


Jdllt1r: Dp11l11 

Well wt' m fas1 appmaching our fir.11 comple1e yc3.J o( print This is a landman since I have never 
been sure tha1 we would make it Th< mne problems that plagued me on day one still plague me: 
Since NCRP docs not PftY its writm. I hl\'e 3lways thouiht that this is fair excuse to Cllplain why it 
ce>mes out so irrcgularily. but it's not 1 have since found that even the magarines that pay (and pay 
well) have !rouble gcmng rnough aniclcs to print. Oh well. lhis too is another problem for the 
scientists and 001 me. 

The point I wanted 1n discuss this issue is TllE DEATll OF TllE GAMING INDUSTRY!'! 
I have ticgun working at a hobby shop that sells g3JT1Cs :wt 1 have been put on the phone to do orders 
for games. The distributon arc warning that the gaming industry is dying, and the death is far from 
painless. They an: saying that most games don·t sell or can't sell for some reason or another. Well 
let me tell you from this end that I just ca11·t ticlicve this. We, locally, are seeing a huge upswing in 
gJm:ng. The Fantasy Garncr·s Guild la loc:il group of gamers at Humboldt State University) has 
llllfLhad as many attending membcn as it has this yur. And the size keeps growing! But I guess 
then 1he question is is 1his phenomenon just localised? 

Paciftcon, a San Francisco Bay Arc:a convention this year, ettpccted around 400 people to show up 
fe>r its annual running. Hcresay that I have gotten suggested that some 4,<XXI people showed up and 
1hat the con-sponsored games were filled (completely, which to my knowledge never happens at 
coovrntions) some ~ weeks before the convention. And Pacificon charges you to enter at the door 
;i!!li 10 p:iy for every cofHponsorcd game you arc in (up 10 SJ per game!) So what's going on77 Are 
prople from all over just converging on California to game, or is there something else gong on? 

I travel every once in awhile and have made it out to MontanL I thought. hmm. maybe if gaming is 
dying, I will sec it here. In Kalispell. Montana, there is a gaming shop which is, to my knowledge, 
the only shop that specializes in games in a flJ mile+ radius around it I thought if anyone wuuld feel 
the- death then this shop certainly would. Arter talking with the managcr, I realised the shop wu far 
from dying. In fact. the only thing that was dying were a few games that have been losing sales for 
ages (and arc out of print.) So what"s really going on' 

My feeling is 1hat what's going on is 1hat sames arc not selling as well so the industry is telling the 
distnburon (who in tum warn usl that wes arc down and games arc dyins. Maybe people read my 
last editorial? This could explain this apparent drop. Many game systems simply arc noc selling, but 
for every old standard that has died, at least ont new game has shown up in its place. AD&D still is 
holding strong, but the original three hard-bound hooks arc not selling nearly as well as things like 
the Manual of Planes and the Dr1gonla11ce books. Aflcnnath and Morrow Project are flirty well 
de:id, but Twighlight: 2000 appears to be the most played game of the year (tlking the previous two 
games· genre and twisting it a bit.) Only time will tell for sure if gaming is dying, but for now you 
can accept the fact that gaming is far from dead. You can also tell anyone you meet that says gaming 
is dead that you know someone behind 1he Redwood Cunain who would ecru.inly counter that 
~rJtement. 

The winner of OW' letter contest was Tony Lee . Tony was the only pcnon to write me and tell me 
:inything. Thanks Tony! And the rest of you. don 't let another contest pass you by. I ran the last 
one to ~cc what you liked and disliked about NCRP. Right now I put into NCRP the articles I like, 
hut this may not jibe wi1h your tastes. Let me know what you want to see. I can always use a new 
piece for AD&D or Twighlight: 2<XXI. So give your writing a chance. 

As always, I would love to hear anything you have to say, positive, negative, or having nothing to 
do with NCRP <I just love mail. heh heh). So give your wnting 1m1 a work-out and tell me what you 
1hink of NCRP. Whal do we need to add, change. modify, mutalc (happy Rich?) or whatever. 



Physical Description: 

flw N6NAJLOl(mlf41dt ,.,, 
An allm rKe by Ian Herriott 

The Ngnaloi appear at first si1h1 to be wingless, white bats with enwnense em. Indeed they live a 
life much like bats in many ways. They are small and compact beings Ulllding .7 meters high and 
weighing 2S ldlognms. 

At first. their most striking feacure is their huge ears, each one about 
lhe size of il's chest. but this flCI � when one IQ)im that they have 
no eyes, not evm the uselessly small eyes ol bacs. Since the Npaloi. 
and almost all life on their planet. m>lved in the vut cave complexes, 
sight organs were newr developed. Instead, the Ngnaloi ute a "sixth" 
sense. The hain on their bodies 1R ICtllally seMe organs. doing little to 
keep them warm. They detect air movements caused by people. 
animals. or wind. and chan&es in lir pnuft that come from larger or 
smaller caverns and depth. 

Along wilb this "sixth" sense they rely on etho-locacion to !lee objects 
and people. They emit hl&h !Tequency sounds from a special set of 
vocal cords and catch the sound-reflections with their huge ears. The 
$0Und·mlections not only tell diem how f1r away somethin& is but alJo 
give them a vision ol the shape; the closer the object, the more def"med 
the COlllOUJ·rcf1cctions. rnach like si&ht- In lddition to these senses they 
have excellent touch and smell and flirty ICUte tas1e. 

Their bodies are well adapccd to a cave-dwellin1 wsacnce. They � 
thin and compect allowin1 easy pusap throu&h narrow tunnels. Their 
arms are u long as a human's and they have a stnnp shoulder 
arrangement allowin& for a hiper or lower relCh. They have 111 extra 
joint and bone in every fmp pvin& them I wider grip Ind therefore a 
tighter hold. Also. their feet are lilr.c an ape's with "finger" and a 
"thumb" that can grip objects 11 �I u one ol their hands. 

There is no visisble difference between a male and female Ngnaloi. They 1re built the same way, 
and even the procective pouches for their sa organs loolt alike. They just look the same. humans 
can't tell them apart. 

Society: 

The Ngnaloi society is loose and varied. The smallest unit is the 
individual. The freedom of the individual is the IDOll i..,nant lhing 10 
Ngnaloi. Groupings of individul Hpaloi that share simil• jobs, 
philosophies, or religious convictions is the next level. These sroups 
are known u Guild Families and u individual can be a member oC 
many at the same time. The Cave is the neu Ngnaloi affiliation. A 
Ngnaloi'a Cave is the sub-complex of small caves and cava111 dllt it 
lives in. There is a leader cholen by all die cilh:ens of the CeYC and I 
nursery where all the children ue brought up eogether. This ensures the 
individuality of the chlldmi bec:ause they are llOl compared 10 their 
parents. The final levd of Npaloi society is the Complex. This is lhc 
entire complex oC caves. caverns, and connecting blmlds in a dosed 
circuit. Each Complex speaks a distinct dialect. but immediate 
neighbors can usually understand elCll ocher. 

There is no prejudice •nst memben of another Complea and only a 
slight reeling of supcrionty (Palriocim) which is also felt by the other. 
Connicts are seldom. and frowned upon. Most Npaloi know of only a 
few CXJf11JlcJ1cs other than their own since surface travel is diff'1CUlt if not 
impossible because of their racial rear: Agonphobia (the fear of wide 
open space). So. living in peace with their neighbors is � ifl1IOCWlL 



Ngnaloi nonna!ly wear no clo1hin1 bu1 in extreme cold or ocher harsh conditions they use a 
roga·like robe (cailed a Vlcsul leaving u much skin as possible open 10 the air, thac will still protect 
them a liale. Decontions on cloching lllld in dwellings is lack:in1 in huawt standards but different 
IClllllreS ll'C incorponued IO the best cfect. 

The Ngnaloi languages are rich with a sn:at variety of sounds and have a song-like quality when 
spoken by a fluent speaker. Musicians and onion arc common. Their songs evoke intense 
emotions. even in non-speaken, and NgnaJoi speakers could be the most charismatic onaton and 
leaden in 1he pluy (cxc:qx for their size and l.:lc of eyes). 

Govemment: 

The major pwmmcnlS of the Ngnaloi ue tbo9e of the entire CDmplex. There is no supreme ruler 
of a oomplex but insad. a council of the individuaJ Cave Lelldm who ue spokespcrsom for the 
cilimls o( Ihm cava. 

Since individuality is imponan1 to the Ngnaloi, a ccnnl rovemnient doesn't hold very mach power 
OVa' ill citizens' IC1ions. However, laws Ire still made and obeyed becaUJC they uphold the rights of 
the individual Their docuines sound quite funiliu 10 humans: "a person is innocent uncil proven 
guilty by the judgement of his or her implnia1 pcm.• They are noc idattica1 to our conslitution but 
tbcir doclrines S1111C !be same 1n1ths. 

Council meetinp from two or mon: Complexes have been called when matten in one Complex 
overlap those of another. but � is no inter-Complex government. like the United Nations of our 
day. ill exisu:nce. 

The Planetary Home of the NpaJoi: Grislua 

Gvisha hu a S11ble but wide orilit uound 
its primary. Its tilt on its uis is about the 
same u that of the l!anb llld its orbit ii about 
u wide u Mus'. Its atmospbere and 
atmospheric pressure ue botb wealc. 
Moiltlft in die air is SCUii ind SClllding Wiie!' 
docs not exist. However. bamllls have built 
• settlement here Uld llY'C fairly comfonably. 
A conswn. fripd wind blows across the 
surface suekin1 away the moitmre tlW it 
ftnds. 

The sarf1ee of OviJh1 is moldy flat plaint 
covered by a brittle pus. The plaint are 
occasionally broken by 1on1 cie.1 vo1c:uoet 
or an ancient ruge of low mouatlins. 
Ovisha's surface is quite stable and pla1e 
movements are unhemd of ia the living 
memory d its inhabiUCL Mole of the Wiier 
oa Ovisba is npped in ill hap ice e1p1 and 
deep pcrililfiblt wldcb CCMr'I cwry i.ndl of 
IOplOi1 from pole to pole. 

As one tmds down dnagb die penmlrost. IO the aw:b and lbaures of the Dad z.one. into the 
Tnnsition Zone. Uld oa IO the ure Zone one meets hundredt of thousenda of caves ud taaneb Uld 
incn:ued lllDOSphaic pressure. This allows the air to retain more wwmda., aad liquid Wiier to flow 
throu&fl I.be compaes. Plants and lftima1s exist in the ure Zone Uld pM ol the TIUlilioa Zone 
where water is a liquid. 

Wara movement in Ovisha's sublemin hu nodlin1 10 do widl the sarfece. Warier seeps through 
t he  met uncil it is haled by what's left of the mantle and con:. It then crave!s up chula u steam 
when: it breaks into caves known u Sttam-ctna. This brinp heal to the Cha ud once the Slaln 
condenses it flows u liquid Wlta' down through lhe complexes amil It iacha one of the strange. 
huge sea caverns: l1rpr than any eave on Eanh. It may continue oa to anochcr sea cavem or pod 
� and seep slowly down to renew the cycle. 



A"'tlllun ldttU 011 Grilha with tht Ngnaloi 
Witll llelp fnim 1•"1 Oaer 

This is 1 put place to lend dllracters for 1 'New 
World' e1plor1tJon adventure. In 1hil idea lhey 
could either be visitin& Ovisha in a cunory loot u 
planets in Gvisha's system 111d find that it is 
non-hostile and claa M (jllll hlrely); or chancllen 
could have heard of life Oii Gvisha and have aone 
there to etplore it The Ngnaloi will be hlld to rind, 
but any curioat Ngnlloi that ventme 10 die 1mf11:1e 
(few and far between) will clleck oat die ltau 
(chncter's) sealement Cl' ludin1 sile. Npaloi m 
ba sically inoffensive and lwmlets creatures: 
possibly even fanny if yoa play yoor cards ri&ht. 
Oimcten should be made to feel hCl'rible if they 
hltm nen one accidenWJy. 

In some campaigns, chuactm need 10 find 
supplies of odd minerals that don't uist u praait on 
Earth such u Dylithlom crystals. Anocher way IO 
approach Gvisha is to have characters searching b 
such 1 mythical miaenl and find that Gvilba is a 
hot-bed fCI' finding die mineral. Becaue of die odd 
cave-sys1m11 and stam works ill die caves (die Sea 
caves especially). it would make sense to have die 
mineral available here. This ii probably die futea 
way for chtrlClm IO meet die Ngnaloi. 

The idea of liking 1 Ngnalol out of die cave and off-planet is llCllly ptepOllCIOUS. Their l'ICial fear 
of wide open spaces would keep them incapacitated mosi of lhc lime. ud when they weren't 
catatonic, lhey would be lookin& for a cramped place to hide with four 'safe' walls Ind a roof and a 
floor. Remember their seM01J patepCion is by air amnts. Consider whit ship 1a1t sysiems would 
do to them. Enjoy yourself wich the Npaloi. Allow them 10 be comedy relief in your game. 
especially if lhe cllnaera are followed down IO or are following an enemy to Ovisha. 

!\.£ GOT A �AO F"££t.IAICA#OIJT 'f"l.lt$. 

,,.Al/0 TJ!!.5 !WODEl IS [QIJtPP{r} 
{,Jtrll A �Jtlf" f1.TIN6(11Sl/!A. I � .. 

c�· 
811l1. �Al.JI AllV SOFT 
OR/HK OISPfNSOll.. \ 

.,, 



C• 'J'Tcn V..nut-1'Ja. Ta:d C# 
By Jas O'Brita 

In lhe 1llUtd o(21)3S AD. ccrting tomewhm: is OflCll difrlCUIL Your Cll' Cll'I ca wulld.. or nolm. 
or �•P1 yov re Sid oC lhe husln of dnv1ng. Well if yua'-we got the bucks. a wli ii a sale bet. U 
yov li.c 111 the richt au. all you hoc 10 do u call in and a -u mmcd. well driw:n 'Wdliclc wriva 
ready to tnnspon :70ll ID your desanaaon. All driYen ft nined pn>fess1onals who cua set yoa 
•heft 1V'I re Pftl • tlldy. You can pile your luepcc in lbe qllli.nt uua.k aad otf )'OI pa. 

A iui c:ampaip can be• fan divtnion fTorn the usual uma to 1m11 hamdrimL A1 tai1 lake 
impon111t people to itnp:)fWI( places. then: is veai awomwry for adYacaft. Ounctcn lft tui 
dri"""- chlrpd with deli-.cnnc lhar pnaoua c:ario quickly and cfficicmly. Some CilllUIDCI s will 
otmously be IM sandard nobody unv.sual. but they can � IDlldl be ipond by ,..11 mon&hly 
W.,, to simalale thcnL A lot of lbe o.mc.. ..,_.,er, UttcftSQllC people will bolrd. pnMdin1 many 
adw:nrura. pcrtlaps lcadin1 ID the finanan1 of 111 au1odt1llill1 CllftU. Su�lots bawam cmwwwcas. 
or betwftn fellow driYCn can be cuily �I� M011 Cllm1'UIM of WI aylc won bcs1 u 1WO 
JICT10ft ones: one referee and oric pla�. HOWC'WCt'. ii ia CUJly pouiblc ID -ta 11111la-pla}'G' 
c:unpaip • ii jat1 rakes man: wot oe lbc rdcn:c s pan. 

A.. nmiOoiled bd'fl"l"C. ruis iakc if'll!'OIUlll �le ID i�1 places. lo moa lft:IL die idea al a 
wli KMC:t JllSI hun 1 caught Oft. 8111. wtw:n: Liley ha¥C (In a0ou1 a dor.cn IDllOI' aaa). Ibey c:tuirrc 
U1ywhcft &urll S'20 ID S5Q I raale. nus hilh ciw'tc is due ID vay hi"' iaf\aDOn SUICIC aptty-ftlltC. 
the darnlcc SllUWnCd ea route. � The n:feru sftoWd 1e1 a monthly sa&wy for dmlas ID Ml lhcir 
C2""'811'\. A few of the COllll)lll1a ha¥C set 111' a dn¥Cr ln&IWll COW"SC Uldudin& p111111tg. dn""'S. 
and hand wapoti nill1111. It aiJo includes Nd&meftmy s1l.ndanS �llft: niannas. dnhics.. 
frislanc pwrcnsen. c& Mot1 dn¥Cn AIC'CIYC some ton of iasannce 10 CO¥G" die m111 of unmo. 
power plane cJ\arca, ara. darnaCC IO Ima. and the like. This is � CDlftiy � Ille mcra:.. 
Another oooon 11 for dn'Wtn 10 be equ1ppai wnh ""°"-.Y radios ro Cft help frum off� dn-..en 
nearby. nus hchn to llM)lwe °""" plnen and QUI encounge su�ploa wnll NPCJ. u,... ...... 
lllcft can be cmblished 1 quog ror Ille: dn¥Cn.. Thu CM rawc m PCs 01SN&an1· cmwaw:n •Hb a 
smooO\ sales pildl,, CUI ll1k or II CW'polftL 

Mandalory for a tu.i it die rci Jcrttlf. Alraott 11-,.,. ic is inswlcd with ui ""�""' JYJfnl.. 
Oetailt for chcsc new ilCll'll are 11�n later. It i1 abo cnco..nced by the 111U111anm1 to iftllaU 
addiaon&I WQC'ON'Y Uld defenses 10 die SUICk mode.I usipcd every dmcr. Almost a1_,.,. lhae 
addiDOns come uuc of Ille PC's pocicl. 

L.ia:d � lft I few ld\'atQft idcu (or I cu.i �pi t.ha& Ille mcne should ndd ID chcir 11111: 

I. A eustoa:r boln1s. You �i:a: her u u imoonant city off'ICW fi&hrinc for the 
righu o( your ravon1e inltn:SI group: Tua dnvcn/Au1oducli1S1/pct OWncnlCIOClcs/ CIC. 
Unfon11na1cly, she it °" rhe hac lis1 of a cycle sanvpedesmu s.roaplprofcuional 
a.ssasswmoUicr-in-lawt ac. and w danccrous pmty 11 -..c&nc JUSl uVUlld the ancr. 

2. An umoaJ looking man hCJvs on board. He hal a long. xrauly blond bard. His 
only h1uacc is a large sailcue. Al you pull away, he opens his swasc ID ine:al a &arcc. armed 
bomb. lake tr1: co McUco; he shoves..°" I blow us bol!l a-y1• 

l A local cycle gang is hard 111' for cash and yoar tu.i seems like u euy hit. About 3 
or 4 S.5.000 • SIO.OOOqodcs Mlould make a challcncc depmdin1 on me tDOftCY spent Oii die wli(s) 
involved.. 

4. The adw:nising dcpani:nent ol Y'JlD" tui company decides dial cmcrin1 the local arena 
with a.wl would be pal publicity. U you win big enough. then you rnay caminuc yow autoduclin1 
an:a under lhe comp111y Iopa. Note dw losinc can n:suic ill bein& camiNlelL 

.5. The ri¥W tui company decides that the c:ompcliboll is ccu.in& coo hol and makes an all 
OUI am.cl: on yow buildirl&. Beu for a multi-play� bouL 



6.. Paaear.: nd.I ap S.500 ...,..,,, al fw ia 1 joy ride. At• "**•lion. be laps ouc 
and ""'' iMo 111 alley • eoo nsrow ror �..aide. Yo. p!lb � hMd wapons. Joclt up the car 
inscandy. Md dash o« in pnuit- mtD the t.11 me al IOWIL.. 

7. The°"°""' llW camplllY Is ...m.1 ia Oii � laritllly. "nM:y .., te'f"lftfJ hwt 
one driWI' and bloWft up dne c:an. dlmlp1 bodt n:putlliolt and pnifta. Yoa'11e been llliped by 
the boa to CIOIDC up widl I dlriat n:«Uillioe 

I. A c .... 1w drops I hiM aboa« a .,...._ wn:dl .... p Mlethe ..... llfonml 
deuUriYll dri-1other pl loc:a.I jma ouaick al toWR. Plidft& dm .,_.,..._, CM:l'lilM, yw dri....: 
ouakSe al """" IO ilmltdp-.. Ullfon..-.ely dlis is llOdlift& IM • .., .. by the riftl aw ....., 
pl1Mi111 to dnsb re-car. pap dis m.. llld be9l ,_ • �. ilyw -ac., come oa&oa 
llllp. dlllll lhl ........ ·�be .... the risk. 

(From die EditDr. Al..,.. consider how nm:ll r. ,_ • &1P1••�-••1rcm lililft siriat Iha aibbic a 
faR chla hops ia ..S lllJ'l "Fallow ... Clr11f1 

NEW ACCESSORIES 

1aterc0mr. S200. wdpt • .-:e ncplpble. Spabn .UOW driwn •COllftlne widl .,.....as 
iabldt.-(1). 

Toi Sc:rwn: A shocl al �-p!ldc ""'°' scplnlirl& � ia 1..- .... a1 a Ychide tram the 
t.ck teats. C.. c:oaWa 20 poitta al annor. c.a.t'Weialtc $'113 lbs ,... point. C- be FP. LR. 
LRFP. ML.• LRML. Tiie IUi JaW. repnllaa a1 .... a1_.p--. llllaOM.,..... 

Since Iha moa fwl ,_. alCar W.-s ii *sipiws rc-' "'1 � .... jmdJll is apcaed. 
�. pn:samd ia a_.,. wllid&. l'folc. bowewr, dlM mil wbic:k ia wat oe dcfcna 

.. 

.. 
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Hi, it's your of pa( :Hairy again am{ once again 'ITit Jl<YB'13'Y 
HO'US'E at 2911 'F st in 'Eurt(p lias got a skw of ruw stuff. Since 
fast wt spoKJ, tfrty 'vt acquirttf a stock._ of tlU Cong awaitttf Spact: 
1889 from lj'.D'W. 'ITii.s ntw game is tftt 'l?:}'lj for tlit tarfur rekasttf 
'sk.y ljaUton.s of �Mars'. 'from a ntw company caffttf 'Wattrfora 
Prtss, t/Uir first gamt ':H.l,gfr Cofonits' is now avaifa6k. 'ITiis is a 
grittitr scitnet fiction '.R!f(j with. a fttf similar to tlit movit 
'Outfana. .>Intl Cy6trpun( is in. In atftfition, t!Uy frave 6egun 
carrying rtUJrt magazines indutfing Cliafftngt (36 is in) , 

'13attftttclinofogy, �itt 'Dwarf, '.Dungeon, �itt 'Wolf, ant! Spact 
(jamtr. .>lfso aatfttf to tlitir afrtatfy fong fist of /io66its carrntf 
'in-s/iop · art comic.s. 'TIU 11o66y :Jloust lias atftfttf a smal£ {itu of ruw 
comics. In fact, tfr.t Jlo66y 11oust is t�antfi"tJ a(( tfu titru Ulitli a 
new stkction of tfarts. 'Wt also plan. to start carryi.nfi '13ase6a(( Caras. 

In fact, if tlitrt is stuff 
tfr.ty tfon 't carry, ttff 
'tm, tfrat s tlU on(y way 
t!Uy art gointJ to 6e a6ft 
to carry wfrat you want 
to 6uy. 'ITity wi{[ gfatf{y 
tfo sptda( ortfers for 
stuff you can't get 
anywlitre tfse {Witfi a 
sfigfr.t tfownpayment). 
<jive 'em a ca(( at 
445-0310 or go in 
personal(y antf see 'em . 

.>Intl tliis montli, te{[ 'tm 
''Ifie 'Ttrminater' sen t  
ya' for a tfestructivt 
1096 tfiscount on your 
purchase. So wfrat art 
you waiti"tJ for? 





SillA\!/!JD'JT O'Y!B!n S'fl',f>.C!l."J'Otf 
An adventurf for Cth11l11 Now by Craig Sheeley 

Catch of the Day: 
The news is not widc-�pread; it's the sort of thing most papers and media scoff al Still. it's worth 

a thiny-5eeond item on the national news, and photos can be found buried in the bade pages of 
newspapers. with comments from obscure scientists who have only seen the photos and no more. A 
man-sized, frog-like thing has been caught by a fishcnnan in Missouri. The tabloid papers have 
latched onto the story and are running headlines scn:aming: ttASH-MAN CAUGITTI REVEALS 
SECRETS OF EL VJS' UNDERWATER KINGDOM!" The charactcn arc likely to see it difTctendy. 
The creature hung by its feet is frog-faced. vacant-eyed. sharlc-toodied, slimy-skinned; 

The catch is undoubtably a Dup Orr11. 

Getting involved 
The pany may become involved out or curiosity, alarm. assignment &om employers ("I want proof! 

This could break the bio-scicncc industry wide open!"), or be sent by the savants who combat these 
ancient horrors to find mare information. 

The place is Stockton, Missouri. The dateline on the photograph is September 27, 1988. Getting 
there is easy, by road. Airline travel is best accomplished by staging in through Kansas Qty, or St. 
Louis and flying to Springfield. then tiling a rental car to Stockton. 

On the way in, the pany·s vehiclc{s) wiU be stopped by two patrol can of the Highway Patrol. The 
officers will flank the party and act very cautiously, two of them covering the vehicle(s} with 
shotguns as the other two approach, their hands on their n:volvcn. They wil be polite but edgy, and 
the PCs arc advised against making hasty moves, or the whole advcntlft stops here! Vehicles will be 
thoroughly searched. Occult items will draw mutters and dark looks from the patrolmen: loaded 
weapons will cam the characters a journey to the local jail. where they'll be held for questioning! 
(Takes a day; unless there was violence. the PCs will be grudgingly released.) Any illegal drugs 
found (assuming one of the PCs was carrying them) will end the adventure right here as the pany will 
be jailed for illegal possession. You see, the patrol is hDin& for drugs ... 

Srockton. Missouri 
(See map opposite page.) 

Rooms for the night . 
Every hotel, motel and hostelry the PCs stop at is full to the gills with fishcnnen. It seems that the 

Troul Mas1er corpor1tion has sponsored a con1est to sec if any more of the "fish-men" can be caugh1, 
with a $25.CXX> prize going 10 the largest catch. The only hotel with rooms left is the Carp-Port Motel 
on the east shore next to the dam, a cn:epy collection of run-down motel cottages in fish motif. The 
proprietor, CJoyd Pisca. is happy 10 oblige the pany 11 $25 per cottage per night 

Ooyd Pisca: 
STR: 9 DEX:! I INf: 8 CON: 12 APP: 9 EDU: 4 SIZ: 7 SAN: 45 POW: 13 
Skills: Sneak 50%, Manage Motel�. Listen� 
Ooyd is a small, greasy, friendly guy. He likes to rell fish stories and n:latc the local !all talcs. He 

is curious about everything and nosy as well, snooping around. 

Cloyd will be most often encountered sneaking around and evesdropping on the group. A little 
interest can persuade him to rclllc any n¥O of the Tall Talcs. 

Qeclcing Out the Lake 
Boats arc as hard 10 find u lodgings. Every Fishmt11n thll didn't bring a boat n:nted from the 

locals. Diligent searching (and at least four slops where the PCs arc 1old "Sorry, we're all out"), and 
boats can be found at the Fischer dock. 

The Fischers arc a snnge pair. Pa and Marcel Fischer. Both have pallid, clammy skin, and 
Marcel's eyes bulge our unnervingly. They have one boat left (adjust the size to 1CCOmodatc the 
pany ): SSO per day. Pa Fischer asks the PCs wh11y they wan1 with the boat. No matter what they 
�ay, he looks at them suspicously and grunts "Uh-huh." When the PCs manuever the boat away 
from the dock. PA can be 5ttn talking 10 Marcel and gesturing to the party. 

If no-one in the pany has Boating or Powerboat skill. the basic percent.age is 10% - enough to 
figure out how to make the boat move and manuevcr with a complete lack of skill, without sinking it 





The boat itM:lf is a na1-bo1tomed scow with a tc:Ucv drain-hole and an outboard motor. Slow. 
ungainly and shabby. it takes on wa1er and must be coorinually bailed by one of the group. Everyone 
gets wet feet. 

The lake is aswann with boats. Fishermen can tie seen everywhere. dangling lines overboard. 
casting lures. and consuming unbelievable quantities of beer. l1icre are no pleasure boats out, just 
fishmnen and the Lake Patrol. 

The L:ike Patrol 
The PaU'OI is the Shcnilfs answer 10 law enfol't'.�nt on the lake. The PCs will be accosted by the 

two patrolmen. who order them to heave to for inspection. The Patr0I will find something wrong 
(their favorite infn1ction is possession of alcohol. even though the two officen have a couple of 
beer-filled coolers on board their boat) and fine the pmy 206 X $10 (lack of boating license. 
i nsufT 1Cient Oocation devices, etc.) to be paid to the city. 

The Science Project 
On the west shore of the lake. a small group of scientists are approaching the discovery o( the 

"fish-men" with techno-science. They have a jetty laden with scanners, a poruble computer and 
printer spewing out continual printouts. lawn chairs and tables. and a portable generator to power it 
all. Several video and still cameras arc in evidence, as well as a two-man mini-sub moond at the 
jetty. If approached. the three male wd rwo female rescvchen identify themselves as a team 
sponsored by a paranormal organization. Their job is to find and make contact with one of the 
··fish-men." They arc doing real resean:h on the side, recognizing the chance to make scientific 
headlines the world 'round. All arc quite friendly and very busy working with their equipment. So 
far they haven't found anything. but they have high hopes. 

In Stockton 
The town itself is seething with activity as local 

merchants strive to ellploit the sudden glut of 
customen. The two-lane streets are jmuncd with 
vehicles and there are people everywhere. The locals 
arc polite but harried. Prices arc 25'11 higher than 
usual. 

The Dttp One that sWtcd the contest is no longer 
in town; its carcass have been taken south to the 
Trout Muter's hcadquatcn store. However, Trout 
Master hu set up trailer-stores to market fishing gear 
to the fishermen and excellent pictures or the 
"fish-man" are prornincndy displa�. 

The primary local hang·out is the Steakhouse, 
located on the highway. At lunch-time, the place is 
crowded with people during the buffet. The people 
arc very friendly and willing to talk about many 
subjects except drugs or favorite fishing spots (both 
arc family secrets). Ir the PCs ask about the history 
of the !alee or dam. they mu be told overwhelming 
amounts of folklore • the locals arc willing to talk 
until after nightfall. See TAU TALES for the 
interesting stories. 

Research at the Counhousc is an option - a 

SPEED 
llMIT 

35 

successful Library Use roll will reveal the following i-iiiiiii��� 
information: the town has been around for over a 
century. There was no lake until the 1950s. when .==:-
the river was dammed and the lake was fo1med. _ ..::s>: "(\ � •· 
There was a small outlying town that had to be :::;:.-;---- "� '"' �� abandoned 10 the lake: it is now under water · the P" 't'f '-.. ........... -. ,... --east road goes to it. This research also reveals the �-... • , ,. r' 

- · � prescnce o( the east road. 

,..� • � 1f", �---· � ... . - -, 



" .. .In an Oc1opus' Garden ... " 
Ir the PCs manase to saJ or menipu1111e the scientists Imo taking a min-sub run to the sunken town. 

liulc can be seen in the murky water. The submarine is suddenly a111Cked by unseen usallants and 
battcn:d; il11 lake days to .... 

TAU. TALES 
There arc many myths and tidbits of local gossip and roW� in small towns. Stockton is no 

Cllccption. Most or the ghost tales arc just that: Decides-old ghost seories. Several or the stories 
might be useful: 

TM Dt11fl is lta&utttd. lbae are two Vlriants of this - the fim bolds dial a man fishing off the dam 
got his line snagged by the turbines and was sucked into the spillway ID his deadl. The other vmion 
says that one of the dam workers 1CCidentally fdl into die wet concrete oae niJlat ·- He dUlppeami. 
and wu never Maid from again. Legt:nd hu him entombed in the dam. Boch vusions have the dcld 
man's ghost haunting the dim. bringing misf'onune to boaters who sail eoo dose to the dam. 

Tlw Old Uss�r Place. The old Usser pllce out eaa of 10Wn is suspect. There arc some mighty 
s1r111ge ghoings-on out there. Why, just tut two monlhs ago, Frank Moons and his 1irl were 
cruising the east l"Old and saw something slouched up the tum-off to the Uae's pllce • and it wasn't 
,.,,_ 

TM Gltosl Racer. The east l'Old hu been in use for yurs - local fishermen mt it u a boat ramp, 
since it disappears into the lake, and youngmn me it 11 a drqscrip, at nipL In 1960, a popular 
yuu1h vanished on the eut road. He was last seen in a nee with a black 'S7 Olevy that sported 
orange hadlights... Legend hu it !hit be need the Devil ud lost. Now, he's dooined to nee up 
and down the east l'Old in that haunted 'S7 OleYy for eternity. 

UFO Poinl. Out nonh or the lOWll, there's a field where you can sec UFOs cbnci;�: the sty, 
man: oftal than noc. SeYCni locals c.laim IO have bin inlide the UFOs (-n.cy WU all . clones, I 
iell yuhl"). 

Klttr Ca1. There's a c:adish in the lake that's the ting of them all A n:a1 boftom.dwdling monster, 
this legendary creature is des:ribcd IS l•ger than I Trout Scouter ruhins boat and twice u omery. 
Maybe it's in league with the ·rish-menl" (Records do record c:adish caupc in die ss. llllllin1 over 
200 lbs •.• ) 

Forces of Good and Evil 
Player-d11nctc:r queslions abcMll strange happcninp in Stocbon ue noliced: A blue-haired 11111n111 

with a pinched-up flee llXOStS ll leut one of-the pmty, Idling them ID "Tarn away from the fon:a of 
the Devil, before it's IOO 1a1e1· She says Revamd Luke Skinner hu cbe answer and huds them 1 
Oyer adYertising an anti-"fish-man" nlly lha1 ni&hL "Y'all come and bear him; hell know how 10 
handle these spawn of Satan!" She goes IO pester lllOlher visitor, 1 sallow-filled thia mu with 
goggly eyes hidden behind glusel.. 

1iou-r IMAGE oeeP ONE lMA66 



Charlie Scales 
Slll:9 DEX:IO INT:l7 CON:IO APP:9 EDU:l4 SIZ:14 SAN:2S POW:l6 
Skills: Computer Us 45%. Cthulu Mythos 30%. Dodge 30%, H istory 35%, Sneak 20%, Deep 

One Language 15%. 
Charlie is tall, thin, sallow-faced and fish-eyed. lie has studied the notes of Wilber Whately and 

learned or the Deep Ones, how to summon and control them. Journeying to Stockton, he hopes to 
locate a tribe of Deep Ones and put them under his power. Power-hungry, he is a pitiful geek with 
retiring w•ys and a lack of social skills. He is spectacularly inept at fighting but possesses the spell 
Curse of Authoth. as potent weapon! 

Charlie turns up often, showing up around the investigators. He lets little hints of his knowledge 
show (due to vanity). and is a general non-threa1ening background figure... Until the Summons of 
the Deep! 

Praise the Lord I 
If the puty anends the rally, they are among a group of near-fanatical zealots. Hymn-singing, 

"amen"ing, and lis tcning to Rev. Skinner rant abou1 how the "curse of Say-1an"has descended on the 
fair town of Stockton, to "test the faithful." He argues that the "fish-men" an: evil and should be 
destroyed ... By poisoning the lake. if need be! "Certain people,· he says, "centin people an: falling 
into Say-tan's trip. They seek these evil dcc-mons for their own purposes. to make money off of the 
forces of Helli" The meeting is full of this son of talk: characten asking about the Deep Ones an: 
liable to be allleked by inte pcrishoncrs. 

If the puty doesn't anend the rally, Rev. Skinner will bump into them at the lake or the town 
squan:, where he"s leading a protest against Trout Master"s 1oumamenl He says that he "s heard of 
the PC's search for informa1ion on the "fish-men.• and acuses them of being in league with the 
"forces fo greed and corruption.· He tells the pany tha1 he's keeping an eye on them. 

The Forces fo Progress 
There is a lown meeting that night to discuss dcvelopmcn1 of tourist attractions based on the 

possibility of a "fish-man" city beneath the lake. This meeting is attended b1 land-owncn, motel 
managen and dock owners, representatives from the EPA and the Conservabon department ("Arc 
these "fish-men" an endangered spccies7"). Rev. Sk inner and some of h is supporters attend. 100. 
and brca1t up the meeting with their protests and accusations. Nothing is resolved. If the PCs anend. 
they sec Charlie Scald exuninin& the topographic map of the lake-bottom with quiet intensity. 

Checking out the old Usscr Place 
The old Usscr place is acccssable only through a small, nearly over-grown road leading off from 

the cast h ighway. The road has been in use recently, to judge form the tire tracks. About 300 yards 
down the road from the cast road, there is a concealed pit/stake trip, meant to puncture tiRs. A 
successf u1 Spoc Hidden roll will see that all tire tncks come together at this point, formin& minor ruis. 
Unless the PCs vehicle follows the same ruts (Drive Auto skill roll +25'1) the front ms will auh 
through the pit and impale both ti�. 

200 yards further on, the road is blocked by 1 four-stnnd barbed wire fence. The gate ICIOSI the 
road is secured by a thick plastic-roated cable locked with a massive padlock. Investigators notice 
insulators on the fence with a successful Spot Hidden roll - it is heavily electrified. delivcrina a 31>6 
charge to anyone touch ing it. Getting thorough the fence is easy - cut the wires without getting 
elcctt'OCUtl:d! 

Beyond the fence, crops are found growing in neat rows: Female marijuana plants. Large ones, 
ready for harvesting. Strung through the plants arc strings with cans hun1 on them - a DEX roll is 
miuircd to avoid ringing the a1ann if someone moves through the plants. 

If the investigators are foolish enough to go to the house, let them. There an: four dope-fannc:rs 
there - the whole gang is six, but two of them arc gone at the moment. If the investigaton want to 
sneak up to the house, their Sneak +10% rolls succeed in suprising the dopers and allowing the 
adventurercs to peck into the farmhouse window, through which they can spot the dopen. Of 
course. if mic Sneak roll is failed, t he dopcn are aJcrted to the presence of stnngen and will open 
fire! Their imponant Statistics an: STR 12, DEX 1 1, CON 13, SIZ 12, Rifle/Shotgun +25. Two 
have 8-shot pump shotguns and the other two have M-16s. 

A gunfight. capruring the dopcn and/or injury will bring notoriety and official attention to the PCs. 
If this happens. the PCs are officially detained during the opening s11ges of... 



The "Fish-Men" Slrilce Back.I 
As the investigation progresses. fishcnnen Sllrt disappearing. Not many or them. just a boat here 

or then:. People tell of seeing strange. man-like forms crawl from the water during the night to 
scrawl incomprehensible mats on the dam. These things always occur where the PCs an:n·t, of 
course. When they urive at the dam. the mats an: still there. So is Clltrlie Scales. taking a picture 
of 1he scrawls. Rev. Skinner and his people are on hand, proeesting that the martcings are cursed and 
should be destroyed. 

The Scrawls 
The markings look like writing, and arc vaguely familiar to Archadogists. The skills Unguist and 

Archtelogist arc needed to mllce sense of them. Only 1/S of each skill rmy be used when making the 
rolls; one roll may be made per hour of concencrated study. If desired, full ClhuJu Mythos skill may 
be used instead of Unguist/Archlclogisl The writing is a form of Deep One glyphs, and the message 
is. "WE NO HURT YOU LEA VE US ALONE.• 

The Rice 
At the local drag that night, the talk is on the Haunted Chevy - several teens arc ashcn-faccdly 

claiming that they saw it! and that it blew their doors off on the casr road. Thc:rc were �ird guys 
riding in it - they looked like deed things, like survivors of a fish kill 

The party may hear this anywhere - a good place is at a gu station. As they listen to the punks' 
frightcnt.d account, a black. '57 Chevy roars past on the road ... Driven and ridden by three Deep 
Ones!! Check for SAN loss. 

If they chase the Chevy, it maintains a lead on them, turning onto the cut road. Drag-racing all the 
way down the cast road in the darlt isn"t smut - you sec. there's a tree growing through the middle of 
the road about four-fifths of the way to the lake. If the PCs chase that far, the drivcns) must malce a 
Drive Auto roll -lMJ to avoid the uee. Failure wm:lcs the vehicle(s), doing 106+2 damage to the 
occupants (306 if not scatbelled). If the PCs miss the tree and continue to chase the Deep Ones, the 
Chevy drives right into the lake! The fOld continues down into the flooded town ... 

Of course. trigger-happy PCs may fiR weapons• the Deep One Oicvy. This will aanct the police 
(who drive much faster can), firing rint ...S asking qucRiofts later. No lie, they shoot 10 kill and 
sort the bodies out afterward, folks. 

Boat Ones 
At the meeting point of road and lllkc 1here is 1 massive boat crailcr ...S 4-whccl-drive llUdc standing 

abandoned. As the PCs ponder the highway the Deep Ones m driving. 1 pickup drives up, its cargo 
space laden with cases of beer. A fisherman in full t'lshing gear jumps out. "Hey, where's the boat? 
They were supposed to wait ror me!" (This fisherman can also show up if the PCs m wrecking ...S 
in need of a ride.) He explains that his buddjcs were going to wait for him to get hick with more 
beer, but he got hung up in town - had to wrilC a penonll check - and they must have already 
launched! And thcr an: no odlcr boats at this time of night... Do 1hc PCs have a boat they could lay 
their hlnlls on7 It's essential to get the beer to the others - they only had lhrcc cases left. (If the PCs 
balk, mention the possiblitiy of scouting out Deep Ones to them.) 

Heavy fog is closing in on the lake. t�-llt by a full moon. The PCs chug around the lake, looking 
for anything. Not even the We Palrol 1s out in the nighL Suddenly, running lights an: spotted; the 
fishcnnan says it must be his buddies - noonc cbc wouJd use beer c:ompuly nmning lights (indeed. 
on closer examination. the lights m shinin1 the logo of 1 well-known brud of beer ... ). The lights 
close on the party until the other boll. a musive Trout Scouter Blnlhc Blrse. looms out of the fog. 

� arc no fishermen on bolrd. only Deep Ones. Deep Ones in ftshcrmen'1 hats. a Deep Ones at 
the motor, Deep Ones clutching fishing poles and beer, Deep Ones grinain1 1 waving at the PCs. 
Oteck for SAN looss (those losing only I point or SAN grin and wave blclt like idiots). 

The pirated buge is fut; the PCs' boat hu to struggle to keep up. They seem to be headed for an 
island in the lake ... 

Sunvnoning of the Deep Ones 
On the island. Olarlic Scales is working his magic. sumnoning all Deep Ones in the area to his call 

The PCs urive in time to see Charline surrounded by the hulking. slimy shapes or nearly a hundred 
Deep Ones (including the "fishermen" from the blrgc). Charlie spcats haltingly to the Deep Ones, 
threatening them with the evcrluting CUnc of Authoth if they don't follow his commands (a 
successful Linguist or 1/2 Cthulu Mythos roll enables the party IO follow the gisl or his speech). The 
Deep One chief aoalcs that they have little choice. .. 



If rhe rany doesn't �lop Charlie. he will �nd the Otcp Ones our 10 attack every fisherman they can 
find and rob them. And lhafs nnly the hcginning of thc ramagc! 

If the rany �•ors Owlit, the Iker Ones do not anack The chief eitplains in very poor English th31 
all they want 10 do i� live rcarably 11 thc he.mom of the lake. Thty want nothing 10 do with men or the 
Old Ones. They will stay away fmm m en: in time. the tunnoil will stop and men will stop hunting 
Ottp Ones. thcouturts then slog back to the water and di�ppcar beneath the waves. 

AflenNth 
Charlie will have to hc kilk.d or in�titutiooalittd: he's W(ll'king on F.mpty. If lhc PCs save the Deep 

Ones from Charlie and stop his rlan. c:ich gains 106 SAN from lwning of pcacful Deep Ones. 



IIAv/PasfJP 
Stand In by Jollll D. Law-Grttn 

"BlactW!g" Grat Strike vcbklc <Tccll m 

The vehicle has a crew of .5 (commander, driver, fusion gunnc, lascr pnncr, missile pnner). It 
mounts 1 rapid-pulse fusion gun in 1 n:mote mount on the chassis deck, two pulse lasers m 1 remoo: 
mount on the chasses belly, and two tac missile mapi.ine launchers on the chassis deck. It hu tech 
level 1.5 poinnt defense fire control for the fusion gun, and tech level IS direct fire concrol for the 
lasers. Height: 2.2m (+dorsal turret .4m, + VC11tnl turret .4m), Width: 7., Length: 16m. Tota.I 
volume: 1.53.84 ml. Weight: 7.57.96 tons. Price: Cr 22.82.5,694. 

Mon1Mnl: Muimum 826 kpW688 cm; cruise 620 kph/517 cm; 
NOE 190 kph/1.58 cm. 

Movement Effects on f1re: None . 

Armor: Chassis front: 70; Oiassis sides: 67; Oiusis rear: 65; belly: .57: deck: 56; n:mo1e 
moun«s front and sides: 66; remote mounts rear. 61. 

Tuget Size OM's: Dorsal turret: +I; chassis: +.5; VC11tnl turret: +I 

EquipiM nt: Laser sensor (roll 2+), 100-power ndio, 200-power all-weather mget KqUisition 
radar, .5-powcr temin-following lldar, meson communicator (1000 km. range), 
maser communicator (1000 km. nnse). 2 maser communicaton (100 km. range), 
extensive ECM, 3 battlefield computers. 3 1111p boxes, tech level 9 fire direction 
oentc:r, sealed environment with life support for .5. 

Power: 270 megawatt fusion power plant consumes 40.5 litres per hour; fuel capacity is 
32..SOO litres. enough for 30.2 houn. Grav gencrarors produce 1.69 G's. 

Wnpons: i) Rapid-pulse fusion gun. toeal input 70 megawatts, 3.5 MW pulse input/14 MW 
pulse outpul It may engage 2 targelS and is automatically spotted when it fires. Its 
other clwlctaistics R shown below: 

Ra nge: Effective: .561 cm (+2) 
Penetration: 72 
Bunt Siu: .5 cm 
Frag. Pen.: .56 

Long: 1122an(+2) 
61 
3an 
4.5 

Extreme: 224.5 cm (+2) 
37 
Ian 
21 

ii) Two single lens pulse lasen. 34 megawatt input. E.ach may engage l target, and is 
automatically sponcd when it faa. Its ocher chanlC1l:rUtics are shown below: 

Range: Effective: 1000 cm 
Penetratloa: 71 

Long: 2aXl cm 
71 

Exbane: 400 cm 

71 

iii) &ch missile launcher carries 20 missiles in itS magujnc. llld lhe vdlic:le has storage space for 
40 mon:. The launchers include guidance for target memory misila. The mislilel have a range of 2S 
km .• and weigh 221 kg. each. The following types arc available; 

1) HE wuhcld: 

Target memory (0 9213. OM + 3), high paflJl'llllllCC (speed OM +4) 
Homing (Cr 2412). high perfoonance (speed OM+.5) 

Penetration: 3 6  Bunt: 6 cm Fng. Pen.: .S 



b) HEAP wshead: 

Target mcmcry <Cr 10.173. DM +3). high perfonnancc (speed OM +4) 
Homing (Cr 3372), hidt perlonnance (speed OM +S) 
IR follow-up <Cr .W721, high pcrfonnance (speed DM +S) 

Pmttnlloa: 59 

Note: The vdlicle has two drone vehicle conirol swions. the laser Uld missile gunners doubling 
u drone vehicle piloa. 

Armed Spmtrc ITa:b I.ere! 15l 
The vehicle has a cttW of two (pilot/commander, gunner). It mounts a fusion ran. and two tac 

missile launch rails. in a mnoce mounc on che chassis deck, with di.n:ct fue control. Height: l.lm 
(+mnou: IDOWlt .4ml. W"tdth: llm. Length: 4.7m. Tota! �ume 8.94 ml. Weight: 29J IOllS. 
Price: Cl 1.113.JOO 

Monment: Muimun. mo kph/1042 cm; auise. 937 j lcph/781 cm: NOE. 190 kph/1'1 cm. 

Monmtnt Elfects On Flrt: None 

Armor. All chassis sides. bonded wperdcn.se 45. AU mouat sides. bonded superdense 53. 

Tariet Sim DM's: +I low, 0 high. 

Equipment: Luer sensor (roll Z+l: 400-power ndio: 40-powcr all-weather target acquisition 
!1d.r, 5-powu tmtin·following I� laser com:nunicator (10 Ian. range); image 
en/lanccmeni: e:iucnsive EOf: map boll; baule compu&cr. 10 boctlc:s of prismatic 
Knml: scaled environment With life support for 2. 

Po"u: 9 mccawan fusion power plant comumcs l25 litres of fuel pc:r hour: fuel i::aplCity is 
990 litres, enough for 440 hours. Grav gencnton produce 2.05 G's. 

Weapon1: i) Fusion gun. 3 mcpwall input/1.2 mc:pwart ourpuL It may engage one� 
and is aulOIDlocally spoat:d when it fua. la ocher chlnclcrisocs m shown below: 

Ran� Effective: 
Pmdntlon: 
Burst Size: 
Fnc. PeMtnlloa: 

164 cm. 
44 
I cm. 
28 

!Ang; 329 cm. 
32 
I cm. 
16 

ucreme: 657 cm. 
9 

ii) 2 tac missiles. mounted on launch nils. on each side of the remote mounL The missiles are 
high·pcrlonnanc:e venKJnS (51'CC1i DM +5), have a range of 10 Ian., and weigh 8!1 kg. m:b. 11ae 
are rwo modeis of missile. shown below: 

•> Homing Guidance., HE warhead Price: Cr 1330. 

Penetration: 3S Burst Size: (,cm Fnc. Penetration: 5 

b) Homing Guidance., HEAP wvtiead Price: Cr 1810 

Pmdntlon: S9 



n. r..,,- et tr•.,.,, 
Mon AD"D MHaa. '""" Juna W0.C 

The Kadluriw lft a rw:e clacended fl'Oll'I die • •i•on of lht Eldin. 1llty are barn of lht w lllCian naaJ -.:t • clva, faincs. lnwftia, llld dry9ds. They ll't • llOalldic people who nft! in 1fOUPS ol I' ID I�. ia hone dn- W8&0ftl. Thcy appear � like die Jl&Hcxypical mliCS of old 
-a wilh OlldMdisft (far die lift) prb ..S IKne *8wft .. FM dlll n aae hoalcs ._ CW1L 

A chlraacr o{ K.uhanM SllOClt Cllll opt ID be a fipa:r (muimam oC Ida ind), 111 iUllSioeisi (rau.imunl of ldl ic'tel). a IMcf. M UllUia. Cit I dcric: ('MaimmD of 'tla lewd). 11ter may alJo aaJOdu&. t. 110 da'idiUmoniA canbinalicm 1rc llYailablc. Raaiaioew ., 11111ticlus c:Unaas 
1n: IM wrie u per el¥CL Unlike elves, "°"""'· ltadlwiam !lave • mapc in!Mnrac aap: 
raisanca or bomaa ID skills. N &llty clo � abilitia: shlpahifliq UICI llcalin& 11 � die 
llClnftl! rw. The Kadlwwls 1rt .....-1y indi11111� """' elves plty1ic:alJy (dcmmutc hasht. �&flt. Md looks U if d¥tft). They poaCD JO' lftl1"p;Uo&. Aa I net Ille Ku.WU pill I +l ID 
ConslalUGOft and .  ·l ., a.nm.. 

MIN 
MAX 

m M/f 
lfJ 
11117 

ll!I: 
M/f 
"' 
11111 

DE:{. MIF 
6'6 
II/II 

ow. 
M/f 
6'6 
l�t.5 

Moll mcitlia ... die ICldlurilm . dmir U... ..... ..... .... aicdltN � llld � 
ii .,.. o1- ,..,.... llpolL 

ltalll.wa CM l9IGk Elwitll. Ci-. H1Ui11s. Goblin. Hobplllia. C>msll. CillOIL _. dlc 
"CGrnman Ta11pc. • � clo 11111 M.c dlc1' 09ft  ,,.a(IC lMl'lll'C 11111 .....Uy 91C EJ-. la 
addiDOft. die � - a nee ""di u.e 1bilirr .. shape Mitt • anumb. oc11cr •-IOid nces. 
ar IMl'c:al bttllp. (Nole O...po11 Muacn � COMMkr &lie rlllllliCIUOM oC ltadlunus 
wtia1Mfull1 ;... Goda. 1 -aac 1111c .-. sftouid bt haahly •• ii potliblc • &IL Whal God ii 
S-1 ID - OllC of his ..o,.as ,....., __. u hinadl.) 

U a � � •  t.canic a ......a dllnc:W CS-. .,,. wit i..oe d9c lbiliry • ttiilt u.o ­
odtcr '°""' This rann will be a llCll"IN! 111111111al <ca&. dc»c. craw. ar PI S- rar tu11'191C-l Oftc11 u.e 
rorm 'Mii be &lie f1n11ly f- CW die fonn dial lbt fllftily lacMs die JWl'I K.ullW\ua IO cMnl'C ililD 
fDM's stiauld dlCIOlc die fMlily fCll'llll .  The C1CMr al..,..,. few 1 IC.adlmu ii •  ...t • Ocwdop 
ltlal' .... sMDc en.Pl e&illa · - adulloft o1 11 -.  dmmlr dlua.. 

The w,aftiltcr. 11 a dul.  niquna • iftcnldiblt � (16or balillr) llld • rood imdlircra 
( l ) or bmcrl. A �ll:r ft9!  .. _., ._.. .. . .  ) � ptnalry. U pruf1C1a1C. 
dlc Wcicstiiftcr fipu u a dlicf. The iMpaWICI' may war _,, ""'°'• t. what 1M �!Cr 
ct1usa ronn. u- docha Md ama will be left be.hind. or if u.e c111nacr ctiMrcs ianD K11111CWn1 
Lute. like a Grifraa. dley will be .-..... Md ....,,.,.. (pollibly iatftc die caancw ia lht 
proctSL) 

As 1 w,ahir1er P"'PWWW ill � .,,. wiU pia lhe abilit? • ....._ biger Md htmcr 
aarun:s. Tiie snapallifier is ...,. ltlle '° .. ...,. rpd1s. bul ...,. - •pc i1e1111 1111blc by all 
daaa n. reniawr. polK"'V'll are left behind when fCll"ll8 are dlmlpd dill c:aa·1 any &hcnl.) 

A �tcr may cftanl'C iam uy cn:uwe of eq.m&cM or las hit eta. A sliapabifier IDllSt 
spend I -eci; of il'aCNC Slllldyiwc I �  per hil die al lNl crm.e • haft I dllnc:e ID duulet illlD 
iL This IDldy D:.1111m • Mm ant Clft:lll o( &lie a.died �  • perfect die knowlaSet ol how die 
iMides of IN c:rann ..... The cMla of I shapaN(acr ,...,.,. ....... I new f- ii - -
11 a Morec·1Ua- ltlnnftc 1 new .U. 'This -.cty eo111 lJJOO o per CN1n s hit die per week. Tiie 
muimum emnbtr cl new IM4'fS a slllpmifta c.. ._. it eq.at ID .,... ..Uircra mulciplied by 
• raca ol2. OIQ --.  �. Ille dwalCr will pill lhe skill ol � ror u craan. 

u. all o111er ways. lht sllaptW!tcr dlanl:tcr dal is lib a tbicf <..Uc moat)'. sondalT skills. 
ac.) When 1 sfta9tsbi11er uama a ncw •pe. he is pltysicallr. for all ineu ad purpnes. lllll 
creaan. Slbt hu Ille S1111C A.C.. AUKU. � CIC... Onlr llWhtr Hit PoWs ranaill dlc 
same. II a chlnacr slail&S wtiiJe wounded. die same wounds are pullld aa D lbt new foraL No Hie 
Paina are healed whm shaptsllifiia&. 

Pro,lt who Yiew u.e �fa 11N1t ....a • intclliltftCC rvll (milla llbc thlpahiltcr's levdl 10 
nocict "somalrin1 is Olll ol die  onliNrY widl &his .amaL • The shaflalW'• ISlllCDCI form oN)'.. ncx 
1'>CCifac:s. '° lht wpewf1er caa becolllt a &entric halfliac � lie cu110C � v� 
R� die Barcu11 . lltl of - shile of Labbitland. Shapeslliltas do� pill �physical 
M1XU of lhc new fOml either • tllerefoce lbt Wpahifltl' cu dlaftle form IRIO I Mindfla)'CI' bat 



cannot attack psionic:d ly (unless they already had their own psionics when created) and slhc can 
change into a Rakshasha but c:mnot use its magic. Funhcr. the lOlh level Shapcshifter cannot change 
form into a 10th level wizard or warrior as is convenient. 

&porience Points 
0 .  2.250 
2.2.5 1 . 4,.500 
4,.501 • 10,000 
10.001 • 20.000 
20.001 • 40.000 
40.001 . 90,000 
90,001 . 1.50,000 
1 .50.001 • 225.000 
22.5.001 • 325.000 
32.5,001 . 6.50,000 

Level 
I 
2 
3 
4 
5 
6 
7 
8 
9 
10 

I-aided Hit Dice 
1 
2 
3 
4 
5 
6 
7 
8 
9 
1 0  

ao. of •lfttlday 
I 
3 
5 
7 
1 1  
1 .5  
19  
23 
28 
32 

Each level after 10th is + 32.5.000 experience points. A shapcshifter gains I hit point per level after 
10th. A shapcshiftcr gains .5 shifts per day per level after 10th. 

Nn. of shifts is defined as the number of switches that can be made in a 24 hour period. Otanging 
from Kathurian 10. say, a cat is considered one shift. No more changes can be rmde (al first level) 
that day except to change back to their original Kathurian form. At second level, the shapcshifter 
could change into a cat. then back. and then into a dog (3 shifts) or from a Kathurain into a cat, then 
an eagle. and then into 1 dog (3 shifts) with the only other change available that day being changing 
back from dog to Kathurian. When a shapcshifter goes unconscious or is killed {or even goes 
asleep). their new form is maintained as IT IS THERE FORM NOW. It is assumed lhat a 
shapcshiftcr can always change back 10 their original form even if no more shifts arc available lhat 
day. 
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..... .. .... lhwrl 
(New .,....... for lbt Cmtary Game1' F.aforan> 

ly Tmy Let 

Adrenaline. AdraWine. like WUJpower. i1 ID ability 9COl'e dall StllU at 0 and can only be 
increased by spendin1 Cftllion poi.ms It the 1118 of 10 Adremline poiall per O'. Adn:naline Clll be 
used by a chancter before •1 offemm or defenlive ICdon to tempwaily double one of the 
followin1 stats: Strmldl. Coutibldoll, Acillty/Dutcrity, l!nertJ, Armor, lawlnaability, 
Knockbeck F.ctor, Ha.lln1 Rue. Canyin1 Capecity, H1ll Dami, Mowemeat Speeds. ABC'1H. 
DAMt. danrion. efFect. or ruse of a c:haice power. If die cllancls llllbl a pscmtile smn1 !brow 
against his Adralailne san lben the Siii is doubled for one roaad. 11le c:bmcla' mu spend an 
llDOISlt ct enerv equa1 ., doable 111e percmG1e ra11 p1as Iha -i &CJ rar 1118 power (If lppticable), 
or s  enav poina il be m.. die mil 

P1cue no11: Iha such incn:ues will not aft'ect ocher aa. e.s. doabled Slft:llldl will not boost your 
Hit Poift11, can Carryins Capecity will DOC l1ile yow" buic HIH Dami, cc. 

CP • 1 - 1!0. doable amoanc of dice raU or 5 AC • 0 

lmpl'Oftd Smm. The followia1 an: addJIOllll ieam for llllpl'Oftd Saa: 

Vl.fOr Vllioll • prevents permanent bllndln1 from Blindin1 Fluh. NOie: "Blinding 
Flash• is a new powa- (n)lll die l!afon:cn Reiafou:c:mmt npplemmt due ill a few 
months. 
J61) Dqra wilioll • enables I dmar to• all dinlcliclll MODCe. 

�.J.* Vlriofl • aJ1ow1 die c:blncecr ID spot a wiaaapic beiq wilb a OeeecliYe 

CP • 4 EC • 0 AC • cl, OM's dilmcion 

CP • 4  l!C •O AC •d 



rhtoenphlc t.tfmory. Ov1eteu with this rown can !'nMmbcf and recall deuill wltb .-zlna 
acc1111cy. Once they Ktlhear/smell/lascclfttl 1 thln1 it �mains In their mind fcnvet. Two failed 
11ving throw a11inst INT are nttded for thrni to ma� any pan of their memory completely Ind 
pmnanmcty. OM defensive action Is RqUired to activate tllls pown In oornblt. 

CP • 4 EC • 0 AC • n/1 
Slttp. This is a swldant orrensiYt rower that functions like Enercr Drain, but chancten who lie 

�etdy dnined of metn must make • rertmlile sa\;nc throw apinst their CON or flll uleql for 
If least one round, durin1 which nothin& but the stnmcest n.1ic c111 return their con1Cioama1. 
Arter one round !heir coUea1ues may try to wake them. and the Yictims are entitled one CON savln1 
throw per round If they·re bein1 hctped. In any case. the effect wean off II soon u they have 
recovered fiYC J'Oints of CfterlJ. Thi• power is ceneralty used to simulate bod:..- cu. 

CP • 7  EC - CMBT AC • o  

Vacuum. Thia standud offensive 5•er enables a character to crate 1 v1CU.a ltnmphae 
llVllnd his opponent lllld au1e damap rither Sllffoc1tion or decreuin& presl'ft. 

The � mey abo tet "I' 111 area Yacvum I foot In clamettt for every point of ladcace he 
has (2 offensive ecrions needed), i1111de which uists no air. lltl'O pmswe. and total silence. It will 
cost the characta ""'1Y to Cftate and maintiidtl uch round. EYUyone wlthla r111ce dmina the Initial 
ctealion of this "VKVum zone" must mate a perttnrile savl111 throw qalnst ADX to noid being 
caughc inside and llke damlce. Olancten mw:ling tlwoa1h k will alto llke damlce. a wel a diose 
who stay Inside (they take damace IC the StlJt of e.ch RMld). Only chancters wilh ld..,cion or Ufe 
Suport m1y remain indefinitely or move freely within the tone wihlOVt damp. The DAMI of a 
Sound f'n>jection 11U1Cli orip1tin1 fmm Of tnvelinc tlwovgll such 1 mne 11 ftdac:ed by Its DAMI. 
The nnge of V11C1111m Is the dlaracter's sn. seen times 5 tn feet. 

CP • I  EC • CMBT AC • o/d 





IF YOU'VE MISSED AN 
YOU'VE ISSUE OF NCRP, 

MISSED: 

The mini-game: Sewers and Slimebeasts. 
Nifty Editor's Notes 
Six Low Passage Column for Traveller 
Articles for 2300 AD, Twighlight: 2000, 

GURPs, Car Wars, AD&D, V&V, Robotech and 
more. 

Adventures for: 
Robotech: The Sentinnels 
AD&D 
Traveller 

GURPs Holocaust: GURPs gaming in the 
nuclear future. 

A new magic item for AD&D 
Creatures, Villains, and Encounters gallore 

As well as lots of artwork just begging to be in 
your line or sight. With more stuff in coming 
issues for Macho Women With Guns, Cyberpunk, 
Teenagers from Outer Space, Enforcers, 
AfterMath!, and more, you don't want to miss a 
single issue. Subscribe today: $8.00 for six 
issues delivered right to your door, or pick up 
NCRP at your favorite game shop. 

Back Issues are available for $1.SO each. 
Checks and money-orders should be made 

payable to Barry Osser and should be sent to 
1018 F st #1, Eureka, CA 95501 
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