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NEV EVENT:; 

Even with all the preparations tor the upcoming REALITYCOll, the 
ACS wl 11 be sponserlng a -.tor t o urnaJDOnt at C.OPERCOll . COPPERCOll Is 
being held two weeks prior to REALI TYCOll , September 9 - 11, at the Hyatt 
Regency In downtown Phoenix . The AGS wll l be trying to arrange tor 
special ga-r 8eDbershlps at 1..0f'ERCOll s imi lar to the arrangment at 
VtiSTERCOI. f>O that anyone who t ust. wants to ga- wl 11 not have to pay 
the full COPERCOI 8embershlp price . 

lo guarantees on the prl r.e break s l nr.e we are not In c harge ot 
COPPERCOI. I n any event . we will be running a 6x6 AD&D tourney <refer 
elsewhere In th ls Issue for 6x6 Tourny rules I. The COPERCON 6x6 wl' l l 
feature tbe s ame e•phasls on r oleplaylng and puzzle sol ving that was 
featured tn tbe VESTERCOll '5x'5 . If you think you know your stuff and 
are really looking tor a Role Playing c hallenge -- make sure you don't 
Diss tb ls event! 

J aanaged to sneak a peak at the orlglnal Tournaftlent dungeons that 
are being created both for COPERCOH and fo r REALITYCON. The COPERCOll 
6x6 features a cast of somewhat Ins ane c haracters who have been 
released from the Sanltarlum by the loc al baron, desperate tor 
adventur .. rs to save the land trom I.he ravaging& of the terrifying 
J ABBl!RVOCK . Each character has a de bl l I tat l ng c harac ter t law, and you 
will be expected to Roleplay! Let's see there's INDI , tbe raegloaaniac 
tighter, prepared to fac e any foe with only a s afarl sult and a wbtp. 
Then there ls VENOM, the female a ssa ss in who has a paranoid hatred of 
men. SQUEEKY the thief ts a pathological liar. HOARFROST the 92 year 
old wizard, once the greatest in the land . BROTHBR BABEL. who Is 
convinced that the gods wlll soon vl s lt destruc tion upon all the earth. 
And to flll out the party HOSS, the fighter too s aart for bls own good. 

You expect - to say something about the adventure Itself? Vell 
let' s just say that things will be a llttle reminiscent of Don Qulotex 
<but no windmills> . 

The REALlTYCON 6x6 wlll feature a motley c rew of c harac ters bent 
on a •lsslon of mercy . The quest? To r escue a magic user's apprent ice 
fro• the evil clutches of the dreaJed Reptile Cult . Vho would bother 
to rescue a maglclan's apprentice you a ff k? Vei l thls apprentice bas 
beautiful raven hair and at 18 sbe c ould easily be the cover girl of 
PLAYORC ... gazlnel The cast will lnr. lude SHAGGY an a s piring Half-Or e 
struggling to surpass the sterotypes o f hls breed ; MOllDO who's c reed ls 
" llew•r do things the simple way!" ; SKARNO , a te-le ranger on the run 
from a dark history ; RACHEL, the thlet of many -ny daggers; 
THOL- AMOll, the man who saw god land s peaks wltb hlm on a dally basts!>; 
a nd ' FAX. a Half- Elven Vizard torn bfttween the confllcttng demands at 
hts racial heritage. Tbls Role- Playing event •lgbt just as well be 
c a lled, TEENAGE MUTANT NINJA S VAR DBUCKLERS ON A QUEST TO PlND 
THEMSELVES ARD A LOST APPREllTI CE TOO. but that name ls too long so we 
Just call lt the REALlTYCOll 6x6 . 

Ve bope that all of you will be able t o partlclpate in one or more 
of these tournaments . If you have been Involved ln a lot of 
Tournaments at Cons around the c ountry then you know tbat somet imes the 
adventures c an he a little bit dry . Us ually In tournaftlents everyonP. 
bec omes so points oriented that Role Playing gets tossed out the 
window. Hot so at the 6x6 events. See the 6x6 Rec ap ln thls issue for 
a retelling of events at VESTERCON. 

Although the 6x6 ts our banner event, lt l s by no means the only 
A<lS event. Our goal ts to present tho best referees in a variety of 
events. Traveller, Paranoia, and Call of Cuthulu wlll all be there . 
Vtth the conti nued growth of AGS, we wtll provide tbe games you, the 
players, want to see at conventions. Be part of the a ct ion . Be part of 
the Arizona Gaming Society. 



l'<age 4 

6x6 Recap 

10 : 00 AM and 23 bodles, bleary eyed and drooplng from a Frlday 
nlght of debauchery and gaming appeared at the Tourney locatlon. Only 
23! !! There are 25 s lots tn a ~x5 AD•D Tournament! Two Slotba were 
quickly rounded up from thter nearby couch•• and sworn ln to tbe 
conpetition. "AHH VAZ HAPllB• ?" , one says . <He will go on to victory 
ln the conpetltlons f lrst round . He ls ln the RIGHT frame of mind . > 

Five tables and f tve referees . Soon the conpetttton ls under way 
and the yawling meows of the c at tn the f lrst roon echo eerily down 
every hallway of tbe convention as five DX's burst into tbe part wltb 
gusto. These DX' s a re great . Vbat verve. llbat styler So what lf none 
of then got any s l eep the ntgbt before? 

The Dungeon 
gtven one last 
material world. 
flaw. 11111 they 

f e a tured five chara cters raised froa the dead and 
chance to prove themselves worthy of lite tn the 
Bach bad died by indulgtng in a serious character 

repeat their fatal ntstakes? 

The first roon t s designed as a test for the -ge "So- Call Me 
Tim!" Tta ts supposed to be lntelltgent and help the party navigate 
t.he puzzle of the Teleporttng floor, the Kitty fron Hell, the llell 
Stocked Retridgerator, and the Place of Final Rest. At least two 
parties stand puzzled by the ghastly blue floor . Otbers quickly 
deternlne that tbe floor does not teleport wood and eltber cover the 
floor with a door ripped fron lts blngea, walk accroee wltb torches 
strapped to thelr feet, o r use a 1K>re mundane nethod of cross ing llk• 
flight and a rope. Once past, one party decides to klll the whlnlng 
little Kttty - several tt""'s and la qulte unhappy when lt keepe 
coming back to ltfe tn stronger forn and finally wastes them all . Most 
people are kind enough to give Kitty some allk, which t s all be really 
wants. One party puts Kltty In a bag and takes hln with them. Cl 
guess there la always 1K>re ways then one to skin a cat!> But how to 
get out of tbe room? Caref ully balancing of the scales next to the 
refrldgerator and so .. parties are on tbelr way . Other parties exceed 
thelr time limit and are de .. terlallzed to the next rooa. 

The second room I s intended to test Grunge the Dwarf . In bl• 
previous llfe he died by lettlnK hie eaottons get tbe better of hlm. 
And yes every Grunge l n every party succuabe to tbe taunts o f a couple 
of fire newts and a Sala .. nder that barre the way accrose a rlver of 
bolling water . I gueaa you c an't expect to taunt a Dwarf and get away 
with it . Out co-• the bottle of .. gtcal Beserker ale a nd Grun.g• le 
racing a ccross the bridge . Old anyone re-aber that you need a plua 
one or better weapon to blt a Salamander? 

Rooa tbree, "tbe sands of tl-", was a race against tbe clock . 
Actually tbere were four clocks and as the tlae ticked away 110re and 
11are monsters cane to life. The challenge here was for tbe greedy 
thief . Eacb party member raced to conplete a separate taak necessary to 
leave the roon. llould the thief be lured by a bidden board of g•,.. he 
finds in bls corner of the rooa? To investigate the hoard takes 
tine . .. Too muc h tine. My vote for funniest action IDUSt go to the thief 
wbo fought off temptation and dld his part to get tbe party out of 
roon, only to fall lnto tentatton l111198diately thsreafter, race bac k 
Into the room and di• on hls own. 

Roon four l e Brother Toxln'e chance to show the clerical virtue 
he had felled to s how tn his worldly life. A .Dracollsk assaults the 
party from atop a pt le of gold . llhen the party gets the better of hln 
he pleads for merc y. does Brother Toxin step forward and demand that 
the party spare• "the poor creatures" life? In sone cases yea . llany 
parties simply vaporiz~ the poor critter whicb doesn't do mucb for the 
poor Paladin who baa been turned to stone. <O. K. so - cheated . I t 
says right tn the dungeon, " et tbls point the Paladin wtl l be turned to 
stone" . > Punny tblng, those parties that spent too long digging througb 
the pl le of gold al so found a pair of Iron Hands .. . and an Iron 
body . .. why It s an Iron Golen hurried under bere! How convenient that 
party meabers where auto-ttc ally revived at tbe end of eacb rooa ... 

page ~ 

Th~ ll'lst r·oon g1veF. th ,. I''" t.y "' r. hao.~e to try t.heaw.~lves on a f~w 
well placed traps and then pla..::e::;. I.hen In an untenable situation. All 
are trapped up to their wai st.es tn A lon~ . The Blac k Queen lnforlE 
th~•. "one of you aust d le 1 f tl1e other s ere t o 11 ve. Choose among you 
wbo this will be . " Of course It Is tbe Paladin' s Job to do tbe right 
thing . And I think In every par ty the Paladin gave up his life for the 
rest of tbe group. Good Job Pa ladin's! 

The whole first round lasted two hours and thirty mi nutes. The 
s ec ond round featured some of the best Role Playing I have ever seen . 
The winner of the tournament overall was Yodowtc k the Bwave played by 
an exceptionally f lne Role Player who c are& In to llESTERCO• froa 
Caltfornla. How this lady kept up an unbwoken li s p for two and a half 
hours I'll never know. lfalt a •l nute! Are we gonna let California 
players coae down here and show us up at every Role Playi ng Tourney? I 
hope not! Come on Arizona, I know we c an do better next time . 

On behalf of the Dn's I would have to s ay that I really enjoyed 
all of tbe players. Sure some s illy nl s takes were 1Mde. but the Role 
Playing was great. lie can only hope to maintain the quality of ganlng 
at Coppercon and Realltycon . The format will be• expanded to a 6x6, 
keeping Jn step with ACS poll~y of s ix player RoleplaylnB events. The 
v11rte11t rules will be used, although ..., have -de llOdlflcatlona. The 
Manna- save vs. spells was not popular or we ll understood. We have 
strea mlned the systen. The var lent rules and scoring system are covered 
ln anotber section of the Bull~(ln. 

The 6x6 will remain a lntregal part of ACS events, along with 
the Infamous MONSTP.R MASH . Hext Issue' s r ecap wlll feature a review of 
boardganlng at conventions. 

~1T'S ONLY A GAM£~ 



~:taff Editorial 

VHO TOOK THE ROLE PLAYING OUT OF ROLE PLAYllG? 

If you have read much of this Issue then you know by now that the 
AGS Is really serious about Role Playing. Ve like to emphasize depth 
of character portrayal on equal par wltb the strategy of dungeon 
survival. I mean let's face It, a fighter wltb a six Intelligence is 
not going to say "we 11 by ray ca lculat tons the chances are gnod that the 
party of wraiths we faced earlier ts holed up ln the next room. The 
wise course would be to send the tblef on ahead to investigate." I 
don't know about you but I would kind of expect the fighter to say. 
"AARGH! THAT HURT! I MIU GONNA TRASH VHATEVBRS BEYOID THAT DOOR!" 
Nevertheless we most often see the former and not the latter In 
tournament play because nost tourna111Bnts are so focused on correct 
dungeon strategy tbat Its Impossible to wln wblle always playing In 
character. I say NOST tournaments because at AGS tournaMnta we are 
really trying to get away from tbts and gtve ae many points for 
roleplaylng as for strategy. 

There are a lot of great DN's ln tbe valley and some of the 
Tournaments at VESTERCON were really top notch. The Traveller event 
run by Randy Lindsay featured a re-enactment of the characters ln 
ALIENS. Only this time Berk dld manage to get the critters back to 
earth and I bear that the poor leutenant was "accldently" !ragged by 
one of the Space marines when the Aliens burst in through the roof of 
their hideout. Clay Gibson ran a really fun game of Paranoia at the 
Con and ·I also caught a group of Investigators actually rolling on the 
. floor ln laughter at the antics that went on in their Call of Cuthulu 
game. low this ls what Role Playing was meant to be. There's no 
reason we have to sacrlf lce tbe fun and the laughter Just becuase lts a 
tournament for points and prizes. 

How do you put tbe Role Playing into a Role Playing tournament? 
Veil so far we have been focusing on providing character descriptions 
which are detailed enough that each player bas a springboard to launch 
from. Since ln tournament play a player bas not bad the years to 
develop a character personality like he would have ln a regular 
campaign. we have a current tendency to make each character a little 
extreme, so that the Role Playing focus ta easter to find. Ve plan to 
expand tbe character sheets for COPERCOS and RBALITYCOI to 2 pages 
each, plactng even more emphasis on character background then we dld at 
VESTERCOS. There bas to be many more ways to 111ake Role Playing 
Tournaments really fun ROLE PLAYING events. But to f lnd these ways we 
need to talk wttb each other and share ideas. 

Wblch brings me to my main point. The AGS la not some remote 
organlzatlon. Ve are an organlzatton of player• and DM's just like 
yourself who want to have a good time by getting together and playing 
with ganiers from all over Arizona. If you are a DN and would llke to 
run an event at the upcoming REALITYCOS then by all means contact us! 
Don Harington ts the senior coordinator of events for the AGS and hts 
phone number ts listed In this Issue. Get ahold of Don and he wtll 
he Ip you schedule your event as we 11 as handle sign-up for your event. 

Don't be shy! The AGS Is all of us together. Players and DN's 
accross Arizona, we ask that you Joln the AGS and belp ln putting on 
REALITYCON. IF you don't want to OM but would like to hel·p out in 
other ways contact Deke Young wbo ls tbe REALITYCOM conventlpn 
coordinator. There ls a need for people to help out as con Gophers, 
Security, ancl Regtstratlon. I understand Adam Kraver ls also looking 
for people wltb computers to assist bl• ln putting tbe Computer Gaming 
Room together. DO you need enticement? Fame! Glory! Vorld 
Recognition! Vould you beletve allot of appreclatlon? Help out lf you 
can. See you at tbe Con! 

i'!iA!. I TYl.CJN B6 
Regtstratlnn Form 

Ralltycon 88 will be held on SAturday September 24th 1988 at the 
Arizona State Untverstty Memorial Union. Hours will be from 1 AM to 12 
Midnight. Preregtstratton <recleved prior to 17 September> ts Sl0.00. 
Normal regtstratlon at the door will be S12.50 . We strongly reco1DJ1end 
preregistration to ensure you get the events you destre. 

Players will be assigned to events as tbey are recleved. AGS 
members will have priority, and will "bump" non- AGS members pr·tor to I 
September 1988. As of I September, all preregistered players will be 
locked Into thter events. Players wtll be tnfon11e.1 by a letter attached 
to Issue #3. That Issue will also Include the convention Schedual, 
listing which games are still available . If you are Interested tn o 
game not listed In this Issue, let us know. Given enough response, we 
might lncorperate lt Into the schedual. If demand for a schedualed 
event ls heavy we will likely expand the event. Slmllarlly, If there ts 
I lttle or no response to an event, we may ccancel. Every effort will be 
made to to keep any event with over 4 people open. 

Since prereglstrlltlnn fnr g~mlng events ts new to Arizona, we 
expect. nnly half of the player.; wl 11 prttr<>p;lster . Accordingly we wt 11 
r.onttnutt lo nttucJ rotertt<H:.. Vo ret.tutr~ otl ret1uefl':t bf! At.#8 mesabera. 
lluwevur. wo will rosaburLo the SJ""·'-'" prer''Klrilrattun lttu tu any referee 
upon the coiapletlon of hls/hor <:vent. Cal I Don Harrington, Senlor 
Events Co-ordinator, at 956-1344 for more details. 

Realltycon 88 events hllVP. l>P.en schedualed tn three time periods . 
The morning session will be from 9AM to I PM, the afternoon from 2 PM 
to 6PM, and ~he Evening session lrom 7PM until llPM. Additionally tbe 
Infamous MONSTER MASH #3 will begin at 12 Midnight, and run untll 4AN. 
Ve require all players to be at the event table 5 minutes prlor to 
event. If any player ls absent at starting time, stand-by players will 
be assigned. AGS members will have priority for stand by gaming. 

Ve have set aside a large area of unassigned tables for open 
gaming. Ve suggest that you brlng any boardgame you Intend to play, and 
rules for tbe role-playing events. Bring a game, meet someone new, and 
go for lt. 

The Memorial Unlon will provide lots of free parking and a wide 
variety of affordable fast food restaurants. There are even Video games 
on tbe lower level. 

Any ques tions abnut Realltycon 88 should be directed to Deke 
Young at 957 .. 3447 , All quest Ions about gamlnR events should be 1·efered 
to Don Harrington at 956- 1344. 

Finally, Realltycon 88 ls a gaming convention . Mo weapons or 
facstmi les wt.l l be al lowed, and costumes are discouraged. 

Pages 8/9 provide a listing of schedualed events for Rcalttycon 



M
O

R
N

IN
G

 S
H

IF
T

: 
1

:00 a11 to
 1:tl0 Piii 

A
O

a
D

 tx
t T

o
u
m
~

. rounG
 i 

(T
1) 

F
a

n
ta

sy R
ola -

P
la

yin
g

 a
-

H
 

p
la

ye
rs (I g

ro
u

p
s o

f I) 
T

aola(s): A
pacJ\o 1. N

a
va

jo
 1, 

C
o

co
n

in
o

 1. P
in

a
l S

outh 1, 
P

in
a

l N
o

rth
 1. v

u11a 1 
01ff1cu

lty or p
la

y: M
o

d
e

ra
te

 

A
D

&
D

 R
P

G
A

 E
vent. rouno 1 CT2) 

l"a
n

ta
sy A

o
lt -

Play1119 G
M

le 
o ,.1

a
ya

n
 

T
alU

t(S
): N

ava10 ' 
01n1culty or p

la
y: M

o
d

e
ra

te
 

R
O

B
B

E
R

 8.A
R

O
N

: 
llftP

flsontd W
I 

s
trip

p
e

d
 O

f th
ttr P

O
U

tS
S

IO
ns. th

• 
ch

a
ra

cte
rs a

rt re
le

a
se

d
 o

n
ly to 

fin
d

 th
a

t th
ltV

IS
 nave IH

O
I o

n
 

w
ith

 111ost o
f th

ttr g
o

o
a

s. 

FO
R

TR
ESS A

M
E

R
IC

A
 (TS

) 
N

e
a

r-fu
tu

re
 B

oard 01111e 
2

-
' p

la
ye

rs 
T

abta(s): C
o

co
n

in
o

 ' 
D

ifficu
lty of p

la
y: E

a
sy to M

o
d

e
ra

te
 

T
he Ttm

a
: !'a

rty 21st ce
n

tu
ty 

T
he P

la
ce

: The U
n

ite
d

 S
tates 

The cna11enae
: w

a
g

e
 11ocsem

 
w

a
rfa

re
 fo a

tta
clt o

r 
G

erena u
.s

. citie
s ana 

re
so

u
rce

s. 

M
O

N
O

P
O

L
Y

 (T •) 
C

la
ssic B

oard G
u

t 
I 

p
layers 

T
 ab

le
(s): P1na1 S

o
u

th
 ' 

D
1n1cutty o

f p
la

y: E
asy 

v
u

. th
is

 is
 tn

e
 sam

e g
a

•• 
y
o

u
 ptayed as kid

s. 
A

nd 
1

t' s sttlf fun
l 

A
M

. B
A

A
O

N
 CT5) 

A
va

to
n

 tittt B
oard G

 .
.
 

I 
p

la
ye

rs 
T

a
b

lt(s): P
in

a
l N

o
rtf\ ' 

0
1n1culfy o

f p
la

y: 

R
IS

K
 r.I) 

c 
a

n
te

 B
o

a
ra

 G
a1111 

I 
p

la
ye

rs 
T

a
lllt(s): A

p
a

ch
e

 I 
01ff1cutty o

f play: E
a

sy 

S
Q

U
A

D
 LE

A
D

E
R

 CT7) 
A

va
lo

n
 H

iii W
W

II B
o

a
rd

 G
M

le 
I 

p
la

ye
rs 

T
a

llle
ts): Y

U
IH

. 
D

ttttcu
lty o

f play: C
o11plox 

S
q

u
a

d
 le

ve
r com

D
at 1n tne W

W
II e

ra
. 

T
he e>C

trem
tty d

tta
lle

d
 ta

ctica
l 

syste
m

 111ak11 th
is a fa

vo
rttt o

f 
m

a
n

y ve
te

ra
n

 w
a

rg
a

•e
rs

. 

A
F

T
E

R
N

O
O

N
 S

H
IF

T
: 

2:00 P
• ID

 1:00 Piii 

A
D

&
D

 l><I T
o

u
m

e
y. round z (T1) 

F
antasy R

o
ll-

P
laying ~

 
I 

P
l&

Y
9rs (to

p
 of p

rtvto
u

s I 
g

ro
u

p
s) 

T
 a

b
tt(s): .A

paef'le 1 
01n1cu1ty o

f ptay: M
o

d
e

ra
te

 
T

 tu s rs the fin
a

l ro
u

n
a

 o
f tl'I lx

l 
to

u
rn

e
y. 1nvo1vtna th

e s1n11• llH
t 

p
la

ye
rs from

 e
a

ch
 o

f th
e

 
g

ro
u

p
s 

1 n th
e

 ftrst ro
u

n
d

. 

A
D

&
D

 A
P

G
A

 E
vant. round r CT2) 

F
a

n
ta

sy R
ote -

P
la

yin
g

 o ..
 

I 
p

la
ye

rs 
Ta11te(s): Y

um
a 1 

D
1tt1culty o

f p
la

y: M
o

d
e

ra
te

 
T

his IS round 2 O
f R

O
B

B
E

R
 B

A
R

O
N

. 

R
E

A
LIT

V
C

O
N

 S
C

H
E

D
U

L
E

 

A
X

IS
 &

 A
W

E
S

 C
TI) 

M
iito

n
 B

ra
d

le
y W

W
II B

oard O
M

la 
t-s p

la
ye

rs 
T

a
D

lt(s): N
•v

•1
• 2 

O
tfflC

U
lty

 
O

f 
p

la
y

: M
o

d
e

ra
te

 to
 

C
o111pttJt 

T
he T

llH
: srr1

n
g

 1
8

'2
 

T
he P

la
ce: 

h
e

 w
o

rt a a
t w

a
r 

T
h

t C
h

a
lle

n
g

e: M
o

b
lllz

t yo
u

r counlrY
. 

c
o

m
m

a
n

a
 y

o
u

r fo
rc

e
s
 a

n
d

 a
tta

c
k
 th

t 
1

n
u

1
y
 

o
n

 la
n

d
. sea a

n
d

 a
ir. 

C
A

A
 W

A
A

S
 (T

l) 
S

teve J
u

k
s
o

n
 B

oarct G
a

•• 
1

-1
 p

la
ye

rs 
T

a
D

lt(s): C
o

co
n

in
o

 ! 
01n1culty o

r p
la

y: M
o

d
e

ra
te

 
B

rtn
g

 yo
u

r o
w

n
 v11uc1ts (U

P to p
icku

p
 

s
tz

e
) to thts a

re
n

a
. 

D
u

e
n

ra
ck ru

le
s 

ca
n

 
111 u

se
d

. 

C
H

A
M

P
IO

N
S

 (T
lO

) 
S

u
p

e
r-h

e
ro

 R
ole-P

laying Ga1111 
I 

p
la

ye
rs 

T
a

llte
(s): P

ln
a

l S
outh 2 

D
lttlcU

lty O
f p

la
y: C

o11pl11C
 

A
 

d e
ta

lle
d

 cl'laracter cre
a

tio
n

 syste111 
a

n
d

 com
ple>C

 ta
ctica

l co11111at n
a

ve
 

l'le
lp

td
 th

is g
a

•e
 b

tc
o

•• the tin
t 

kn
o

w
n

 o
f ll'le S

upe
r-

n
e

ro
 genrs. 

°"-1
.. O

F C
T

H
U

LK
I CT11) 

H
o

rro
r A

o
le

-P
la

ytn
t G

M
I 

I 
p

la
ye

rs 
T

aD
lt(S

): P
ln

a
l N

O
rtf\ 2 

D
1ff1culty o

f p
la

y: M
o

d
e

ra
te

 
It's

 yo
u

 a
ll-to

o
-fra

ll hu111ans ve
rsu

s 
th

• t1
n

ta
c
tta

 D
ll'l1111oth

. 11'1• G
rt• 

C
tl'lulhu

. 
F

un ro
le

-
p

la
ying 1n H

.P
. 

L
o

ve
cra

ft's e
rL

 
FO

R
TR

ESS A
M

E
A

IC
A

 (T1f> 
N

H
r-tu

tu
rt B

oarct Q
_

. 
z-' p

la
ye

rs 
T
a
D
I
•
~
>: N

ava10 I 
01n1cu 

o
f p

la
y: E

a
sy to

 M
o

d
e

ra
te

 
T

h
• T11111: 

a
rly 21st C

e
n

a
.y 

T
he P

la
ce

: T
ne U

n
ite

d
 S

ta
tn

 
T

h
• C

h
a

lle
n

g
e

: w
a

a
• m

ooem
 

w
a

rfa
re

 to a
tta

ck o
r 

d
e

fe
n

d
 u

.s
. c1t1es and 

ra
so

u
rca

s. 

N
A

V
M

. W
N

4 (T
ll) 

A
va

lo
n

 H
iii N

a
va

l C
arll ca... 

T
 p

la
ye

rs 
T

aD
1t(1): C

o
co

n
in

o
 a 

D
lfftcu

lty o
f p

la
y: E

a
sy 

N
U
C
~
 W

M
 (T

1
') 

F1y1ng 
B

uffalo C
ard G

_
. 

I 
p

la
ye

rs 
T

a
D

lt(s): P
in

a
l S

outh I 
D

lttlC
U

lty O
f p

la
y: E

a
sy 

T
 A

llS
tM

N
 (T11) 

G
a

•e
s
 w

o
rkS

l'lo
p

 l'a
n

ta
s
y
 B

o
a

rd
 

G
am

e I 
p

la
ye

rs 
T

 alltt(s
): P

in
a

l N
orth I 

O
tttlC

U
lty O

f p
la

y: E
a

sy 
v

ou are a llra
ve

 actv9nturer w
h

o
 W

iii •
•
•
t 

p
o

w
e

rfu
l tn

t•IH
, d

isco
ve

r frttn
d

s a
n

d
 

111ag1 ca
l o

llJtcts
. ana e

n
co

u
n

te
r stra

n
g

 • 
1111ngs. 

A
ll th

is and iaore 1n tl'lls 
m

a111ca1 q
u

e
st ga1111. 

E
V

E
N

IN
G

 S
H

IF
T

: 
7

:00 p11 to 11:00 p11 

A
D

A
D

 R
P

G
.A

 E
vent. ro

u
n

d
 I CT2) 

F
a

n
ta

sy R
o

lt-P
la

y
tn

g
 G

-
I 

p
la

ye
rs 

T
a

b
lt(s): Y

U
iii&

 , 
01n1cutty o

f p
la

y: M
o

cte
ra

t• 
T

hts IS ro
u

n
d

 a O
f A

O
B

B
E

A
 B

A
R

O
N

. 

rev. Ju
ly 2

6
. 1988 

A
X

IS
 &

 A
LLIE

S
 (
T
l
~
n
t

. frO
ll allllm

oon 
M

iito
n

 B
ra

d
le

y 
I B

oard G
alle 

2
-1

 p
la

ye
rs 

. 
T

a
D

lt(S
): N

•v
•J

• 2 
D

ifficu
lty o

f p
la

y: M
o

d
e

r•• to
 C

o
•p

lo
x
 

T
he T1111e: S

"prtng 11•2 
T

tla
 P

la
ce: T

h
t w

o
rld

 a
t w

a
r 

T
he C

h
a

lle
n

g
e

: M
o

b
lllze

 yo
u

r cO
U

f*Y
, 

com
11and yo

u
r forces ana a

tta
ck th

• 1n1111y 
o

n
 la

n
d

. s
H

 and a
ir. 

LE
JE

N
T

IA
 (T

1') 
F

aftt ..
 y l'le

le
-flla

y
tftl 0

-
1 p

la
ye

rs 
T

a
ltlt(s): .A

pache 1 
D

ttt1cul1Y
 o

f p
la

y: E
a

sy to
 M

o
d

e
ra

te
 

.A ro
le

 -p
la

y
in

g
 e

xp
e

rte
n

c• 111 a w
e11-

d 1
fln

td
 and u

n
iq

u
e

 ca111pa1gn 1nv1ron11ant. 

M
IN

IM
A

S
H

 (T11) 
F

a
n

ta
sy R

o11-P
1ay1ng1M

1n1atans 
1 p

la
ye

rs 
T

aD
le(s): Y

avap&
J 

D
tfftcu

lty o
f p

la
y: M

oderate 
.A 

s
e

a
te

d
-d

o
w

n
 ve

rsio
n

 o
l tllt 1nfa111ous 

M
o

n
s
te

r M
a

sn
. 

O
G

R
E

 (T
H

) 
S

leva Ja
ckso

n
 F

uture B
oard o


T

 P
la

ye
rs 

T
a

D
lt(s): C

o
co

n
in

o
 1 

D
ttttcu

lty o
f p

la
y: E

a
sy to M

o
d

e
ra

te
 

T
h

is
 

c
1

a
s
s
1

c
 
w

a
r 11••• 

p
its

 
a 

h
u

g
e

, 
cyD

e
rn

ttlc 
ta

n
k
 ve

rsu
s hordes o

f w
e

a
ka

r o
p

p
o

n
e

n
ts. 

P
IN

O
C

H
LE

 (T
H

) 
C

la
ssic C

a
rd

 G
a

1
H

 
T

 P
la

ye
rs 

T
a

lllt(s): P
1na1 so

u
tn

 1 
o

;n
1cu11y o

r p
la

y: E
a

sy 
S

H
O

G
U

N
 (T

11) 
M

iito
n

 B
ra

d
le

y Ja
p

a
n

e
se

 e
o

a
r• G

-
. 

t-
1

 p
la

ye
rt 

T
 •llll(s

): P
tn

a
l N

lrth
 , 

D
1n1cu11Y o

f 111ay. E
a

sy to
 M

o
d

e
ra

te
 

T
ne T

1•e
: 11th c

e
n

u
y
 

T
tlt P

la
ce: F

e
u

d
a

l Ja
p

a
n

 a
t w

ar 
T

h
t cna111naa

: C
o

••a
n

d
 a

n
 ar111y o

f S
a

•u
r• 

w
a

rrio
rs

. D
a

ttl• fo
r provtnc1a1 co

n
tro

l. 
a

n
d

 D
e

c
o

•• S
h

o
g

u
n

. 

T
IT

A
N

 (T2CI) 
A

va
lo

n
 H

iii F
a

n
ta

sy B
oard G

aiM
 

2
-1

 P
layers 

T
a

D
lt(s): N

avato I 
01n1cu1ty or p

la
y: E

a
sy 

E
aef'I p

la
ye

r co
n

tro
ls • 

T
ita

n
, u

n
d

e
r 

w
n

o
u

 
co11111ana 

11a1ons or •o
n

s
te

rs
. 

s
o

rc
e

ro
n

. and fo
u

l clta
tu

re
s •a

re
ft 

a
n

d
 fig

 h
t. 

H
1

 •o
n

ste
rs

. etc .. fo
r 

u
u

 to
 flg

h
tl 

TR
A

V
EU

.EA
 (T

17) 
G

O
W

 F
a

r F
uture R

ott-P
f¥nt G

M
t 

I 
p

la
ye

rs 
T

a
b

lt(a
): O

ocontno ' 
D

1n1culty o
f play: M

o
d

e
ra

lt 

T
R

IV
IA

L P
U

R
S

U
IT CT21) 

C
la

ssic K
n

o
w

ltd
t• G

a .
.
 

I 
p

la
ye

rs 
T

a
lltt(s}: P

in
al so

u
th

 ' 
D

ttttcu
tty o

f play: E
a

sy 
Jo1 n th

t fun In th
ts first o

f ttw
 

V
upp11 p

a
rlo

r ga11es. 



This map new on: 
07-18-88 

Oii.A aw -'" 

ASU MEMORIAL UNION 
Second Level 
South End 

[IA~] 

1{8€Ji 
<Da£D 

REALITY CON 
Table Layout 
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table. 
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REALITYCON 66 

NAME ACS MEMBER II 

Ad<ire,;s Sl0.00 Reglstrntton 

Clt.y S?.0 . 00 R~~lstrntlon 
and AGS Membership -··-- -

State ZI p C:odoO! 

Phone Number 

Pick three event choices for each time period 

Morn ing <9 to l > Afternoon <2 to 6> Evening <7 to 11> 

1. l. l. 

2. 2. 2. 

3. 3 . 3 . 

List which events Interest you most: 

List wbal events you would like to add to the schedual: 

Additional Co..-ents: 

JI.all this for• or a photocopy to: 

Enclose check or 110ney order 
DO NOT send cash 

THB ARIZONA GAKIWG SOCIETY 
P.O. BOX 27576 

TEMPE ARIZONA 65262 



6x6 Var1ent rules 

1. lnltlatlve : During tbe combat 
own dl0 for initiative, adding tbelr 
11, tbe referee will count down tbe 
action on or after bis initiative 
beginning .of tbe players initiative 
proper casting tlme. · 

phase eacb player wtll roll his/ber 
reaction adJu&tlMnt . Starting at 
rounds, wltb eacb player taking bls 
phase. Spella are cast at tbe 

round, and take effect after tbe 

2. Crltlcal Hlts: If a natural 20 ls rolled to bit, roll again . If that 
roll would bave blt, tbe crltlcal cbart 1& used. Tbe &alM for rolling 1 
as a fumble. 

3 . Healing: Players will keep track of eacb different wound. Cures are 
applied to speclflc wounds, wltb no 1110re tban one speclflc spell 
applied per wound. Healing potions wlll beal tbe smallest wounds first . 
Laying of bands can be applied to any one or comblnatton of wounds. 

4 Spell points: A manna system ls used. 
equal to POV x LEVEL x MAWMAKOD x RACEKOD. 

A character's total Doanna le 

MANIAICODs . RACBKODs RACBDB.Ps 
Druld 0.30 Elf 1 . 25 Hobbit 6 . 00 
Mage 0.25 Human 1 . 00 Dwarf 5. 00 
Cleric 0 . 20 Half-ore 0.80 Gnome 4.00 
Ranger 0.15 Gnonie 0 . 75 Half-ore l. 25 
Paladin 0. 12 Dwarf 0.50 Human 1.00 
Other 0 . 10 Hobbit 0.45 Elf 0 . 80 

For example, Gandalf tbe of f - wblte bas a 
buDoan mage . 10 x 5 x 0 . 25 x l.00 ' a 20. He 

POV of 10 and ls a 5th level 
baa a 20 Manna potential. 

5. Spell Cost: Bacb level of spell cost 1 Do&Dna. A fireball ls 3 manna. 

6 . Spell sucsess. Spella are no longer automattc. The formula ts: 
Present Manna 

100~ x - --- - -- ---- ----
Xanna Potential 

a& a result only the first spell of the 
course Gandalf ts tbeoretlcally capable of 
spells per day . lote that you expend manna 
t1111e, and tben roll for sucsess . 

day le 100~ guaranteed . Of 
throwing 20 ICACIC ICISSLE 
first, watt tbe allotted 

7 . Xanna Recovery: Manna is recovered wltb 
/ 10 or 1 per 

t1 Ille . 
Sleeping Potential hour 

2 hours 
3 hours 

Resting Potenttal / 10 or 1 per 
Active 1 per 

8 . !Cagle Res1stance: Bverythlng bas magic resistance. The fornula ls 
1% x ICAWNA x RACBDEF . If Doagtc resistance ts IDllde, both caster and 
target loose the Doanna required for the spell. Grunge tbe 6th level 
dwarf fighter bas a 12 POV. Hts 111&nna le 12 x 6 x 0 . 10 x 0 . 50 e 4. Vlth 
4 manna bts magic resistance ls 1% x 4 x 5.00 m 20~ . • Note tbat so118 
demons bave DEFICODs of 10 or so. 

9 . Spell Memory : Mages actually memorize the verbal and somatic parts 
of a spell. This means they can perform the spell from memory an 
1nf1nate number of times. A spell not memorize d must be read from a 
scroll or spell book. Spells cannot be memorized t wice, nor does anyone 
forget spel l s after cestlng them <except perhaps for a MIND BLAIK, 
FORGET, or slmllar effect>. The chart ln the players handbook sbows tbe 
number of spells tbat can be memorized. 

10. Spell Menus: Clerics and Dru1ds bave been vested wtth an ABILITY to 
perform speclf1c spells. They bave a menu o f spells capable ot casting . 
The spell menu ts the book chart addtnd spells for wtsom bonus, and an 
additional one spell per level . Lady Constance of the Golden Hand t s a 
5tb level cleric witb a 15 wt6dom, and bas tbe following menu : 

1st Level 2nd Level 3rd Level 
Book 
Vtsdom bonus 
•l bonus 
Total 

3 3 1 
2 1 
1 1 
6 5 

1 
2 

1"'8" 13 

6x6 Tournament Scorin~ 

Tbe Tournament wtll be conducted In two rounds. Eac h round will 
have slx players 8nd last a IMXlnum of 4 bours and 30 minutes. The 
playP.rS wlll be rated by the refP.ree and bls assistant ln flve areas. 
The Referee will score eacb area from 1 to a maximum of 5 polnte . The 
assistant will score each area fron l to a maximum ~f 3 points. Tbese 
areas are: 

1 . Gane knowledge: The players famlllarlty wltb AD&D rules. 

2. Player knowledge: Tbe players ability to 
variant sheet. 

3. Group interac tion: The players ability 
sucsessful part of the " party". 

adapt to tbe rules 

to interact ae a 

4. f'ersonality •1: Tbe players ablllty to maintain tbe characters 
roleplaying flavor ln relation to tbe condltlons of tbe dungeon . 
Thieves outwlttlng traps wtll score well here . 

5 . Personality 12: The players ability to stay ln character wblle 
Interac ting wltb the other players. A Cleric who prevents the tourture 
of a captured ore will score points here. 

Personality •l ts a sole action, while 12 ls a party action. 

The total of points 5-25 by the referee and 5-15 by the assistant> 
wlll determine those lndtvlduals moving to the second round and the 
event ua 1 "wt nl\er" . 

Each player will have 3 minutes prior to the event to discuss 
his ch8racter wt th the referef' . During that time he/she may ask 
questions, the referee will not embel1sh on hls own inltlative. 

Characters wtll be assigned randonly. Prior to pla y, players may 
exchange characters. Remember that only one player wtll advance. It la 
suggested that you play the character most suited for your style of 
roleplaylng . 

In lhe past, players have lost because they are inactive . 
However players who try to dominate the action by themselves have also 
lost. You must walk the fine line between roleplaylng and party 
success. Our adv tee le to en.toy yourself . That -thod has been the .ast 
effective ln reaching the second round . 



ANNOU NCEMENTS 

A. S . U. STUDEllTS- Ve are looking for students to Join a ga11lng 
organization at ASU. It we c an get 10 -•bers, - can get fac t l ities at 
tbe Meaorial Union on a weekly basts. Por aore infor ... tton call Delle 
Young at 967-3447 

COPPERC08 Septeaber 9 -11 
At this ti- AGS plans to hold a 6x6 AD&D tourney, as well as 

other eve nts . EKact ti11e and location are still pending . 

Cutting Edge Games will be at Coppercon to hold a tournament of 
tbler new Roleplaylng game "Blllsted Eartb". Additionally they will run 
the usual events they bave come to be assoc iated with at loc al 
conventions. 

REALITYC08 September 24th 
The o rglnazational meeting will be at 2 : 00 pm Sunday August 27tb 

at tbe ASU .. aerial Union, Rooa 217 <Coconino> . All referees should 
aake tbter best effort to attend . 

CLASSIFIED ADS 

The fol lowing are AGS members, their pbone nuabers, and favorite 
games . Referees are listed In CAPITALS. 

Abbreviati ons: FA-Fortress A-rice/ A&A Axis and Allies/ Titan 
SHO- Sbogun / KBC- Milton Bradley Gaaoes / SL-Squad Leader / BT- Battletecb 
SFB- Star Fleet Battles / CH AM- Chaapions / COC- Call of Cuthulu 
TRAV- Taveller / PAR- Paranoia / TAL- Tailis ... n / TMllT- llinJa Turtles 

Ve will print aore abbreviations as they are used . 

Pleas e use co11110n courtesy when c alling <not after llpal 

Delle Young 967- 3447 Evenlnngs - SL, SFB and some roleplaying . 

Mike Stotts 375-1628 -RPGs on Fir , Sat . Vant to write, playtes t. 

John Plevtecb 973-8029 - Looking tor players In a new a eKcltlng world. 

George H ·Holaes 948- 6393 - AO&D, Battletech, Kechwarrtor Battletec h . 

Jett Veltacb 846-541~ -Squad Leader and other board games. 

Rieb Sber ... n 831-6893 -SL, SFB, MBO, Avalon Hill and GOV board games . 

Villlaa Bec ker 831-2496 4pa- 8pm - PAR, BT , AO&O . 

Rick Schader 993-6417 - SFB , AD&O, Dlplo ... cy, Traveller. 

P. J. Sbultz 486- 8064 - Vest Side , games every day . AD&O, A&A , Traveller 

Alex r . Moore 878-0930 Games whenever, AO&D, Varbanner 

pag,, I'> 
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ARIZORA GAMl • G SOCIBTY 

IAMB 

ADDRBSS 

CITY 

PHOH 

GA.llBS YOU PLAY 

AGB 

STA TB 

YBARS GAllllG 

MBMBBRSHIP PORK 

yea r s 10 . 00 

2 year• S19. 00 

Z I P CODB 

------------------------------------------------------
OAllBS YOU RBPBRBB 

------------------------------------------------------
Claeeif1ed ad <max 6 5 c hara c ters > 

-- ------------------------------------------------------ ·---------------
!lake checks payable to the ARIZOIA GAMl l G SOCI BTY. do I OT aend caa h . 
llaU to: Arizona Ga•lng Soci ety P. O. Box 27576 Tempe Arizona 8528 2 
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