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return from sirius

A New Australian Designed Play By Mail Game By The Missing Tiger

NINE PLAYERS DOZENS OF SPACESHIPS HUNDREDS OF PLANETS

Beginning with your home planet, you build a fleet of ships (14 classes from
small cargo to dreadnought) and create a great empire; fighting, trading or
avoiding other players. There are set winning criteria in the game.
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WE OFFER:

Fixed Costs; $5.00 set up + $5.00 + $2.50 per turn.

No extra costs (eg. for battle or more equipment), no price rises.
Regular two week turnaround. About 20-25 turns per game.

Lots of player interaction. Computer Moderated.

A monthly magazine with articles of interest to gamers esp. PBM.

For a free copy of the rules write to;
The Missing Tiger
GPO Box 286 C
Hobart 7001




THE_DEVILS_ADVOCATE i 3 argn o MUDD:
dvenure Garers Incorporated. The chub's aims include.
e e e o R
s o conact w10 swep e ‘md
magatines. s’ s founding member of the
e reita R Plorers Uongta

Membersnip
Our s i oriemed towards Inereted peop

we are lsuing free newsltters shout every.
o o memers Joformed of e i pd
ites. " These will e pog

Astcle Submission

We send a copy of the magazine to il contributors of
1l aricies 4% mogr stwork.Plsae e submiios
and post them o Box 104, Urion Basement, Universty
o MElbourne, Parkvile 3055,

Advertisements

Rates availsble on request.
Discounss
Your MAGIRc (MUDDA) card will currently get you &
et o g S

+"GAMES "PARLOUR, 165 Doncaster - Shoppingtown,
Doncaster

2 MIND GAMES, MIdCity Arcade, Bourke St. Ciry

i F
. mn CRMES. 7 Vesey "Areade, 139 Coslereagh
SDECBN GAVES, 54 Kiby R, East Kew

Artices printed In thls magazine do not necessarily
e the opinkn of the o o of MUDDA

atherwise, Al articis. herein are Copyright o the
authors and of MUDDA Adventure Gamers Incorporsted.
s tsue of The Devi's Advocate s cdited by Mariln

Howits, und published by MUDDA
Incorparated.

Editor's Notes

I haven't left myself
much space, so you can
count yourselves lucky.
It's hard to tell before
the thing is printed, but
this issue seems yet again
to have surpassed all
previous  efforts. We
hope our readers will
continue to support us
through the next stage
of our development. Brad
will complain that there
wasn't enough artwork,
but we have chosen the
best from our files, or
rather what was left
after MULTIVERSE
magazine took my favour-
ites without permission.
In articles, too, we were
constrained by space to
choosing only the best.
We hope you enjoy TDA
19.
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There are now many conventions In Australla, character-
ised by giving all players several sesslons (6-9 hours) of
play in the major tournament, and numerous minor tourn-
aments and other actlvities.

In U.S., at conventions such as GenCon and
Orlgml. you & likely to have teams of nine or ten, and

be given a single three-hour session then being elimin-

s kS

And only In Australla do you get the free-form
tournaments as ploneered by Peter Quinton's group In
Canberra, where you physically play one character in a
spaceship, a spy service, or an asteroid-mining company.
The technique Is unheard of overseas, according to the
Editor of WHITE DWARF, Ian Livingstone.

The reason that Australlan gamers are dolng so well
is that a lot of people are putting enormous amounts of
time and effort Into thelr conventlons. Compared with,
dgames and miniatures tournaments, RPG tourn-
aments need a great deal of work on the dungeon, and
then there Is the major manpower problem of finding
30-50 good DMs to run them. The organisers get nothing,
or at best a small honorarlum, for enormous numbers of
man-hours of constant and cruclal effort.

Even so, there are Invariably complaints about
aspects of the event. We feel that as the conventlon
organisers are creating an enormous and temporary bureau-

el they have often never worked with
cts are likely

Recently Breakout magazine reported on the Phant-
astacon convention, but limited thelr comment to the

Hleyers, Yut e Chink It unforoubuce’ chet ey’ didin-pay
any attention to the role-playing aspects of this fund-
amentally RPG con.

took It up with Breakout's news correspondent,
vo repimetod Matuig organisers had never given them
a report (the organisers claim they were never asked) and
seemed genulnely surprised to hear that Phantastacon was
Australla's largest games convention (ARCANACON II
notwithstanding, says Rhys), with 400 D&Ders and 100
Travellers. In response to our question "why didn't you
cover It yourselves?" they replied that in view of thelr
lack of expertise In RPGs they would have preferred to
have found outside FRP gamers zo provide the copy. We
believe that this Is unsatisfactory — by
unfavourable report about a very small part of the
convention, Breakout is doing the Phantastacon organisers
an Injustice,

The Inclusion of boardgames In Victorian conventions
Is usually a gesture of support f
uddllion Justified by
rvices. ~Considering that the response from
amers has besa disappolnting, lr would appear  that
they might shortly cease rt of the big RPG
conventions, as ﬂgure-gummg Erct i

also Is an unfortunate loss, as the Canberra
convention has shown that the two can fit together well,
even If there is very little interaction between them, even
If the D&l up subsidising everything else. = Both
major Victorlan conventions have tried to include figures,
with little success, and If the leaders of that hobby want
it to survive and prosper they would do well to help
iwconclle the split, by actually coming out and teaching
younger gamers to play and by offering become
Involved in the sdministration of a major convention.

Another problem which 1s already causing difficulties
is the lack of a general convention calendar. It looked

to get bigger, resul(lng in
certain brawls to_the ﬂlndvsnwge of all. W rage
the Australasian Role-Players' League to make an offlcial
convention calendar a priority.

KING CON
8th & 9th December
Moe High School, Moe

The free-form tournament is here!!
Come along to the fantasy realm
of Urland and get involved in the
"Intrigues of Urland" (AD&D rules).
There will also be Kingmaker and
Ace of Aces tournaments.

Jack (051) 74 8994 or write to
King Con, c/- lan Harrison, 47 Vale
St. MOE 3825.

official sponsors :

JEDKO GAMES COMPANY




A shape-shifter Is a class of maglc-user specialising in
spells which govern mutabllity of form. Only humans may
come shape-shifters. Minimum scores of 15 in intelli-

f any alignment. When in
human  form, shape-shifters attack and save as magicusers,
except that they recelve a bonus of +2 on all saves
agalnst polson. When In shape-shifted form, they attack
on the monster's matrix and save elther as the form
assumed would do, or as the shape-shifter would do,
whichever is better. Note that certain forms will alter
both attack and saving probabilities.

Shape-shifters are specialist magic-users who deal almost
exclusively In spells which enable them to change form.
Most shape-shifter spells enable the shape-shifter to take
the shape of another creature, All special abilitles of the

one

abilitles which pertain to the creature's mind. Thus, spell
casting_abllities and psionic abilities cannot be duplicated,
although innate magical abilitles, which are used instinct-
ively, can be.

Shape-shifters acquire spells in the same way as magic-
users, having a maximum and minimum number of spells
they ‘can know per level. They must roll to understand
each spell they acquire. Shape-shifters do not have spell
books as such. However, at the beginning of each day,
a shape-shifter must perform rituals in preparation for
later casting of spells. This takes the same time as a
magic-user would to learn a spell, Le. one quarter of an
hour per spell level. The shape-shifter can only prepare
for a limited number of spells (Le. the number listed
under Table II). Once chosen fc

Shape-shifter scrolls do exist, describing the
rituals which must be performed In preparation for a
shape shift. However, these are extremely rare.

Shape-shifters are continually developing new spells, and
it Is quite concelvable that shape-shifter spells might
differ consldmmy from one part of the world to another.
The DM should not consider the list of spells given as
being comprehensive.  Fer  from this, they are merely

As a general rule, however, remember that shape-shifters
should only be able to Imitate creatures which are basic-
ally natural (to a D&D w
whic!

is not possible. Creatures which galn most of their power
from an extra-planar nature also present certaln problems.
It Is concelvable that a shape-shifter could develop &
spell to turn him or herself Into a Type I Demom
However only the demon's form would be gained, an

its powers. For Instance, the. demons. | high
armour cl-u, which 1s mnlnly due to its extra-planar
nature would have to be reduced.

8-sided
Dice for
Expertence Experience Accumalat
Foint gt Hit Polnts Level Title
! 108
H 28
3 308
3 o
5 sa8
H a8
7 788
H o
H 58
10 st
I o
2 a5
220000 experience polnts are. needed per level above 12th.
Shape-shifters gain 2 hiC polnts per level above 9th.




SHAPE-SHIFTERS TABLE I
Shape-Shiers
Tevel

‘Shape-Shifters Spell Level
st 457

i
2
2
3
3
3
1
M
5
i
7

i
2
H
3
3
b
i
5
H
7

Shape-shifters begin with proficiency in one weapon. They
gain proficlency in one additional weapon for every five
levels they attain. They fight at -5 with weapons they
sre wot proficient with, Note this only applies to the
shape-shifter's human form. Any of weapon can be
el at: i, pendliygwhon 4 Serakalitae" scaints austite
form (such as an ogre).

SHAPE-SHIFTER SPELLS
Notes Regarding Shape-shifter Spells:

Most shape-shifter spells change the shape-shifter Into
some other creature. There are several exceptions to this
general rule, which are as follows.

Detect Polymorph

Read Shape-shifter Magic
Dispel Polymorph

Shape Shift Others

Form Change

All other spells on the shape-shifters table fall into the
category of form changes. All of these spells have no
at all, roquiring only that the shape-shifier

Includes

i o

PE-SHIFTERS TABLE

Shield Weapons®

None  Bo stcks cib, Jo ek, Yes

the named

oo Thee. mnrlcuanl P g N

n & form other than

It level

Al-mies)
Baboon

SHAPE-SHIFTERS SPELL TABLE
x

nd level
Detect Polymorph
Dolphin
Dwarf

Bl
Glant Centipede
Grall

31 level
Blink Dog
Bughear

Glan
Glant Lizard
Giant Lyme

Grome. Giant Tick
Halfling
Hobgobtin Heavy Horse
Killer Frog Hippogitl
Light Horse Large Spider
Nute Looperd
orc Ogre.
Sahuagin Ouauip
Stirge Witherstench
Wait Walverine.
aeh level
Boail
Giant Gar.
Giant Scorplon
Grffon
Hill Glane
Phase Spider
Rhinoceros
Sotyr
Tiger
Troll
U
Water Naga Wyvern
8 level
Bulette
Doppieganger
Dragon Turte
Form Change
Intellect Devourer
Remorhaz

Shambling Mound
Wil-0-Wisp

spend the casting time in concentration for them to
Pocome operativer. It s thus posible for a shape-shifter
to change from one form to another, since no_verbal,
ic, o material components are needed. However,
1f the.shaps-shifcer changes from one form to another,
the spell which caused him or her to sssume the orlxllul
form 1s negated by the casting of the second

spell (under most circumstances - see the S Jevel tpelL
form change). _Form change spells may be terminated st
any time without the need for the shape-shifter to walt
out the duration of the spell, or acquire a dispel magic.
This training in termination of polymorph-type spells ena-
bl shapecstifters to.shrug. off tha effects of polymorph
spells after but one round.

Shape-shifter spells enable the shape-shifter to assume
the physical and Instinctive capabilities of the form into
which they hange. The only things which remain the
samefrom form to another  are the shape-shifter's
hit points lnd his or her mind. However, each assump-
tion of a new form enables the shape-shifter to recover
10-40% (14*10%) of his or her lost hit polnts. Any

permanent bodily damage (such as loss of limbs or wln)
that the shape- ifter hes. suffered. Ia removed whea
new form Is assumed. Each form change lpell emler

refers the reader to the Monster Manual or the

Folio for further detail on the capabilities of the o
In cases where the form is not listed In elther of these
works, a brief description of the form in question will
be given. We have endeavoured to solve most of the
problems which arise from changes into each form with
a note under the appropriate spell description.

Editors Note: Owing to the sheer size of this article, we
will only be able to llt specific spels with which there
are some proble; n a spell is not listed, then the
dotalle of the form can be obtained from the Monster M-
anual and the Fiend Folio, Shape-Shifter spells will have
the following detals uniess otherwise specified: Duration-1
turn/level, Range-0, Area of Effect-Personal, Components-
None, Saving Throw-None. lst and 20d level spells have
a casting time of 1 segment, 3rd and 4th 2 segments, 5th
and 6th level 3 segments and 7th and 8th level 4 seg~
ments.




1st Level

Baboon:
Refer to page 8 of the Monster
Manual.  Note that _although
baboons have a reasonable degree

of ‘manual dexterity, they camnot
use weapons. Baboons can ciimb
walls as a Ist level thief.

c

The relevant statistics of* a cat
are as follows: Armour Class 7i-
Move 15% Hit Dice 144; Damage-
JAttack 142-1; Size S.
Dog

Refer to page 29 of the Monster
Manual, The form assumed is
that of a wild dog, not that of
a war dog. In this form, the
shape-shifter s able to track as
a ranger.

Fish:
The relevant statistics of a fish
are as follows: Armour Class 7
Move _ all//12",
Damage/Attack
Fish can breathe underwater,
cannot breathe or move on land.
Fly:
The relevant statlstics of a fly
are s follows: Armour Class 5
/15"

18-1; Damage/Attack _nil; Size
S. Flies are manoevrabllity class
B in the air.
Frog:

The relevant description of a frog
are as follows: Armour

Move 6%/9%  Hit 1
Damage/Attack 1d2-1; Size S.
Frogs are cold-blooded and tend

be slow In cold conditions.
The DM should assign Initiative
nalties of -1 to -3 In su
Conditions.  Frog well

half an hour.

Glant Bat:
The relevant statistics of a Glant
Bot_are s follows: Armour Class
5; Move 37I8% Hit Dice 1d8;
Damage/Attack 1d4; Size S. _Since
bats can "see” by sonar, they can

e y nearly _ helpless
Inside zones of magical silence.
In the olr, are. munoevrobl-
lity class B.

Glant Rat

Refer to page 81 of the Monster
Manual. A shape-shifter In glant
disease,

nd

fon which results In a disease.
Hawk:

The relevant statistics of a hawk

are a5 follows: Armour Class T;

Move  3%/21%

Damage/Attack

S. Hawks are

lass C In the ai
Mouse:

it Dice 1d8;
142/102/1;  Size
mancevrability -

The relevant statistics of a mouse
are s follows: Armour Class

; Damage-
JAttack nil; Size S Mice are
able to climb walls as a Ist level

owt:
The relevant statistics of an owl
re as follows: Armour Class 7;
Move 3VIS% Hit Dice 1d§
Damage/Attack

e manoevrabllity class C
In the alr. re able to fly
very sllently, and can surprise on
ai3in6.

Read Shape-Shifter Maglc

Level: 1
Components: V.S,

uing. The shape-shifter's senses
are very limited tn this form, only
extending to 30' or so.

Skunk:

The relevant statistics of a skunk
are as follows: Armour Class 9;

Area of Effect: Special
m his spell,
s
spell ssary to
Ifter scrolls snd new
spells which the shape-shifter mig-

vital If one 1s to become a shape-

unreadable  shape-shifcer _magic,
makes such writings completely
unreadsble to any creature, eve
with the aid of a read shape-shil-

he
dirt and a drop of water.
Sheep:

The relevant statistics of a sheep
are as follows: Armour Class T;
ve 15%

Move 15% Hit Dice 18 Damage-
JAttack 188 Size
Shrieker:
Refer to page 87 of the Monster
Manval. The shape-shifter can
generate a_plercing shriek In this
form, which can be wed 1
4 'rounds before the creature
ns out of

th, and_must
rest for 104 rounds before contin-

end-
ing from thelr rear. All creatures
caught in this cloud must save vs.

point of strength, 1 pol
Gexterity and 50% of thelr chari-
sma for a period of 16 turns.
All noo-magical cloth material on
a person who fatls his or her s
Wil rot and useless.
Magical cloth will wash clean
without belng affected.

Sparrow:
The relevant statistics for a sps-
frow are as follows: Armour Class
7; Move 6718% Hit Dice la%
Damage/Attack nil; Size S. Spa-
e mancevrabllity class A

In the air.




2nd Level

Detect Polymorph:

spell s a small plece of smoky
quartz.

Dolphin:
Refer 10 page 29 of ihe Monser

invisible  objects

hea undervater.

Dwart:
By means of this spell, the shepe-
.mmr rrge—trh form
ndividuals” canmot be. uplicated.
A new set of ics
mus be gmeraied dwar-

n body each

cu!. e following. tale should
be used.

Strength: 3d6+2 Min 8 Max 18 (no

10; Move 9% Hit

Attack by type; Size S.
pe-shifter gains the foll-
dwarven _abllities in_this

form-saving throw bonus _versus

aves, wands_and
spells,the ablllty to detect grades
and or slopes In and
depth

B

Shifier 15 able to sseume the form

following cable should be used.

Strength: 3d6 Max 18 (no percen-
le)

Intelligence: as shape-shifter
Widom: as shapeti

y: 3d6+1 Min 7 Max 19
Constitarion: 345 Min
Charisma: 3d6+1 Min § Max 18

Relevent seatsics for the of are
as follor lass

>
Siie N, The' shipe ifer peims
xnn:l lolhwllll elvish -hmun‘nln

resstance
ot 1 care sty
iiters senses bicome. s .c..""
s those of an o

to surprise
o e e o et

Grome:
cans of tis spell, & shape.
shifter can assume

gror v gl o
Vidials camnot be. do

licated. A
w set of characteristics m

be generated each time

s cas. following _ table
hould be

Strengh: 308 Min 6 Max 18 (a0

percentile)

Iellgence: s shape- it

Wisdom: as shape-shifter

Constltution: 3d6+2 Min 8 Max 18
Charlsma: 346
Relevant statistics for the gnome
ollows: Armour Class 10;
Move 8% Hit Dice lst level fight
er; Damage/Att weapon
The _shape-shifter
gains the following gnomish abilic-
les In this form-the saving throw
bonus_versus the_ablly
to detect grade or s

direction of travel underground.
Halfling:
osck of s soell, the'simse

 ct

be generated for the halfing body
e sell Is wed, The

Tolowiag table should be wo

Strenge: 3d6-1 Min 6 Max 17

Intelligence: os shape-shifter
ter

Dexterity: 3d6+2 Min 8 Max 18
Min

Conseltutlon:  3d6+1 10 Max
I
Charisma: 346

levant statistics for the halfling

form are as follows: Armour Class

10, Move 9% Hit Dice 0 level

fighter; Dlm-(c/,\luok by weapon

type; Stze S

ins he follving n.mm; mnne.

when s

T e

rods, wands and spells, the

il to detect grade and Slope
passage, determine the dir

o e e e

i e

ling form " for_sllent “movement,

the to surprise when not

R A

Stirge:

Refer to page 92 of the Monstrer
ges are manoevrabil-

y he air. Note that
the shape-shifter Is sublect to the
same limit of 12 hit points max
mum bl ai be-
coming bloated. Further draning
is possible, but It will cause the

stirge to take 1 it poini of
damage for each extra hit point
drained.

Blink Dog:
Refer to Page 10 of the Monster

which prevents blink dogs
om appearing Inside solid object-

Glant Frog:
Refer to pags 41 of the Monster
Since Giant Frogs vary

the shape-shifter must

mn 165 o ses how many it dice
or she attac) hie

e tha frag il sles dﬂer»
the damage that he or she

inflicts. _This must be rolled each

' ‘shape-shifier does
i In frog_form, ‘e or she ex:
poses

Glant Tick:
Refer to 94 of the Monster
Manual.  Since glant ticks vary
In st must
roll 14341 to determine his or her
bt dice attack _purpos

large they are. Use the following

table to determine how much they
drain.

Shape-Shifter  Tick Hit Dice
Level 248 348 408
chbeh 0 15 2
7eh-9th 218 u
01k 4 2 28
130 6 u 2

If the shape-shifter attempts to

s eyl b

sated, he or she will

o e Ao i

every extra hit polnt drained.

shay not_release his
or her s from » victim
vhen exposed to_alcohol or burn-

e, if she i

To. " Shapeshifters In glamt rick
form do not have the sbllity to
cause disease, because he o she
il nox be & carier of the di-

mw=l Pinamy

Cumwm\u v.SM

Ciatng Time: : 4 segments

“Throw: None
Area of Effect: 3" cu
ns of this spell, the shape-

~shifter Is able to cause all crea-
tures within the area of effect
to be forced Into thelr natural
form. Objects under the Influence

a polymorph spell will return
to their orlginal form. The spell's
pover Is swh that i is awiomat-

o sav

throw is_ appliesble
affected by it. The spell wil
affect creatures such as vamplres,
Iycanthropes, _dopplegengers, and

Ciperience of the shapedilier who
cast the spel

Against_shape-shifter magic, the
well worka in o sighly differenc
manner, T I operates in

Same maner 24 Dispe Magic docs




sgainst ormal magic, Even 1t

she crentform, Rote e

spell can be used pe-sh

fer m(omluc-lly g
material com-

ponent of the ell is 3 smal

famp of putty.

4th Level
Doombat:
Refer 7 of the Flend

144 necessary _before
the shrioking can be resumed.
Gelatinous Cube:
Refer to page 43 of the Monster
i S the dhepe
shifter Is able to paralyze and
gain the

inous cube, a
mind to be affec

Huge Spider:
Refer to Page 90 of the Monster

Sapoilier_dom not_ galn_ she
nature and - hunting
SR hage spider
Ochre Jelly:
Refer 1o page 75 o
Manaal.” T the. sha
struck by a

ihe Monsier

m, and
Tellies Tormed. il

revert to
ochre.

ise.
Shark:

Refer 0 page 87 of the Monsier
When t

5_

dice do 244 points of damage.
Sharks of 7d8 or 848 hit dice do
304 points of damage.

Tree:

By means of this spell the shape-
shifter s able to assume the form

he or she were In human form.

Whipweed:
Refer to,_page 84 of ihe Flend
Follo. the  shape-shifcer

S et o

a frenzy when this

5th Level
Lo
Reter 1o page 60 of the Mons
Manual, Mm. s |h|l
0" et e ke v
leacrotta form,
Lion:

Bele o pase 61 of the Mewser
Manal, orm _assumed
that of an jon, o that
o & momtein or Gpotar e

Polsonous Snake
Refer <o page 88 of the Monster

i
168" and consult the following
table.
Roll
15 Victim will take no extra

damage from polson If

il vl ke 166 pos

of damage o polson,

a_save 1s m

7" Viceim i take 268 pooce

of damage fro it

2 save Is o

8" Victim wil take 348 poinss

of Jamsge from poison, even i1
is made.

pmawr-xn..-
il X
Mar

ance, and by o see Inviibe
objects.  However, lts telepathy

Is not_usable. Psuedo-dragons are

manoevrabllcy class B in the

Slithering Tracker:

8 of the
this _form,

apehifie can track sa'a. canger
Water Nll

Reter 1o page 72
Man

she Monsier

atocbesating oo b
camnot employ any o i g
abllicie

6th Level
Basllisk:

Refer to page 8 of the Monster
Manual, baslliss gaze
usable by the shape-shifter, so in
this form he or she Is able to
Into the ethereal and astral pla-

Gaseous Form:

By means of this spell, the shape-

8 form is insubstantlal, and
wavers and shifts. It cannot be
harmed except by magical fires
Flien | s owe
A whirlwind
il G double dn 4.....,. on a sha
shifter in  gaseous ~form.

the gaseous form Is gulte visile.

Glant Gar:
Refer t [ the Monster
Manual. Note that f the sha
e e B o
form, he

hersei o the ik oF beig. Billos
If a creatures tries to cut its
way out If shape-shifter
assumes another form after swall-

owing a creature, the unfortunate
creature_swallowed will die_inst-
antly. However, the shape-shifter
will be lnay-cllllad b it
stomach_cramps. of
e f R e
undertake any task this
time.

Hydra:
Refer to page 53 of the Monster

% by
S e
i =
T i T
"
R P
&
s S g
S ST
Emaline
2

s Ui Tl ot s

current  hit pmmg aitbough
Ok ot 1k a1
ery e muss sl be caren te
account. Neither Lernacan hydras
or PIhyaras “are posile aing
this ‘spel

Rhinoceros:

Refer to page 82 of the Monster
Manual. at

ice for attack and

saving.

aler 1o 2482 55 of the Monser
Manual,

e P

T

e Goes not gan e

Sty 2o iend in ity oo e
use saty

Troll:

Refer to page 97 of the Monster

Manual. In this form, the shape

shifter can regenerate,

how bedly damaged he or she is.

I he, hape-sitir Is” areacy
wounded_wi he changes
ool o, e e s

fore " the regeneration

process begine, even If the wounds
oS aflcted_ou che shpe-sitier
more thar Once
the spell a..mm. expm of cour-
2 Fogse

iteer

a- i delerm opponent  has
or her to felly).
Unteorn:

Refer to page 98 of

the Monster

immunity to poison, charm spells,
Bold spells, and dc-xh el e
of

— s,
cimension doorlng ability.

s

Black Pudding:

eter 1o ptse 10 of the Monster
Manual,  1f

puddlnlt
i be One of these will
shape-sition i the ormer
,mm be 2 blac

When pell duration expires,
he et e T
humen form and any other black
puddings formed will vaporise.

wir”

Couatl:

Refer 10 page 15 o che Momsier
M shape-

s polson,
comsricion, and abiliy to become
ethereal at
ﬂ.pnm
Refer o page 38 of the Mowsier
Manual. _ The (¢
of an African eley
Ettn:
Refer to
Namal,” s el stfecivery al-
vides the shapeshitir's mind I
two However,
ettin, it is normally lmpon(ble o
the two to jsing_this
form, it s possible for me e
bl e S
Glant Octopus:
Refer o page 75 o the Monster
The bods

by assuming another form.
Morkoth:
Refer to page 71

powers,

ongoate manly in che shape
of the morkoth's Howeve
e mockos pall ericim wt.
ity 1s galned.

Purple Worm:
Refer to page he Monster
fanual. Note that If the shape-
shiler swallows o chls

he or she exposes

S0y cask during this. ti
Shape Shift Others:

evel: 7
Components: V.S

Range: Touch
Castng Time: Spocil
Duration: Spectal
Saving Throw:
Area of Effect: One creat
This powerful spell enables the
shape-shifter to use her
form change spells on other c:

In order to do this, the sh-
spe-hiter imply cass the form
o wishes to
e the
tare 10 be transformed. Unwilling
opponents must be struck in

change used and the
shape shift others spell.

Treant:
Refer 10 page 95 of the Monster
Manual. Note that the shape-shif-
7 does ot gan che bty o
animate other trees, chis is

very ‘much & refiecton of 3 e
ant's basic nature. chis
spell s cast, the shape-shifter

terminethe
reant form's hit dice for attack
and saving purposes.
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Bulette:

Refer to page 12 of the Monster
jal. If the shape-shifter de-

o she coul iscouraged
nal “alowing. regeneralon of

 damage which a dellbe
iy nficted.

Doppelganger:

Components: V.S

spell must be in the “nape-shifiers
spellboo be_chosen
hen the.

pre;
doppeiganger” well for o tranfor,
matlon Into an elf at the start of
The Gey. Later, when the. need
e, ' coud”cat the_dppel
and become any 3>

be dupll-
hout the

Iganger
oo for
the  start

must stlll be specified a
duplicating humans ~ at
of the day.

This el has anochr very power-
use. If the shape-shifter has

it i S ot

or she

duplicate (such as a

12 heade or'a treant with 1200,

aagec o the ippeopiate e
and duplicate chat Indlvidusl by
use of the spell. eans that
the shape-shifcer can mm.m.uy

he or
eatly have 12 hit dica raer than
having to roll for

m-xo..;
Refer o page 29 of the Morsee
L the

dr f sy colour.
However, the ype of dragon which

med s constrained
¢ lovel of the shape-shiter,

Shape-Shifter Dragon Type
Level

s Black, Brass, White
‘Black, ~ Brass,

Whice

T

white

PP Black, Blue, Brass,

ronze, Copper, Green, Red,

Siiver, 'White

20th Black, Blve, Brass,

Bronze, Copper, Gold, Green, Red,

Silver, ‘White

sssuming_the
ot st ol

40 abten of o dragen o able
shape-shifter in dragon form,

ociading. breath wespor,

chror

e of e

Dragon Tmn.-

of s dragon turtle, including

water bresthing, and the
ability to capsize ships. ~Note that
& shape-shifter be
nger 1f he or she desires, but
xh-lhe or she has o conrol over
the hit dice of the dragon turt
for
Form Change:
Level: 8
Componeats: -
Casting Time: 2 rounds
ati

the native form of a creature.

Thi spel can be used In conunct
ton with doppelganger, shape shift

relat-

ho the
Nuraly, e
spel s mbect o the uma Tallre

discretion,
Cartain lppllr_lnwl Fora form

reduce.
mpwnnen Somcication by 1

o e deagan form I whick 59
shape-shifter changes.

Shape-Shifter  Age
Level Level
Lth-lsth  Adulc
16th17th  Old
18th-19th  Very Ol
20thup lent

made permanent by use of this
spell. In effect, this spell changes

et Joats
Is ridiculous anyway). The sha;

i oes ‘gam e remoriaz's
magic resist in this
form, s all of the

s well
creature's other abllities.

Shape-shifters as an article was
SpaceGamer by Ronald
changed a great deal.

to one of pure maglc.

and Kevin Pehr.

inspired by the version of the class in The
The class as presented here has been
The original class was not particularly compatible with
standard AD&D and thus we have modified the form of the class to standard
AD&D, as well as changing the emphasis of the class from a druidical viewpoint,
The class has been playtested over the last year in
Andrew South's campaign and has proved to be great fun to use.

Journals:6, 12, 13, 14 & 15

Ordal by Eshaar

Action Aboard

Uragyad'n of Seven Pillars
Legend of the Sky Raiders

ea
Tralol of the Sky Raiders
Piracy Stardust

Fate of the Sky Raiders

Hotel Complex
Merchant Class Ships
Asian Mercenary Chass Ships

Personal Data Files
Starship Layout Pad

11SS Ship Files Book
Merchants and Merchandise
Scouts and Assas:

The Vanguard Rositod

Adventure Class Ships, Volume 1

Adventure Class Ships, Volume 2

THE JOURNAL OF THE TRAVELLERS AID SOCIETY

APPROVED TRAVELLER ACCESSORIES

450 4.50
9.00 8.0
9.00  8.00
9.00 8.0
9.00  8.00
9.00  8.00
9.00  8.00
9.00  8.00
9.00  8.00
9.00 8.0
18.75 17.00
13.50 12.00
22,50 20,00
2.50  20.00
18.75 17.00
6.00 6.0
6.00 6.0
750  7.50
6.00  5.40
6.00 5.0
600 5.40

SORAC,

Sti's Pap

System Data Sheet
Teaveller Reference Screen
Traveller Log

Starship and Spacecull for
Dra'k'ne Stati

Gimmerdrift Reaches
Doom of the Singing Star
Navigator's Starcharts
Crucis Margin
Ghostring
Amysieh

Rogue Nioou g Springstorme
Simba Safari
Marantha-Alkahest Sector
Corsairs of Turku Wastes
Waspwinter
SF Adv. Campain Pack
SF Campain Booster Pack
SF Campain Game Ald Pack
SF Campaign Pack

6.00 540
4.00  4.00
400  4.00
550 550
400  4.00
Traveller 6.00  5.40
6.00 5.40
750  6.80
6.00 540
3.90  4.00
750  6.80
6.00 5.40
15.00 13.50
6.00 5.40
7.50  6.80
7.50  6.80
7.50  6.80
7.50  6.80
7.50  6.80
7.50  6.80
7.50  6.80 .
7.50  6.80
18.00 16,20
18.00 16.20
18.00 16,20
18.00 16.20




MODEL MASTER

18 WILLIAM ST. MT. WAVERLEY.

VIC. 3149

TELEPHONE: 03-277-2218

D&D BASIC SYSTEM
Dragons Basic Set

Dungeons &

B
B3
B4 .95
BS .95
B ty .95
I Lion Castle (Solo) 995 .00
BLi Knight o the Reaver 995 9.00
Mi Blizz 1295 1160
D&D EXPERT SYSTEM
D&D Expert Set 250 20.00
M2 Maze of the Riddling 1295 11.60
o1 895 800
i 895 800
X2 800
xa 800
Xi 800
Xs 800
X6 9.00
x1 9.00
XL1 Quest of the Heartsione .95 9.00
XSOLO Lathan's G 995 o
&p cowwou SYSTEM
D Companion 2495 20,00
ML Temat the Warlords 995 8.00
D&D GAME ACCESSORIES
layer Chargcer Record Shests 10501050
Monster o Aoriment 10501050
goon Geom 1050 10.50
1295 13.00
1295 13.00
AD&D GAME SYSTEM
Mnsier Manus! 1995 15.60
Players 19,95
Dergeon Mastars Gede 2495
Flend Folio Tome 19,95
Delties & Demigods Cyclopaedia  19.95
Monster Manual 11 19.95
AD&D GAME ACCESSORIES
World of Greyhawk Boxed Set 1995 20.00
Module: Mordenkainen's
Fantasy Adventure 995 10,00

AD&D GAME MODULES

's Knot
NI Against Cult of Reptile God

Al Slave Pits of the Undercity  8.95  8.0(
2 Secret Slavers' Stockad 895 800
A3 Assault_on Aerle of Slave Lords 8.95 8.0
A1 In the Dungeons of Slave Lords 8.95  8.00
CI Hidden Shrine of Tamoachan  9.95 .
€2 Ghost Tower of Inverness Y
L1 Dragons of Despal 5.
DL2 Dragors of Flame 9,00
DL3 Dragons of Hop 995 o
11 Dwellers of the Fovbldden ciy 895 800
12 Tomb of the Lizard Ki .95 8.00
13 Phar 995 9.00
it Onsi'of he Mhite Paim 995 9.00
Is The Lox of Martek 995 o
16 Rave 995 o
Uk Beyond the Crystal Cave 895 &
UK4 When o Star Falls 955 8.00

RUNEQUEST SERIES ant Hodd
faser
POST & PACKING RATES g 3000 248
RuncQuest Book Soft 19.90 16,00
orders up to $5 70¢  Cus of Pr 1935 1600
Apple Lane (New) 50 6.
orders $5.01 to $10 GRS 900  7.40
orders $10.01 to $15 $15807 Pt et s
rs 5 po ! Troll Pack .00 24,00
orde over $15 post free Quest World 2475 1380
est 1350 1080
POST RATES FOR OVERSEAS  sorpion Hail No. 2 1650 13.20
oow King Bride No. 3 535 7.9
ON UEST ke Pij folloy [X .90
Griffin Mountain 2400 1820
e — Charsrer Rocora Shets (New) €00 600
ompani 1350 10.
o oo Dot of Earth 395 900 ot 20 3000 2400
5 Vo of the Dro o5 e ubble 00 2400
JE R SO0 big Rusw 300
I Dungeonland 855 800
2 Land Beyond the Magic Mirror 895 8.00
1,2,3 Against the Glants 9.95 9.0 CTHERGANES,
1 Demonweb Pl 895 800 Batc Role-leying 600 600
1 Tomb of Horrors 893 am  Theves World 000 30.00
2 White Plume Mountsin .00 inger 3000 30.00
S3 Expedition to the B-mer Peaks II.!S 11.60 Stormbringer Companion 16 16.50
Los Caverns of Tsojcant 2.95 1160
WG4 Forgrten Tempie of Trizaun 595 1500
11951080
EONAN Agatmr Darkoess 1195 1080  HARDCOVER TRAVELLER SERIES
The Traveller Book 150 2000
DAD ACCESSORIES
rgeon Masers scren 1295 1295  STARTER TRAVELLER SERIES
layer Charscter Record Sheets 1050 1050
Permanent Character Advent. Rec. 11.50 1150 ScrbRge: g &
NowFiayr Charscter 150 1150
ofes T8 800
ungeon Masters Advent. Log 1150  11.50 ORIGINAL TRAVELLER SERIES
ragon 535 160 Deluse Traveler
loodstone Pass 2900 2000  Basic T
1001 Characters, Supplement 1
Mercenary, Book
Animas Ercouters, Suplement 2
Call of Cthuihu (Boxed) 3000 2400 Kinunir, Adventu
Shadows of Yog-Sothoth 1650 1320 High Cuard, Book
The Asylum 1650 1320 Spinward Marches, Supplement 3
Cthuthy Compan 50 1080 Citizens, Supplement
The Fungl from Yuggoth (New) 1650 1320  Resorch Station Gomma, Adv.2
Curse of the Cthonisns (New) 1650 1320 Shadows/Annic Nova, Double Adv.1
Death In 150 1080 right Faces/Michril Double Adv.2
Pursalt to Kadeth (New) 1650 1320 Twlight's Pesk, Adv.3
Whisper from the Abyss (New) 1850 1320 76 Patrons, Supplement 6
Arkham Evil 1350 1080 Leviathan, Adventure 4
he Horrible S t of the Journal, Volume |
Nenhegon Hiand (New) 1050 840 nbosts, Supp.
Trillion Credit Squadron, Adv. 5
Library Deta(A-M), Su
King Arthur Companion 230 230 Agonioseth Svion
Doub B 1
ovroductlan To Traveler, Book 0 00
e aroonea. Alovs Double Adv. 4 850
Fighing Sugs, Suplement 9 830
RULES FOR MINIATURES s —
Strker ns0 210 8%
8350
Solomant Ran, Supploment 10 a50
A e Planet, Adventure 850
iy e Dlvlne/Nllm ‘of Conquest, <
Ashantl High | u‘m..n-g Glmc 3 450 3800 b The
i e W Doy u...m 2), Suplement 11 830 130
Fifth Fronti 350 3200 b0 Teo
Naturally, Model Master stocks a

very large range of fantasy figures
from many different manufacturers.
All role-playing systems are covered
and if we do not have it, we can

order it. All figures at bargain
prices.  Probably Victoria's largest
variety of fantasy figures.
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MANUFACTURERS OF FINE MINIATURES

ASGARD — Extensive range of 25 mm fantasy figures including adventurers,
monsters, orcs with wolfriders, and more.

PRICE LIST EFFECTIVE Ist JANUARY 1984

Please note: prices shown are retail prices only
MONSTROSITIES

Moo ZwiLL

MO2 DURSTIG (BLOODTHIRSTY) BIRD.

MOG3  SWAMP DEMON

MO0 SKELETON EATES

MOOS  GIANT WOLF

MOOS  YURI THE CYCLOPS, CLUB RAISED
MOOT  YORKUK THE CYCLOPS, CLUB LOWERED
MO0 TEETHER, BABY DRAGON

D

sPEAR
WITH SWORD

0001 LESSER ORC WITH CROSSBOW 100
0002 LESSER ORC WITH 100 ADVENTUR SRS
0003 LESSER ORC WITH WAR HAMMER 100 AT HAVK ADVENTURER WITH SWORD & HAWK sz
0004 LESSER ORC WITH 120 ADD2 AV NTURESS WITH SWOI ¥
0005 ORC PACK 4 per pack, 1 of each) %0 A003 HAWS ADVENTURER PERSONALITY PACK (STANDING & MOUNTED) 300
0006 ORC SEDUCTRESS 128 A0U3a MOUNTED %
0007 ORC SHAMAN 12 ADO{ ADVENTURESS PERSONALITY PACK (STANDING & MOUNTED)

A00da MOUNTED ADVENTURESS

Aoos' FEMALE FicH

ADIz  DWARF MERCENARY WITH AXE & SWORD
AD12u ARMOURED DWARF WITH DATTLEAXE
A013" HOBBIT FIGHTERS IN PLATE (2 per pock)
BARBARIC FLVES

BODI  BARBARIC ELF WITH BOW

BOD3  BARBARIC ELF WITH SWORD
BODI  FEMALE BARBARIC ELF WITH AXE & SWORD
BODS BARBARIC ELF PACK (4 per pack, 1 of each)
BODG MOUNTED BARBARIC ELF WITH AXE

NEW_RANGE to include Egyptian orcs with griffin and rider, chariot, and flying
carpet.

Also adventurers including fighters, cleric, halflings, assassin, thief and druid.
TRADE ENQUIRIES WELCOME

For complete price list, please send SAE to

WAR GAME PRODUCTIONS
99 Flinders Avenue, Whyalla Stuart. S.A.5608, Tel: (086)49 16858
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clust

THE INTERSPIRAL CHAIN STRIKES BACK

Location: somewhere In IC space, Naval Headquarters of

the InterSpiral Chain.
Time: 1642 hours 348/1384
Seated around the table, a group of men are heatedly
discussing some topic. The men are of many races and

species. Suddenly ‘into the room bursts a tall insect-like
Sreatirs bouring ‘the ‘ank ‘of Lieutenant! inthe Pllerby

"Sirs, _incoming information from the survelllance
statlon at Falcon Indicates that the Priscuuz navy has just
jumped Into orbit around Falcon-3 and are refuelling; pre-
liminary computer analysls reveals an 86% probability of
a combined Fueteller/Priscuuz attack upon the homeworld
of the Sendrian alllance. With a roar Admiral Conte Ce
of My-Thray leapt to his feet, saying "I have told you we

The
tall desert warrlor from My-Thray sits down scowling at
Admiral Gwynhan, the current perator of the Naval
Bond, with a sigh he signals the discusslons on
the jecton {0 be; taken Sereral houfs laje, the crirs g0
out for the Ist Task Force of the My-Thray Navy, the 2nd
Unity of the Naval Harmony of Eskrania and the Ist and
3rd Fleets of the Imperial Pllerby Navy to leave for
Sendrler to Intercept any possible attack by Priscuuz and
Fueteller.

The above Is only a small section of the game Cluster IL
A PBM game run by the Game Systems of Canberra it has
been running since April 1983 and with over 300 players
fnvolved Cluster Il is the largest single PBM game In
tralla.

B

Cluster II is a PBM game of great diversity with several
features to it. The most Individual and challenging
aspect of the game It that It Is playable on two levels.
The maln level Is where you are the controlling force for

lanet you assignec
froum i ol lleces 1 o st Bloch - o actor
could be an Admiral of a Fleet, the head of an Interstell-
ar megacorporation, a secret agent or spy for a security
service, the leader of an opposition party on a planet, In

often go astray and with several role-players Involved both
on your side and u;-lmt, all with differing goals, planning
and playlng take on aspects of uncertainty that begin to
approsch & rosl Iifs. situstion. [ play & planet tn Cluster
Il so the rest of the article will concentrate on the sa

from the view of a planetary player.

1)Naval Forces.
The Clusterll game system Is directly based on the Trav-
eller role-playing system, and has npprovll from GDW to
do this. Navies are designed by use k 5 High Guard
and Adventure 6 Trillion Credit Squadron. These two books
give a complete and detalled system for designing ships
and fighting fleet combats. All players commence equally
wllh 18 TeCr, 20,000 crew. and. a tech level of 121 the
er of your fleet depends upon how well you design the
Shipe at e saor your fleet. Whilst war as would
be assumed Is a major part of the game, it Is by no
means dominant and many players have managed to go
through the whole game without firing a single shot.

2) Scouting.

About 1400 years ago, before the start of the game, a
wave appeared In jump space preventing the use of jump
engines.  Interstellar soclety was destroyed and only mow
with the end of the Wave, can your planet search out the
surrounding space. However to do this a scouting progr-m
Is necessary. Scouting is done with the equivalent of the
Imperium's 100 ton Jump-2 scout in most cases and pro-
ceeds In three stages.

The first stage Is a general survey of a hex of space
(equal to one cubic parsec) to determine whether any
planetary systcm Is present around the stars In the hex.
Secondly, when a system is located, scouts are sent to
scan the system and discover its structure, Le 7 planets,
3 are gas glants etc. The third stage Is where scouts are
sent to Individual planets to carry out a varlety of tasks,
there are 9 different types of planet scan, all providing
different types of Information. The Information gained
ranges from the population and government type of the
planet, to the mining potential, of the
planet for aspiring pirates.

to the wealth

3) Economics

Each player has to take over control of his/her economy
and manage it to provide maximum efficlency. Each
yeer, a player gets o naval budget, a milltary budget and

iget. The Is
tho monles Wil players are free to spend as they like.
A player can use it to establish research bases, colonies,
mining bases, encourage merchant trade In his or her e
tem, and anything else the player can hink ol Thes
monles will n thelr
p_sou ¢ supply for thelr Indus-
Each inhabited planet will elther have a deficlt or
surplus In the three areas of produce - Agricultural, Min-
ing and Industrial products and a player must remove the
deficlts as soon as possible.

4) Playing Cluster I

At present Cluster Il costs $5.00 for the initial set-up and
$2.50 per turn after that. Turns are every three weeks,
and you will m‘oblhly wist subscribe to Backspacer, the
newsletter/magazine of the game which detalls current

players, role players need not pay any game fees at all,
however they do not receive the printout that planet play-
il Systems s contactable at the following

address: Games System, P.O Box 1733 G.P.
e y: O Canberra
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WARG
AIMING

Adapting Miniatures Wargames Rules for Fantasy.
"It isn't fantasy without violence!" — Rulg.

If you think mn war should be kept right out
of fantasy campaiy lease read the rest of this para-
grsph befors physically’ abuaing me.  Werfare Is 8 bigger
part of fantasy than most people realise, and certainly
fantasy warfare Is more popular than most of the "real
rolepleyers® would care to”admit (just dhink of all the

ign: here does war come In?
the main ldeas of bullding up mega-characters
(this of course applies to D&D more than Runequest)
seems to be that once at high levels, a character can
get Into Inter-dimensional politics. He tries to
set the multiverse right (or wrong, or even left If the
campalgn s politically subtle) either by conquest for
the sake of conquest, or by killing gods. Having said
far too much on the second alternative, I would now
like to talk on the war option.

Mos: ariicles chat 1 bave, read on {amcsty waciare
are terrible. Role-players don't usually have
ground to write Imelligemly on_war.
further compoun of good
most  Files dou't cover the. rolo-playing ‘yateme. ptoperly
and those that do are usually re-hashes of the Individual
combat system. In an attempt to bring some measure
of (In-?) sanity to the situation I offer the following
comparison of Wargaming rules books available and the
possibilities for conversion to fantasy In case
you didn't know, there Is no
of rules for an
each other). 1 am restricting this to D&D and Rulnquest
(could Include Stormbringer here) as other systems are
too much of a minority.

War_Games Rules 3000BC to 1485, WRG (Wargames
Research Group) 6th edition by Phil Barker. By far
the most popular set of rules and the easiest to get.
Passes as the universal system for the period although
fraught with serlous problems. Easy to get a playable
knowledge of, but difficult to fully understand. WRG
also suffer from bad writing and constantzsre-wTlng
(7th edition due out soon). Gives a good game, but
lacks a lot of realism having some i a T
while being far too inflexible in other parts.

D&D: Reasonable, although blg monsters and subtle
differences In troop quallty difficult to express.

easonable, problem of di"erenllaung

troop quallty difficult and more crucial here than D&

The ct — Rules for "Anclent” period
Wargaming, Tabletop Games by lan S. Beck and Michael
Bussey. Written as an anti-reaction to WRG, less popular

less easy to obtain. Written clearly and with some
humour, although much of 1t midely directed ot Phil
Barker (also known to wargamers as "Uncle Phil" of
"God). Takes a little longer to learn and play than
WRG but more realistic and giving fewer silly results.
Interestingly has no scales (figures to troops, time or
terrain), so for campaigns this would need to be worked
out.

H

For D&D: Not recommended as it does not cover heavier
armours of mediaeval Ideals (le -- the superlority of
Kighua
e RQ: Eacelient only feel problentl Iack'of ‘caver-
uge for the heaviest armoured
Lence 3rd editlon, Medieval
Almt ook, Tabietop Games. by the same people
of Impact, but i e Fairly
i wrmen. although occasionally sections are Impossible
to find. Quite playable, although sometimes a bit sim-
plistic. Not easy to get a hold of though.
For D&D: Very good, medieval assumptions (superiority
of Knights) borne out. Sensitive enough combu system
for draving some distinctions between troop
iended, medieval st isthieg ha
gl Robiom i aitiont Lol ShicH Srmckid 11 ralos
are irrelevant for RQ purposes.

ergames rules by

Hoplite Warfare & Hellenistic Warfare 1 haven't
played either of thess, 5 can't review them properly.
The system seems quite flexible, but the limited period
It off for D&D and might be a problem

MAGIC

I haven't yet considered magic in the
the systems discussed, but u should be relatively easy
“0 convert. Some other systems not mentioned here
don't really have the flexibiity to.sccount for.1e On
major problem that I can see here Is Shock of Impact's
lack of a time scale.

light of

This dscumun hzs necessarily been vague as lhe
unbelievers won't me wasting any more spac

For those without brains,
mine are avallable” and If Rhys receives enough Insulting
mall/obscene phone-calls and/or physical or verbal al

on the subject I could run a few more articles on Imposs-

ible conversions (if the fairies don't get me).
Niall of the nine hostages.




DECISION
GAMES

54 KILBY RD
EAST KEW

For All Your
Gaming Needs
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It!s cold... df's  sok colds
My breath forms a fragile web of

ice within my gaunt leather face
The buildings are grim and

mask.
The sun hasn't cose out yed barren, t{:e str.ests before them are
the black, solemn clouds drift over strewn Swith Uiczer StheE S sseaingly
? broods in the shadowy recesses.

the horizon congealing into a dirty,

foreboding mass. The sun hasn't come out yet...

a fine coat of frost glistens off
the rusted husks of cars and trams.
Street lights stand like crippled
insect-legs in the chilling gloom.

A11 I need to do is to shred
these worn, dirty garments and step
into the night's fury with just my
blue-tinged fleshi to feel the wind
impale my skin with millions of shards
of ice. My soul would soar through
the sky's ugly hood and behold the The Northern Hemisphere is a
stars beyond and feel the caress moonscape of barren craters and life-
of the sun —- the warmth of its life. less charcoal remains. The giant
To be by your side once again and mushroom clouds extended fiery heads
to forget the horror that ruinous toward the sun, vomiting thousands
greed had bred. of tons of dust, soot and debris
into the boiling sky.



Your ever-lasting memory tests
my very will to live. Your lost
love makes every living day seem

a life-time of burning self-hatred.

The sun hasn't come out yet...
the city is an empty shell, a skeleton
filled with weather-tormented con-
structions; frayed, ragged and dismal.
The sombre, dreary sky is a fitting
mantle for this dormant ruin.

Every day I pass shattered
windows whose faded and torn displays
advertise the past to the stiff
carcasses and their dark eye-sockets.
The scratched and rusty neon lights
are nothing but inanimate memories
beckoning me to tortuous reminiscence
and suicide.

The sun hasn't come out yet...
pools of water lie like slick, glassy
portals to the frozen waste below.
The chill wind cuts through all but
the thickest clothes, its frigid
embrace making silent morgues and
cold, chilling tombs from once thriv-

ing cities.
Food -
as cold as my environment.

sphere,
to living skeletons by starvation.

to survive I must be
Millions
of people died in the Southern Hemi-
frozen to death or reduced

Brad Ellis '84

'NUCLEAR WINTER'
Story & Art

The sun hasn't come out yet.
every season is a midnight winter,
every night is an arctic storm that
consumes all forms of life in its
malevolent, elemental being. Each
morning is a frosty, bleak dawn of
the most pale ice-light.

I slowly walk down corroded
streets like a destitute explorer
in some grotesque nightmare of frozen
delirium and icy horror. MWhere the
only sounds are those of ruin and
disrepair (frequently  accompanied
by the hushed and frenzied drive
of sleet and wind) my memory recalls
phantom renditions of 'Ommadawn'
and 'Oxygene' -- both a dirge for
the decay and solitude that burdens
me.
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I weep at night, my tears forming
smooth trails of ice down my numb
face. During the day my sights I
see choke the bitterness and resent-
ment in my throat -- I would only
cry for myself.

The sun hasn't come out yet...it
will not be seen for another three
years.



THE WEAPONSMITH
nQuest campaign, the weaponsmith is

uuua?ly ont qu\?: busy by almost every section of soci-
ety. His or her skills are solely concerned with the
manufacture and maintenance of weapons. As such, it
Is entirely possible for a weaponsmith to design new
weapons, and to work in conjunction with magicians and
artisans,

(1) A weaponsmith's progress in his skill is inhibited by
a low Manual Dexterity value and aided by a high value
In that characteristic. A weaponsmith character must pay
an additional Experience increment of 10% to Increase
his Rank If his Manual Dexterity is less than 15.
character decreases his Experience cost by 10% if his
Manual Dexterity is greater than 22.

(2) A weaponsmith acquires one abllity per every 2
Ranks. The character begins with one of the following
abllities at Rank 0. All acquired abilities can be per-
formed skillfully.

NEW SKILLS IN

DRAGONQUEST

1) Make and maintain Swords (including Daggers)
2) Make and maintain Hafted Weapons

3) Make and Maintain Thrown Weapons

4) Make and maintain Pole Weapons

5) Make and malntain Missile Weapons

6) Make and maintain Entangling Weapons

7) Construct and maintain Experimental Weapons
8) Construct and maintain Siege Engines

weaponsmith may galn St st after chior-
Dng Rank 10 by the perience poin
per ability.

(3) A weaponsmith can build increasingly more effective
weapons as his Ranks increases. For every Rank divisible
by four that a weaponsmith achieves, he may create
weapons which cause an extra point of damage and have
an increased base chance of +5%. Thus a Rank 4
weaponsmith would be able to constuct a short sword with
a Base Chance=50% and a DM of

(4) A weaponsmith can construct a magical weapon in
which an Adept can store a spell. weaponsmith first
must construct a w He/she then silvers and en-
chants It In conjunction with a mage, at a cost of
(100%Spell Rank) additional silver pennies. The Adept
must employ Ritual Magic for ((Spell Rank + 10) -
(Weaponsmith's Rank)) hours. The spell is stored in the
weapon, unless backfire occurs.

(5) Tne uma required for a weaponsmith to construct a
is dependent on his Rank. A weaponsmith must
oo ((A“Dumup Moditier) - (Weaponsmith's) hours and

additional point of damage that a We
a weapon, he may charge an additional 50 silver pennies.

(6) A weaponsmith can assay a weapon to determine its
exactort SV (e ol ey AR ﬂkev
|5 Rank minutes. The success percent

weapon is equal to the wsawﬂsmlm's ((Percepuon) y
(W'Rank))

(1) A weaponsmith, with the exception of some missile
weapons, can only perform his skill in a properly main-
tained workshop. It costs 2,000 silver pennies to con-
struct a workshop and 500 silver pennies per year to
maintain It with tools and materials, A basic tool kit
will cost 100 + (100*Rank) sllver pennies. A work shop
may be rented at a cost of 10 silver pennies a day.

(8) Experience Point Costs

Rar

A

k  Cost

somuonALN=O
S

8
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the

1 otes from

R File

this

We're
, a4 1 stll haven't been lynched for going sgainst the
"Notes he Fil

to the fourth appearance of department
ow,
great god Gygax. "Notes from le" attempts to
B et iwthadops: e may be of Interest
to people beginning their own; I unashamedly encourage people
to make the rules (and I'm talking specifically about m
the concepe of allgnment,” and the divine pantheon)

eir_own fantasy worlds rather than making their
Vorlds it TSs conception of things. 1 promised this cam-
paign summary last edition, for the assistance of those persons
who actually read my articles and who may have been mystif-
ied by parts of them.

am sometimes accused of being the wrong person

for writing this sort of article, becaute my campaign s
run very intermittently. be because | wasn't
happy with my campaign's develonment to that time, and
unfortunately now that 1 am I have lots of other things to
do (including running MAGInc, organising Arcanacon and editing
The Devil's Advocate) which limits my opportunities. Perhaps
s peatiagaly yded i medhecll mis neplracicos
for setting It up as a club camj not

play in It will find it Inter-
esting and enjoyable, which 1 understand Is the case.
Wyzardree has been designed In the process of successive
approximation over several years (since 1979). I started
with the map, a beautiful work of colouring and calligraphy
I've been unable to do as well since. The themes and names

churn out huge numbers of names, and if you bring them
from another cmpelgn you can aho_carry some of thelr
themes with them.

Wyzardree was originally a Celtic world, and Aarg
was the focal city. | designed that clty in detail, along
the lines of the Cltystate of the Invincible Overlord (Judges'
Guild), which [ still_think is an excellent, dough meloduma-
tic, playing aid. The campaign was for
a couple of years, and then I got :amplelely fea W with
it.

Rather than scrap the campaign, I moved t
theatre, the island of Yueen at the extreme East
original map. 1 hed by then developed my own panthson,

| rewrate my history (now sbout 10 typed pages). The
vmage of Hommlet (a TSR product, but like most of thelr
modules very well written) was situated in the wooded Western
end. This worked quite well but the island was too limiting
and the maln town of Yu was not big enough to generate
city adventures,

By then I had the city of Bannath written up (including
a history of its own, of seven i7ped pagesl. Benzath was
on the malaland coast, not far from Yusen:

Bannath was a sin city, the leading city of a cruel
nation. The Bannath people were comparitively jcect,
having besten down the previous lnhnblunn., the occult
of the Yldeno They were based bl
Stereotype with some extra arrogance for 2500 mssmrn

gnu

Bannath gave me the opportunity to Introduce glantkinds
into a city: the Citystate of the Invincible Overlord did
s0 but I didn't like their nationalisation. The difficulty was
that with such a strong "EvIl" presence it t very hard
" players, even though I sprinkled the cltywith
d theme,
air and
Hence the Hell-hounds and Fireglants wandering the
at times. (This sounds ridiculous, they were
uctullly guards for high priests and nobles respectively).
er a time my dlllll\ulnnmem with Anm got to
me and T e that Bt s oot ry to develop m syst-
em. Early In 1983 [ wrote a system compatible with ADAD
and introduced It gradually into Bannath. This was a bad
move, as the players reacted poorly to my continuously mutat-
Ing campaign.
That system had some problems, and for 1984 I wrote
 new system which I hoped would overcome these. Because

the new approach was Incompatible with AD&D I moved
the focus North to Vadron, a country which had once been
a mighty empire, [ started my players off In the Barony

wraithe Quest" convention dungeon. 1 expected
to learn sbout this. system In this backwater befors heading
TosEbRtmione: aaukaltcly - Ve

ring the Vadron I remodelled my world,
o correct sIwerbla: sdimalies 1ot tho' ol Eibe

an_icosohedral approximation to a sphere, with
a climatic graduation similar to Earth's. The rearrangment
Is actually small for any area I've used aiceacy, - altioegh
the more obscure coastlines have changed enormously.

At this polnt, I should explain my philosophy for adven-
ture design. In an earlier TDA aicis ("Nuts to_Dungeons")
Mark Morrison argued that dungsons are a TSR intrusion
against common optaion le. thet there adequate
historical _and_ plenty. of fancasy justification. for dungeons,
provided that there Is a sensible reason for each particuiar
case. But I agree that It is unfortunate If all adventures
are dungeonal — I try to Include town adventuring, wilderness
adventures, whodunits and special missions. | also write up
at least notes on all dungeons and encounters within an area,
and It Is up to the players to work out which ones are safe
for them at their pnr:lculnr level (with a small ') of de-
velopment.

To do this I have quite a decent file of notes on advent-
ures, which can be written up quickly to give the players
3de. variety of opportunities. My notes include the-raison

for the adventure, and an elaboration of the “world
M.\lory (itself about 30 typed pages, not including city histor-
fes) for the locatlon. 1 try to Include 2 couple of new moust-
ers (or modifications of old ones) each ¢

AREAS
The Nannm.a-
area was settled early in history, and has
frequent uy besn the ‘i bject of dnsp«ze .u.u then.” It Includes

Vadron, Bendak and the island of Yu
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The Ringstates

This area Includes Zorron, Yedon, Tarron, Koinn, Promin-
ar, Thressl, Gakirron, the desolated Island of Tokk and the
Catacombs of Grond. It Is the most ancient area of human
habitation, and has been the centre of several major empires:
the Maezon group of citystates and the Thressian Confed-
eration (the "Old Kingdom") being the most notable.
The Western States

This Is almost a misnomer, as there are only three

countries left. One is Hlorian, a race of near super-humans,
who have a great citadel in the mountains. Another is Keleb-
carak, whose port of Lunan is an Important one. The other

Is the Empire of Aargarron,
over all the other countries (In the present age Darn's Weald

which has progressively taken

and ScianKordann have fallen). Aargarron is currently threat-
ening Gakirron, a large Ringstate with a small population
and army.

The Lands of Mystery

Vonn, the chief mercantlle nation, Is the only commerc-
fally important city in this area. Mutan (see TDA 17) is
also here, as Is the curious Crystal City and the Island of
Atlan.
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) 2
JOINS TO SECONO MAP

e river
e forkfied wall

The Archipelago of Chraos
The infamous Citadel of Fire Is In the land of Equivok

er,
South are the Dragonlands where the Thraon! (drsconle
humarnolds) live.

The Lizard Lands
Dzurgrdz Is the de facto capital of this area. The
structure of the lizardlings Is Incomprehensible, and
caliz s wiige: - dagse Cvou)d Lventur€ tensopialony es o the
existance of separate states ther

The Wyrdwilder

area North of Kordann once contained prosperous
nmom. pamcux rly the barbarlan cities of Jann and Kelphi.
This was desolated by Lonni the Lychwitch in the Controlled
Ohruseation:

The Northern Forests

To the North of the Wyrdwilder we- s foreers of
the Elves, and other less savoury things too. There are
distinct nations here, although most humans don't understand
the distinctions.

MAJOR DEITIES

The Sgider Gods
jods of creation (see TDA #5) were Koinn ond

Crostoven, * Kol died In the. genesls of the  other
but Crosovan atil rules as the goddess of the less tnendly
side of nature: she is the crone goddess of the new
Chronill_the Dominator

The of Controlled Obfuscation was due to the
effects of this deity; he created the Chaos Hordes of the
Orklings, from which all the Giantkinds have come.
the Lychwitch commanded the Northern Orkling army.
("the Fence-sitter")
god of entropy, and of compromise.
He created the first four men to appease the Dwarves after
Kordd's curse (wmcn el R ey e itself).
Fensar Is the Chief deity in the more conservative areas
of the ngsmes (whlch is saying something).
Kordd the Instigator

K was once
Dwarves, but few of either kin worship him now.
important creation is mankind, after Fensar's model.

Fensar_the

ensar is  the

the chief god of both Elves and
His other

Mistel - Goddess of the Air
Mistel was quite heavily involved in "The Necropolis
of Pard", but since then she seems to have surfaced little

in my writings on Wyzardree. She is the goddess of the

Silquirrin and all creatures of the air, and her priesthood
rides pegasi.
Menulla - God of Thieves and Tricksters

My campaign is full of anecdotes about Menulla, but

he has never done anything very earth-shattering; he's just
not that kind of god.
Mustark
The players in my campaign are usually prepared to
give temples of this god a wide berth. Mustark was written
in an early edition of TDA and, if anything, has got
nastier since then. He Is the demon prince, the god of
Dragons, and lord of many sorts of undead.

Sart is the twin of Menulla, or at least was at first.
Some sages suggest that there are a whole pantheon of chaos
spirits forever struggling for ascension and that the "god"
at one time might be quite different to that at anothor.
Certalnly Sart has a great number of. demi-gods, causing
trouble ‘and mischief for a few years before disappearing
for & long: time. "Sart” is responsible for the chaos fleld
u (see TDA #17).

Tenthis - God of Truth
The most lnrluenml god of the Ringstates is Tenlhlx,
age

god nl Tmzh. mage is on all the colnag

16), and his chief (empl: is in Tare. Outside the Rlnp(u(es
fistaricenneis Haslo)
Tinuwyl

She s the goddess of the crescent moon, the huntress,
the maiden. Tinuwyl is neither compassionate nor particularly
cruel.
Ukkwahl -- God of Fire

He is the god of the Cocodrillae (see TDA #17)
the chief god of Bannath. Outside
is Just a god for fire creatures.

and
those areas Ukkwahl

21



Vorwen
She is the third nature goddess, the spirit of the full
moon and the mother. She is widely regarded as the goddess
of fertility and nurturance.
Cordra
The Octopus god of the sea is Cordra, who was once
h

an evil god of vengeance. He has moderated somewhat
now, and is a fisherman's god.

Thonga - God of Mysteries

Enigmas, riddles and puzzles are the provinces of this
wise god. Or perhaps were, because he disappeared following
the confrontation with Mustark where Cordra won back the
realm of the sea.

TIMELINE

Age of First Flowers (Sages estimate 2000 years). Wyzardree
created, initially populated only by elementals. Kordd creates
Elves and Dwarves. Much feuding. Kordd curses both races.

Ist_Age of Men (approx. 500 years). Fensar creates first

humans: Hlorion, Grond, Vlad Merion, Kordd creates
12 tribes of mankind. Maezon civilization develops: main
citles Zenthis and Zor. Ringstate citles established.

2nd_Age of Men (approx. 500 years). Paradox, Mortha,
Lunan established. Mortha rebellion defeates Hlorian. —Tokk
established. ~ Mortha established empire, defeats Vonn in

80 years' war.

Age of Dragon Herds (approx. 500 years). Mustark creates
Dragon Herds. Citles fall In this order: Kelphi, Mortha,
Scian, Gak, Prominar. Fall of the Citadel of Fire where
the Dragons were hatched.
The Dark Tide (approx. 500 years). Sirzani, a malevolent

pirates _established
reunites Ringstates as the
of Vador established.

Ekan, slays Tarva. Vonn, Vador and Thressian Confederation
defest Anyu pirates with aid of gods Cordra and Thonga
with the Pearl of Glisten.

The Controlled Obfuscation (approx. 500 years). ~Creation
of Orkiings by Chronill the Dominator. City of Aarg re—
established, Desolation of the Jannlands by Lonni the Lych-
witch, Southern Orkling army Invades Northlands and Ring-
states, does well until defeat at the Battle of Pard. A
mountain falls on Ringstate capital (Thressi); hence collapse
of Ringstates. Jihad of St. Laith (see TDA #16) wins
back Ringstates. Aarg takes Garvan (the city where the
Silverwraithe Lady was built).

The Renewal (present age). Aargarron empire takes Darnhold,
then Sclan Kordann. Bannathi takes over Yldenar, renamed
"Bannath”, Present day: 475th year of age.
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SCRATCHINGS
FROM THE VAULT

I return to the crypt yet again. This is the third
of my articles on the magnificent "Call of Cthulu."
game, and the latest in the department I hope to see
a permanent feature. However, unless the Mi-Go have
been intercepting the mail, I notice a distinct lack of
feedback, response, etc. Please scrawl down your views
of the game and your varients for future inclusion in
these pages. Remember, if you do not reveal your
darker fears, they may yet become real

And now, my decaying masses, I unveil...

PSYCHIC FRILLS AND ECTOPLASMIC THRILLS.
The Extra-sensory paranormal in CALL OF CTHULHU

the sixth sense, call it what you will, but
the ability, fictional or otherwise, of the human mind
to fathom things beyond the confines of normal exper-
ience has long remained a fascination, and one that
has been represented on scores of occasions in the hor-
ror genre. By and large, Chaosium have left this aspect
out of their game, for it does not have a place in
Lovecraft's works, which attributed all bizarre dreams
to the machinations of the Cthulu Mythos. The only
example Chaosium have given us in the form of a con-
crete NPC is Paul Le Mond, from the Fungi from Yog-
goth. Le Mond is a gentle young man of rare and acc-
urate talent, and because of this accuracy he can hard-
Iy be used as a guide for psychic PC's, or even for
furthur NPC's, who would just be seen as an extension
of the same.

In lieu of other material, I present the following
varients for introducing psychic investigators into your

e
er or not a PC is a "shiner" (after Stephen
King's fashion), and how to integrate this into your
campaign.

New Professions.

MYSTICS, MEDIUMS, FAKERS, CHARLATANS,
MAGICIANS —' All are familiar figures from the occult
revival, but unrepresented as such in the game. Obv-
fously there are two types — with " legitimate
talent and con men. I suggest the following professions
be offered to players who wish to play characters of
this genre:

MYSTIC

Astronomy

Psychoanalysis
Psychology
Sing

MAGICIAN

Chemistry
Credit Rating
Debate

Fast Talk

Foll Restraints
Pharmacy

Pick Pocket
Sleight of Hand

Both professions have an income of 1d4 + 1 x $1000
annually.

New_Skil

ase chance in both these cases is 00%.

Foil Restraints; iote that this skill is lifted dir-
ectly from Runequest). This is a
manipulation skill. It is the ability
to_position oneself so that chains,
ropes, etc. are applied ineffect-
ively. The chance should be
reduced by degree of difficulty.
Le. there is no chance of breaking
out if you are in a box welded
shut and dropped into Lake Mich-
igan!

This is also a manipulation skill.
It is the means by which a person
produces a rabbit from a hat, or
a fifth ace from a sleeve. It is
an_integral part of a magician's
performance.

Sleight of Hand:

Characters adhering t> either of these professions would
be a colourful addition to any campaign.

Real Psychic Ability ng.

Here I must confess to be delving into the realms
about which I know very little. What I hope to provide
is a playable means by which to introduce the elusive
sixth sense.

My main source material here are the psychic
thrillers of Stephen King—namely Firestarter, The Dead
Zone, Carrie, and most of all, The Shining. Each of
these books presents us with an otherwise normal
person, in a completely normal setting, except that
they are possessed of mental powers far beyond those
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of a normal person. In Dead Zone these are explained
as being caused by concussion, Firestarter makes them
due to the effects of a drug. However The Shining
provides the best explanation ie. none at all. It simply
states that some people have a "shine", which is
stronger in some than in others. As described in the
book by one of the characters:

" A lot of folks, they got a little bit of shine

' now it. But they always
seem to show up with flowers when their wives are
feeling blue with the monthlies, they do good in school
tests they don't even study for, they got a good idea
of how people are feeling as soon as they walk into
the room. | come across fifty or sixty like that. But
maybe only a dozen, including my gran that knew they
was shining.

Obviously the “funipengs could be connected wi-
th anyone with a high however as people inter-
ested in the \inreal snd the paranormal, the second part
becomes the most Intriguing

To decide whether or not a PC is a "shiner" , the
following Covmala Is abstracted for game terms:

POW - 14 x 1%
eg A character with a POW of 17 has a three percent
chance, This is checked for on all high POW characters
check is made by the
Sne “eharacter is completed and finalized,
and he should not reveal the result to the player, and
pre(erahly ot even inform him that the variant is be-

PC is, in fact, a Shiner, the following
charu d.be conmlisd:
ABILITY FREQUENCY

Shiner Frequent
02-10  Sparkling G210 Spasmodic
11-25  Bright 11-25  Occasional
26-75  Average 6-75  Rare
76-90  Glimmering 76-00  Very Rare
91-00 Dim

One roll should be made on each chart to determine
the PC's psychic awareness.

This is all | intend to present in terms of game
mechanics. To categorize the talent any further would
be to reduce it to the mir dless (pun intended) bookke-
und in AD&D and

the way of dramatic presentation. (eg. if | decide that
Shoggoths can pour themselves through the plumbing
and emerge instead of your bathwater, then that's the
way it is, kids), o, like everything else in the game,
Shining is @ tool, to use as y

There are many types of mychll: ability — to lim-
myself to King's books, these include telepathy, tele-
kemu. pyrokenesis and precognition. Although it is up
o you to determine the direction this will take, I will
limie myself to precognition, as this has the most pot-
ential to remain intriguing yet playable in gaming
form. (Although spasmodic telekinesis could be
of fun — the character may be able to light his c:glr\-
ettes without touching them, but will he be able to re-
lease himself before the Cthonians come to collect
him? Failing this, he could always try Foil Restraints
By precognition, I am not limiting myself to fore-
knowledge, but the overall tendency to "know" things,
and to have visions, ( Eg. the investigator's car pulls
ko view ‘of the stables for the first time, However,
Millie, sitting horrified in the back seat, Suddenty sess
that the front seat, dashboard and windscreen are drip-
ping with boiling blood, which is still fountaining in bri-
utspurts from Cedric's headless body. When she
screams, spins to see what is amiss, but now
she again secs. things 25 they are, and camot snswer

to his concern, for she is now not too sure of what
just happened herself. What she has in fact just exper-
ienced is a brush with the psychic residue left by the
murd SR RE A the previous century, by the

had seduced the coachman's wife.
T this ghastly coach which has returned and is stolk-
ing the remnants of the family).

Ithough the above plot comes somewhere bet-
13th" and "Christine”, the illustration

the significance until her research led her to unlock
the family's dark secrets.

most obvious mmg about the above example
would be that the Keeper has it
-enario.

the towering corpulent mass until she's uen the tapes-
tries in the vestry, etc. course, as a final resort
to edge ‘on swuck ‘parties, I they have lgnored your
clues via Know and Idea rolls, is to throw in a partic-
ularly potent vision.

The Flashes can come at certin times, like when

ways to work is Vi
allegorical and mislesding (or downright Vague) as
desire, Yo also describe npeychic. PC's
dreams in an effort to excite them, and otherwise lead
them up blind alleys.

These blind alleys are most important — try to
give at least one red herring for each goldmine. Acc-
urate but irrelevant flashes are a lot of fun — seconds
before the crazed screwdriver murderer struck, Horace
remembered where he had left his Diner's Club card.

Possibly the most important thing is to not overdo
it — ie. a vision every adventure is liable to be ted-
ous, as the Investigators! while away the hours discll
ing moonshine while waiting for Edward to have his
brainwave, so that they can get on wit the case
to a particular scenario

them insane trying t
ater, the facts unfold at last. And even then it might
be inaccurate.

sepertshodld ot appls: thes precediag foommlan
o NPC';, but should decide for n
e e o e
and infrequently.

Overall, the PC must decide for himself whemer
at

many SAN and POW draining vision and dreams; th
will candidate scenario which

SR be first choice for the attacks of gl

res, they may experience difficulty sometimes
i distinguishing between fantasy and reallty, between
ghtmase and waking. Hopefully, their (obviously) high
POW and

SAN should ensure their survival. The
role — playln; possibilities presented to the PC are as
great as the dramatic possibilities presented to the
Keeper.

Suggested bibliography: "The Shining.", "The

d Zone", "Fire-
starter,” and_"Car
ie". All by Stephen
ing.

Filmography: All of the above,
us
"Scanners" and "The
ury”,
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MIND GAMES

CHESS SETS ‘DUNGEONS & DRAGONS'
TRADITIONAL GAMES SCIENCE FICTION &
AND PUZZLES FANTASY GAMES
BACKGAMMON ‘TRAVELLER'
MAHJONG GO WAR GAMES

EDUCATIONAL AND PLAYING AIDS

FAMILY GAMES
MINIATURES & PAINTS
ADULT BOARD GAMES
GAMING MAGAZINES

BUSINESS GAMES
SPORTS GAMES

PLAYING CARDS &

DICE GAMES ACCESSORIES

WORD GAMES 2 \ PUZZLE AND
Y o GAMING BOOKS

ELECTRONIC GAMES

WOODEN PUZZ (INCL. CHESS &
JIGSAW PUZZLES HEEOAMON,
COMPUTER GAMES &
ABSTRACT AND FTWARE

STRATEGY GAMES

AUSTRALIA’S PREMIER
GAMES STORE

MAIL ORDER BUYERS!
* HAVING TROUBLE OBTAINING THAT OBSCURE GAME?
* TIRED OF SENDING OFF CHEQUES FOR GAMES THAT ARE DISCONTINUED?

* SICK OF ORDERING FROM CATALOGUES THAT ARE PRODUCED 6 MONTHS
BEFORE THE GAMES ARE AVAILABLE?

BETWEEN OUR SIX STORES WE STOCK THE WIDEST AND MOST COMPLETE
RANGE OF GAMES AVAILABLE, AND WE PROUD OURSELVES IN HAVING
THEM LONG BEFORE AND LONG AFTER OTHER SOURCES HAVE DRIED UP.
OUR PRICES ARE AS GOOD AS, IF NOT BETTER THAN OUR COMPETITORS
AND WILL NOT HAVE A LOADING ADDED FOR POSTAGE.

SO ASK US FOR THOSE OBSCURE GAMES AND BACK ISSUES OF MAGAZINES.
WE WILL REPLY BY RETURN MAIL AND HOLD THE STOCK UNTIL WE
RECEIVE YOUR ORDER.

MALVERN CITY, MidCity Arcade, STH. YARRA CANTERBURY ~ FRANKSTON ~ SYDNEY
275 Glenferrie Rd 200 Bourke Street 591 Chapel Street 103 Maling Rd 6 Thompson St 27B Wesley Arcade
836-2080 783-8054 133 Castlereagh Rd

509-3174 663-4603 241-7745
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QUACKINGS FROM THE PERD

Ducks are a race of cursed humanoids, they represent the
true physical example of Godly revenge; for the lack of
providing a force to combat a growing evil army they
were set apon by the God's malevolent, terrible rage.
It is not known whether they are ducks cursed with
intelligence and arms (rather than wings) or as humans
cursed with bills, feathers and webbed feet (the ancient
fight against the evil juggernaut required the rapid form-
ation of adversaries from all forms of animals, birds and
beings).
These creatures are stout, plucky individuals
personalities are shaped around their natural wish
or “racial purity_andn/ catinot distrat af il iexternal
religions. Most Ducks are not socially active, prefering
to keep elationships restricted. to solooted Inawiguals and
otherwise acting in a reserved (shy?) manner. However,
some of these creatures have been known to except his
or her lot in the birth-stakes, and to regard life as a
hearty feast of carousing and merrymaking.  Ducks
(although  severly conscious of their lack of racial
heritage, loyalty and tradition) are sly and dogmatic
fighters. Fueled by the humiliation of their predicament
they are casily provoked into showing their personal
valour and fighting mettle. Ducks are therefore suff-
icient warriors - although not well known for their
physical fighting attributes.

Ducks live for eighty to one-hundred years on
average, maturing at the age of sixteen years. As they
get older they start to moult feathers infrequently -- the
color of their feathers will also begin to pale. Ducks
have live births rather than eggs, but a birth will consist
of one or possibly two children at most.

A colony of Ducks will usually be self-
sufficient, living away from the habitats of men and
shunning travellers. A normal 'tribe' establishment will
reside near a large body of water, within any type of
terrain (not including cold, icy regions). They will live
in mud and straw huts, prefering a simple lifestyle even
though they are more than capable of sustaining a higher
orm of living. The population will number between
fourty to three-hundred Ducks, one-third of which will
be able to fight if needed (protected with leather or
chain and armed with bows, spears, swords and shields).
There will be two to six Druids (there is a 25% chance
that one or two of them will be Magic-Users) who will

for gold within the river beds, etc. As a society they
are neutral and reserved, although most Ducks are lawfull
both in nature and outlook.

As a race they are short statured. Their bodies
are covered in a fine layer of feathers that range in
color from white through light-yellow and pale-brown to
pure black. They not strong or heavy-set but are
compensated for this disability by having a good dexterity
and constitution.

Racial Characteristics

STR: -2 DEX: +1 CON: +1

Strength deductions are due to the Duck's size
and build. A dexterity addition is given because of their
natural_swimming skill (dexterity being the prime float-
ationpropulsionrequirement).  Constitution is given
bonus for two reasons: 1 - swimming continuously in Cold
o enould be. o some benifits 2 — the layer of
feathers on the skin will make a Duck's body warm, slick
("water off a Duck's back") and rather thick (this doesn't
help deflect insults). The charisma deduction is due to
the Duck’s rather strange appearance, this deduction does
not count when NPC or other PC Ducks are involving
themselves in a visual appraisal of the character.

Height

CHA: -2

Average height:
Female 50 (+1-4 -4)
iy o A
Height Delermma(mn.

o:(under) ~ 30-70:(average)

71-00:(0ver)

Weight

Average Weight:
Female 100 (+1-4 or -1-8)
Male 110 (+1-4 or -1-6)
Weight Determination

01-35:(under) 36-64:(average) 65-00:(over)

Swimming is not only a pastime for Ducks, it
Duck fishermen and sailors are very
common as the entire race is made up of exceptional

on water, and can wear avy
Beczuse 07 this affiliation with waler Ducks ha
resistance against all adverse weather conditions (not
including heat extremes).

Ducks may the following weapons
(because of size and strength): any polearms, poleaxes,
lances, two-handed weapons, heavy crossbows and long-
DA ey A employ large shields. Armour also
has its own problems -- it is easy enough for a Duck to

get body armour of iy type but extremely time-consum-
e costly to get a full-faced helm and webt ~shaped

respect and seek good, reliable compan-
fons. ey wil uohold such \ongaterm friendships. from any

ace as they value comradeship higher than money or
fams. A Irie tested relationship will help Ducks
persevere usually insurmountable problems and in turn the
Duck in question will endow his or her friend
quidance, personal protection and unswerving loyalty. This
coupling of two or more individuals does however take
time. Ducks may initially distrust outsiders, mistaking
open friendship as a mockery of their racial background
(or whatever). But once established a character could
not ask more solid and reliable acventuring
companion. A valued friend is like a new family member
and as stated earlier, is worth more than riches or public
renown to a Duck.
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Halflings are much Ilke Ducks in certain
respects; Ducks enjoy self-indulgence very much and
prefer the company of fellow Ducks (this rotects. them
from embarrassment and gives rise to mutual self-pity
They are quite apt drinkers, consuming alcoholic
is a skill easily gotten and often leading to
frequent malpractice. Eating is also a much favoured
form of _relaxation pleasure of tantaiizing the
taste-buds is a seduction not easily ay

Duck characters can be either Fighters, Magic-

e limitations for _classe:

Fignters -- 10th Magic-Users - 12th; Druids
14th; Thieves -- unlimited, NPC Ducks may be Clerics
(only if living in laige water-bearing areas, ie - river
Geltas). An NPC Duck Fighter or Magic-User may
advance to a level no higher than the 15th.

Ducks may communicate with pure bred water-
birds, they can also speak common and their own racial
language (rather like a staccato gutteral quacking). They
also have the natural ability of determining the depth of
a body of water (by ‘sounding-off' atop the surface) the
rough temperature, currents and type (salt, pure, hybrid,
spring, volcanic, ect).

ick.

note: this article was inspired by
'Rune_quest' Ducks but is not a direct transformation of
information and stats.

DUCK DEITIES

he gods of the Ducks are the only pantheon known to
have not played a part in the Duck curse., These gods
reside in a void that represents a water-locked castle
This massive construction is merely

and magnificent clumps of lilly-pads and other water-
Atop this_tranaull, translucentbady of liquid
e they contemplate their sub-
jects, think about various oersonal baliefs and argue about
the frail disposition of mortal life. Most of their godly
time is spent swimming, either alone or whilst conducting
2 longthy’ conversation {concerning some obscure happening
in time long lost) with a divine companion. These gods
will appear on the Prime Material Plane every so often
to intervene apon some hapless mortal's life, offering
divine consultation or a reprieve from impending death
(this improves public-relations and is good propaganda).
The water in their heavenly 'pond' is extremely
pure; untainted by corroding mortality or envenomed evil
it will always retain the virginal essence that grants
it its magical powers.
the drinker of all wounds and pains,
any feelings of weariness or moral disorcer (guilt, ect)
and leave the consumer physically and spiritually

>
3
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cleansed. These powers are nullified if the liquid is
collected in some receptacle or otherwise transported
y from the 'pondage'. Any person or creature can

orink from the ponﬂ' regardless of alignment or race --
however, if the Duck gods do not desire the individual
to gain the nenams. all the curatives will disappear.

large castle is the infrequent resting place
for the gods. Viithin it is a confusing, maze-like conn-
ection of corridors, walls and doors; all lavishly furnished
and impeccably clean, This impressive array of luxury
adorned rooms is where the gods perform their admin-
istration and book-keeping functions (its not all fun and
games up there you know!). Any uninvited guest into
these hallowed halls will automatically feel i
placed and very uncomfortable. This unease will continue

If any combat should
suddenly materialize indoors (if characters are assaulting
deities, the DM should be shotl) the attackers will not
be able to draw weapons or swing them, spells will be
forgotten and psionics mentally 'blocked".

The Duck gods know that if their worshipers
lose the taint of their curse they will become
humans or true ducks. Once this happens they will either
lose their flock ~r become the Geities of real, unintell-
igent ducks (this is not a bad future for a duck god).
It is only because of the anger of some other gods that
these duck deities have intelligent followers -- because
of the nature and power of entire pantheons every god
eventually receives worshipers in the mortal worlds (it
is mere speculation that mortals are made for select
deities or vise-versa) regardless of the time-span of these
moral relationships. It is the eventual fate of the Duck
gods to fade into historical obscurity.

suddenly

TRISARQUE
God of Flying & Wind
Greater God
ARMI 2
MOVE: 12" (fly 4
HIT POINT

5 3|s
NO. OF ATTA(
DAMAGE-» AYTACK* 212 (+3)
SPECIAL ATTACKS: see text
SPECIAL DEFENSES. +3 or better

0 hit
MAGIC RESSTANGE: 80%
SIZE: M (5'8")

aotic Good
VORSHIPER'S AL 10N any
SYMBOL: silver feathered

wing
CLERIC-DRUID: 16th level Druid
FIGHTER: 15th level Ranger
MAGIC USER-ILLUSIONIST: 16th
level Magic User
THIEF- ASSASSIN' )
MONK-BARD:
PSIONIC ABILITY: 11

STR:18 INT:25 IS8 DEX:23 CON:19 CHA:18

sarque is that Ducks see as the
representation of _ their mwong desire to fly. He is
quite tall for a Duck and has wings rather than arms -
these still allow him to grip and hold objects as they are
very supple and easily contorted. His feathers are a
pure, glossy white.

This god is the physical embodiment of the wind

this god is unpredictable, showing
mindless anger one’ minute and mercy the next. It is stil
Trisarque's will to ensure that his followers gain the
benefits of his element and that others do not t
seriously influence nature's aerial current.
will appear to beings on the Prime Material Plane as a
shadowy, wispy outline that continuously shifts and
billows.
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The staff he carries is a powerful artifact -
it can bestow apon anyone the power of wingless flight
for several days (at mostl. It can also render flying
objects inanimate by just pointing the staff-head towards
the desired target (magical flight must save vs wands at
-4). The final aility of this wondrous object is that it
may call any winged Creature to the summoner's aid
instantaneously. The bearer of this staff may therefore
never be attacked by an aerial creature.

TR himself can control the winds in a one
kilometere  ra His slightest mental command can
call" forth -whirhwinds, hurricanes or toradoes, Bt he
may also stop the weakest breath of air from blowing.
His ownership of the winds is complete when his powers
are coupled with those of the staff.

Ducks will worship this deity in the hope that
he will, in the future, grant them their wings and cast
away their arms. Flight, to his followers, is a sorely
missed mode of transportation and pleasure. But the
worship of this god is not purely mercenary in nature --
every being shows respect for this entity as his element
is a part of day to day life that could lead to global
disaster if permanently tampered with.

PHAF

God of Swimming and Water
Greater God

ARMOR CLASS: -4
MOVE: 12" (swim 48"
HIT POINTS: 342
NO. OF ATTACKS: 1 bite
DAMAGE-ATTACK:
SPECIAL ATTACKS: see
SPECIAL DEFENCES: +3 o etter
weapon to hit
MAGIC RESISTANCE: 80%
SIZE: M (6'4")
NHENT: Lawfull good
V/ORSHIPER'S ALIGN: all
alignments
SYMBOL: gold waves
CLERIC-DRUID: 14th level Druid
FIGHTER: 16th level Ranger
MAGIC USER-ILLUSIONIST: 16th
level Hiagic-User
THIEF-ASSASSIN: none
LIONK-BARD: 8th level Bard
PSIONIC ABILITY: IV

STR:21 INT:20 WIS:18 DEX:25 CON:25 CHA:21

Phaf is the most popular of the Duck gods. He
is the physical embodiment of water. His interests lie
in the well being of his aquatic and amphibious followers
and the continued protection of rivers, seas, lakes, springs
and the like. He will also, on occasion, help swimmers
of any race (or religion) if they are in dire need of assis-
tance whilst traveling across his element. Phaf is, to all
Ducks, a hero of incredible swimming feats and the only

he will mostly aid Ducks if they seem to be in need of
his mighty powers -- it is said that he loves Ducks as
much as he loves water.

he god's feathers are a light gold color, he is
very handsome and incredibly well-built. He can swim
without rest and in any body of water, regardless of how
rough or stormy it is. He can also hold his breath for
very long long periods of time (some say several days!)
and can dive to the bottom of any depth of water. His
he can control the currents,

radius. Every round he can call forth water-spouts or
whirl-pools to harass or attack his opponents -—- i
he can also command all aquatic
life-forms (from prawns to whales and sharks).
magic collar around Phaf's neck will allow
the god to change his shape at will into either a human,
et dickiar Tl G e protects him from all
adverse temperature changes thus it is a powerful
magic item both in water ‘o on lands
Phat naver woers anything but & simple loincloth
and his collar, He sometimes appears as an outline of
vapour, swirling and damp. He is the et active af the
three gods listed here, always willing to aid his
worshipers in some way.

SLEU FENG (GLUM HEART)
God of Apathy and Self-Pity
Lesser God

ARMOR CLASS: 6

MOVE: 8"

HIT POINTS: 163

NO. OF ATTACKS: none

DAMAGE-ATTACK: none

SPECIAL ATTACKS: none

SPECIAL DEFENCES: seo tex
< (see text)

ALIGI AN Neotral (True)

WORSHIPER'S ALIN: Any

SYi4BOL: black cloud

CLERIC-DRUID: 16th level Cleric

FIGHTER: none

MAGIC USER-ILLUSIONIST: 18th -
level Illusionist

THIEF-ASSASSIN: 20th level Thief

MONK-BARD: non

STR:16 INT:21 WIS:18 DEX:21 CON:18 CHANT
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Sleu Feng is a strange god who always wears
a pure black robe that never shows folds, wrinkles or
lines, His feathers are light brown in color and he
constantly has on his face an expression of sullen
dejection, boredom, distain and lazyness.

His worshipers are a dull, drab ot who feel
little towards any job, object or living thing. They see
no or very little love and pleasure in the world and have

ds and a cold, unfeeling mortal world.
These characters who are both lazy and resigned to their
fates will find that this deity embodies their pathetic
lifestyle.

This god will not help any of his worshipers
regardless of what problem they face. It is his desire
to turn a blind-eye to those around him and to continue
to mentally sow the seeds of self-pity.
big a problem to get involved in — if something arises
he will leave it to be resolved by another god or being.

Anyone who even thinks of attacking or harming
Sleu Feng whilst being within 500 meters of him will
immediately become demoraliz feel ill, worried,
pathetic, lazy and scared. If an attack is still impending
and within 100 meters of Sleu Feng the aggressor will
have to save vs spells (at a -6 chance) or be dismally
forced to 'not give a damd' about anything - this lasts
for 1d10+3 turns. If the attacker actually gets in close

‘e robe (this
will also negate long-range spell attacks) and all physical
assaults  will merely brush  through robe

contents as if the attacker has struck at air,

QUE

Duck Hero

ARMOR CLASS: -6
HIT POINTS: 147
CLASS: 20th level Ranger

ALIGNMENT: Chaotic Good

18(00) INT: 17
: 14 DEX: 18
CON: 19 CHA: 16
Que is the greatest Duck fighter to ever grace
the mortal world., Her deeds and legends are common

Duck folk-stories, often told to inspire young Ducklings.
Her bravery and tenacity in combat is unsurpassed in
Duck lore and even promotes respect in other races. She
is a worshiper of both Trisarque and Phaf and is usually
employed by these two gods to do their
Prime. Material Plane.
her race is t! important motivation force
that calls forth epic adventures and passionate daring-do.
Que wears +2 plate (made from very
alloys) and carries a +2 sheild.
+3 Vorpal long-sword and may

light

On the index
finger of her left hand she has a ring of warmth, on the
the right hand she wears a ring of infravision. The helm
she wears is a Helm of Flying (unlimited - fly at 24")
and her gauntlets are those of swimming and climbing.
Lastly there is a Cube of Frost Resistance (double
poweers) hidden within the rim of the sheild.

The tomb from which Que draws her Magic-
User's spells contains the following enchantments:

First Level: Comprehend ~ Languages; Friends;
rtal; Protection from Evil; Read

Unseen Servant; Write,
Invisibilif

Hold
Magic;

leep; 5 Write,
Second Level: Detect ty; ESP; Invisibility; Rope

Trick;

any given situation Que will not ask for
compensation or a reward for any ne, but the
offer of food or shelter for a short period of time is
always welcome. She is very and friendly to
strangers and known _individuals alike, courteous and
pious.  If, however, someone acts selfishly or blatantly
abuses her or race she will retort vehemently and
then lose all further openess (possibly becoming aggressive
and arrogant). If the situation worsens she will then
become obtrusively vulgar and resentfully clamourous. An
argument could very easily lead to violence.

The RDF

A Duck Institution

The 'Old War' was a bloody and very costly
conflict that created powerful nations, enduring pacts and
maimed enemies. The dismal, gore-stained and magic-
scarred battlefields saw many beings rattle out their last
mortal breath, and hundreds of creatures stiffen in black
pools of their own thick blood. The new land was built
over the rubble of the old, burying the skeletons of the
dead, of every race that had fought for glory and died
in pain. The proud heads swung high, the bright banners
snapping in the wind, the brave cry from silver horns -
each passing season the formation and usual dis-
integration (read annihilation) of quite a few  traditional
and sometimes innovative racial forces (for example -
the Dwarven Interdiction Terrorist Squad,
Barg Kause, that went deep into enemy territory, raiding
supply caravans to inject Rot Grubs and frozen Cerebral
Parasites into food and water consignments). Through the
tortuous memory of corpse-ridden waste-lands one can re-
call both the infamous and the glamorous units that
served tours. Faces standing before the foul secretion
of war, the tangled maggot-fodder, these faces bring to

the surface names and places from the time-glazed
mental recesses. One such corps that remains botl
famous and operational is the Regional Duck Force

or
campaigns). The Ducks of the Ist Marines were
with a strong desire to refute their ancestor's pacifist
path to the Curse.

29



‘Organizatior

The 1st Marines is a force made up of over 600
personnel, of which under 8% serve administration
functions. The formation of this group is as follows:

There are six companies, each containing five
sections and being run by a senior Officer. There are
thirty sections, each made up of two Squads, each Section
is run by a junior Officer. Each Squad has ten Ducks,
there are sixty Squads in the 1st Marines. Squads are
run by two NCOs, thus having eight Duck-at-Arms. The
final unit is the control body, involving eight senior
Officers and six senior NCOs; this is the Command
Group.

Deployment:

Each company, as stated above, has five
Sections -- these are divided into the following class-
functions. There are two Light Infantry Sections, these
are sub-divided into a total of three 'grunt'* Squads and
one Archer Support Squad. There are also two Amphib-
ious Assault Sections, these are sub-divided into four
Heavy Infantry Squads mounted on Rhinos**, The last
Section that makes up a full Company is a Special
(Heavy) Veapons Support, which has a ship-mounted cata-
pult Squad and a Giant Frog-mounted crossbow Squad.

The 1st Marines have a very 'pure' military
history, untained by defeats (this does not mean no heavy
losses). The Ducks of this proud force have heiped to
right the ancient wrong, perhaps stepping closer to the
end of the Curse. Of tne 'Old War' battles there are
many, and to sober the spirit of victory there are also
many bleached, twisted Duck bones in the gritty bowls
of the land. One such victory is worth briefly recount-
ing, it was the campaign for the Bitter-Sea Isles. The
Isles were of more political value than military, once

fought against the vile lowlife of the Grim Pentad.
Once such Island in the Bitter-Sea was Menthet

to invade this gaunt place with elements of two other
units in support: the Light Scout Cavalry (Pegasi mounted
Elves) and the Heavy Long-Range Tactical Strike Group
(mercenary Rocs). The Menthet Isle was a bastille of Sea
Orc Regiments, Sahuagin Commandos ar\d Shark Squadrons
either dug-in or hidden in sea-ca Pre-emptive air
strikes Rocs kept the Gafendr's heads down &
the Ducks prepared themselves.

The sky was a moody of dark, heavy
clouds, the sea a grey, white-capped fury throwing chill-
ing spray into the haif-dusk’ light. In this restiess sea
the Ducks launched a two-pronged invasion aimed at
demoralizing the enemy and crushing his position. The
stormed battling the humid,

the huge clouds above broke, vomiting forked slivers of
lightning groundward and booming out peals of earth-
shaking thunder. The rain fell heavily and without
The Amphibious Assault Sections had traversed
the Isle, bobbing erratically through the boiling sea,
cresting heaving waves. The sea-tossed troops soon rode
their Rhinos into the fine sand beach, charging through
the rubbery green jungle towards rain-soaked rear supply
dumps. Once the 1st Marines had secured deep footholds
in the defence lines Aquatic Elves were transported
through the deluge to land on safe beaches to aid the
fight. Several hours later the enemy survivors were herd-
ed, wounded and sullen, through the glistening tangle of
vegetation to be taken aboard troop-ships. The restless
ocean washed up bloodless, pale bodies of Ducks, Frogs
and Rhinos onto the sands. So it was that the Island was
returned to the Elves, the st Marines prepared to invade
the next Isle.

+ - 'Grunts' is the nickname for the Infantry, Duck
Light Infantry wear chain and carry Shields, swords,
Heavy Infantry wear Plate and carry
shields, swords, axes and maces.
+» —- Rhinos can swim and are thus used as heavy trans-
port. They are only required to swim short_distances,
from a troop-ship to the shore, usually a distance of
under 500 meters.

TRIPPING OUT

(One of an
Fantasv Trip

regular series of articles concerning 'The

)
WHERE THERE'S A WILL.

beginning  wizard of reasonable _intelligence,
illusions are amongst the more efficient and versatile
spells at his disposal: so long as his opponents aren't
As he gains LQ., he becomes capable of
casting larger and more powerful phantasms. Yet,
he grows more formidable in intellect, surely the forms
e can create become possessed of a greater subtlety
and sense of life? Surely they become more believable?

Not so, for as the character's creations become ever
more vivid, his victims can still believe on a 3-dice roll
vs. IQ; a feat that even the
population can achieve about 33% of the time. Th
same is true of the various

of resisting the fatal web woven by an 1Q-20 e
ress is no more difficult than for an 1Q-13 amateur.
This doesn't ring true to m:

It turns out that the willpower of the casting wizard

Simply divide the 1Q
the remainder as a modifier to the roll.
Since the average roll of a D6 Is 3.5, this results in
o YoV sioat i in the wizard's skills as IQ
increases.

To give an example: an 1Q-9 fighter is trying to dis-
ing he thinks is an illusion. If It was
mage, then he must roll 13/4 = 3 dice

must roll 8 or under
en the roll

be better off fighting it!
by AR. Fisk.
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WE WILL NOT
BE BEATEN
ON PRICE'!

That’s right — the Games Parlour has the best pricesin Australia

PLUS

* MAIL ORDER SERVICE

* 3 CONVENIENT LOCATIONS

* BIG DISCOUNTS FOR CLUBS

* EXCLUSIVE IMPORT LINES \'

* BANKCARD, MASTERCARD
VISA — EVEN CASH 2

* NOBODY SELLS MORE
COMPUTER CHESS GAMES
IN VICTORIA!

DISCOVER
<} GAMmEs

SPONSORS OF ARCANACON II

At Arcanacon we will be offering a 15%
discount on standard stock. Also, we're
going all out to bring in new material — see
our stand in the main hall of the convention.

“ Games Parlour

Shop 7 Royal Arcade, Melbourne, Vic 3000. Ph: (03) 63 3592
31A Greensborough Shopping Centre, Greensborough, Vic. Ph: (03) 434 6306
Shop 168 Doncaster Shopping Town, Donaster, Vic. Ph: (03)
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The Stormbringer Scribe

RUNEQUEST COMBAT NOTES:

Runequest certainly has one of the most playable,
and dare I say, realistic combat systems avallable in fant-
asy RPGs, has its own fair share of
"holes'. In this article, which no doubt will soon be rend-
ered redundant by the new edition of Runequest, I have
some suggestions to remedy some of the more immediate
problems.

PARRYING IMPALING WEAPONS:

Over the past two years since I first took up Rune-
quest, one thing 1 have noticed Is the relative futllity of
impaling weapons when used agalnst melee weapons capa-
bl or damayizs them whilst parrying. _Now an impaling
ty, but when you play (as I feel y
shouid) e Crushizg o Slashing options, your trusty o
short sword loses a bit, because whilst it can be damaged
by swords andshort, nonhafted weapons, It cannot Inflict
similar injury to the offending weapons. Perhape xm; Is
more or less accurate, but when a we a
thrusting weapon which successfully impales, it P
the target to avoid all damage whereas a person wielding
a shield would simply have added the armour value of his
shisid to his atal\armolesrather, than stopping the impale
by

parry this blow with my dagger I avoid all damage, but
if 1 should parry with my small shield I would only stop

ints of this damage, leaving my poor armour to face
the remaining 93!).

To remedy this conundrum, and also any sltuation
involving a mounted lance after a full charge (or where
a thrusting weapon s set verses a charge) | would suggest
the follaing taeiuimenie Sekbhee, thom blockiaf All dany

h

thrusting weapon/lance as if it had an armour value equal
to Its maximum normal weapon damage (1d4 or 4 plus 2),

whereas a bastard sword would stop all 11 polints.
Naturally these weapons aren't damaged by the thrusting
weapou, b they can_unly deflect 80/ mich dambge,” TS

mage.
o porhap. faires to.all Concerned and upgradse the useful-
ness of shields and thrusting weapons In general.

Optionally you might. like to allow a character who
parries an Impaling thrusting weapon, a charging lance or
to add his randomly

In reducing the dsmags. Note: in any sltuation other than
those mentioned above, a thrusting weapon parried by a
non-shield will normally do no damage unless it criticals!
Note: Thrusting Weapons Include Cut & Thrust weapons
such as raplers.

Note: Thrusting Weapons Include Cut & Thrust weapons
such as raplers.

SETTING THRUSTING WEAPONS VERSES CHARGES:

One of the most feared opponents Is the mounted
lancer, whose deadly charges have ended the lives of
many ‘erstwhile adventurers — and this is only fair, the
000 years!
an unanswerable
challenge, even a quivering peasant who could hold &
pitch-fork steady for a few seconds could skewer a charg-
ing knight. To reflect this any thrusting weapon (but not
Cut & Thrust weapons such as daggers, short swords and
raplers), may be 'set verses charg
son wielding & set weapon an
the round that the set weapon is used (for the purposes
of calculating the oversil SR of the weapon only) and

ould he successfully hit, he will do his normal damage,
Bt il forgo, Hé owa damags. bomus and. use:Chik of ha
mount charging him. Such weapons, as well as cut &
thrust weapons may be set against charging you on foot.
This gives you the normal SR bonus and instead of using
your own damage bonus, you use a 1d8 damage bonus if
the target of the set weapon has moved more than 10
metres. Note this 10 meters must be In the same round

S el o alof B cnmer
corsep lnm comact with the SRR wIth it
= ctres 'in o0e: round, stops
g ik 7 marm it enabling the defender to set
his weapon.

HALBERDS — VARIABLE CUT OR THRUST:

halberd Is one weapon not ﬁmy uzmm in
Runequest which I feel deserves a more ul =
ment, and certainly I don't believe that yvu can pl.ll

off as the rather simple 'Pole it

Middle Ages In the use of t
and the Landsknechts — In fact so popular did it become
that virtually every monarch in Europe came to arm his

¢ ber bodyguard wich the halberd | classify the halberd
& aciex weapon, altering In its routine from
hrust to cut, thrust_ever, r round. To
reflect this 1 give It the following statistics;

Type/Mode: Cut or Thrust
Basic Chance: 15%

13

EX needed:
Dnmgg— mmu(mmu) or 2d6+2 (cut)
Hit Point

e Ran
Training ekt 200/400/800

The Halberd is a special weapon In that it alter-
from its cutting attack (in which it may slas
normally doing 2d6+2 damage) to_thrusting (in which it

ay Impale, normally doing 1d10+1 damage) and then
back agai e person wielding the halberd at the
commencement of each melee selects which routine he

wais same routine every other round until he Is disengag-
ed. The halberd was a great 'equalizer' bringing peasants
el eqilpped. towammen S o the- polat -hm they
stood some chance agalnst armoured ka igh such
it Is a rather nasty weapon, but agaln, ik an ln(an—
tryman wielding sword/axe and shield should be able
slay the halberdier if he survives the Initlal few o

MISSILE WEAPON 'TO HIT' LOCATIONS:

The Runequest 'to hit' locatlons presume that
are in melee with 8 sensible opponent who shields lnd
parries the area around his chest an

probably quite corect, but when you are belng HEH
R e
he gets to choose where he Is aiming, and you largely
have llitle to say In the matter. 1 belleve that this
problem Is belng remedied In the new Runequest, but I
thought 1 might correct the matter here and now. 1 have
also added a 'to hit' location where the missileman
is above the target by at least two meters.

'To Hit! table I
lGround bevel)
20 He

"To Hit' table II
(Height Advannge)
17-20 He

14-16 e
11-13 Right Arm

16-17 Entn
14-15 Right Arm

11-13 Chest 06-10 Chest
07-10 Abdomen 03-05 Abdomen
04-06 Left Leg 02 Left Leg

01-03 Right Leg 01 Right Leg
wever to counter the increased effectiveness of
i “weapoos under. these. tabies, 1 would suggest the
passive use of shields to add to your armour against
Feialioe Ans SyotaoiSyiaidiugt e m ) A AL i
its armour value to that of his left arm, a person with
s modium shleld may sdditlonaly cover one of -the
following locations: head, cheu! or abdom
declare which), a ith a large shie ld ld ldd
the armour vnlue of his shleld to his left arm nnd either
his chest and head or to his chest and abdome
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Conflict Simulations of Australia and The Jedko Games Co are
pleased to announce

THE 1984 ROLE-PLAYING
MODULE & ARTWORK
DESIGN COMPETITION

Are YOU the proud creator of an adventure or Scenario for an  Generi uies — The Smal Pr
adventure game? If you are and you think your work is as good m e

et you heve soer publishod leowhers, we imie you 0. y boiow e tloof
‘manuscript and maps oul/uslmons in the 1984 prmymg Modr b
ule & Artwork Design Compet (e retur

If you enter, be sure your emry is composed and submitted in
accordance with all the regulations spelled out in the following text
Failure to do so will unfortunately almost certainly result in the au- =
tomatic disqualification of that entry.

The i
in Breakout Magazine. The author of the winning module will also A loast 5000 words 10,000 words. A
receive The . The artist
from Jedko. and black or e bl poit k aro accaptate meda.
The Categories
Role Playing Module
1. A o Ens wil bo
T’ ricamenk ey Curetst ofis sumOM ol srormoted o
counter areas on as many levels or containing as many subsections
as desired. Do not feel constrained by any specific style of environ- (CLOSING DATE: Entries postmarked after 11.58pm on Oclober 30, 1964, will not be
ment; there is none. Specifically, non-dungeon adventures will be  considered. Entries will be acknowiedged only i a self-addressed post card with retum
accoptathe: o
Artwork Design Competition Box 162, Mooroobrk, Viciora 3138,
2. An illustration or illustrations depicting a scene, or sequence
of scenes which may occur, in a role-playing adventure game. The
dlusratin must boin & medis sutabis for reproduoton n Brsekout. g gentos ol tor s o S scolesits
to black and Teceive & free copy of the edition of Breakout in which their work in published. First and
ink on whito ar paper, cokourod lack anl white crawings ot o
colour paintings.
OFFICIAL ENTRY FORM
P
i fom, or
In ot for The.
enrant ¥es/

0 the udes and on ths ofical entry form or copy theel.

Tt of contest entry Category
g Entant
Sanature
Sreet

‘Signature of Parent or Guardian fl entrant under 16
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RELIGIONS WITHIN A CAMPAIGN

by Andrew South

There can be little doubt that religion Is one of the
most important aspects of the system.  From
the moment a character Is generated to the moment
of his death (and even beyond), the gods will have an
Rallglon wlIX colour

enormous his or her life.
the way that a faithfel wocshlpper views lite hale
and difficult sltuations In particular. “Hmes of
deperate’ noed, 8. falthful worshipper (requemly turns
to his or her god for ald — whether this be In or:
of a last-ditch cry for divine aid, or (when this fails,
as It usually does) a spell to raise him or her from
the dead.

The Importance of the divine pantheon is built

into the game, and Is supposedly covered by the inclusion
ol nu Delties. and Demigods Cyclopedia i the ADED
ccanately, some . ntecpretations ot
e tlmats o e i S e
annoying aspect to using this text Is the fact i e
lh= best pantheons were not included In the final
edition. 1 have great difficulty in_understanding why
the exr:ellem Bytteduiiayiia w i inbhidel 1A EACI
Wiza was left £ of.Del Demig:
These disadvantages, however,  are HE compared to
the. cifficulty. of player. knovisdge of the_ gods. listed
therein. As every DM knows, there are players who
can quote Information verbatim from any one of the
AD&D books. Such extensive xnowisdge of the gods
SRR e T My
tion s that Delt 0. Dowigods.is totally, ivaissoates
I feel that any Dan DM s put_considerable work
into his or her religlous system if the campaign is to
be run well o anything less robs the campaign
of much of its individual flavour.

The first step in designing a religious system is
a careful consideration of the divine hierarchy. Are
the gods ruled by a single super-powerful entity, or

an alllance of
falls into the former me;ory,
one where a_triumvira
deckiamiiaeiechmanla
gods.
must be glven o o why
apart long ago by battling delties.
be worth considering

At this nuge, {
some form of creation

Is en Important aspect of any rellg-
e oymen Indeed, some have speculated that it may

the one major mystery that creates the need for
reuslm

The next point for consideration Is the number
nf deltles m be used. favour a collection of

veral extremely powerful religious blocs. Although
lhll entalls lw ‘work (or the DM, another viable altern-
ative Is the type of pantheon where an sbundance of
splinter cults Is spread over the campaign. This involves
considerable effort on the DM's part, but provides the
players with the challenge of running into obscure
religions about which they know next to nothing. My
own campaign Is of the latter type.

Once this has been done, the DM can actually
sit down and begin to design the religions of his or
her world. 1 recommend that this process begin with
a he delty Is all about. Assign basic

0d

tends to fall Into place naturally,
hesitate to draw from traditional mythology, but

chtnge thlugs dround a0 chax cacopaltion'ls made aitieos
af impossible). Make sure that every alignment
e e
one alignment aspect dominates another.

The DM might also like to consider how non-human
races are to be represented in the divine pantheon.
favour the creation of exclusively
non-human deities. The abundance of Intelligent species
in AD&D usually makes this approach difficult If the
number of gods Is to be kept manageable. After all,

if orcs and goblins can have several of their own delitles,
why not every other specles with low or greater Intell-
igence and a sizeable population? y, 1 see
n why non-humans cannot worshlp the same
dely_that humane do, provided of course chat he allgr.

nt and general nature of the god is sultable. Orcs
mlgnt worship the same god of battle and armles, for

ish

However,
and might take the form of such before
ppers. In my opinion, this simplifies things
Nonetheless, DMs willing

non-human _delties might
of ‘articles. In DRAGON magazine on
(55 e e IR ko Spmone e

that magazine lately).

Quite a few DMs will stop here. The gods have
been detailed and their broad scope of control has been
What more Is there to do? The answer Is:
JThis s jost che beging. To lumrate chis
marised below the type of
to ml(llne a religion more fully.
clarified this information In their own minds, yet few
get it down on paper. Following this summary, | have
glven an example religion from my own campal in
order to show how I generally go about it (I know I
can_trest my players Bt to read thh [Ed:
as a once and future player in this excellent camj
1 can only say thet typing It without reading It Is going
new  whizz-bang

female elf,
elvish_worshi
considerably.
Int

defined.
plenty.
1 have

forma
Almost all Dis luve

to prove tricky even with
typewriter!
God's Statistics
Almost everyone covers this area well. This basically

entalls detalling the physical, magical, and psionic capab-
ltls of esch god, along with the powes of any artfacts
the god might possess. Some DMs, however, give their
ot it sud A ks PiatAdh ety act ik good
idea. It Is my opinion that players should never be
able to reach the stage where they can challenge a

deity. After all, if anything is sacred, it would have
L be the gods! Nonetheless, the definition of each
godl powess s Impostant S{6¢ picpoaee mparison.

It may even esary for
anther. ~ although this should be an nbmlnlely land-
shaking event. This has o my own
campaign. At such times, the abllitles of each
must be known. Similarly, the powers
god owns
Wand?
Armour adds immensely to the campalgn flavour.

Divine Agents

Almost all gods will use some form of go-between to
with  their

Such beings will ose most commonly encountered
by players. Their capabilities must thus also be detailed.
nsider carefully the nature of the servants(s).

a powerful & on
the deity may have a handful of demi- god
children that serve him or her. Whatever you do, never
make the istake of creating divine servants more
weful than their masters. The omnipotent Gary Gygax
himself appears to have done this — compare the solars
diicclbod 1a.the:Homiter MimalSIl it acy of ‘s gria
as listed in DRAGON magazine. To do this makes
nonsense of a religious hierarchy. .

Special Familiars

According to the information in the Player's Handbook,
familiars are sent to a magicuser by the gods. It makes

assume that special familiars should not be
listed by alignment, but rather by god. The religion
of a magic-user can then determine what type- of
creature If he or she Is lucky enough to get
a_special y even influence the

‘w8 fomilir. In any cese, the detelling of
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a deity's special familiar is a must if you agree with
the above reasor nsters
to this familiar
f the  pseudo-dragon. Others will
typically be minor spirits sent from the deity's home
plane (such as the Imp or the quasit). Whatever the
choice, its abilities and appearance should be a reﬂecnon
of the deity that the creature serves. As

should then decide what benefits a speclal mmunr i
give its master. These also should be in line with the

nature of the god. Finally, consider how the familiar
is likely to react If its master begins to react out
of alignment. This inevitably causes great friction,

but familiars will react differently, depending on their
alignment and the general nature of the god they

Another point | would like to raise in this area

to the quasit. and the

le text states that they

are "created to spread evil In the form of o mnul.r

does

to @ .. magic-user or cleric."

not provide for the granting of mnul-n G s

Pemupl Sary Gygex changed his mind betwee s
Monster Manual and the Player's Hand!

I ipetas I
favours the familiar as the a magic-user
Nonetheless, | fesl that  clerics. shoutd. have
a chance to qualify for gaining a familler, since they
are sent In my campaign, I therefore
assign a cumulative percentage chance that a cleric
will be sent a familiar on attaining each new experience
level. This chance Is ¢ small, so that familiars
generally are still mainly the province of the magic-user.

Ad:nmedly lolklore

Naturally, a cleric must have been exemplary in

conforming to his or her religion before a familiar Is

granted to him or her. Generally, he or she will also

have at lesst several experience levels and heve proven
r her devotion and worth to the delt

General lnlcrmation

This is the last major section of information, and prob-
ably the most important. It is basically a summary
of the religion for the benefit of the player character
clerics and paladins. It should also describe how the
religion fits ‘into the campaign In general. This type

of Information should not be generally available to the
players, or a large degree of mystery is lost.

strive to glve each religion some
in order to further enhance their differences.
Such bonuses should not be all-powerful. If they are
ngmnunz, the DM can impose an e rience penalty
n the clerics of the religion to compensate for their
added sbilities. Points to cover include the- following.

5

god or demigod, prime deity

Status.  Whether
or servitor.

What aspect(s) of life the

Sphere of Influence.
80d Is assoclated with.
Holy/Unholy _Symbol, The  physical
holy/unholy symbol of the

Religious Cant. 1 use his to revlace Illsnmem
language, which is patently oaiward < es

no logical buh h)r its use. Each

a tongue spoken mainly by his or

pllldina lnd worshippers (along the lines of Druid's

shape of the

Alignment. The alignment of the god.

Temple Locations. The locations of the celtys
major Temples within the campalgn. It may

a good idea to work out the level of the hlgneu
level cleric in each of these temples, so that you
know where the players can obtain high-level spells
f

The alignments considered
in his or her wmshinpers.

Worshippers'_Alignments.
the god

Scoepeable By
Some

o god ‘of travel might ‘sccept worshp. from neerly
anyone, but a god of undead might only want evil
types.

Highest Spell Level. This highest spell
grantable by a deity to his or her clerics.
should relate to his or her status.

level
This

9.  Weapons Allowable. It Is ridiculous to limit clerics
ioch,

of Arioch, Knight of Swords, to the usual club,
flail, hammer, mace and staff. Some clerics have
to be allowed to use weapons beyond those normally
given.

10. ial Spells. Any spells avallable to clerics
the religion, which are not normally allowable.
1 oftes "bormw' apj user usion-

o keep the players on their
These special spells should not be too large
in number, however.

In addition to the above, It Is essential to_include
brief discussion of the " theology and bellefs of the
religion. Obviously, you cannot hope to cover a religion's
history, customs and theology. However, It Is a must
to construct the bare bones upon which the player char-
acter clerics and the DM can flesh out the rest of
the religion. The DM should encourage players to become
Involved In this.

KALNAROS

"Lord of the Dark Kingdoms"

God's Statistics

Armour Class: -7

Move: 9"/18"

Hit Points: 300

No. of Attacks: 3
Damage/Attack: 2d8/2d8/3d10
Special Attacks: See below
Special Defenses: See below
M-yc Resistance: 120%

Allgn ment: Chaotlc Evil
Pstonic Ability: 350
ttack/Defense Modes: Allall
S: 24 (+6,412) : 23 W: 19 D: 22 C: 25 Ch: 4

Kalnaros is demonic in appearance, and horrible Indeed
to behold. He is humanoi

and his body is heavily muscled and extremely powerful.
His skin Is a revolung mixture of red and purple, and
his eyes glow a deep

Kalnaros attacks with two talon rakes, each of which
inflicts 2d8 points of damage, and a bite from his power-
ful taws, which inficts 5410 points of damage. His bite
will  also struck of one life level.
Kalnaros. can only be hit by +4 or better wespons, and
rogeacratos at tha rate of 5 bt potats per round.

Kalnaros conllmlllly ndhts.l = from good in a
100" radius. Al creatures of lawful e, gmd
alignments  that oo wmnn 100" of the

vs. magic, or they will be held transfixed il (hey
either leave the area, or until Kalneros gives thes
permission to move. ‘must de on each

round that such beings are within the affected area.

Kalnaros can use magic as a 40th level cleric and a 25th
level magic-user.

Divine Agents

Kalnaros is served by Alvara, a demi-god spawned many
centuries ago upon this plane. When the N'garl were in

us was Alvara
She was raised in her youth by the N'gnn, but
was taken to the Abyss by Kalnaros when she came of
age. Alvara now acts as divine - Tor- Kaloaros on
many planes. Her abilities are as follows
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“Alvars ("Witch of the Kaife®)

o
“Actack/Defense Modes: AI/AI
S 1847 (+1,03) I 18 W 16 D: 20 C: 20 GO

speus a3 8 very beaulul drk sknned woman, somevas Arbc
Her daminc heritage ' vexrared n T vampire-ie on
Ocher = ‘ne i el e e
o if

brought up amongat_urape
Srough oy
i

and upon re

ek
ity
vhere she has A,m e Bk n! .., .m.em She
y i bepon

N Ithoug
e o Ty o 4.:..... o' he el s can il
& tely more powerful then she.

Alvrs posees tvo magcn wespons that she s frequenly w18 melee

e e’ T " 1 s (NSA). The
G0 3,

i

iacks ‘per tound, two
B st ot gl e .u.m except s outined
b sin ond will make

‘e
e Siuck by o1 wespons or better:

Alvars's gaze causes the creature looked upon
o . e comtct s ot mecomary b A

Finally, Alvara uses magic o5 8 10th level clric.

Special Fami

have a 1% cumulative chance per level
i

Kalnaros' clerics r
irst level cleric has

of belng given a famillar, Thus, a
a 1% chance, a second level cleric a 2% ce, @ third
level cleric a 3% chance, so on. speclal

familiar given by Kalnaros to those he favours Is the

quasit, as described In the Monster Manual. The master
o . iR At oo eaperionce il but perman-
the creature dles. or she stays

" telopathic oSSt R e s long as it Is

within one mile. If the quasit is within 1" of its master,
he or she galns a 25% magic resistance and regeneration
at the rate of 1 hit point per round. Once the familiar
has been grented, It wil gensrally become moroee and
moody should he or she begin to act out of alignment.
After a tlme, |X 'IIII refuse to obey instructions. If such
behaviour for any length of time, the
Immortality u[ III master will be revoked, and his or her
soul will be claimed by the quasit when the subsequent
years of old age slay him or her.

General Information

Status: Lesser God

Sphere of Influence: None of Importance

Holy/Unholy Symbol: Circle split by a crack

Religious Cant: Kalnaran

Alignment: Chaotic Evil

Temple Locations: ?
Worshippers' Allgnments:

Highest Spell Leve

Weapons Allowable' Gl Il haremmor; sy seat

Spectal ione

Other Chang

Chaotic Evil only

hoos

Kalnaros' rellgion Is an exceedingly
tes from the earllest days of the Kaln-
aran Empire. This entire clvilisation was founded and
maintained by the ruling class, the N'gari. This elite
class consisted not only of priests, but also of fighters
and maglcusers. were powerful indeed. In the days
of the long-forgotten past, Kalnaros ruled all of Farearth
(my campaign) with an iron grip, through the N'garl that
served him. Rebellions against the rule of Kalnaros were
infrequent and often badly organised.

However, this Idyllic period came to an end, st all
ideals. Kalnaros himself destroyed the civilization of the

Other Information:
anclent one. It d

“N'garl_when they began to feel that It was they, rather
than Kalnaros, who ruled Farearth. He did this despite
the fact that his power upon Fareart)
Kalnaros himself was driven from this plane
Many centurles passed before Kalnaros was able to re-
assert his power here. Recently, the anclent and
forgotten lore of the N'garl has been rediscovered, and
Kalnaros has returned from his banishment beyond time
aoi xpaceisAghasciass dasemornicapmalt CIEPIGS pagmn
religions that have sprung up In his cted
his servants to begin forming a new
The religion of Kalmros embodles several cocopts. The
first Is represented by the unholy symbol of the god.
The circle split hy the crack represents both destruction
f the world and disruption of the universal harmony.
Kalaros detaxu any form of beauty or balance.
are lilusions of the mind by which the weak-wllled are
seduced from a purpose. In some ways, this is the pri-
ary purpose of the religion, which basically i
& mindlomly-vilene: roteses againe:the strictures of
oo senliguods {Dostruction ‘ot D HocaitkoR m.nnmo..
and harmony are the = goals of the new N'ga
Even the religious order of the Nigarl must eventuolly
be destroyed, although this task Is the responsibilty of
Kalnaros rather than his servants.
The strength of the N'garl arises from four points, often
known as the four aspects of Kalnaros. The first aspect
of  Kalnaros. The
KNOWLE)GE which

Is embodl
Tl of Kaidhros idiog. S1ch' el oo
Saigataail skllh as they are able to

t of Kalnaros Is STRENGTH. This is embodied in
the Nigerl ﬂghten that serve the temple, and provide a
powerful fighting force should strength be required.
third aspect Is WISDOM, which Is embodied In the N'garl
priests that serve his will. The fourth and final aspect
of the god Is DEATH. Kalnaros Is the dealer of death
to both N'garl and non-N'garl, as can be plainly seen by
the fol of the Kalnaran civiizacon, Mastery of desth
is not given to those
mestery of death Is s, Kalnaros scays his ol againet
those who serve him.
This ry of death effectively bestows lmmort-lity
upon all N'garl, whether cleric o not. All those
oin Kalnaros' religion are promlnd immortality — thelr
death will not come t! alone, but only from

char-

hrough tim
mother's hand, Tika.will mot. cumto! o sey clase of
r, the promise
found to be less appealing to the
longer life spans.
of this, only

acter willing to worship Kalnaros.
of Immortality has bee
non-human races, because of thelr
Becsuse of thelr longer life spant.  Because
mans_are allowed to foin the religion.

joln the religion. Those

a sacred liquid glven to the N'garl by Ki

substance acts as a potion of mgevny. reducing the age
of the person drlnklng it by 1d12 years. However, under

normal circumstances there Is no chance of age reversal
uing the liqud: Tn “wddltlon, after 10 doses of the sacred
liquid, the pe mes Immortal, and will never age

again. As yet. few have actually achieved immortality
because of the religion's comparitively recent revival

The sacred liquid Is made avallable to any worshipper of
re limited,

hase not permitted. Pllfering of
the sacred liquid Is a sin punishable by a slow death.
Kalnaros himself Is said to pursue those who steal his
gift to the N'garl Also note that it Is not permissible
for the non-N'garl to. drink  the secred liquid, under any
urmmmm o If he or is given speclal
lon, & N'garl high priest Is permlwad to feed the
llqnld to non-intelligent monsters or animals, In order for
them to become eternal guards for something of value.

It Is because of the sacred liquld that the N'garl rose to
f the Kalnarans. of them
re consequemly bl to rise
levels of experlence. When this
red, none could stand before them. At present, the
N'garl are weak parison with their past glorles.
Given time, however, they will also achieve great power.
The N'garl plan Is to remain relatively Inactive untll
this time. However, when they have achieved ;umclemly
hlgh lovels of ‘experience, all obstacles will
rl will once agaln assume
Hghtful pounnn of ultimate power.

et
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QFA

ENJOY THE FRUITS FROM DRAGON TREE
MORE FINE PRODUCTS AVAILABLE FROM QFA ENTERPRISES

For use with the Advanced Dungeons and Dragons* Rules System:

The Dragon Tree Spell Book: $9.50. 80 pages packed with over 200 spells includ-

ing NEW zero level spells, dragon spells, impromptu spells, four magic systems
and the first complete ruiss for local mana and fumbling. This is possibly the
most informative and useful supplement for the AD&D system.

Handbook of Traps and Tricks: $12.00. Absolutely everything you want to know

about traps, tricks and puzzles. This 104 page book includes tables for insane
actions, phobias/philias, chronic insanities, trick effects, trap detection, combining
monsters with traps, urgency factors and a table which adjusts the danger of a
trap to the strength of a party. Also in this marvellous handbook are 104 play-
able tricks, traps and puzzles. Challenge a group of unwary players with some
of these mindbenders and watch the fun!

Book of Artifacts: $9.50. Over 250 magic items are crammed into this 32 page
book. Many of them are trapped or cursed, but all are very different and very
playable.  Included are descriptions of many useful and informative traps,
weapons, drugs and potions. Also included are rules for the construction of
magical items and for determining when and how a player's magical item
becomes a crock!

For Use With Any Role Playing Rules System:

Book of Plots #1: $9.50. A completely new type of supplement which furnishes
generic plot outlines for over 30 adventures: assignments for the party, back-
grounds, rumours, encounters, NPC's, clues, related traps and treasures. These
may be used as a framework for constructing original adventures or inserted into
readymade modules of any system. This 32 page book is a must for games-
masters and adventure designers.

*Advanced Dungeons and Dragons (TM) is a registered trademark of TSR Hobbies,
Lake Geneva, WL Dragon Tree is not connected with TSR and TSR has not
sanctioned Dragon Tree's use of their trademark.

QFA Enterprises, 47 Boden St., Cairns QLD 4870, Australia.
Retailer/Distributor/Manufacturer of only the finest products.
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VAMPIRES

Eoarly. mooulight ssameifiion_tho "ty tu g he
forest clearing with Its glow. Near one edge of the
cloaring was .1ittle. yhltat FRbDIE. wh ab naving a little
midnight snack of the dew-covered grass. He
glanced up as a shadow flitted across the moon. The
rabbit .became a motionless statue as loud panting
suddenly filled the air.

Gasping for breath a beautiful young maiden stagg-
ered into the clearing. With a_panic-stricken look she
scanned the clearing for danger before darting across to
the other side.

her walting pursuer too late and her

despnlrlng Scream. tore apart. the stlinets of the. night.
Moonlight glinted off his fangs as he savoured the
moment.  With his mouth open In eager anticipation he
Iunged at her.

feet slipped on the wet grass
ﬂaylng arms he fell full length onto the ground. His jaw
slammed shut  with speared deep Into flesh.
Instantly the maiden turned and fled Into the night.
Shocked and stunned the vampire rose to his feet. While
spitting out blood and fur he raced across the clearing,
searching for his prey.

Meanwhile, deep in his underground home, a little
white rabbit quaked In fright as a small amount of blood

from two puncture-marks on his neck. body
chemisry of the litle white rabbit changed subrly as a
thirst for born. a new race of
creatures was created.
VAMPIRE RABBITS

and with wildly

No. Appearing: 120
Armour Class: 6

Move: |2~ (ur 18" leap)
Hit

%'in Laie

Treasure Type: Small to Medium
No. Of Attacks: 1 bite/front claws/back claws
Damage/Attack: 1-8/1-4/1-6

none
Magic Resistance: see below,
Intelligence: Animal
Alignment: Chaotlc Neutral
Size: Small
Pslonics: none

As rabbits are a different species from humans they
did not gain all the abilitles or disabilites of a human
vampire. ~ Vampire rabbits must feed upon the blood of

In order to survive, They may be found
normal rabbits can be found and also where
inbitvisms may be.

Vampire rabbits will drain all the blood from a
victim who s about rabbit size. If the victim is larger
then the rabbit will either only drink enough for itself
or it will call the whole warren to the feast.

make a saving throw verses Polymorph to avoid changing)
and do not have any form of energy drain attack.

A vampire rabbit may attempt to charm any who

r to tear out the jugular vein. If
a natural '20' is rolled the head is decapitated.

Sleep, Charm and Hold spells have no effect on
these rabbits and they may not be turned by Clerics.
Mirrors and crosses also have no effect on them. Lost
Hit Points are regenerated at 2 per round but once they
have been reduced to 0 HPs the rabbit is dead.

They may be destroyed by:

815 heloe, sgcsd gqgzerouil
B — having a Sk detven zhruugh their heart.
C = immetsion In running water for 1 tor

Sunlight has no effect on vampire rabbits but they
do tend to avoid it when they are not thirsty for blood.
All normal weapons do their normal amount of damage
when they hit.

objects attract their attention and so their

tain gold, electrum and platinum pieces
any gems and jewelry that they may have
collected.

I swear that 1 have never played
Burrows. And finally may a peaceful
containing several cute little bunny
grass, terrorize your characters.

John T. Stewart

'Bunnies _and
green _field
rabbits, nibbling
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HYPERSPATIAL TRAVEL

This brief article is intended for all those Traveller
players and referees that have wondered and perhaps
searched through volumes of physics text-books in search
of that ever intriguing: how does a Jump Drive work?
While it is obviously unofficial, the following explanation
may give a gasping ref. a chance to actually stumble his
way through a seemingly plausible argument as to why a
group of characters in a ship equipped with Jump 6
cannot jump 1 parsec in a sixth of the time required by
a ship with only Jump 1.

The everyday, standard model J-Drive is not so much
a drive as a Field-Generator. Its function, quite simply
is to warp Normal-Space (N-space) in such a way that the
ship contained within the field is pushed into Hyper-space.
Once there, the ship is then propelled through Hyperspace
to the point of the warp now closest to the ship. The
distance between the ship's point of entry and the point
of greatest warp is equal to 'X' (see figure 1),

Fig. 1: profile of a warp
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Once in Hyper-space, the rate at which the ship will
move becomes independent of the ship as it is propelled
through an action not unlike that of peristalsis. The rate
of this 'natural' movement Is such that it will carry the
ship across the distance X (fig. 1) in approximately one
week of N-space (and shipboard) time. As a consequence
of this, therefore, all ships will travel through
Hyper-space at a rate independent of both the size of the
ship and the size of the J-Drive. When drives capable
of jumps from sizes one to six are operative, they differ
only in the magnitude of their effect upon N-space, not
upon Hyper-space (see fig. 2).  Theoretically, the
maximum jump possible is J-6, due to a combination of
both N-space and Hyper-space forces, which prevents
generation of larger warps.
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One of the most common mishaps, or 'malfs', that
can happen to a ship's J-Drive is that of mis-jumping.
Applying this to our theory therefore, it can be inter-
preted as a failure on the part of the drives to generate
the desired warp. Instead the drives generate a warp

her
or with only one, but in the wrong place (see fi

3).
= z/// BSHP pRAWN
=T

To Z INSTEAD
= oF Y.

- 7

, N-SPACE
/

(although there may be

explaining why the Imperium dosk not coutineen’ o

::'}.;:J JFerhaps in fhis universe they will find, at its
+ @ huge amorphous body writhin

Monotonous piping of  flutens. Sce A

by Arthur Spanos

39 .




SURVIVE THE ULTIMATE CITY ADVENTURE
QFA ENTERPRISES BRINGS YOU MIDKEMIA PRESS

Each module comes complete with
history, religions, judicial and
political  background, encounter
tables, and descriptions of NPCs,
monsters and locations in the area covered. A 17"x22"
map is included with each booklet with enough information
to tantalise the players while keeping secret more detailed,
expanded maps for the GameMaster's use. Each module
is perfectly playable with any fantasy role playing system
after only a 15 minute read through......

OR

Create your own city with « CITIES, 2nd edition  $11.00

The company that knows cities best shows you how to
make your own with encounter tables you flesh out,
realistic business generation tables and a multitude of ideas
for creating your own scenarios.

QFA Enterprises, 47 Boden St., Cairns QLD 4870
Retailer/Distributor/Manufacturer of the finest products.

Order now! We will send your order on the day we receive
it or extend ten cents credit towards products ordered from
us for every working day your order is delayed. We pay
postage. Money back guarantee if you aren't completely
satisfied. Dealers' inquiries welcome.



