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EDITOR'S OPENER

Weicome 10 our second issue. First off 1'd like to thank those ever faithful (but often unreachable
artists) from last issue: James M. LeDuc - our cover antist and more, Chris Buttolph, and Jeremy
Stanton. Last issue would not have been so picturesque without you. Now on 10 the business at
hand.

Well from our first issue we've found a lot of things to add but we need help from you our readers.
We'd like to have a letters page but that requires letters from you, the public, o begin it. We are also
offering an advice column. The format will allow you to ask questions on problems with your games
and we will put these questions 10 our commitee of gamers for the best answer(s). Send letiers and
tjuestions to the address given below,

We are again asking for articles, classifieds, and adds from our readers. Adds and classifieds are
$1.50 per copy ready add of 3" X 2" (or 2" X 3" if you prefer.) Adds and classifieds should be
mailed to the address below with payment in check or money order made out to Barry Osser/NcRp.
Articles need to be ledgible 1o be considered and we are currently looking for articles on any game
system currently in print. Once sgain, our cost 10 you for the magazine is 3o low that we are unable
10 pay for the articles, but keep in mind that if we publish you article you have begun 1o establish
your publishing name. It's the start we were looking for when we began this magazine and we're
hoping it's a siepping stone for & whole new generation of game designers. We reserve the right to
edit anticles submitted so «he‘z'can fit into the magazine (however, we do not plan to hack and slash
your articles - trust us!) We welcome submissions of mini-games or mini-modules or game
conversions 10 our magazine. We are hoping to bring 10 you a Chill and Star Trek conversion 10 the
G.UR.Ps in issues 1o come.

Barry Osser/NcRp*

1018 F st. #1

Eureka, CA 95501

Speaking of issues to come, some of the stuff we have slated for print in future issves is: A Star
Wars module, Revised Guns for G.U.R.P.s, the Demonologist class for AD&D with an
accompanying new magic system, The Slimebeast’s Revenge (more fun for Sewers& Slimebeasts
from our fist issue), and, as mentioned above, some new conversions. We are currently working to
get anticles from some of the big names in the gaming business. Now we can't really drop any names
yet, but you'll know it when we've got ‘em hooked. And now, on with issue #2 of NcRp.

-

A sad but true essay on the type of gamers you can meet by Barry Osser.

In the course of a game, every player will eventually run into a Novice player, or he may be one
himself. The Novice is casily discernible from any other player by his actions through the course of a
game. When faced with s problem or task, the Novice will always try to guide his thoughts in favor
of survival of the party. 1ie may sometimes even sacrifice himself for the advancement and survival
of his fellow players. Such quick thinking is good for players, but in the case of the Novice, often
detnmental.

For the purpose of this article, we will simply discuss our Novice as N/A. N/A is fresh out of his
first reading of the player's handbook and feels himself quite up to the task of playing. He rounds up
soine other players and a very patient DM. He is now ready 10 begin.

Being awarded the position of caller, N/A will be the voice of the party. The DM sets forth the
adventurc. N/A and his fellows are asked 1o find out what is killing off the townspeople who travel
North. The DM has raised each player 10 level 4 as that is the level the DM believes they wil need to
play his campaiga.

N/A and his party set forth 10 the North. In their travels through the woods, N/A has ordered all
torches 10 be lit to give them lighting in the dense forest. Even though the DM wams against it, N/A
insist since he does not wish 10 be ambushed in the dark. The DM only shrugs and rolls damage on
the characters from the impending forest fire.

N/A survives, and though saddened by the loss of companions, continues North where he finds a
cave mouth. N/A assumes this is the dungeon and has torches lit. As the party hesds down the
tunnel, The EIf exclaims that he hears snoring... bly a Dragon by the sound of it. Quick 10
react, N/A has the party line up single file, swords in front, yelling at the top of their lungs to frighten
the Dragon. The DM again shrugs and informs the party that they have been ra by Dragons
breath. A little safer approach must be thought out.



After ten minutes of tiptocing and hiding in shadows, the !K:ny makes it to the Dragon’s lair. N/A
then has the magic users enter to combat 3\: dragon whnle ghlcrs wait outside 10 guard against
the entry of otha monsters. Three minutes later, a very crisp magic-using character falls out from the
Dragon's lair, explaining that the dragon is dead as he falls $0 the ground dead.

Deeper in the dungeon, N/A and party are made aware of the presensc of a Medusa. N/A
immediately leaps in on her with his Hypnodzing coin-on-a-string and commands her 10 look deeply
into his eyes.

N/A's szcond character, with a new party, follows his first character’s tracks and heads down the
cave in the same direction. N/A's second character and party are then warned that they sec sione
statues of the first group of characters. N/A again leaps in on the Medusa. This time, figuring she
cannot be hypnotized, he decides hel scare her of by staring her down.

Now on his third chasacter and with his subsequent third partyN/A is disgusted at the fact that they
have not run into anything tough enough 10 causc the Wemsprople worry.

N/A will probably continue in his trend for mn{o'un There is no way to predict whether a

Novice will ever chln;e. all you can do is hope. Below are some other Novice ideas that may flush
out the Novices in your game.

1) Sweet-tlking Tiamit
2) Killing a familar or homonoculous for the experionce points.
3) Playing "mind-games” with an [ntcllect Oevourer.

Avrmor in Dravellsr: 2300

By Joba Wallace

There's been quite a bit of confusion over the actual armor types and their effectiveness in
Travelier: 2300. This article should, hopefully, clear wp sovne of these troubles. There are basically
thesc types of armar: Non-rigid. rigid, and inatial.

Non-rigid: Comes in two styles: Vest (AV 0.6) and Full body (AV 0.3). Non-rigid armor is
basically the same as Kevlar, except less tsulky Any round that does not pencarate does half its value
in blunt tauvma damage. I is incflectve st stun atacks.

Rigid: Breastplawe fiv 1and Combat (AV 1). Rigid armar is cade of dense plastic plates
with padding on the interior and oficn has clips and mounts molded into it. Any non-penetrating
round does stun damege. 1t is totally cffective against sonic stun atuacks,

Inertial: Comes in two styles: Vest (AV 0.8) and Full-Body (AV 0.4). Inerdal asmor is flexible
like non-rigid. but becomes rigid when struck by a fast moving projoctile (like a bullet or shrapnel).
Any non-penctrating round docs stun damage. 1t is ineffoctive sgainst stun anacks.

imets are obviously impanant for player susvival. There are three styles of helmet:

Sieel Helmet (AV 0.2): Gencric pre-war helmet.

224S Helmer (AV 1): locorporates mounts for tactical camers and battle-net ndio. Open or close
visor models available. Closed visor climinstzs sonic stun stecks 10 the head.

2297 Full Threat Combar Heimet (AV 2): Inarparetad eounts for tactical camesy, batdenet radio,
infra-red snoopers and sound suppression. Fully scalsble for hostile environment warfare and proof
against sonic swn,

-Note- Neither model has all of these opdons off the shelf, these must be bought scparately unless
they are issued as equipment for a military unit

Combdlinations: Different armor types may be combined for grester protective effect. A rigid
breastplate may be wom over any ocver type of anmor except Combet Arroar. Incrial nad noa-rigid
vests may be worm over anyt full body types (althou, d\ey look ridiculous over Combet Armor).
Any helmet may be worn with any body armor, the head picce from Combat Armor may be
removed and replaced with a Full “hrul Helmet as long as the person who does it has cither Vacc
Suit or Mechanical skill and makes a routine task soll.

Mountm&mloml equipment in helmets is an unskilled routine task, although mechanical and
electronic will help.

Naturally, there is a trade-off 10 be made for life-saving protation; loss of initiative. Helmets cost
no initiative, neither do vests. The breastplate reduces initistive by 1, as do |be full body suits of
non-rigid and incrtial srmar. Full Ounhlhmndwmnmbyl ve penaltics ere
cumulative. EX: If you have FBIA on (IP 1) with a rigid bresstplate (IP 1), your initiative is



Luxorian Triplets for AIDXID
James M. LeDuc

In the Anciens times. long before the rise of the Old Kings. lived the Once-man. the Evil Luxor. It is now 30 long
removed from 1ot time 1has moihers can sell their children 10 be good or Luzor will iake them. Yei we bnow that it
was once 30. Nothing is known of Ais youth, and there was only serror in &is reiga, and his deaik is a mysiery. Whai
11 kaown is that Ais afterdeath was ihe most iremendoss of siruggles ¢o keep ihe Once-man dead. The clerics who
served Lusor. fashioned a lens through which 1o empower the lifeless corpse of iheir God. with 1he sowls of 10.000
1nnocent beings At ihe critical momen, these muliitude of sowis rebeiled and the spell was broken: ihe pawer of
Luzor ahsorbed into ihe lens whick subsequently shatsered and seemingly ditsipaied.

-An ancient legend among the Dwasves.

The kens did indeed shatter, but it did not dissipate. The fragments were transported throughout the
wurld, each of these is an extremely potent magical item. They are referved to as Lurorian Triplets.
These stoncs, when found, are 4 cm. by 2.5 cm. oval and capishoned in shape. They are many and
in various colors, and no two are identical to look at or in i

Color is very significant in regards to Luxorian Triplets. The color is indicative of the stone’s
gencral powers. The major stone colors are given below with a outline of their abilities.

Red Red stones effect the magic using capability of the wearer; to enhance that which exists
or to provide powers where none were before.

Yellow Yellow stones allow the rejuvination of life for healing, assisting plant life or for
regenerating the injured.

Blue Blue stoncs assist with transponation of self or others to any time or space. as limited by
the stone’s abilities.

Green Green stones allow for the use of psionics or if the character is already psionic,
augments them.

Brown Brown stoncs allow for shape-changing abilities within a specific species of animals.

Black  Black stoncs enhance the character's statistics, resistances and allows for control over
their own body.

Violet Violet stones are the most powesful as they are the "Wish Stones™, and are capable of
creating the desires of the owaer.

When found by the player character, the stone is singular and colored in some variation of the
colors described above. When the character picks up a stone, it disappears from his hand and
reappears grafted 10 his forehead. At this time the character must make and survive a system shock
roll and then is unconscious for 2D6 tums. During this time, the stone is attaching itself to the
character’'s nervous system. When the character awakens, he will be at 1/10 of the hit points that he
had when he picked up the stone. The lost hit points may be recovered by any normal means (magic
spells. time, potions, etc.) There is a 0.1% chance ha the stone will divide, cumulatively, everyday
(in 104X) days, the stone wilt divide.) When the stone has divided, the process starts over at 0.1%
per day. This process will continue until here are three stones present. The new stones are grafted
10 the back of the character's hand. As the stoaes increase in number, the provide the character with
substantially increased power. Everytime the sione divides, the chasscter must make another system
shock roll. The same rules regarding uncansciousness and hit points apply. The following example
is a guideline. All stones of one color do nOt convey the same powers, but rather, they give powers
of the same form and nature.



Stephen Vonn is a 3rd level fighter with 26 hit &oinu, and during the course of the adventure, he
finds one of these stones. It is black flaked with almost invisible red spots that only show in the
brightest of lights (this qualifies as a black stone). When Stephen picks up the stone, he has a
sccond to study it; then it activates. He screams in pain and passes out. The rest of the panty
then sces the stone appear on his forehead. Stephen will later describe this as fecling like
thousands of burning tendrils reaching into his bruin. The group’s Cleric casts a Remove Curse
to no effect, (Luxarian Triplets are unaffected by any magic and are as indestructible as any major
antifact). Seven turns later (on 2D6) Stephen wakes up to find his physical attributes of Stength,
Dextenity, Constitution, and Comtliness all raised two points. As tme progresses he will also
find that his skin has toughened 10 an armor class of 8; he has plus two on all saving throws vs.
Paralization, poison, and death magic; and he has a 5% magic resistance. Also. when Stephen
awakens, he finds himself with 3 hit points (26/10 = 2.6, rounded up 10 3). Unfortunately,
Stephen picks up his +2 Broadsword and finds his sword is now a normal sword for him - the
stones nullify magic items in his hands. Ste| has leamed that a character with Luxorian
Stones can never utilize another magic item. Further, there is a 5% cumulative chance per tum
that the stones will try 10 syphon the encrgy from the magic item. If the magic item fails its
saving throw, the character takes 1D12 permanent loss of hit points as the stone succeeds in
syphoning the energy through him.
Every ten days, the DM checks 10 see if the stonc has multiplied (0.1% X 10 = 1%, curnulagive),
and after 360 days the chance is 36%. The DM rolls a 22 on D100 and multiplication has
occurred. In the night, Stephen lets out enother scream and goes uncenscious for 9 tums. He
must again survive a system shock roll. When he awakens, he has another sione. The stone is
identical to the first, but is on the back of his dominant hand. As he explores his new capabilitics
he finds that his AC is now 7; his phyzical stats are maisexd one mare point each; he can regenerate
one hit point per tum; and he can regencrate limbs as per the Regaranation spell. He is now,
also, 25% magic resistant and has a +2 10 all saving duows. As he is now Sth level with 44 hit
points, he awakens with 4 hit points and quickly regenerates the rest. 720 days later, the DM
rolls that the third stone appears. If Stephen survives the system shock roll, the new stone
appears on his other hand. His new powers are, plus 3 to all saves; the ability to heal 10 hit
ints of damage 10 others once a day; the ability to change his physical form as if he were a
leganger (at will); immunity 10 polymarph magic; and the ability to reverse the effects of all
magic healing that anothes characier or oppovent has ever received (that porson may save for 1/2
this damage). This last power is only usable once 8 lunar month. As Stephen is now th level

with 83 hit points, he wakes, after 206 turns, with 8 hit points, and again quickly regenerates
them.

These are extremely powerful magic items and no charscier may ever posses more than one set.
Experience point value is only 100 as the items will surgly aid the character in a gemendous way. It
is impossible to sell the stones as when you pick thern up, they attach on 80 you and ase yours until
you dic. When the charscter dies, the stones on the hands disappesr and the one on the forehead falls
off. There is a 50% chance that this stonc is now cussed and if picked up, it will turn the character
into a Dreadguard, a final curse placed upon humanity by the evil mage. Luxor. (The Dreadguard
appears later in this issue]

As an optional tavor, you can make Luxorian Triplets cursed when they are first found as a
treasure.

These are only guidelines. It is up to the individual DM 10 balance them into his or her own game.




LOW PASSAGR
by
Bill Burg

This Month: Food and Drink.

The typical TRAVELLER chanactar spends much time in public eating and drinking cstablisbments:
10 scek a patua, 10 ententain a potential client or informant, 10 get into a good bas fight, or simply 10
escape the ofien bland and tastcless conients of the typical starship's galley. This listing includes
typical foods and drinks at average prices foc the Spinward Marches; other areas of the Imperium will
have widely varying types and prices. Alcoholic beverages would be much more expensive on a high
law level world and common brand-rame packaged foods would be very rare on worlds receiving
lintte ot ro contact with off-worlders.

COMMON FOODS:

Groat sicaks Cr: S - 25 per 25 kg serving with gimmings
Groats are one of the most comumon food animals in the Spinward Marches: Vargr have a distinct
preference for groasmear.

Mba Root Cr: 2 - 20 per serving
A dish of K'Kree origin which became popular in the Imperi This dish is usually served with a
sauce called Treer. It is a preforred dish among vegetarians.

Pre-packaged rations Cr:$5-50

This catchall includes all forms of military or camping type rations. Sophistication varies by Tech
Level: T:-6 rations weigh | kg per man/dsy and are peckaged in disposable cans. TL-8 rations are
either dchydrated or sealed in hermetic plastic 10 save weight, they weigh .5 kg per man/day. At
T1.-11, rations are packaged in plastic boxes with a tab at one end. When the tab is pulled. special
exothermic chemicals are mixed which automatically best the meal. They weigh the same as TL-8
raiions. At TL-13, ration concentrates become available: they weigh .2 kg per man/day but expand
when the heating tab is pulled 10 a | liser arcs. Quality varies widely: a govermnment's love of its anmy
can often be gauged by the quality of its field rations.

Suffiv Cr: 20 - 100

Suffit is a delicscy uken from the mest of the Bush Runner. | is a deep bluc color and very tasiy,
but it is used as a garnish only since the meat is mildly poisonous. Those who eat mose than .25 kg
of suffit in a single day must roll to avoid iliness.

To avoid illness: Difficult, End. instam (haasrdous).

REFEREE: If the roll is failed. roll 2D on Mishap Table and apply damage 10 the charactes.

COMMON DRINKS:

Blead Cockuail Cr:2-5
This is a cocktail made with any potent alcohol and she juice of any red vegetable (such as the
Terran Tomato or the Tarsan Pladd). It is a preferred drink among naval officers.

Atrake Cr: 25 - 400

Aurake is wine made with fruit called Trake, common on many worlds. Atrake of best quality
comes from the Aranuis subsector, ly Zila Occamignally the Zilan crops have an carly freeze
and if the crops sre brought in before they thaw, can be made into Eiswein, which is superior in
quality to any wine in the Domain of Deneb. Prices for Trake vary from Cr25 (on Zila or other
agricultural workds) t0 Cr250 elsewhere. Awzke szarts st CYf00 and can cost up to Cr30N0.



Pan Galactic Gargle Blaster  Cr: 100

This Drink, ruthlessly stolen from Douglas Adam’s HitchHiker's Guide series. is often illegal (if
not due to alcohol prohibition, then due to planetary accords relating to chemical warfare). It is,

however, the best mixed drink in the known galaxy. Nobody in recorded history ever finished (wo,
and lived.

To remain conscious after drinking a Pan Galactic Gargle Blaster:

Difficult, End, Carousing, 5 min. (Fateful)

REFEREE: If roll fails, character is unconscious. If roll is fumbled, character paints the floor with
his lunch. If successful, all character's skills and statistics are halved; roll again in five minutes.

SNACKS:

ConcenFish Bar (0 3]

This is Roupian fish concentrate and is very nutricious.

RediMeal Box a: 15

Auto-heating meal similar to TL-11 rations, but weighs 1 kg and usually is much tastier.
Groat jerky Cr: 1 per .1 kg stick

Hotpup 2

This is a spiced suasage on a bun.

OTHER:

Shipboard Rations r:1-5

These prepackaged meals are prepared either manually in a ship's galley or by mechanical food
Lroccssor or autogalley. They are nutritionally stable but somewhat blnnJv: many autogalleys have

en modified to add spices and flavorings. ny varictics are usually available at a Qass C or
above starpont. Their price is usually included in life support costs in a ship's budget.

Vargr Steaks

Some particularly vengeful Imperial marines have taken to the habit of making dinner of slain
Vargr, but this practice is a court-mantial offense and is illegal on most civilized worlds.

Happy snacking, and may you never run into a K'Kree while cating a cheescburger.




MUND-LINK
A Qhaspiome Hero by Jason Donald
YAL CHAR CQOST POWERS COST
9 STR -1 EC - Mind Powers, Invisible Power Effects 20 -
23 DEX 39 Invisibility, no fringe, normal, UV/IR, 1/4end 47 2
19 CON 18 8D6 Mental fiusions 20 8
8 BODY 4 8D6 Mind Control 20 8
17 INT 7 1 172 D6 Bgo Druin, st range 23 9
2 BGO 26 Plight, 20" 20 8
8 PRE -2
7 oM k) Armor: 14 or less, OIF, +10 PD, +10 ED 17 -
s PD k] (costume)
S ED 1
6 SPD 27 Ego Defense 13 points 1l -
6 REC - Powers Total 180
19 END 20
3 STUN 10
Charscteristics Tot: 141  DISADYANTAGES POINTS
DPNC 11 ot less, nosmal (younger brother) 15
Hunted by Mafis 11 or less 30
Physical limiteion: no legs 25
Secret ID 15
Code Against Killing 20
Unususl Looks 11 or less, No Legs 10
X2 Stun from cmdu 20
X2 Scun from kicks 20
Hunting Mafia 11 or less 15
Takes X2 effect from Entangles 10
1D6 Unbuck 5
Experience Points: 36
_ Disadvantages Total 221
Total Com 321

QOrigind

Kevin Blake was always the infellectual type. One Christmas while
visiting his (amly the Mafia accidently mistook the Blake home as one
of the inrgets for a hit.  The initial blax killed both his parents and his

1 older sister, he managed 10 save his littel brother David by covering his
\ body with his own. The heroic act cost Kevin his legs. When the
g0oone entered to finish up the job they were met by s berserk Kevin
A who unknowingly unle on them with his latent peychic powers.

B Afier captusing the villians, Kevin decided to rid the world of the evil
influence of the Mafis, and due 10 his effonts, he has eamed their scom.
Armmed with his mind, he faces the world of crime in the guise of
MIND-LINK.

Secret ID:Kevin Blake Cv:s
Age:36 ECv:S
Hair:Brown

Byes:Green



By RICHARD LEDUC
With additional work by B. Osser and T. Meorgan.

INTRODUCTION

And then one day the world onded!

QURPs:Holocaust is a game of role plays a pon holocaust envirorwnemt. My is 0
provide a referec with the basic mﬂmdm&dtomnﬂlmh game hnnend-of—&z-world
scanariv. | will aamsre that the world ended in the neas future by some kind of limised nuclear was,
and that play is set 8t about 5-20 years afier the war. The specifics of the fall are left up to the
individual referce. These rules should also work well for any of & musrder of mare colorfud ands, like
giant comets, alien invasions, o the retam of the Elder Gods. Refs using these optiare will need to
:vme?dhwmu\ﬂmMm(demuedouaMuﬂmandhuy

anyway?)

The rules presented below will be in sections. Feel Gree 0 use only thoee section you noed, and to
change chings to fit your own carmpain idea.

CHARACTER GENERATION

There are many possible types of people living in the ruins. Below are some guidelines to hetp
players come up with chamacter idess.

Bx-Soldicts; Ahvuitcofha.irycheﬂboobmtywhue. These charscters noed lots of combat
okill like guns, tactics, and maybe even Driver. Good advaniages for these charactery include
Combat Reflexes and Danger Sense. iste disadventages might be Impulsive or Beserks.
Because you usually have 1o be at least 16 to join the military, mos Ex-Soldiers will be ot least in
lhemlle!ﬂl.b\ndnyunbenndlddu

Suryvivalists; These people were ready. They had food and gune when the end camne and they
carefully protected what was theirs. Survivelists tend to have a more diverse sct of skills; a few
weapons, Survival, and job ekills from before the war. I like to give my Survivalists a Fanasssiom or
Delasion of somne type (there are commics in every bush.)

Ex-law Baforcer: Mpaoyleunmhwh.dmfacmm but now no one docs.
Ex-Lsw Enforcers should have Pistol and Shotgun skiils. Drive Auto, and maybe Stoeerwise. Good
dlm;ummbeTmhfuluHM These are good characteristics for trying to rebuild

Scientist, Whether from a hidden research facility or jum s lhucky survivor, a character with s
beckground in Science will be abdle t0 find many applicatons for his skills. These cheracien need &
high }Q and several Science skills. Mshomatical Abdlity is often helpful for -moldwmet. If
the referee wishes, lhe-cnemilt be from a smurviving institution: either a college that has

survived and is ¢ of tuth, or a villarume CIA bese that is in noed of living huomans...
Bandits / Gangs. ummwhom:ﬁunnuwpof who make a living off the
misfortunes they inflict on others. Often these g y trained and equipped. Such PCs

should have several Hand-to-Hand weapon ekills afevl’mdilb Bendits may often have
uwpmumﬁunbdoumto-.ivmgq Gang conflicts can casily be the caner ehanem in an
on-going
Anddfmmmycwh-uwmhmwmmloumdwmmm
during the War. This chasacter will often have several wild delusions and maybe even an Odious
PmulH-bnwn:-nMwmmmmﬁchydnhﬂlwdmmnhmm
for
Mutagts: y the children du the wars, or those bom afterwards will ¢
much mutetion. M%mwmhmbmdﬂwm,hmm
be reaching maturixy. Rules for Mutargs will be given in Mutation. Referems dhould decide wha the
popnl. ion's cedook on Muar» with meilheh&e-rwm Muents with
rudwvnmmwpowymuwwumomd ir misery. See Unusual
ackground for more.



10

Adyvantages. Disadvantages. and Skills

lmmunity 10 Discase. At the referee's wish, this tdvnnl#e may have no effect on biological
weapons (Germ Warfase). Also, it does not help against the effects of Radiation.

Literacy. Anyone who was 10 years old during the War is Literate at 0 point cost. They could take
Ifliteracy as a disadvantage, though. Anyone under 10 years old during the War is considered
liliterate at O pouns but they can buy Literecy for 10 poins.

Half Litcracy. The charecter knows a little bit about resding. He can make out the basics of shon,
‘easy t0 read’, materials. Whenever something simple (only a few small words) isto be read, an 1Q
roll must be made. If the roll is successfal, the character got the basic meaning, otherwise, he
undermood none of it. Players may wish to keep records of words their chasacter knows. Thisisa S
point advaniage (or a five poina disadvantage for potestially Literate people).

Magical Aptitude: This @ lef 1o the individual Referee to decide

Upusual Background: A cawmon unusual background is for all people who were less than 10
years old during the War; they are Mutants, and this ‘costs’ them 10 points (plus the valve of any
Mutations they have). They don't pay any points for this because they aren't automatically Literate
like older characters. The referec may allow a few older characters to buy this background (Mutant),
and thus be able to buy Mutant powers, but this should be rare.

SmaLSnm Below are some exanples of Social Stiginas. Referees should come up with on¢s
sppropriaie to their games.

Second Class Citizen (-S): Mos mutants, people without any useful skills, or maybe people who
aren’t tough enough to intimidate anyone.

Valuable Property (-10): Maybe sameore with medical skills or even a useful muiant of some kind.

Outsider (-15): Bandins or gang members. People from another area.

Expendable Property (-20): Slaves, mutants of some kind, and Rubble rats (Feral children living on
theis own.)

Mutanta: People with the following, even if they had it before the war, will probably be cansidered
mutants just the same. They don't need any unusual background though.

Dwarsfiem, Albinism, Epilepsy, and Gigamism.

Status; | recammend allowing a maximum of 4 levels of ststus. People who meet the requirements
for a given level of status (given below) must buy the highest level that they qualify for. You cannot
buy a level of status unless you meet the qualifications for the level you want (in st least one
category).

There are three ways to gain a positive status. By possessing extraordinery abilities (Doctors or
Mercenaries of good qualities). By being sbie to suppon a large numbes of people (A Hydsoponics
Engincer, Good Fanmer, Genius Bandit). Lastly, there is command, being the leader of a group

gives you status.
Race Abiliti

0 self self
+1 10 people good levdsAoxomaran skill 10
+2 20 prople very rare skills 100
+3 30 people N/A 500
+4 40 people N/A 1000+

Players should be allowed 10 make really crazy people if they want. In the years afier the war, it
will have hoen very easy 1o lose touch withreality. In addition, a referee will need to determine what
groups are around and how they count towards Reputations and Patrons.

New Skills

All the skills published in Autoduel GURPs are available. Specialties in skilla, like driving or
guns, should also be taken from Autoduel. The following should be used in place of Scrounging on
BS2.

Scrounging (MertallEasy): Bach "use’ of scrounging takes one hour, and if successful, allows the
chasacter to locete (but not gain posemion of) some needed item; provided the item cxists in the ares
of the search. (Yep, Fred's got a Limpit Mine...) The referee may apply modifiers for umsually easy
ot difficult items to find. Aliematively, s character try to search through unsearchad rubbile to
find useful teme. In this case the ref should randoml inec what is found using either his own
wnaginamion or the table provided (See Random Pmd-%'.ble )
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MUTATIONS

Mutations are 10 be considered ss advantages or disadvantsges. In order to buy any metations
though, a character must first invest 10 characier poits in an Unusual Background; Mutant. All
individuals who are less than 10 years old dusing the war must buy this beckground, but they get 10
pounts for being illitcrate. These 10 points should not be counted 1owerds eny powt mazisTavne.

Bonus stats may be bought. The worst disadvarage a lowered stat can be is -1, the best advantage
a raised stat can be is +2. The cost is as follows; -1= -10 points, +1= +10 points, and +2= +20
points. Remambxr that bumuses are edded after you buy up or down the stet. i.c. A non-mutant with
a strength of 14 would need to 45 CP’s. A mutamt with a +2 strength would only need to
spend a total of 40 CP’s, 20 CP's for the +2 STR and 20 CP’s for a 12 STR. 1242=14, 0 the
aunant woudd have s 14 STR.

A chancie that isa can buy peionics, as per QURPs Horror, but a maxiareamn pei power of
10 should be enforced.

There are many colosful pervernions of the human body that are possible, some of these involve a
combination (or peckage) of recognized GURPs advantages (and/os disadvantages). | recommend
that a package be given a 5% discount in cost 10 balwxe the fact that a player may not want everything
thas he is foroed 10 buy. Some exmnples of peckaga are as follows;

Hardened Skin: Toughness 3 (DR-3)33 CPs], High Pain Thweshold {10 CPy] (seduced pain fiber

g-;:!ion) Ugly (-20 CPs} Total=3S + 10 - 20=23 *® 95% (repremTuing the 3% reduction in cost =24
s

Super-Sensitive E;n: Nigha Vision (10 CPs), Pesipheral Vision (1S CPs]. 43 Acute Vision |6
CPs] Touwul=10 + 15 + 6= 3] * 93%=29 CPs

Overactive | Resp oA ity to Di {10 CPs}, Rapid Healing [10 CPs]. Note:
bgcu.eofrmllm satus, a PC noed not have a HLH of 12 for this peckage. Total=10 + 10=20 *
93%=19 CPs

The referee and pleyers should feel free 10 make up more packages. RaTembes, though, that you
only get & package bonus when it is one change made 10 the organism that gives rise 10 several
sdvameges (or disadvaniages). You could not take Toughness and +3 Acute Vision and call it a
peckage since there is no single overall i

There are still othes things thal can be dore 10 & mutant that gives them powers that might logically
happen but that have no camparsble QURPs advantege or disadvastage or are encugh diffevers as 10
W scparate cunsideration. Deamining the pot value on such new munariare is lasgely leh 0
the discretion of the referee. Some examples are;

Ultra-Acute Touch: This mutant p ly sensitive touch receptors on his skin.
Accordingly, he finde that weasing an that binds his skin - tight clothes, belts, slung weapons
10 be extremely annoying. All modifiers for encumberance are doubled for this mutamt. (i.c. light
encumberance gives a -2 to dodge, eic.) Barly in his life, though, this mutant will leam that there are
certain advantages gained from his mutant sbility.

When barefoot on solid ground the mutant will be able 10 feel the vibrations made by people
moving around him (stationary targets cannot be felt). T:‘fmwillbemﬁoedmmmmu-dch
mutent can identify people known to him on a similar at -3. On solid ground (rock, building
floors) , people can be & d out 10 the subject’s IQ in yards. This distance should be halved on

earth or similary "loose™ material. ings (or things that make heavy vibrations) can be

t much farther away. A Car driving down that 8 mutant is walking down migiu be felt st
10 * IQ in yards a tank might be felt at 250 ® IQ in . The referee should also apply
uodﬂknfwmywm;f‘rlh:‘lmmqml i ' i
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get & plus two. The male will have no knowledge of who is exciting him and will in no way be
drawn towards the character with the pheremone. A femnale will react st -4 to anyone with this
mutalion who is using this mutstion around hes mate. In sddition, this power will not work in well
ventilssed areas. This mutation coms 0CPs.

The last class of mutations ase those that are a disadveniage 10 the mmtam. Many are minos and
several possible mutations are alseady listed in basic GURPs, but there is still a possibiity fos many
more somewhat wicsder disadvantages. Somne exasmples are;

Defective UV Repair: Everyone is corstaly being bormnbasded by UV sadistion wherever they are
in the light. Because of this, every person is equipped with & UV repair mechanism to fix damage
that the UV lighn ¢ This 's UV ir mechanism is damaged and unsbie 1o fix damage
caused by 1 light exposure. For each 13 hours the character spends with his skin exposed to
lighn, he gets one chancter poam towards Bad Appearance. If he has normal looks, after 73 houn in
the light, he will have an wnattractive Agprasance; sfies 130 hours, he will have an Ugly Apprsrwce
and 30 on. This is ceused by warts and open soces forming on his skin that can only be removed,
they don't heal.

Once the chasacter resches Hideous arance, each 13 hours of light removes | CP owards
Health. So. after 130 hours of light, a 10 HLH will drop 10 a 9 HLH and 80 on until the mutamt is
desd. A good Physician can remove the wasts and treat the sores, thus removing the negative
reaction modifier. Thia trestmend does not restore the lost Chasactes Points worth of looks: i.e. it
does not give you another |3 hours before you start losing HLH. One Physician rofl will negate §
fomt CP and takes about two hours 1o perforn. Theve are ways asoand this affliction; Heavy ¢!
properly wom (S 10 10 ibs.) will allow you to travel in the day light; a good sunacreen will allow you
10 move about at dusk or nside an anificially lighted building. Of course. travelling by night is
aiways safe. This dissdvantage is wosth - 13 CP.

Black and White Blindness. This mustant is missing all of the rod cells in his eyes. If you have
both this disadvaniage and Colos Blindnens, you ase cun?kcely blind. During the day, or any other
time these is a lot of light, you have no real probiams. Black and White colore are just perceived as
dark blues or lighu yellows. Mylimthﬂhﬁ.tﬁuipoa:lﬂe“,nh" moonlit nigt; you are
completely blind and should be considered as a blind characier (B 20). A small flashligin will
provide encugh ligin for you 10 see in the two hexes in front of &, a torch will let you see & ciscle with
a redius of 1 yard. This disadvantage is worth -15 CP.

Lanly, thece ase several physical disadvant out of basic GURPs tha are likely to be found on
mutams. They are Albinism, Bad Sight, Blindness, Color Blindness, Deafness, Dwasfism,
Gigantiem, Haed of Hearmg, Hemophilia, Lame, Mute, and Anormia. Some of these can come
about by envisorwremal factocs (1 10s my arm in the war), bus they can also be due to mutations (1
was bom without my Left anm). The mutam PC with a “normal” disadvantage should decide sivedher
of NOt it is & rIABtIoN.

Mutations can never be bought off with CPs, As always. refecees and playgrs should feel free to
nvet mote mutations as they are needed.

ECONOMICS

| will keep 10 the GURPs convention of using the dollar ($) value for costs, but it is essential to
temember that there is no centralized currency. A starting character will be given $1000 to buy
starting gear, though he must spend all of this, as having $30 has no meaning.

A list of comumon items and their cons is given befow, The referee must consider when fixing the
price of a new iem, that in 8 scavenger econamy an iems value is set move off of its wtility and rarity
then off of the cost 10 make the object in the first place. In other words, even though a cigasette
machine is sather complex, they are common, have littie value (moody'gﬂiorfuu ).so s
cigeretic machine should have less value then say a cheap .22 pistol which has lots of use.
Consuicring that there exists no form of money, all eachanges must take the form of baner. When
buying or sciling, reaction rolls should be made 10 detsmae the price. Growpe of advawuren will
find thet having 8 merchan or high reection person is cascntial if they don't want 10 be losing money
at each UEnsaciion.

In centain sitvations, the referee find that he wants t0 increase some price due to a given event,
for examnple each wintes the price of food mighe double. Alec if the PCs are operating in & small
monctary hase, like if there are anly a few tusydred people living in the area, the characerrs action may
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csust a change. A good exampie would be if the found a warehouse full of 3000 pocket
flashdi I.nthncannnhepllyeudmlphydwn'c right the bottom of the flashlight market
could fal] out Grom under them.

l’Clmaw\ducmahmolmyonmeu pkeep. | rec d that the referee and

players keep truck of all the little things as they come up ( that acid ate your shoe, youll have to buy
another one...), but some peopic find that this involves to mwch book work. The following shoutd
help the PCs determbe how much “money” they should spend. A day's food is worth $3, 50 $90 »
moveh is the mingnum per month. Add 1o this value an emmount desived for satus. This money goes
for the upkeep of a residence, mabsenance of clothes and gear, and the costs of kecping yourself in

power, . 1f a PC fails to pay his upkeep costs for too long, he will drop in status, with a
cosreapardding drop of priviledge.

It has always been my favorite pustime 10 give the PCs a lot of some weird thing. Becsuse most of
what they will be will be coming from Jh.lolln.ﬂncnﬂ\uugmudedolm\tml
oves what the PCs find. me try giving & growp 40 militasy web belts end sec what they can do
with them.

SIATIS COST SIATUS COST STATUS COST

0 $30 2 $150 4 $25%0

1 $100 3 $200

PURCHASE LIST
A o
stural food (Keer 3 days) $3
Preserved Food ( Keeps 2 Monda) 36
Camned Pood ( Keqn Many Years) $12
Preeze Driod Pood {Keepe Years, Is Li $18

Qlamcs (Spev:lﬁc Prescriprion, Can Be Bough With Starting Money) $700

Hearing Aid $300

Sleeping Roll $3

Shepmg Bag (Prewar, 1 in ) will bea smuaf type Bag) $25

e (3 Meter Range) $10
Flashligin (20 Meters Range) $100

Large Flishligiv (A Real Long Range) $300

Gas Mask $300

Piak Jocket (PD 2, DR 2, 1S Ib) $300

Keviar Vest (PD 2/t, DR 4/2; Crushing/ impaling) $550

@ectricians Tool Kit (10 Ib's in a box) $100

Lockpwcks .$50

Small Caliber Pisto) (Acwno Costs $.50 Pes Round) $100

High Caliber Pistol (Asvano Costs $1 Per Round) $200

Shot Gun (Ammo Costs $1 Per Round) $500

Asamih Rifle (Asreno Coets $1 Per Round) $1000

Knife $S

Working Car $250

Lites of Gas $10

Fishing Geas $75

Walkie-Talkie (Just Onel) $100

Pisst Aid Kit (+1 Skill) $7S

RADIATION

Whether the players are actounging for food in the rebble remaine of San Francisco or nobely
trying (0 restan the sbandoned nuclesr power sation in Barcka, svery now and again they will be
exposed to hazardows radistion. The imensity of sadistion for an ares should be rated in REMs
hour. The conaninstad wastelands might be S REMAwes and the coolamt bey in a power plam
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REM/Mour. The amount is asbitrary, and should be set by the referce when he designs the scenario.
Remember, the higher the REM, the less time the PCs can spend in the infected area before inj

The following table is constructed from information from “Environmental Rediosctivity” by M.
Eisenbud (1963).

Eapusure

100 16+ 3 hours -- -- 1 day

200 1+ 3 hours -- -- 1D6+ 1 weeks
300 S+ 2 hours ) 16 2D6+2 weeks
600 yes 1 hour () 13 3D6 months
1000 yes 30 min (2) s 1D3 yeany
5000+ yes 30 min Q) Auzamnatic none

Exposure in REM: This value is found by wsking the REM per hour and multipying it by the length
of time that the PC was exposed (in hours.) With this chart, always round to the nearest number.
Example: Eliot finds a ncat metal can and carries it home 10 ask Morgan what the words
“"CAUTION: RADIOACTIVE" mean. The can is giving off 200 REMour. If it takes Eliot one and
8 half hours to get home, he will have absorbed 300 REM. (1.5 hours X 200 REM/haus = 300
REM.) When Morgan sces the can, he immediately throws it away. Unfortunately, thia takes him
six minutes which is one tenth of an hour, 30 Morgan is exposed to 20 REM.

Now hete’s the neat thing about radistion exposuse, it's cumulative. This means if I take 30 REM
now, but have teken 70 REM in the past, | now have 100 REM and will experience radiation
sickncss. There are some drugs that will lower your total exposure, but siowly. For each day tha
you have a dose of this drug, it lowers your total REMs by | REM. If an excess of the drug is taken,
# will not have s grester effect and the character will take a point of fatigue.

Vomisting: 3D6 should be rolled. If the given number ot greater comes up, the PC wil man

g several tes after reaching the given level of expomure; 2 X HLH in minutaa. Bvery 30
seconds after he stans, the PC can make s HLH roll to stop. Until the HLH roll is made, treat the PC
as stunned.

Delay: This is the length of time from the stan of exposure 10 when the first signs of symptoms
begin 10 show. Even if there are no other symptoms given, an irradiated PC will still lose 1D6
fatigue afier this time.

Symptoms: The physical signs of illness.

(1) Purpura - excessive bruising. just a touch will ceuse a bruise;
Hamorthaging. Until convalescence time is over, treat as Hanophilia.

(2) As above plus Diarthes and fever.
(3) As above plus convulsions; remons; staxia (s lack of controlled movorew), lethargy.

Death Throw: An irradiated PC must roll 3D6. If the number rolied is equal 10 or jess than the
given number, he lives, otherwise the chasacier is dead.

Convalescence: This is the length of time that the sympioms of the exposure, including fatigue
loss, will persist.

DO NOT TRY THIS AT HOME. The values given in the table above are not the latest
values. They, however work betier for game rurpoau Cunrently the accepted value is 600 REM,
Desth to 100% of ali living matter. Below is a list of carrwron radistion values for today. Values wil
of course go up in areas where there have been muclesr strikes.

Natural back in US at sea level .09-.20/yr
1000 £ altit 11-22/yr
Inside wooden house .09-.20/yr
Inside brick or concrete house .11-.50/yr

Luminous dial wrist watch (dose to small part of body) uptodfyr



Chest x-ray
Demval x-ray

Cancer Trerapy (dose delivered to amall ares)

Typical exposure in sadiotracer experiTexy

£e

The folowing tsbles sh

HTH Weapons:

Weapon Damage
Type Amount

Big Stick Crushing
Crushing

Chainssw Cutting

Board w/nail Urrpale

Bat w/spikes Lrpale

Boet Hooks Cutting

Chair Crushing

QGarden Weasel Lmpale

Hedge Qlippers  Umpale
CQutting

Screwdriver lmpale

Straight Rszor  Cutting

The following table is brief. Fos an extended list see Revised Guns for QURPs in a forthcoming

issue of NCRP.
GUNS TABLE:

Name

PISTOLS

.22 Revolver 1
.22 Auto 1
.357 MAG 2+1
43 Auto 2+1
.44 AutoMsg 3
RIFLES

221R 142
30-06 3
.308 Auto 3+1
SHOTQUNS

.20 Qs 1+1
12 s 2
.10 CGs 2+1
SUBMACHINE QUNS
Mac-10 2+1

id help the

Swing+1 die

Swing-3/wheel
Thrust

[ VY MwawWn

-8

TABLES

15

01-1.9/film
.2-1.0/ilm

up 10 10,000 total
.001-.01/experiment

to add colot to his/her campaign.

Weight Min STR NOIES

(-]

T WWWSNWAN= AL

Enc 12
s 0
s 60
s 80
6 100
1 128
15 75
25 3%
25 400
3 10
7 150
s 30
6 125

6
6
12
10
10
7
10
7
10
1]

Max

150
150

430

1000
1100

23
75

Needs 2 hands

1 tum to
R

Two-hands/ | tum to ready

1D3 wheels hit/swing

Limb Cunting
Close range

IR  Magmix

- 6

- 7-1
7 6

9 6.7.8
1] 8

- 20-100
10 4

10 10,20
7 3

7 3

1l S

7 32
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Uzi 2
Mini-Uzi 2-1
'ASSAULT RIFLES

M-16 242
AK-47 241
AUG 242

4 7 13 500 7 25,32

S 25 400 1050 7 20,25,32
S 20 400 1000 10 20

7 30 00 (1300 11 30

S 25 400 1050 10 30

The following table should be used when characters are searching/scrounging through ruins. Roll a
D3 10 see which table then roll a D6 once, this is the tens, and then roll a D6 again, this is the ones.

EX.: A3 is rolied on a D3, 30 go 10 table I1I. Then a 4 is rolled on the first D6 and a 2 is rolled on
the second D6. This is item 42 in table 10.

Roll

1]
12
13
14
15
16
21
22
23
24
25
26
3
n
n
3
35
36
41
42
43
44
43
46
sl
2
33
34
33
36
6l
62
63
o4
63
66

RANDOM FINDS TABLE
Iable i (1 on DY) Jable I (2 on DY) Tabie I (3 on DY)
Deck of cards (missing 1) Metal Garbage Can Gas Mask
Bail Poist Pen Wall Painting/ Landscape Sun Glasses(Ray-Ban)
Shon length of pipe 2 cans pre-was beer Class Ring
Empty | -Gallon milk jug Hamvemer & D6 Nails Watch, Broken
Bottic of Head & Shoulders Puir of Leather Boo Plastic Pork(D6 groes)
Reeding Glasses/ | lens cracked  Smily Face Bution Sikk Scarf
Srmall set wood-working tools 3 Gallons of gas Bic Lighter
StyroFoam Cups (D6 *R) Car Battery (ho Charge) Pellet Rifle
3D6 Compact Discs A White Rayon Teddie 3-ring Binder
Romance Novels (D6) Fishing Line (D6X 100 feet) 1 Nike Air-soul
1963 VW owner's Manug) 400 Square foot Shag Rug Glases Cutter
2D6 Fair condition Comicbooks  Calculator, Batteries Dead Gardcn Wease|
6-Pack of Coca-Cola 6-Pack Pepsi, all cans eropty Dey Pack
D6 Pack of Twinkies 2D3 Cane of Lime Green Peim Pocket Knife
Big Tube of Sun Screen Polding Lawn Chair Pen Light
Siase Driver's Liscence 3D6 75 want Light Bulbs Pocket Mirros
Portable Generstor (1000 wants) Big Mankey Wrench Smal) Knife

Bag of Concrete {50 1bs.)

5 Gallon jug of Ketchup
Sauall Piso} w/ 3 rounds
Nylory/ Gortex Jacket

Case of Dog Food

Small Chain Saw

4D6 Days of Canned Food
4D6 rolls of Duct Tape
Walkman w/ Baneries

Pack of sxense

Nylon Wallet

Camper's Tent

M-16

2D6 Star Wars Action Pigures
2 Man Days of Fresh Food
Box of Plastic Garbage Bags
Baseball Cap

50 Doses of Anii-Radiation Drug
2D6 Car Seat Covers

Eveready Bonery(C-size still good) Wool Blankes
Mins Condition Gung-Ho Magazine Rndu‘ Whip
Boz of Plastic Garbage Bags

Some Valusble Car Parts Sl.fety Rmors
D6 Gross of Disposabie Gloves IR Goggla

12 Gauge Shotgun (Feir condition) 4D6 T

3D6 asues of Playboy Geiger

Steck of Presh Food (206 Days)  FPlak Vemt
Rolling Stones Tape (Still Hip) Smoke Grenade
3D6 High-Powered Rifle Rounds  Sonight Razor

S ibs of Rock Salt Qutting Torch

Cold Weather Skeeping Bag Working Car

D3 Technicel Mawals Set of Lock Picks
Limer of i Compao Disk Drive
Small Jar et Coffee 3D6 Sticks of Gum
Hard Hat PD-2 DR-3 2D6 %

D6 Bordes of Fine Wine Borde of

Botile of Poareacers Paint Wisre Rat Cage

Used Copy of NCRP Boxing Glove. One
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A Villian and a Hero for V&V by Michael Straus

THE MASTER OF EVIL

Name: Andrew Evald Side: Evil Leader of the Dask Command
Male Age: 26

Level: I®h  Presem Training: Occult

Powers:

1)Mind Control: R=25" PR=20/0 with Special Weapon

2)Hcighienad Charisma B (+20)

3)Psionic- All Positive Reactions

4)Mutant Power-Hellfire. R=50" PR=4/0 D=1D12 Flame Damsge + 1 D10 Devitalization (Attacks
as Paralysis

S)Invulnembility Device- Closk -10 points Physical, -20 points Mental

6)Special Weapon: The Heart Of Evil

A)No PR cost for powen

B)AIll Stats raised 10 25 when activated

C)Emotion Control: FEAR R=25" PR=0

D)Estotion Control: HATE R=25" PR=0

E)Emodon Contuol: REVERENCE/WORSHIP R=25" PR=0

F)Revivication: ancelyear 100% chance of resurrecting host if the Hearst 30 wishes.;

Weakness: Psychotic; Totally evil and immorsl. demands to be worshipped as a God by
followers..

Weight:200 Basic Hits:4

Swength:25 Endurance:25

Agility:25 Inelligence:25

Charisma 45 REACTIONS FROM:GOOD.+8 EVIL.+8
Hit Mod:2)3)1.5)2.5) Hit Points:90

Dam Mod:+$ Healing Rate(.7)=2.8

Atxuntéy:«m Power: 100

Lif(C.C)I1812 lbs Basic HTH Danege: 1010

Movement: 75"

Det. Hidden:18' Det. Danger:22%

Inventing Points: 25 Cash: $22,000
Inventing: (%75)
Past Trainings: Occult 9 levels

Other Weapons: Cloek clasp-- The Amulet Of Morgania--every 1000 hit points he desaoys with
Hellfire will jump him a level as the amulet absorbs the bio-encergy.

History: Evald was an Archacologist explocing the Tempie of Set in Egypt, in a hidden chamber
he discovered the Heart, a small black stone as old as time. As he picked up the stone it whispered to
him of the power that could be his if he swore his loyalty to the forces of evil Evald, who was
llﬁy a bit psychotic, agreed, and was tansformed into the highly chasismatic: Master of Evil.

Master has since set out on his camprign 10 gain more power, acquire worshippers, and plunge
the world into a living hell.

The Fox

Name: Michael Laine Straus Side: Hao
Male: Age: 22 level: 6
Present Training: Endurance

Powers:

1)Hei; Agility B+23

2)Treining: +4 to all stets from training; additional +4 Agility from an extensive stay in the
Barmmuda Tnangle.

3)Willpower A PR=1 Per use, | action to set-up.
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4)Heightened Defense: -4 10 be hit while mobile.

S)Heightened Senses: Night vision - 400 ft./ Awareness R+60 ft radius. Pr=1 t0 activate. All
senses five times better than noemal (+50 w both Dets).
Weakness: Nearsighted. Must wear comrective lenses or receive -8 o all Det. and reaction rolls.

Weight: 140lbs Basic Hits:3
Strength:17 Endurance: 19
Apility:50 Intelligence:19

Charisma:22 REACTIONS TOGOOD:+4 EVIL:-4
Hit Mod:1.4)2.2)1.3)4.9)= Hit Points:59.

Dam Mod:+8 Healing Rate:(.5)1.5
Accuracy:+8 Power:105
Lif1:485 Ibs Basic HTH Damage:1D8

Movement:86" GROUND

Det. Hidden:64% Det. Danger:68%

Inventing Points:11.4 Cash: $67,980 +200$ a month from chess

Inventing: (%57) Gadgets

Past Trainings: AcrobaticyMartial Any/Detective Work/Awaronvess/Medic

Weapons: The Fox carries an everchanging assortment of weapons,his only constant weapon is his
infamous COMBAT DISCS;R=100 THROWN. D=1D8+10 STUN ONLY

History:

While attending college in Northeren Califomia, Michael Straud was trapped in one of fate's cruel
jokes. He was somehow thrown 1,000 ycars into the Earth's possible future. While there, he acted
as a professional ghost hunter, helped lead a rebellion against that world’s leadership, trained with a
gro p of monks, and had psionic surgery performed on him. When Mike rcmmedp to our time, he
was forever changed. He was now and evermore, the funtastic Fox!
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An AD&D mansier crested for use by James M. LeDuc.

DREADGYARKID
Frequency: Very Rere

No. N |

Amm tluilhle(nebdow)
Move: Varisble (see below)

Hit Dice: Variable (soe below)

% in Lair: Nil

Treasure Type: see below

Psionic Ability: Variable (see below)
Attack/Deferse Modes: (see below)
Level/X.P. Valve:
Varisble/ As a 10th leve) characeer
in DMG

When a character picks up s Luxorian Stone, there is 8 30% chance it is cursed. If the stone is

cursed, the character must save vs. Desth Magic. If the save is successful, the character loses all

experience snd the associated benefits and becomes a zero level character. Purdhenmore,

all magic possessions of that character have to save va. Disistegration (pg. 80 DMQ) or have all their

m’:e thLmeym of a Dreadguard. A Dresdgosd
10 save, essence of & i

is & servant of the long-dead Luxor. Dreadguards are crestures strongly sttached to the Negative
Material Plane; 90 strongly that their touch drains 3 levels with a successful 10-hit roll.

Dreadguard are evil incamate, loeching life encrgy and magical energy from alf around tvern. This
ives them several spevial defenses; specifically, 50% Magic Resistance and Regeneration. The
é:ﬁ-dun&n e life energy owt of plants, living rock, and the earth itself and use this 10 heal

at 2 rate of 2 HF per melee round. This, of course, leaves a basren, bummt-out ares around
the Dreadguard at all times. With & successful 10-hit roll (st minus 5 to-hit), the Dreadguard can grasp
an opponents magic item and, with one melee-rounds’ concentration, sbsorb the magical energy.
Items save vs. Disintegration. Whenever the Dreadguasd absorbs the magic from an item, it gains
2D10 hit points sbove and beyond its starting hit points.

The has the Armor Class, Move, Hit Dice, Treasure, No. of attacks, Weapons, Size,
and Peionic Abilities of the original character the) was cursed. The Dreadguard is proficient in any
weapon st hand and is unrestricted by class; i.e. s Dreadguard in a magic-user's body is proficient
with e two-handed sword. imeremingly, Dremdguards have at there di , the of the
body's they inhabit and the magic items that the now-dead character become immune to the

s touch. The Dreadguard always etiacks ss a 10th level monster. Dreadguards are
Genius intelligence and do not evex berserk in combat. They always use theis intelligence 10 theis dest
advantege.

The incredible awrgy fluxing in & Orewdgoad cause i to Jose 1 Hit Point every day, permanently.
Unless the Oreadguand ari ly boosts its spper limit of hit points by syphoning magical item's
energies, it will cvarsmily “bwn-out”™ the host and be cas back to the Negative Material Plane.

The Dreadguard can be hit and hurt by aormal wesporm, Magic, Fire, Cold, and Acid. Blectricity
does not harm the Orendigewd. If & Dreaguard’s host body is destroyed, the Dreadyuwd’s emence
returns 10 the Negative Maexial Plane and the Laxorisn Stone is once again avallable... pick & wp... if
you dare!
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By Tim Morgan

IR Flashlight: Like the IR S})ollighl except smaller, illuminates like a flashlight for those with IR
sensors. Wi S Kg. Cost: $75 (CIS)
Silencers: Silencers render the sound of a shot virtually silent. It takes a RCN roll to hear the
sound of a silenc d round in prefect silence, or a RCN:DIF roll to hear it otherwise. Silencers are
available for the following weapons: all automatic pistols, Uzi, MP-5, MAC-10, V224, and the
Scorpion. Wi.: 1 Kg. Cost: $6G") (-1/-1) (This means that the availability is one level wors  that
for the gun it is designed for.)
HD Gamma -1: This drug speeds up the body's healing rate, causing 1410 points of damage to
be healed in S minutes. One disadvantage of the drug is that it must be kept refridgerated at all
tmes. If it sits at room temperature f or more than S minutes, it has the reverse effect. causing 1410
ints of damage. Cost: $75 (S/S)

ID Gamma -2: This drug is a development of HD Gamma -1. [t is exactly the same except that
ith als 1d10+4 and, if not refridgerated, inflicis 1d10+4. Cosi: 3200 (R/R)
1IID Gamma -3: This is the latest development in the HD Gamma serics. It heals 1d10 per
application, and does nof need to be refridgerated. It is exiremely rare and will not be found “just
laying around.” Cost: $1000+ (See above note)
U.S. Army Reflective Armor Mk. I: When rumors began (0 spread inside Western
intelligent agencies late in the war about the invention of laser  capondry by the Soviets, the U.S.
contracied for a personal defence 10 this communist threat. The esult is the U.S. Army Reflective
Armor Mk. 1. 1t is designed 10 totally deflect any man-portable laser weapon. The helmet protects
the head (somelimes, see helmet rules), and the 10r30 armor protecss the ¢ and abdomen. Note:

smoncy. Some GMs. however, may want to introduce laser weapons. but whatever you
cggsgg‘_mmnm_pm Wi.: S Kg.Helmet, 3 Kg. Torso Cost: $500 Helmes, $1500 Torso
(S/S)

Atchisson: The U.S. assult shotgun of the 1980's. There siill may be some units issued these
outdated, but still very effective weapons. Ammo: 12 Guage We.: 4 Kg. Mag.: 7 shos ROF.: 7
Rng.: 40 Dam.:4 Arm.: x4 Cosi: $800 (CIR)

RM-7 Mk.1: An experimental american weapon. It is a rifle that fires 25mun rounds. Ammo.
any 25mm round. Wi.: 9 Kg. Mag.: 5* ROF: 1 Rng.: 150 Dam. & Arm. as the round (see the
Large Caliber Gun chart) Coss: $1500 (RIR)

25mm WP round: A White Phosphorus 2Smm ound. W:.: 100 K§g. per case of 33, belted.
Price: $2500 per case (S'R)

Additons) Eeminamat for Car Wars
By Tim Morgan

Light Assault Rifle: This is basically the equivelent of an M- 16 or similar military we! ;
Hand weapon. To Hit: 6 Damage: 2d3 Cost: $400 Shots: 10 CPS:$3 Loaded Cost: $430 3
renade equivelent. Area effect. Does half dama ge to vehicular components.

feavy Assault Rifle: This is basically the equilevent of a FAL, a G3, or similar military
wca;on. Hand weapon. To Hit: 6 Damage: 2d3+1 Cost: $600 Shots: 7 CPS: $6 Loaded cost:
3642. 3 yrenade equivelens. Area effect. Does half damage 1o vehicular componenss.
Underslung Grenade Launcher: This is the equivalent of the US M203 Grensde Launcher. It
can be mounted under any asssult riflc (the Light Assault Rifle stays at 3 grenade equivelent), the
Atchission. or the Anti-Vehicular Rifle. Grenade Launcher. To Hit: 7 Damage: by grenade type.
Cost: $350 Shois: 1 CPS: by grenade type. Range: 15° 1 grenade equivelent.
Atchisson: An assualt shotgun.Hand weapon. To Hit: S Damage: 3+ 1d4 (-1 per inch after 3”)
Cost: $750 Shots: S CPS: $6 Loaded cost: $780 3 grenade equivelens. Area effect. Does ha{f
damage o vehicular components.
Laser Reflective Body Armor: As normal body armor except that it takes half damege from
lasers. Cost: $300
Laser Reflective Improved Body Armor: As improved body armor except that it takes half
damage from lascrs. Cosi: $1800.
Cannister Grenade: Only available for Grenade Launchas. A cannistes greaade (also calied a
Multiple Projectile round) is basically a giant shotgun. ToHit: 5 Damage: 4 hits Cost: 350 1
grenade equivalent. Does half damage 6o vehicular components.



OPEN 7 DAYS

G-IALLEY’S

N—

AND CARDS
COMIC 800KS 20332 MEEKLANOD AVE
SASEBALL CARDS HAYWARD,CA 84541 M2 F STREET
SUY SELL - TRAOE (415) §38 6665 EUREXA, CA #8501

Fantasy Hilustrations

Have you always wanted a skexch of your favorite role-playing
game chasacter, creature, or whatever? For a reatonable price you
can at last het a visual inserpretation instead of just a piece of paper
with game mechanics written all over it. All antwork is done in
India Ink using an antist's pen and/or brush with color in pastel
and/or colored pencil.

Sizes Cost
3"X5" (typing paper)  $1.00
8.5°X1 l"(lypin;mrapcr) $3.00
14.5"X17"(bristol board) $20.00
add $1 for color(il you want color)
odd $1 for mailing costs

Send check or money order with descripuioo or character sheet copy
including height, weight, looks, build, possessions, clothing
description, game sctting(SF, Fantasy, etc), beckground, and
color if desired 10:

Jeremy Suanton

115 Samos BLVD #44

Arcata, CA 95521

Allow 2-4 weeks for delivery.

The Pemialy Gomerd ®gild

Invitel you Lo gdme erery Friday Night at 6:00 p.m.
intil midnight. In the eampy} of Hymbeldt Blate
Unirerlity In Aroata, (R, In Pognder! Hall rm. 154
the gulld meets and 3plits gp Inlo nymeroy’ gaimel:
1rareller 8)00, ADED, va v, atar Warl, Aftermath,
6..R.P.I and more. Anyone I8 welaome and we are
alwayl open Lo beginners. Bring yoyr game and yoyr
braln and hire Some fyn ®ith §3. Bee yoy 2t Lthe FG6

meetling next friday.

Pacific Books & Video~

BOOKXS: VIDEOTAPES-MAGAZINES
SOFTWARE-COMICS-GAMES

ANOVIGIT ) 3 PEARY S
COMIC 3 QAME SHOP
AT MUMBOLDY STATE UMIVERSITY




Arc pa Toohing for tHhe best
and ncwest inp roleplayping
games? Yoo shoold sbhop
@mhere 1 shop..at ThE
ROBBY RhOUSQG. Tnhc hebby
hoesc at 2841 F st |y
Gorcha has all the latest
games and modoles f(rom
FASH TSR. GDW. GDY. 1CA.
Bteve Jachsow Games. TEG,
Wenst Gnd Games. PaNadliog,
Hvalop Rill, apd @orcl
They alse carry a complctc
sclcetion of dice. 1Tead
miplatores, and paipts. Try
‘e oot fer fon) and growlly
finpc adventorc..and tell ‘cm
hairy scnt ga for a 10X
disceamt on poor porchasc.

Th
ofF

AR

ik

a
Computar Gameas
Computears Plus ¥

Hangaroo Softmara
1731 G St. Qrcata

is at:

g

Bt

822-8332

COPIES
HALF OFF

Afer youe Arst 160 copies from one
original, the rest sre Hall-Pricel

WE WORK AS
LATE AS YOU DO

Thrwrw 1o apvd g, Gy oo, o &
Cador s Wr've apen el open b0, 20l ey
—rhend

Wi you ov vuring b, 01 gend » haow you e 0t

sty e
kinko's
Grest copies. Great peoplu.

1618 G St. Arcata 822-8712
416 K St. Eureka 445-3334




MTegll's
Ibadw
Powtraids

Blachh apd wbite or foll color
pordiralts of ypoor Trfaverifc
chavracter or creadore.

B & W prices:

4 RS $3.00
3559 R 11" $15.00
85 R {f $20.00
Colovr prices:

4T RS $3.00
35 R 11 $20.00
83 X (1 $25.00

Sena SASE to

Troll's Lair Porirai(s
PO. Bom 489
Boreta. CH 95502

HIl pordrai(s are donc oy
heavy stocl Bristol Board with
permanent Inhh and radianpg
dyes (for color portraits).
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