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Wekornc to !he premiere issue of Nonhcoasl Rokpl aying (or gamintt fnJrn ~hind the Redwood 
Cunain) 'irnce you re reading this I can assume Y"'-''re on1rrrs1ed in the maga11nc "' ltt fll<' g"c you 
a link hackgrouod 

Back 111 Scpremtler of 1981 . I cluh was fonnctl on 1hc cunpcs of llumtoldt State lln1vern1y rn 
Arcata Caltfomia lloder it,,, watchful eyes of a rNln nanx-d llran<lon r.1ied111an ("'here •i< )OU nnw 
ttrandon'111) and o thers lih htm (including mndf) thr cluh. The Pan1uy CJamcr'1 Uuild, 
pr05percd This bnnp us through the years 10 .Sept.-111ti<:t <•f 1n1v.hcrc1he c11rrtnt mrntl:><'.r~lup is 
some YI people Now. with a membcr.;hip this large, ti was no longn a st mp le m;lflrr to pa'3 along 
informa11on by word of mouth lnvariahly • .r>mt'<mc mr<S<'d out 1o the rescue came the guild 
newsletter , lk (iamr Mechanic. 

Now, The (lame Mechanic was an excellent vehidc whrrehy pe"plc who needed 10 p•ss on 
mfonnation c.1uld do so in an •llTactive manner w11h lilllc taxation On there vocal cap~uttcs ll1e 
Game Mechanic grew. and w11h the seventh iHue had progressed b<-yond simply the passage of 
mfomLltwn Ir was now an avenue ol passage fr>l i:ammi: supplements, tedmi<1uc'. and 11dbi1s from 
one ~amcr to th<: nc•I A lxou11ful tran<ilion o<rp1 1h•l a <imrk nc,.,,lcurr "'"' <1111 ncc<kd The 
solution 1s 1n your hands 

Northcoast Ruleplaymr. 

The NcRp rs our way of pas51ng: infonn81mn out of o ur small nn~ of people 10 the luger 
populace of gamers The current tnlcn< is lo prrnl 1 monthly m•R>Zmc t-onlaming rrlcv1111 anidcs IO 
~amers review>, mcLhanre< d1scus<ions. ~amrn~ wpplcments n1odule~ . and the ot<a<ional 
mini game (whieh would include §11w11TI Clltl~ :'ll!1111i..~!ll11 rn thr trnte• of this '"tit) 
We otLtrpt ar11dcs horn anyont'. s11nply scnrl \t1~..,t 11 , qo1 1 \ 10 rhr a1k1r,..~~ i.'vf"r. ~)(1"' Wr als1' nm 
u~ art""or~ Smee we are 1Ht:nlpt1ng tu run~ !'lw c u,1 . ™'" ptof11 rtugarinc- we ( 1v1 ,Her you tht~ rn 
return your llllnde(s) (1f accepted) will be pnntrrl '"'l d"1nt•11rd '" •< lar~e a cl1"ril•1h"'1 15 we can 
man:igc , Thi< give~ you the ah11i1y lo pa~~ on what you ve lrarncd nr ucatcd to other g1!1l<'r 's like 
yourst'.lf All righ1s lo 1he ankles ~long 10 you iltrr put>llca1ion. ho"'tver. we rc">Cnic 1hc right 10 
rcprmt !he ut1clcs 1n special anthology volumc:s 

We arc •cccpring subscripuons currcntly lryr 6 issues at SJ 50 . Please Mlk<: check or 
money orrlrr p.,yablc 10 BaIT)' Osscr/NcRp as I am currently in charge of funds fo1 printrng . Please 
include you name lddrcss, and 1gc. If you own • busrn<:ss and w15h to ~arry our m•g•zine , pfcase 
write the address below for our rtnns. We need wider distribution 

Finally, advenising and rlus1fieds . We. as you will sec throughout the magazine. CIJT)' ads for 
different busines>es and indiv1doals, and ye• they~ business card< We wtll pnnt your l>usincss 
card or add f06 i I ~per issue per business card sit.c ~rdorc, rf you were IO have 1n add the sm: 
of two business cuds ii would be $3.00, 1hc s1zt Qf 11'rtt would he i4 50 and so on. Personal 
classifieds run the same way A full page add (mr1rng si1c: 8. ~· X 11 ") runs $I HIO per issue . If 
you wish 10 run an add with u5, please include the add completed ( Slldly enQUgh, we de> not have 1he 
resources or lime 10 produce ads for people) with the 1pprorria1~ amrnin1 in check or mooey ordn 
(S 1.50 Jl<'' hu,inn< card size (2" X 3S'l) to 

Barry Os<er IN, Rp 
1018 F ST Ill 
Eureka, CA \1 ~501 

All ad siz.ts arc slated for CQpy·ready ad < arwl will be frduc<d le, 64% original siic for NcRp 
fonnat. 

NcRp would like IQ hear feedback from you, rt.I: rt:adeu . on this ind every rssue how ore we 
doing, how can we improve, Write us. we'd love 10 hear from you. NcRp ll1ld iu ed1t<'f1 assunlC no 
responstbilny for any opinions upresscd or st11cmo::n1s made 1n NcRp . Any re1orts or r<:pltes 10 
articles should be addrt:ssed 10 the author CJO us ' 

And now, with the business complcred. on wuh the plcJ~M~ of Jssue # l. We'll see you back 
here in one month 



By Richard leDuc 
Quirk skills ue skills that uc mainly used to help define the character, but !hat may have some 

game applications. These stills ue those skills !hat U'C of such a nature that they have only limited 
application, and uc of an obscure enough nature that !hey are no1 passed along in the common 
knowledge. 

Once a quirk skill is invented, the GM must decide on what stat 'ovems rhe new skill, some 
samples ue listed below lo aid in this. To buy a skill level in a quirk still equal to the governing stat 
costs one character point. A still level equal to half the governing llat costs one half a char.cter 
point. Each plus one in a quilt skill costs one more point. Noce that most quirk stills will be lrivial 
subskills of real skills, OM's ahovld be �ful noc to let quirk skills be defined too t.m.dly or they 
will take lhe place or ruJ stills. Remember !hat any cook can make good cookies, but not everyone 
!hat can make good cookies must be a cook. 

SKl!.I. STAT SUBSICll.I. 
Bake cookies IQ Cook 

Open fire hydrant ST Fire Fighting 

Juggle DX Sleight or Hand 

Con .SOcout 
of mom IQ Fast talk 

HAVERJN! 

Fantasy Illustrations 
Have you always wanted a sketch of your favorite role-playing 
game chuacter, creature, or whatever? For a reasonable price you 
can at last her a visual interpretation instead of just a piece of paper 
with game mechanics written all over it. All utwork Is done in 
India Ink using an artist's pen and/or brush with colors In pastel 
andfor colored pencil. 

Sim Cml rxs· <trr.ing paper) $1.00 
s.s·x It (typing paper) $3.00 
14.S-Xl7"(bristol board) $20.00 add $1 for color(if you want color) 
add SI for mailing costs 

Send check or money order with descrtpdon or chanctcr sheet copy 
including height, welfht, looks, build, possessions, clothing 
description, game semng(Sf, Fantasy, etc.). background, and 
color If dcsiml to: 

Jeremy Stanton 
l lS Samoa BLVD #44 
Arcata, CA 9SS21 

Allow 2-4 weeks for delivery. 
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A Mw Batlle Tedi Ta•t bJ Md Westbrook 

Type: Panther Assault Tank 
Movement Type: Tracked 
Tcnmge: 60 
Cruise Speed: '4 
Allllk Speed: 6 
Engine: 

Riiing: 
�: 
Lift Equipmml: 
PowerAmp: 
Hell Sinks: 
Internal SlnlClun:: 
Tunet: 

l&l;Mim 
Fronc 
LI/RI Side 
R� 

WCU!O!!S IOd mm,-
Jm; 
AC'IO 
50 AC/10 rounds 
MllChine Gun 
100 MO rounds 

240 
ICI! 

Tons 

23 

3 

0 
6 

10 

llllmll 
6 
6 
6 

12 
5 
.5 
.5 

NEW INBORN ABIUl'IES FOR BATTLE TECH 

By Barry Oner 
Prrw•• rca• <-S CPl 'Ille character hu been In 1 lon1-111ndln1 feud with I rival Mech Wanior, which meaas the 
charac1er will have 1 suon1 negative reaction to any encounter wilh lhls Mech Wamor. � 
pmamster 11111 pl1yer should crate details lbolll dill feud IS I ploc device for further ldventure 
opponunitles. 
IAwtnd HTI. fyadablgt 

A dllracter may buy down his multiplier for 101a1 Hits-To-Kill for C'Ps. The normal multiplier Is 
10 and ii -y be boughs dowe as low u '4 for die followtnt CPs. 

Lowere4 __.tlpller 
X9 mulliplicr 
XI multiplier 
X7 mullipller 

CP 
.5 
-7 
-10 

IAwered M111tlpller 
X6 mulliplicr 
X5 mukiplier 
X4 muhlplicr 

CP 
·14 
-19 
.25 



New lnbgm Ah!H!la IQJDU 

N1!ur1! lncp!l!•tk f-5 CP> 
The chancier has a l11ge learnin' block in lhe training of one of lhe 25 training skill areas (roll 

randomly with a d20+d6-I lo detenmne whic:h). All tnlning c:osu In this field ll'C double the normal 
CP cost. This skill may be purchased more thin once but it should be noted that this seriously 
hinders the character as Natural Aptitude does noching if rolled on the same skill area. Natural 
Ineptitude (the defect) lakes pm:idenoe over the advantage Natural Aptitude. 

B1!ud HTK fgrl1blgl 
A chancier may buy up his multiplier for IOlll Hirs-To-Klll for CPs. The normal multiplier Is 10 

and It may be bought up II a cost of 5 CP pc:i: point up to a maximum of 14. This would mean that a 
XI I multiplierCOllS 5 CP and a Xl2 mulapllercosts IOCPand soon. 

P1ulpn 1-5 CPI 
This ability is more IO nesh out a chancttt than anything dse. The chancter has a passion for 

some non-'mech related thing. 'Mech related means thlll a puslon could DOI be dealinc with lhe 
'Mech dim:dy; i.e. "I must use my 'Mech in a fichl", or ·1 mus1 atbdt whoeYer hurts my 'Mech", or 
, must get my 'Mech repaired everydme It Is damaged.• Theae IR necessities, not passions. This 
pusion will be lll'Ong enough that to follow k will Rquln: lhe chlnc:tu to ignore all other events to 
aa:omplish h. This will o�mce dlsciplinary IClion upon die chancter u die passion will fon:e the 
chancier 10 ignore combat and lhe like. Only one passion may be purchuc:d. 

Dbpmmcd flml!y 1-10 CP» 
This is a very d11m11in1 ability. The ch11111cter'1 family has been disp«Melsed sometime in its 

history. Because ol this, die characler, even with• 'Mech, can never hold a tide higher than Knight. 
In addition 10 !his, the ctiar.:1cr can nevu be a House Reguls allowing him only to be a Mercenary. 
�ny of this chancier, will have to ch1111ge their umes IO lose the dlsposession, otherwise this 
abilny will be applied to the progeny automatically. Elde1' relatives of the charKter will always be 
considered to be disposessed. The gamemaseer and player will need to ftesh out the history of the 
disposession. This ability may only be pun:hared once. 

••nee Fend f-10 CP> 
The chancter's lance or company hu been In a loncstanding feud with a rival lance oc company. 

All memebcn of the lance or company must 1gree to lake this ability. Tiie gamemuter and player 
should crealC details 1bouc this feud IS 1 plot device foe further advenrure opportunities. 

DWUS A SLDRBl!:A8'll'll (later in 1his lmie) 
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by Tim Morgan and Richard LeDuc 

The whip skill is PhysicaVHud and defaults to DX-6. Whips have 4 modes of usage: Pain, 
Entangle, Damage, and Disann. Whips cannot pury. 

flin4 This function of a whip is only effective if the location or the body which is hit has no 
armor. If the skill roll is made to hit, the person attacked is treated as if he is under the effects of a 
Pain •pell (sec GURPS Fantasy, page 40). 

Enlan&k;. This function of a whip is used to cause the whip to wrap around an object. If the 
target is a weapon, then there is a contest of Strength between the whipper and the person holding the 
weapon. If the whipper wins, the weapon leaves its user's hand(s) and can be dragged to the 
whipper. If the weapon owner wins the contest of skills, then he retains his weapon. Then there is a 
contest of skills between the whipper's skill and the opponent's Dexterity. If the whipper looses, 
then his whip has let go of the weapon. Otherwise, the whip is still attached and next tum the 
whipper can opt to let go of the weapon or try again to pull it from its owner's hand(s). In either 
case, the weapon can make no attack while it is entangled. 

A called shot to the legs of an opponent is an effective way to make him fall. It is a 
contest of skills, with the whipper's Strength versus the opponent's Dexterity. The speed of the 
opponent away from the whipper is a ne'ative modifier to his Dexterity. If the whipper wins, the 
opponent falls down (DX roll or talce a point of damage), otherwise no effect. 

An entangle attack to something like an overhead beam or pipe can be used to support a 
fair amount of weight. This has many applications (sec an Indiana Jones movie for more details). A 
hold will be rated with a strength ft11111 to the nmnber by which the whipper t1lllde his skill roll plus 2. 
If the weight put on the whip excccds the Heavy catagory, (12 times the Sttcngth), there is a chance 
or the hold failing. This chance is a 9 or less under normal citcumstanccs (things like oil on the whip 
would modify this). If the weight put on the whip exceeds the Extra-Heavy category (20 times the 
Strength), the hold will fail alllomarically. 

� A whip does Swing -3 cutting damage. The maximum damage that a whip can do is 
l d6. 

12isaon; A diwming anack is basically a Damage attack called 10 a h.-d lhat is holding a weapon. 
If the called shot to the hand is succssfull, the weapon holder must make a Dexterity roll minus the 
amount of damage taken to the hand. If the roll is succssfull. he keeps the weapon. if not, he drops 
it. This will not work with a two-handed wearon. 

Cl! o' Nine Jails· A Cat o' Nine Tails is a stick with many (often nine) strips of leather attached 
lo it. II is used like a whip excepl that it can only use the Pain and Disanning attacks. Also. it gets 
I d3+ I attacks per tum. 

Whip 3t1!13!1cs: 
� 
Small 
Medium 
Large 
Cat o'Nine Tails 

lkildl 
1,2 
2.3 
3,4 
1,2 

SI Rcouiremcm 
7 

II 

� 
I lb 
2 lbs 
4 lbs 
I lb 

Coll 
SIO 
SIS 
S30 
SIS 

All whips take one tum to ready after an attack. Note that medium and large whips have a 
minimum reach, and will not be effective if the target is less than that distance away. 

OPEN 1 DA.YI 
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by ABE CROW 

Prpml!lrt for M1km1 I Tqm 
When the game Is tllnecl the ref will 11si&n a point value for lhe game( 100 Is a good number). 

Each player will have 1ha1 many poinlS to "buy" his/her teem. S•ts l'or ach member arc bou&ht on a 
I : I 111tlo ucept for the lllO'le suit which Is fixed at thal value (S for Slimebeasts : 3 for Humans). 

Slms:'-"'t, u- 1YDlml Call .... Dume Im Mlll s lnl Mlll 5 Pistol 2 I 2 
Hits Max 10 Hits Mlll 3 Ramer 4 I 2 
Damage Max 10 Move 3 !'1111e 3 2 2 
Move 5 4 3 3 

Knife 0 0 I 

Siiia allll I•dc llaa 
lDl: The inteUi&ence 1111 Is usc:d for enemy detection. Humu ICMOI' devices can detect Slimebeasts 

at a nange of their lncX4. However this can only be used within the Humans line ol sighl(it cannot see 
around comcn or 1hruu1h -lls). Sllinebeull ute a natunll tente they h.,,e for finding food. They 
detec1 enemys al their Int as a ndius(they can ree around comen or tlwougti wafts). · 

Hill; Hits are the amount of damage a �or Beall can withsland. This will be covered in the 
section on c:omblt. 

JlJlmK: This is the amount of dalll8Je • Penon or Bell! can do IO the other. This also will be 
covered - in the c:omblll leClion. h st-Id be no1c:d dial Hmnans buy their damqe Ital differently 
than Slimebeasts. H11mans buy -•pons which give them damage and a range capability. 
Slimebea&ts jusl buy damase end have no ninge. 

EX: 
The human player chooset to make his nr11 chanicier widl 4 lnl, 3 Hill, 3 Move, end a Pistol. 

The cost for this human is 4 for Int. 3 for Hits, and 2 for the plllol or 9 points local (Move costs 
llOlhin&.) Now if he MrC to change the WC8flOll to a SubmM:hi11c JW1 or Smc. then his COii would 
JO up to 10 for this� as the Smg coat 3 while the plslOI only COSI 2. 

MsiB:.. This It 1he disianc:c In grids a unit can invcl In one tum. fol' the sake of simplicity alien 
with the c;ross grids only(where the IWO grid lines meet to form a sideways a). Range for weapons is 
also In grids. 

: 11 11 c 
Dit1lla II I Crill. 

!X: CJma•er A 19 .. 1rt4J 1way from Chuw:'91'.11. � B II Oft 
.. Al:an l'otnl. Chinni c b 10 &db._,,,_ Chinni. 
11111 b IKlt In llnt-of·qht wtOI 
C1limc'9r A. 
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lgn11c Alalllfla af Sllmcbns«• 

The Slimebt.ast tum has a number of special abilities 11111 di�. 

Typgc! Blodd91- Slimcbcasts can ettate a lllicky IOlt ol aoo that hardens with uposin IO the air. 
This goo can be used 10 block nmnels. A slimebeasl must IO scay in ooc: phice for a full tum and state 
that he is making a wall. Then he/she can place a wall Oii either side of the beast but within the same 
grid. The -n has I hll/lum spent mHin1 k. 

Aamen and ocher Slimebeasls arc the only things lhlt can damage 1 wall of this type. Th«e walls 
also serve u blocks from human detection me- , so It is common for sllmcbcasts IO set ambushes 
behind lhc1C waHs( see lhe seclion on suprise attacks). 

The slime beast team Should add up ilS IOCal hits (EX: Tiie beast team has 3 dlanclers with 10 hits 
each. Tocal hits is 30.) This IOCal is the number of' hies In walls the bcaSI player 1111y place in effect 
before play begins (The eumple tam could place up IO JO polnis of walls before play began). 

Slime 'Wills a111 be plllef!d over 8Q."eSS points. tr the H- use u llCXJeSS point that is slimed over 
they muSI desuoy the wall before they can f!tllf!r. 

I find that if you draw a line for each hk ol 1he wall in the general area of the 1111p w� the wall is 
that will save you a loc of' book keqiins. 

lmmgbj!izjnc A111ds- In order lor the slimebcasts to lay eggs they must have live �le to lay 
them in, and since no one wants IO have esgs living in them, the slimcbeasu must immobilir.e their 
victinu fint. To do this the slinv:beasc character simply slates that he is doin• an immobilizing attack. 
lnvnobilizing attacks do half of the llUll:klng beast's damage scat against the1r target When their hits 
an: overoome they are comidcml immobillr.ed and slimcbcast meat. 

Ecc yyjnc- Arlef $pending l hlf1I aaually laying the cw; I die larva will nwlUl'C for 5 turns, then 
they become 1/1/1 bllby slimers with a l'l10\'C of S (I Int/I Hil/1 Damage). They pow 11 the rate of 
I pl J5 tvms in a - of their choice up to that of' their parents. W1lca they reach their pllmll's level, 
they •re fully mllind and may lllll to lay esgs of' lheh' own. Players and n:fs should note that the 
egg laying process Is of' a great snin on the human involved and kills them when the bllbies leave. 

Rcccncmion- Slimcbcasts have the ability 10 rqcnc:n1e. Sllmebcast., regenerate at a rate ol I point 
for cvuy 5 full turns up 19 the starting score. 

Hymen Abll!lla 
Humans lln:ft0t .c.arly IS colcxful as the Slimebcasts while in the scwcn, though they have a few 

tricks of their own. 

Ag;qs PoiNS· H-• can use the access points on the map in two -y•: movement. and healing. 
Access Points arc entries Into the sewus lftd are nwhd on the map by a diamond. 

Mowrngo1- If llft)' human rachca an aecea point they may f!llit the: sewcrs dlroup it. It likes one 
full tum to - °'leave. Once-. 1 h- nwy llke - turn to move to any other access point on 
the board. This nans that in WK tlSftll a human could leave the board and come btick in on the OChcr 
side of the map. • 

J..ll::a1ill&; once out of' 1he K-..ml a hmnan can get medical care. A human n:1t:nm1tes one hit every 
full tum spent outside. 

Everybody loves Bums. Bums an: the n:rs team. Tiie Humans try 10 save them. and slimcbc1sts 
try to lay eggs in them. 

Roll a die fol' each tellft • die mn of ever:r hint. If the n:salt Is a T °' 1 '2' then that tum has 
encontcrcd a bum. Bums arc considered ( 1/1..,) chanic;tcrs and are never f<Mlftd In groups of two or 
RIOR. 

Bums wen: originaly pan ol the human nice wi- they left die IUlf'ace world to live in the sewuw. 
Since thea their bodiea S.ve chMgal IS to aRo. them IO live off of' cheap alcohol lndcfinitdy. 

Bums an: vuy 1oocl hidcn., and 1111111 can pass ovu them many times before they reveal 
themselves. 

Bums arc IOCal pKifls&s and will noc Rahl 
Normally humans lanore the bums, taut since they an: the main staple fOJ the slimebcasts. besides 

radioactive wastes, they have di:clded lfllll all bums most lie removed from thete sewers. 
When a team gell ID enc::ounler, roll I die 19 lee how !Na)' lplCeS a-y from the �  teMn 

the bum Is and then piece the bum m lhe 1111p thal .-y tpecet away from the enaJUlllerina am. 
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Delore Pin 

Materials Needed 1J.K 
-100 or so straigh1 pins -Coun1en. 
-Tape 
-Diffrcnl color pens 

-Counlers. 
-Counlen. 

-Three copies of the: m1p -Eich learn needs one. 
-Cardboard map i.se -To slick 1hc: pins eo. 
-dice 

Con.structlng cognfcr1 
Wnip tape around lhc: heads o£ !he Straight pins lo make them l ike fl11s. Color one side of 1he Rig 

wilh 1he pens and number lhe Olher side. Do lhe same with a differenl color pen for lhe Olhc:r team. 
Each learn will need aboul SO or so coun1en and the ref will need extras for the bums and 

"unknowns" (see Movc:mcnl & Sensor Dc:teclion). 

Buie; Pining Bula 
Mmmeot & Sensor Dc:ICCtjoo- The lhrcc: maps arc: used to add a sense of mystery and suspense IO 

the: game. One: team sets up 1heir plccc:s on !heir map and the: Olhc:r team does the same on 1hc:ir map. 
The ref should waic:h each 1eam during !heir movement phase and keep track of bolh learns on 
his/hc:l"�hc:ir/its map. 

During play If the rc:fc:rce 1hinks one iearn member has sensc:d mcmben of the oihc:r 1c:am lhen he: 
should check distance:. If line-of-slrht distance is less than or equal IO 4Xlnt (in grids) of a human 
team lhen they have: sensed the target. If the distance betwc:en a llimebeasl and a target is less than or 
equal IO its Int (in grids) !hen it hlls tc:nllCd lhe target. If a target has bc:c:n sensed, place an 
"unknown" counter on the xnsing tum's tmp. If OM member of a '-re team spo1s a 111rget then 1hc 
whole: team Is cons� eo know whm: the target Is. 11'e other 11:11m should no1 be nocified that 1hc:y 
have been spoiled, and all actions bc:lwccn the rcfc:rce and players should be secret. 

Turn Sequence 
-Humans outside xwc:n hc:al I point 
-Random Encounter Oleck 
-Human Movement 
-Sensor Oieck md Updaae 
-Slimebcast Move 
-Sensor Oieck and Update 
-Combat Phase 

Comblt r.IH Prqccdgu 

Human Phase 
-Dc:tc:nninc: Slimcbcast Wrets in ninge. 
-Add up the d11111re Siii! of humans attackin& II diffc:rmt nnres. 
-Apply damage: to Slimcbcast largc:t. If two arc: al the same range: then dcu:rminc 

nindomly which gets hll. 
-Any ex.cc:ss damage is farst applied to targets II the same range, and second applied 

10 wgcts 11 closer ranges. 
SHmchc:w Phase 
-Slimebcasts have no ranged anacks and must be in the lllllC grid as !heir wgc:ts. 
-Add up dama�c: Slat of attacking slimcbeasl(s). 
-If beasts arc: 1n the same: &rid as more than one human then randomly dcrermine 

which gets hit and who gets any excess cbmagc. 
-Apply damare. 
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Humans always auack firs1 in combat because o( their ranged weapons. II is possible to destroy an 
entire slimcbeast •ttacking party before they c1111 gct 1 chMce lo an1ek. 

Slimcbc11I Ambush 
-Slimebeasts can use their goo to create 1n ambush for humans or bums. Wh•t they lfe doing is 

1ctually making 1 wall around themselves, this type ol w•ll can only h•ve one hil. They !ell the 
referee in secret when they U'C doing this ind mart the lmbush locaion on their map. 

When humans w1lk by, the Slimcbelst c1n sense them while the will prevents the humans from 
sensin' their 1mbushers. When the comblt plqse COITIC$, the Slimebeast may 1111ek first, effectively 
switching the order ol their phases. 

Poinls 1rc awarded for 1Ctions done by the different teams. The game ends when one 11:1m has 
completely wiped-out the other. You -y 1lso wish to end 1 g•mc when the Slimebe1st 11:1m 
ou1numbers the Hum•n team by • factor o( ten (EX: The human te•m has 4 members •nd the 
Slimebcast team has 42 full-grown membcn). The team with the most points at the end or• game is 
the winner. 

killing eggs S 
killing slimcbeasts 20 
Saving Bums S 

Sljmctgasb 
killing hum1111s S 
laying eggs in bums S 
laying eggs in hu11111ns 10 

20 points is scored for complcH:ly wiping-out another team. 

final No«a- If the Nies arcn"t WO!ling then change them.add to them, or erase them, what ever 
your prcfcranct:. As long as play balance is being maintained then it should be ok.. 
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Humm Jeug Rcconi Sbm 
fl 101 Hill l.lam �"811!111 Rance I ( I I ) 
2 ( I I ) 3 ( I I ) 
4 ( I I ) 
s ( I I ) 
6 ( I I ) 
7 ( I I ) 8 ( I I ) 9 ( I I ) 10 ( I I ) 
I I  ( I I ) 12 ( I I ) 13 ( I I ) 
l.f ( I I ) 
IS ( I I ) 16 ( I I ) 
17 ( I I ) 18 ( I I ) 19 ( I I ) 20 ( I I ) 

Slimcbcu! Team Bccon! SWt 
fl In! Hill C>am tica IAyql.t!w!jm! Turt Bm CCI 
I ( I I ) 
2 ( I I ) J I I ) 
4 I I ) 
5 I I ) 6 I I ) 
7 I I ) 
8 I I ) 9 I I ) 10 I I ) II I I ) 12 I I ) 13 I I ) 
l.t I I ) 
IS I I ) 16 I I ) 17 I I ) Ill I I ) 19 I I ) 
20 I I ) 
hnnission gramcd IO pholocopy 
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An AD&D mons1cr created for use hy Ethan Marcus. 

Frequency: Convnon 
No. Appearing: 5-30 
Annor Class: 4 
Move: 24" 
Hi1 Dice: 4 + 4 
% in Lair: Nil 
Tttasurc Type: Nil 
No. of A111cks: 2/1 

fore legs for 1-6 uch/ 
Rear legs f<lf" 1-10 

Special Ocfen.�: Nil 
Magic RcsiSlancc: Siandant 
ln1clligcncc: Animal 
Alignment: Neutral 
Size: Lorge 
Psionic Ability: Nil 

AuaclcJDcrcn"" Modes: Nil 
Lcvcl/X.P. Value: 

111/250+ 7 /hp 

The Andrcgu is the favored mount of the Hesper Riden or Rocca11111. Despite their clumsy 
appearance, Andrcgu are qui1e 1gile ind quick. Wild Andrcgu lll'C broken qme easily ror riding, but 
not just 1nyonc can ride one. The Hesper Riden have ridden Andrt:gu since childhood and thus may 
ride them wi1hout ill effects. Anyone else, however, who tries 10 ride an Andrcgu will find th1t 1he 
pitching, hopping molion or its gait will malce h impossible IO Slay on for long. ChanclCn may stly 
on for 1heir Constitution In wms before falling off, exhaus1ed. If they lll'C good horse-people (e.g. 
C1valicn or have mount skills) they mey double this time. Characten must rest 12 turns minus one 
for every five Constilulion points they have before rcmoun1ing Wlhinl- Andrcgu arc controlled 
with hud kicks to the nanks. 

Andrcgu anack with their forelegs. If they hit with both, they may trample with their rear legs. 

Andregu move very silently on p1dded 
feel. and ue basical ly the same: colOI' 1s 
the haked clay of their cnvironcment. 
Thus, despite their great bulk, they may 
of1cn surpri se unwary opponen1s. 
Nevenhcless. wild Andrcgu rlll'Cly attack, 
and domesticated ones only anack if urged 
10 do so by their riders. Andregu fear 
no1hing 1nd never panic, 1lthough wild 
ones may dcliber1tely 1void confrontation 
wi1h a superior fotee. 

Andregu can go many days withoul 
Waler. They feed orr large be llles. 
scorpions, and other anhropods with their 
long 1ongucs as 1hey travel. lncidcn1ally, 
Adrcgu are resistant 10 scorrion poison. 



This Month: CLOSETS!! 

IJHIP+p+GI 
by 

Bill Burg 

Most ships contain 1 ship's locker or storeroom, filled with necessary shipboard equipment, 
weapons. and various panphenalia tnavellen KCUmulate over 1ime. The lmponancc of the ship's 
locker can be dnstically overplayed by the referee by usln1 the simple techniques oudined below, 
which can add a great deal of realism. humor. and outright frusnting fun to 111y TRAVELLER 
same. 

Closets can be given meny NmCS, and run in three basic types; useful closel1, acmi-uscful closets. 
and useless closets. Thc1e can be purchalr.d In a stanhip dcsip 11 the followins prices: 

tlAME fill!EB l'.ilLUME B'.EIGBI riua tjOTES 
Useful 13.S 2 IOOKCr 40 utef11l ltenw. 
Semi-Useful 13.S 2 !lOKCr 20 uscf11VlO non-useful Items. 
Use Ins 6.75 I 20KCr J0-2 uscfulno non-useful 

items. 

USEFUL CLOSETS: 
Thcte 8l'C closets med oflal by the� for a specific �· specified by the dcsi&ncr. Sinoc its 

equipment Is uuallT c:ricical 10 ship operation. few items wiU be broken: roll 20 for each item, on a 
roll of 12, lhe item 11 broken. 

Examples of Uuflll Closeu: 
EVA LOCKER: 6 TL-12 vacc sults, 2 sets magnetic pips, 12 parch kill, I 1hn1ster pack, 24 

UHP-8 life support packs. 12 rescue ti.Its. 

ARMORY: 4 carbines. 8 snub pilllola, 4 cutlasses. I la9Cr cll"bine, .500 rds. 7mm carbine, 1000 
rds. IOmm HEAP, 2LCp•id:s, I TL-13 HE�. 

(Note: For ARMORIES, list all weaipons, dicn all ammo .t disposables.) 

ENGINEER SHOP: Mechanical-, Machinist·, Electronic- IOOlsets. laser welder, 6 wall patches, 4 
brcldling charges, IR goggles (for checkin1 heat fluJtCS). 

SEMI-USEFUL CLOSETS: 
This lypc fills a niore s-1-purpose role, or altemadvely u 9'0nge for specialized equipment not 

commonly ulflll by the�. This type receives only occuionaJ maintenance: roll 20 for each item. 
on • 9+ the Item Is broken. 

Examples of Sernl-Uu/111 Ckmu: 
SEaJRITY LOCK.ER: 2lclldcd1uto pislOl1, I 9mm rifle w/ 1C1J11C. metal detector, 2 briefcases. I 

l'ldi•tlon coulller (damqecl: Al-ys reldt l.ET1fAL RADIA 110N). 
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EXPEDITION GEAR CLOSET: 2 11mosphere tcslers, 2 radialion counlers, 8 video 
communica1on, 20 filler masks, 8 bubble helmc1s, 25 UllP air 1anks (full), 5 UHP lanks (empty), I 
very sofl blanket. 

GALLEY: 1200 man/days prepackaged shipboard meals, 20 Kg groat steaks, microwave oven, 5 
cases sofl drinks, 3 cases beer, recipe for Pan Galactic Gargle Blaslcr. IO sets plaslic dinnerware. 

USELESS CLOSETS: 

These closcls are a ca1ch all for items which the crew or 1hc ship's previous owner could find no 
place for. While some ilcms arc not ac1ually useless, their applica1ion may be very specialized or 
even unknown. Roll 2D for each item: on a 6+ the item is broken. 

Examples of Useless Closet: 
BILGE DECK STORAGE COMPARTMENT: 3 flashlights, I flare gun w/ no flares, hand axe. 

s1uHcd iguana, old boxes from ARG'S GROAT BURGER. 

OFF-BRIDGE AUXILLARY LOCKER: 4 empty plaslic boxes, 3 suilS cloth um« (riddled with 
bullet holes), donnanl Sp1<:e Herny (remember "Ice Pirates"?). 

The Referee should have a lisl of all closet contcnls: DONT let the players sec ii. If 1hcy wanr an 
item, make lhcm runwnage through rhc closets unlil they find iL New ships will have fewer ilcms and 
some empty closets: roll item# with -2 DM per die. Older ships will have more equipment in bad 
repair: +I DM on "Broken" roll for each 10 years of ship age. Don't add many ellpcnsivc items (over 
KCr 25). As always, be crearivc. For some ideas, look rhrough some of yours or some friend's 
closers. Have fun 
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