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From the people who brought you

o AL FACES

Now comes . . .

BOUNTY HUNTER

Man-to-Man Western Gunfight Game

by

"SALOON

Bounty Hunter s the newest adaptation of NOVA Game
Design’s revolutionary stop-action prcture book system begun

with the award winming Ace of Aces

Bounty Hunter pits a lawman agajnst an outlaw 1in a shootout
inside and around a wild west saloon. As with Ace of Aces,
players see actual illustrations of positions around the saloon as
they stalk each other. Unlike Ace of Aces, the Bounty Hunter
system allows detailed terrain to be portrayed right in the
books! lllustrations appearing in the books are by artist

John Garcia.

Bounty Hunter 1s the first game to preserve true hidden move-
ment without painstaking bookkeeping or a referee. A player
can see—and shoot at—his opponent without his opponent
seeing him!

VT Y Tt

The basic game plays in just minutes using only the two books
The advanced game introduces the role-playing aspects of the
game including rules covering skill, innocent bystanders, loor
and rewards, purchasing different or extra weapons, cto., - even
the cost of a doctor!

2 5 x 7 softcover books, ¢.352 pp. ea. boxed in a 4-color slip-
case and shrinkwrapped

Please write for our current brochure.

OAME DESIGNS, INC.

Nova Game Designs

CIne., 46 Dougherty Sireet, Manchester, Connecticut 06040




b

OMNI, Dec. 1980.

#1, Sept. 1980.

‘*Across the Board,"' Military Modelling, Oct. 1980.

+ Taiies ©

One of the most original game ideas to come along in years . . . What a great idea! —Scot Morris, *‘The Ten Best Games of the Year

The best non-board wargame to date—Campaign, Nov./Dec. 1980.
The game of the convention [Origins '80] . . . miraculously simple . . . head and shoulders above hex-grid games—Charles Vasey,

Miles better than the rest of the games on the subject . . . Grab the game; it's great'—Richard Berg, Richard Berg's Review of Games;

Ace of Aces is an exciting, fast-paced, realistic re-creation of WWI air
combat using the revolutionary stop-action picture book system. Each
4% x6 inch, 288 page book, contains 223 full page, realistic, illustra-
tions of the view looking out from your plane at the enemy. With 25
possible moves each turn, your plane is in your total control as you use
the book to fly missions—even whole campaigns! Keep pilot logs and
try to get your pilot the five kills that will make him an Ace! In-
termediate and advanced rules include altitude, fuel and ammo supply.
aiming shots, critical hits and much more! Multi-player options.

Use the coupon, right, to order Ace of Aces direct from Nova Game

Designs or look for it at your local hobby store.

Mail to: Nova Game Designs, 46 Dougherty St., Manchester, Conn. 06040

Please Print
Name

Street Apt

State Zip
sets of Ace of Aces at $14.95 ea.
| enclose check or money order for
plus 10% postage & handling

Ctyrass
Please send me _

Total !

.

Dragon's Hoard

Coming Soon: Ace of Aces Powerbouse Series, and Terrain Book.

7

» 3pectal Attractian

Ct. residents add 7.5% sales tax

Ace of Aces is Nova Game Designs’ name for it's WWI air combat game
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tion issue in the form of "PH-" and the

number of the last issue, PHANTASY is
Vol.llI,No.4 Jan - Feb 1982

mailed first class.
PHANTASY welcomes unsolicited sub-
PUBLISHER/EDI TOR. svcve Evan Skolnick
ART DIRECmR....O.'C.'I.CJim Ilanger

missions »f written material and artwork;
however,nn responsibility for such mat-
erizl can be assumed by the publisher in
CONTRIBUTING STAFF......Mark Devney
Brett Palmer
Dennis Timberman
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any event, N» submissinn will be returned
if n»t accompenied by s self-addressed,
stemped envelspe nf adequate size., All
material published in PHANTASY becnmes

the exclusive property »f the publisher
upnrn publicatinn,unless prisr arrangements
are made, PHANTASY reserves the right to
use text or artwnrk again at the same or

a higher rate of pajment.

All rights on the contents of this |
publication are reserved,and nothing may
be reproduced in whole or in part with- i
st securing prior written permission
from the publisher., Copyright 1982 by
Evan Skolnick.

R T w——

PHANTASY is an adventure gaming mag-
azine published bi-monthly., The mailing
address is 187 Quarry Brook Drive,South
Windsor,CT 06074.

PHANTASY is available at better
hobby stores. It can also be purchased
directly from the publisher by individual
subscription. Rates are $5 for six months
or $§9 for one year. The issue of expir-
ation for each subscription is printed
on the mailing label of each subscrip-
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hy dn you keep changing
so» much?" This is a com=
mon question asked of us
here at PHANTASY. The an-
swer is easy:to make our magazine al-
ways attractive in your very important
eyes. Iooking at the same thing every
issue can get monntonous,we think,and
we wouldn't want that to happen,would
we?

It is under thst reasoning that I
decided t» combine the ¢nlumns Alpha
th» Omege end Megic Mouth. This way they
will teke up less space--and you'll be
"surprised" by the bulk »f the materisl
ineide, instesd nf knowing exsetly what
t» expect.

Inside this fifth issue »f PHAN-
TASY are seversl new ventures we are
giving 2 try. First,the Pirate (N)PC
is introduced,for all ysu really-mean-
ies. Another first at PHANTASY is the
revamping of a character class;the
Ranger is redone by Jim Langer within
these pages. And,although we are bas-
ically a FRP magazine, the revolution-
ary game Ace of Aces is examined close-
ly in our review column, True Seeing.

On a sad note,we bid farewell to
Sarulan, the ongoing story of the god-
king. He was killed nff to make room
for mre pertinent material,

* ¥* *

You have probably noticed a few
things about this issue of PHANTASY.One,
it has & caver of different cnlor and
weight, Twn, it is slightly thinner than
usuel(e situation we hope to remedy next
issue). And third, the new lngn, the
new,, . hmmm, Whet shruld I call it? "Style?"
Thet's about right. Our new style.

If you think the changes in this issue
ere drematic, then d» I have a few suprises
for you next issue! No, I'm mrt going to

tell you what I meant by that., You'll know i

s7on enough snyway.

* » +*

In the last issue of PHANTASY,
there was an article entitled "Good
Luck/Bad Luck" which wes said to have
been done by Jennie M. Gond. What it

based »n an idea by Jennie M. GHHd". Credit
for the article gres t» me,Evan Sknlniek.

* * *

We're holding off on the module-mak-
ing contest we had planned for a while.For
those of you readers who have already
started (or even completed) a module for
this contest,well,we're giving you more
time to work on it.

* * *

Now for some good news, First,and mhst
importantly,we are planning to release s
booklet by Jim Langer,on the spells of
Merlin, Release date is not known,but it
will be & while...

We are also considering a computer
column,with programs,reviews of games,and
nther relevant data,if I may use the term.
However,we need to know how many »f you
would find this useful.(Or useless.) So,
drop us a line,

* * *

And I will say it once again:we need
more contributors! PHANTASY is qur chance
to get involved with the world of gaming,
An article sent to us has a better chance
of getting published thar in any other
magazine of this type. Almost every issue
I ask each and every reader to send some-
thing.

There are a myriad of different things
you could send in, Whether you want to sub-
mit a magic item or a module,a review or
Just a letter,there's a pretty good chance
that it will get published,if you put a
lot of thought into it.

So try it. You may surprise yourself—
and your fellow gamers,

* * *

That wraps up this edition of Magic
Muthshere's hoping you enjoy this issue
of PHANTASY. Feel free to send in any
comments and/or suggestions concerning it,
I'd appreciate it.

Gaon ol

P.S. There seems to be a bit of confusion
over the last sentence of #4's Alphs to
Omega column, When I said "contribution",
I meant & written submission. Not money.
Fortunately, nobody followed up on their
misinterpretation. Did I say "fortunately"?

should have said was "by Evan Skolnick @
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For thousands of years, the galleys

of the Phonecians, the dragonships of the

Norse, the galleons of the Spaniards, and even the

battleships of the Americans have plied the waters of their

respective continents. And with the merchants, explorers, and ssil-

~re, there was always the nefarinus, the evil, the greedy, the

cruel,..the pirates. In this feature I will give the statistics

for » Pireste player character nr NPC. N» waterborne adventure is
complete withrut them.
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Ability Senres

Strength: 13-18 (d6+12)
Intellipence: 4-16 (4d4)
Wiedam: 3-8 (d6+2)
Dexterity: 10-17 (d8+9)
Cornetituti-n: 11-18 (d8+10)
Chrrieme: 3-6 (d4+2) nr 15+
Hit Die Type

Six—csided

Spell Ability

None

Weapons Permitted

Dagger,Club, Sling, Broad/Short swords,
Whip

Arm r Permitted

leather, n» shield

Reces Porerible

Any; n» level restrictinns

Experience level Tsble

XP level,
# »f dbs

rx, Pte.

0-1, 500

1, 501=3000
3,001=5, 800
5,80%=9,000
9,001-20, 000
20,001-40, 000

NN BN -

Ex, Pts. XP level,
# of dés
40,001-70, 000 7
70, 0C%=105, 000 8
105, 001-150, 000 9
150, 001=220, 000 10
220, 000-500, 000 1
500, 001=1, 300, 000 12

400,000 experience printes for eack addi-
tinnal level after the 12th,

Pirates gain 2 hp per level after the 12th,

Pirates are a subclass of the thief, They
melee on the s:zme 2ombat table that thieves
do. There is a major difference between Pi-
rates and all other classes: they get exper-
ience for ¢old pieces on a 2 to 1 basis,
In other words, for every gold piece that
a Pirate gets from a haul, he or she gets
two experience points., However, Pirates
only get # of normal experience points for
people and monsters killed.

Pirates are always either chaotic neutral
or chaotic evil, They havez the thief abili-
ties of picking pockets, moving silently,
hiding in shadows, and backstabbing, but
use these sgbilities as a thief would three
levels lower.

Ship captains are the only Pirates that
have a charisma above 14, and they are al-
ways of at leasgt the 6th level,

And there y»u have them. The evil, mal-
evolent Pirstes, Here's hoping your players
fesr them as they shoyld——or enjsy preying
on merchant ships, Just follow the North
Ster...




In the years that The World of Pan
existed, I had the pleasure of observing
one player in particular apply a tremen-
dous amount of time, effort, and skill in
creating viable characters to take on my
most challenging situations, His name is
Pat Swanson. Pat became especially att-
ached to his roles as John Tyler,of Pan,
and Léon DuBois, of my current campaign,
"Risqué™, Both of these PCs are Rangers,

a class of ten passed over by beginners
and experienced players when creating a
new character.

It's odd, I think, that Rangers should
be sn relativaly unpopular, as they happen
t» hnld great potential in terms of advance-
ment, skill-at-arms, and pnssible spell ac-
tivity. I would think that a vision of
Strider tracking a foe in the forest would
be ennugh t» encourage a player with the
right stats to become a Ranger. Maybe it's
that these players would rather opt for a
Fighter's ten-sided hit dice rather than
the Ranger's eight-sided, But at first
level, a Fighter can have 1 to 10 hit
prints, as compared to a Ranger's 2 to 16,
Perhaps it is the fact that Rangers can't
keep great hoards »f wealth that they can-
not carry on their person, But at 1st lev-
el, the least of a character's worries is
what he or she will do with the mounds of
treasure they have...because they don't
have any, nor are they likely to in the
near future.

Pat found out, while playing the role
of John Tyler, Ranger of the Andorian Mts.,
that the varied talents of a Ranger can be
used quite effectively to gain experience
and make a name for nnes' self.

On the frllowing two pages are two
tables we used t»n further recognize in-
herent talents Rangers pnssess. Both were
crested specificslly for John Tyler, and
then were brnadened t» include all Rangers.
Grnd hunting!
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“ACE of ACES

WWI ATR COMBAT GAME

reviewed by Even Sknlnick

It would be difficult t» compile a list
nf 211 the games that claimed t» be a new
idea that has never been tried before and
works well, The list would grow smaller,
however,if it was only comprised of the
truly original game systems that worked
not only well,but better than previous
games nf that genre, Ace of Aces would be
nn that list.

Ace of Aces is a WWI air combat game
prnduced by Norva Game Designs, Inc.,a Man-
chester,CT game company. It is packaged
in an attractive full-cnlor bnx,which
contains two bonklets of about 280 pages
eachj;one marked Germans, the nther Allies,

TRUE SEEING

There is als» an extra bonklet nf less
then ten psges,which is a sort »f supp-
lement.

Abrut sixty »f the pages in each bonk-
let 2re rules;they are split in half,so
that the first 30 »r so pages are rules,
end sn are the last 30,accompanied by

illustratinns of relevant material (planes,

pilnts,etc.). But the pages in between are
the game. Each page in here depicts a pi-
lot's view,from the cockpit,of an enemy
plane. (See pictures at right.) The enemy
is your npponent:the guy with the other
bonk., When you see him to your upper left,
he sees (in his book) you as being below
him, t» the right. Based on these pictures,
the players can each chonse a suitable
meneuver by picking nne of the arrows
bel~w the illustration. As one can see,
the game is thtally graphiec.

Brth players pick their maneuvers,and,
using » simple, essy-th-learn system,end
up nn a different pesge,which is the re=-
sult »f their simultanenus mrvements.

There sre seversl »dvantages t» this
system ~f crmbat., First, the illustratinns

reslly give the player = feeling »f being

taes

=
POWER~OUSE - Af RIES

"in the cnckpit". Instead of being tnld,
"my plane is here and y»ours is here and
I'm shonting you," the player sees zn
enemy Fnkker triplane besring down nn ]
him, guns blazing. Secnnd,each player is
trtally ignorant of the nther's mave,

Not nnly before the maneuver,but even
right after,players cannot tell exactly
what their npponent did., Third, the game
claims to play "as fast as real WWI air
combat", TLike most of their claims,this
nne is true. The simplicity of the com=
bat system is attained only through the
complex mathematical nature »of it. Co=
designer Al Leonardi said that the pro-
totype required one hundred and ﬂﬁrty-
eight thousand calculations,

The incredible part is not that the
game is successful,or that it has won
numerous awards,but that now,quite a
while after its release, the two Ace of
Aces games are the only games of their
kind on the market., Nova Game Designs
protect their idea like a gond mother.

The two Ace of Aces games (Rotary and
Powerhouse Series) can be purchased from
Nova Game Designs at $14.95 each plus
10% P&H. Their address is 46 Dnugherty
St.,Manchester,CT 06040,

Nova also has prnduced »ther games,v'\
I intend to review in the future. y




German evades. Sir
Roger. watching the
Hun’s rudder, reacts
instantly. Anticipating a
quick escape attempt,
he barrel rolls right to
p. 2 but . . . the Ger-

the tables are turned! Sir Roger, desperate-
ly trying to correct his mistake and bring
his twin Lewis guns to bear, takes advan-
tage of the torque of his plane’s rotary
engi~e, and executes a perfect 180° rotary
turn to p. 20. But the German, now with
the tailing advantage, weaves right to p. 49
sending both planes to p. 26 . .

and as

the Red Baron's bullets shred the
canvas of his plane, Sir Roger
reflects — today isn’t turning out
quite as he had planned.

==

To better help you to un-
derstand the Ace of Aces game,we
have included below a sample of
Ace nf Aces combat, It is accom-
penied by & scenarin description.
The left image is the Allied pi-
Int's view,and the right nne is
the German's.

Sir Roger. patrolling over his own lines in his
Sopwith Camel. spots an enemy Fokker DRI
cruising over the trenches (**Artillery spotting
likely.”") on p. 118. As the German stalls left to
p. 145 (**Spotted something, eh?""). Sir Roger
gives his plane full throttle to p. 11 sending
both craft to p. 17

Suddenly aware of the Camel behind him, the

man isn't leaving! In-
stead. he's side-slipped
right to p. 81 and Sir
Roger passes him as
thev both end up on

p- 1!

And just that quickly

The entire sequence of man-
euvers above,when played by vet-
eran Ace of Aces players,would
have taken about 1 minmute.

-




Explosive Runes
c/o PHANTASY Magazine
187 Quarry Brook Drive
South Windsor,CT 06074

Good,but...

Desr PHANTASY,

As per your instructinns in issue #3,
I'11 complain a bit,but Hverall,I think
PHANTASY #4 was a2 gond issue. "The Temple
~f Diemen" was nkay,although I think you
shruld nffer mrre features geared toward
1ower level campaigns,

The "Gnod Luck/Bad Luck" article was
helpful;but if one was to check the DMG,
it would be discovered that Mr. Gygax makes
no claims to realism in Advanced Dungeons
& Dragons. He notes at least once that cer-
tain "realistic" aspects of any game must
be sacrificed to achieve quick and exciting
play;in the case of AD&D,none aspect that is
under this 'rule' is the c¢ombat system. Of
churse,as we all have read time and time
again, the ~fficial rules are merely para-
meters for a game master,and if that GM
wishes t» expand nn these rules,it is his
»r her prerngative.

"Sncisl Standing" was one nf the most
infrrmetive and useful srticle t» date,and
"Teking A Map" was 2s gnnd,if not better.

Hrwever,]I must comment ~n the lack of
quality I perceive in "Military Orders"
and "Sarulen", I cannnt see MOs as the
praoduct »f a 1ot »f work and imeginatinn,

I think that a person that read only Mr.
Palmer's MO cnlumns would perhaps think
him a bad,unimaginative writer,which he
is not,as shown by his fine articles. As
for "Sarulan",well,Mr, Skolnick may be a
competent writer,but an artist he isn't.
The whnle story is too melodramatic and
drawn nut.In my opinion,neither of these
features dn justice to the rest of the
magazine., I am not saying they are unsal=-
vagable, just below par. I hope that some-
thing can be done about them,

David Peterson
Norfolk,CT

Crmplein y»u did,David,and here sre a
few replies t» your gripes. Your first re-
quest is a f2irly valid nnejmuch nf »ur

)

material is geared toward medium-level
campaigns (say,5-8th level). However,
you cannot assume that just because a
particular installment is for use with
a certain level of play (in this case
a module) it can only be used by play-
ers who happen to have PCs of that
particular level., The ideas are still
there,and I'm sure that any DM could
adjust the module to fit his or her
campaign.

Your second paragraph contimues t»
puzzle me., You start it off by saying
that the article was helpful, then ynu )
defend Gary Gygax and his combat system,
and you end the paragraph by stating f
that it is the DM's "prerngative" t»
use the tables. The feature was offered
to DMs who wish to add this new dimen-
sion to combat, They don't have to use
it;but if they do desire more realistic
combat, there it is.

Your comments on "Social Standing"
have been echoed;it was probably the
most well received feature in PH-4.

I'm sorry you didn't enjoy the
Military Orders installment;you seem
to be in the minority there, As for
Sarulan,well, I may enjoy rushing each
issue out,but a masochist I'm not. The
whole story is too time-consuming and
tedious. I am not saying that I didn't
enjoy doing this feature,it's just a
matter of not enough time, Something
had to be done about it,--ES

Bright future?
Dear Editor,

In one of your Magic Myuth columns
(PH=3),you said,basically, that you thought
that the FRP gaming industry was gning
commercial. At the time I first read it,
I didn't think much of it;but recently
I had the chance to play "Dark Tower",

It was then that I realized the merit of
what you said. The game is good,as elec-
tronic games go,but it is no match for
AD&D.

What worries me is the kind of peop-

le that play this game and other similiar L
ones,and what effect they will have on
us, the real gamers, I don't want pre-
pubescent,wild-eyed schoolchildren run=-
ning underfoot at conventions and the
like,and I certainly don't need Orson
Welles to tell me how great adventure
gaming is!

Dennis Halnnn
North Canton,CT
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- INHERENT ABILITIES

by Brett Palmer

When an experienced group of AD&Ders
is forced t» stert a new campaign, the
switch 'back' t» first level can be quite
en unplessant experience. The players
feel werk =nd helpless. What t» dn? There
is the usuel group »nf snlutinns: start
the pleyers 2t 2nd nr 3rd level;equip the
perty with prwerful megic items;give them
e friend in high places.

There is sn~ther answer:inherent a-
bilities. These are special powers or
ebilities that put the party one step
ahead »f the general populace,a place
they like t» be.

Inherent ablities must be handled
crrrectly or they can upset the balance
of the game. They should be given to
only one member (two if the party is
exceptinnally large),and should not
be so great as to give the endowed play-
er an unfair advantage.

The powers can be any of the psi-
onic disciplines (only one,without a-
warding actual psionics to the PC),or
you can meke your own., Here are a few
examples. e

The Sight:als» called second sight,
this pywer allows the possessor limited
knrwledge »f upcoming events that could
be denger-us t» him/her and/»r the par-
ty. This comes in the form »f & flash of
? 'picture' in the mind's eye. For in-
stence,if a party was sbout t» be jumped
by & bunch »f »nres from abyve, the PC
would see nres in his mind for a moment.
He wouldn't know where they were or ex-
sctly how many of them there were. The
power only works when it is a sure thing
that the party will indeed be attacked.
It won't work if they might be attacked.

Shapechange:1ike the Druid ability,
this allows ﬁ PC to change once a day
into one form,(If the player was trained
to change into a crow, then he can only

change into a crow.) The PC may learn new
forms, though,if he can find someone 7%
teach him,

Telekinesis:not related t» the spell
of the same name, this power lets the PC
move objects with his mind alnne. Weight
of the object cann~t exceed thet »f s
dagger. It is a draining feat,and for
3 rounds after the telekinesis is st
tempted (whether successful »r mnt), the
PC cannot fight or defend himself. How-
ever,it is a useful ability,being handy
especially when tied up »r imprisnned.

Inherent Spell Ability:this shhuld
be limited to one spell (such as Produce
Fire,Create Food and Water,etc. ),and is
only usable by PCs which are not of class-
es with spell ability, The spell can be
cast once a day.

These few powers should give players
& head start in the game,and quiet whimp-
ers about how helpless PCs are, Yet they
will not unbalance the game, as the nther
"solutions" can,because at s high level
where every character is highly formid-
able,one more ability is almost superflnus,

* * *

Editor's Note:I suppose you're wondering
where the other article is. Well, it's a
long story, as they say. There isn't ronm
here to print the exact reasons. If there
was that much room, then the article
would be here instead of this apologetic
memo. In any case, I apologize to all
you readers who saw the contents clearly
say two articles, not one plus am editor's
note,

The article was by Jim Langer on Air
Combat. It may appear in the next issue,
but with these kinds »f things going on,
You never know,---<ES

(=)



Dragon’s Hoard

MIRROR SHIELDS

by Evan Sknlnick

Mirror Shields appear as shields with
a clear gem set in the middle »f a mirror-
like face. The gem cannot be removed, and
the front surface,although fragile-looking,
has all the strength of steel. The shield
hes s magical bonus of +2 in combat,but its
true properties will not be discnvered un-
til the nwner is attacked with certain
spells,

When 2 character hnlding the shield is
attacked with the frllowing spells,he »r she
can ~ttempt t» blrck the attack by rolling
» ==ving throw, If the saving throw is suc-
ces=ful, then the spell has his the shield.
If thies hoppens, the nwner will take n» dam-
~ge. Instend, the cshield will 2bs~rrb the ma=-
gic, shmetimes chenging chl-ors. One round
lrter,211 the megic will mrve intn the gem,
snd the exact ssme spell is "shot" Hut »f
it,

Megical Spells Able tn be Reflected:

Ray ~f Enfeeblement;Magic Missile;Fireball*;
Crne nf Chld*

I1lusionist Spells:
Crlor Spray*;Prismatic Spray

*will absorb and return nnly % of original
spell capacity

Althorugh the front surface is a mirror,
from the back lanking nut the shield is a
transparent glass-like surface. When lnnked
thrrugh at the spell caster,it will negate
brth the M-U and illusionist versinns of
the =pells Mirror Image and Prnjected Image.

The shield's. main weakness is the 2nd
level M-U epell Shatter,which,if nnt saved
rgeinest 2t +4,will destrory the shield,mak-
ing it,~f cHrurce,lnce 211 magicel proper-
tiee,

Mrking » Mirror Shield is nnt an easy
teck. A finely cr~fted glass shield must be

purchared for n» less than 10O gp. Then th2<:::>

lowing spells
’ be cast on it
7/ order: Enchant
: Glassteel, Mirror
Image,Shield,Strength, Dispel Magie,
Limited Wish, Permanancy.

Experience Point Value: 10,000
Gold Piece Sale Value: 25,000

LIGHTNING GLOBES

by Mark Devmey

Lightning Glnrbes were created by
a MU for M-Us, These small,3" disme=-
ter spheres are charged with electri-
city. Made nf a light metal,each nne
contains ennrugh electricity t» deli-
ver 20 hp of electrical damage t»
an opponent 2-40 times.

Only mages can touch the deadly
globes without being shocked. They
can be hurled at an »pponent,sr held
in the hand. When used in these ways,
the globes are +7 to hit, Why? While
a dagger must penetrate armor on hides,
the spheres must merely touch the vice
tim in order to inflict their unique
damage,

If any character is shocked more
than half their hit points away, they
will fall unconcious for 1-6 turns.

While being thrown, the globes are
AC-1. They obey all laws of electricity,
so a monk would be better off to try t
hit it with a bo-stick. Just keep in
mind that the human body does conduct
electrigity. Damage from electricity

is regained at the rate »f 1 hp/turn
unless it csuses death.
Experience Pnint Value: 3,000




by R. Dennis Warren

The phone rang, Pete put down his sini-
ster dungeon plans to pick up the receiver.

" 'Io," he muttered, knowing full well
that Cuthbert was on the other end of the
line, Pete was annoyed by the weekly phone
calls, since Cuthbert obviously attended the
gatherings every week for social reasons and
not gaming.

"We getting together tonight?" Cuthbert
inquired in his unmistakable voice.

After mach procrastination the group
finally arrived and promptly began some non-
game related chit-chat. As usual, Cuthbert
was not in the room; he was questing not for
adventure but for snacks.

"Shopping day tomorrow, huh, Pete?"
Cuthbert called from within the refridgera-
tor. Pete ignored that, although several
chnice mockeries »f Cuthbert's umusual name
floated in his mind,

"Shall we start, gentlemen?" Art said,
setting up his screen and pulling out a few
hidden books. Art was always the DM, There
was also his roommate Bill, who had been
telling the players of his upcoming cam-—
paign for nine months now (the joke was to
ask him if he had "finished naming all the
peasants in his world yet"). Dirk had made
one of his 'cameo' appearances tonight, and
wag prepared to argue with any rule at all,
just like you read you're not supposed to.

Pete privately decided that tonight
Cuthbert was not going to ruin the game,
Each previous one was marred by the actions
of Cuthbert, He had a bad case of the Came
Disruption Syndrome. Not in the memory
of any of the other players had a night
gone by where he had wasted less than

a good hour of play time with his non-
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Cuthbert's Ordeal

stop talking and leaving the room. But
tonight would be different.

As Cuthbert left the room for the
ninth time, Pete said, "If you leave
the room one more time, we're all going
to put a spell on you." The whole group
laughed, sharing Pete's feelings,

"Here, Pete, here's the player's
handbook." They all lsughed again,

For quite a while, Cuthbert didn't
leave the room. But eventually, he felt
the urge., "I'm still listening, go on
ahead," he murmured as he made his move
towards the bathroom door, All the guys
started chanting and laughing.

Cuthbert was used to taking a lot
of time in the bathroom, but becaunse
of the "spell" he had full intention
to be decidedly prompt.

Upon his ascent from the "throne",
however, he found he could not get up.
In fact there was a pulling force from
below, a force that causzed him to grope
wildly for a hold, He grabbed the tissue
dispenser, A terrible falling sensation
was the last thing he felt before he
lost conciousness,

. Cuthbert awoke to a strange man
wearing a brown paper bag over his head.
"Who are you?" he asked,

"The unknown cleric,” he responded,
"You were without benefit of pants or
shoes, 20 I procured you some, I also
saved your life,"

"You did?" Cuthbert asked, because

he couldn't think of anything else to

say.

"Aye, though I know not why," said
the cleric. "You had the strangest
scroll in your grasp..." He pulled it
out from behind his back,

Cuthbert looked at the soggy roll
of toilet paper and passed out.

o A PHANTASY Exclusive! Next issue we proudly
a Game: Bounty Hunter.

In this fascinating look at a game as it de-
veloped, designer Mike Vitale of NOVA Game
Designs recounts the events that lsad to the
new "book game™ that may break as much new
ground as Ace of Aces did. And that's not all!
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The numbers speak for themselves:

907

nf gemers that received a sample
copy nf PHANTASY Magazine decided
t» subscribe (as »f 3/20/82)
besed nn the issue slnne.

of PHANTASY subscribers renewed their
expired subscriptions for a full year.

The people speak for themselves:

", ,.shows interest and effort...has the potential to becoms really excellent.”
David F, Nalle
Ragnarok Enterprises

"provides readers with fulfilling quests into realms of vivid imagination...
I suggest you stick with PHANTASY and its talented staff as they grow,
.sohas a phantastic phuture."

Michael Vitale
NOVA Game Designs

Why is everyone telking about PHANTASY?
There's nnly nne way to find out. Sub-
seribe for a full year (6 issues) for
snly $9. Come on,..become a statistic.
The nrder form is right below.

[Jrut me down for a full year of

exciting adventure gamingsenclosed Name
is my check/money order for $9.

DI don't believe in statistics Address
»r in what people say,so forget

"it., And if you think I'm crazy

to spend 20¢ just to say this, City

State Zip
well,I don't believe you.



