr ,md defender play no 
pan a1 all in 1hi~ system except indir('ct)y. since tlwy modify 
an ,rnacker's hit c hance and may 1ht·rdore also influence 
his/ her nitiral hit chance. The· following tabk summarises 
our ahrrnaii vc· sys1em. 

:\lodifiC'd Hi, C:hancr of A11ar kn 
0 I -2'1 !l0-,i9 60-89 90-119 120-1 ·19 I :i0- I 7<J 

llse of this sys1em has several major effects. It significantly 
rcd u,,·, 1lw impat·1 of h,n·ing a hig h luck factor, 1d1ich in 
ou, , " '" ' i, prohablv a good 1hing·. lnst<•ad. 1hr supcrbcings 
with hig h Cl ili<"a l hi, chan ces will be those \\'ith good hi1 
rhann-~. In paninolar. supcrbcing~ wi1h lwig htcnrd 
expt·riist' . lwigh1l'nrd a twck. a nd , ·ery h igh experience 
bcc·onh' mo1T ft:arsome opponen1s. l'r<·H:mably. ho wew-r. 
wch superbcings arc :l\\',irr o f the body's vulnerahlr poi111s 
,ondl o r can fig ht ,,·i1 h a grea1er degree of skill. so incrc-asing 
thrir 011ital hi1 chann· makes some kind of srnse. 

On·rall. critical hi1 chances are not inneast·d grt'a1 ly by 1he 
usr of lhl' ,y,1em. A s11pcrbci11g " ·i1h a luck fat'IOr of 10 
11ncler 1he o ld sys1l'm (a ,..,ry excep1io11al supnllt'illg indeed) 
h ;1s the samf' cri1irnl hi1 t'hancr a~ a supC'rheing with a 
modified 150~~ hi1 chance unckr the new sys1c-111 (a lso a very 
excep1ional superbr ing-). However. under 1his sys1em i1 is 
1101 merely 1h,· p ri , ·ilegNI few superl)('ings wi1h luck facwrs 
tha1 an· w he karcd. 

Training Bonuses for NPC's 
The Super Squadron rules cover training for improvement 
of characteristics in considera ble depth. :Vlost player 
characters in a S uper Squadron camp,tign genrrally end up 
doing considerable training. H o we,·er. there arr fe\\' 
guiclclint'S for d eciding wheth er an NPC suptrbC'ing trains, 
and if so. what 1he ex1ent of his or h er ,ra ining is. In o ur 
campaign, we struck upon the following ruks of 1h11mb for 
determina tion of these ques1ions. 

Nl'C Origin Typ<· Chance or Training 
Sd f- Jk,·dopcd ( 10 x EXP(+ LK•i, 

O1h<·r f:> x EXP(+ LK0o 

Point, of Tr:oi11ing 
2 x EXP 
Ix EXP 

The mc1hod usrcl was :cis follows. First. sr.l' ,,·heth c· r 1hr t\'PC 
does in fact train by rolling percentile dice and rnmp;Hing 
the result wi1h the chance givrn abon:. As usua l, an O 1-02 is 
always a s uccess, a nd a 99-00 is always a failure. If 1he 1\' PC 
does tra in. thrn 1hc GM m.-1 y alloc.ii'c rhc specified n11mbr 1 
of charac1eristir poin1s d ue 10 ,raining as he or she- sC'f•s fi1. 
The usual limi1a1io ns 011 training apply 10 :\PCs j us1 as 
much as to PCs. Ther,•forc. sclf-dn'Clopcd d1arae1ers ,ire 
limited 10 a maximum of 2">. and o ther charac1rrs arc limi1rd 
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10 20. Also hear in mind that mos1 ,raining only l.1s1s for a 
certain period of 1ime. a nd 1his therPfore Emits the maximum 
number of poi111s that can be allocated to any o ne 
c haracteristic. If these limits mean that there is nO\\'hcre for 
the N P C lO allocate his or lw1 training bonuses. 1hen any 
benefit is lost. 

An NPC can also decide to mm ,raining aher he or she has 
entered the campaign. If he or she goes up ,111 EXP IC\'CI ,hen 
1hcre is a chance equal to (5 x EXP]+ L K% (or [ 10 x EXP)+ 
LK% for self-del'eloped characters) that the clrnracter will 
decide to begin trnining. Na1urally, this will depend 
somewhat on the past fortunes of the character - if he or-she 
has been successful. 1hcn it is probable 1hat overco11fidi11ct· 
will reduce the .ibove chancr. On the other hand. if he or ·she 
has hec:n cominually beaten, 1hen the above chance g iven 
could bl' increased. given tha1 the NPC will probably wa111 
to do some1hing abo ut i1. And, of course, there is no1hing to 
prevent a player characler from convincing an N PC of 1he 
virtues of training ... 

Hit Point and Action Point Recovery 
The sysH·m o f hi1 point and ac1ion point ret:overy used in 
1hr mil's is re l:11ivcly simple - 2 HT and 8 AP are recovered 
each day by an ailing superbeing. We found this 10 be 
unsatisfa<lory where superbeings with high HT and AP_ 
values were conccrnrd. Such characters can take weeks to 
full y recovrr from 1111er t·xhaustion. The use of drugs such as 
l lclous docs go some way IO solving this problem, but the 
idl'a o f sup<'rheroes being d ependent on illegal drugs has 
always ,ermcd somewhat absurd to me. 

Th(' n e"· hit point recon"ry system we developed was.also 
rela1ively simple. but enabled characters wi1h vrry high HT 
values to rt-cm·<·r in a mort- reasonable length of lime. ii 
b,1si<·,dly invol\'es rcc01-ering I HT on till' firs, day af1cr 
injury, 2 HT on llw second day, 3 HT on 1he third day, and 
,o 011 u111i l all HT ha1·c been recovered. If ano1her injurv 
occurs during this time, recovery progression starts from 1he 
beginning again. Long period, of 1n1 n111 be of g rea, be11di1 
under ,his sys1l.'m. 

This hit po i111 recovery sys1em seemed to work fair ly 1,·pll 
during p lay. As of noll', \\'C h ave 1101 p laytt'St<'d a n ew sys1em 
for action point recol'er . ~onetlwkss. 1his area is a p ro blem. 
11 is unrca~onablr 10 assume that a superbeing . onT 1hc 
course of a mrrr 111inu1c o r so. t'ould exc-n him or hersrlf 
sufficit•ndy 10 reme1i11 exha11s1ed for up 10 l\\'Cl "·crks. Yet 
anyone \\' ho has played a character wi1h )l('a\')' AP-draining 
po"·c..-s will realise 1ha1 this can easily be done und<'r 1hr 
presem reron Ty rules. I would like w prcst·nt an ahermue 
sys1em ol ac1ion poin1 reco,·ery. ,d1ich goes some \\'ay 
wwards c-orrrctin g 1his proble m. l ;nder 1his sys1em, 1hc 
number of AP a superbeing recovers each day is <'qual to 
one-1hird of the number he or she has y<·t 10 rcC0\'er. o r 8. 
whiche\'er is grea1cr. This provides for fas1t' r recovery of the 
body's shon-1erm energy reserves (whic h is how I view 
action poims) at the s tan of a recovc1 y period. 

If you dec ide to implement one or ei1hcr o f 1hese recovcrv 
systems, then you will probably need to reconsidrr 1h~· 
power fast recovery. T h is power must be boosted somewha1. 
o r i1 begins to pale by comparison wi1h the norm. If o u1· hir 
point recover y rules arc usrd, then 1he 8 HT-a-dav recol'en · 
limit for charac1ers w i1h 1his powe r could be ei1l;er to1a11;, 
abolished. or lified to 12 HT per day. as you sec fi1. If you 
use thr n C\\' anion po in1 recovery system, 1he11 you should 
allo 1,· a char;ot IC'r ll'ilh fas1 rrcm·cry 10 daily r<'gain half of 
the AP lw or ~h<' has lost, or I 6, \\'hichc,·er is gn'a1er. 

This is thC' c·x1cn1 of th<- major varia1ion.s w the basic nt lt's 
used in our carnpaign. \\'e also made many n:le aclditio11s 
(in the form o f Ill'\\" spells, new !)0\\'ers . and so fmd1 ). some· 
of " ·hic h arc: d escribed in Muhi,·erse # I. \Vt' wc lrnm(' an\' 
co111me111~ !10111 odwr Super Squadron GMs and player;, 
l'ilhcr o n 1he poi111s bro ught for\\'ard abon·. 01 ,111y1hi11g 
1 ht·\ would like IO ren·al IO u se concerning 1hc-ir own g;1111c·. 

by Andrew South 
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Magic Weapons and Armour for AD&D 

011" o f 1hc problems with magic " ·ea pons and armour, is the 
limited scope given in the· rules. \\'ith the cxcC'ption of 
s\\·ords. which are fairl y wC' II co \'C-rC'd. special or unusual 
exotic wea pons ;-11·<' not norma lly a\·ail:ible . \Vhv shoultl1i"t a 
< lcric ha\·e a +5 man': Fight\'!', ;ire n o t the· only charac 1t-rs 
1 h;tt can get magic weapon s madt- , ;111d en •n if du·y \\"t•1 t ·. 
the\' wo uld 1101 stick soleh· to s\,·ords. Therefo re. th\'r\' 
sho.uld be so me < haucc· a t o l;taining exo tic mag ic weapoti-; 
in \'a rious tn·,isure hoards and in the ha nds of NPCs. 

Obviously as th<' Fig hter < las, has the grea test nel'd frn 
weapo ns. and swords arr a lways prcfcrcd , swo rd, sh o uld 
still he more common. H o we\·er. tlw rniscellanrous 1,·1·apo ns 
table should ha\·r grcater scop e to allo w a g r<'atr r variety o f 
weapons. After ,di. acco rding to the miscel laneous weapo n, 
table, most AD&· D weapons do 1101 have magical counter­
pa rts. Wha t is the poi n t of assig ning " ·capons p roficiencics 
to any ch a rac1t·r. if tlw on h real chance o f ob1a ining any 
m agk wea pon is a S\nnd o r a kw otlwrs listed. Almost l'H' ry 
chai·a cter will , imply tak\' s\\'01d, a , the ir ma jo r profici\'11c\ 
,md oth('r possible m,1gic weapons a~ their secondary \\'Pa pons. 
No t o nh· is this l'lT\' dull . h a \·ing a lmos t c,-cr,· < h,,ran('r in 
the- ca n;paign nuu\ing around with a s\\'ord. cb gger o r 
mace. hut it cer!ainly Lic ks tlw fl.1,·our o f indi,id11,tlisnl 
cultura l zones. 

Cha rac ters sh o u ld b\' encoura ged I<> tak<· more e xo t ic 
\\'Capons, whic h could he· based 011 the ir origin city or race. 
In this m a nner , the Di\l can base many of hi , cities based o n 
different ntltural locat ion s. each sp\'cialising in ril<"i r o wn 
favourite weapon typc-s. One city may be ba,ed o n the 
·Ar;1bi c1 11 Knights ' o l Egypt, \\'here the most co mmo n 
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weapons are the scimitar and g ia nt scimitar. Another cit ) 
could be based on medieval Engla nd, where t\,'O-handcd 
swords and lances were favoured . Yet another city could be 
based on India . where the more subtle assassin-lik\· \\'Capon s 
were prefered. Each r;ice in A D& D a lready has ;1 series of 
prcfcrcd weapons, but h ow m any p layer character d\\'arven 
fig hters a ctua lly t,1ke any form o f axe as a majo r weapon. 
After all. they can not get a +.'J Defender inte lligent axe, but 
c;rn do so with a sword. Ha\'ing specific areas of prcfered 
weapo n s, a lso adds more individu,tlit y to eac h character. 
Each one will h;i,·c some1hi11g less similar. J-la\'ing c ultural 
weapon zo nes. also a llows the ph1yers Lo "hu111· for their 
m agic wc;ip on s in kn0 \\'11 zones. 

The actua l list of weapons g i\'en in the miscellaneous 1abk. 
onlv reflen s the prefcrcd weapons used in m y campaign. 
Yo i1 mav wish to use some weapons I h a\'e omitted . or 
simp ly s;1bs1itu1e others you prefer. The m ajor point being. 
that the list o f 1m1gic weapons a vailable should he reduced to 
a practical number. and kno \\'11 10 the playn s. The players 
" ·ill then choo,e the ir \\"capo n proficiPncics from the list 
a\·a ibblc in tha t c·;1111p;i ig 11. Just to kc-ep players o n thc-ir 
toes. a ·sp ecia l type · o f \\Tapo n is listed on the miscella neous 
weapous 1a h le. T he , pecial weapon is ;ictua lly any other 
r\D R:O wea po n \,·hich is 1101 i n common use in your 
campa ign. For exa mple, if you ro ll up thi , special we,'.po1L 
\ 'OU m a ,· dn idc to rnakc i1 a gla i\'c. Al1ho ug h the g l,u vc· 1s 
~ot a "'~·apon in sta nda rd use in your campa ig n. \OU c u1 
(·asil ) rxplain its pn·s<·nc·c·. as either being fro m a no ther 
d istant land. or from an e,ll'lier period in the campaig n 
hi,wn. Pla ,·c-r, that disco,·er a +:> g la i\'(" \\'ill use it. t·\·1·n " ' 
110 11-p ;·ofici~n cy pt'na h y. (providing some use of this ruk l. 



When tilt' playt•rs gain their next weapon profirierwy. they 
should ob\'iously take glai\'C'. Non-standard weapons s11d1 
as a glai\'t· will of course, be worth much less if sold. Who is 
going 10 buy a weapon that they can not use? 

Another basic problem with the rules, is that they only allow 
for swords 10 be intelligent. This is not only bias, but a silly 
concept 10 assume. High level Magic-Users make magic 
weapons, they can't use swords, why would they then 
specialise in manufacturing only swords. Surely they would 
make themselves an intelligent dagger, or a high level cleric 
an intelligent mace? Every weapon armour or shield that is 
magical, (excluding projectiles but including bows), should 
h;1ve the same chance of being intelligent just as a sword 
might be. Simply use the DMG rules for intelligent swords 
de1ermim11ion, for all magic weapons, armour and shields. 
You m;1y wish however, 10 expand or alter the existing 
abilities gh•en to magical swords. Each magic weapon is an 
indh·idual work of art, not a mass produced production line. 
assembly job. They should all be different. 

The various tables presemed, co,·er miscellam.-ous we-.ipons, 
swords, armour and shields and exceptional properties. 
Although a table is given to determine the ,•alue of various 
weapons, this value is modified b)' the multiples given for 
each specific type of weapon or armour. 

How to Use the Tables 
The magic items determination 1ablt• in the DMG is still 
applicable. However, whenever a Miscellaneous Weapon. 
Swords or Armour and Shields are indicated, use the tables 
provided here. 
MISCELLANEOUS WEAPONS 
Step I: Roll percentile die, 10 determine what type of 
weapon is to be used, on table I. If the weapon is a projectile 
(arrows, bolts or darts), go to table II and determine the 
number appearing. If the weapon is a ·special type', choose 
another weapon that does not normally appear in your 
campaign. Then proceed to table Ill. 

Step 2a: Roll on table Ill 10 determine the basic plus of the 
weapon, from + I 10 +5. If a curst'd weapon is rolled, reroll 
on table Ill for the basic negative, from.] to -5, (reading all 
signs as negatives instead of positive). Then proceed 10 table 
IV. 

Step 2b: If a special magic weapon is rolled, go 10 table VIII. 
The weapons basic plus is then the minimum indicated for 
the specific property. If a cursed special weapon is rolled, 
then reroll on table VIII taking the cursed equivalent. Then 
proceed to table IV. 

Step 3a: Roll percentile die on table IV, if the roll is above 
60%, then the weapon has a special additional plus or pluses 
versus specific creatures. The number rolled, indicates the 
number or additional pluses. For each additional extra plus, 
roll once on table Ill and once on table V. (Note that the 
additional plus must be added IO the basic weapon bonus. 
Therefor if a weapon is a base +2, and the special plus rolled 
on table Ill is +3, the weapon has a total of +5 versus that 
creature). Repeat this proceedure for each additional plus. 

Step 3b: If a special bonus or special magic property is rolled 
for an extra plus, roll the property on table VIII. The 
weapon then has this property versus a specific creature. 
The minimum magical bonus of the weapon is used as the 
additional plus bonus for the specific creature. 

Step 4: Once the full bonuses are determined, roll percentile 
die 10 determine if the item is intelligent, as per magic 
swords on page 166 in the DMG. 

SWORDS 
When a magic sword is indicated, roll on table VI to 
determine the specific type. Then repeat all steps from I 10 5 
as, per miscellaneous weapons. 

ARMOUR AND SHIELDS 
,.,,hen armour or shields are indicated, roll on table VII to 
determine the specific item and its type. Then repeat steps 
2a. 3a and 4 as per miscellaneous weapons. 1£ a special magic 
property or a special cursed property is rolled, it is up to the 
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DM 10 determine what this should be. 
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Examples , 

A miscellaneous weapon is rolled. The DM rolls percentile 
die on table I to determine the specific weapon type. He rolls 
78%, so the magic weapon is a Morning Star. The DM then 
proceeds to table Ill to determine the basic plus of the 
weapon, rolling 72% making it a +2 Morning Star. Tht• DM 
then proceeds 10 tablr IV 10 determim· if thr Morning Star 
has any t'Xtrn pluses. He rolls 91% so the Morning Star has 3 
extr-d pluses. He then rolls on 1ablt' III 10 deu.'rmilw tht• t•x1rn 
plus bonuSt's and on table V to determim· what the extra 
pluses .m· against. On tablt' Ill ht• rolls '13%: 86% and 65%. 
giving the Morning Star an mlditional plus of+ I. +3 and 
+2. He then rolls on table V to dt•wrmi,w wha1 1ht•S(• 
,1dditiom1I pluses are against. rolling 7:>%: 0:>% and !J!',%, 
thrse being vs Regenerating neatun·s: Ara,·hnids and 
lfndead respenivdy. • 

Tht· wt'apon is tht'n a +2 Morning Sr.tr. +3 vs n·gt·1wra1in11: 
creaturt·s. +:> ,·s ar:tt·hnids. +·I ,·s nmlt·ad 
l.;1stly 1ht· l>M rolls 10 set· if tlw Mornin11: Star is in1l'lligmt. 
He rolls 61% so it isn't. The ,·alue of 1ht· Morning St.tr is 
c:alculatt'd ;1s follows. ,1000gp for lx·ing a +2 weapon, plus 
500gp for each t'Xtra plus (taking the maximum Ollt'). whid1 
is +3. adding an extra 1500gp. This gin·s a b;ise \'alut· of 
5:>00. Multiply the base \'aluc· by tlw :\lorning Star vah1c· 
multipl<' of I.I gives the weapon a total value of 6050gp. 

A miscellan<·ous weapon is rolled. The DM rolls pc:rcentile 
die on table I to determine the specific weapon type. He rolls 
57%, so the magic wrapon is a Halberd. The DM th<·n 
proceed 10 table III 10 dt·rnmine tlu: basic plus of the 
wc;ipon. rolling 83%. making it +3. TII(' DM thm rolls on 
t;ible IV 10 determine if the Halbt•rd h,1s any extra pluses. Ht• 
rolls 21% giving it one extra plus. He then rolls on tablt' III 
to determine what the rxtra plus is and on 1ablc· V 10 

determine what the extra plus is and on table V to determine 
what i1 is against. On table III he rolls 62% giving it an extra 
+2. The DM then rolls on table V to determin<' wh,11 this 
plus is against, rolling 45% making it a Flamr Tongue. As 
the DM has already dett'rmined that tht' Halberd is a base +3 
with its next additional plus beginning at +5, 1hr Halberd's 
Flame Tongue abilities begin at +5. 

The weapon is then a +3 Halberd, Flame Tongue, +5 vs 
regenerating creatures, +6 vs cold using. inflammable or 
avien creatures, +7 vs undead 

Lastly the DM rolls 10 see if tht' Halberd is intelligent. He 
rolls 11% so it isn't. The value of the Halberd is calculated as 
follows. 7000gp £or being a +3 weapon. The base value of 
the H;1lberd is multiplied by 1.5 because it is a Flame 
Tongue giving a total base value of 10500gp. Multiply the 
base value by the Halberd value multiple of 1.5 gives the 
weapon a total value of 15750gp. 

A sword is rolled. The DM rolls on table VJ 10 determine 
what type of sword it is, rolling 55% making it a long sword. 
The DM then rolls on table Ill to determine the basic plus, 
rolling 86% making it +4. He then rolls on tablt- IV 10 

determine if the sword has any extra pluses. He rolls 61% 
giving it two exrra pluses. He then rolls 0 11 table Ill 10 

determine the extra pluses and on table V to determine what 
they are against. On table II he rolls 31% and 51% giving it 
an additional + I and + I. On table V he rolls 91 % and 49%, 
these being vs snakes and making it a Frost Brand. As 1he 
minimum extra plus for a Frost Brand, is double the basic 
plus, the srcond extra plus is altered to +1. 

The weapon is then a +4 Long Sword, +5 vs snakes, +8 vs 
fire using/ dwelling creatures 

·-.. 



9 ·-.... 



Lasily 1lw D;\I rolls 10 sc<· if lhl' Lo ng Swo rd is i111elligen1. 
lie rolls 02% so it isn' t. The' \'alue o f the' 1.ong Sword is 
calc11la1cd as fo llo,,·s. T he valt1C' of 1hr Long Sword is 
caln 1la1edas fo llo ws. IOOOOg p for bC'ing a +-I wrapon. T he 
IMS<' \',due o f the Lo ng Swo rd is multipl ied by 2.5 because it 
is .i Fros1 Bra nd, (the greau?st plus), g i\'ing a 1◊ta l va lue of 
25000gp. Muhiply the base value by 1he Long Swo rd 
multiple o f 1.0 gives the weapon a total value of 25000gp. 

A miscellaneous weapon is rolled. The DM rolls perce111ile 
die on table I to d etermine 1he specific weapon type. He rolls 
98% making it a Tridenl. H e then proceeds to 1able III to 
d e1ermine the basic p lus o f the weapon, rolling 45% making 
it +I . H e the n rolls o n table IV to de1ermine if the Trident 
has any extra pluses, rolling i3% giving i1 2 exira pluses. H e 
1hen rolls on ta ble III to determine what the extra pluses a re 
a nd o n table V to determine what they are against. On ta ble 
III he rolls 71 % and 99%, giving it a n ext ra +2 a nd a specia l 
property. The actual p lus of the special p roperty must be 
ro lled again on table III. rolling 17% making it + I. On iable 
V, the DM rolls 35% and 59% respectively, ma king it +3 ,·s 
enchanted creatures, and giving it a special property vs 
lyca111hropes. The DM then rolls o n table VI to de termine 
what the special p roperty vs lycanthropes is. He ro lls a 7. 
making it a Defender vs lycanthropes. As the minimum plus 
for a Defender is +4. the extra p lus fo r the special property is 
increased from + I 10 +·1. 

The weapon is then a + I Trident, +3 vs enchanted 
creatures, +5 Defender vs lycanthropes 

Lastly the DM rolls to see if the Tridem is in te lligent. He 
rolls 44% so it isn ' t. The value of the Trident is calcula ted as 
follows. 2000g p for being a+ I weapo n, plus .'>00g p for each 
extra plus (taking the maximum one) which is +4. adding 
an extra 2000gp. This gives a base value of 4000gp. Multiply 
the base value by the Trident value multiple of 1.3 gives the 
weapon a total value of 5200gp. (The value o f the special 
weapon "Defender" is not assigned , as tha t va lue is only 
added to the base value if the weapon is always a Defender). 

A miscella neous weapon is rolled . T he OM rolls perce111ile 
die on ta ble I to determine the specific weapon type. He rolls 

. 22% making it Bo lts. He then proceeds to table II to 
determine the number of Bo lts in the treasure. He rolls 78% 
so two to twelve (2d6) Bolts are avai lable. Rolling 2d6, the 
DM determines that 7 Bolts arc in the treasure. He then rolls 
on table III to determine their basic plus, rolling 74% 
making them +2. H e then rolls on table IV IO determine if 
the Bolts have any extra pluses, rolling 6 I% giving them one 
extra plus. He then rolls on table III to determine wha t the 
extra plus is and on table \I to determine wha t it is against. 
On table III he rolls 90%, giving the Bolts an extra +5. On 
table V he rolls 55% being versus Insects. 

The projectile weapons are then 7+2 Bolts, +7 vs Insects 

The DM does not roll to see if the Bolts are intelligent, as 
this is not really a pplicable. The va lue of each Bolt is 
calculated as follows. 300gp for being a +2 projectile, plus 
30gp for each extra p lus, which is +5, adding an extra 
150gp. This gives a base value of 450gp each. Multiply the 
base value by the Bolt value multiple of 0.9, gives the Bolt a 
total value o f 105gp each. 

Armour or Shields are rolled. The DM rolls percentile die on 
ta ble VII to determine the specific type. He rolls 18% making 
it Leather Armour. H e then proceeds to table III 10 
determine the basic plus, rolling 33% making it + I. H e then 
rolls on table IV 10 determine if the armour has any extra 
pluses. He rolls 80% giving it two extra pluses. He then rolls 
on table III to determine what the extra pluses are a nd on 
table \I to determine wha t they are against. On ta ble III he 
rolls 58% a nd 86% g iving the armo ur a n additional + I and 
+4 protecrion. On table V he rolls 50% and 83%, these being 
vs giant and rep tiles respectively. 

The Armour is then + I Leather, +2 vs giam s 
+5 vs rep tiles 

Lastly the DM rolls IO see if the Leather Armour is 
intelligent. He rolls 56% so it isn't. The value o f the Learher 
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Armour is calculated as follo ws. 3000g p for being + I 
a rmo ur, plus 7.~0gp for each extra p lu, (taking the m aximum 
one), which is+:'>, adding a n extr.-1 3750gp. T his g ives a base 
value o f 6750g p. Mul tiply the base \'a lue by the L eather 
Armo ur muhiple o f 0.65 g ives the armo ur a tow! v,1l ue o f 
2437.Sgp. 

There will be some combinatio ns of pro penies that will no t 
work, or some that are repeated. If the weapons extra 
bo nuses don't work, simply reroll them. If the same 'victim ' 
is rolled fo r the extra pluses, you may either rero ll the 
re peated victims, or simply add the two or more extra pluses 
versus that creature. Fo r example, if three extra p luses o f +2, 
+4 and +3 a rc ro lled, and all are rolled aga inst Avians, you 
may simply g ive the weapon a n extra +9 vs Avia ns. 

eaaa fl XFY @1'$.:j JIMZII/W. 

Magic Weapons Generation Tables 

Table I Miscell;)t\COU:S WeaQQ:1'1$ 

Value 

%Roll Wcnpon Multiple 

0 1-0S Arrows 1.0 

09-10 A xe, Hond 0.8 

11 - 16 & cclcaxe 1.2 

17- 19 nardiche 1.3 

20-24 r~_)lls 0.9 

25-27 lk, St ick 0,6 

28-32 How IA 

33-34 C!uh 0.8 

35-39 Crossbow 15 

<0·19 l):1ggcr 0 . . 1 

50-5 1 Darts 0,5 

52-5fi Flail I. I 

;7. 5~ rr,11rx:nl 1.t, 

Table.- II rro1cc11le Quaothlcs 

0 1- •lC 

Quanmy 

O ne- tv S n: 

•II -6-0 Twu co Ei~ hl 

G 1-80 f wo II.I l'wc fyc: 

8 1-95 f wn tu .S1x 1ccn 

96-98 Three l•l T wcmy- f our 

99.99 f'our tv Thitl )'•Two 

00-00 Five- tv Fifty 

T,1hle IV - Ex trn P luses 

'\,!foll '\ddit lom1I Plus 

DI •60 'one 

6 1-80 On,, 

8l •SO T wo 

91- 97 Three 

98-99 Four 

00-00 Special Oonu:s 

Table VJI - Armour and Shield T -.·pe'> 

Value 

%Roll Type M ultfple 

0 1-04 ~nded Armour I. I 

OS-16 Chalnmall A rmour 1.0 

17-25 Leather Armour 0.65 

26-43 Pla:te mall Armour 1.25 

44-50 Rlngmatl A rmour 0.8 

Sl-59 Scale mall A rmour t.O 

60-79 Shleld 1.0 

80-81 Shield - Extr~ &nus 

Y $ t-.1 is$ll<?$ I. I 

82-91 Spllntm8 11 Armour 1. J 

92- 95 Studded Leather 

Armour 0.8 

96-98 C ursed - reroll 

9 9- 99 Et here a l Armour • 

rero ll type 

00·00 Special Type 

• To calculate the additiona l va rue 

of Ethereal Armour, add 0.1 to the 

base armour value multiple, 

Value 

'%Ro ll wc.,pon ,\.lultiph:: 

59-60 

6 1-62 

63-6< 

fiS- f.6 

67- 74 

7S-76 

77-7~ 

7~-83 

A-1-85 

8fi- 9i 

92-97 

98-99 

00-00 

·r ... hfc 

%Roll 

OJ-60 

lltimmcr, l.ucern 

! lamme r 

J; .. welm 

1. ,11H.:t: 

~1~u•1.:, F o1tt m ... 1ns 

M 1ht,1ry l'wk 

\ formng Star 

S<.:1m1tJr 

Slini.; 

Spc;lr 

" 1.1(( 

l'r1d,·:11 

six.-,· 1...11 Wc :,p.m ly pe 

Ill nasic Weae2n P lus 

We .1pon Plus 

r>ltJ!!: O t1-.! 

" J•80 l 'lus 1 wo 

t l-8~ l 'lu~ fhr..:c 

.86-89 l'lus four 

9 1·96 C ur:!>c\J • rcroll 

1.0 

0.9 

1,0 

1.2 

1.3 

1.0 

1.0 

1.0 

1.3 

I . I 

0.8 

1.3 

~n-00 Spcci::,J Mag1<"ul l'\o1~us 

T able VI - Sword T\•pe 

%Roll Sword l ype 

01 -20 fJas1ard SwQrd 

21 -30 Rro.=ad1.wnrd 

3 I ·SO Long:1,word 

8 l -9S snort ~worcl 

96-99 i wo I landed Swmd 

00-00 Other 

Table V • Extra Bonus vcr$Us 

~ Rol l 

0 1-03 

04-08 

09-14 

15-20 

21-23 

24-28 

29-34 

35.44 

45-47 

48·49 

50-53 

54.57 

58-65 

66-73 

74-80 

8 1-84 

85-89 

90-92 

93· 94 

95-99 

00-00 

Type of Creature 

Amphibi ans 

r\rachnlds 

Avians 

Cold-Using Creatures 

C rusrnceuns 

Demons or Devils 

Dragon Slayer• 

1-::m: h::m tcd C reatures 

Flame Tongue 

f rost Jlni.nd• 

Giant Slayer 

Insects 

tycanthropcs 

Magic- Using Creatures 

Regener~t ing Creatures 

i'{eptiles 

Sha pee hangers 

SnPk.es 

Sla)•er - reroll for type• 

Undcad 
Special - re roll 

• The mlriimum extra plu$C$ for these 

weap01l$ must be ot lea st double the 

basic p!us. 



Tabte VHI • Soccial Pro~nles 

Extru 

Roll Property Value Curse<I E.qulvalenr 

l)ancing Weapon (min • I 10 • 4) 20000 Restraining Weapon (m In • I co -4, 
2 Wounding Weapon lmln •I) 20000 Restoring Weapon (min - 1) 

3 I.lie Su:olir.g Weapon (min •2) 20000 Life Giving Weapon (min •2) 

◄ Weapon of Sharpness 32000 We3pon of ClumslrlCss (min •U 

s Vorpa 1 Weapon (ml n • 2) 42000 Weapon of S..icidc (min -3) 

Holy Avenger Weapon (min •2) 36000 Abysmal Weapon (min •2) 

Defender (lnln +4) 10000 Aur&et« (min -•O 

Luc~ Weapon lmin • I) ISOOO- J inxed Weapon (min - U 

9 Weapon or Disrupt lon Im In • t} 20000 Dead Weapon (min - I ) 

0 \Veopon o f Venom fmln • ll 5000 Heallng Weapon fmln • JJ 

• Vatue per Wls.h. 

Explanaiion of Special Curst•<l Weapons: 
Rt'stniining Weapon: This weapon hinders the characters 
hit ch,mce. It starts al a basl' - I and each round 1hereahl'r 
goes down another onl' u111il i1 is -4. It 1hen begins from -1 
again. The neg:uive bonus aHens both the hi1 chance and 
damage. Ah hough 1he damage rnn be reduced below zero, 
zero dam,1ge is the minimum 1he weapon can inflict. 

Restoring \\'capon: Every hit by the weapon, does the 
standard weapon damage minus the weapons bonus. Aht>r 
the rirsl sun-css(ul hit, 1he wounds inflicted regenerate al 1he 
rate of + I per round up 10 a maximum of I0p1s 1x•r hit. It 
will ;1Ht'CI friends normally howc·ver. 

Lifr (;i\'in~ Weapon: on ,1 natural roll of onl', 1lw weapon 
drains 1lw wielder of one levt•I, and gives ii tt·mporarily 10 
llw oppmwnl. 

W1·apo11 of C:lumsi1wss: On a m1111ral roll of 1-3. Ill<' wca1xm 
will S("\'\"r an t'Xlremi1y from 1h<· wit· lder's body. 

Wt·apon of Suicide: On a nalural roll of 1-:>, tht· Wl'apon will 
sever tlw widtlt-r"s h<·ad, resulting in instant death. 

Abysmal Weapon: This wt·apon is an additional -:l if 
wielded by Paladins. It does no damagt• al all 10 CE 
creatures. In the hands of a Paladin, i1 increases the effec t of 
all harmful spdls (against 1he wielder) by 50% in a 5' radius. 

A11n1c1or: This weapon increases the wielders armour class 
by its negative factor, as well as reducing their hit chance 
and damage inflicted. 

Jinxed Weapon: This cursed weapon will modify all the 
wielders rolls for anything. by its negative bonus. This 
weapon requires a wish to be removed. 

Dead Weapon: This weapon will do no damage to undead of 
any 1ype. Ho,..,ever, upon striking any undead cre,uure, the 
undead crea111re must save. If they do, the weapon will 
ins1an1ly restore them 10 full hit poims. 

Healing Weapon: On a natural of one, the weapon will 
instantly heal thl' wielders oppone111 as a Heal spell. The 
weapon has six charges. and after 1ha1 time. becomes 
non-magical. 

All special cursed Weapons, require the use of al least a 
limited wish to be removed. 

Table IX - Volue Determlna:tlon Table 

Value o f 

Property Weapon Projec tile Shie ld Armour 

F'or a plus one 2000 120 2500 3000 
f'or o plus two 4000 300 5000 7500 

r or a plus t hrcc 7000 4$0 8000 12$00 

for :o plus. rour 10000 6$0 12000 16$00 

for a plus five 15000 950 17$00 22000 

F'or Inte lligent lte,n-s: 

Each pr imar y abllhy• 1000 N,A, 12$0 1500 

Each c,n raordlnary power•·• 2000 N.A . 2500 3000 

Special purpose power S000 N,A. N .A. N.A. 

Each fanguage known 100 N.A. 100 100 

for each cx1ra plus 3dd to 1he b~1se vi,luc 500 30 600 no 

A Dragon Slayer and a Frost Brnnd wc::,pon h(ls its b3se v-,!ue mult lpllcd by 2,5,, 

A f l:,mc Tongue has Its base valu<= muftlplied by t .S. 

A Giant Slayer has its b3se v:;,lue multiplied b)' 2.0. 

by Joseph Italiano 
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EXOTIC CHARACTERS and WORLDS 
for Role Playing Games © 

Colour Cover and fully Illustrated essential 
reference material for All Role Playing gamers. 
Over 150 pages of the most complete data 
available anywhere. Over 25 Character Classes 
including the Alchemist, Archer, Beast Master, 
Cloud Warrior, Dragon Rider, Elemental 
Enchanters, Martial Artist, Serpent Sailor, Spy, 
Traveller, and many more. The manual covers 
Character Generation; Attributes; Abilities; 
Character and Alien Races; Attack Tables and 
Random Mutations; Random Galaxies; Stellar 
Systems and Worlds; World Governmel"ts and 
Resources as well as Starports; Military Bases 
and Free Enterprise; Trade and Civilization Level 
listings; over 300 spells; Magical Potions; Herbal 
Preparations and much, much more. 
*Suitable for use with DUNGEONS AND 
DRAGONS, GAMMA WORLD, and STAR 
FRONTIERS. 
*Dungeons and Dragons, Gamma World and 
Star Frontiers are trademarks of TSR Hobbies 
Inc. Use of these trademarks are NOT Sanctioned 
by the holder. 

Fer Role Playing Games 

AVAILABLE NOW THROUGH 
ADVENTURE SIMULATIONS 

Exclusive Australian Distributor 

,Jf a~:mai.t,'t 
~ uiki. u.s.A. Tm 

Role Playing Supplements 
PRODUCTS OF THE MULTIVERSE 

TM 
TM 

PO Box 182, Mitcham 3132 Victoria. 

Mail orders for $18.00, including P & H. 



Ho HUM, Roll Again 
:\ s roli--playing games arc largely contained within the mind. 
it is possibly 10 play them with a minimum of equipment 
- pens. papC'r and dice. S tir in the requisi te· imagination.and 
both p layc•rs and referee Gill be transported 10 a realm of 
fantasy. a scic·1Ke-fic1ional uni\'crse, or wherc·ver. Yet. there is 
o ften somt•thing lacking, and the game bogs down imo dice­
rolling and boredom. 

Rd: Yo u art• c-onfronicd by a Squamous Vegebe lly. 
Playt'r: I auack it. 17 - I hit. 8 poi ms of damage. 
Rt'f: It's ckad. Another Squamous \ ' c·gelw lly quickly steps 
forward and ... 
T his is an extreme example, but ganws like 1ha1 can. and do 
O<Tur. So. what c:.111 be done about it? 

Atmosphere and Props 
Atmospher<· is a difficult thing 10 gc·1l<'ra1e. Much of it 
depc•nds o n the referee. and hisl lll'r storytdling ability and 
imagery. Rt·ferees should try to <k-\'l'lop an ability to describt· 
plares, things and pt•ople with intercst rath<T tit.in ac·n1r,1cy. 
Accuracy can be deliverNI when tll<' situation requires 1ac1ical 
thinking. atmosphert• cannot. Hert' arc· somt· t•xamples: 

)C" 

Accurate & Dull: The 1◊"·er is six1y feet hig h, 1wen1 y feet 
in diamett' r and made o f stone. There's a wooden door at 
thC' hase. 
Imaginative: The tower looms up before rou. a harsh 
silho ucue against the red sun. \Vi Id vi11csg-ro" · madly up 
the black stone . their flowers fi lling the air wi th a heady 
seem ... 

But 1101 a ll the generat ion of a tmosphere rests with 1hc 
referee. The players ca n a lso immerse themseh·es in the world 
they a re jointly crea ting. It is importan t to call e\'c-ryone by 
thc:ir diar.1crer names (the referee should follow su i1). a nd 
wllC'n telling the referee about som1· action , s1a1e: " I will do 
this .. . "1101 "My cleric "·ill do this .. . " 

Atmosph('H' cannot de"dop if 1he p layl'rs consider 1hci1 
characrers as pupp<'ts. ra1he1 than ,tl t<T·('gos o f 1hemscl \'CS. 
This can be taken 100 far of cours<' - if a player goes b<"rscrk 
on a bus hen1use his charact<'r is a daustrnpho bic barbarian. 
it's time 10 la y off D & D for a while. 

Props n m a lso be useful in generat ing tht' righ1 a11nosphere. 
Props inducl<- such items as costume (hC'warc of weapo ns!). 
candlelight. music and many o ther things. Fo r example. if 
1he charactns an' in a 1avcrn. put o n some· harp m usic -
1h<1t's the minstrel in the corner. 

Props can also includC' things like maps a nd messages. Don' t 
read o ur a written message 10 players - pre-pare a n aged 
scroll. a nd hand it 10 •.hem. Similarly. Commissio ns, Pa1e111s 
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of Knighthood. Clrnrt<"rs and Lin·nccs GIil actually be mack 
up for the players. just 10 add that spl'cial touch. 

Acting 
Basically, a ll role-players are acting a character - the onc 
they play in their game. Ho we\·cr, many plnyers don't r<'ally 
g<'I into aning thdr character - th<'y simply p lay themselves 
in armo ur, or themselves with magic. and soon. Also. referees 
hardly C'vt'r ,Kl 0 111 the non-playn d 1arac1 C'rs th<' players are 
interacting with . saying: "X tells you lw will, Y tells you slw 
won·1 ... ". 

,\ be11er dfect is obtained ir 1lu· rcfn<'t' anually acts th<· NPC 
o r monstC'r tht• players are talking to. changing voic<·s and 
palll'l"lls of spt·tTh a<H>l"dingly. Adrni11t·dly. this is ratlwr 
difficult . b111 , ·t·i·y wonhwhih- ir it can Ill' don!'. 

Rl'f (aning as w wll guarclsnun ): N:1y. son . You'd bt·st no t go 
0111 tonight. Tlwn··s a tl'rrihlt· lot o ' orn ahou1 ... 

Play<'rs can also adopt tht· spt'1·d1 of lht'ir d1arac1t·r to M>tnc· 
1·x1t·n1 (trying 10 a\'Oid Disnt·yt·squ,· 1m·dit·val ,p<·t•1·h ), or al 
kast adopt somt· sprech habits 1lwircharan1·r might hal'<'. An 
1·xa111ph-of I his is I ht· foppish d 1ar:11·H·r. a ll Ian· and pnf 111111·. 
;111d suppos1·dly harmlt-ss: 

Player (as fop): Don't wowwy my good man. I haw thn·,· 
bwan· o f daggt·rs up my slcevt·s. ;md will bt· , ·t·,,·y n1ulio11, 
(pla y<'r mimt's taking .muff. sneezes) tcwwihlt· s1urr. s1111ff . . . 

Whilst this son o f thing often leads to hilarious mirth. it cloc·s 
build up an atmosphere. EvC'ryone playing becomes mort· 
ready 10 suspend their disbelieL ,md move in to unreal wo rlds. 

Realism and Continuity 
Realism is a 1ricky thing in role-playi ng . It doesn' t nwan 1ha1 
a role-playing game has 10 be as real as your loc~tl super­
market, it means tha t the game or campaig n must have its 
own internal reali 1y. That is, it m11s1 hal'e its o wn sci of logic 
nawral la ws a nd cause a nd dfcn . Fo r example. a fireball 
always has the sa m,· basic dfc-n - it doesn' t fluctuate 
between a hot <:inder a nd a 1hennonudear bomb. A + 3 swo rd 
will no t sudden ly turn into a warthog steak for no reason. No 
game can he cnjoyabk if i1 doesn't ha ve its own reality. 
Basically. this means 1ha1 the referee must 1101 arbitrarily 
make 1hi11gs change o r happen - there m ust bt· a reason. 

Con1inuity is a n imponam pan of that game reality. H one 
pl:.1ying session ends with everyone j11s1 o utside the dungeon. 
th<> next sho uld brgin at the s,1me place. If the players a re 
outlawed in a panicular town, 1hey sti ll will be if they go hack 
a month la ter - unless something has happened 10 ma ke i1 
o therwise. 

One of the best things a bou1 role-playing is the creatio n of a 
·world' - be it a town a nd a dungeon, a deiailed con 1incn1, or 
a n enti re sc\'e11-co111inent pancake. If the a tmosphere in 
playing sessio ns is g reat eno ug h. 1he world will become far 
more real. Places will become 'ho me·, legends will will be 
started. friends made a nd lost, and enemies made and 
destroyed a nd made again . .. 

It is the continuity and internal re,tl ism 1ha1 cha nges a role· 
playing game into wha t it is. A good campaign has these 
e leme111s. a nd a tmosphere , or it degenerates - an expensive 
a nd complicated equivalent of Monopoly. 

Interest 
Of course, th<' adventures within thc overall campaign hav<' 
w be interesting a nd exciting. But adwnturt·s art·11'1 isolated 
a ffai rs. Do n ' t just p lay out the dungeon sn•ncs, have a two­
week ·no thing happens· rest period and start again. Play o ut 
the links between adventures as wel l. , a nd esta blish more of 
the campaign ·s and the character 's backgrounds. Eve n 
transform the lull into an adventure itself, perha ps o f a 
difkre111 kind than the formally o rgan ised dungeon or 
wilderness expeditions. 

So, what makes a n interesting and exciting advrnture? Is it a 
Balrog guarding every gold piece in existence? 

..... 



In many ways, adven1ures/ scenarios rc·s('mbk literature. and 
many actually are based on published fanta sy or science 
fiction no"els or stOl'ies. ;\fany of 1hcckm<'ncs 1h,11 nwke up ,, 
good book also make up a good ad\'cntur<'. 

The elements that apply to both arc cssentiallr characters. 
plo1. st0ry and background (or sc11ing). 

Characters include both the P layers:llld the NPC's. Naturally, 
the players are the mai11 charac ters, 1he stars of thC' adventure. 
Like all heroes in books a nd films, p layer characters ar(' 
admirably suited 10 Hvt!s of danger and adventure. wi1h 
abilities far abovC' th!' ordi narv person. Non-pla~!'r characters 
are also imponant however, and should bt· fillt'd carrfull\' 
into 1he advC'nture, rather tha n just rolled at r:11Jrfom. The)' 
are the secondary characters in the book allegory, but 
nonetheless essen1ial. Where would Tarza11 be without th(' 
apes, or Sherlock Holmes wi I hout 1he humbling d<·1rc1 i ves of 
Scotland Yard? 

Plot is the basic mechanics of who does wha1, and wlll'. ,\n 
adventure with 110 plot is merely a random collcctic;n of 
probkms. tact ical or otherwise. Plots make e1·c'rything for 
more interesting - there are still the probkms. tht· dangers. 
but there is also th<· mental problem of 1hc overa ll situation. 

\ 
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The story is the· fksh of th..- plo1. Much of the siory is prol'idecl 
by players and referee. \Vha1 1hl' players do. and what lhl' 
referee does, will in effect be the s1ory. If 1he a1mosphnl' is 
good, C'verybody .ins, and ,he referee uses his or her siory-
1dling ability to the full. thcchanc<'S are that it will be a good 
st0ry and a good adventure. 

The background, or selling, is the cnvironment(s) in which 
1he adventure runs its course. Thi nk of the selling as a film, 
made up of hundreds of diffnent scenes. Typica l settings are 
a town or dungeon, each composed of many different scenes. 
such as inns and markets, la\'a pools and chasms. H ere is an 
example of a background scene, which \\'Ould be read 10 the 
players: 

'"The market is a large expanse of dirt. decorated with 
hundreds of tents and 1abks. Everywhere there arc tightly­
clothed Selussi, their hoarse whisperings filling the air, 
mixed wi th the beat of t;11nbors. and the melancholy wail of 
begging singns. The stench of <:,11nds pervades 1hc place, a, 
do the camels thems<·lvcs - ,rains of camels passing through. 
camels being unloaded, camels being loaded and <:,11ncls just 
tied up in the way. 

Merchandise from 1he fo ur quarters of Sclussi;, comes her<'. 
On the trade table are silks and furs, inc<•nse and smoking 
weeds. ivory and pe,Kocks. Others sell curl'ed swords. or the 
spiked helmets of 1he Y,1wizary .. . ·· 
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Background cksnip1ion, ,11ch '" 1hi., ;in· the can,·a, d1<· 
adn·nllir(• is pai111cd 011. TII(' I,;,.,1wr gr:1d(· of c,111,·a,. 1lw 
helln die pain1ing. \\' i1h adH·n111n·,. !lw b<·tl<T 1ln· ha< k­
ground, prohahly 1ht· hct1n th(' a,J,·,·1llul'(·. 

I lopcful ly, thcsr suggcs1ion< ,,·i ll hf' lp som<· roll-playtrs 
brcomc- ro lr -play('rs. and han· more feding for 1hcir a ll<T· 
existence. some of th(' sugg<·stious con1ain('(i hnl'in \\'ill 
do ubtless b<· disagreed ,,·ith, ,o pkas(· di,agr<·<· in \\Til ing 
- I'm wld Multivcrsc needs more aniclcs. 

Tl)(" Sage laid down his pen. and can ·fully cast sand on th(' 
parchnwn1 10 dry lhl' ink. HI' ,d1is1kd once. and a small 
wing..-d fish fkw in 1hrough t!w \\' indo\\'. can·fully avoiding 
1he mirror that rdlrcu·d sunlight into the room. 

"Take 1his 10 Multiverse ... commancl<·cl 1lw Sag(•. rolling thc­
pa rchmenl and placing ii in 1h,· fish', 111ou1h. "And 110 

drinking on th<· w;,y . . : · 

by Garth Nix 

.,.,.---- . 
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News and Rumours 
FASA is curren1ly working on a Dr. Who role-playing game, 
designed by Mike Bledsoe. £or release early in 1985. Also in 1he 
works for nexl year a re: a Ground Forces Manual £or Star 
Trek: The Role Playing Game, designed by Will iam Barton. 
ii will include charac1er generation for Star Flce1 Marines and 
miliwry weapons, vehicles and equipmen1 for 1he Federation. 
Klingons, Romulans and 1he Gorn. FASA also plans a 
suppkme111 for genern1ing diplomats and espionage agen1s 
for Siar Trek. A Battles tar Galactica board game has j usl been 
released in the USA. T hey have just released The Romulans 
supplement, being two books in a fo lder. 

West End Games, p ublishers of such items as Bug Eyed 
Monsters and the recently released bizarre RPG Paranoia, 
will be producing licensed Sta r Trek board games. The fi rst is 
scheduled for early nex1 y<·ar. based on the Federa tion/ Klingon 
cornpcti1ion for new worlds near 1hc Organian Trea1y Zone. 
(more economic development and 1rickcry than combat. I 
hea r). 

Mayfair Games should have the DC Superheroes RPG 0111 
sometime soon. ii will apparenily include information and 
character statistics on most of the Justice League and 1hc New 
Teen Titans. They a rc also working on an Ellery Queen 
Mys1ery Game - a boardgame approach. similiar to some of 
their or her boardgame i1ems. 

Sleuth Publications Ltd., publishers of Sherlock Holmes 
Consulting Detective game, have just finished another sup­
plement fo r tha t game. The Queen's Park Affair. They also 
p lan for release , sometime next year, Gumshoe, a game of 
hardboiled '30s detectives, similiar 10 Sherlock Holmes. T hey 
a rc a lso negotiating for a Nero Wolf mystery gam~. 

Timeline Lid., publishers of The Morrow Projec1, has just 
released a time travel game ca lled Time and Time Again. It 
tends towards simpler play mechanics and more background 
information than Pacesetter's Timemas1er game - more 
realism 100! The game system is son of a cross between the 
Morrow Project system and the Chaosi um Basic Role Playing 
system. The two books include character generation and 
background on time travel, the World Government and the 
Bureau of Temporal Affairs, (formed from the nucleus of the 
old French Foreign Legion). and GM information on history, 
world weather, money, etc., p lus three short scenarios invoh•ed 
with the Viking, Ancient Egypt and Viemam eras. 

Chaosium has just released an adventure book for Superworld 
ca lled Havoc. It has three scenar ios, plus generated heroes 
and villains, and dea ls with an invasion from space. It is 
cross-stated for Champions and Villains and Vigilantes. Due 
out before the end of the year are; Trial for Tsathogghua and 
Masks of Nylarathotep fo r Call of Cthulhu, (the latter being a 
boxed module with plans of several cities around the world); 
the Superworld Companion with new superpowers and rule 
additions, an article on weather in the game and conversion 
guidelines for Champions and V&V. Scheduled for early next 
year are; Pendragon, (a King Arthur RPG), a book of 
Cthulhu solo adventures, and a book on running Call of 
Cthulhu in London during the I 980's, with the working title 
of Cthulhu by Gaslight by William Barton. 

Hero Games has several .titles planned for Champions, 
including a scenar io based on an orbiting satellite 1h;;1 will 
include game statistics for Superworld, V&:V, Mercenaries, 
Spies and Private Eyes and Space Opera. These are being 
edited by former Space Gamer editor, Aalon Al ls ton. They are 
apparently also working on a n1:w edi1ion of their Espionage 
RPG, to be retitled Danger Unlimited. 

Fantasy Games Unlimited is working on a Victorian RPG 
called Mad Dogs &: Englishmen, which will cover historical 
scenarios plus those in the spirit of Doyle, \Veils and Verne. 
Also on their future release list are two time travel RPGs; a 
revised version of the old Elementary, Watson Sherlockian 
RPG, and an alien invasion RPG (similiar to the US series V · 
and V-The final Battle), Designed by veteran Traveller 
designer, J. Andrew Keith. Plus secnerios for Daredevils, 
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V&:V, C&:S and Space Opera. J us1 recently released is Psi 
World, an PRG of conflic1 between psionics and normals. in 
which players can be either, (somewhat like Scanners?). 

Rumour has it 1hat TSR has obtained the gaming rights ro 
the movie Ghostbusters, and will be using it as the basis fora 
role-playing game. 

Pacesetter has just released Siar Ace, a Science Fiction ro le 
playing game, using rhe same bask systems as in Chill and 
Timemaster. 

Tri, Tac, Inc., has recenlly released expanded. second editions 
of its Fringeworthy in terdimensional RPG and Stalking the 
Night Fantastic superna tural RPG. plus an after-1he-holocaus1 
supplement, Rogue 417, and a Red Dawn-type supplement, 
Invasion US, for Fringnvorrhy a nd rwo scenario packs. 
Hellsnight and Haunts for Stalking. Soon out will be an 
expanded, second edi tion of its FTL: 2448 SF RPG. ln the 
works is a galactic empire supplement for Fringeworrhy and 
FTL: 2448. 

A new company. Winterhawk Games, has just been formed in 
Indianapolis. with William Barton as executive edi1or. They 
p lan to produce licensed adventure supplements for: Call of 
Cthulhu; Fringeworthy; FTL: 2448; Stalking the Night 
Fantastic and perhaps Mercenaries. Spies and Private Eyes. 
Their initia l CoC release will probably be The Web of 
Atlach-Nacha. T hey a lso intend 10 publish a superna tural 
RPG, Dark Worlds by Kun Lortz, and are negotia ting wi1h a 
designer on a Mark Bolan RPG. T he intend 10 publish a 
number of other origina l games in the near future. 

Special thanks to \Vil liam Ban on for providing our overseas 
news materia l. 

MAGlnc now plans to release THE DEVIL 'S ADVOCATE Inter­
nationally, changing the name to NARGUN. The actual 
publication or the magazine Is still not finalised and will depend 
on the ffnancfal position or the c lub, The first Issue Is due to 
be released by the end or January In time for their convention 
SUMMER GAMES I, If the magazine costs too much, It Is 
likely that the convention wfll be cancelled. For those who are 
curious, THE DEVIL'S ADVOCATE has been reduced to the 
name of their newsletter. 

MODEL MASTER Is reported to be taking action against 
JEDKO, for It appears that JEDKO Is refusing to supply 
MODEL MASTER with the products that they distr ibute. 

Stfll on action against JEDKO, ADVENTURE SIMULATIONS 
through Joseph It a llano Is suelng J EDKO for various breaches 
of contract, Including failure to pay for artwork and advert­
isements, failure to honour thei r contract for Super Squadron 
and failure to fulfill their contract with regards to sponsoring 
Phantastacon. 

It Is rumoured that BREAKOUT Is altering i ts production 
schedule so that their release dates colnc!de with those of 
MUL TIVERSE. (How o<ld) 

AUSTRALIAN DESIGN GROUP (EMPIRE AT ARMS) are putting 
the final touches on their World War Two Pacific boardgame. 
It should be finished by Christmas. At this point In time they 
will not be publishing the game themselves, but are negotiating 
with AVALON HILL for publlshlng rights, with no Aust ralian 
Edition planned. If the negotiations fall, It Is likely that they 
will publish the game themselves. 

STRATEGIC STUDIES GROUP have Just released CARRIERS AT 
WAR, a computer game simulating the Pacific War of 1941-45. 
The game Is qui te comprehensfve,wfth many play options, 
Including the creation of your own scenarios. It was researched 
by Ian Trout and written by Roger Keating. They are currently 
working on three more games, but they have no planned 
production order or scheduled release dates. All or them are 
to be written by Roger Keating, SSC does not plan on produc­
ing material from other writers In the forseeable future. 

CONVENTION LISTINGS 
DECEMBER 8th-9th. King Con Is to be held at Moe High 
School, Lord Street, Moe, Victoria. Major competitions are a 
free-form AD&D, Klngmaker and Ace of Aces. Other activities 
Include videos and a barbeque. Contact Ian Harrison, 47 Vale 
Street, Moe, Victoria, 3825; or Megan Watts on (056) 33-1918 
AH. 



JANUARY 18th-20th. Summer Games I, a MAG!nc convention, 
to be held at University High School, Parkvllle. The major 
tournaments are to be AD&D, Call of Cthulhu, Runequest and 
a free-form Traveller. Other activities Include videos, movies, 
a treasure hunt and a spit roast. Enquiries may be directed 
to PO Box 379, Sunshine 3020, Victoria. 

JANUARY 26th-28th. Canberra Wargamcs Convention, and fs 
to be held at Phflllp College, Woden, ACT. Major tournaments 
Include free-form AD&D and Traveller, Trlllfon Credit Squadron 
and miniatures of all types. They are also holding many other 
activities. Contact Canberra Wargames Society, GPO Boit 
1016, Canberra, ACT, 2601, 

FEBUARY 25th-26th. Wargames '85, which will be held at 
Nunawadlng High School In Forest Hills (off CRnterbury Road). 
The major tournaments are World War Two and Napoleonic 
miniatures. It wlll also have Introductory sessions fn miniatures 
and role playing games. The entrance fee Is $1.00. Contact 
Model Master (03) 277 2218 Saturday 10am-4pm, Sunday 
9am•4pm. 

MARCH 8th- 10th. Necronomlcon. No further details available. 

Contact C/-GPO Box 204D, Melbourne, Victoria, 3001. 

APRIL 5th-8th. Phantastacon 85, which Is once again being 
held at the Diplomat Motor Inn, 13 Acland Street, St Kllda. 
The major tournaments will be AD&D, Runequest and Traveller. 
The mini-tournaments wlJI lw::Jde: AD&D Solo; AD&D 
WhoDunlt; Boardgames; Bunnies and Burrows; Call of Cthulhu; 
Car Wars; Computer Monster Bash; DragonQuest; James Bond; 
Runequest; Super Squadron and Traveller free-form. Costs 
(Adult/Student and Concession): Membership $! 5/12; Major 
Tournament $4/4; Mini-tournaments ~$1/1; Dinner $14/14. 
There ls a late fee of $3 for entries after the 5th March. A 
Conpak Is offered at $32/30 which Includes membership, a 
major tournament, two mini-tournaments, and entrance to the 
dinner. Contact CJ- PO Box 45, Mitcham, Victoria, 3132, or 
phone Joe (03) 874 747S. 

MAY 24th-26th. Cauldracon, venue yet to be announced. The 
major tournament will be AD&D and minor tournaments will 
be Traveller and Runequest. Contact Matthew Cohn, I Manor 
Street Brighton, 3186, Victoria, or Matthew on (03) S92 S620 
or Scott on (03) S92 9034. 

Star Trek Variant 

Star Tn·k rlw roll'-playing game has bc<·n avalihlc for sale in 
Ausrralia formTr a yl'ar 110 \\' . Over rhis period of timC' it has 
exptri<'n< <'d r<'latin·ly slow growth. Thnc an· rwo major 
rf'ason, for this. The first being the price of l,50 which is 
hiid1 for any ganw. espC'ci;1 lly high for a rnlc-pl;1ying gam<'. 
Tlw ,(TOnd i, rlH' lack o f d<•vt·lopnwnt donC' on tll<' ganw by 
FAS:\. Thl' g :111H' as ir now stands in the boxC'd edition is 
\'l'ry poorlv d .. n·lop\'d, ir lacks l'mhl'llishm('nt and suffl'rs 
h:ully from :t lack of proofreading. This allo wl'd S('\Tra l 
major rypograghic;il l'rrors, which slipped by. to aff<-cr the 
halann· of play in th<' gam\'. Th<' purpose of this anirlc is 10 
clear up somt· of tht·st· grey a reas and mak<· the g,1me mon· 
rlay;1hk. 

The hest way to nm a game of Star Trek is to ha\'t' betwC'en 
four ro six playt-·rs. wirh each player taking two characters 

. each. This a llows tht' players 10 pa rricipatt' in differenr typt·s 
of adventures. ir. Tht> ship 10 ship combat rt>quires rhar rhc 
people be depannwnt h<'ads. HowcvC'r boarding parry 
anions and plancrry expcdirions require the pany to be 
composed of mainly enlisted m en and low ranked officers 
with on<· highly ranked officer. T his also allows for 
maximum role-playing in the game system. 

Tll<' first major problem with the S)'stem is the action poim 
expenditure table. This suffers from several deficiencies. 
The first one is if you do a flying tackle it costs the ph,1sing 
player all his action points while it costs the non-phasing 
player no actiOf! points at all, 1oexi1 this hex. All it requires is 
a dexterity roll. The same is true for Hand to Hand Combat, 
where it costs the phasing player all his action points while 
the non-phasing player pays nothing. As the system stands, 
when it is the non-phasing players turn to use his action 
points, he can leave that square, draw a gun, and fire at the 
person who just engaged him in close combat. To eliminate 
this, I recommend that it should cost 6Aps 10 disengage from 
close combat or a flying tackle, in addition t0 the dexterity 
roll. This restricts some of the actions that a player can 
perform to a more realistic number. 

The next problem with the system is the ship 10 ship 
combat. In the system that has been developed by FASA, the 
ships arc just too powerful. The ship system ends up with 
the person with the higher tactical ability, having the first 
move and shot, generally resulting in their ship winning the 
combat, as the other ship doesn ' t get a chance 10 retaliate. In 
the interest of making the game much more playable, I 
suggest that all damage that is inflicted, be halved (fractions 
rounded up). This brings the combat down 10 a more 
playable level which requires the players to use some tactical 
skill. 

In the rule book, it states that the percentage addition for an 
aimed shot is 25%, however in the tables in the rule book and 
in the tables on the gamemasters screen it is listed as being 
+ 10%. I believe that the +25% is the correct addition for an 
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aimed shot. This is a more reasonable \'alue for that type of 
action in the Star Trek system. 

The besr way 10 run a campaign in Star TrC'k is use both the 
MC'rchants and rlw Federation. or Klingons. This allows the 
players to expt·ri<'nce the full system wirh all its intC'ractions. 
T he supplement "Trader Captains and Mercham Princes" 
is probably on<· of the besr supplements of the system and 
should 1101 be kft out. Another problem in Star Trek is rhe 
mapping for star systems. For this I recommend the usr of 
anorh<'r ganw systC'm, "Universe", as its planetary generation 
system is rhc besr I have encountered. 

K'IRK ILJE 
C ArJ AUI\OST 
FIGHT,BUf 
THOSE 

DESIGNERS .. 
UGH! 

O verall, the game Star Trek is possibly 100 faithful 10 the 
television series. and this tends to limit the scope of the 
game. If these limirntions arc broken down, and some 
common sense is used in the system, the game can actually 
work. It is a pity that FASA have rushed this product out. 
With some more developemem it would have been the best 
science fiction role-playing game on the market. The only 
other complaint I have about the system is the never ending 
stream of additions which should have been included in the 
basic game. i.e. such things as Klingon character gem·ration,_ 
Starship construction and the trading rules. But I do realise, 
that this is the way to make money, as the full Star Trek 
system now costs a !Ota! of $210. 

by Greg Ingram 



Starts 9am, 17 Dec'84. Send A-4 size, 30¢ stamped SAE for list. 
Tank kits from $2, Dice 50¢, MONSTER MANUAL II $14, Figures: 
25mm Fantasy from 50¢, HINCHLIFF ANCIENTS 50¢, MINI FIG ANCIENTS 
60¢, LAMMING 60¢, 15mm Ancients: TIN SOLDIER $3.20, MINI FIG 
STRIPS $1.00, CITADEL ADVENTURERS $1.30, TRAVELLER BOOKS $7.60, 
RUNEQUEST boxed modules $24, Humbrol 80¢, Modules from $7, much, 
much more! 

CATALOGUES: Fantasy figure catalogue $5.00 
15mm Ancient figure catalogue $3.00 
25mm Ancient figure catalogue $3.00 

FREE LISTS: RPG list, SALE list, WWII kit list, Resin WWII kit 
list, Aircraft list, RARE kit list, Vacuform kit list, 
WWI Aircraft list, 1/300 figure list ($3.20 per pack). 

MODEL MASTER is 10% to 60% cheaper on most items. COMPARE THE 
PRICES!!!! 

18 William Street, MOUNT WAVERLEY, VIC, 3149. PERSONAL CALLERS BY 
APPOINTMENT 277-2218 (B~H.) . Please mention MULTIVERSE. 

PO. Box 45 Mitcham 
3132 

Images provides two basic services. We have a 'new issue' subscription order. 
No longer will you be plagued trying to find your latest issues. All Marvel, DC and 
many other titles are available. You will save money, as all items are sold cheaper 
than anywhere else in Australia. Many other items such as: portfolios, books, 
undergrounds, etc., are also given this generous discount. 

We also have the largest, most comprehensive range of back issues offered in 
Australia. Including early Marvels, DC's, Golden and Silver Age comics as well as 
smaller companies such as: Warren, Tower, King, Gold Key etc. Some local 
products such as Disneys and Phantoms are also in stock. The new list (nos 16) is 
now available. 

We also stock plastic bags, comic boxes (Australian first) and the cheapest 
Index system in the world. Try us now. you are paying too much if you're not. We 
buy, sell, swap and trade comics. 
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Adventure Module 

CR ACK'D AND CROOK'D MANSE 

A Thing for Call of Cthulhu 

by Mark Morri,011 
O riginall )' usf•d as the Call of Cthulhu tournament ;11 
Phantastacon 84. 

11 crouched in 1he c.Jark, comforied by the n<·arn(•,s of 1.ha1 
which it cradled in its arms. ;v1urrnuri11g happily, it tr,,ced a 
finge r a lo ng the black• it \\'as sti ll s lick. Abst"ntly i, ;>t11 its 
finger in its mouth and licked it• 100 salty. It sp,11. Peering 
around in 1ht: ligh1kss room, it paust·d tO lis ten. hc;1d cocked 
to one ,idt· in a horrific parody of an animal. No so uncb. 
They had gon<". It chuckled. II d id not think they could find 
it. 1101 in here ... it could still rcmcmhrr the gasp,. when they 
discovered its h andiwork in the kitchen ... and the dining 
room ... and 1he bedroom ... on the walls. and ov1·1 the ceiling. 
and over 1hc furniture ... It ('hu('kled again. Scrv1·s tht·u1 right. 
tricking it wi1h th,11 wom;,n. it knew slw w.is a spy ... aml thosl' 
('hi ld1en: littlt- brats. I low they squealed .... It ('huckled again, 
a ho llow sound in its paffhcd 1hroat. 

Ti111<· to go. I I ~t◊od up. , 1rnc-lwd, li,1c·11cd again. :'\'othing. It 
mo,·,·d to tlw panel. and fd1 along for 1hc cr;1fk. l1 should h<" 
h,·1L .. \\' IH-rt· is it? \\'here's tht· gap? Th" fals,· wall from thl' 
fin·pl.ll·c·. it ,hould hc hen· ... (;om·! Tlwy'd tak,·11 \\'('apon, 
splint<"" fie\\', and again: felt thedl'nt: minimal: 11app1·d. rn, 
110 110 110. again i1 swung 1he wc-apon. the handk was s lick 
with brains. it flew off into thc- d11rkncs, .... i\luM g('l 0111 ... 
Must ust· h,mds ... no no no 110 no ... ;iftc-r all 1hn· had dom· to 

it, now this ... must. .. dig ... o ut. .. · 

Oblivious to tht' splinters driving in undrr its fingernails . i1 
howled as it scrabbled at the walls. 

The man flung open the door a nd rushed into thr brdroom, 
his d ressing gown flapping wildly, his s lippers s lapping on 
1hr wooden floors. Hurriedly h e knelt down and emptied his 
pockets . t h t' shotg un cartridges tumbling out o nto tht' hearth. 
Quickly hr s tarted scooping them out • aft<' r al l this time, the 
solu1 ion was finally in his grasp. Fo rthcfirst 1inw in months. 
ht· \\'as trttly happy - soon hC' \\'Otild hr free. He whis tled as lw 
worked at emptying 1he shells. sitting on the hricks of the cold 
fireplace. 

H e 1,·as so engrossed he did not IH'ar the gurgling bl'hind him 
until it ,,·as 100 ht1 P. 

Players' Introduction 
(From the Winsbury Wc-ekly . .January 10 th . 1925) 

Winsbury Millionaire Vanishes 

by Joseph Virelli 

\\'insbury policP ,,·ere t0day im·cs1iga1ing the disappearance 
of millio11;1ire Pxplorer. sdwlar and la ndowner Arthur 
Cornthwaite. i\lr Cornthwai1c- was las t seen on his estate bv 
h is solicitor, :\Ir Reg inald Dodge. on January 7th. M;· 
Corn1h,,·a i1e has 1w1 been s<·t·n sine{', and a ~eard1 of the 
grounds o f his property by S heriff Whitford has rc-,·ealed 
n othing. 

Howrver. Sheriff Whitford does no t see undue rnusc- for 
a larm, as Mr Cornth\\'a i tc w,,s in 1hc h.ibit of IC'aving on 
international <·xpeditions on the spur of the moment. A 
widower and an 0 11ly c hild. the Sheriff canno t th ink of 
a n yone Mr Cornthwai1e wo uld have seen nrn·ss;1ry to inform 
of his departure. Thdact that he had firC'd his s taff one hv o rw 
in the pre<·ecling weeks is furth('r indication that hC' is 
spending lime abroad. BcsidC"s, as the S heriff righ 1fully 
pointed out. he's only brcn gone three days. Winshwy )o('als 
nerd no re-minder of \\'ho :\fr Corntlrwaite is . a~ his gencrot:~ 
don ations 10 lontl charities have b('cn ho11n1if ul and conswnt 
since his arri ,·al in the a rea in 1919. \\'c ho p(' that he will 
hurry back ,oon. 
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(C:o rrt·spo1Hlt·11< ,. to O il(' of thc Ph•:t·1 Ch:11:1< tn,. prd,·r:,l,h ;, 
l'ri,·a tt' i1l\'C-~tig:11or) · 

}11111.wry J0//1 . /1/25 
l>N1r 

/Jodg1·. <;rabbit :.,- / fo1111 

.,/ 1101'111' )',\ II( / ,(ll(' 

Mam Strr-el 
I ! '/ .\ "i/H /0' 

I ltm·,, lt eard of your co11.,11h-mb/1• ahi/111e., 11.1 1111 

im•1·.1tig11tm· of .,1ra11gc 01narr,11u'.1 /"· 111,·a11.1 of a 11111tw1I 
fl f'(f llfli11tr,111(', and 11111 writing lo ) ' Oil 111 tlu· //()/)1' 1/wt yo11 
w ill takr sue/, a rr1s1·011111r b,,l,alf · 1101 tl,at 1/11•, irn,111.1ta11n·.1 

11111)' w11rra1111111 im ,esligatio11 of yo11r partic11lflr /)l'r.<1111sio 11. 
llllt as tltc 111 i.,sin.s.: g1'11ill'm<111 in qw•stim1 i., " ·" holar of 
r1111iq11itics, I / rel the ms,· 111/1)' b,• of 111/t'rt's/ to ) 'Oil. 

I ,1111 a /)(lr/111'1' of rw l'.,tablislu·tl legal f irm in l! 'ins b11ry, 11 
low 11 11ortlt of Bos/011. ,\Ir ,,1,-1/111 r CfJmtltwait,, is ,m,· of 01a 
dit11ls. and a., hi., .\Oli, itr,rs wt· hold n ·rtai11 tlon11111·11/s i11 
1r11.H /or him. ft wot, ld a/>/>t'ar I/tat Mr Cm·11tf11Faitr lt11s 
tlr /)1,r/1' t! witho 111 11/1/)11>"1•111 /ra1·,,. hlld this lt11., lt·/1 11.1 i11 11 

q1111111iary a .1· '" ltm,, to 111a1wg1' hi., ,·stat,, in h i., 11b.,·,,,1,·1· 
,l'itlw11/ 1, is r111tlt11ri1y 011 .wf'h lllfl/1/'l'.,. 11 ',, 1t11J11 ld lilu· )'IJII to 
,fr10111i11r :\fr Corn1 /1 11·11 i11,'s w h nrabo111s. 1111d ob111i11 from 
ltim hi.1 wisJu,.1· in rrsj>nl of 1/,i.1111111/n. or bl'//(')' still rr•q11rst 
tfu,1 ft,, 1·1111/111'111s. 11',, ltm•t' alrl'adr sought to ('JH11rr tllflt the 
g rowuls of hi., />r()/>•' l'/\• arr 11u1111tai1u,if in !tis abs1•11a. but 
rfforls in this r,,gard /111;,r b1't'II II o ,111plrt1· deb11d1•, and t/11u 
w t' wo11ld f>J't'/1·r /tJ all'ait word /mm Mr <:omthwailt' brfor1' 
f11J'tltr,· arf i()II. ,I/so. if it slto11/d · hr1w r11 forbid -1ra11spiu 
that Mr C:omtltwaill' is ,w lo11g(')' with 11s, thrn wt' will need 
l'l'idcnn' of .I/Hilt' lo proceed wit It h is wish1's 11s 0111/i111'd in !t is 
Last Will and Testament. Hopefully, this is an unneccessary 
rn111i11gl'nc)' . /ml Ollt' which we 11111st rnnsidn in tltr light of 
Mr Cornth waitl''s 111ystoio11s de/)flrturr·. 

I hoj>e that )'Oil will r·o11sidn th<'-'<' mallns. 1111d would lik1' to 
extend an i111,ilatio11 lo )'ott to al/r11d an i11t1•n•it•u• at 0111· 
offices as soon as is co111,r'11ir11t, to dis1·11.,., both th,· details of 
the t(Hf 11nd )•0111· /JTtJ/<'.uional /r1's. 

A11tiripa1111g II j)r<m1/>I rr/11 )'. 
l'1111H /ailh/ 111/y. 
lfrg i11ald l )odgr 

The Real Story 
In tht' heart of nu ,d N(·w En g land sia 11ds tit(· Fit~ger:tld 
i\·lanse. a large propn1y " ' ith a h iswry of mi,frn 1111t('. Th,· 
house in itsel f is no t c ,·il , hu1 has bt·en tlH' v i, tim of 
unfortunate circumstances, the lates t of which is terminal~ it 
has bc:come a crack'd and rrook'd m:rnsc. and its d t·s tr 11n ion 
is imminen1. 

The ho11St· ·s history prior to thC' e, ·ents conn·ming this 
scenario has b(·c·n Yioknt enough: lh(• origina l owrwrs and 
builde rs, the Fi11.g c·ralds . wne all s lain during tlw C i,·i l War. 
Years latC'r. at the turn of th C' centur\'. tht· house (' ndur<"cl it.s 
most tragic phase wh('n a lat<T o "·nc:r: unable lO <"Op<· " ·i1h tlw 
londiness and pc·acdu)n('ss of the cou n1rysi,k- a ftl·r making 
his fortune· in tht· c ity. hc·camc· fi rs t par;111oid, tht'n 
schizophrenic. ;ind finally psychopathic. mmdcring his 
young fam ily. Seeking to evade pmsuit. h('conn·alcd himsdf 
in ;1 monk-ho lt on the second floor of th r ho u se. hut 
discovered that he was unable to escape • his sad remains still 
Ii(· se,tled "·i1hin the' \\'alls. 

T hC' )Hl'S<' tll t' l'l'nts " ·en- set in mo1io11 w he n A r1hur 
Cornthwait,· . millionaire explo rn and archat·ologi s t. 
purchased the d\\'dling in 1919. Ile-re Conr1h\\'aitl' ~p(·n1 
mall} a happ~ hour rl·~earching for ,,·hat lw plan1H·d 10 hr hi, 
g reat(·s t ('Xf1l'di1ion • to disro H·r th<' final s<·n<·1s of a l.0s1 
Trihe in S1)uth :\nwri<·a. 

C:o nrth\\'ait(· d<"pa11ed for the jungle, in 192'.l. ful_ly .,am· anti 
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cxp1·1·1a111 of gn·a1 n·,Tl;11io11,. Thi· 1·xpnli1 ion iran·lled IO 1he 
appropria1t' ;1n·;1, and s1·1 IO \\'ork loc11 i11 g- dH' hug-t· SIOIH' 

s1r11<"ltir1· \\'hich "·,is ihl' tribl'·, lt'mple. Thl' learn " ·as 
co11s1;111ily har,is,cd by dw !)H'St·n1-day na1in·s of lhl' area. 
\\'ho pcrn·in·d 1ha1 a gr('al 1aboo \\'as abou1 to be brt'adwd. 
Pressing on regardless, C:orn1hwa i1c and his men C'nlercd 1he 
1empk. Hieroglyphs and s1rangc ca1Tings 1old 1he s1ory of a 
people \\'ho \\'Orshippcd somc1hing from beyond 1he srars• 
rhe Old Ones. The carvings de1ailed 1heir cfforrs 10 call do\\'ll 
1heir gods to dwell amongst them, \\'hich cirne 10 pass. L-11e1 
car\'ings told of a ficr~x·.ba11k bel\\'c<·n 1he people and 1ha1 
\\'hich 1hey had summo ned. and 1hc fun her srruggles bet1\'\·en 
the summoned and their sen·ants, 1hr gro1csqul' Shoggoth . 
The final hasty carvings recorded the , ·inory of 1he Cod's 
sen·,rn1s, a nd the abandonment of 1he 1rmple by the people. 
who perished namelessly in the jungle. 

Sadly. Corn1hwai1e \\';JS unaware of 1h(' Cihulhoid signi­
ficance of the carvings. 1rea1ing 1hcm ra1her as quainr local 
)('g('nds. They vrn1ured deeper, 10 discovn 10 1heir las1ing 
horror and ultimate damnation 1ha1 the "ser,·ant" \\'as siill 
alive - Ct'nturies of fcs1rring had moulded 1he Shoggo1 h in10 
one single massive en1i1,-, a huge pulsing pool of corpulrnr 
organic ho nor. C:orn1h\\'ai1e alone escaped the carnagC'. 

Fleeing hack tO New England, he drlvt'd into studies \\'hich 
h e had previously shunned as "nack•pOI" , researching i,110 
arcane books and forbiddt'n ri1 uals. aw,1i1ing 1hC' day when he 
could use rhe terrible magic ro rcmO\'{' tht' malignancy from 
the face of the plane1, hurling it far back our in10 IIH· s1ars 
fro m whence ir came so lo ng ago. However. a tragi<"ally 
simple oversigh1 in his watc hing of the stars became a fawl 
flaw and instead of sC'nding i1 forrh, hr summoned ir hence 
-to Winsbury. Ir flowed inlO rhe cavities in th(' "'alls of his 
house, oozing forth a1 nigh1 10 feed on 1hc· servants and 
animals, becoming so bloated on its charnal diet that ii no\\' 
completely fills the cellar. and all of rhe w;ill space o n 1hr 
ground floor - hcncC' 1he house cracks, gradually worked 
asunder by rhe shifting bulk of the horror rhar lurks within. 
Cornthwaire was b('sidc himself with terror when he learned 
that his nemesis had come to him, and frantically he sought a 
way ro destroy ir. Purely by accidc111 he discovered a weakness 
in the thing, bur before he could r<'move it for gocxl it snaked 
out and snatc hed him 1hrough the fireplace in his bedroom, 
dragging his body down, breaking his bones as it pulled him 
with unbelievable strength down rhe narrow chimney. down 
into the cellar, where it fed on his mashed corpse. 

The house is now dark and quiet, except for the occasional 
creak and twinge as the plaster loosens and drifts 10th<" floor. 
The house is now dark and quiet, and waiting .... 

Winsbury 
Winsbury is in rural New England • huge dew-soaked 
properties sprawl across the countryside in an idyllic rustic 
vista. Win bury is a smallish town, primarily existing to serve 
the needs of the farmers. Buildings of interest include a 
boarding house, a town hall, a police station, an asylum, a 
n ewspaper office, a town library, and the offices of Messrs 
Dodge, Grabbir & Runn. 

Boarding House 

This near and scrubbed building is run by Miss Edith 
Haggany, as it was run by her mother before her, and h er 
mo1her before her. etc Miss Haggarty main1ains a clean 
house: no chewing tobacco, no ~moking, no alcohol, no 
unmarried couples and no nonsense. Despite her puri tan 
disposition she is a kindly o ld soul, with half-moon spenaclcs 
and silver hair. Her primary inr.:resr in life al her advanced 
age is gossip - she knows evenhing abou1 everybody, and 
will gladly discuss th em; in facr, the invesrigawrs will find 
1ha1 once they start her talking, it will be<"xtremely hard to g('t 
a word in edgewise, but if they manage 10 steer her wwards 
whatever topic they wish to discuss, sh(' will be more than 
willing to divulge everything she knows. She will describe 
Cornrhwaire (accurately) as a most thoughtful and gen('rous 
gentleman. The rest of her conversation can rend robe quire 
inane a r times (" Did you know rhar F. Scan Fitzgerald once 

18 

drove pas1, right o ur frn111 of 1his , ·ery hous<·' Indeed!") Th<' 
investigators GIil board here while tht·,· compklC· lhC'ir 
in\'es1 iga1ions in to\\'n. 

Dodge, Grabbir & Runn 

These respect a blc gen I lenwn were Corn 1h wa i I<' 's sol ici !Orsi 11 

all maners. ThrC'e vt·ry washed-our looking link· m(•n in 
\\'ashed-out looking li11le grey suits. 1h1?y are fundarrwnt.tlly 
timid. so much so 1ha1 they ha"e called in investiga1ors ra1her 
than look into Corn1hwai1r's dis,1ppearancr 1hemsel\'CS. so 
that if any1hing is amiss. 1hcy c,111 safrly \\'ash 1heir hands of 
the mailer. 1 lm,·e\'(' r, 1hc,y are anxiou,; 10 find Mr Corn1hwai1c 
(so pathetic are they that they haven'1 actually been into his 
house, simply spent hours standingou1 fro111 calling "An ybody 
home?" ). 

Th(' solicitors kC'Jll :Vlr Co rnlh\\'ai1<· ·, hooks, ;1<'Coun1,. ;111d 
will. E1hics pn·, ·1·1111hcm from disclosing lh<·<·ont,·111., of Ill<' 
lalH'I' donm1en1. hu1 IIH' inV('Sti_14,11or, an· \\Tlcon'lt' lo in,p<'<'I 
1)1\' ledger~. Th<·s1· "'ill 1(·, ·cal 1ha1 :\nhnr Corn1h\\'ai1<· \\'a., a 
millionair<' explor!'r, "·i1h many irwl'slm1·n1, to liuy up hi, 
financial JTS<'J'vt·s. :\11 Anounting ro ll \\'ill IT\'t•al 1ha1 
C:ornlh\\'aite's lasl rnajorcxpnli1io11 " ·as 10Sou1h i\nl<'ric1 in 
1923. Various entries record 1hc· hiring of m!'n ;111d 1111· 
1rnnspon of t'quipmc111. bu1 ,111 Idea rnll will n·, ·,·;il 1h;i1 
passage for onl" on<· ))<'!'son \\'as hooked ou1 of So111h 
America. 

Ano1 h('r i111crcs1ing fac1 to h<' found in 1h1· k-dg\·r. on <·illwr ;111 
Accounting roll ora Spot Hidden roll (Hey, rhar'sodd!"), is the 
last cn1ry in llw kdgt'r: 011 January i1h 192:> C:orn1hwai11· 
req11es1cd that a dump 1ruck full of sail he dclin·rc·cl 10 his 
propcny. This ordcr ,,·as 1101 filkd (Cornthwai1c··s disap­
p('arann· occurred \\'hilc Dodge"'"' s1ill lining ir up), If th\' 
im·es1iga1ors ask for 1he order to bt' fi lled later o n. he \\'ill 
grudgingly oblig<'. 

The ledgers do 1101 incl11d<' s1aff · Dodg<· \\'ill explain 1ha1 
C:ornrhwaire liked 1.0 "hire and fir<' •· h imself. and 1h(' 
snl iciwrs simply made a payroll ,l\'a i lab le \\'hich Corn1hw;1i1e 
divided and dis1ribu1ed himself. 

Mr Oodgc will give the im·es1iga1ors 1wo keys, explaining 
tha1 one is the house key and one is lht' key 10 a bungalow on 
rhe propeny. He will explain 1ha1 1his bungalow h as been 
specifically cleaned out for 1he investigators. so that they 
might be able 10 coll(luc1 their hun1 on the property itself. He 
will further poi111 our that they have been booked into rhe 
boarding house umil such time as they are ready 10 move ou1 
ro 1he mansion. Overall, the solici1ors will help 1h(' 
invcs1iga1ors in any way 1hey can. They are very anxious 1ha1 
their most prestigious dien1 be located. 

As a final note, Mr Oodgt· will men1ion their cffons to keep 
rh e garden trim, bur point out rhar this w:1s a comple1<• 
disaster. If pressed 10 elaborate, he wi II say that a gardent'r was 
hired . Mr Sidney Mescon - bur 1he man losr his mind; "100 
much moonshine", He was found on the property by the 
sheriff, munering and babbling to himself. 

The solicirors will pay the inves1igators $100 each ro local(' 
Mr Cornthwaire, with a $150 bonus for the team if they have 
an answer within rhe week. Bargaining may be used to drh·e 
them up in price, at rhe Keeper's discretion. 

Town Hall 

Here a Law roll is needed to persuade the dusty li11le clerk of 
their worth ("Can't talk ro you now, pu1 in a requrst fill our 
this form. has lO go upstairs for a pproval.. .. where are 1lw 
Form 17B's?"), but o ner they hav<' rwgoriated with him rlwy 
may have access to any kgal don11nen1s that the Keeper 
1hi11ks it reasonable· for them to find · birth & dea1h 
certificates, etc. They will douhdess look for thC' Titk Deed, 
Which is to be found on a high sh('lf, tied with a faded red 
ribbon, with an enormous Huntsman living in ii which will 
crawl ever so slowly down the investigator's arm when he 
reachrs out 10 rake the document.. .. The Deed records the 
house's origin,11 builders and owners, the Firzgeralds, in 180-5. 
Liuleelse can be found, apart from C:ornrhwaite's ownership 
of the property since 1919. Note that they will not be able to 



find plans of the house! (Where's the fun in tha t;') 

County Shc·riH's Offin· 

Th" shl'riff i, \\' i II \\'h i1 fonl. :i jol I y man "'i I h ll'hi ll' ,iddit111 "· 
in his 111id-[iftit·s. A hoi,HTous charac 1,·1. lw·, " ·illing to i;,lk 
;111d h,··, " ·illing 10 lwlp. IJ11t h" 1,·rn1·1 tak,· rn1 ,hi t !10111 
a11\'IJ0dy • if h(''s harass<·d lw "'ii I stan h) <'L1111mi11g up. a nd ii 
pushed ru1 tlH'r 11(', ;111 mak(' life \'l'n diffi, ult 101 ilH' ou1-ol­
to \\'!HTS. 

I k ""I"'' 1, no fo11I pl.i) in th(' C:orn1h1,·:1i1, · <;""· Tht' 111;111 
\\':IS kllO\\'ll to 111;,rch ·orf Oil ('Xpt·di 1ion., ;I( ,h<>ll noti<l'. 
p:111indarly hirn('(l ;11 '" h i, di,111is,al ol h i, "'l\dllh. a ll or 
\\'hom \\'('!'(' folk rron, Ho,ton. :ind \\'ho did11·1 do ihl'ir 
shopping in \\'i11sh111,·. 

An On11ory 0 1 Debatl' 1nll \\'ill gt't \\'hitlurd 1,, st:11,· 
( lruthfull \' ) 1h:11 1hi, i, :di ht' knm,·,. I It· " ·ill 11H'nl ion t l11 · 
a11i111:d di,appt':nann·, ii pn·.,s('d ("h,·1,··s ;i \\'<'ird ""'' for 
\'

0 a l I. .. ) ( ::111 k ;, nd ,toC"k h:11·,· ht·t·n ,·a II i,h i ng - and ka, ·i 11g 110 

l'l·id, ·1Kt· ol blood,! tll' or ft.a l ll<'rs. l'lH.' rnng,· of a n imals 111k 
0111 rthilt'r, · hors('s. '""'' · donk,·y,. ctis. gent". d1ick,·11,. 
Jog,. t'IC. ,\II of !11(' disa ppt':1r;11Ht·s st·t·m 1<> ocn11 on 11igh1, 
j 11.,1 hd<>1<· :1 h,·:t ,.) dt'I,· · \\'hi t fo,d \\'i II 111<·111 ion I h;,1 ill<· gra" 
Ii." ll\·t·n 1110is1 and shin) 1igh1 up until 111id-moniing. \\'hl'n 
Ill' h :ts li<Tll c:ilkd 0111 IO look inlo yt'I :11wthn ;111irn:il gon<" 
missing . Tl..- local th('<>I) i, "'ild clog,. ln11 \\'hi1fo1d ln·I, 
1h,·) " ·.,11ld 1,·nd IO k:nT 1r:icb. I It- ho11(0sily dot",n·1 knoll' 
,d1;11 111 1hink. 

TIH· ,1ory aho111 TIH' :inim:tl, <":tn ht' ha<kt'd up h) TIH' loc;tl 
f;1r 111t·1,. ""n,· ol 1d1om C'Ot1 ld h:11·,· S<lllH' q11:1i111 tlwoi i,·, 
:ihou1 tlw plw110111<·non. at tht" K,·,·p,·1 ·s op1ion. ;\lo,ily. tlwy 
\\'ill sp,·1HI 1h,·ir 1i11H· sn;11ching Tl1t·ir bt":trds., lw"·ing on 
th<"ir cornc-oh pip<",. a nd moaning about losing "01 ' _lc·,si<", 
1 h(· hl'SI mi lk,·t ft-1 ,ni k ., around." Thl' inn·stig;11rn·, 11·i II h,-:11 
or ;1hou1 h :ilr :i dn1.<·n 01' Jt'"i,·, ir 1hcy do the ro1111ds of ilH' 
farnwrs. 

Town Library 

Th" library has a goodly range of books and periodic.ils . 
The librarian is Susan Arwd l. ,t lwspenadcd wom<·n in her 
mid-tw('ntit's . She· will be friendly and hPlpful. how(",·cr. if 
Ar1hur Cornthwaitc is mentioned slw ll'ill roll 11p h('r ey(·s 
and exclaim "Arthur C:orn1hwaiw. Anlwr Cornthwaitl'! 
Don·, 1:dk to me about Arthur Corrnhwaitel" if p1-csst·d for 
details she \\'ill explain that Cormhwait<· has a la rge numbn 
of O\'t'rd11e books. mainly his1o rical. geographical and rPligio 11s 
texts . One book in p ;1rtindar sh(' "'ill mention is "Tht· 
Missiug People" by Thomas Pratt , which Cornth\\'aite took 
out in 1922. (An Anthropolgy roll will reveal that Pratt is a 
noted but somewhat off-beat anthropologist). 

Th"rc is nothing of intCTl'S t 10 he found in 1hc library. (•xn·p1 
books hy C:orn1hwaitc himself. of Archaeology and :\ncic111 
Religion. all of which an' pretty tame, the la1cs1 of 1d1ich ,,·.ts 
published in 1921. If players arc interested in local nc \\'s ;,nd 
lore 1hr librarian wi ll refer 1hem to the \\'insbury Weekly. 
where all of tlwold edi tions of that illus trious publication arc 
s1orc:d. 

Happy Daze Rest Home 

In th is .,unny am! well•k<"pt sanitarium is lO be found Sid 
;\ksco11, the ii I-fated gardener. (Mescoll wcn1 up to the manse 
10 start ,,·ork. H,· manag<"d to restore to working order a l I of 
the tools in the shed. b111 before he could s1a r1 work he "'"s 
unlucky enough to glimpst· the Shoggoth oozing out of 1he 
house on one of i1s nightl y forays; this sight has left him 
denmged, unstable . ;ind dangerous). 

At the reception desk. 1ht' secretary will be a ble 10 confirm 
tha1 Mcscott i, in fact an in matt' - Oh. I beg your pardon. 
pa1ien1 - bu1 should the im·estiga1ors wish to speak wi1h 
him thev will h;ivc 10 c0111"ince Or Rrncc Mcil·or of ilwi1 
sinrerity ;md professionalism: this can be done , ·ia a Psychology, 
Credit Rating, or Debate roll. If they succeed. a singlt 
investigator wil l be allowed 10 sec Mesco11. who is c-urren1I~ 
out in the grounds. 

He will be found in th C' gardrn. digging holes and planting 
acorns. He is ,·aguC' and cod used, and a Psychology roll will 
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revl'al tha1 h (• is deranged, hi, per,011,tli1,· .,ha11en:d b) a · 
1nassi1·c- shock. A Psychoanalysis " ·i!! makl' him l11cid (hridly): 

"I went there .... 10 dig .... hut th,· hont·, and the slime and 
screaming and oh god oh god o 1, ::,id T l IE BO\:ES'." ! k "'ill 
1hen leap for 1hc inve,1iga1nr's 1hroa1. It "·ill tak(· the 
o rckrlil's !l rounds 10 arri,·c and forc·ibly 1T,1rain him, duri ng 
ll'hich time 1h(' i1l\'es1iga1or will han· 10 fend for himself. If 
ei thn of them i, killed. the murckrer \\'ill he arrew:d. I( 

.\ksc-011 is killed. 1hf charge \\'ill bt· manslaughter. but 1he 
(('~;,I p1on·s~es \\'ill pffecti,·ely 1Tmo1·e 1ha1 invcs1iga1or from 
this ,ccnario. 

\\'hatevcr 1he nuln)lllC'. it ll'ill not bC' pnssihlr to ,·is it ;\ksc-011 
agai n. 

Sid \k~<OII 
STR 13 CO:\' 10 SIZ SI\' I' i POI\' 9 
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I'hrn11k : .. >.r>o~ i lH d:un:t~c.· 

The Winsbury Weekly 

The offices for this respected \\'inshury periodical arc- 10 be 
found on the second floor of a building in the centre of tmrn 
(a fros1ed glass cioor bears the le1tering: "Winsbury Weekly 
- Established 1887). The cdi1or is St,111 Artemis, a gregarious 
man in his late thirti('s. When firs1 se(•n (roll SA'.\') h(' is 
\\Taring a brigh1 red & green check suit and ;1 panama hat. H e 
is a naus<·,ttingly friendly pC'rson, and \\'ill gl.,dly ;illo"' 1he 
invt·stigaiors to look 1hro11gh the o ld files of 11!'\\'SJ)apcrs. 

A Library Use roll on the files will reveal v.irious art icles 
mentioning Cornthll'aitc. strc1ching back lo 1919; opening 
ft·1cs, a11c·nding IC'a parti('s, donating 10 lh<·church, winning 
a1 bridge nights, e1c. There is nothing ur1toll'ard printed 
about him, The following two articles are of special interest 
to the investigators. and a Library Use roll is needed to loGite 
t·:tch: 

(Fruin the \Vinsbury \\'t•ckly, M<1y 17th. 1906) 

New England Family Slain in Bizarre Attack 
By Miles Stanford 

Mrs Gloria Curwen and her three children (Harold IO. Sarah 
7, and Susan 5) were today found brutally murdered on their 
estate north of Winsbury, the Fitzgerald Manse, Deputy 
Whitford of the Winsbury County Sheriff's Office discovered 
the crime while making a routine inspection. He reportd that 
the family had all been struck down by a number of blows 
from an axe. No m1ader weapon has bun discovered, but a 
servant has been dl'tained in relation to the incident. Mr 
Arthur Curwen is still wanted by Sheriff for questioning. 

Animal Disappearances Continue 

By Joseph Virelli 

Farmers and residents of the IVi11sbury district have been 
reporting 1111 unnawrally high degree of loss of stock and 
pets. The authorities are baffled by the fact that ther has been 
110 trace of thl' missing beasts - it is clear that professional 
rustlers are at work. The first recorded disappearance of this 
nature oaured on December I )th 1924, when one farmer 
reported losing all of hi.~ donkeys. 

Until the mystery is solved, the Count.y Shniff is asking all 
farmers and animal owners to en sure that their animals are 
kept i11 their pens at night, Investigations are contirwing. 

If the inves1iga1ors ,,sk about Joe Virelli. Stan will explain 
that J oe is a n·ponrr and photographer " ·ith the Weekly, bur 
1h:ll he is present!) out of lO\\'n for a [C'\\' days covering an 
important baseball match up nonh. 

This concludes the i11form,11ion 10 be discovned in Winsbury. 
The irwcstigators sho uld now be ready to 1ake up residence at 
ill(' Fitzgerald Manse-. 

The Fitzgerald Manse 
The Estate 

The hou~c· is ten miles out of \l' i11sb11 ry. in a peaceful bu1 
i,ohw·d di,tric1. :\, the inves tigators arc:dri1·i11g out to it. tJH,y 
\\'ill set· huge and omi11ous cloud, g;1tht·1 ing 0 11 the horiwn. 



The house is surrounded by a tangled garden, which in turn 
is bordered by a high stone spiked wall. There is a locked iron 
gate, for which the solicitors have neglected to give the 
investigators the key. They must break the chain, use 
Mechanical Repair to pick the lock, or abandon their vehicks 
and clamber over the gate. Within, a wide driveway leads to 
the house, off which branches a path leading 10 the bungalow. 
A Spot Hidden roll will give the investigawrs a glimpse of the 
bungalow's roof through the trees. 

The ideal sequence for the investigators lO explore the 
property is to first find the bungalow, unpack, and choose 
beds. They will then no doubt venture into the garden, 
wherein they should be encouraged to seek out the gardener's 
shed. Soon after they leave this, the swrm will hit, driving 
them back to the bungalow for the night. This sequence is by 
no means compulsory, and in fact diHicult to impose, but 
during play-testing proved to be the most exciting and 
tension building introduction. Usually, if given a glimpse of 
the bungalow, players will head for it (if not, remind them of 
their heavy bags and suitcases); once they depart from the 
bungalow, when given the choi..:~ of going back towards the 
driveway or "up the garden path" they will choose the path; 
and once again, if given a glimpse of the roof of the gardener's 
shed at the appropriate junction, most players will tend to 
want to explore it. 

In any case, the storm should be used w prevent them from 
exploring the house first. 

The Garden 

This expanse of runaway foliage is overgrown, and . 
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threatening. It is almost impossible to force one's way 
through, but there are a number of easily traversed paths. 
Several encounters and happenings can occur in the garden: 
an investigawr could be tripped up by a tree root, which he 
will swear was not in his way when he first stode forth; 
similarly, an investigator may be struck on the head by an 
overhanging brnnch, for which there seemed to be enough 
clearance; In another place a huge fungi encrusted log has 
fallen over the path in a particularly damp area, which 
should provide an amusing diversion as the party try to 
clamber or jump across it without getting their clothes fihhy; 
and in another place on the path there is a huge and slippery 
mud patch, which may send some of them sprawling full 
length, necessi tating a complete change of clothes. These and 
other ideas can be used to make their journeys through the 
garden interesting, as well as to heighten paranoia. 

A Zoology roll in the gardens will reveal a complete absence 
of animal life; a Tracking roll will uncover at some point a 
beautifully preserved boot print, in a patch of mud which was 
subsequently draped with a fern, thus protected. The boot 
print is recent, and the boot in question belonged to someone 
with large feet - Anthropology would allow the investigator . 
to estimate the wearer to be of SIZ 16-18. No other tracks will 
be found. 

The Shed 

The door to the gardener's shed is slightly ajar. 'Within it is 
dark, and there is a litter of waste around the floor. T here are 
many tools: a wheelbarrow, a pick, a shovel, some hedge­
clippers, an axe, an axe, an axe, an axe, an axe, an axe, an 
axe ... There is in fact a rack of eight axes, with one missing. 

When someone moves into the shed to explore, he will __ bump 



into thC' various tools, and r('CC'i\'C' ; 1 n11 to the shins from a 
shovel. a slash 10 thcdwC'k from a rake . etc: a ll of !11<:' wolsan· 
extra sharp, and it may S<'Cm 10 1lw paranoid as they stumbk 
around in the bad light that 1hc implC'nwn1s ,ne animating 
1hemsdvt's. 

Finally, there isa garden \'ariPty poisonous snakecoikd up in 
the li11cr, which will rear up and sink its fa ngs into anybody 
who treads on it. 

( ;:udt•n Snake 
STR 4 CON 7 SIZ S POW 9 UEX t7 HP 5 
Bitt· 3Y¾, I 03 • Poison POT 'I 

In short, try 10 make this whole building threatening! 

The S1orm 

This should hit as soon as the investigators have c·xperienn·d 
the shed, or in anv case before thev reach the house. The storm 
is of unprecede.111ed savagery,' a nd will be talked of in 
Winsbury for years to com<· (1101 that they have all that muc:h 
to talk abcrnt in Winsbury at the best of times). ThP wind will 
howl and roar, hurling trees around and driving she('IS of 
blinding n1in. Thunder detonates explosively direc:tly over­
head as lightning carves the sky asunder: in shore the storm is 
as vioknt as you can describt· it. It continues well into the 
night, occasionally calming down 10 pt·riods norm;,I rain. It 
wi 11 hav<· ksst·ned IC) a drizzle just bdorl' dawn, and cl'asl's not 
long a fter sunris<·. Thr gardC'n will he cit-an. dripping. and 
vc·ry muddy. 

The Bungalow 

Nin·. wann and dry (h<'h hdi ). Tlwrt' is furniturt'. food 
supplies, a fireplace, fn:shly choppt'<I wood. in short pkntyof 
comfort. lnves1ig,11ors should he asked 10 indicate where they 
are sleeping. 

Hiding under one of the beds is a horrific black beast, two feet 
long, with red-rimmed cyes: it is a raccoon that fell down the 
chimncy, a nd has not bccn a ble tocscape. If not discovered, it 
will make its presence felt at night, furtively scratching under 
someone's bed. 

Late at night, at the he ight of the storm, there will be a flurry 
of pounding at the door. It is too dark 10 see who is o utside , 
and the storm is 100 loud to shout. The pounding will 
co111inue. If 1he door is opened a crack. the wind will tear it 
open with a bang; a whoosh o f air will scream in and s11Uff 
out the la ntern. At that momc111 the hugest bolt of lightning 
will burst. Etched against the door is a SJZ 18 figure - with 
an axe! 

Although their reaction will most probably be spolllaneous, 
and violent, this is in fact neither a crazed axe murderer no r 
the ghost of Arthur Curwe n: it is m erely J oe Virelli, on his 
guard against snakes (the reason he took the axe from the 
shed). He is dressed in a lumber jacket, and has a notebook 
a nd c:amera. He was passing the manse when his car broke 
down, so he sought shelter from the storm, whilst hoping 10 
do some follow-up work on his story. He was unable to get 
into the house. He will join the investigators, taking notes, 
photos, e tc. His real purpose in this scenario is 10 "show how 
the monster works", use him as the Shoggoth's first victim in 
1hedimacticconfron1a1ion. Happily, Joe is quite unaware of 
this! 

THE BUNGALOW 

·'t& '.u 
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J0<• \'irt·lli 
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The House 

T he Fitzgerald Manse is a sprawling exercise in gothic 
architecture, shuuered and brooding. It is two-storeyed. and 

• can be entered by c·ither the front door (for whic:h th(' 
investiga tors have th<: key) or the bac:k. There is also a pa ir of 
wooden hatches giving access 10 the cellar. i\ Tracking roll will 
reveal wheel ruts leading 10 this - trucks would pull up to 
this hatehway so tha t wood and coal could be unloaded 
directly 10 the cellar. without ha\'ing to tramp through the 
house. There is a hole in one of the hatc hways, and , ·ines 
protude from it. The hatch"•ay opens directly onto tlw wood 
cellar. 
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Unlike the rest of this scenario, which tends to he 
excruciatingly wordy at times, interior d escriptions han: 
been kept to a minimum, especially in rooms in which there 
is nothing of interest. The import.int thing to remember is: 
On the ground floor. there are many cracks, ,111d vast 
quantities of fall en plaster. On the ground floor, the 
floorboards do not crcak at all: on the upper floor, they creak 
as per normal (this effect is du<· 10 the Shoggoth insulation 
below). These points should be inconspicuously (ha ha) 

. added 10 each room description. 

J'he objective for this section is for the inves tiga tors 10 
explore the house. g uess at some of its secrets, recognise the 
threat a nd learn of how to deal with i1 , a nd then to lrav<' to 
arrange said solution. Then· ,m· certain doors which cannot 
b<· opened (due 10 the wall-to-wall Shoggoth behind them), 
and it is up to you 10 see they stay th.oy way until the time is 
right. On·r-1.calous players (read morons) may wish to <·hop 
these doors down; remind them "ia Idea and Know rolls that 
such vandalism is not in keeping with 1heiremploymen1, and 
would no t be tolerated by the solici tors. If they go ahead 
anywav, hopefully the few sun·ivors will flee and devise a 
better plan ... to face the Thing that lurks within before being 
fully prepared is certain death. 
The house is dark and dingy throughout. 

DOWNSTAIRS 

Downstairs 

I. The Hall: nothing of note. There is an elephant-foot 
umbrella stand. 
2. Cloakroom: there is a huge dark figure' with an axe - no, 
it's just a cloak. Nothing of interest. 
3. Kitchen: a ll the neccessary utensils and furnishings, 
including plenty of sh,irp things. There is no salt 10 be found 
in here. The doorio thecellar(23) will not open. A Tracking roll 
along the basr of the door reveals a line of white crystals (salt). 
4. Empty Hall: a big open are,1, devoid of furnishings, with a 
polished wooden floor (dance floor). Empty. 
5. Pantry: Wall to wall food. No s,1lt. 
6. Laundry: Disused tubs, etc. When the linen closet is op<·ncd 
the investigator will be suddenly showered with towels. 
bedding. etc. 
7. Parlour: very tasteful. Nothing of not~. 



S. Dining Room: lh<"l<' i, a , ihn ,n\'in·. 1ht· rahlt- i, laid for 
on<": kni\l·s. fork, . ,pno11,. " ·i11.- gbss. ca rafe. pt'ppcr shaker. 
i«· hru kt·r. ( :-.:o sail ) 
<J. S1on· Room: filkd " ·i1h junk. Box1.·s. barrels. na1es . ('IC. 

Tht"n· i, 1101hing of in1t·1t·,1. ln11 a patch of \\Tak fl oor " ·ill 
g i\t· \\·a y. drnpping rht· .-har:1('(.-1 i1110 rlw <"Oal n·llar (21 ). 
ll;1111;1ge is I D6. I D:i 011 ;1 Jump roll. .\ny ligh1 " ·ill bt' 
l'x1ing11ishn l. and rhe c h:,rann "'ill lw alonl' i11 rhc dark, 
possibly "'irh IT: ro ll S:\:'\ or low i1. 
10. Srudy: There is;, \ockcd ro ll1opdes k. and h y lhl' "'indo "' 
s1 ;,nds a 1ckscopt:' on :, 1ripod. poi111ing up. In 1ht· dt"s k are 
,, rang ,: chans of d o rs :,nd II umbcr, - a Know roll ;11 ', c h:111ce 
(a urom<11ic for anv charant·r " ·i1h Astronomy , kill ) \\'ill 
re \'(·al rhnn to be s rar chans. 

l'erusal of the 1harr, ( :'\.B. The a111ho 1 would likC' to 
ack,w,dc·dgc :11 1his point d1,11 h e kno"'' :1hsolt1tt"ly 1101hing 
o f ;1s1ro nomy. bu1 h:1, has rardizcd 1he sci('nce 10 a s implis1ir 
degrN· fo r the purpos .. s of his scenario: apolog ies ro s ra r­
gazrrs n ·e ry,d1ne) combine d \\'ith ;, roll of Astronomy \\'ill 
reveal 1ha1 someone It.is bt"e n " ·;1i1 ing for 1hre<' p :minilar 
s1ars IO be in a n•rrai n formal io11. Thl'Sl' sr;,rs arr diff 1•rc nli;1tt·d 
hy ,1 numerical sys1r 111: ho\\'Cn' r. a1 one· poin1 ,,,·o s tars "'e re· 
confused ;:ml s uhsc·qucn1I" mislabc-lkd. The· ne1 dfr-n "'"s 
1ha1 tdl{'n 1hr forrna1io 11 d id o n ·11r. the s1ars \\'Cr<" 0111 o f 
seque nc<.' ( I 1o ld you I k11o w n o 1hi ng o f a s1ro110111y - a111ho r ). 

Tlw s<·qm·nc<.' should h<' skr 1chcd a nd µassc-d 10 !ht· playe rs: 

lnrendcd 
Lill('·ll)l 
.'iOO 
61 
230 

. J) 

i\e111al 
Lilll'·llp 
500 
230 
6,1 
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T)l('n· arc also no1cs scar 11·1Td amongst 1h,· s1ar-ch;,r1s. moM o f 
,d1ic h arr s imph· 1edmical as1ra l o bsnvarions. hlll ont· of 
\\'hic h should allran d1t·ir in1c-rl's t: 

(Found in s111dy desk: hand-\\'ri11en) 

"ll'h e11 two stars joi111111d a third is extract{'(/. a11d the / 0 / 11 / be 
rig ht. and if the row bl' straight. thl'II th is is the time vf 
reckun i11g " [)/ '/\I 
- it is almost h(' re! I can succeed! 

By applying 1his formula io 1hc li 11e -11p,. ;,nd 1he n us ing 
Astronomy 10 " ·ork 0111 \\'ha r IIH'dar l', "·0 1dd haw· hl'('n when 
1 lw srar , wt·n· in 1ha1 po~i I io n. 0 11<· , ; 111 h·;irn 1ht· fo llo\\'ing: 
The right lilH·-up (3.~·I}: is Felmo;11 y 271h. 192.', 
Thi· wrong linc--11 p (666): is lkn ·mht·r 13 th. 192·1 
An Occult roll will re,·c,d 1h,11 G66 is very bad. so bad in fan 
tha 1 if 1he s1arwa1cher wa, :t\\'ai1ing a cl:ire for 111ag icrl 
n ·asons, h111 pnformed hi, ri1ua l 0 11 1h;11 dai.-· i1h1l';1d. rh<· 
n·s1ol1s co uld he so afft-c1ed 1ha1 the dl',irl'd <"fft-n Illa\' h,l\·t· 
l)('<'ll cornpll'll'ly r l'vl'r,ed. 

11. l.i hr,iry: Full of hooks o n 1·xp loring-. :, rchaco logy. hiswry. 
an1hropology. and more. ·nwn· is a cl 11lll'rcd wri1ing desk on 
\\'hich a Spot Hidden roll will unr m ·c·r 1h.- following lc-11n: 

<Found in lihr;iry desk; l1•tt<·r. in (;crm;m) 

l),,ar Arthur. 
Thank you for your rec1'11 t I o n·('S/)0 11dn1n' . I hr11,r 

1·xami11ed both the p lwtog rfl/}hs a11d th1• d,·scri/)tions of ti,,, 
strudurr. I hill'<' intn'/)l'l'l<·d thl' 1·an•i 11g , . to tllf' b<'SI of m y 
ability. I thi11k that thr structurr is 1111 abando11r·d 11·111/1/c 
-i.e. ·11ba11donNI <'1'<'11 ln·fo r,· its final win . 

The religious rnn,ings tr ll of t he rll' ri.,al of thr "(;ods" 
f rom the hem•ens, odd '111/,, banr /-slwprd beings. Thr fot<'r. 
hurri1'd can,ings, tell of th f' "Cods" .,trugg/ing with th,·ir 
" Sen ,a11ts", a11d seem to indirnt,, that tlu· "Gods" warr<'d w ith 
their ,corshipt)1'rs also. Thi, fina l ca n ,ings tr // oj thr 
" Sem an ts" being the victor. and of th,· worship/>ers f ll'l•ing 
the temple - doubtlessly p.-ri.~hing in the j ung le , as /'rail 
.w ggrsts. 

I w ill smd a rfrtaiil·d trn11.1ciptiv 11 ,,•lie11 ready. 
}' o urs rcs/>cctfu llv. 

Dr. 11'1/fr<'d Stein 

A Cthulhu i\lythos (aiecce! ) ro ll "'ill reveal 1he "barre l­
shaped Crt' ,Hures" IO sound remarka bly lik<.' Old Ones. 
On 1hC' wall above 1he firepla ce is a 20 guagt· sh o tgun. There 
is 110 an1n1uni1ion. 

A Library Use amo ngs1 the hooks he ln:s \\'ill 11ncm·n 1wn 
i111c res1ing 1e x1s: ,;Dt \'rrmiis Mysreriis" ( Latin) and "The 
Missing Peopk" (Engl i~h). The follo"· ing i~ a rnmrn:rry o f 
1hc co111en1s of 1hcse boo ks. a ncl is gained o nly if 1hr 
i11\'es1iga1o rs sir dO\\'ll 10 read 1hrm: 1hc English 1t·x1 can be 
skimmed 1hro ugh in an hour o r so. but 1he La rin work wo uld 
take a f<.\\' nail-c he \\'illg da ys 10 c:omple1e. 

The i\lissing People 

Summary b y Thomas l'rall 

Th is is a book con cerning the H o -dacha people , a South 
American tribe in ancient times. w hose existence is testified to 
by l!arious ruins. but of w h ose df'mise 11othi11g is k11ow 11. The 
book is based 0 11 legends abo ut the tribe. and arc /1111:olog ical 
discol!eY)'. Prall n o /es the re /ig io 11s mania of the tribe and 
beliePes they may lwl!e w iped thf'lnse/ves 0 111 in a r it1il w ar . 
Their passing was marked w ith relief br the other tribes - the 
I l o-dacha were considered et1il, a11d to this day thl'ir territur)' 
remains taboo. Pratt 111e11tio11s i 11 particular a Grf' fll /Jome 
dt:/]icted in carvings all(/ 011 vasrs. / le bf'ii<'vcs that this was a11 
actual s /oll(• stwcturc. and that it may qui t<' f1ossib/y st ill 
stand, f>erhaps <'11e11 l1011si11g the la.\/ snrets of the sinistn 
missing f>eople. 

T he info rma1io11 fiom rhe 01h('r book canno1 be gain<.'d 11n1il 
1he r('adc r has sur\'ivcd 1lw rigours o f reading i1: th<.' SAN loss 
fo r 1his My1hos te xr is 206. and i1 con fers + 12% Cchulhu 
Mychos. Assuming 1ha1 1lw reade r h ,1s no1 joined Mescou a r 
1hr res t homC'. 1he follo"·ing is learned: 
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De Vermiis Mysteriis 

Summar)' by Ludv ig l'ri1111 

This particularly grisly and horrific work deals with the 
concept that man was created for the am11srme11I of a race of 
Outer Beings. O11e particular passage reads ··and although 
m11n is one servant, there are others. sometimes less pli11ble 
th1111 nwn. The}' are of s uch power that if they can break the 
bond.\ of s/11very they can threate11 their 11111.\ll'rs. ff this be 
true, tlw Ra11ishment magic is needed." 

In 11ddition to lex/ of a simi/iu nature to !hr prueding, the 
book also describes mm1C'iess rituals a11d blasphemous 
i11c11nt11tions. 

These ··blasphemous incalltations" include the spdls Coman 
Old One, Bre,v Spacc-:\-kad. and Elder Sign. i'-01(• that these 
will tak<' 100 long 10 learn 10 h<' used her('. There· is ano1ht·1 
highly rcle,·,mt ritual in th<' book. i.e. ··1he BanishmC'nt 
magic··. This ritual is useful purC'ly for thC' purpose of this 
scen.irio (th(' stars \\'ill 1101 be "right" ;,gain until 1993): 
however. the investigators may certain I~• \\'ish to atte mpt to 

sun-eed where Cornthwai1e failed. ,md attempt the process on 
February 2ith 1925: 

The Ritual of Banishment 

This ritual is a proct'ss hy which a non-summotwd cr,·;i111rf' 
can n(·vertlwlcss bt' cast hack from whenc<· it earn('. th<" ritual 
is uni\' performable on a cntain night. It is< hanted by a 
gro1q,. o f peopk. each of " ·ho rn must expend Magic Points. 
Tiu· 101al n11n1bn of Points expended is then compared 
against tht' l'O\\' of the crc.i1111T in a PO\\' , ·s 1'0\\' attac·k: 
howc·n·r. th<" POW of the ch;1ran<"r with the highest 1'0\\' i11 
the group is lhl' maximum amount for ;111ack purpos,·s (i.e. if 
a group we-re· 10 exp('nd 18 i\fagic Po ints. hut th<" highest 
POW was a diarann of l'OW 16, then Hi 1,·ould he- th<" 
number used to resolve the POW vs POW roll ). The ritua l 
takes two rounds 10 complete. during which time the chanters 
GIil neither attack nor defend. If the ritual fails. it may be 
attemptt'd again. 

UPSTAl!{S 

Upstairs 

12. Balcony: boring. There is a weak rail which might cause 
trouble. 
I 3. Lounge: huge bay windows (now shuttered) give a nice 
view out over 1he grounds. Nothing of interest. 
11. Guest Bedroom: very nicely decorated. The back of the 
fireplace pushes in (only discovered by applying pressure. not 
by Spot Hidden) 10 reveal... 
15. Monk Hole: here lie the pitiful mortal remains of Arthur 
Curwen. The corpse h.ts no toes, nor fingers on the- left hand. 
SAN loss is I D3. The rusted remains of the axe lie in the 
corner, and the dents in the wall signify his attempts 10 get 
out. The fireplace door is sprung in such a way that it is 
impossible 10 get out once in - the actual means o f exit are 
via a trapdoor in 1he roof, of which Curwen was unaware. 
16. Bedroom: boring. 
17. Trophy Room: stuffed heads on the walls, shelves with 
pots and vases, small statues and idols, e tc . An Arch~eology 
roll will reveal the the items arc mostly South American; an 
Occult roll will reveal that they arc mostly religious items; 

and a Spot Hidden roll will attract the viewer·s attention 
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towards a five-pointed star made of jade (This is an Elder 
Sign: whilst it is in place, i1 can no: be crossed by Outer Gods. 
Elder Gods. and their minions). 
18. Bathroom: boring. The Shov.g01h ha, nm yet found a"'"" 
to get inw the pipes. 
19. Oen: otherwise known as C:on11hw;iitl'\ ups1air, , 111dy. 
there is a desk. a few hooks. and a firephtn·. In the· fireplace 
(Spot Hidden, but automatic if someone ,,plTific:ally sifts 
through th(' grate) :1 leather-bound diary li(•s among the 
ashes. mostly b11rn1: howe,-cr. ~1 few entric~ (or p;irts thereolJ 
arc legible: 

(Found in 11ps1;i irs study fireplace: Semi-burnt diary) 

·• ... after />ushi11g 0 11 lhrough the ju11gle for many da)'s (a11d 
co11slantly hara.u<·d b}' /h ose goddanrn 11atii,es - />lent )' oj 
timl's I had lo uS1' l>l}' Hemi>1gto11, but I fear the moisture has 
got/en into her 110w) we reached the slrtil'tur1'. I I was huge ..... 
..... and w hen we finished recording /he carvings in 1ht' area 
Daniels named the /-111/1 of Figures wt' m,wed 0 11 to ...... we 
found II s trange fossil . ft was 11pJJaren1ly some sort of plant or 
crea/ur<', total/)' unlike anything I've 01cow1tt'red in 1111}' of 
rll}' s tudies. Most niriousof all, it was s imilar to the dcpiclion 
of deities in the carv i11gs and statues ...... uni ii we descended to 
the base of the ruin where ..... but I cannot 11nd will not accept 
that thl'ir /au, was 11at11ral. All I know is that IT /-/AS 
SURl'll' l': f). and that ii s lew mv comrades. I shall now tum 
to the book that Stein sent me·- )'CS. I shall sink to thosl' 
depths.for I must rid theronti11entof that w hich I inadvertent/)' 
u nearthed ...... firogrnsing well, I have almost mas/ered it. All 
I need do now i.rnwait t hr da)' ...... ii is done.' I did it flawless/)'. 
w i!ho11t stammering o r/Jausi11g. It m !HI s ure/)' 110w be gone. 
I shall w ire Carruthers, and get him to send out a part y lo 
co11firm it. I ca,1 now rest ...... oh god, the horror! The horror! I 
meant 10 send it forth but I have BROUGHT ITH ERf:! The 
Cook is missing - I know the signs only loo well. I must find 
a,wlher way, and soon ..... wi/1 kill us all ..... NaCI . . Haf>PY 
fort11ne! It is so simple - the failure of the ritual does not 
matter now! I am saved! I can de/ea/ it! First I shall destroy 
this diary, thid record of evil, and then put into motion the 
plan. I AM FREE! 

Arthur James Comthwaite, 
January 7th, 1925 

The desk contains nothing of interest - indeed, it s('ems as 
though someone specifically rifled it, tear ing off certain no tes 
and letters. 

20. Master Bedroom: stately and elegant. In front of the 
fireplace are nine partially disassembled shotgun cartridges 
the powder and the shot has been scooped out, and stands i.n 
neat li ttle p iles. A Spot Hidden roll will turn up a silver salt­
shaker under the rug. A Tracking roll on the fi replace will 
reveal some sort of translucent stain. Directly in front of the 
fireplace are scattered a pair of fluffy blue slippers. 

ATTIC 
The Attic 

This open space contains lots of junk - o ld chests, rocking 
horses, tailor's dummies, etc. There is a trapdoor, covercd 111 

dust (Spot Hidden to notice) leading 10 the monk-hole ( 15) 
and this trapdoor has weakened with age - if stepped upon. 
the investiga tor will crash through the floor. taking l 06 



da111;1gT. I D:l Oil a Jump mil. The illH·s1ig:110r \\'ill plumnw1 
i1110 1hc dark. , naig hl inw Cur\\'i-n's d(·;,d ('1111)1.in· - 1IH' 
S.-\:\ los , for 1·11coun1ering till' corpse 1his manm·1 i, i Du. 

Cellars 

2 1. Coal Cdlar: 1his is full o f coal. Thr- door lcadingo1111,·ill 
1101 budge. 
22. \\'ood Ct·llar: a cres, is gained from ou1,id,· by 1lw \\·oo<kll 
h:ttches. There i, a hok in ont·. ln, ick is a gr(';tl moulld of 
\\'Ood and Sa\\'dust. on \\'h ic h vines and nn·pns gro1,· - a 
Botany roll will rC'l·eal tha 1 tht'y are South i\111nirnn in org in. 
The· dour kading illlO the cdl;,r " ·ill nrn budg\'. 
23. G e nna! C:C'llar: \\'all w \\'all Sho.~go1h : Thi, n·llarc:111no1 
h,· C'n 1C"red u11kss th<· Shoggo1h 1,·ills it. hy c n ·:11illg a huhhk 
of air around tht' door. Once· th<' door is OJ><'lll'd. i1 call 1hc-n 
u se· the fore(' coiled to mak!' 1hc huhhlc 10 smash for\\'ard \\'i th 
:1 s ledgeh:1mnwring pst'11dopod ... 
To coin an :\mnicanism. 1hi, is o n<' moilH'rof :1 Shoggoth. :\ 
shifting grl \\'ilh a thousand golcit-n ('Y('"· ,11sp <·r1<lt-d "'i1h i11 
arr thr s \\'irling ho1ws and d('caying flt·sh o f i1s 1·ini111,. 
including the half-dissolved head of Arihur C:ornth\\'ai1.-. 
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CELLARS 

Sl·IOC:C:OT I ! 
STR .'10 CO:S l.0 1, ~IZ 1e·.1I hi~ l:ST 12 1'0\\' 17 IJEX Ii 111' ~II 

.\II ph~,ic :ii ,,·t·.1JMJl1' <lo min11num l l a 111. 1~t· 

S;\.'.\'. lo v .. : I l>:!O. ! l)Cj if "'i.:\~ 1,, ]I i, m.ult· 

ThC' S hoggnth hits \\'ith a pst:udopocl and ('ng111fs the ,·inim 
- if ht· opens his m o uth to snt'am, it pours it>t'lf straigh1 
dO\\'ll his th roat. Th(' fo llo\\'ing round it sucks tht· , ·icrim 
ap;1rt \\'ith 1nrific forn· - fi rs1 rh(' cloth ing shrC'ds. 1hC'n 1h(• 
flesh rup111n·s. tl1<· cyc·s c·xplod,· 0111 \\'ards, th<·n tht· lay\· rs of 
flesh. 111 uscle and fat an· pulled c lt-,n of tht'sk!'kl<>n. all in 1he 
spa<<' of a fc-w St'conds. 
Tl)(' thing docs ha,·<· a w!'aknt's, . pl'niliar 10 this panindar 
spt·cimcn: i1 is <·xtrcmcly su sc<'ptihlc 10 sal t, 1ahk \'a ri,·1y. 
1d1i,h dissoln·s it. A s,111 shakn full cloes ID3 darnag!': a 
ha ndf 111 docs 11)6 d ,1111:igc·: a shove If 111 d0<'s I I) I 0: a I rnckload 
do('s ·ID I 0. Sho 1g11ns packed \\'ith sah do nonn;,I ,ho1gun 
damage·. 

This ,·xpbin, why 1hl'rl' art· no Shoggo1h, in l '1ah. 

The Finale 
Th(' K .. cpn should hold 1h i, off as Ion)? as poss ihl,·. i.l'. 11n1il 
t!H' pbyN, an- rn1dy: 1he int<T\'!'ning 1inw h11 ild, H·nsion. 
\\' hrn tll<' Shoggoth is rousC'd 10 do lwtk, i1 \\'ill s udclt-111) 
t'XplodC' fo1\\'ard s. rn1d1i11g the m o ff guard. For ,·xampl,·. if 
tlH'y aH· \\'ai1i11g fo r it lO l'lllt-rge from 1he \\'oocl-h11td1. ill<'y 
-,,· i ll h,·t·xp,'<' ting i1 IOsuddt·nly flo\\· up\\·anb in :1 tid:d " ·;11·,·. 
As i t figh1s. htrgt' fi ssur!'s \\'ill hl' 1Tnl in ill<' \\'all,. 1hrn11gh 
,d1ich i1 will pour i lsl'lf: :di 01·,-r lh l' house·. hricks \\' ill ht· 
hurkd 0111\\'ard, and 1irnbe r <r:,ck\·d as lilt' titan shak,·,. II 
ckf<-atC'd. in its ck.uh throes it \\'ill hurl n rhhk and g la" 
hundn·ds of f<-c·1 in lO 1lw air. bdo re n>ll:,ps ing in\\'ards :1, :, 
spray of s1cam. salt and smok\· blosso m s outwards. 
Tlw investigators c.in just walk ;11,·ay; pe rhap, thinking of 
something to 1c-ll Dodge. 
And that Spring in Winsbury, the beC's will find a s1rar!gl' nc·"· 
polle n in th(' wreck.tgt·of the Crack'd and Crook'tl i\fans(· .... 

by Mark Morrison 

The Complete Superhero Role-Playing Game System 

THE PREMIERE AUSTRALIAN GAME, IS NOW AVAILABLE TO AMERICANS 
Super Squadron is an easy-to-play game, where participants create imaginary characters 
in a contemporary environment. but with abilities far beyond normal men! 
Characters begin with a number of extraordinary powers. There are over 75 different 
powers available. ut ilizing almost 200 different abilities. all of which are detailed and 
ready for use. The players then 1ake their characters through adventures in a world of 
Superheroes and Super-Villains. taking either role for their character. They can 
develop their abilities as the~• progress. 

Made in Austraia 

The game comes complete in two books. The Rule Book is 60pp. and covers all relevant areas needed 
to run the game. ftom Character Generation. Powers. Character Background. Artifacts. Encounters. 
Campaign Creation, Romantic lnvolvemenl5. Drugs.Spells and more! The Advent~•• book Is 24 pp. 
and contains 10 complete advenlUres. Each intreasing in difficulty and complexity. as they illuS1rate 
various asJ>ects of the game. and provide fitst•hand experience of how to run a campaign. The 
Cha racter Model Booklet provides 16 base illustration~ to allow you to dra-.• your characters. The 
entire contents come as a boxed set. 
Super Squadron isa\lailable at selected stores or you can write direct to usat: 

AdventW'e S¼malatlon•, P.O. Box 182, Mitcham 3132. Victoria, Au•traJla. 
All orders Me postage and packing FREE. 

Dla!ribated In America by Gamelorcb, Ltd. 
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Role-Playing in Commercial PBM 
Role-Playing is pure im;iginaiion. It consis ts of placing 
o nest'lf, o r an adopted persona. in an irwcnted ~c1:nario and 
imagining tlw con st·qucnces. ThC' purpose of RP i., t0 

e xpcric nc t' 1hr psych(· o f a r harart('r o pna1ing in an 
cnvironmcn, \\'hich is ordinarily denied us. l'IH,-1 gaming 
requires a dt>S(' pe rsomrl identification wi th a diaracrcr. and 
this invo lvcm(:111 is consta ntly rt'inforn·d by 1hc· ncc<:,si1y uf 
communicating with the ,GM and 01hcr pla)t-r, as that 
character. It is thcrdor(' 1101 surprising 1ha 1 ma n y PBM games 
lean hCa\'ily towards RP. 

In PBM. it is 1101 so much that o ne is acting 0111 a parr of ,1 
charnrtcr. a s tha t " ·t arc th(' charancr. ThC'rl' i, ;i dis t inn ion 
bet\\'CCn this s t,11c of being a character and tha 1 of simply 
p l.tying a rok. It comes about largdy through the rwcd to 

condun the charaner·s affa ir, o,·t'r ,, k ng thy p('l'iod of 1in1<·. 
ritlwr \\'ith a Gi\l. o r ,·ia diplomacy wi th o ther players. 
J>lay(·rs of Oiplomacy sho uld 1111d1-rs1and \\'hat I nwan. for to 
s ucn'!'d at 1ha1 game requires active nC'go1ia 1io n s \\'ilh real. 
living and highly mo1iv:11r d indi,·iduals. \\'lw1hn \\' t• like i1 
or 110 1 (and pn:sumahl y \\'t' do). 10 play lh<' g,mw is 10 pby :r 
rok. T his is abo IIH' c:1, t· in PBM g,1m<·s. I I0 \\'('vt·r. iu PB:\! 
Ill<' role· 111:iy I)(' d1·,·dopcd ovn many mon1h, or f•\ 'l'll )t'ar,. 
Thisc:m l<·:,d wtkq> illl<'l'lwiningof lh<· playn and d1ar:u In 
p<·1 ,on:i Ii I it,. 

Ir " 1 hi, d1·\'(·lopm(·111 of charact<'I p1·rsoriali 1y and i,, 
111t-rgi11g \\'it h 1hat of th(' player \\'hich rnarb RP off from 
adventun· ga111ing iu g<"rlt'ral. C:11rio11,ly 1·11011g h , a l1ho11gh 
k ngthy play timl's may ht· iuvuln·d. the os11·11sihly pur,· RP 
gam<·s ,,·hich ,11·<' rondunt'd fan· to fan' t<"nd to ht· mor" 
situation than 1wrsona lity oricntl'd. Then· has bt·en a good 
deal \\'ri1t<·n owr tlw years on thl' need for GMs in RP games 
to conduct tb (.'ir campaig n. scemrrio or whatcvc·r. \\'ilh a 
cohcsivi: personality developing ,11mospht're. Time and again 
we see autho rs cond<'mning the hack & slash mentality and 
plumping for a modicum of meaningfulness in campaigns. 
No doubt in the best run groups this ideal is often achievt'tl, 
but it docs require a good deal of conscious effon by all 
concerned and a considerable a mount o f hard work o n the 
part of the GM. 

In a srn sc· it is no t ·natur,11' in that many RP games arr 
s trunurccl so as 10 pit the pla yers against 1he GM and his 
im·t'ntions. The c haracters certainly de\'elop, in the sense of 
gaining experie nce a nd/ or ,H tributes. but this docs no t 
necessarily imp ly tha t their personalities are being uncoverC'd 
and s trengthened. These games do, of course. in\'oh-c player 
interattions, b111 these are 11sually directed to wards team p lay 
or the interaction of particular groups under 1hr 11mbrclla of 
thr GMs control. In contras t 10 1his. a PBM gamer is 
essenticilly playing in isol;ition and thus needs to injrc, much 
more o f his own pC'rsonality into the proceedings. 
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I rnspt·n that pan uf the motivation for thl' tk\'dop11w111 o f 
' free form· RP has been an attu11p1 10 fr('(' fan· m fa«· pla) 
from the ~nict 11 r<·s a II uded to a bm·c. '.\'o t o nly dm·~ i, allow f,rr 
nron· pan ic ipan1s bn I it departs from the ·u~ against tlw (; :\I' 
mcnwlity \\'hich has dominated RP g;rm('s for so long. Tlw 
direct inte raction of many more diverse groups and individua ls 
prn,·ides fa r more frn·dom for charaner dt'\T lopnwnr than 
has hithC'rto been th e· case. In a similar manner. P Bi\'I gaming 
drri , ·cs this free fl owing intr rac:ti\'C· s1r11c111r<' from it~ \'t•r\' 
mode of 01wrntion and thus incorporatt's RP quit<: 11 ,11ur,dl, 
into ph1y. 

Most comm1·rcia I PB:\,J games rcquin· a certain degrcC' of RI'. 
b111 there i, a considerable r;mgc o f such i11\'o ln·nwn1. T hn<· 
arc those games. wch as Siln,rdawn: The Tribe~ of C ram·: 
ThC' K<"ys of Bird a nd Bc·yond the Stellar Empire \\'hich arr 
lw :l\'ilyckp('ndent upon RP. Therran·thoscsuchas \\'arho id 
\\'orld (:\BM) and Zorpln,·ar (ZEJ \\'hich prohibit player 
communica1io n and concentrate solely on ilw mtchanic-s of 
1he game. Between these extremes liC' th t majority of PB:\! 
games in which a player can pranic<' RP to a g rea1cr or lc,st·r 
t'XIC'nt. 

True Role-Playing Games 
TIH'"' games in~o rporat<' RP 10 , Lrch an <·x11·n1 tha t it i~ a n 
i111ngral part of the game structure. Thus it is s imply 
im pos,ihlt· ro play th('m ,,·i1hout adopting m m <· role or 
charac t<'risa tion. In tlH' m ost <·xtre mc cases th<' ac tion all 
rn o h ·rs a bo ut a f<' ntral ch a ract t'r (o r group) who arc· 
positi,·e ly cncouragt·d to exhibit pcr.;onality traits whidi 
tlwn form a vital part of 1hr play. 

The must outs tanding examples of this type of game are 
Silverdawn, Siar Trek and Starquest, all from ECI. The former 
is a FRP gamC' in which the player describes in de tailed 
narrative form the motives. desires, hates. loves etc of a single 
character a nd then translates 1hese into action according to 
the circumstances of the turn. As each new batch of problems 
a re met and overconic the character grows from an abstract set 
of a11ribute ratings into a full y rounded person. My own 
i\liphlwanac (;i beautiful but treachnous ElvC'n bitch ) is as 
r<'al 10 me as my wife • well almost. S tar Tre k employs a 
similar narrative style but this game allows free play w ith the 
perso nalities a nd anions o f 100 fully <lon1mentcd s tarship 
crew (I kid you not). Starq uest combines both approaches. 

Only slightly less prrsona lised is Beyond the S teller Empire 
(from ABM) in \\'hich the p layer begins with a single s tarship 
a nd attempts to make his "'ay in one of the many business 
corporations which arC' competing in the galac tic periphery. 
This all sounds like s tandard s tuff until you realise that 1hc 
corporations are n ot jus t fi gments of the GMs imag ination 
but really exist and are run by the players 1hem selves. You 
rapidly become enmeshed in company projects and intrig ues 
because jus t as in the real world your company is in fierce 
competition with the o thers. There arc many roks to adopt 
such as exploring, developing, colonising. trading, piracy. 
treachery, warfare. law enforcement e tc. One goal t◊aim foris 
1ha1 of becoming a Peripheral Director, a powerful position 
from "'hich a player can actually m o uld conduc1 in the game. 



It would h,· impr;,nical 10 gi\'t' ,·,·(·11 a brid dC'scription of 
01h1·1 g:1111t·, in th is c·:11q.;ory. but a list of th<" majo r RP PBM 
!-:anws groupt·d bro:,dly into f,1111:1sy. scit•nff fiction and other 
ma" ht' of interC'st. In tlw list which follows th<' RP ckme111s 
may not he as on·rwhelming as in tht· four g,mlC's dcsnibC'd 
auo,·(• hut th<'y ar(• n1·,·c·nlwlc-ss \'ery 11111d1 to the· fon·. 

Fan1asy Role-Playing: 
Catacombs of Shaos (S&:S); Crasimov's World (KJC); 
Darkworld (MW): Eanhwood {GS!): Keys of Bk d {M G); 
Lords of the Dark Hors<' {ADG ); RC',tlms o f Sword & Thunder 
{EGI ); Ringqucst {PBM): Term II {CG): Tribes of Crane 
(S&S) 

Science Fic1ion Role-Playing: 
Clustc·r {O S): Cluster III (GS); Logan's Run (SG): Return 
from Sirius (MT); Spac-c Empires (Tc): Sta rmaster (S&S); 
l ' ni\'('l'S(' II {CG); \ 'orrnn Wars (CG): 

Realis1ic Role-Playing: 
Ganglords (BC); MoneylC'nckr (RB) 

And Then, Them Others. 
I have intimated 1h;11 thC' abow· lis1 is hy no means exhaustive. 
There are other games which could claim 10 incorporate 
many RP clem ents, but they arc· either little known or in a 
special categor y. In particula r. I would like to draw your 
a ttention to certain games whic:h have a strong RP component. 
the wry existence of which may lead the unwary sadly astray 
when playing them. 

I refer here 10 g rand strategic games such as StarWeb and 
Feud,, I Lords ( bo th from FBI). whose RP aspects are manifest. 
but whose play must be h ardheaded a nd rigorous. Of course, 
there is no reason why a true RP game may not be p layed with 
precision. It is followed to their logical conclusion will lead 
to sm11cgic errors. 

_When playing rigorously competitive games I a m a lways on 
the lookout for a bunny. There is no greater bunny tha n the 
role-player! Nothing brings me more joy when contacting a 
new player in o ne of these games than to receive ream s of 
imagina tive drivel con cerning their 'Empire·. This stuff 
usually presents some fanciful name for ·our peoplc-s· and 
bl.11hcrs on in a descript ive manner about their ho ld ings. 
When any con c r r tc mailers are disc ussed they are 
inconsequentia l schemes and wooly minded projects with 
little fi rm detail. Perhaps I exaggerate a trifle, but the point is 
that rigorous stra tegic games arc about cold hard facts and 
numbers. Only when you have got 1hem under control can 
you afford to introduce romance. It is simply a question of 
priorities. 

A few e xamples will illustrate the point. In SW the Apostle 
character isa religious or political fanatic whose mission is to 
con vert the Web's population 10 his pe rsuasion. Tlw Apostle 
is also a p,l<'ifist who is positively disuaded from fighting 

26 

because h e loses points i£ he dot·s. This is sw·s most difficult 
position. 1Vlany play,•rs conclude that the correct a pproach is 
10 avoid conflict while cheerfully sailing about ·convening·. 
An objec1ive assessment of the scoring modes tells us 1ha1 i1 is 
totally incorrect and that, on the contrary, the Apostle must 
be very aggressive. By contrast. a Berserker gains points from 
killing population. This leads man y play<·rs 10 adopt a 
highly g ung -hoattitudc. Yet a close examina tion of the game 
indicated that this will ofte n lead to disaster and that, in 
reality, the last thing that a Berserker should sec is a hot fight. 

Feudal Lords presents similar difficulties for the unthinking 
role-player. The trick in this game {as in Diplomacy) is to 
convince a suHicient number of your opponents 10 let you 
win. This is no mea n con. especially since they are trying to 
bring off precisely the same coup themselves. T hus, although 
there is ple111y of scope for pon('ing about as ;t Baron, Dudl('ss 
o r wha tever, the g uy who makes it to King will have· to do a 
he ll of a lot o f hardheaded rlC'go tiating and more than a little· 
fighting. 

Another example that I t·ncounttn·d rt'cen1ly was in the 
locally run Star Empires. A g uy ('{)ntaned m e about trading 
Pyramid anifacts. Now these itt·ms wt·rc· worth not mon- to 

him than to me but he was willing to m.ikt· it worth my whilt­
j11s1 because· h<· has a liking for Egypti.in architt·<·twT'!? In 
01her words. he was willing 10 t·onccde nw points beca use lw 
wan1cd w ro le-play. 

•111 rigorou., ganws. Ro l<'•Playt·rs g<·t rolled! 

Those of us " ·ho \,·ish to take o n the- 1x·rsona o f o dwr ht·ing,. 
in a no the r time a nd space·. ('an find a consid,•rablc· vari(·ty of 
opportunity in PBM gaming. The modt' lends itsC'lf to RP 
due 10 a number of factors. There is tlw n<"ed for isol.111·d 
individuals 10 reach 0111 into ·ortwnwss·. Tlwrt· i, 1ht· 
m ultiplayer interanivC' 11a111n· of J>B\I. and lastl y. thC' 
rxtcnckd period of p lay during which much p<·rsonalisnl 
charact<'r devC"lo pm(•nt may takt· plan·. If you arC' into RP. 
1herc is almost certainly a game scenario awai1ing you in 
PBM . 

PBM Company Listing 

ABM: Advt·nturcs by Mail: P.O. Bo x ·12·1 Coh oes. NY 120-17. 
USA 

ADC: Adventure Design Group: P.O. Bo x 821072 Dallas, TX 
75382, USA 

BC: Big City; P.O. Box 1804 Eugene. OR 97419, USA 
CG: Chameleon Games; P.O. Box 2302. Sydney, Australia 
ECI: Entertainment Concepts; P.O. Box 609 Cornelius, NC 

28031, USA 
EGI: Empire Games Inc.: P.O. Box 6181 Denver, CO 80206, 

USA 
FBI: Flying Buffa lo Inc.; P.O. Box 1467 Sco11sdale, AZ 85252, 

USA 
GS: Games S"stcms; P.O. Box 1733. G.P.O. C,nberra 2601 

Act, Australia 
GS!: Games System s Inc.; P.O. Box 43 1166 Miami, FL 

332413, USA 
KJC: K.J.C. Games; 5 Vicarage Ave, Cleveleys. Lanes FY5 

28D. U K 
MG: Mirregames; Lo1hiorian, 77 Burn1wood Grange, 

Wa ndsworth Common, London SW IS. U K 
MW: Mike Williams; #4 Pleasant Ridge, Box 802. Lafollette, 

TN 37766 USA 
MT: Missing Tiger; G.P.O. Box268C, Hobart 7000, Australia 
OS: Ott0Schmid1 II; R.D.4, Box 381 Newton, NJ 07860, USA 
PBM: PBM Games, 60 Winona Rd. Mt. Eliza. Australia, 3930 
RB: Rich Barr; P.O. Box 1873 Cave CK. AZ 85331, USA 
SG: Sanctuary Games; P.O. Box 10576 Santa Ana. CA 9271 I, 

USA 
S&S: Schubel &Son; P.O. Box 2118,18Sacramemo, CA 95821 , 

USA 
Te: T elebraille; Mills Ave, Sussafras, 3787 Vic toria Australia 
ZE: Zo rph Enterprises; 3646 Gibsonia Rd, Gibsonia, PA 

15014, USA 

by A. D. Young 
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PBM Games R!ngq11e§t 
R i .., g q LU:•s.t is a Play By Mai 1, Computer Moderated, Fantasy 
Role-Playing game for 40 players. 

THE IIUEST PARTY: 
You design a Quest Party of up to 7 characters, Each character has a 
na■e, sex, race, class, strength, dexterity, speed, intelligence, 
NOunds receivable, ar■or, weapons l two treasure pouches. 

Each character 1ay execute 3 orders per turn plus 1ake a Speech of up 
to 99 sy■bols. There are in excess of 80 orders to choose frot! ! 

THE ENVIRONS: 
The Ringworld has 1000 unique locations. In the Wilderness are Castles, 
Caverns, Villages, Taverns, Te1ples, lakes, Isl ands, The River, Chasts, 
Nountains, Nines~ 1uch, tuch tore! 

Take a Riverboat ride ~ visit The Nadhouse, Skull Rock, Cataco1bs, 
Pyratids, The Brewery, Suburbia & tany other astonishing places. Set 
drunk in a Tavern, ga1ble your soul away in a Sating House or raise 
hell in another kind of house. Fight Nonsters, fi nd so1e of the 500 
Treasures or countless hundreds of Nagic Artor/Weapons & other itets. 

THE QUESTS: 
You choose a Secret l!uest fro■ the 8 avai l able. Whether you choose to 
'Rescue the Elven Princess', 'Foi l the Ogre Plot' or just 'Kill the 
6noll King' you can still fol low any other Quest & also the Quest of 
Quests Ri ngquest ! 

If you get stuck just ask one of the scores of Non-Player Characters 
- they always reply!! Read so■e of the hundreds of 1essages strewn 
about or place a notice on the Bulletin Board for all other Players 
to see. Re1e■ber, diploaacy is essential in Ri ngquest ! 

Ri 1""1gqL1.~s.t is the most advanced computt!!r moderated Fanta5y 
Role-Playing game in existence. 

Ri ngqL1.~!St is highly innovative & features: 
* An easily played system with a realistic adventure simulation. · 
* Diplomacy plus interaction with intelligent Non-Player Characters. 
* Text based printouts with detailed descriptions of your actions. 

Gaming with PBM Gcanu:~!S offers: 
* Rapid & reliable turnaround. 
* Value for money, each printout is 2 to 3 or more pages. 
* Wholly Australian designed & moderated game. 

Costs are 20 cents per order/speech with a minimum of $3-50 per turn. 
Send $10 for Rule Book, Setup & the first two turns 
or write for further information to: 

PBM G.a.mt:2!::. 60 Winona Rd Mt Eliza 3930 
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The Stormhringer Scribe - Chronicles of Chaos 

THE REGULAR REGiMENTS OF 
THE LUNAR EMPIRE 

Introduction 
The· Luuar Army. 1-;;1s. prior to che Hero-Wars. rhe mosc 
rffrniw· milicary fore<· 10 be seen in Glorancha. !rs troop, 
were well disciplined and equiped. cheofficers bC'ingcarcfully 
stl<·cc<'d and craincd for command. Howcn·r rlw discipline of 
clw Lunar regimencs. " ·ould drop when beyond che (;low lint· 
and cheir officers would lose cheir flare in foreign lands. chus 
chc conquescs of the Lunar Army were more limiced cha n chl'y 
would ha\'C o cherwise been. le was noc uncil che ad\'erH of chc 
Free Army under Argrach. that the Lunar Army mt·c ;1 

similarly equiped ,rnd m ,ined force. 

Basic Formations and Organization: 
The Lunar Army was organized along numerical lines of 
seven , chus \'inually <·very faccc of military activicy was easy 10 
understand and concrol - a Lunar Colonel could easily 
locate \'ircu;,lly ney man .111d seccion ac ,lily monwnc of ch,· 
day. 

The basic period of cnlis1me111 was cwo fycl<·s. each of s<·1·c·n 
years. After clw first sc·1·<'n year cycle, rroops ceased 10 h<· 
kno wn as Renuics and werl' <·onsidcn·d 10 he \'c·C('rans. a 
scacus bringing increased pay. but more dangerous 1,1sks. :\1 
1he end of the I ·I years, a soldi<"r would ha\'e cwo choi('('s. h(' 
could accepc a plot of land in conquered ccrricory and he paid 
a pensio n for life (which amounted 10 abouc :iOL per annum) 
or he could re-rnlisc. Troops whoenlisced for a s<Tond l<·rm of 
14 y<·,trs were kno"·n as ·scarlec Companions·. so n am('d 
becau se 0£ the twin scarlet kachers scuck o n e ither sidl· o f th!' 
ccncral horse -hair plume or 1lwir helmets and th,· scarkt 
doaks which rhey wore. Scarlr1 Companions wen· b('llt·r paid 
and morecconomicallyemploy('d than rlwir comradcssnl'ing 
the first 11 yc·ar rerm and wnl' 1hc most /('al'(•d bn1nch of rhe 
Lunar Army. The Scar kt Companions were u sually deployC'd 
on the righc flank of 1he Lun;ir Regiments. the riglu flank 
being tradicionally throne- which requirc·d the· most holstering 
whilst Recruits a nd \'c-cerans were organ ized into scnio ns 
a nd dil'idcd amongst the £onnation. 

The fundamencal unit of chc armv was che seven man Sen ion 
(this was composed o f six soldie;s and one corporal). Sing k 
Sections oh cn b<'ing used for dcploymcnc during sieges and 
scouting missions, ,houg h a single scccion was rarely srrong 
enough to be £iclclcd without suppon on 1hr field. 

Seven Seccionsc;1111c 1oge1hcrto form a Company.:\ Company 
a lso h,1d an addit ional Leading Section (composed of a 
Subaltern, a Company-Scrgcanc-Major/ CSl'vl. cliree Sergeancs. 
a Medical Aid and a Courier). which provided leadership and 
command skills fo r the company, chc CSM was its senior 
NCO, che Sergeants providing leadership and adminis1ra1ive 
skills, the Medical Aid usually had ac least Healing VI a nd 
some Pow Scorage c,1p,1ci1y (via potion, crystal or fami liar) 
and chc Courier was a lighcly armoured messenger. fleet o f 
foot, used 10 carry orders 10 and from the Rer,imcntal 
Colonel.,\ Company was the standard peacetime 1•n i1, being 
given garrison a nd cscorc duty as well as policing tasks. 

A Regiment was composed 0£ seven Companies, a normal 
seven man scccion of Engineers. (six soldiers and a corporal 
used to direcc che consnuccio n of siege works a nd engines) 
and a Command Section (c:01,1poscd of che Regimental 
Colonel. rwo Majors, 1hr(·<· Cap1ains and 1hc Rcginwn1al­
Scrgean1-Major/ RSM). The Colont:1 was usually of Rune 
Level capabilicy. rhe Majors served ;is his adjucants and gave 
tactical command 10 groups of companies. T he Capca ins 
provided similar services to that suppl ied by Majors and chc­
RSM was the senior NCO of che regimcnc, in charge of 
disc ipline and rhe craining of recruits. A £ull s1reng1h 
Regiment would have 406 men . noc including camp followers. 
auxiliaries and quaner-masters· staH. 
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Types of Troops: 
The Lunar arm y had scv<·n major divisions ol troop ryp('S 
(usually organized by 1hc regim<·nt): 

i) Pri('s ts - These sha n 'c bed('alt wi1h in this anicle, £or che 
£ull cHens of Lunar P riests in combat. sec the Cradle scena ri() 
from PA VIS. T hc·y provide major spell and arc:anc support 
for 1hr more mundane troops. Tl,(' Cuh of chc Red Bal is a 
good exam pk of Lunar Military Pri<·sts. 

ii ) Lrncc·rs - Lancers aH· Ill(' hra, ·y shock troops of rhc· 
Empir(', ])('ing mounted on h<·a1·y war trained mounts. ohl'n 
recruited from rhc ranks of tlw Lunar a nd Subjc-n nohi licy. 
They .ire mainly usC'cl for £i(')d dutic·s and the c·scon of Lunar 
\'IPs and tr(';1s11rc· cara\'an s. 

iii) Scouts - Scoucs a re lig h1ly armoured a nd equipl'd 
cavalry used for skirmish ing a nd as th("ir n am e suggcscs. 
scouting £unnions. They are mount<·d on smalln but fascer 
mou111s than chose- of 1h<· Lancers and tlw troops for th<·s<· 
regimc·111s were ofccn drawn from suhjen and allinl 1wopks. 
Thc·y wcrC' extensively usC'd in pcac!' and w.ir tinw for ('SCon. 
police and pacrol duties. 

iv) Phalang itcs - Phal,1ngi1c·s arc heavily cquiped. pike 
infancry. They are rhc fooc equivalent of che Lancc·rs. 
providing muc h of the fooc based shock. They employ che 
Yclmalian sp ear/ shield technique. Phalangites were usually 
employed in garrison and cscorc duties in peace-time and 
were a lmost exclusively field croops in time o f war. Their 
main drawhack was chac they wen· difficuh 10 maneouvreand 
deploy swihly. 
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v) Hopli1es - Hopli1c-s wc-re heavy infaniry armed with 
one-handed long spears and werc- used 10 suppor1 the 
Phalangi1es. Hopliws being lc.ss encumbered wi1hou1 pikes 
were ,tble to deploy m orr quickly than Phala ngi1es and thus 
were positioned on the fl a nks·or Phalanxes to avoid the pike 
hedge being destroyc-d from 1he sick. 

iv) Peltas1s - Peltas1s were 1lw lighter cquiped skirmishing 
fool of 1he Empirr. They supponed the slowly moving 
Phalangi1esancl Hopli1cs in 1lwopen. coming in101heirown 
over broken 1errain. They \\'CJ"(• more versatile 1han the heavy 
infantry hut could be brnk('n by rnorc heavily armed opponen1s. 
Peltas1s were widely used in Peace or War. 

vii) Archers - Archers arc 1ht main skirmishing bcxly for the 
Imperial Army. Whilst P,·ltasts were only equipt>d with 
javelins, Archers wea· arnwd with Crossbow (both Heavy and 
Light). Composite· Bows and Arbales1s. 60% of ,t regimt'lll 
would br,·quip<'d with c·omposiH· bows. 20% ligh1 crossbows. 
15% heavy crosshows and :1% arhalests. Archt·rs W('l"e largdy 
used as garrison troops and 10 give· c·o,·t·ring fire, bt'ing unable 
IO s1and alon<' in dosr combat. 

OIIIC'r 1ypt·sof 1roo ps.ir<' covt·n·d by the 1enn Auxiliaries, and 
w1-r1· largdy dr,1wn from Allit-d na1ions, tlwir 1roo ps and 
an11amt•111 b1·ing mon· di\'t·rs1· 1ha11 tha1 of n·gular lm1x·rial 
soldit·rs. 

Regimental Identities: 
Ead1 regimc·nt \\"as f11nda111rn1a lly similar IO llw 01ht•rs of its 
1yp1•. though there \\"<T1·111i11ordifkre11et·s. Large!) s1<·mmi11g­
fro111 1 ht· f n ·q 111·111·y o f 1Tn 11i IIIH'III and the amo11111 of comh;11 
st·1·n by llw troops. Tlw code x/ y/z following a Rl'gimrni'., 
idr·111i1,· dcsnih1·s th1· numh1·rof Scarl1·1 Companion rompanie, 
(x). Vc.t<'r,rn rnmpanic•s (y) and Rcnui1 companies (z). 

LA~C:ER REGTs: Bloodspillt·rs 61 110, Hellsis11·rs :>I I / I. 
S1andfa~t 'I 2 ' I. An1elopd,111n°rs 3/ 2/ 2, Charnn 3/ 2: 2. 
Belltc·mpk ;11:u 2. Hadrin Dragoons 213/ 2, Red Dragoons 
2 '3 2. \l01h1·rs Guard 1/ 1/ 2, Queens 1/ 3/ 3, S1arki11 113 13. 
Moonarrow I / 3/ 3, \Vhips1ock 113/ 3. Arrowswnc 11:l! '.l. 
( Tplan<ls 1/ 3 :1, Yelmes1: l / 2/·l.Jin1ori l / 2/·l. Los1Sky 112/ ·I. 

SCOUT REC.Ts: l 'nrivn I ' 313. Ki11g1cmple l / 313. Ri,·erfork 
1/ 2/ 4. \Vincda ncc 1/ 3 1 ,1. 

PI IAl.i\:\GJTE RECT,: S1cd-Spcar Legion 3/ ,1 I. Household 
Foo l 2 · :l 2. J;ispL·r Phalans I / :I, 3. Marble Phalanx l/ 3 .3. 
G r;111 i•c· Phalanx I :l 3. 

HOPLITE REC:T~: F<'a1hertd-:\x1· I 3/ 3. Grim Solclins 
l / 313. Twohannl'r• 11313, Tallpori• I '3 13 

P ELTAST RE(;Ts: Th1111de1 Dan Sling<'rs I 3 3. Sureca~1• 
l / 313. C.reyshi<'lds• l/ :l/3. 

ARCHER REGTs: Longtyr• I 3 3. Ho rnho ws• I 3 :i. 
Scasuns• l/ ,ll3. Dra1hshots• I 3, 3. 

• = These regimen1s didn "1 panicipatc in the Hero Wars 
fought agains1 S;,nar. h111 1hcy did S('e some service prior 10 

• the Hero Wars in Dragon Pass and Prax. 

Armour & Equipment: 
The superior cquipmem of the Lunar Army was a sig nificant 
factor in most o f i1s vinorics. m ost o f its opponents being 
a rmed with m;ikeshih or l"Vt' n cap1urcd Lunar equipmen1. 
Each regiment had a standard a 1110 11111 of equipment, so 
certain elite units would supplement the standard types wi1h 
more exotic items. The basic equipmrnt was: 

Lancers: Full Helm. Chain H a uberk, Plate Greaves &: 
\/ambrac<'s, full I point Leather, War-Horses (with Cuirboilli 

· Barding on Head and Fore-Qua rters, with 2 poin1 lca1ht'r 
padding everywhere). lanct'. scimitar, heavy mace, medium 
shield. The lance' was their p rimary weapon. 1he scimitar 
being secondary and the mace 1cniary. 

Scouts: Composi1e H elm. C:11irboilli Greaves & Vambraccs, 
Linen Ha uberk. full I poin1 lcarher. cavalry horses (with I 
point lea1her bardi ng on the Quaners). self bo \\'/ composi1e 
bow (only eli te regime111s being 1rnintd 10 usc Kuschile 
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Composite Bo\\"), scimiiar, dagger and small shidd. The how 
was their prima ry weapo n , the sd:-nitar b<'ing secondary and 
1he dagger tertiary. 

Phalangi1es: Closed Hr lm. P1:,te Grea,·<'s & \'ambraces. 
Ringmail Hauberk 2/ 1 point l<'a ther padding, Pike. Scimi1ar, 
Dagger and Large Shield. The Pikt· w,1s their primary 
weapon, 1hescimi1ar being secondary and the d,1gger tcniary. 

Hoplites: Closed Helm, Pla1e Grea\'es & \'am braces, Ringmail 
Hauberk, I point Le,uher p,1dding, 3 javelins, O ne-Handt·cl 
Shon Spear, Scimitar, Daggerand Medium Shield. Th<' sp<'ar 
was their primary weapon, the scimitar serondary and the 
dagger tertiary. 

Pehas1s: Open Helm, Cuirboilli Greaves & \ 'am braces, Li1l<'n 
Hauberk. 2/ 1 Poi111 Lealh<'r padding. 3 ja\'dins, On<'• 
Handed Shon Spear, Sc:imitar and Medium Shield. Tht· 
Javelin was their primary W<'apon , 1Jw spt·ar sc·condary and 
the sc:imitar l<'rtiary. 

Ardlt'rs: Composite Helm, Cuirboilli Greavt's & Vambraces. 
Linen Hauberk, I point Leather padding, bow, scimitar. 
dagger and sm a ll shield. The bow was 1hcir primary \\"<'apo n. 
the scimitar semndary and 1he daggt'r 1eniary. 

.. 

Skill Levels: 
The skill levels of each reg iment varied fro m company 10 
company, usua lly 1he skills increasing from 1he recrui1s 
through 10 the ve tera ns up to the Scarlet Companions. NCOs 
a nd Officers would tend to have skill levels :11 :> 10 20% higher 
1han 1he rank a nd file. 

Skill T yp< Recruit 
Primary \\'t::~l)X>ll :S5 -.:>0 
St·cOrhbr} \\"t·apo11 :w.,1r, 
Trni~u) \\'eapon 23-10 
Shie ld P.tn-\ • -10.;o 

Vtteran 
M,-iO 
!,O.fifi 
·15,(;0 

'>'>-60 

Scarlc1 
Companion 
n,• 
liO.; 
!iO+ 
ti.:',+ 

• " Phalangites due to their use of 1hc· Yclmalian Spcar lShi<'ld 
techniq ue ha\'e only half 1his level o f skill a nd only when 
th<"ir pik<" is unhooked from 1heir shidd. 



Spells: 
Each soldier in th<' Lunar Army was cardully 1n1inC'<l in 1hc 
11s<· or spells 10 aid his regiment and himself in combat. The 
l'xtent or this training largely relied on 1he length or servic<' or 
1he soldier and his regimemal type. The units or Priests and 
Allied Sham.Ill pro\'ide<l the 'heavy anillcry· backing whilst 
regimental m.igicks were more mundane. 

LA:-.CERS 
Rtcruit \'~It-ran Companion 
Mobility Mobilit)' ~·h,bi l i1y 

Bladt·sharp I 111~d,·sharp 2 Blatk,harp :'I 
l k:iling 1·2 H,·aling 2·:I lh" lini: 3+ 
Xrnohml 1-2 Xrnohml 1-2 Xt•nolu,1I 2• 
DC'ln,cr• I Ddrocc·• 2 lkfc·nn• • 2+ 

Rqx,ir 

SCOUTS 
Recruit v,~ran ('.ompanion 
f;mn- t'arstt t':trst't' 
Spc-..fart S)X't"l.111 Spt'<'<i;,r1 

11<-:tling 1·2 HtalinK 2-:1 I !,"ling :I+ 
Xrnnlwal 1-2 Xmohral 1-2 Xt·noht·al 2+ 

D..-lmcr•• I Dt·l,·nn·•• 2+ 
Muh imiss. I Muhimiss. 2+ 

Oc-1<"<'1 t:,wmi,·s 

PHALANGITESIHOPLJT ES 
Rtcn1il v , 1tran C.ompanion 
llt-Jling 1-2 Hraling 2-:1 lk1lini;:I+ 
l)t'f('ll<'l'" 1-2 l>rlmn·• 2-:1 Dt•l,·nn•• :I+ 
Bladt·sharp I •2 Bladt•sharp 2·:I 8l;ttk•, h;np1' ·I 

J-";111.:uacism I 1-:~1n.u~1cism 1 
Rr1x1ir 

PELTAST S 
RKTUh v,,. ran Companion 
lk:tling 1-2 H«1ling 2,$ 1-tmling :I• 
Ddrnrr001 D<-lriKr• • 2 Drirnc<"•• .'J+ 
Bladnharp I Blatk-sh,orp I Black-sharp 2+ 
Spct'dart Sprt'<l;m Sprt'<l:111 

Mobility Mobility 
F;irs.ce J-';arst't' 

f)(-u:n Erwmit·s 
D<·mor.1 1ist• 

ARCHERS 
Rtcruil Vr1eran Companion 
lkalin11: 1-2 Hea ling 2-$ He:ilini: S+ 
Odrncr• • 1-2 l)denct"•• 2-3 lkkncr•• S-•1 

Sp<'t'dan Speroar1 Sp<-<-<l:ir1 
Muhimiss. I Muhimiss. 2 Muhimiss. 3+ 

Fir~rrow 1-'ir<-:trrow 
F.irsc.-c.· 

Defence• = Ei1her Coumermagic o r Protection (mostly 
Protection). 
Defence •• = One or Coumermagic, Protection or Shimmer 
(usua lly Protection or Shimmer). 

Bladesharp'f" some uni ts, (up to 50%) were given Fireblade. 
This is so the second rank could cast it on the weapons 0£ the 
first rank. 

Specia lists ' Spells: 
The Specialists, NCOs and OHicers 0£ a Regimen t tend 10 
have Spells as i£ they were Veterans with the following 
addi tions or changes: 
CORPORALS: Dispel Magic I, Demoralisc­
SERGEANT.S/ SlJBALTERNS: Dispell Magic 2. Demoralise 
CSMs/ CAPTAINS: Dispel Magic 2, Demoralise, Healing 4 
RSMs/ MAJORS: Dispel Magic 2, Demoralise. Healing 6 
MEDICS: (spells limited to 1J-,ese only) Coun1crmagic 11. 
Healing 6, Dispel Magil' 2. 
COLONELS: As Runelord or Runepr_ics1 1 

Note: Soldiers almost never had magical items or familiars. 
5% of Corporals. 10% of Sergean ts, I 5% or Subalterns. 20% of 
CSMs. 30~i,o£ Capiains. 'IO%o£ RSJ\-ls. :i0%o£ Majors and 100% 
o r Colonels did. J\·ledic-al Aids ,,·ere a lways gi\'C•n a Po" · 
Restoring Po1ion and usually a Famili;tr o f Pow 18 to ('nabk 
multiple ca,1ings of Healing 6. 
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Epilogue: 
I don·1 expect most rnmpaigns will see more than 1hr<·e o r 
£our sections 0£ Lunar troops a1 any one time, as larger 
formations would not only be diHiruh to handll' but would 
anicle dealing with the units or the Sartar Free Army. The most 
rear1ion IO this anide, I might try to follow it with a further 
dealing with 1he units 0£ 1he Sanar Free Army. T he most 
impona111 thing 10 remember abou1 Lunars is 1ha1 they an· 
slaves to routine and d iscip line. clever referees should ust• this 
10 their advantage and sometimes to their detrimem. clever 
players should try to exploit it. Some basic peace-lime 
formations arc ck·cribed bdow (lht·st· formations are usua lly 
50% Renui1 and 50% Vc·teran. C.ompanions are ra rdy wastC'd 
on such tasks). 

Supply Wagon duty (Supplit·s for a regiment o r Garrison): 
I S<·n ion or S<·o111s. 2-3 Sertionso£ Ph.ilangitt-s/ Hoplitt's. 0-2 
S<~c·t ions 0£ Ardll'rs/ Pl·hasts. 
Pa)· Wagon (enough £or a Rl·ginwm £or o nt· £or1nigh1. 
usua ll\' circa 2:,.000 l.11n:1rs). 
1-2 St·~tionso£ L mn·rs. 1-3 S<•c·tions of &·outs, 3-·1 Sections 0£ 
Phalangites/Hoplites, 1-2 Sections 0£ Pehas1s/ Archers. 
Tax Collection (£or ;111 amount up 10 10.000 Lunars). 
0-1 Sections of Lancrrs. I Section of Scouts, 2 sections or 
Phalangites/ Hoplites, 0-1 Sections of Pehasts/ Archers. 
\/ IP ES<·or1 0111y (£or a \' IP up to tlw lc·\·t·l 0£ Prm•indal 
Govc·rnor). 
2.,1 Sec tions or L.;1111·t•rs. 0-2 St·<·tions 0£ Scou ts. Not(' - 1ht·s1· 
a rt• usually dtlwr \ll·tt•r;ms (67% 0£ tlw tinll') or Srnrlt·t 
C:omp,mions (33°0 o r the tinll'). 

OBITUARY NOTICE 

~ ~;J;;;> 
'::::-;d';(-~ r~•=-=-=i 

, ...... .. ,, , ...... ,,,. ,. .... 7 11 
OiHbP, !?: Jrt!o:., ,~clol!c r h'?) ·.1· 1•;11$ 

1-Hf'C<"ll l,Jt: au cb .. -s, 
t uut ot t ~ , »k,i, 
fer aa b.tt t:U c.:c.u: re::c­
t ~r:t cwis ?i:t rcw• ,Ht. 

Jo e.:rr- olt) n r.u .a·• t s.;li.;, 
10 ~ c cHk cu• i 'tltt, 
~ •11 1:-:a .ttJ ,cu c ute c-NW r htst:e 
: ~ l ~t tctc=u c! n r 1rcJI (Ji:;iln. 

10 "r IC!lt n, ul• h C•tH•c 
na n r ruH111 H"f(), 

~~ tl'!.t ,i,•, 11,l t.:•C4"r oiHtJ 
t ::--< 1'tU In::,. ?llr J~Q. 

/<&iC"'l t :t ~• tC"' ;,,.w~ btu !drc.4 • 
rc ·t: Old 11:r ~• 1.=- .u~ tu-a: 
t::,,Ul H .in r.io It lU r-t 
~: u~ hat t).t II.as .a,~hl 

Explanatory Note 
Captain Ralf Rodw,t,·r wa, an ACE OF ACES c har.1n,·r of ,011w 
r{'pllt<" hc:n: in Mdho urrw. ama:;sing, a l<>tal of l:> nl11fin1wd \'ic 1orin, 
whils t Slll'\'i1·i ng no f,·w,·r than fiv<" cr.,slw,. 

Over a y<·,1r ;igo ht· disaJ)lx·.m:d without trace· whilst p,ttro lling 
towards L.ilk. Th<" \\'arOfficc must now. regre1fully pres11mc- him 10 

Ix: de-ad. I-lb :.-1:tj<·s1y. King George· V described thi s loss as "a great 
blow 10 thl' Empitc· and a ll of Christendom." 

- Ra lph. w,· sh a11·1 fo rgc1 you -

by Mark Robins 
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PB&Nl'AITACON 
5th-8th April '85. Diplomat Motor Inn. 

12 Ackland st, St Kilda. 

AUSTRALI A'S LARGEST GAME CONVENTION 

Enquires: P.O. Box 45 Mitcham 3'132 

Activi ties Include: 

Convention Dinner & Masquerade 
Feature FIim• & Video Mavle■ 
Introductory Be■■ians 
Camputery'Videa Games 
Game■/Minaturas & Comics for sale 
Fantasy Foot: Rally/Dre Hunt: 
Fantasy Olympics 
Auction 
Easter Egg Hunt and mare! 

Tournaments Include: 
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Dungeons & Dragone 
Runequeat 
Traveller 
12 Mini-t:ournament:e 

PROUOl V SPONSORED av 

MODEL 
MASTER 

IR William Street, Mt Waverley 3149 
By Appointment (03) _277 2218 8.H. 

Ph: Moris B4B 7623 or Joe B74 7475 



How to get more from your game -3 

DEFECJ'S 
Ddccts in Supt·r Squadron can bc o btained in 1wo major 
ways. Either the character wishes to ha ,·e mo re powers o ther 
1han those orig inally ro lled or the player has begun with such 
an ext remely powerful d1aractcr 1ha1 sonit· fo rm o f tnminal 
defect is gi\'C·n to th<'dTaraner for sorne form of gamt· b,il,1nc('. 
(Green Sting is this type o f charann). 

The standard form o f dden . and theeasies1 todcsigrute wht·n 
beginning the game. is a basic multiple or intr nsifil'd d frct 
from a specific source. This bdng eirlwr ;1 power o r suhswnce. 
such as douhlt'd,1magt· from ;m a ttack foi:m. or power loss due 
to a spc-cific substa nc<·. 

Although this work~ well and is relaii\'f•ly t·as)· to designate-. i1 
does h1<·k ncati\'ity and possible a,·c·nues for clia r;in tT 
de\'(·lopme n1. After a ll. many specific powers tht·msel \'\·s ha\'t' 
these types o f in !iereru ddens: Robotic Body is ntlnnahk to 
Lightning / Electrical .ittacks: Force Fields d on·1 s1o p :\ir. 
Light and So1111d basc·cl at'tacks a nd Inntlnnability is a lways 
\'Ulncr.oblc to a n auack 1ypl'. T o simply duplica1<· th C'Sl' 
principk.s wirhout co11sidt'r;11 ion fot rlw spl"l"ific d -1;1r:ictn. 
lacks so much potentia l lustrl'. This 1yp,· of dcft·n is onl} th<' 
1 i p o f tlw kt· Bng. 

Drfccts art' lll<',lnt 10 hl' i11hc-r1·n1 prohl('Jns tha1 a s11p1·1 
powered ch;iractcr ha,. \\'hich , ho uld n·latt· to th.-ir Powns. 
Origin or Bal·kground, or ,, comhi1n1ion of these·. \!;my of 
rbcse types of ckfcns. ,,·hid1 do no , rt lai1· 10 power~. can h(' 
u1ilis('d 10 cn·,11e· lllOlT in1cn:s1ipg charactn~ . . 

It is impossihk to l"mhdlish on C\"t'fl 011(' se1 ies of dden , 
based on o ne optio n, a, 1ht·rt· arc "' man~ \'aria hk,. Thi, 
series of <·xamples is only dl'signed IO sho,,· yo u some a,pcc" 
of the vario us options. 

:Power Based Defects 
Related Powers 

Although thi , is a re lati\'dy easy for 111 of dC'fen 10 a,~ign to a 
charactt:r. it b lnll( h h a rder to dt·1nmi 11 .- why 1h1· ch;ira, 1<01 
should h a\'l' t he 'dcfcn' power affect d1t'm so. If a logical 
reason can be es1ablishcd fo r 1he d efect po\\'er·s inll'nsif icd 
dfcct, i1 will add to gamc,believahilit y. This will also n!"alt' a 
firmer foundatio n for charac1er cl1"velopmen1 and a more 
substant ial base for ro lf playing . .-\ f1cr \di. why should a 
charac1cr wiih fl ame Cc11era1ion bt' su,,ep1iblt- ro Cra,·iry 
Con1rol. or some other ra ndoml y d('ltTmined pown' Tht· 
spec ific ddc·ct ,1ssigned sh o uld n·la te ro 1he cha ran er in so me 
way. In this specific case, a logica l dden could he hast·d o n 
1hc pO\\'Crs alone. A chara cter " ·hid1 can genc-r:11t· flame· 
" ·ould probably be susceptible to Ice C:eneration. 

Po"·ers which have opposi tes such as: Ai r Genera tio n-Terra 
Generation: I .igh1 Conrrol-Darkncss Generation ; Revivirn tion ­
Oea th Tou('h . or powers \\'hich ha,·e an ('(fcnive rc·lat io nship 
,uch a s: Non Requiremen t of Air but nc1·d to be immffsed in 
\\';11er periodic a lly: Magnetic i\ Ianipul~Hion po larimtion 
effects disrurbcd b~· Lighrning/ Flectrical influenn:s. arc the· 
simpit"st and m os1 basic form, of re lat('d power ddt-cls. 

Ocri\'alive Powers 

The 01 hn major l\ pt· of po \\"{'(' ha,<'d dd('ct , . arc- dd!"< ts 1h;H 
a re side t'ffen s 01 d l'ri,·at i\'C·, of 1ht' actua l pow(•fa the 
('haractt'r pos,t',sr-s. Ch;Hac1cn, \\'hn ha\'<' ;1 po wer muhiplt' 
rimes fit vt'ry wdl inw rlii, ca lf'go ry. :Vl:,rn·I, X-Men charaC"lt'l' 
" Rogue" has 1his 1ypt o l defec 1. She has mim i< mulr iplt­
tirn(·,. This 1101 o nly a llO\\'S hc·r IO :1hsorb o thn charanns· 
po wers. but a lso 1hr i1 mt·mories. Whi le she pos,t:sso 1hnt· 
mimiced abili ties. her victim is renclt-n·d unc·o 11scio u~ \,·i1hou1 

any mernm ics 01 powt'r,. Howc,·cr. if ,he mai m a ins ,onu·o1H· 
d scs power, fo r 100 long a pcr iod. sh(· pnmam·n rl y absorbs 
her \'iCtim ·s mt·mo ri(·S. E\'t·ntuall) tht' cha ran er wo uld 101a lly 
lost' 1hc-i r o wn iden 1i l y a nd bee o me ,onu·om· t·lse. an :-.; P( : . .-\ s 
i1 is now. she ha, pc·rm a nt" ntly absorbed the abili 1i1"s of o nly 
o ne t har,1ncr and i, suffering periods of sch iwphrenia dul' 10 
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a now permanent dual persona li ty. 

A charac1er with Energy Absorption . 1ransla1cd into a reL11(·d 
dt' fect could not only a llow the character tO absorb various 
energy forms, but force them 10 become d ependant on them. 
The characte r migh1 'burn· up their o wn energies at a highl'r 
rate. and actua lly need to supplcnwnt 1hemsclves with 
t·xtnnal e nergy sources, or ~ufkr various consequences. 
Consequences ('Ould range from physical (i f not visual·) 
age ing ,ll an accckrared ra1c. (ont' m o nrh per day), to power 
abil ity reductions. 

A d1a rac1er with site ch ,1ngc· smaller mig ht permanently 
shrink a small amount, (say I cm ), every lirm· the power was 
used. This would not makt' 1hc power useless. but mor<" 
n·strained. It would only be us<'d in dire emergencies, once Ill(" 
character wi th 1he powC'r becrnw aware of i1 ! 

Organic Po wers arc usually vny ci1s,· lO deri"e defects from. 
Powers hasc-d on animals o r plants usually rt'quire so111r 
r<·search in10 1ht· spt'cific abiliriC's of 1IH· nt·,lltm·. which 
shou ld also provide· somC' insighl to th<" b;1s ic prohkms 1ht· 
creatures ha\'('. These problems rangt' from natural t·m·mi1·s . . 
natural ckfrns or <·m ·iron1m·nt;tl con di I ion, . For t'xamplt·. 
ae;11ures 1ha1 lin· in extrcmf .comlitionssm h ;1s rht· tropi< s ':inic 
could be st·nsi Ii n· 10 opposi I<' 1,·mpt·rat ti It· \',1ria t io ns. Ddn 1s 
could rangt· frorn powe1• abi li1v lo~s. in, tt'asn l po w<·1 dfn rs 
to ju,1 siraigh1 A,1ion ·Po in1 or Hi1 l'o in1 lo". Cha1;1tf('f' 
with Bear b:1snl po\\·t·rs migh1 n<"<"d lo ngc-r pniods of slc-q, Ill 
ma~· becanw dor111a1l! during will!('!". Cha rat tns with rq>f i I ian 
based pO\\'Crs 111.1 y he- co ld blooded. and thadore lose Ag ili1 y 
points in ('Old wea tl1c-r·or c-nvironnH'nts. · 

Characters w ith .h<'am \\'C•apcms- cottld h v,· a cha nce of ,11<·11 
bca111 \\"Cap!">n b,1ckfi1 ing o r rebound i ng u1H"o n1 roll:1hl\ . 
r\umcrous d eri, :11in· dd (·< t, c·;m b<" n t·a1t'd wi 1h a hi 1 o f 
though\., 

Pow-:-r basrd dtkci s art' ,·cry ran·I\' applic:1blt- as 1ennin,il 
ddt'~ts. as 1ht·\ arc usually :dmosi' impo~,iblt- to logicdly 
o,·ercicimc-. or would be- ,·c ry d iflin1 lt IO c.ounter,1ct. 

Background Based Defects 
Backgroun d based defec ts require mo re thou g ht o n bo th the 
player's ,md GM's pan. It is \\'ise to allow the player some 
input into dw 1ype of charac1er 1he\' " ·ish t0 p la y and 1ht·n 
ra1ionalise an o rig in and background. T he backgrou nd can 
dlC'n be b,,scd a nd modified to ~uit some app ropria te form o f 
clefcn for the character. which is not dependant o n . but m:1y 
Ii<' 111odified b) powers. 

W<· " ·ill assu mt· tha t a c haracter '"Empath"" has Emo1 io n 
C:0 111rol a s a primary power. The character is a youn g ft-m:dt· 
\l utaru. The p layer " ·ishf's w role p lay Empath as a s,,·,..-1 lo,1 
, h ild " ·h o o nl \ \\' ishcs to help a n yone she t'ncountcrs. ;md 
si rm· d iscon·ri ng her powl·rs no,,· i mend s 10 use them for I his 
purpose. \\' i1h th is basic charaner o utline fro m 1hc p layer. 
th<' GM c11 n flesh out an applicable defect. 

t · sing thl' basic o ur line so fo r . 1 he Ci\! ratio na I is!?s Empath ·s 
a tt iwd c as a r<"anio n based on lll' r h o m elife. T he GM dccitk 
1ha1 her par,·nts were a n u nha ppy cou p le. They were 
cons1antly fighting. wi1h o n<· parent ronslilntly becoming 
drunk a nd vio lt·n1. (\\' h i, h , pt·cific part"lll \\'as till' 0111,c· 
\\'ould d cpc·nd Oi l 1h1· c hara< tt'f'°s famil\ demi bas determ inc·d 
hy th<' ha,i<' hac kgrouml ta hk,1. Empa1h~ actua l hom clifc· 
w ;1., the· o rig inal problem " ·h ich spr<Hllt'd the c ha ranc-rs 
dt'sin· 10 h(;lp o r hers. Also ra king in10 :iccou111 her p rimary 
power. Emotio n Con1rol. (a ir ho ugh 1hi, is not essem ial). liH· 
(;\J ob,·io u,ly fl'c-l s 1hat Empath is a lso ensitive 10 some· 
,pt·1·ili, ('lll<>tior1, in spn ifi, , 01tdi1 ions. Pa n icula rly rhos<: 
1h.it rt'latt' 10 bn o rig inal homdifcsit u;itio n . The ck-ft-n is 
thl'n bas<'d o n <'tnpathic reanions Empa 1h p icks up in caws 
1ha1 111irnic or n·l.11t· lO her upbringing . \Vhenen-r Empath 
, onH's acro,s au c·1Ko1Ull <'l" which bear somt· rcla tionship to 
1his. ,ht' i., afk< 1ed in so lll(' \\"ay. such a, po\\·cr ,1bil i1y loss. 
Such l'nt 0 11111,·1 s could inrludt' wife bea1 ing . alcoho lic- dr rc-lins. 
( ' I ( .. 



THIS !S 
NOT MY CONCEPTION 

OF LIZARD BASED 
ORGANIC POWERS! 

In this c;1st·. ill<'(;;\( may ;,lso wish to modify som1· of th!' 
primary h;1ckground fans. 10 promoll' till' rol(· playing ;1sp(·<·1 
and ha('k.i:round of IIH' d1;1rann. Such d1;1ngl's could indu<k. 
r('ducin.i: Einpa1hs;1g!' to hl'r1·arly t!'!'llS (<'V('ll below starting 
ag<'}. and assuming Empa1h kf1 or ran away from hom('dU(' 
wall h,-r homclik prohh-ms. Pnhaps han· one of hn pan·ms 
di<" or han· dit·d dul' 10 tl1<·s1· prohkms. such as a suicid!' or 
murdn whii<' i111oxi('at<'d and violt-n1. 

This dd<TI n>t1ld (';1sily h<' ;1dap1t·d as ;1 t<·nnin;tl clder1. II 
un1ld h1· 0\·1·n·om<· int ,,·o main ways. ' )'ht· player could t'ithn 
soln· hl'r homt'lik prohknis. or ,h,·could simply grow ou1 of 
i1 as sh(' nw1un·s. al a proponio11;11dy reducing mil'. 

In G1ses where no one power ran ht· used as any has<' for a 
defl'CI, other wmlly n<•,,· background history <"an be inwrporat<"d 
IO in1rodun· a dd<"Cl. 

A fami'ly conflict si111a1ion <an h<· introdu<wl with sonw GM 
manipulation lO produc<' a dc·f<"c-1. For C'xampl(·. a p layers 
family maydis,1pproveof 1htir anions. or b<"inga superbcing. 
Oth<"r family memhl'rs may h<' su1x·rpown<"d. beings on the 
opposit<" sid<' of d1<· law 10 th<· playe1·. A sibling may be a 
Superhero and isdedicatC'd 10 r<'rnoving the black sheep from 
the family tree. A playl'r Sup<"rhno may havl' a homicidal 
maniac as a clost relative 1ha1 hates them for no apparent 
reason. The specific pow<'r ability of the 'defcc1· (enemy 
supcrbeing), should be very rnref ully controlled. In a l mos I all 
cases, the Sup<'rhero character should be more powrrful. 
panicularly if the player is a \'illian. Suptr-Villians in these 
cases. tend IO kill defeatl'cl h<"rn<'s. Exaetly how much 
difference the two charact!'rs should have in power ability 
will de1x·nd on the sprcific background si tuation. and 
whether 1hedcfcc1 is termin.11 and therefore ran be resolved. If 
this is used as a terminal defect. 1he power difference will 
probably be smaller. If tlw cllfrn is terminal, the situ,Hion can 
be r<·solved by the {')imina1ion of one character, or both 
characters actu,1lly seuling d1c·ir differtnn·s. and becoming 
friendly again. Note. that th<· GM will probably need 10 
specifically design the playns a ntagonist, as opposed to 
random generation. Marvel's Mastn of Kung Fu charnner 
has this type of permanent defect. His fathn hates him and 
may kill him. He is a powr rful Suprr-Vill ian in many ways. 
but docs not actually 0111class thl' charart('r in physical 
))0\\'l'L 
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Origin Based Defects 
The h:1sic origin 1,pe and lhl' ,p,·< iii<" oiigin c·xpl'rienn· cm 
bo1h he usl'd IO dl'vdop dd<·<·h 

Origin Type 

Thr six primary origin I yp<·s tl1<·111sd\'!', < an pro,·idr dw basi, 
for some dl'kns. :\lic·ns 111:1y han· physical \ariations of 
l'Xll"l'llll' na111n·. T!H'y C'Ould IH· huntc·d by an1 i-;dit·n group, of 
l'irhcr rnili1ary <>r <"i,·ilian n;111m·. (:'vlt11,1111s can also IJ<' 
h1111tl'd hy simili;,r group,). Sponsort'd characters cou ld h<· 
h untrd bv 1hcir ('X-bl'nefanors. i\lit·ns ma,· b(· totalh- nim·(· or 
unfamili;ir with 1nran law. n1stoms ;1;1d cul1u.:c. These 
prohlemscan also indudt· being totally unable to rommunicat(' 
in any l<"rran language. 

Sponsored charanns may b(· foR!'d to do things that 1ht'y ;1n· 
against. which may caust· th<'m probkms wi1h either till' J;"'· 

and Superhc·rors if they do anything illl'gal or <'n:n Sup(·r­
\lillains if dwy ;1n· rnns1;111tly forced to i111encnc in 1hl'ir 
actions. 

Scientifically cn·,Hed or based charancrs (such as robots) 
migh1 be susc·eptibk to s0Jll(' Supernatural based it<'ms or 
powers. 

Many ddens of this kind can he adopted with som(' mod­
ifin11ic,ns as <'it her pnmam·n1 or l<'l'lllinal dd!'cts. T<·nninal 
ddccts can <·rnl wh<"n lh<" a111i-what<·v<·r group is t'liminat!'d 
d ishand<"d or lh<' pn·judin· is s<·ttkd. Sponsored charactns 
cm r<"gain 1h!'ir pl:,c<' \\'ith thl'ir bt·ndactors or eliminall' 
1lwm ;1ltoge1her. (;h;ll'a<wrs forct'd 10 sc·rvr may only need IO 

do sci for a limitl'd tilll<". 

Origin Experience 

:\ d1;1ra<wrs sp(·c·ific origin si111ation can also provid<' a 
<"<>IH'sin· dc·fcn. C:hara<"t<'rs who <·xp1-riencc diffintlt and 
horrihk ,i111a1ions whil<· oh1aining 1hr ir J>O\\'Crs may ha\'C 
drkct~ based on that experienn·. Onn·;,n origin base has been 
l'stab!ishl'd. a dcfenin- property <·an usually be derived from 
i I. 

If a charaCl('r gain<'d tlwir powrrs from a nudear acci<lrnt. the 
character could hl' t<·nifi<"d by any nudrar threat. whetlwr or 
1101 dttycan b('(lin'<·tly aff<'nl'd by it. They would opera1ea1 a 
reduted power ability in 1hese cases. 

Supcrn,lllir:il char,1Ct<·rs \\'ho arc· bestowed their powers by 
endt ies m;1y b<" forcl'd 10 do things they do 1101 want 10. or arl' 
constantly calll'd upon leaving them li11lr or no real freedom. 

Marn·l's Hulk d1aran,·r obtained his powns from a Gamma 
Bomb explosion. giving him Shapl' Shift imo Superbeing 
identity and nunwrous olht'r powers. However, he cannoi 
actually control 1he 1riggn into his Hulk identity, which is 
bas<·d on external causes of fear or a nxiety. 

A c-haranc·r ,d10 gains a Mind Power, after testing an 
('xperimen1al 'ins1;1111 education de\'ice·. can also havt• their 
mind aHened in od1Cr less bencfic:al ways. These can include. 
\'arious insanities 10 strange brainwashed beliefs. lns,rnitil's 
such as dual 1x·rsonali1 ies (good and l'\'il) are amusing. Thl' 
GM may wish w only allow thl' character to play one· 
personality. Affected minds can dc\'elop strange ideas, such as 
"I must do something or I will di<'". 

Som(· origin <·x1x·riences arr so horrifying, that a character 
may blOI th<'m out. resuhing in amnesia. In this case, the 
p layr·r would 1101 l'\' ('11 know ,,·hat powers, char;1ctcristics or 
t•,·en background tlH'y han·. (Thes<· would be detl'rmined hy 
the CM ). 

In many c;tst·~. 1h,· dis1inc1ion of 1he basis for 1hr ddcct is 
unclear. Howe,·er. this is not imponan1. in fact it is preferable-. 
Combining a, many of thl'S<' propeni<'s 10 produce a cohrsi\'e 
charaC'llT is mon· important. 11 is up to the CM and playn to 

ck\'l'lop till' hl'st combination of circumstances for sui1abk 
defects. 

by Joseph Italiano 



AD&D Character Class 

CLOUD WARRIOR 

Cloud Warriors are a Fightt>r sub-class limited to Avian races. 
El\"es and Hal!-Elves. Elves only hal'e a 25% chance of being 
•giflt>d' with the ability and both Elves and Half-Elves arc 
limited to the 5th lt>vel of experience. 

Cloud Warriors at1ack as a Magic-User equivalent 10 twice 
their IC'vel of experience and they save as for Clerics in this 
manner. Cloud Warriors must have ability scores of at least 13 
Strength and at least 14 Wisdom. Dex1r ri1y, and Constitution. 
Their a lignment must be lawful. 

Cloud Warriors cannot use armour heavier than leather. The 
only weapons they may use arc javelins. spc-ars, bows and 
other projectile-type weapons. Any magic items not restricted 
above may be used by the Cloud Warrior but the} rnay only 
keep one of each of these items in their possesion. 

Cloud Warriors may be multi-classed blH only Cloud Warrior/ 
Thief. Cloud Warrior/ Assassin, or Cloud Warrior/ lllusionis1 
combinations are possible. 

This Class is also psionically gifted gaining 1-2 ;111acks and 
2-5 defenst•s. Cloud Warriors have no disciplines excq>t 
'doud walk' gained at 2nd IC'I'(') r<·quiring :> psionic streng th 
points per turn to maintain. Cloud \\'aniors use· a 12-sidl'd 
hit dice, per lel"el. 

Cloud Warrior Experience Table 
Exp *AC Special 

Experience Points Lvl Adjust Ability Level Thie 

0-4500 -I ;\ Mist Maker 

4501-18000 2 - I B Cloud Walker 

18001-60000 3 - I C Cloud Conjurer 

60001-145000 4 - 2 D Cloud Enchanter 

145001-440000 5 - 2 E Cloud Scout 

440001-880000 6 -2 F Cloud Warrior 

880001-1130000 7 -3 G Cloud Warrior Lord 

1130001-1380000 8 -3 Ii Master Cloud Lord 

1380001-1630000 9 -4 Master Cloud Lord 

250,000 experience points per level for each additional level 

above the 9th. 

• This armour class adj11s1men1 only applies when 1he 
character is somewhat concl'aled by cloud COV<· r. 

Exp Air Spells usable per day per level 

Lvl I 2 3 4 5 6 7 8 9 

2 -
2 3 I 

3 4 2 I . - - - - . 

4 4 3 2 

5 4 4 3 2 I - - - -
6 4 4 4 3 2 I 

7 5 4 4 4 3 2 

8 5 5 4 4 4 3 I l -
9 5 5 4 4 4 4 2 I 

10 s 5 5 4 4 4 2 2 

11 5 5 5 5 4 4 3 2 2 

12 6 S 5 5 5 4 3 3 2 

EXPLANATION OF SPE.CIAL ABILITIES 

A - Summon mis1s 3/ day 1ha1 arl' so clense as to ohsn1re 
,·ision for 2-8 rounds. 
B - Psionic abili1y cloud walk (useablt· on non-1urbukn1 
clouds). Predic1 wea1hn al will. 
C: - C:on1rol 1cm1x:rn1ures 10· radius. 
0-Summon snow storm I / day. 75% resistance to ligh111ing. 
E - Transport l'ia clouds 2/ day lasting one 1urn pl"r lcvl"I of 
EXP. (No auacking while using ability). 
F - Able co use weapons and spells while 1ranspor1ing ,·ia 
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clouds. Call lightning I/ day. 
G - Summon and control wea1her a t will. 
H - Summon a cloud chariot I/ day capable of carrying thrl'e 
man-sized crea1ures (or equivalent weight) lasting for one 
hour + one 1urn £or every level of experience. 

Air Spells Description 
Purify Air (Ahera1ion) Reversible 
l.c·v<·I I C.omponcn1s: V,S,M 
Range: !"/ Level Ctsling Time: I segment 
Dura1ion: -~ rounds/ L \'L Saving Throw: Nil 
Arc·a of Effe,·1: I" radius g lobc-1Le\'t'l 

When this spell is used, the GtSll'r causes 1hc air in the area of 
effect to become purified. This will remove any impuri1ics 
and cause gases that migh1 be poisonous to become non­
po isono us. 'l"hr reverse of this spell causes the air in the area 
of dkn 10 become stale and i1 will also hav<" a n 1muhttive 
+03%/ k vel of 1he spell <:aster, chance' of hecoming poisonous. 

Create Air (Altera1ion) 
Level: 2 Compon<·n ts: V,S,M 
Range: I" C,st ing Tinw: 2 segrnc111s 
Duration: Sp,·ci;,I Sa,·ing Thrn1,·: Nil 
Arca of Elfc-n: ¼" radius globi•/ 2 kv!'ls. 

Whl'n 1his spl'II is used, the ,aster creates a globe of air in ilw 
desired area. Th<" glob<' will remain where it is placed un1il i1 
is forced away. O1herwise ir will lasl un1il it dissipated or 
converted 10 someo1her form of gas. The air type rrea1cd will 
depend upon 1hc acmosphere l)'))t' c,f 1ht nearcs1 world to 1lw 
spell caster. Brea1hing "·ill h,· possible for one crea1ure for 
one hour/ lcl'd of tht" spc-11 easier be-fore the suppl} is 
cxha us1ed. 

Resis1 Poison Gases (:\bj ura1ion) 
L,·wl· 2 
Rang!": Touch 
Dura1io11: I t111111kvd 
An·a of Elkct: C1<·at11n· Toll< hnl. 

C:0111po1H·t11:--: \" ,S,.\J 

( ~1:,,,1ing 1it11t·: 2·S 1o u1uh. 

~."·inc: Throw: 7'il 

When this spell i~ ct~I on any crntturc . thill crea1ure will h ,l\'(" 
a r<"sistanc(• IO any 1ype of poison gas 1ha1 mig h1 l'ntcr thC'ir 
body. Fm c1Try 1wo lcl'cls of 1lw spell castC'r"S exprrience llw 
crea1ur(· aff<-c1rcl "·ill ha\'C a+ I bonus on ,ill s;i ,·es I"S. poison 
gases. 

Produce Wind (C:011jura1ion Summoning) 
l.cvrl : :l C:ompont'nts: \ ' .S 
Ran.c:l': I" I .,·n-1 
Duration: I ,ound. Ind 
Arca of Hico: Sp,·,·ial. 

Ca:-idng ·rilne: I round 

Saving Throw: ~ii 

When 1his spell is used. 1he spell caster can summon winds 
from 5-30 m.p.h. T hese winds can be direc1ed in any direc1ion 
desired by 1h<" spdl easier. The wind brough1 forth will blow 
away mos1 small items 1ha1 are 1101 secured and largerobjens 
can also be moved if the force of 1he wind i~ concent ra ted in 
one area. 

Assume Air Elemental Form (Altera1ion) 
Level: 4 Componm1s: \ ',S.:\ I 
Range: O Casting Time: ·I S<-gmems 
Ouralion: 5 wrns/2 LVL Saving Throw: Nil 
Area o f Elleci: Personal. 

When 1his spell is used. 1hc spe ll easier is able 10 change 1heir 
form to 1ha1 of an Air Elemen1al. They will hal"e the abi li1ies 
and app<'ar cx,1ctly as an Air Elem('n!al. The spc-11 caster will. 
however. retain 1heir own mind and a lso operate as 1hcy 
would normally. 

Direct Wind (Alter,t1ion) 
L<·,·d: .~ 
Range: 0 
Ouration: I wrn .,2 l.\' L 

:\r<·a of Ell.-n: I" radiusl k,·d . 

C:omponcms: \ ".S 
c~uting Tim<:: I round 
Saving Throw: ?\ii 

\\'hen 1his spell is cas1. the easier can di rcn any winds wi1hin 



the spell's radius. The cast('r can cause them to go in any 
direction that they so choose. Also, for every two levels of 
experience the spel I c,1ster can innease or decrease the force of 
the available wind by a cumulative rate of 5 miles per hour. 

Summon Air Elemental (Conjuration/ Summoning) 
I.eve-I: 5 
Range: I" 
Duration: Spt>cial 
Area of Effect: S1x·cial. 

C.ornponents: V,S,M 
Casting Time: 5 rounds 
S.,ving Throw; Nil 

'When this spell is used, th(• sp(·II caster is ,1ble to summon an 
Air Elemental creature from its plane. Afterc:,1s1ing the spell, 
the Air Elemental will be standing before the spell caster. The 
Elemental's hit die will be equivalent to the level of the spell 
caster. There is also a ( +05% cumulative chance/2 lc\'ds of the 
spell caster) + 10% that an Air Elemental Lord can he 
summoned. \\'hen the summoned creature has arrived, it will 
remain for tlw time it takes to perform one servict' for the spell 
c.tstC'r, and then return home to its own plane. 

Summon/Control Weather (Conjuration/Summoning) · ~-
Lt·,·,+ 6 Compon<'nts: V,S 
Rang,·: ', mild l<•vt·I {~isling Time: 6 rounds 
Dura1ion: I rmuul/ 1.\' I. Sa\'ing Throw: Nil 
An•a of Hft·<·I: ', milt- sq11arl'l l,·1·t·L 

Wht'n this spt•II is used, tht' spdl caster fan c,111 forth various 
kinds of weather at their disposal. More violent forms of 
weathrr ran only be summoned with a 50% chance. Once 
summoned thl' sp(·tl castl'r has absolute control over surh and 
tlw spdl cm ,1l so bl' used to comrol weather that is already 
availabk. \\'1•at]l('r typt·s that art· indigt·nous to that dim,11c•/ 
season may also remain for a ('t'l'lain peiod of time (75% 
chance) until tlll'y dwindle off. 

Wind Barrier (Abjura1ion-Evorn1ion) 
L,•,·t·I: 6 Compnt·ms: V,S.M 
Rangt·: l;" / l.t•,·,·1 Casting Timl': 6 segments 
Duration: Permam·nt Saving Throw: Nil 
An·a of Efft·,·t: I rnbir ft.ill-\'\'!. 

This spell will fa use any creature attempting passage 10 be 
caught by a whirling vortex and thrown back out in the 
direnion that they entered from. This will cause•from 1-10 
points of dam,1ge/ IO feet that the creature is thrown. Creatures 
ejt'cted from the barrier will be thrown from 10-20 feet away. 

Cloud Sail (Alteration) 
Level: 7 
Range: 0 
Duration: I hour/LVL 
Area of Effect: Personal. 

Components: V,S,M 
Casting Time: I round 
Saving Throw: Nil 

When this spell is cast, the caster is able to transport themself 
through the sky on a cloud. The spell caster will be able to 
travel at twice their normal movement rate and continue such 
as long as their spell lasts. Near the end of the spell's duration. 
the cloud will automatically begin to lower towards the 
ground where it will dissipate. Other spells and attacks can be 
used while cloud sailing, but the cloud must remain motionless 
at these times. 

Sky Vision (Divination) 
Level: 7 
Range: 0 
Duration: Special 
Area of Effect: Special. 

Components: V,S 
Casting Time: I tum 
Saving Throw: Nil 

When this spell is cast, the spell caster can evoke powers that 
will grant a vision, in the sky that will answer any question or 
portray any person, place, thing, or event that the spell caster 
wishes to gain knowledge about. There is only a 70% chance 
that the vision will be portrayed completely in a clear picture. 
If so it will manifest itsP.lf in the form of a mental picture, a 
thought, a dream, or perhaps even a holographic image/ picture. 
If the vision is not clear it will be incomplete or maybe even 
misleading. The probability of a vision coming in clear will 
increase by +05% per every other level above 14th. Note that 
the skies must be clear for the spell to work. 
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Gale (Conjuration/ Summoning) 
Lt·vel: 8 Compom·nt\: \ ' ,S 
Range: \, mile/ Level Casting Tin)(': I llll'll 
Duration: 1 round/ L\'L ::,,.,ing Thmw: :'\'ii 
Area of Effect: 1-l mile square/ 2 L.,·\'t'ls. 

\\'hen cast, this spell will bring forth a gale forrC' wind that 
will blow in the area and direction that th<· spc·ll rnster so 
desires. The winds will reach a speed of from 30-60 m.p.h. and 
wilt dl'finately blow away anything- that is not firmly sccur(•d. 
If so desired, the s;.iell caster can even c ·ncentrate the wind 
force on a precise area (5" square/ le\'el) at twice the wind's 
speed and force. 

Air Sphere (Abjuration-Alteration) 
Level: 9 Components: V,S,M 
Range: Special Casting Time: I day 
Duration: Special Saving Throw: Nil 
Area of Effeci: Personal. 

When is spell is cast, the spell caster will create a globe of air 
on its corresponding Elemental Plane. This globe will 
remain there until the latter pan of the spell is used. The 
preparation of this spell may only be performed once per year 
but the last part of such may not even be used for some time 
after that. Once the sphere is finished, if the spell caster is 
about 10 suffer a fatal occurance, they will be immediately 
transported to their sphere in safety. After this second part of 
the spell has occured, the sphere will cease 10 exist once the 
spell caster has prepared for survival in that Elemental Plane 
that they have been transfered to. 
The Cloud Warrior class has been reprinted from Gamemaster 
Guides "EXOTIC CHARACTERS and WORLDS for Role 
Playing Games", with permission. 

by Ted C. Ryan 
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Review 

JAMES BOND 007 

"James Bond 007" Is the first role-playing game to be 
produced by the Victory Games company. Victory Games has 
previously been producing boardgames, although quite a few of 
their design staff have• had experience with role-playing games 
white working at SPL SPJ's two role-playing games were 
Universe and DragonQuest. The co-designer of these two 
games, Gerard Klug, Is the designer of "James Bond 007." He 
worked on all three projects with Michael Moore, Robert Ryer, 
and Ted Koller. This tends to explain many of the similarities 
between these game systems. 

A character can start at one of three rank levels. These 
are Rookie, Agent, and "00" status. Unfortunately you can 
only be a character with Ml6 In the basic game, however this 
is expanded In the Game Master's supplement "For Your Infor­
mation." You have the option to choose which rank you wish 
to be, which also determines the amount of generation points 
you obtain with which to create your character. There is no 
random die generation for statistics. The generation points are 
used to buy your characteristic levels, skill levels and physical 
attributes. The game uses five main characteristics: strength, 
perception, willpower, dexterity and intelligence. There are 
also twenty-four different skills In the game. 
11ame. 

The problems lo the · game begin when you wish to use 
a skill. This requires a skill roll, which is a complicated 
procedure. To calculate whether your sklll attempt Is success­
ful requires the use of a primary chance figure and an ease 
factor, which art> multlplled to give a base percentage success 
chance. The primary chance Is obtained by a combination of 
your skill levels and your characteristics that are used for that 
skill, 1:e. driving relies on perception and dexterity, therefore 
the primary chance Is (Dex + Per)/2 + driving skill level. The 
result Is then given a quality rating between I and 4. The 
other problem In this section Is with the characteristic rolls, 
In that this Ignores the characteristic ratings and uses a flat 
rate of 20 as the primary chance. 

A major part of the game ls "hero" points. . These allow 
you to recreate all the Impossible actions that happen In the 
movies and in the books, by using the hero points to alter the 
quallty rating result and therefore allowing you to turn failure 
Into success. This part of the system works well, however the 
method used for obtaining hero points Is poor. I believe a 
system based on purchasing hero points with experience points 
would have been better. Experience points In the game are 
given In the same manner as DragonQuest. They are assigned 
by the Game Master with bonuses or penalties for role-playing 
and successfully completing the mission. The purchase cost 
fo• skllls and characteristic points Is well balanced. The 
experience points can also be used to purchase equipment from 
Q-branch. 

Combat ls one of the better sections of the game. It 
gives the characters a better than even chance of surviving 
most encounters. There are two types of combat In James 
Bond. They are hand-to-hand combat and fire .-:ombat. Hand­
to-hand combat ls less lethal, but more useful for getting out 
of tight situations. Combat Is resolved t:,y performing a sklll 
roll and then cross-referencing this with the damage class, 
(which ls assigned by the weapon type), giving the amount of 
damage Inflicted. 

Chases have always been an Important part of James 
Bond movies and books, and any game on the subject should 
Include them. "James Bond 007" the role-playing game does 
Just that. The ~hases In the game are run by bidding ease 
factors against the Game Master, who bids for the NPCs. The 
winner performs his manoeuvre first. The manoeuvres can be 
any one of five types: pursue/flee, force, qulckturn, doubleback 
and trick, This section works very well. The chases turn out 
to be quite eitcltlng and action-packed. 

There are several other aspects of the game which are 
quite Important for the recreation of the James Bond world. 
These are the night llfe and inter1;:tton with NPCs. The Night 
Life section Is quite Interesting and very useful for gaining 
hero points. However, the Interaction with NPCs Is less 
comprehensive. This section appears to have been rushed as 
even the reaction table does not have any modifiers based on 
your physical appearance. 

All of the Q Branch equipment ls listed in one chapter 
or the rulebook, which Is far from complete. To complement 
this, they have released another book, the "Q Manual." This 
book makes very novel reading, as there are comments on 
every piece of equipment by a number of Q Branch scientific 
staff. These comments are quite amusing and give various 
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examples - of when the equipment was used and by whom. 
There ls a section on each Item describing how It fits Into the 
game, and a large set of tables at the end of the book that 
Ilse all the Information needed to use the Items In the game, 

The Game Master's section ls good, but some Important 
aspects of the game are missing. They are, however, covered 
In a later Game Master's supplement, "For Your Information. 
Chapters In the basic rulebooks' Game Masters' section cover: 
how to be a Game Master, the use of Non-Player Characters, 
NPC encounters, M.1.6, Tarot, allles and enemies, and thr!lllng 
cities. The areas which are covered in the Game Masters' 
supplement and which should have been In the basic rulebook 
are: creating campaigns, adventure generation, travel, under­
covi.r work, and Imposters. These sections are essential If you 
wish to plat the game properly. I understand the business 
sense In doing this, but It Is really Just "ripping" off the 
publlc! 

I have some other complaints with regards to the advent­
ures. All of the adventures have a varying level of omissions, 
with Octopussy being the worst. Octopussy lacks definition and 
requires an excess of random dle-rolllng, making It difficult 
to play. In most of the James Bond adventures continuity Is 
difficult to maintain as the sections which bridge the adventure 
components together are missing and very llttle time ls allowed 
for the characters to role-play In the game. for example, In 
Goldflnger, there Is no time allowed for aircraft flights. This 
proves to be very awkward, as It leaves the characters little 
game time to play out the Important sections In the module. 
As far as the modules go, "Doctor No" Is by fer the best being 
almost playable. 

Overall, the game Is one of the better role-playing games 
on the market and Is very enjoyable. The main faults are 
small but very awkward. The game does work out to be 
rather expensive, as you need all the e.ittras to play It 
properly. 

The boited set contains a basic rulebook ( 160 pgs), a pad 
of character sheets, two 10 and two 6-sided dice, retailing for 
$26.00. The basic rulebook on Its own retails for $15.00. The 
Q Manual Is 137 pages and retails for $15.00. The Game 
Master pack Includes an 11' x 32' Game Master screen. a pad 
cf 40 character record sheets, 23 cardboard scultured and cut 
figures and bases and a grid sheet for movement and combat, 
retailing at $18.00. "For Your Information" contains a 72 page 
rulebook, 12 M.1.6. dossier sheets, 12 M.L6. document sheets, 
and 30 NPC cards. This will retail at around $18.00. The 
adventures "Doctor No", "Go!df!nger" and "Octopussy• all 
Include a 48 page adventure book and a briefing dogsler retail­
Ing at $10.50. 

Trademark Notes: the following names are trademarks of 
Victory Games. "For Your Informatlo:i", "James Bond Game 
Master Pack", "Octopussy", "Goidflnger", and "Doctor No.", 
"DragonQuest" and "Universe" are trademarks of SPI and TSR. 

by Greg Ingram 



NOW!ANAUSTRALIANCOMICNO­
ONE SHOULD MISS! 

OFFERING SOME OF THE MOST ENTERTAINING 
COMIC SERIES AVAILABLE IN AUSTRALIA. 

FROM THE NEW TO THE WELL ESTABLISHED 
COMIC STRIP ARTISTS. 

JUDGE DREDD and MAD MAX move over, 
here comes 'SCORCH in DARK RUN' inside. 

ISSUE FIVE. ON SALE MARCH 15 1915 
AVAILABLE FROM A COMIC SHOP OR DISTRIBUTOR 

NEAR YOU. 
IN AUSTRALIA ON SALE AT A NEWSACENCY NEAR YOU. 
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Sole Australian agent; 

VENTURA GAMES 
Send for free catalogue 83 York St. SYDNEY (02) 29 6351 

--

SUPERWORLD 
Tht~-lloldllaytngGomc 

__ 
..... ._..._ 

-µ-..., _i _ _.,_ -­..... '°"'lCJM --· i.=:."= ~= 

Available from 
all good Games shops 
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