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Your journey has been long and arduous but at last you and the rest of your party camp within the great 
stone ring of Salisbury plain and spend an anxious night waiting for the golden glow of the 
midsummer day's dawn. Your thoughts are not of the mad emperor, Caligula, who sent you on this 
maniacal quest, nor do they dwell upon the evil clans of Black Druids who stood between you and this 
night; but rather of the unknown, mystical dangers that lurk within these very stone megaliths, 
dangers and powers that will be unleashed as sure as the sun will rise. Obsessed with this premonition 
of danger you have not the slightest inkling that when that same sun rises you will be irresistibly 
pulled into a series of events of such magnitude that they not only dwarf Caligula and Rome itself; but 
form the greatest adventure in human history. You have not the slightest suspicion that tomorrow's 
dawn will throw you into danger and intrigue that will lead you to discover ... 

The riddle of Stonehenge! ... The secrets of the pyra
mids! ... The mysteries of the ancient world! as you 
play 

MaQ, MytQ ® Magic•· 
A role playing game of man's greatest adventures. 

Man, Myth & Magic is a fantasy role playing game set in 
the ancient world. A world seen not from our modern 
historical perception; but rather through the eyes of the 
people who lived it. A world filled with magic and sorcery, 
demons and monsters, and incredible powers and forces 
that hold the key to the domination of all mankind. 
Learn role playing faster, easier than ever before possible 
as a seasoned gladiator fighting for your very life on the 
bloody sands of a Roman arena! 
Reincarnate as an Egyptian sorcerer, a British Druid, 
even, perhaps an Irish Leprechaun to face the might and 
mysteries of the ancient world! 
There has never been a role playing system like Man, 
Myth & Magic. The Basic game is so simple to learn and 
presented in such a manner that you actually play as you 

Ordering Instructions 
Send check or money order to 

MILITARY SIMULATIONS 
134 Cochranes Road, Moorabbin 318!) 

Man, Myth & Magic ................... . . .. .. $28. 50 
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read through it for the very first time. The Advanced 
game is so rich and varied that it will bring you literally 
years of breath taking magic, mystery and adventure. The 
scenarios are written in such a full flavored, spirited style 
that it makes it easy to become the best game master 
players have ever seen. 
Mr. Brennan, author of a dozen books, has created a new 
kind of novel, one that people role play rather than read. 
While each exciting adventure may be played separately, 
it is also a chapter, or episode, in a series that are all 
interrelated and filled with mystery, intrigue and irony. 
Each hair raising episode will hurl you more deeply into a 
twisting plot that leads you to the final earth shattering 
climax. 

The Game Includes 
Man, Myth & Magic comes complete with three booklets 
containing: all of the rules, six adventures (three for the basic 
game and three for the advanced), and a game master's guide 
containing various charts, tables and maps, along with two 
percentile dice, a pad of character sheets and player aid in
formation and a large folded sheet of tear out maps. 
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Editorial 
Welcome to Mul tiverse two. T he most oln-iou~ 

fl'ature of this issue, is our new standard future format. 
This new A1 size gives us g reat<'r flexibility and of 
course added content. 

Contrary to prior announc<'mcnts, Mu lti\'(:rst 
will be published quarterly and not threc tim<'s a yc·ar 
as previously announced. (October 31st being th<' 
deadline for the next issue). In addition, this and 
fu111re issues will be distributed internationally. 

We intend 10 have a number of regular fea tures in 
each issue. These will include; rnmi(' strips, of varying 
IC'ngth; a news column featuring bo th Australian and 
overseas gaming news; a m ini-adventun· based on one 
of the major role playing systems; and other minor 
features. 

One of the most satisfying aspects of producing a 
magazi ne, is the readers written r<·sponsc to it. It gin·s 
us some idea of what you would lik<' to see in till' 
magazine, and how well we have fared to date. \\'e will 
indudt' a letters column in future issul's. so don't 
hesitate to writ<' to use on any topic you wish. W<· also 
wrlcom<' any submissions from you, the readers, on 
any aspect of RPG's that you would rnnsider to he o f 
interest to other gamers in Australia and m·<·rs<·as. 

The Australian gaming community is fina lly 
corn ing of ,1ge. Last year, within the span· of six 
months, three new Australian produced games were 
released, breaking the drought in local games pro
duction, which had begun in I 976. These being; the 
highly acclaimed " Empire at Arms" by the Australian 
Design Group; "Super Squadron" by Adventure 
Simulations and the " Reach for the Stars" computer 
game by Strategic Studies Group, each representing 
one of the three major gaming fields. Also, w ith the 
success of the play-by-mai l companies; "Game 
Systems" and "Chameleon Games", and the decision 
by Jedko to recommence production of the new 
boardgames, means that for the first time, the 
Australian gamer is now able to obtain a locally 
manufactured range of game products, instead of ones 
produced under license oversC'as. 

\Ve already ha\'e four established conventions; 
" Phantastacon "; "Arcanacon "; " Canberra 'Warga mes 
Convention" and "Tin Soldier Trophy". The gaming 
scene is expanding at a phenomenal rate with the 
second ha lf of 1984 seeing the premiere appearances 
of; " Kingcon"; "Sagacon " and "Necronomicon". We 
are entering a new age in Australian gaming, ,rnd 
Multi verse is proud to be a part of it. 
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High Technology Starships (16-30) 
High technology in Traveller has always been 

restricted to the levels o f Imperium maximum, with 
occasional references to the miracu lous high tech of 
the Ancients. Every now and then, a scenario will 
provide a high tech artifact, far beyond standard 
levels, but there has never been anything to actually 
illustrate technology a-s high as the ancients displayed. 

Although many people may wince a t the thought 
of actually defining high technology, it 's ra tional
ization is only award because we define it in our 
meagre scale. In the cases of technological achieve
ments over tech level 20, low tech cultures gauge every 
achievement as a tech level increase, rather than realise 
that technological achievements increase in a dramatic 
geometric progression. Effectively, all achievements 
from tech 20-29, actually only comprise one tech level, 
the increases being in decimal. That is, tech 21 is 20. 1; 
22 is 20.2; 23 is 20.3, etc,. These increases appear to low 
tech cultures as many levels instead of many aspects of 
one level. This progression accounts for the 'slower' 
progression of the computer models. . 

Unlike the Ancients, the technology progress10n 
detailed here only follows one line development. The 
new weapons and defenses are on extended develop
ments of existing lmperium systems, or extrapola tions 
of expected and projected Traveller developments. 

Like every weapon system, many become obsolete 
or ineffective when surpassed by superior technology. 
Taking this principle in account, the weapon systems 
devised have an effective life span or usability range of 
five tech levels. After that period, the weapon system 
becomes dated, unless matched by new technology. 
Strange as it may seem, even the Imperiums top line 
battlecruiser with a meson T, is useless against a 
military tech 20 starship, even ignoring the computer 
differences. 

The other item of note, which we also took into 
account, is that systems always seen to be developed in 
short spurts. Every so often, a breakthrough will occur 
and a number of new systems of variants will emerge, 
as seen by the various tables. 

In all other respects, the new weapon systems 
operate in standard Traveller terms. In some cases the 
tables have just been extended to accommoda te the 
new developments. 

NEWSYSTEMSCHRONOLOGYAND 
OPERATION EXPLANATIONS 
Tech Level 16 

The first major development is the introduction 
of Disintegrators. DisintegraLOrs are simply an exten
ded advancement of the conventional Nuclear Damper. 
They operate by causing a suppression the strong 
nuclear force in the atomic nucleus and thus causing 
the matter it is focused on tO disintegrate. 

Tractors are also introduced at this level. They are 
an advancement of the Replusor system. They genera te 
a gravity warp around the opponent, dragging t~~m 
towards it. This drag effect, slows the manoeuvreab1hty 
of the opponent, thus giving an effective decrease to 
their agility. 
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Tractors operate on the following system. They 
roll to hit as does any weapon, but they do not actua lly 
do any damage. For each factor or tractor, the tractor 
can seize upto 2000 tons. This is in an attempt to hold 
and reduce the crafts movement ability. The actual 
agility loss is proportionate to the 1ract0r pull vs the 
target size as follows: 

Tractor Tonnage Pull A .
1
. L --------"'---= g1 H y OSS. 

Victim Tonnage 

Ro und down to the nearest full number. (This means 
it is possible that a single tractor is useless). Multiple 
tractors can be used in conjunction to increase the 
tonnage pull. Tractors can also be used as equivalent 
factor repulsors. Repulsors (or reversed Tractors) can 
be used to cut Tractor Beams, see the combat matrix. 

Tech Level 17 

After the initia l breakthrough with disintegrators, 
a defense against them is developed, the disintegra tor 
screen. The disintegrator screen is an extension of the 
nuclear damper designed to protect specifically against 
disintegrators. They operate in a similiar manner as 
disintegrawrs, but counter the disintegration force by 
increasing the strong nuclear force in the nucleus and 
thus preventing the disruption of matter. 

Anti-matter becomes available for use at this time. 
Not only can the forces involved now be harnessed for 
massive destructive forces, but they a re adapted as a 
new fuel sorce. A controlled reaction provides an 
almost infinite energy source, and the need for 
excessive volumes of space is made obsolete. The anti
matter energy source is now incorporated within the 
actual drive or power plant. 

Anti-matter missiles are also developed. T hey 
utilise the nuclear reation between anti-matter and 
matter to achieve almost 100% liberation of energy of 
the mass in the missile, instead of only a few percent 
in the conventional nuclear weapon. This produces a 
more intense explosion. As anti-matter missiles ignore 
co nventional nuclear dampers, they become an 
extremely deadly weapon. 

Although matter transport is actually discovered 
at tech level 16, it is not until now that its military 
properties become fully utilized. As described in 
adventure 12, "The Secrets of the Ancients", there are 
three types of matter transport. The logical extension 
of matter transport as described here, involves the 
instantaneous transport of matter from origin point to 
target. The system used here, is an extension of the 
jump engine principles. However to assume instan
taneous transport (unlike jumps), and some degree of 
success, a ll bay missiles are teleported to the immediate 
exterior of the targe t. To teleport within the target, 
can result in intersection of matter and failure to 
detonate. Missiles that miss, (a roll to hit is still 
required), are assumed to have been teleported out of 
range. As missiles are teleported int0 the targets 
immediate vicinity; sand, repulsors and en ergy 
weapons do not have enough time to react and counter 
them. Even if they did react quickly and hit the 
missile, the missile would still detonate within range 



of the target. However, disintegrators may be used 
against incoming teleported missiles. When the 
disintegrators hit, the missile is totally vaporised and 
can not detonate. Only bay missiles use matter 
transport, turret missiles are fired in the conventional 
manner. 

Tech Level 18 

Although artifical j melligence is created at tech 
level 17, it is not fully developed until now. The 
primary advantage of artifical intelligence for military 
usage, is the effective hu~an crew reduction. Intel
ligent robots, mostly non-mobile built in units, now 
constitute the crew of starships. Only the command 
personnal are human, and only they require state
rooms. Although the robots do not require sta terooms, 
the c9st for the robots is calculated at the same rate 
that it would cost to provide them staterooms, that 
being 250000 Cr each. 

Tech Level 20 

After some time, a defense against anti-matter 
missiles is discovered, the Proton Screen. Proton 
Screen suppress the charge in anti-mauer, thereby 
converting anti-mauer into normal matter before the 
missiles can detonate. 

Tech Level 21 

Repulsors and tractors are combined in the latest 
advancement to produce the Shaker. The shaker 
generates both an attractive and repulsive warp, in 
a lternating sequences, thus literally shaking the target 
apart into pieces. 

Tech Level 22 

Defenses against the Shakers a re quickly forth
coming in the form of stabilizer screens. Stabilizer 
screens arc devices that stiffen the gravitational lines 
of force around the ship, thus making it harder for the 
changing forces of a shaker to penetrate the target. 
Tractors and repulsors will still operate in the area, as 
they do not attempt to make sudden changes in the 
vector of the gravitational field, but instead move with 
the vector. 

Tech Level 25 

After some time of luxury with anti-matter drives, 
the Neutralizer is developed. The neuturalizer is an 
extension of the proton screen, which has been 
focused into a tight beam. It operates on the same 
principles as the proton screen, but is instead used as a 
weapon. Although the beam does no physical damage, 
if it hits any engine or power plant it will reduce the 
factor of the target as any other weapon. A successful 
hit neutralizes the anti-matter/ matter reaction causing 
a loss of power. The Neutralizer ignores armour. The 
introduction of this weapon has even inspired some 
ships to be fitted with some hydrogen fuel tanks. 

Tech Level 26 

Although jump engines have been in existence 
for some time, it is only now that technology has 
advanced enough to develop the engine into a weapon, 
the Wave Motion Gun. The Wave Motion Gun 
generates a field of jump space around the target area. 
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It randomly projects particles within the target into 
jump space causing the target damage. As the Wave 
Motion Gun projects an area field, a fast moving 
target does not gain the fu ll standard adjustment for 
agility, but instead only receives half of its agility 
bonus, (rounded up). 

Tech Level 27 

After the development of the Wave Motion Gun, a 
defense against it is almost instantly developed, the 
Space Damper. The Space Damper is an incredibly 
advanced development of the jump drive. It creates a 
field in which the energies used to warp space to gain 
entry into jump space, can not operate. V,'hen in use, 
it reduces the effectiveness of the ·wave Motion Gun by 
hindering the energies it projects. However, the ship 
using the Space Damper will have and increased 
difficulty in attempting to excute a jump while the 
Space Damper is operating. Any ship attempting to 
jump while operating its Space Damper has the factor 
of the Damper added to its mis-jump chance. (A mis
j ump occuring on a 12+). However, unlike a conven
tional mis-jump, a mis-jump that occurs while a 
Space Damper is operating should be m<1de more 
extreme. The mis-jump should be at least some ld6 
hundred p<1rsecs, if not to another dimension. 

STATISTIC CODING 

With all the new weapon systems, an extension of 
the Universial Ship Profile (USP), is required. The 
additional information should be included between 
the last two section entries of weapons and fighter 
squadrons, in the following format. · 

Explanation of coding: 

I = Laser 
2 = Energy Weapons (Plasma or Fusion) 
3 = Particle Accelerator 
4 = Meson Gun 
5 = Missiles (Nuclear or High Exp) 

6 = Disintegrators 
7 = Missiles (Anti-Matter) 
8 = Shakers 
9 = Neutralizers 
A= Wave Motion Gun 

B =Tractors 
C = Disintegrator Screen 
D = Proton Screen 
E = Stabilizer Screen 
F = Space Damper 
G = Fighter Squadrons· 



SCENARIO OPTION 
One method of introducing a high technology 

ship into your standard campaign, is to have one that 
misjumped due to a n opera tiona l Space Damper. A 
group of players could u til ise the ship without need 
for additional cha racte rs, as o nl y the command 
personnal are needed. Although the thought of such a 
pm,·erful ship in rhe hands of players migh t seem 
horrific, remembenliat this is onl y for a short time. 
Not only will the Imperium and even the Zodani want 
the ship and hound them, (suicidal thought this 
might be), but a lmost every fortune hunter will 
attempt some form of deception. Although the players 
may have everything there own way for a while, o nce 
the ship is due for maintenance (one per year), which 
could anytime from when the players appropriate the 
vessel, things will begin to go wrong. Players will no t 
be able to find a ny way of servicing and maintaining a 
tech 27+ ship. The technology does not exist in the 
Imperi um sphere. Ship components will begin to 
deteriorate, fanors o f systems will d rop or fail entirely. 
At best, the players will be able to patch things 
together for a few days, even wi th ridiculous skills of 
10 p lus, Should anyone actually caplUre the ship from 
them, it would take many years to even understand the 
basic operations of the ship from them, it would take 
many years to even understand the basic opera tions of 
the ship, let alone duplicate it. T his will g ive both you 
and your players plenty of time to determine the fate 
of the ship. The players may be able to re trieve it, or 
the Imperium may simply have an accident and loose 
the vessel. If you don' t want anyone else to appropriate 
it, and the players are about to loose it, another 
identical mis-jump, (with or without the space damper 
operating, as the ship would be in a bad sta te of 
d isrepa ir), cou ld conveniently occur and send the 
players back imo the ships origin point. The players problems 
begin anew, under d ifferent circumstances. Their ship 
would obviously be a military vessel, and probably 
belonged LO the losing side of a galactic war. Whether 
the war continues to rage, has been resolved or has 
resulted in mass genocide is upto your tastes. If the 
'other' side won, it was probably because they had 
higher technology! To compound these problems, the 
players have to find some way back home, some 
hundred of parsecs away if their lucky, or another 
dimension if they are not. 

Percentage-based Fuel Purification 

TL % of Fi,e/ Mini- Cost! 
mum ton 

8 0.50 10 4000 
9 0.45 9 4222 

IO 0.40 8 •1500 
II 0.3:> 7 •1857 
12 0.30 6 5333 
13 0.25 5 6000 
11 0.20 1 7000 
15 0.15 3 10000 
16 0. 10 2 l:>000 
17• 0.05 I 20000 

Percentage of fuel required as shown as a fraction of 
1 %. Cost is in Cr. 
•For primatives that don' t use antimatter drives. 
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FU EL REQUIREMENTS 

Jump Drive: 10% of ship size in tons per jump 
number of ship capabi li ty. Th is al lowance supplies 
fuel for one jump of that number. 

Power Plant: One ton per energy point produced. 
This a llowance supplies four weeks of activity on both 
the ma neu ver drive and the power p lant. No fuel 
volume is req uired at tech 17+, as you use anti-mauer 
reactors. 

Model 

I 
I fib (A) 
Ibis (R ) 
2 
2fih ( 8 ) 
2bis (S) 
3 
3fih (C) 
·I 
·tfib ( 0 ) 

r,fil., ( E) 

6 
6fih ( F) 
7 
7fib (G ) 
8 
8fib ( H ) 
9 
9fib (J) 
IO ( K) 
IOfib (L) 
I I ( M ) 
I lfih (N) 
12 ( P) 
t2fib (Q ) 
13 (T ) 
I 3fib ( lJ) 
14 ( V) 
14fib (W) 
15 (X ) 
I Sfib (Y) 

COMPUTER MODELS 

MCr 
2 
3 ,, 
9 

1·1 
18 
18 
27 
30 
45 
•15 
68 
55 
83 
80 

100 
110 
1-10 
HO 
200 
200 
300 
300 
400 
400 
500 
500 
600 
600 
700 
700 
800 

T o n 

2 
I 
2 
-1 
2 
3 
6 
•t 
8 

10 
7 

14 
9 

18 
II 
22 
13 
26 
15 
30 
17 
34 
19 
38 
2 1 
42 
23 
44 
2} 
50 

Ct,pacity 
2/4 
21,1 
1/ 0 
3/ 6 
3/ 6 
610 
'i '9 
:, '9 

8 1 15 
8 1 I,, 

12/ 25 
12/ 25 
1:,/ 35 
I:, 135 
20/ 50 
20/ 50 
30170 
30170 
•10190 
·10190 

50/ 1 IO 
50/ 110 
60/ 130 
60/ 130 
701 150 
70 / 150 
80/ 170 
80/ 170 
901190 
90!190 

10012 10 
100/ 2 10 

Shi/> 
6 
6 
6 
A 
J\ 
A 
I) 

I) 

K 
K 
p 
p 

R 
R 
y 
y 

DRIVE POTENTIAL TABLE 

Drive Number 

TI. 
5 
r, 
(i 

7 
7 
8 
9 
9 
J\ 
A 
B 
8 
(; 
(: 

0 
I) 

E 
E 
F 
F 

G 
G 
H 
H 
J 
J 
K 
K 
L 
L 
w 
w 

f.P 

0 
0 
0 
0 
0 
0 
I 
I 
2 
2 
3 
3 
:> 
5 
7 
7 
9 
9 

12 
12 
If> 
15 
18 
18 
21 
21 
2,1 
2,1 
27 
27 
30 
30 

I 
i'vlancuvcr 2 
Jump 2 

2 
5 
3 

3 
8 
·1 

., 
II 
5 

5 
14 
6 

6 7 8 9 10 11 
17 20 23 26 29 32 

8 9 10 11 12 

:S:umber is pen-enrage o f ship required. 

DRIVE TECH LEVEL TABLE 

Driue N umber 

2 3 4 5 6 7 8 9 10 11 
Maneuver 7 7 8 8 8 9 17 18 19 20 30 
Jump 9 11 12 13 14 15 16 17 18 19 29 

N umber is minimum tec-h level required. 

POWER PLANT TABLE 

Percent Tech Lewi 
times 7-8 9-1 2 13-14 l.'> -16 17-1 9 20-29 30+ 
Pn 1 3 2 ll '• 

1 umber is perc-cntage of ship 10111wge ( ti mes Pn ) re-q uired to 
produce a power plant o f the desi red siie. 

DRIVE COST TABLE 

Drive Nu mber 

2 3 •t 5 6 7-10 II 
Maneuver 1.5 0.7 0.:> o.,; 0 . .5 0.5 0.7 1.0 
Power Plant 3.0 3.0 3.0 3.0 3.0 3.0 3.0 3.0 
Jump 4.0 1.0 1.0 ·1.0 ·1.0 4.0 4.0 •1.5 

N umber is cost in millions of credits per ton of drive insta lled. 



H ULL ARMOR Meson Gun 
Tech Lelle/ ( 'SI' Tnh Cost f .",wrg)' 

Cude To1111age Le,,el (/I/Cr/ Points 

Pcr<·eru 7.9 10-11 12-1~ M-1,, 16-17 18+ A ,;ooo II 10000 500 
of ship -1+1., 3+3a 2+2a l+a 1:+11(1 •,+•,a B 8000 II 12000 fi00 

(: 2000 12 :woo 600 
Formula indicates pc·rn· ntag(• of ship required for armor (a is D '>000 12 :,000 700 
desin,d armor fac1or). Cosr is MCr 3+ la per ton. E 1000 l.'I 800 700 

F 2000 13 1000 800 
C 1000 1·1 ·100 800 
H 2000 1·1 600 900 
.I 1000 I:, 100 900 
K 8000 12 10000 1000 
L ,,ooo I :1 :IO00 l000 ... M !000 1·1 800 !000 
N 2000 , ,, fi()() l000 
p 8000 1::1 ',000 1100 
Q 7000 1·1 1000 1100 
R ,,ooo 15 800 1100 
s 8000 14 2000 1200 
T iOOO 15 l000 1200 
11 8000 I ii 2000 1300 
V 7000 17 1200 1300 
w 5000 18 1000 1300 
X 800Q l 7 2000 1·100 
y 7000 18 1200 1·100 
z 5000 19 800 1500 

Disintegrators 
l 'S I' Tf'ch Co.1·1 1-:11/'rgy 
Code To111111gl' L,,,,('/ I /I/Cr; Points 

A ,1500 16 10000 800 
B IO00 I 7 ,,ooo 800 
C 3500 18 2000 800 
I) 3000 I!) 800 1000 
E 2,,00 20 600 !000 
F 2000 21 ·100 1000 
(; ·l:>00 17 10000 1200 
II ·!000 18 5000 1200 
.I 3500 19 1000 1200 
K 3000 20 800 1400 
L 2500 21 600 J.100 
M ·!500 18 10000 1600 
N ·1000 19 2000 1600 
p 3500 20 !000 1800 
Q 3000 21 800 1800 
R ·1500 19 5000 2000 
s 1000 20 2000 2000 
T 3500 21 1000 2000 
u 3000 22 2000 2200 
\' 2500 23 1200 2200 
w 2000 2-1 1000 2200 
X 2000 23 800 2100 
y 1500 21 700 2400 
z 1000 

MAJOR WEAPONS 
25 600 2600 

Particle Accelerator Shakers 
USP Tech Cost Energy USP Tech Cost Energy 
Code Tonnage Level (MC:r) Points Code Tonnage Leoel (MCr) Points 

A 5.,00 8 3500 500 A ~000 21 10000 1100 
B 5000 9 3000 500 B iOOO 21 12000 1200 
C 4500 10 2400 500 C 2000 22 3000 1200 
D 4000 II 1500 600 D ,1500 22 5000 1300 
E 3500 12 1200 600 E 1500 23 800 1300 
F 3000 13 1200 600 F 2000 23 1000 1400 
G 2500 14 800 700 G 1500 24 ,,oo 1400 
H 2500 15 500 700 H 2000 2,1 600 1500 
J .',000 10 3000 800 J 1000 25 400 1500 
K 4500 II 2000 800 K 7000 22 10000 1600 
L 4000 12 1600 800 L 2500 23 -~000 1600 
M 3500 13 1200 900 M 2000 2,1 800 1600 
N 3000 14 !000 900 N 1500 25 600 1600 
p 2500 15 800 900 p 7000 23 ,,000 1700 
Q 4500 12 2000 1000 Q 5500 2·1 1000 1700 
R 4000 13 1500 1000 R ,1000 'r -3 800 1700 
s 3500 14 1200 1000 s 7000 21 2000 1800 
T 3000 15 1000 1000 T 6000 25 1000 1800 
u 2500 16 1000 1100 u 7000 26 2000 1900 
V 2000 17 800 1100 V 6000 27 1200 1900 
w 1500 18 600 1100 w ,,:,oo 28 1000 1900 
X 1500 17 1000 1200 X 7000 27 2000 2000 
y 1000 18 800 1200 y 6000 28 1200 2000 
z 1000 19 600 1300 z 4500 29 800 2100 
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T U RRET WEAPONS 

I 'SI' 
Brnm Pulse Plnsma Fusion Snnd Particle 

Pnrticle J>isi11te- Anti-
Cod,• Missile llccelerator Matter Neutrali:rrs 

Rnti11g Lasn Laser Gun Gun Casler Acaleralor Barbelte grators Missiles 
I I I I I I I I I 
2 3 2 3 •I 3 1 2 4 3 3 
3 6 3 6 10 6 2 1 10 6 6 
·I 12 6 10 16 1 8 4 6 16 12 8 
5 18 10 21 20 4 10 6 8 20 18 10 
6 30 15 30 10 20 8 10 30 20 
i . 21 16 30 10 30 
8 30 20 
!) 

TL ,hailabk 7 7 10 12 7 15 l4 16 17 25 28 
Em•rgy Points 0 1 I 1 2 0 5 5 16 0 12 

TL Modi!+\ 13+ \3+ \ 3+ I \ + H+ S+ 18+ \1+ 22-+ 20+ 30+ 
T LModif +2 16+ 16+ 16+ 12+ 17+ 10+ 24+ 23+ 26+ 26+ 
T L Medi[ +3 21+ 22+ 22+ 16+ 23+ 16+ 
TLModif +4 28+ 28+ 22+ 29+ 
TLModif +5 28+ 
\\',•iglu (tons) I I I 2 2 3 5 2 

Cost (MCr) 0.75 1.0 0.5 l..'i 2.0 0.2,, 3.0 1.0 5.0 1.5 7 . .", 

Disintegrators fit two per turret. Neutralizers fi t three per turret. 

Wave Motion G un SCREENS 
L'SP T rch Cost £11ergy 
Code Ton11nge Le,,el (MCr) Poi11ts Nuclear Dampers A 8000 26 15000 2000 

B 9000 26 18000 2300 Code T ed, T ons Cost f :I' 

C 8000 27 5000 2300 I 12 so ,,o 10 

D 9000 27 8000 2600 2 13 I:, ·10 20 

E 8000 28 2500 2600 3 13 20 ·15 30 

F 9000 28 3500 2900 4 14 8 30 10 

G 8000 29 2500 2900 5 14 10 35 .',0 

H 9000 29 3500 3200 6 1·1 12 38 60 
J 8000 30 2500 3200 7 15 10 30 70 
K 12500 27 18000 3500 8 15 15 40 80 
L 11500 28 15000 3500 9 15 20 50 90 

M 10500 29 7000 3500 A 16 12 45 100 
N 9500 30 3500 3500 B 17 14 50 110 
p 13000 28 18000 3800 C 18 16 55 120 

Q 12000 29 16500 3800 D 19 18 60 130 
R l lO00 30 15000 3800 E 20 20 65 140 
s 13000 29 18000 4100 F 21 22 70 150 
T 12000 30 16500 4100 G 22 24 75 160 

H 23 26 80 170 
J 24 28 85 180 

£'.zC? i ~ 
K 25 30 90 190 
L 26 32 95 200 
M 27 34 100 210 
N 28 36 105 220 
p 29 38 110 230 
Q 30 40 115 210 

BAY WEAPONS 
100-ton Bay Tech Level Energy Cost 
Weapon Type 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 26 27 28 29 30 Poi11ts (MCr) 
Meson Gun 3 5 9 B D F H 200 70 
Particle Accelera tor 6 6 7 7 8 8 9 9 A A B B C C D D E E F F G G H 60 35 
Repulsor 2 4 6 7 8 9 A B C D E F G H J K L M N p Q 10 10 
Missile 7 7 7 8 8 9 9 0 20 
Disintegrators 7 7 8 8 9 9 A A B B C C D D E 260 200 
Tractors 2 4 6 7 8 9 A B C D E F G H J 20 20 
Anti-Matter Missiles 7 8 9 0 30 
Shakers 3 5 7 9 A B C D E 450 1.50 
Wave Motion Guns 7 7 8 800 200 
Neutralizer 3 5 9 B D F 30 20 

50-ton Bay Tech Level E11ergy Cost 
Weapon Type 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24 z-, 26 27 28 29 30 Points (MCr) 
Meson Gun 4 6 9 B D F H 100 50 
Particle Accelerator 3 3 4 4 5 5 6 6 7 7 8 8 9 9 A A B B (; (; D 30 20 
Repulsor 3 5 7 9 A B C D E F G H J K L M N 5 6 
Missile 7 7 8 8 9 9 A A B B C C D D E E F F G G 1-1 0 12 
Plasma Gun 4 5 6 7 8 9 A B C D E F 10 5 
Fusion Gun 7 8 9 A B C D E F G H 20 8 
Disintegrators 6 6 7 7 8 8 9 9 A A B B C 130 60 
Tractors 3 5 7 9 A B C D E F G 10 12 
Anti-Matter Missiles 7 7 8 8 9 9 A A B B C 0 18 
Shakers 4 6 8 9 A B C D 225 90 
Wave Motion Guns 1 100 120 
Neutralizer 6 9 15 lO 
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Meson Screens Proton Screen 
Codr Tech Tons Cost EP C,ull' Trc/1 Tons C:ost Fl' 

I 12 90 80 0.2 I 20 100 7:, 100 
2 13 :!0 :,0 0.·1 2 21 30 li0 200 
3 13 ·I:, !>5 0.6 ,l 21 ·10 70 '!00 
-I I'! 16 ,10 0.8 ·I 22 Iii -i:, 100 
:°'> 1,1 20 -1:, 1.0 :, 22 '.W :i"'> ,,oo 
6 l·l 24 50 1.2 1; 22 2 1 liO 600 
7 15 20 ·10 l.·1 7 23 20 •I;, 700 
8 I,, 30 :,0 1.6 8 23 :!O fi0 800 
9 15 ,10 60 1.8 9 23 10 7:, 900 
A I ii 2,1 ,,o 2.0 ,\ 2·1 2·1 80 1000 
B 17 28 60 2.2 B 2!> 27 8:i 1100 
C 18 32 70 2.4 C 26 30 90 1200 
f) 19 36 80 2.8 I) 27 :u 9,·, 1'100 
E 20 ·IO 90 3.0 E 28 .% 100 1 100 
F 21 ·M 100 3.2 F 29 39 10:, 1:,00 
( ; 22 ·18 110 3.'I ( ; 30 12 110 l(i()O 

II 23 !,2 120 3.6 
.J 21 :i6 130 3.8 Stabilizer 
K 2', 60 l·IO 4.0 Code T,ch Tons Cost 1-:J' 
I. 26 &I l.~O ,1.2 I 22 180 1:,0 0.·1 
M 27 68 160 1.1 2 23 60 100 0.8 
'l ?8 72 170 '1.6 3 23 90 I 10 1.2 
I' 29 76 180 ·l.8 ·I 2,1 32 80 1.6 
Q 1 30 80 190 !'>.O 5 2,1 ·10 !JO 2.0 

6 21 ·18 100 2.·1 
Disintegrator Screen 7 25 ·10 80 2.8 

Codr Tnh To11s Cost ,-:,, 8 2:"'> 60 100 3.2 
I 17 120 100 0.3 !J 2:, 80 120 .3.6 
2 18 ·10 70 0.6 /\ 26 ·18 100 ·1.0 
3 18 GO 80 0.9 B 27 56 120 ·l.·1 
·I 19 20 ,,o 1.2 C 28 6~ 1-10 ·l.8 
:, l !I 2:, :"'>:'> 1.5 I) w 80 Hi() :, .2 
Ii 19 30 60 1.8 E 30 88 180 :,.6 
7 20 25 ,,o 2.1 
8 20 35 60 2.1 Space Damper 
!J 20 50 70 2.7 Codr T n h T ons Cost f:I' 
,\ 21 30 r,:, 3.0 I 27 270 210 0.'i 
ll 22 3'> 60 3.3 2 28 !JO 160 1.0 
C 23 ~o 6.'i 3.6 3 28 13:i 200 l.:i 
I) 2-1 I:, 70 3.9 ., 28 ·18 120 2.0 
E 2:> .'iO 75 ~-2 :, 29 60 l ·IO ? • -·'' F 26 :'>:> 80 45 Ii 29 72 160 3.0 
G 27 60 BS ,1.s 7 30 60 120. 3.) 
H 28 65 !JO 5. 1 8 30 90 l!',O 4.0 
J 29 70 95 :d 9 30 120 180 •I.:, 
K 30 75 100 S.7 

¢>::--i!P ~ ~f?A@i ~ 
A11acking Tr.ictor Factor 

I 2 3 ,, 5 6 7 8 9 ,\ B C: D E F G H J 
To/lit: 6 6 5 5 4 4 3 3 2 I I I I 0 0 0 0 0 

8 9 10 II 12 13 l ·1 15 16 17 18 19 20 21 22 23 24 25 
2 7 8 9 10 II 12 13 14 15 16 17 18 19 20 21 22 23 2·1 
3 6 7 8 9 10 II 12 13 1,1 15 Iii 17 18 19 20 21 22 23 
4 5 ti 7 8 9 10 II 12 13 11 15 16 17 18 19 20 21 22 
5 

,, 
5 6 7 8 9 10 II 12 13 14 15 16 17 18 19 20 21 

6 3 1 5 6 7 8 9 10 II 12 13 H 15 I ii 17 18 19 20 
7 2 3 4 5 6 7 8 9 10 II 12 13 14 15 Iii 17 18 19 
8 I 2 3 ·I 5 6 7 8 9 10 11 12 13 1-1 15 16 17 18 
9 0 I 2 3 4 5 6 7 8 9 10 II 12 13 1-1 F> 16 17 
A 0 0 I 2 3 ·I 5 6 7 8 9 10 II 12 13 1,1 15 16 

;:: B 0 0 0 I 2 3 ·I 5 6 7 8 9 10 II 12 13 1-1 15 
::, C 0 0 0 0 I 2 3 ·I '> 6 7 8 9 10 II 12 13 1-1 .::: 
i D 0 0 0 0 0 I 2 3 4 !) (i 7 8 9 10 II 12 13 
'- E 0 0 0 0 0 0 I 2 3 ·I 5 6 7 8 9 10 II 12 

:::: 
F 0 0 0 0 0 0 0 I 2 .~ ·I 5 (j 7 8 9 10 II 

G 0 0 0 0 0 0 0 0 I 2 3 4 5 6 7 8 9 10 

H 0 0 0 0 0 0 0 0 0 I 2 3 ·I 5 6 7 8 9 

J 0 0 0 0 0 0 0 0 0 0 I 2 3 ·I 5 6 7 8 
K 0 0 0 0 0 0 0 0 0 0 0 I 2 3 1 :) Ii 7 

L 0 0 0 0 0 0 0 0 0 0 0 0 I 2 3 •I 5 6 

M 0 0 0 0 0 0 0 0 0 0 0 0 0 I 2 3 ·I 5 
N 0 0 0 0 0 0 0 0 0 0 0 0 0 0 I 2 3 ·I 

0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 I 2 3 
p 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 I 2 

Q 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 () 0 
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Attacking Missi le Factor 
2 3 1 5 6 7 8 9 A B C D E F G H 

To I lit: 6 6 5 .'> 1 4 3 3 2 2 2 I I 0 0 0 

f'> ·I 3 2 I 0 0 0 0 0 0 0 0 0 0 0 0 
2 6 5 1 3 2 I 0 0 0 0 0 0 0 0 0 0 0 
3 7 6 5 4 3 2 I 0 0 0 0 0 0 0 0 0 0 
,1 8 7 6 5 4 3 2 I 0 0 0 0 0 0 0 0 0 

.... -
5 C ,: 9 8 7 6 5 1 3 2 I 0 0 0 0 0 0 0 0 - " "" Ii 10 9 8 7 6 5 4 3 2 I 0 0 0 0 0 0 0 .... 0:, 

"" .... 7 11 JO 9 8 7 6 5 4 3 2 I 0 0 0 0 0 0 ~ 0 
-~~ 8 l"2 • I I 10 9 8 7 6 .'i 4 3 2 I 0 0 0 0 0 -~ :: 9 rn 12 II 10 9 8 7 6 5 4 3 2 I 0 0 0 0 '"' " - :r.-

A 14 13 12 11 10 9 8 7 6 5 4 3 2 I 0 0 0 
B 15 1,1 13 12 I I 10 9 8 7 6 5 ,1 3 2 0 0 
C 16 15 11 13 12 11 10 9 8 7 6 5 ,1 3 2 I 0 
0 17 16 15 14 13 12 II 10 9 8 7 6 5 'I 3 2 I 
E 18 17 16 15 14 13 12 II 10 9 8 7 6 5 4 3 2 

I 15 14 13 12 II 10 9 8 7 6 5 ,1 3 2 I 0 0 
2 16 15 H 13 12 II 10 9 8 7 6 5 4 3 2 I 0 
3 17 16 I!", 14 13 12 11 10 9 8 7 6 5 ,1 3 2 I 
1 18 17 16 15 1-1 13 12 II 10 9 8 7 6 5 4 3 2 
5 19 18 17 16 15 1-1 13 12 11 10 9 8 7 6 :> ·I 3 
6 20 19 18 17 16 15 11 13 12 11 10 9 8 7 6 :> 
7 21 20 19 18 17 16 15 1-1 13 12 II JO 9 8 7 6 5 
8 22 21 20 19 18 17 16 15 14 13 12 II 10 9 8 7 Ii 
9 23 22 21 20 19 18 17 16 15 l4 13 12 11 10 9 8 i 
,\ 2-1 23 22 21 20 19 18 17 16 15 14 13 12 II 10 9 8 

0 B 2', 2,1 23 22 21 20 19 18 17 16 15 ),I 13 12 11 10 9 
.'.:? C: 26 25 21 23 22 21 20 19 18 17 16 15 H 13 12 11 10 
~ 0 27 26 25 2,1 23 22 21 20 19 18 17 16 I:, l ·I 13 12 II 

" E 28 27 26 25 2,1 23 22 21 20 19 18 17 16 15 11 13 12 :::: 
F 29 28 27 26 2:, 24 23 22 21 20 19 18 17 16 15 1,1 13 
G 30 29 28 27 26 9· -~ 2,1 23 22 21 20 19 18 17 16 15 14 
H 31 30 29 28 27 26 25 2,1 23 22 21 20 19 18 17 16 15 
J 32 31 30 29 28 27 26 2:, 24 23 22 21 20 19 18 17 16 
K 33 32 31 30 29 28 27 26 25 24 23 22 21 20 19 18 17 
L 34 33 32 31 30 29 28 27 26 25 21 23 22 21 20 19 18 
M 35 34 33 32 31 30 29 28 27 26 25 21 23 22 21 20 19 
N 36 35 34 33 32 31 30 29 28 27 26 25 2,1 23 22 21 20 
p 37 36 35 3,1 33 32 31 30 29 28 27 26 25 24 23 22 21 
Q 38 37 36 35 34 33 32 31 30 29 28 27 26 25 2·1 23 22 

I 10 9 8 7 6 5 1 3 2 I 0 0 0 0 0 0 0 
2 II 10 9 8 7 6 5 4 3 2 I 0 0 0 0 0 0 
3 12 II 10 9 8 7 6 5 4 3 2 I 0 0 0 0 0 
4 13 12 11 10 9 8 7 6 5 4 3 2 I 0 0 0 0 
5 14 13 12 11 10 9 8 7 6 5 4 3 2 I 0 0 0 
6 15 11 13 12 II 10 9 8 7 6 5 4 3 2 I 0 0 
7 16 15 14 13 12 II 10 9 8 7 6 5 4 3 2 I 0 
8 17 16 15 14 13 12 II 10 9 8 7 6 5 4 3 2 I 

.. 9 18 17 16 15 14 13 12 II 10 9 8 7 6 5 4 3 2 
s:: ... A 19 18 17 16 15 14 13 12 II 10 9 8 7 6 5 4 3 ... ..,._ 
~ !: B 20 19 18 17 16 15 14 13 12 II 10 9 8 7 6 5 1 
<., " C 21 20 12 v, Cl 19 18 17 16 15 14 13 II 10 9 8 7 6 5 
s:: .. D 22 21 20 19 18 17 16 15 14 13 12 II 10 9 8 7 6 C <:: - ... E 23 22 21 20 19 18 16 15 13 12 I I 10 9 8 c- 17 1'I 7 .. <., 

Cl.. ::s F 24 23 22 21 20 19 18 17 16 15 14 13 12 II 10 9 8 :2: 
G 25 24 23 22 21 20 19 18 17 16 15 14 13 12 II 10 9 
H 26 25 2-1 23 22 21 20 19 18 17 16 15 14 13 12 II 10 
J 27 26 25 24 23 22 21 20 19 18 17 16 15 14 13 12 II 
K 28 27 26 25 24 23 22 21 20 19 18 17 16 15 14 13 12 
L 29 28 27 26 25 24 23 22 21 20 19 18 17 16 15 14 13 
M 30 29 28 27 26 25 24 23 22 21 20 19 18 17 16 15 14 
N 31 30 29 28 27 26 25 24 23 22 21 20 19 18 17 16 15 
p 32 31 30 29 28 27 26 25 24 23 22 21 20 19 18 17 16 
Q 33 32 31 30 29 28 27 26 25 24 23 22 21 20 19 18 17 

Attacking Beam Factor 
I 2 3 4 5 6 7 8 9 A B C 

To Hit: 8 7 7 6 6 5 5 4 4 3 3 2 

I 6 5 4 3 2 I 0 0 0 0 0 0 
2 7 6 5 4 3 2 I 0 0 0 0 0 
3 8 7 6 5 4 3 2 I 0 0 0 0 
4 9 8 7 6 5 4 3 2 I 0 0 0 

1 5 10 9 8 7 6 5 4 3 2 I 0 0 
" 6 II 10 9 8 7 6 5 4 3 2 I 0 ·r. 

7 12 II 10 9 8 7 6 5 4 3 2 I 
8 13 12 11 10 9 8 7 6 5 4 3 2 
9 14 13 12 II 10 9 8 7 6 5 4 3 
A 15 14 13 12 II 10 9 8 7 6 5 4 

10 



<!bamrlron ~amrs 
~lap hp mail 

G.P.O. BOX 2302 SYDN EY 2001 

WE OFFER A SELECTION OF 
THE BEST PLAY BY MAIL 
GAMES AVAILABLE IN THE 
WORLD, HERE IN AUSTRALIA. 

~-

5'?ACt, E,XP\.,OQ.Ai\ON, 
TQAO\NG b CONFUCT r 

IN it-1'5 '/'SAQ 2, \~ 
~ ..... 

~ -
. . . -

·c,· 

J:.._ c.L,A:SS \ C 

P. B . ~ . GA-Mt::, t>-.QoVJJD 
"T\\5 WoO\..D . 

P\..,ANt:,,P-'1 WAQ..FAQS. 

FA51"°"'0VING 6\IV\Ul,A1ION 

\:<5QU\Q\NC ,A.CTICA\..., A.ND 
5TR.A..1E.G1C S~IG-L,S. 

Tl-\v c.Atv1E, A.DvANCE:-5 
TO SUQ'/E,\L,L-ANCE, 

AND NUGvt7"AQ 
cAPABlul-ry_ 

PLAY WITH SOME OF AUSTRALIA$ 
BEST FROM THE SAFETY OF YOUR 
OWN HOME. 

Games number one in P. B.M. 

TERRA 11 

A ME-D\E,YAu TQl~l, ADV£,N1UQE;, 

'IOU W\L\., Nt,C:-D ~\., 'ioUR <2.0\...t
PL,l,,,_YING SXPE-121:5£- To 1.,cAO Youl<. 
1-\ANDP\Cl,c(_E,D --n2.1BE, rl2ot--1 1HE

ONC.01'-11NG \GE- AGE-. 

T\-\E- 5Ul<VIVAv OF "loua. 

L,e;;ADSQ:514 IP, 6~1uv 

c.o-.J~ACE.,. 



-II.) 

To Hit: 

2 
3 
·I 
:, 
6 
7 
8 
9 
A 
II 
(: 

I) 

E 
~ F ., (' 

~ ~ 
~ J 
tj K 
~ L 

M 
N 
p 

Q 

l 

- 2 
.§ 3 
~ 4 
;:: 5 

~ 6 
j 7 

8 
<l 

To Hit: 

s:: 

~ 
" "' 

I 
2 
3 
4 
5 
6 
7 
8 

::; 9 
~ A 
~ B 
i:: C 
::i D 
Q E 

F 
G 
H 
J 
K 

1 
9 

2 
9 

3 
8 

·l 
7 

:) 
7 

6 
7 

7 
6 

8 
6 

9 
6 

A 
5 

II 
5 

(: 

5 

16 15 1:, 1-1 1-1 13 13 12 12 9 9 8 
16 16 15 13 1-1 H 13 13 12 10 9 9 
17 16 16 I:, I :> H H 13 13 10 10 9 
17 17 16 16 15 I:, H 1'l l:l II 10 10 
18 17 17 16 l fi I'> 15 1-1 14 11 11 10 
18 18 17 17 16 Iii I'> I '> H 12 I I I I 
19 18 18 17 17 Iii 16 I :> 15 12 12 I I 
19 19 18 18 17 17 I(; l ti l:1 13 12 12 
20 19 19 18 18 17 17 16 16 13 13 12 
20 20 19 l!I 18 18 17 17 16 1-1 1:1 1:1 
21 20 20 19 19 111 18 17 17 1·1 H 13 
21 21 20 20 19 19 18 18 17 15 H 1-1 
22 21 2 1 20 20 19 19 18 18 I :> la 14 
22 22 21 21 20 20 19 19 18 16 I:> I :> 
23 22 22 21 21 20 20 19 19 16 16 15 
23 23 22 22 21 21 20 20 19 17 16 Iii 
2·1 23 23 22 22 21 2 1 20 20 17 17 16 
2·1 2·1 23 23 22 22 2 1 2 1 20 18 17 I 7 
2:, 24 2·1 23 23 22 22 2 1 21 18 18 17 
25 25 2·1 2·1 23 23 22 22 21 19 18 18 
26 25 25 24 2·1 23 23 22 22 19 19 18 
26 26 25 25 24 2·1 23 23 22 20 19 19 
27 26 26 25 25 2,1 2·1 23 23 20 20 19 
27 27 26 26 25 2'> 2·1 24 23 2 1 20 20 

12 
II 
10 
7 
6 
8 

15 
4 

14 

I 
8 

16 
16 
17 
17 
18 
18 
19 
19 
20 
20 
2 1 
2 1 
22 
22 
23 
23 
24 
24 
25 

12 
I I 
9 
7 
5 
8 

I'> 
·I 

13 

2 
8 

15 
16 
16 
17 
17 
18 
18 
19 
19 
20 
20 
2 1 
2 1 
22 
22 
23 
23 
24 
24 

12 
10 
9 
6 
[> 

8 
H 
·I 

13 

3 
8 

I I 
10 
9 
6 
5 
7 

14 
3 

13 

4 
7 

15 14 
15 15 
16 15 
16 16 
17 16 
17 17 
18 17 
18 18 
19 18 
19 19 
20 19 
20 20 
2 1 20 
2 1 21 
22 21 
22 22 
23 22 
23 23 
24 23 

I I 
10 
8 
6 ,, 
7 

14 
3 

12 

5 
7 

I I 
9 
8 

:> 
•I 
7 

13 
3 

12 

6 
7 

14 13 
14 14 
l.'i H 
15 15 
16 15 
16 16 
17 16 
17 17 
18 17 
18 18 
19 18 
19 .19 
20 19 
20 20 
21 20 
21 21 
22 21 
22 22 
23 22 

10 
9 
8 
5 
·I 
6 

13 
2 

12 

6 

13 
13 
M 
H 
15 
15 
16 
16 
17 
17 
18 
18 
19 
19 
20 
20 
2 1 
2 1 
22 

10 
9 
7 
~) 

:1 
Ii 

13 
2 

I I 

8 
6 

12 
13 
13 
H 
14 
15 
15 
16 
16 
17 
17 
18 
18 
19 
19 
20 
20 
2 1 
2 1 

10 
8 
7 
·I 
3 
6 

12 
2 

I I 

9 
5 

12 
12 
13 
13 
H 
14 
1:, 
15 
16 
16 
17 
17 
18 
18 
19 
19 
20 
20 
21 

8 
7 
6 
3 
2 
:> 

I I 
0 

10 

A 
:"'> 

9 
10 
10 
I I 
I I 
12 
12 
13 
13 
H 
11 
15 
15 
16 
16 
17 
17 
18 
18 

8 
7 
:'> 
:I 
I 
!> 

11 
0 
() 

8 
:, 
9 
9 

10 
10 
I I 
II 
12 
12 
13 
13 
14 
14 
15 
15 
16 
16 
17 
17 
18 

8 
Ii 

:'> 
2 

:'> 
10 
0 
<1 

C 
,1 

8 
9 
9 

10 
10 
11 
11 
12 
12 
13 
13 
14 
11 
15 
15 
16 
16 
17 
17 

I) ,, 
8 
8 
9 
9 

10 
10 
II 
II 
12 
12 
13 
13 
1-1 
1·1 
1:, 
I:, 

16 
16 
I 7 
17 
18 
18 
19 
19 

i 
(i 

.:'> 

2 
I 
·I 

10 
0 
9 

n 
·1 

8 
8 
9 
9 

10 
10 
II 
II 
12 
12 
13 
13 
14 
11 
15 
15 
16 
16 
17 

E 
4 

7 
8 
8 
9 
9 

10 
10 
11 
II 
12 
12 
13 
13 
1·1 
1·1 
!.', 
!', 
16 
16 
17 
17 
18 
18 
19 

7 
ti 
·I 
2 
0 
·I 

10 
0 
8 

Anac:-king Mfson Gun F.1nor 
F (; H J K 1. 

i 
7 
8 
8 
9 
9 

10 
10 
II 
I I 
12 
12 
13 
1.1 
l ·I 
H 
I:, 
I :", 
16 
Iii 
17 
17 
18 
18 

j ,, 
I 
0 
·I 
9 
0 
8 

·I ·I •I ·I 4 

f, 

7 
7 
8 
8 
9 
9 

10 
10 
II 
I I 
12 
12 
1:1 
1:1 
II 
1-1 
1:, 
I'> 
16 
16 
17 
17 
18 

6 
:°') 

I 
I 
0 
3 
9 
0 
R 

f, :> 
6 6 
7 Ii 
7 7 
8 7 
8 8 
9 8 
9 9 

10 9 
10 10 
11 10 
II I I 
12 II 
12 12 
13 12 
13 13 
H 13 
1-1 14 
I.'> H 
15 I:, 
16 I.'> 
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MISSILE A TT ACK TABLES 
Missiles must achieve the to hit number (or 

greater) on two dice. H a hit is scored, then sand 
casters, beam weapons (laser and energy; each type 
uses the beam section), disintegrators, repulsors and 
dampers must be penetrated (throw the number 
shown or greater on two dice). Missiles tha t are 
launched via matter transport, can not be stopped by 
sand, beam weapons or'repulsors. 

HE (high explosive) missiles ignore Nuclear 
Dampers and Proton Screens. Nuclear Missiles that 
are stopped by Nuclear Dampers or Anti-Matter 
missiles that are st◊pped by Proton Screens have no 
effect. 

DMs allowed to Hit: 

+ relative computer size. 
ta rget agility rating.(½ vs WM Gs). 

+ target size modifiers. 

Energy Weapons: not allowed a t long range. 
Lasers: 1 at long range. 
Missiles: 1 at short range, unless launched via matter 
transport. 
Disintegrators: + 1 at short range. 
Tractors: + 1 at short range. 
Neutralizers: + 1 at short range. 

DMs allowed to Penetrate: 

+ relative computer size. 

Energy Weapons: +2 
Matter Transported Missiles: +4 vs Disintegrators 
only. 
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SHIP DAMAGE TABLES 

J)i(' .'i1ofan' c.xp/osio11 
I J/J J /Jf/magr Tablr 

Nadiatio11 
/)amngr Tablr 

ln1trior 1-:xp/osio11 
/)amagr Table 

2 Criliral Cri1irnl Cri1ic;il 
::l l111crior Explosion C:r .. w-1 Critical 
·I l111<..-ior Explosion Compull'r··I Critical 
:, lim·rior Explosion 
(i :Vlam'tl\Tr-2 
7 Fud-:l 

Crew-I 
CompuH·r-3 
Cr,·w-1 

Fuel Tanks Sha11crcd 
Con1puter-2 
Scn·,·ns-3 

8 \\',•apon-3 
9 ,\lalll'u,·n-1 

IU Fud-2 
II \\"c-apon-2 
12 ;\Jam·m·,..--1 
I.~ Fut'l -1 
1-"I \\"capon-I 
1:, \\'l'apon-1 
16 Fut'l·l 
17 \\'t·apon-1 
18 \l't·apon-1 
19 Fut'l-1 
20 \\'capon-I 
21 \\'t•.ipon-1 
22+ No Effcn 

Cornpuler-2 
Comptun-2 
\\'c-apon-·1 
CompulC'r-2 
\l'r•apon-3 
Compu1c·r-l 
Wt'apon-2 
Compuler-1 
\Vcapon-2 
Wt'apon-1 
Weapon-I 
Weapon-I 
Weapon-I 
Wc·apon-1 
No Effec1 

Jump-2 
Power Plaru-2 
CrC'w-1 
Comptll('r· I 
s,n·cns-3 
Jump-I 
Pown Plalll-1 
C:ompu1er-l 
Scr('t'llS-1 
Jump-I 
Pownl'lalll•I 
Scr(•t•ns-1 
Jump-I 
Power Plam-1 
NoErkn 

l 'se this co/1.111111 for: 

Em·rgy Wc-apons: Lasers. 
HE and Nudrar Missil,·s. 
Par1icl<' \\',·a pons. 
llisin1,·gra1ors, Arlli
ma11cr l\'lissilt•s. ShakC'rs, 
\\".in· Mo1ion Gt!ll and 
:\tu1n,lizcrs. 

( 'st thisrolumn for: 

Panidt' Acn·kra1ors. 
Nucltar Missiks. M,·son 
Guns and Arui-Maucr 
Mis,ill's. 

l 'se this co/11m11 for: 
~kson Cuns. 
Disit11l'gra1ors. Shakns, 
\Vavc Motion Gun ;ulCl 
Nelli ra I iz.c·rs. 

DMs for the Ship Damage Tables: 

I. Apply armor of the defending ship as a +DM 
against all weapons on the surface explosions table 
and all but meson guns on the radiation damage 
tables. 
2. If the weapon inflicting the hit has a factor of 9 or 
less, apply a DM of +6. 
3. If the weapon inflicting the hit was a nuclear 
missile, apply as DM of -6 on surface explosion 
damage. 
4. If the weapon inflicting the hit was a pulse laser, 
apply a OM.of -2. 
5. Rolls resulting from other rolls (for example, 
interior explosion caused by surface explosion) are 
unmodified. 
6. If the weapon inflicting the hit was an anti
matter missile, apply a OM of -12 on surface explosion 
damage. 
7. As the Wave Motion Gun affects an area of space, 
the target ship only sessions half their agility bonus 
on defense, rounded up. 
8. Neutralizers ignore armour, but only damage 
power plants or engines. 
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Spinal Mounts: All spincal mount weapons 
which hit and penetrate inflict one extra damage roll 
(on each appropriate table) for each letter by which 
their size exceeds 9. For example, a particle accelerator 
with a code of A gets 2 rolls on both the surface 
explosion and radiation tables; a factor of B receives 3 
rolls, etc. The number of extra rolls is reduced by one 
for each factor of armor the target ship has, (but a 
weapon always gets on roll). Meson Guns, Stabilizers 
or Wave Motion Guns are not reduced by armour on 
any table. 

If the size code of the Disintegrator is greater than 
the size or the target ship, the ship is instantly 
vapourised. This applies to a ll Disintegrators of all 
codes, including those under size A. 

Shakers, unlike other spinal mounts, do not 
inflict a number of critical hits equal to the size 
difference of the mount and target size. Instead, they 
inflict a number of interior Explosion hits on the 
same principle. However, all Shaker spinal mounts 
always inflict at least one Interior Explosion damage 
roll, if they hit. 

Thanks to Martin Dick for his rationalizations 
and suggestions for some of the new systems. 

Special thanks to Marc Miller for allowing us to 
reprint the relevant tables from Book 5, High Guard, 
which accompany this article. 

by Joseph Italiano 



AD&D Vampires 

There is little doubt that the vampire is amongst 
the most fascinating of all the numerous creatures to 
be found in an AD & D universe. Unfortunately, it is 
also one of the most lethal a player can encounter. 
This severely limits the use of the vampire in low to 

medium level campaigns (such as my own). This was 
the dilemma which confronted me when one o f my 
players and several of his powerful NPC friends 
managed to encoumer a vampire in the wilderness. 
With some trepidation, I allowed the encounter to 
take place, only to find that (with some difficulty) the 
vampire succeeded in destroying the entire parry. 
Understandably, the player was somewhat put out, 
and inquisitive as to the chances of returning as a 
vampire. 

I decided that something had to be done about 
vampires in general. In the end, I decided that the 
creatures would form some son of dark cult, becoming 
more powerful as more of the soul is claimed by the 
powers of darkness. In my campaign, vampires are 
servants of Camazotz, God of the Night. He was once a 
servant of Orcus, but broke with his master and has 
since become a lesser god in his own right. Many of 
his clerics are themselves vampires. This approach to 
vampirism can be fun, as the OM can have the player 
perform all manner of peculiar rituals to advance a 
level once the requisite number of experience points 
have been obtained. One of the most amusing sessions 
of D & D I have played was with the above player, 
attempting to con seven virgins to a place where he 
could sacrifice them in order to advance a level. At the 
time, he had not gained his ability to charm person. 

The following should definitely not be over-used 
as a player character class, but only brought out if it is 
needed. If this system is used for player characters, 
then it is vital that it also be used for NPC's (which 
also allows the DM to place a lower level vampire in a 
scenario without too much guilt). Not to do this is to 

unfairly discriminate against the players. 
So, if one of your players manages to get him or 

herself killed by a vampire, you might like to consider 
this alternate idea. 

There are no special requirements for a being to 
become a vampire and no experience bonuses are 
received for vampires with high characteristic scores. 
Although half-elves and h a lf-ores may become 
vampires as well as humans, they are far less common. 
A vampire's a l ignment is always Chaotic Evil. 
Vampires attack and save as monsters. 

VAMPIRES TABLE II: 

Armor 
Level Strength Damage Class 

I 13 ld3 9 
2 1,1 ld4 8 
3 15 l<l6 7 
4 16 1<l6+1 6 
5 17 l<l6+2 5 
6 18 ld6+3 1 
7 18/ 01 ld6+·1 3 
8 18/ 51 ld6+1 2 
9 18/ 76 ld6+4 

VAMPIRES TABLE I: 

8-Si<kd Din· for 
Exp<'ric·1l<'r Exp<'·rit'lln.· .'\cn1m11lat<·d 

l'oin1s L<·,·d Hit Points T11rn r\s 

0-2500 ~lununy 
2501-5000 2 2 Mummy 
5001-10000 3 3 Sp<'ctr(' 

I 0001 -20000 4 ·I Spc•cm· 
2000 l -·l0000 5 5 Sp(TII'(' 

·10001-80000 Ii 6 \ ',unpirr 
80001-120000 i 7 \'ampirC' 

I 2000 I -160000 8 8 \'ampin· 
160001-up 9 8+~ Va1npire 

\ 
Strength becomes the minimum level if it is 

below that level. If it above that level, no change 
occurs. 

Damage is the damage done by the mere touch of 
the vampire. A bite from the vampire will deliver this 
much damage. 

Armor class is the armor class of the vampire 
without armor. It is conferred by the vampire's 
increasingly powerful bond with the Negative Material 
Plane. 

Regeneration 
Level 
Drain 

Charm 
Sav\' 

Special 
Abili1ies 

A 

15 

2 
2 
3 

I 
I 
I 
2 

Normal 
Normal 

-I 
-I 
-2 

B 
C 
D 
E 
F 
c; 
H 



Regeneration is the number of hit points which 
may be regenerated in one round. This ability is not 
gained until 4th level. 

Level drain is the life levels the vampire can drain 
from its victim by t◊uch. A bite from the vampire wi ll 
also serve to drain life levels. As save vs. death magic is 
applicable. At 9th level, 1 level is drained even if the 
save is successful. This ability is not gained until 6th 
level. 

Charm save indicates the modifer on the save vs. 
the vampire's charming gaze. This save is vs. magic 
and success indicates no effect. Fai lure should be 
treated as a charm person spell. The vampire may use 
this ability once per round. This ability is not gained 
until 5th level. 

Explanation of special abilities: 
A. Immunity to charm, hold, and sleep based a ttacks. 
B. The ability to polymorph into a large bat at will. 
C. Immunity to poison and paralysis. 
D. Half damage from cold and electricity based 

attacks. 
E. The ability to assume gaseous form at will. When 

the vampire reaches 0 hit points, he or she will 
now be forced into gaseous form rather than 
dying. To restore his or her corporeal form the 
va mpire must return to his or her grave and rest 
for 8 hours. 

F. Immunity to normal weapons. 
G. The ability to summon and control !0d!O rats. 

The rats will a rrive within 2d6 rounds. In places 
where rats are not present, ba ts may be summoned 
instead. In places where neither are present, 
nothing may be summoned. 

H. The ability tO summon and control 3d6 wolves. 
The wolves will arrive within 2d6 rounds. In 
places where wo lves a re not present, nothing may 
be summoned. 

VAMPIRES TABLE III: 

Armor Shield Weapons• O il Po ison 
None None /\ny Yes 
• lncludt's a ny magical weapons of 1hc named 1ype. 

Vampires are servants of Camazotz, God of Night 
and Darkness. Upon being bitten by a vampire, the 
victim retains all his or her levels in previous classes, 

KING CON 

but begins at 1st level as a vampire. No funher 
progression in the victim's previous class( es) is possible 
until he or she reaches 9th level as a vampire. T he 
victim 's previous hit point total is retained unti l the 
accumulated hit points the victim has gained as a 
vampire exceed this amount. T he higher hit point 
total for the character class o r vampire is a lways the 
one which should be used. Vam pires do gain consti
tution bonus, but a re not treated as fighters for this 
purpose. 

Vam pires a re subject to all the weaknesses 
described in the AD & D Monster Manual. T hat is, 
they will die if exposed to direct sunlight (but not a 
continual light spell). They will lose one third of their 
hit points each round they are within running water. 
A strongly present cross (holy symbol of Semele, God 
of Day and Light) will keep them at bay, and they may 
be turned as described earlier. Finally, vampires may 
also be permanently slain (even after reaching 5 level) 
by having a wooden stake placed through their heart, 
or by being decapitated and having holy wafers placed 
in their mouth. 

Periodically, a vampire must fulfil his or her 
blood-lust. As the bond with the Negative Materia l 
Plane becomes stronger, this blood-lust naturally 
increases. Thus, a vampire must kill and drain the 
blood of one creature per level per month. Of course, 
animals are not as useful for q uelling this lust as a rc 
humans. Animals will vary from being worth ¼ of a 
creature to ½ of a creature. In order to satisfy the 
vampire's blood-lust, kills must be made with a bite. 

Though all vampires can create lesser vampires as 
soon as they gain their level draining ability (6th 
level), this is to be strongly discouraged in p layer 
characters, since a plague of vampirism is not healthy 
for a campaign. Once created, such vampires are 
under the control of their creator until he or she is 
either killed, rendered unconscious or into gaseous 
form, or if the controlled vampire becomes equal 10 or 
greater than their master's level of experience. A 
maximum of one vampire per two levels of experience 
can be under control a t any one time. Creation of 
further vampires will result in all vampires under 
control being set free to do as they wish. 

by Andrew South 

8th & 9th December 
Moe High School, Moe 
The free-form convention 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. Run by 
Ohtar en Moria. 

Contact: Ian Harrison, 47 Vale St., Moe 3825 or ring Jack (051) 
748994. 

JEDKO GAMES COMPANY official sponsors. 
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· In Call of Cthulhu 
even librarians get bitten by the 
Formless Spawn of Tsathoggua 

• 
• 

• • 

• 

• 
•• .. • ' 

' • .. 

•• .. \ 

• 

• 

Enter the awesome universe of the 
Cthulhu Mythos, those dread tales in 
which magic, science, arcane lore, and 
dark destinies irrevocably sear the lives 
of those for whom the bizarre and the 
curious have unseemly attraction. A 
universe where only a small band of 
brave men and women stand between 
the world as we know it and the un
utterable evil of the Old-Ones whose 
minions plot the return and rule of their 
mighty lord, Cthulhu. 

As a player, your characters are the 
investigators, the guardians of life and 
sanity; as the Keeper (Gamesmaster). 
you'll evoke an atmosphere of the 
fabulous 1920's and reveal the cosmic 
horror underlying the events of the 
time. 

This complete role-playing game is 
ready to use and the fast-moving Call of 
Cthulhu rules provide fascinating fun in 
a world of gothic horror in the true 
Lovecraft tradition . 

Sole Australian agent; 

VENTURA GAMES 
83 York St. SYDNEY (02) 29 6351 

Call of Ct hulhu is Chaosium Inc's registered name for ,ts HP Lovecraft role-playing game 
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How to get more from your game -2 

CHARACTER GENERATION 

After some discussions with various players, 
have found that many people have either missed, or 
neglected a very interesting rule in Super Squadron. 
This being that the· Hrst power you roll, can be taken 
as automatice rerolls for every other power you have. 
That is, if you have four powers, and roll Flame 
Generation first, you can automatically take Flame 
Generation four times. 

The major question asked here, is why do it? 
Firstly, characters with many powers sometimes find 
it hard to roll compatable powers. This would enable 
you to automatically have compatablc powers. 

Apart from the basic properties of reduced AP 
cost; more damage dice; increases in duration and 
range; or reduced savings throws that can be taken as 
facets of a multiple power, characters may also take 
related powers as abilities. This allows characters to 
automatically develop their characters, with comp
a tible powers. Some players wrongly assume, that very 
few powers are worth taking multiple times. On the 
contary, many powers are worth taking multip le 
times. If you consider the basic powers listed, you wi ll 
find that many can be expanded with sub-abilities. 
Remember that the most powerful characters are not 
those with numerous powers once, but those with one 
power numerous times. 

The more times a character has a power, then 
more divergent related powers can be taken. If a 
character only has a power twice, they should be 
restricted to the standard multiple power sub-abilities. 
if a character has a power three times, then related 
powers can be taken as sub-abilities. For characters 
with more powers, then more extreme related powers 
and sub-abili ties can be taken. 

The speci fi c examples and applications are 
endless, but with some justification and simple logic, 
many sub-abilities can be developed. Some examples 
are given as guides below: 

WHAT MAKES YOU 
THINK THAT rvE 
GOT LIGHT 
CONTROL? 
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A. Related Powers 

Darkness Generation 
Power I. Standard Ability. 
Power 2. Light Control. 
Power 3. Heightened Senses, (light based) such as: 

Infravision; Microscopic Vision; Telescopic 
Vision; Ultraviolet Vision; X-Ray Vision or 
Vibratory Vision. 

Power 4. Energy Absorption for light/ dark based 
a ttacks. This would include Flame Gen
era tions and Laser Beams. As this is only a 
limited form of Energy Absorption, type B 
should be given. 

Environment Control 

Power 1. Standard Ability 
Power 2. Gravity Control 
Power 3. Weather Control 
Power 4. Air Generation 

Mind Control 

Power 1 Standard Ability 
Power 2. Mind Powers such as: Telepathy or Lie 

Detection 
Power 3. Emotion Control 
Power 4. Phantasmal Forces 
Power 5. Astral Projection 
Power 6. Self Discipline 

As shown, the more powers are taken, the more 
extreme the rela tionship between the original and 
related power. 

B. Sub-Abilities 

Regeneration 
Power 1. Standard Ability 
Power 2. Regeneration of Action Points 
Power 3. Degeneration Attack. An a ttack that drains 

Hi t Points or Action Points. Beam Ability 
should do less than a hand-to-hand contact 
ability. Eg: 4d4/ 4AP hand-to-hand and 
3d4/ 3AP Beam weapon. 

Power 4. Regeneration of bodily organic parts for 
both the character and others. 40AP per 
limb per week. 

Mimic 

Power 1. Standard Ability 
Power 2. Beam Mimic attack. Contact is not neces

sary, but can be substituted by a beam 
weapon hit. Beam does no damage, but is 
not affected by Armour or Invulnerability. 

Power 3. Absorption. P owers mimiced, are tem
porary lost by the original character, while 
the mimiced player has them. 

Power 4. Transferral. Powers stolen can be perm
enantly exchanged between the characters 
in question. 

Power 5. De-evolution. Powers mimiced are stolen 
permenantly from the victim, although the 
mimicer does not retain them permentantly 



Invulnerability 
Power I. Standard Ability 
Power 2. Invulnerability automatically kicks into 

action, whenever character is attacked, 
without the character expending an action 
to activate the power. 

Power 3. Reflected damage. If an opponents modified 
damage does not actually pentrate the 
Invulnerabilit.y, damage is refl ected back. 
Eg.: bullets bounce back and hit them, 
blows hurt their hands, swords smash, etc., 

QUINTUPLE 
INVULNERABlLITY, ~--
ALWAYS GETS ME DOWN. 

Of course, characters with multiple powers may 
take a combination of all the types of sub-a bilities or 
powers and standard multiple power reductions. 
Characters can take increased damage, rela ted power 
and related sub-ability. A combination example is 
given below: 

C. Combination Abilities 

Invulnerabi lity 
Power I. Standard Ability 
Power 2. Double Invulnerability, character takes one 

eighth damage. (Standard Multiple Power 
reduction). 

Power 3. Invulnerability automa tically kicks into 
action. (Sub-Ability). 

Power 4. Density Control. (Related Power). 

Any combination of these multiple power options 
can be taken by a character when they have multiple 
powers 

Obviously some power a re easier 10 expand than 
others, but if you examine your first power, with a 
little thought and creativity, you can develop some 
amazing characters. 

Characters with multiple power, can a lso take 
physical ma nifestations of their powers and no 
additional expenditure. (GM's may wish to give these 
in varient forms as defects). For example, a character 
with multiple Flame Generation, could be perpetually 
rnvered in flames when active as a Superbeing. 
Characters with Armour multiple times, could have 
armour plated skin with in Superbeing form. 

The most common characters with multiple 
powers, a re those featured in comic books. Almost 
every major powerful comic character, particular ily 
the recent wave of new creations, only have one power, 
an incredible number of times. 

by Joseph Italiano 

The Complete Superhero Role-Playing Game System 

THE PREM1£REAUSTRALIAN GAME, IS NOW AVAILABLE TO AMERICANS 
Super Squadron is an easy-to-play game, where participants create imaginary characters 
in a contemporary environment, but with abilities far beyond normal men! 
C haracters begin with a number of extraordinary powers. There are over 75 different 
powers available. utilizing almost 200 different abilities, all of which are detailed and 
ready for use. The players then take their characters through adventures In a world of 
Superheroes and Super-Villains, taking either role for their character. They can 
develop their abilities as they progress. 

Made in Australia 

The game comes complete in two books. The Rule Book is 60pp. and cowrs all relevant areas needed 
to run the game, from Character Generation, Powers, Character Background. Artifacis. Encounlers, 
Campaign Creation. Romon tic lnuolvements,Drugs, Spell• and more! The Adventure book is 24 pp. 
and contains 10 complete adventures. Each increasing in difficulty and complexity. as they illustrate 
various aspects oflhe game. and provide first-hand experience of how to run a campaign. The 
Character Model Booklet provides 16 base illustrations to allow you to draw your characters. The 
entire contents come as a boxed set, for $16.50. 
Super Squadron is available at selected stores or you can write direct to us at: 

AdveDtue Si•lllado••• P.O. Bo• 182, Mltcll•• S l32, Victoria, A•etraUa. 
All orders are postage and packing FREE. 

Dutribatedl• A•eric• by Ga•elorda. Ltd. Distributed in Australia by Jedko. 
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Priests and Paladins for Dragonquest 

One of the major shortcomings of the Dragon
Quest system is the lack of detail on the forces of the 
Powers of Light. In my campaign I have remedied this 
by developing a set of skills which are magical in 
effect, but which have the source of their powers in 
another a rea . Priests and Paladins a re powerful skills 
but the restrictions nl'l them balance this out. Members 
of these professions occupy a privileged position in 
society and have several advatages when interacting 
with said society. 

Powers 
Ra nk 

0 
I 
2 
3 
4 
5 
6 
7 
8 
9 

10 

:\hili1y 

Prayer 
Blessing 
Rccognis<· Evil 
Or<lina1ion as Priest• , Mass• 
Rqx-1 1;ncJcad 
Healing of lht· H o ly• 
Exorcism• 
Ri tes of P ro1cuion• 
Wra1hofGod• 
Qurst• 
H o ly Word• 

Fa1igue Point Cos1 

I 
2 
3 

1 ( lesser), 8 (grea1er) 
6 

15 
8 

10 
15 
JO 

• indicates 1ha t this ability may only he used by priests. 

Requirements for Priests 

I. All priests must have Willpowers of 15 or greater. 
2. All priest must remain celibate a t a ll times, 
failure tO do so will mean an effective loss of five levels 
until appropria te at◊nement is made. 
3. Priests may only use Class C weapons. 
4. Pr iests must tithe 20% of a ll monies earm to the 
Church. 
5. Priest must obey the orders of their superiors in 
the Church or be excommunicated. 
6. Priests may not join any College of Magic, save 
tha t of the College of Naming Magic. In some 
campaigns GM's may even wish to prevent this. 

Requirements for Paladins 

I. All paladins must have a willpower of 15 or more. 
2. Paladins must be pure of heart, tha t is they must 
not show a nature that is cruel or suspicious, neither 
may they participate in acts of cruelty and unneeded 
violence. Paladins must a ttempt to show in their 
characters the finer side of human nature. 
3. A paladin may never refuse to a id the weak and 
helpless if asked or if they notice their plight. 
4. Paladins must tithe 50% of a ll monies earnt to the 
Church. 
5. At Rank 3, a paladin must go into service with a 
Lord, whether it be of the Church or the temporal 
powers. This means that the a llegiance of the Paladin 
is given to this person. 
6. A paladin may not be a member of any College of 
Magic, save for the College of Naming Magic. 

Devia tions from the a bove guidelines will 
depending upon their severity result in punishments 
ranging from complete loss of Rank never to be 
regained, to quests, to periods of fasting and prayer. 

General Abilities 
A priest or paladin may use each day a number of 

abilities equal to his/ her Rank + 2. Most abilities will 
only work on fellow believers. 
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I. Prayer - This ability enables the pr iest or 
paladin to receive spiritual guidance, after ten minutes 
of quiet medi tation the cleric will receive a general 
indication of the benefit of a particular course of 
action to the cleric/ paladin. The chance of success is 
equal to (5• Rank) + Perception %. 

2. Blessing - The cleric may bless a person who is a 
member of the church, for the next Rank hours, the 
person will get + 1%/ 2 Ranks (Round up) to all 
actions they undertake as long as they are in accordance 
with the Church. The casting of spells does no t fa ll in 
this category. 

3. Recognise Evil - The cleric will be able to 
determine whether a person or creature is a servant of 
the Powers of Darkness, this includes those who have 
made pacts with them, bargained with demons and 
the like. It will not determine whether or not a person 
is evil, just whether tha t person has a direct connec
tion with the Powers of Darkness. 

4. Ordination - At this Rank, a character who 
possesses the Priest skill will be ordained as a fully 
fl edged priest of the Church, he/ she may now officiate 
in a ll ceremonies of the Church and may prefix their 
name with the title Father/ Mother, prior to this they 
may use the ti tle Brother/ Sister. At this Rank a 
Paladin may join one of the O rders of the Faithful as a 
Knight, which will give the charac ter access to the 
resources of the Order, it wi ll also confer increased 
status in society. 

5. Repel Undead - The Priest/ Paladi n is able to 
• cause creatures to of the Undead to fl ee the presence of 

the cleric. The base chance equals the Willpower of 
the cleric+ (5•Rank). Modifications to this chance are: 

Ghost, Revenant -5% 
Ghoul 0% 

Skeleton, Zombie +5% 
Nightguant -10% 

Wight -15% 
Wraith -25% 

Spectre, Vampire -35% 
Consecrated Ground +35% 

The creature will not be a ble to near the cleric for 
a number of minutes equal to the Rank of the cleric, if 
attacked they will be able to retaliate. If the roll is 5% 
of the required number, the creature will be utterly 
destroyed if it fails a Willpower check with a Difficulty 
Factor of I. 

6. Healing of the Holy - The priest will be able to 
heal wounds and diseases by the use of this power. It 
wi ll cure (D-2) + Rank points of Endurance or 
Fatigue, as well as preventing the worsening of 
specific grievous injuries. It will also cure any disease, 
base chance equals I 0% per Rank. This ability will 
only work on members of the Church. 

6. Exorcism - This ability functions as a Remove 
Curse Ritual (see 84 .5), save that the Rank of the 
Ritual equals 2• the rank of the cleric and the Magic 
Aptitude equals the Willpower of the cleric. It may 
also be used for any function that the GM feels is 
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appropriate. 

8. Rites of Protection - This ability enables the 
cleric to provide protection from physical attack and 
magic. It subtracts 5 per Rank to be hit and adds 5 per 
Rank 10 magic resistance. While it is in effect however, 
the cleric may not at tack the enemy. In addition, it 
prevents any crea ture of the Dark or from another 
plane (the Undead, Lycanthropes, Demons and the 
like) from entering rts a rea of effect. The area is the 
hex the cleric occu pies and the six surrounding hexes, 
the benefits extend to all allies of the cleric in the a rea, 
however the restriction on attacking does not apply to 
these a llies. T he Rites last for Rank hours and cannot 
move. 

9. Wrath of God - This ability enables the cleric to 

call down bolts of energy from Heaven. The cleric 
may direct them into one hex at Rank 8 and 9 and two 
hexes a t Rank IO. 

The bolts do Rank Squared points of damage 10 

all creatures in the hex, no armour is received upon 
this attack and points may be removed from both 
Endurance and Fatigue in the same attack. The base 
chance of success equals (5•Rank) + Willpower %. It 
may only be used against definite foes of the Powers of 
Light. 

10. Quest - The cleric may cause a person or group 
of persons who genuinely deserve such a mission (in 
the view of the GM as well as the cleric) to perform a 
task set by the cleric whether they wish 10 or not. 
There is no resistance to this, but if the task is 
unreasonable (e.g. an inexperienced character sent to 

slay a dragon is unreasonable, but a mission to retrieve 
some item from the same dragon is not) then the Quest 
will have no effect. When a character voluntarily 
ignores the Quest, they will Jose one point of 
Endurance a day until the character is dead, such Joss 
is permanent. 

11. Holy Word - The cleric may utter a Holy ·word, 
which will cause a ll creatures from other planes to 
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return to them. All evil creatures other than Demons 
will be destroyed who are within earshot, Demons will 
be banished to their own plane for 50 years. Evil 
creatures do get a resistance versus the Holy Word, 
they must make a Willpower roll with a Difficulty 
Factor of ½ or be destroyed. Those creatures which save 
must roll on the Fright Table a t +25%. Evil creatures 
includ e U nd ead , Devi.ls , L ycanthrop es, 
Doppelgangers, Hell Hounds, Dire Wolves and the 
like. A Holy V/ord will permanently drain (D-5) 
Fatigue points from the Cleric. 

Non Magical Abiliities 
I. Priests and Paladins are generally immune to the 
Seduction ability of Courtesans, however this is 
modified by the circumstances and characters involved, 
e.g. a Rank 10 Courtesan would be able to seduce a 
Rank I Priest, though a t a reduced chance to normal. 
(They are human, after all). 

2. A Priest gets +I % per Rank to hit versus the 
Undead, Demons, Creatures of Hell and Darkness and 
Lycanthropes. A Paladin gets +2 per Rank. 

3, Priest gets + 1 damage per 4 Ranks (rounded 
down) against the crea tures mentioned in 3), Paladins 
get+ 1 damager per 3 Ranks (rounded up). 

4. Paladins/ Priests get a bonus of I 0% to magic 
resistance versus magic cast by members of the 
Colleges of the Branch of Entities. 

5. Paladins/ Priests may obtain free lodgings for a 
number of days equal to their Rank in a village or 
town. 

6. Priests and Paladins may convert unbelievers to 
their faith. The chance is equal to: 

% chance= WP of Priest+ (2 x Rank) - WP of convenor 

% chance= WP of Paladin + ( I x Rank) - WP of convert. 

Notes 
1. For a Priest to achieve a Rank greater than 7, the 
GM must be convinced by the character's roleplaying 
that the character is of the highest moral standing and 
as well must have performed some deed that is 
deserving of sainthood. 

A Rank 10 Priest will eventually be canonised and 
become a Saint. 

2. Paladins who achieve a Rank greater than 7 will 
be leaders of the armies of the Church and will often 
be granted the protection of lands belonging to the 
Church. 

Experience Point Costs 
Pries1 
Ra nk Cosl 

0 IOOO 
I 500 
2 1500 
3 3500 
4 6000 
5 9000 
6 13000 
7 16000 
8 20000 
9 25000 
10 30000 

Pa ladin 
Rank Cost 

0 800 
I 350 
2 IOOO 
3 2000 
1 3500 
5 5000 
6 7500 
7 1000 
8 12500 
9 15000 
10 17500 

by Martin Dick 



News and Rumours 
Australian gaming continues to grow. Since the publicat

ion of Super Squadron and Empires at Arms, Australian games 
have boomed again. This appears to have prompted Jedko back 
to the game production bench. 

Jedko Intends to produce three games simultaneously. 
These are a repacked version of Field Marshal (currently out 
of print), the Jedko version of Nova's game "Axis vs. Allies", 
and John Edwards' new design, "Europe at War". 

"Field Marshal" will fiave a new map board on larger, 
25mm hex grid, as well as a new box wrap. "Axis vs. Allies" 
will contain the original Nova components In a new Jedko box. 
"Europe at War" is the first game to be produced by Jedko 
since "Fortress Europa" In 1976, This game Is described by 
John Edwards as being similar to "War at Sea" except on land, 
All three games are due to be released at the same time and 
will all be In bookcase boxed format. Jedko are Intending to 
produce up to three new boardgames per year as well as 
repackaging most of their original line. John Edwards will be 
designing most If not all of the boardgames but no longer 
Intends to actually design any of the physical systems as he 
has done In the past. This will be done be an In-house artist. 

Brett Crulkshaw has designed and sold a computer game 
(Nuke War) to an American company, Ark Royal Software. He 
Is currently working on another game (Global Supremacy) which 
Is a 32K •coco• program with colour graphics. This Is due 
to be finished by early September. Unfortunately this program 
will probably be sold to an American company. 

Australian Design Group, after producing Empires at 
Arms, are currently working on a new game. This Is tentat
ively scheduled for release by Christmas 1984, The rights to 
"Empires at Arms" are being negotiated with Avalon Hill, If 
signed, Avalon Hill will In future produce and market the game 
worldwide, as they have done with many of the Jedko games. 
Congratulations to the Australian Design Group for coming In 
second at ORIGINS '84 with "Empires at Arms" In the best 
pre-20th century boardgame category. 

Adventure Simulations are gearing up to produce a 
number of adventures and supplements for Super Squadron, the 
first of which Is tentatively due for Christmas 1984. At least 
three Items will be produced simultaneously and. released over 
a period of some months. The releases will most likely coin
cide with the Canberra and Phantastacon conventions. 

A group of sacked TSR design staff have formed their 
own gaming company, called Pacesetter. They have thus far 
released two role-playing games: "Time Master", a time travel 
role-playing game; and "Chill", a horror RPG In the same vein 
as "Call of Cthulhu." Both games are boxed, containing a 
rulebook, resource book, adventure, counters, and a map, 

ICE has released the "Middle Earth Role-Playing Game", 
soon to arrive In Australia. The boxed set comes with 108 
page rulebook, 16 page mapbook, and a set of 40 counters. 
The game Is compatible with the ICE "RoleMaster" system. 

Ian Trout and Roger Keating of "Strategic Studies Group" 
are about to finalise arrangements to gain a new U.S. partner. 
The new partner will be primarily Involved with handling the 
U.S. distribution of their computer game "Reach for the Stars." 

Adenture Simulations representatives received a somewhat 
surprising shock at ORIGINS '84; rumours were flying regarding 
their game "Super Squadron." According to these, the reason 

HOME COMPUTER 
GAMES 

SPECIALISTS 
Choose from over 150 titles to suit Apple, 
Atari, TRS 80, C-64, Vic 20, Pet, IBM PC etc. 

5%0FF * BRING THIS AD. * 5% 0FF 
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"Super Squadron" received such poor distribution In America 
and was literally almost totally Ignored for review purposes to 
date, was apparently due to Indirect threats of legal action. 
It seems that another American company, which produces a 
superhero RPG, was responsible for these terror tactics. 
Distributors were Justifiably reluctant to Import copies if legal 
action would prevent them from selling the game. These 
rumours must have suffered a setback· when Adventure Simulat
ions unexpectedly set up a stall at ORIGINS and It became 
obvious that no legal action would or could be taken. The most 
unusual aspect of this entire affair was that the "suspect" 
company approached Adventure Simulations at ORIGINS, and 
Instead of carrying through any threats, they asked Joseph 
Italiano to design material for them! 

Since Jedko have moved Into Sydney as a distributor in 
opposition to Ventura, they no longer sul:>-dlstrlbute to each 
other. This means that neither company will any longer have 
a complete range of all products, Military Simulations can 
longer offer a complete mall order service. 

CONVENTION LISTINGS 
SEPTEMBER 14th-16th. Necronomlcon to be held at the Vic
toria Hotel, Little Collins Street, Melbourne. Major competit
ions are AD&D, Traveller and figure-painting. Entry Fees are 
$12 for registration and $4 per tournament. Contact Russell 
or Lynda on 553361 after 6 pm. PO Box 706, Dandenong 
3175. 

SEPTEMBER 29th-OCTOBER 1st. The 6th Newcastle War
gaming Convention. Major competitions are 15 mm Ancients, 
Boardgames, and AD&D. For entry forms contact Colin Scott, 
130 Henry Street, Merewether NSW 2291. 

OCTOBER 6th-8th. Sagacon will be held at the Adeallde 
University. Competitions are to Include AD&D, Traveller, 
Killer, Car Wars, Illuminati, War and Peace, and Star Fleet 
Bat~les. Contacts are Homer Zeitz on (08) 352-4436, or 
Andrew England on (08) 295-2837. Write to AUSaGA, c/
Student Association, Adelaide University, North Terrace, Adel
aide 5000. 

DECEMBER 8th-9th. King Con Is to be held at Moe High 
School, Lord Street, Moe, Victoria. Major competitions are a 
free-form AD&D, Klngmaker, and Ace of Aces. Other activit
ies Include videos and a barbeque. Contact Ian Harrison, 47 
Vale Street, Moe, 3825, Victoria; or Megan Watts on (056) 
33-1918 AH. 

JANUARY Australia Day Weekend. Canberra Games Convent
ion. Contact Canberra Wargames Society, GPO Box 1016, 
Canberra 2601, ACT. 

EASTER. Phantastacon Is to be held at the Diplomat Motor 
Inn. 12 Acland st, Sr. Kllda, Victoria. Competitions Include, 
AD&D, Traveller, Super Squadron, Runequest, Dragonquest and 
Boardgames. Activities will also Include the usual, films, 
videos, masquerade, banquet, Ore hunt, footrally, etc. Contact 
Joe on (03) 874 7475 or Moris on (03) 848 7623. Write to PO 
Box 45, Mitcham, 3132 Victoria. 

by Greg Ingram 

Dungeons & Dragons * AD&D * 
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Adventure 

RAIN OF TERROR 

Professor T error is plotting revenge. He intends 
to kill those scientists, whom he considers responsible 
for his mutations, by destroying the Government 
Institute of Technology, (GIT). In order to kill 
everyone in GIT, he will gas the entire city. 

Professor T error has lied to his flunkies, and has 
told them that his nerve gas will instead put everyone 
to sleep. Sin tho PH 28 is his sleep formula, which will 
be used for the missile base attack. However, he 
actually imends w use Sintho PH 42, (the lethal gas) 
when he bombs the city. 

Encounter Part One to Three 

The first three encounters are simply squads of 
goons, who have been sent out to steal electronic 
equipment. The stolen it(•ms are required for the 
construction of Professor T error's missile. Once three 
teams of goons have been foiled , move onto the next 
pan. 

Encounter Part Four 

Professor Terror will now send out Matblack 
with three goons to steal chemicals from the ware
house. Thesr a rc to be used to produce the nerve gas. 

Encour.ter Part Five 

Whether or not Mat black is foiled, clues will lead 
to this next encounter. This being the drop point for 
the stolen chemicals, to be received by Master Ariel 
and Wind Wa lker at the Helepon. 

Encounter Part Six 

Scorpio assaults the missile base, in order to steal 
a missile. If she is foiled, Professor Terror's goons will 
instead hijack a missile, from a truck, on route to the 
missile base. 

Encounter Part Seven 

The final raid on Professor Terror's base. 

Encounter One to Three 

Although all these encounters are effectively 
identical, the GM should modify these slightly in each 
case, to prevent monotony. This can be done, by 
varying the number of goons and site of encounter. 
Use 3+ ld4 goons, for each encounter. 

T he Superheroes will come across a number of 
goons breaking into an electronics manufacturing 
plant. All the goons are wearing identical skin tight 
black clothing, with a distinctive red "T " on their 
chest. None are armed in any way. 

The electronic components to be stolen here, are 
to be used for Professor T error's missile guidance 
system. If the goons are foil ed, Professor Terror will 
resort to buying the equipment. (You can' t stop him!). 
He wil l only purchase the items after the goon squadc 
have been foil ed three times. 
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For the second robbery a ttempt, the goons will be 
armed with daggers. For the third robbery a ttempt, 1hr 
goons will be armed with guns. 

Encounter Four 

Professor Terror is not only getting worried about 
the Superhero intervention, but slightly annoyed. In 
order 10 give his robbery attemp1s some chance of 
success, he has now hired numerous Super-Villains 
for his dirty work. 

The first hired Super-Villa in is Matblack. Mat
black's mission is to steal specific chemicals so that 
Professor T error can manufacture his Sintho gas. He 
is being aided by three goons, (to do heavy work of 
course). 

Notes on Warehouse Combat 
The combat in the warehouse should be 'very 

careful ' and players/ GM should have lots of fun with 
all the miscellaneous happrnings. Figures or counters 
on hex paper should be used for this combat, to 
indicate where everyone and everything are. If none of 
the players possess beam weapons or some form of 
missile attack, the goons should be given firearms. 

If Matblack and thugs escape, one unconscious 
goon will accidently be left behind. Although he 
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knows nothing, (he is just a hired thug), he does have 
the map indicaring the location of the helepon, tha r 
would have otherwise been found in the truck 
glovebox. 

Warehouse Description 

0. As you a re pa trolling, you notice that a large 
truck is standing outside an open enrrance to a 
warehouse. Onl y ihe a rea a round the truck is lit 
up. A number of costumed persons seem to be 
transfering boxes into the truck, at an extremely 
late hour. The wareh o use is fo rty-e ig ht by 
seventy-two by twelve metres high. 

I. T he Truck 
T he semi-trailer used fo r this robbery, was stolen 
some three days ago. It is obviously to be used 10 
transport the stolen chemicals. If the villa ins a re 
foiled, no one will ta lk. The goons know nothing 
anyhow, and Matblack is expecting to be broken 
free by his comrades. However, if they are 
captured, a map showing the drop poin1 for the 
stolen chemicals, can be found in the glove box. 
The hdeport on the 'city map' is marked with an 
"'X " . 

2. Storage Area 
This area is nea tly stacked with various piles of 
boxes and cartons. Each box or carton currently 
contains extremely fragile jars, glassware and 
boules, of unusual chemical materials. When a 
fight breaks out, each beam or missile au ack tha t 
misses, automatica lly hits a random ta rget with 
results described below. Roll a ld!0 to de termine 
which items is libera ted from its prison. 

I. Blue foam will begin to pour forth a t the rate 
of 3 metres per melee round. It will fill a 
twelve me tres squa re area with blue bubbles. 
(This is a new experimental wa shing 
detergent). 

2. Smoke will bellow and immedia tely fill a 
twelve meter square area. The smoke will 
ca use coughing, but cause no damage. It will 
obscure vision for four rounds, giving a 20% 
hit penalty. 

3. Oil pours onto the floor in a six square metre 
area. Each cha racter in the area of effect must 
roll equal to or less than their own (DX x 3) + 
LK + Exp%, or slip over and loose all actions 
for the remainder of the melee round. 

4. A box of peacock feathers explodes, sending 
them throughout a twelve cubic metre area, 
floating all over the warehouse. (This box 
was shipped here by mistake!) 

5. Chemicals explode causing a small (3 square 
metre) fire. All within a 3 metre radius take 
I d6 fire damage. 

6. Magnesium strips are ignited, and blind 
everyone with a 6 metre radius, as per Light 
Control, doing ld4 damage as well. 

7. Chemicals explode, causing ld6 damage to 
all within a 3 metre radius. 

8. Chemicals explode, causing 2d6 damage to 
a ll within a 3 metre radius and ld6 to those 
within a 6 metre radius. 
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9. T a r pours forth in a 6 square merre area, 
acting as the Gimmick glue. 

0. DM 's choice. Suggestion , a chain reaction, 
which should in the very least, result 111 a 
character being tarred and fea thered ! 

NOTE: Matblack will use his power to 
hinder the players as much as possible, and 
when is getting tired, (low AP), attempt to 
escape as best as he can. 

3. Office 
This small 3 metre sq uare office, conta ins a large 

desk, 3 cha irs, a coffee machine and a number of filing 
cabinets. There is a lso a rear door exit 10 rhe back 
street. 

The filing cabine ts contain a list of invoices, 
de ta iling the contents of the warehouse ho xes . 
Cha racters with Chemistry skill can de termine tha t 
rhe chemicals taken could produce a fo rm of nerve gas. 
T he cha racter must make a successful skill roll. 

MATBLACK 
Strength 
Agiliry 
Charisma 
Intelligence 
Srarnina 
Public Standing 
Ego 
Luck 

Powers 

= 16 
= 17 
= 14 
= 16 
= 15 
= II 
= 08 
= 00 

1. Darkness Generation x 3 
2. a . Standa rd Ability 

b. ½ Action Point Cost 
c. Double chance for characters to fall over in 

the Darkness. 



Secondary Statistics 

Anion Points 
Hit Points 
Diren Damage 
Acn1r.icy 
MO\'l'lll<'lll 

Hit Prob Bonus 
Experience 
Age 
Detect Entrances 
De1eo Traps 
Defense Bonus 
Sex 
Hit Chance 

Skills: 

Lt..ckpick 

Costume: 

= :>·I 
= 18 
= 01 

= 00 
= :'>:im 
= 00 
= 03 
= 22 
= 17% 
= 32% 
= 03% (33% in Darkness) 
= Male 
= 53% 

= 68% 

H e wears a totally pitch black skin tight costume, 
however his green eyes can be seen. 

Background: 

Mat black was born with his powers. I-I<' has never 
been seen, although he is a notorious jewel thief. 
When confronted, he will always put up his Darkness 
and then will evade. H e does not like characters with 
Light Control as he takes double damage from this 
form of attack. 

Encounter Five 

The helepon is the standard drop point for 
Professor T error's stolen merchandisr. The items a re 
picked up and transported by helicopter. Three goons 
are always here, to handle stolen property. 

If the players o nly observe and do not act when 
they arrive here, they will see nothing u11usual until 
Master Ariel and \Vind \•Valker arrive some ten 
minutes later. They will land their he licopter on the 
pad, and proceed tO the office. The three goons. will 
land their helicopter on the pad, and proceed to the 
office. The three goons, will scrape and crawl, and be 
instructed to load variou.s stolen items on board from 
room 3. After the items are loaded, they will leave for 
the Professor's basf. 

If they observe anyone flying after them, thev will 
use their Air Generation to hinder the players flight. 
They do not wam to in.tentionally lead anyone back to 
the base. 
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Heliport Site Description 

I. Carpark 
The carpark only has one care present, unless 
Matblack escaped, in which case there is a lso a 
semi-trailer. There is nothing of note in either 
vehicle now. 

2. Office (3m x 3m x 2½m) 
The office comains a desk, three cha irs, a filing 
cabinet and an empty bookcase. (Goons don 't 
read). Three goons are playing cards, waiting for 
the helicopter to arrive. The filing cabinet is 
empty, goons still can ' t read. 

3. Storeroom (3m x 3m x2½m) 
The room is full of boxes, with marking from 
numerous companies. (Mainly e lectronic and 
chemical firms). All the items are stolen. 

4. Helicopter Hanger (7m x 7m x 3m) 
The hanger is empty except for ropes, pullies and 
various maintenance gear. 

5. Helicopter Landing Pad 
This is a large area, with aerial landing markings. 
The helicopter will land here when it arrives. 

6. Helicopter 
The helicopter is a standard model, however, 
tucked under the pilots scat is a flight plan map. 
The map shows line route from the Heleport site 
to the Missile Base LO a unknown forest location. 
(GM Note: The forest location is very vaguely 
marked on the map, and although this is the 
Professor's base is very vaguely marked on the 
map, and allhough this is the Professor's base 
location, it would take weeks to search without a 
specific point of reference). 



MASTER ARIEL 

Strength 
Agility 
Charisma 
Intelligence 
Stamina 
Public Standing 
Ego 
Luck 

Powers 

I. Air Generation x 2 

= 13 
= 19 
= 19 
= 15 
= 11 
= 08 
= 10 

·= 00 

a. Standard Ability 
b. Flight (90 kph) 

Secondary Statistics 

Action Points 
Hit Points 
Direct Damage 
Accuracy 
Movement 
Hit Prob Bonus 
Experience 
Age 
Detect Entrances 
Detect Traps 
Defense Bonus 
Sex 
Hit Chance 

Skills: 

= 46 
= 20 
=01 
=00 
=60m 
=05% 
= 32 
=JO 
=21% 
=05% 
=08% 
=Male 
=60% 

Pilot (H elicopters) = 53% ( I 06%) 

Costume: 

He wears a sky blue costume with white 
cuffs, with a cloud symbol on his chest. He 
also has white boots and is often seen to be 
carrying a sword. 

Background: 

Master Ariel is actually a helicopter 
pilot, who discovered he had mutant abilities 
when he was a paratrooper. His sister, Wind 
Walker, is also a mutant with similiar powers. 

Encounter Part Six 

The missile site, is actually a research base, that 
uses missiles to launch various types of scientific 
equipment into the atmosphere. There are no warheads 
or the like here. Before the players arrive, Scorpio will 
have already released the sleep gas, (Sintho PH 28), 
putting everyone in the base out of operation. 

Once the p layers arrive, roll for a possible 
encounter, (on the following table), once every 10 
minutes, on Id 10. 

1-3 ld4 Awake Guards. The guards should be treated 
as goons. They will jump to conclusions, and 
assume that the players are the villains unless 
they recognise them, by their Public Standing. 
The guards are armed with guns. 

4-5 ld6 Office workers. They will run away from 
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WIND WALKER 

Strength 
Agility 
Charisma 
Intelligence 
Stamina 
Public Standing 
Ego 
Luck 

Powers 

I. Air Generation x 2 
a. Standard Ability 
b. Flight (129 kph) 

= 10 
= 32 
=16 
= 16 
= 11 
= 11 
= 16 
=00 

2. Enhanced Agility(+ 12) 

Secondary Statistics 

Action Points = 53 
Hit Points = 17 
Direct Damage = 02 
Accuracy =05% 
Movement =80m 
Hit Prob Bonus =10% 
Experience = 00 
Age = 19 
Detect Entrances =21% 
Detect Traps =28% 
Defense Bonus = 00 
Sex = Female 
Hit Chance =60% 

Skills 

Chemistry =42% 

Costume: 

She wears a blue skin tight costume, with bat-like 
glider wings stretching from arms to legs. 

Background: 

\•Vind Walker discovered that she was a mutant 
much earlier than her brother. She is a university 
student, currently studing chemistry. She will a lways 
follow her brother, (Master Ariel), and do whatever he 
says. 

anyone in a costume, as they will assume that 
they are the villains. 

6-9 ld4 of Professor T error's goons. They will be in 
the process of transferring stolen equipment from 
various buildings to the truck. 

0-0 Scorpio and 3 goons, as above. 

Missile Base Description 

I. Electrified Fence 
Players should be warned by various signs that 
the fence is electrified. Anyone dumb enough to 
touch it without some form of logical proteetion 
or power, will take 2d8 per meles round. 

2. Gate Entry 
The gate is not electrified and can be climbed. 
From this point you can see the guard station. 



(Location 3). 

3. Guard Station ( l '-2m x I ½m x 2½m ) 
This small room has a large glass window though 
which you can see the bodies of two guards. (They 
are asleep, like all other personnel on the base, 
with the exception of specific encounters. 

4. Sealed Road 

5. These two bui.ldings conta in numerous small 
offices, with sleeping personal. There is nothing 
of particular interest here. 

6. Electronic Workshop 
This building is sub-divided with various work
rooms, including sleeping engineers and various 
bits of experimental missiles, t::tc., 

7. Crew Quarters 
These buildings are typical governmental dorma
tories. Full of sleeping personel. 

8. Control Centre 
This is the central nerve centre of the complex, 
,vhere all the test launches and operational 
systems are 0pera1ed from. A missile with a 
communications satel ite is prepared for launch. 
and can be done so by any player who makes a 
wrong move! ([g: leans on the "·rong buuon). 

9. Launch Pads 
A row of launch sites. runs parallel lO the road. 
All bar one are dosed and sealer!. Although one is 
open, the missile has not yet beeri raised for 
launch, but appears lO be almost ready. (This is 
the missile that will be launched if players 
activate butwns in location 8). 
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10. Missile Warehouse 
U pto thirty missiles can be stored here. There are 
currently three missiles here. This is where 
Scorpio will be found, if she has not already been 
encoumered. 

11. Semi-Trailer 
The semi-trailer is parked outside the Missile 
warehouse, being filled with various components. 
When the players arrive, they will find the missile 
a lready loaded, and the villains about 10 deparl. 
The goons are only awaiting Scorpios return 
from location 10. 

Power 

I . Adaption 

SCORPIO 

Strength 
Agility 
Charisma 
Intelligence 
Stamina 
Public Standing 
Ego 
Luck 

2. Enhanced Agility ( + 09) 
3. Enhanced Intelligence ( + 19) 
4. Organic Powers (Scorpion) 

a. ½Armour 
b. ½ Enhanced Strength ( + 05) 
c. ½ Enhanced Stamina(+ 06) 
d. T a ll Stinger(+ 6DD) 
e. Infravision 

= 24 
= 10 
= 17 
= 29 
= 21 
=09 
= 12 
= 00 



Secondary Statistics 

Anion Points 
Hit Points 
Direct Damage 
Accuracy 
Movement 
Hit Prob Bon us 
Experience 
Age 
Detect Entrances 
Detect Traps 
Defense Bonus 
Sex 
Hit Chance 

Costume: 

= .?4 
= 26 
= 07 
= 00 
=50m 
= 0:">% 
= 03 

• = 30 
= 37% 
= 48% 
= 03% 
= Female 
=58% 

Scorpio wears a skin tight yellow costume with 
boots. She has no mask and possesses a Scorpion tail. 

Background: 

Scorpion is actually an alien criminal who has 
escaped 10 earth to avoid punishment. She is, however, 
marooned here. 

Rega rd less of whether the players defeat Scorpio 
or not, . one of her goons will accidently drop a 
souvenir he had recently acquired. This being Jackie 
Fitzpatric's diary. This wil l probably not be found by 
the players, unless they are extremely lucky, or 
specifically search for some clue and find it. Normally, 
this clue will be found by the police after they have a 
chance to comb the entire research base. The diary will 
be turned over to the players by the police, as they do 
not think they can find the Professor's base or even 
handle him , even with the d iary clues. The dia ry g ives 
a more localised location of the base whereabouts, and 
mentions that Ranger Philby was very helpful and 
provided the clues she needed to pinpoi111 the base. 

Encounter Part Six and a Half 

If Scorpio doesn' t escape with a missile and 
Matblack, Master Ariel and Wind Walker have been 
captured, then Professor Terror will send Challenger 
to hijack a truck shipping a missile t0 the Missile 
Base, the next day. H e should be accompanied by at 
least six goons. 

If one or more of the previously encountered 
Super-Villains have not been captured, then this is a 
good chance for the players to get a rematch. 

In either case, Professor T error is not going to 
take any chances, and will actually hijack another 
truck at the same time, so he will get his missile. 

Encounter Part Seven 

Professor T error's secret base is actually concealed 
beneath a false Ranger station. The fake Ranger 
Station is located on the top of a low lying hill in a 
small clearing. 
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Costume: 

CHALLENGER 

Strength 
Agility 
Charisma 
lnte lligenn· 
Swmina 
Public Sianding 
Ego 
Luck 

Power 

I . Armour 

= 15 
= 12 
= 13 
= 1·1 
= 23 
= 10 
= 17 
= 00 

2. Enhanced Stamina (+ 11 ) 
3. Flight( l05kph) 

Secondary Statistics 

Action Points = 51 
Hit Points = 20 
Direct Damage = 01 
Accuracy = 00 
Movement = 50 
Hit Prob Bonus = 15% 
Experience = 00 
Age = 34 
Detect Entrances = 18% 
Detect Traps = 22% 
Defense Bonus = 00% 
Sex = Male 
Hit Chance = 65% 

Challenger wears a chainmail vest, with a red 
skirt and red boots. He a lso has metallic wrist
bands, purely for dramatic effect. 

Background: 

Challenger was once a policeman who was 
sent on a dangerous assignment to investigate a 
possible clue to Professor T error's whereabouts. 
He stumbled across one of the Professor 's o ld 
bases, and was exposed 10 some Sintho PH 40, 
which ,ms accidently left behind. The results of 
the exposure to the gas slowly and painfully 
a ltered him into a superbeing. The process took 
some two weeks, during which time he was 
helplessly writhing in agony. After his ordeal, he 
turned to a life of crime, and hates other police
man and superheroes, as he blames their incom
petence for his torturous two weeks of horror. 



Ranger Station Description 

I. Living Room/ Kitchen (3m x 6m x 2½m) 
This room is tastefull y decorated in pine wood 
furniture, including a table four chairs, a small 
velvet two seater couch and a corner kitchen with 
a ll the lates t modern appliances . (Thi s is 
suspicious). 

2. Bedroom (3m x.3tn x 2½m) 
This room has a queen sized four poster water 
bed, lined with satin sheets. There is also a chest 
of draws and matching wardrobe made of highly 
polished wood. Bo th of the wardrobes contain 
large volumes of clean clothing. 

3. Concealed Entrance 
This la rge entrance is used to bring in large items 
into the base, including landing the helicopter. 
Characters ca n find the entrance by making a 
successful detect entrance roll. If they are not 
actually searching for an entrance, give them a 
roll a t half chance, but do no t tell them why they 
are rolling the dice. T he entrance can not be 
opened from the outside, short of physical force. 
The door can withstand upto JOO points of 
damage. 

4. Forest Edge 

5. Ranger Phil by 
Ranger Phil by is actually a charismatic goon . He 
will come out of the house as soon as he sees 
anyone, partirnlarily Superheroes. He wi ll be 
very helpful, and do h is best to assist the p layers 
loca te Professor Terror's base. At the first oppor
tunity, he will a lert Professor Terror. 

RANGERSTA.TION MAP 
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Professor Terror's Base Description 

I. Elevator Room (3m x 3m x 2½m) 
T his is the elevator bedroom from the Rangers 
house. 

2. Security Station (10m x )Om x 2½m) 
This room is a lways occupied by two guards, 
a rmed with sub-machine guns. They will a lways 
a ttack if they are not given the proper code word, 
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or they recogn ise any Superheroes, (by the 
Characters Public Standing). 

3. Sleeping Quarters (3m x 3m x 3m) Rooms A-H 
Each bedroom contains a bed, chest of draws, 
wardrobe, smal l table and ch air. None are 
occupied. 
Room I is identical, except that this is Professor 
T error's quarters and is twice the normal size. 

4. T rain Room Control Centre (6m x 3m x 2½m ) 
This room has a large glass window that looks 
into room 5. T here is a control panel with three 
main sections, Each one controls a specific facet 
of the tra ining room facilities. 

I. This section contro l the light intensity, 
which can produce a blinding light to total 
darkness, each giving a 15% hit penalty. 

2. This section manipulates various pieces of 
gym equipment, which will rise from the 
floor. 

3. This section lowers various bars/ ropes from 
the ceiling. 

5. Training Room (I0m x I0m x I0m) 
The room is towlly plain white, devoid of any 
features. If any of Professor 's T error·s Super
Villain sides have not been captured, they will be 
in here training with gym equipment. 

6. Fire Proof Reinforced Doors 
These doors are very sturdy, and are designed to 
block the backfire of missile thrust if it should 
some how escape. They can take upto 50 points of 
damage or upto 100 points of fire damage. 

7. Main Laboratory (20m x 20m x 20m) 
This room is filled with electronic and chemical 
apparatus. There are a number of exits from here, 
including a set of large double doors. T here a re 
a lso three goons in here a t a ll times. 

8. Main Control Room (20m x 12m x 3m) 
The walls are lined with various computers and 
control banks. In the centre of the room is a ra ised 
dais, upon which sits a throne-like control matrix. 
Directly opposite the entrance, is a 10 metre video 
display screen currently showing the target city. A 
strange creature is seated in the throne. 
As the players en ter, the Professor will turn to face 
them, g iving a typica l spiel such as: "So you even 
have the audacity to invade inner sanctum. For 
this, you shall be put to a slow ... gruesome 
... death. Get them!" Whereupon, his 3 goons and 
he will a ttack. 
GM NOTE: If Professor T error is being defeated, 
he will a ttempt to make it to the secret escape exit, 
while his goons hold off the Superheroes. 

9. Secret Escape Exit 
This exit is keyed to Professor Terror's tentacle 
print. It can take upto 50 poin ts damage. 

10. Store Room (6m x 6m x 6m) 
This room contains numerous swlen electronic 
components and chemicalos in opened boxes. 

11 . Store Room - Freezer (6m x 6m x 6m) 
The remains of Professor T error's experimental 
victims lie about the freezer. The remains have 



obviously been synthetically manipulated into 
weird deformed semblances of human beings. 

12. Storage Room (6m x 6m x 6m) 
In this room is the sti ll living experiment of 
Sintho PH 09. This once human, but now 
mindless creature, on ly thinks of escape, and will 
attack anyone that hinders its progress. It has no 
name, and is referee! to as the Sintho PH 09 
monster. 

13. Ready Room (20m x 15m x 20m) 
This serves as the assembly area for the missile. 
Nothing remains in here except the various 
components, pullies etc,. The helicopter is covered 
over in one corner. Both sets of doors from here 
are reinforced and fireproof as 

PROFESSOR T ERROR 

Strength 
Agility 
Charisma 
In te II igence 
Stamina 
Public Standing 
Ego 
Luck 

Powers 

= 30 
= 15 
= 03 
= 24 
= 11 
= 06 
= 13 
= 00 

I. Enhanced Strength ( + I 6) 
2. Invulnerability (normal damage from Disinte

gration Beams) 
3. Mutation x 3 

a. Claws (permenantly extended) + 2DD 
b. Enhanced Intelligence (+ 07) givi ng a n 

enlarged brain case (-5 CH) 
c. Eight tentacles (each does ld3 damage with· 

out addi tional damage bonus, however if hit 
by two or more tentacles, the victim must roll 
equal to or less than their own (ST x 3) + (LK 
+ Exp) - (5/ per tentacle)%. Once held, the 
victim can not auack physica lly (if their arms 
are pinned), ( ·8 CH). 

Secondary Statistics 

Action Points = 65 
Hit Points = 28 
Direct Damage = 08 
Accuracy =20% 
Movement =55m 
Hit Prob Bonus = 05% 
Experience = 08 
Age = 56 
Detect Entrances = 3 1% 
Detect Traps = 40% 
Defense Bonus =08% 
Sex = Male 
Hit Chance = 63% 

Skills: 

Computers =22% 
Chemistry =89% 
Electronics =52% 
Medicine = 71% 
Mechanical = 54% 
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1-:1. Silo (70m diameter ) 
This area originally served as the main excess for 
the hel icopter, but is now ready for missile• 
launching. The m issile stands in the centre of the 
room, ready to go. It has already been loaded up 
with Sintho PH 42. 

Enco unters for Professor Terror's Base 

Encounters shou ld be rolled for once every 10 
minutes, on Id IO. 
1-4 One Goon 
5-6 Challenger (Super-Villain) or any other SV 

unaccounted for. 
7-0 Two Goons. 
If the goons are encoun tered, they will attempt to 

escape and warn Professor T error if possible. 

Costume: 

Professor T error on ly wears green trunks, wrist
bands and boots. He ,ilso conceals vials of his Sintho 
c hemicals in his wristbands. He has a n enlarged 
bloated head which consta ntl y pu lse with misshapen 
veins, and has numerous tentacles constantly wavering 
from his back. 

Background: 

Professor Terror was once Professor Whatford. 
Professor Wha tford was an unpopular teacher at the 
local university, due to his constant hearty and 
marcarble living animals. His attitude was so bad tha t 
the riments on dean suggested he leave . a fter he 
insisted that students should be used as experimental 
materia l. Before he was officially sacked, he was 
offered a position at G IT. Some time after he started 
his new position, one of h is ex-student drugged the 

·, 



proft>ssor and p laced him in the morgue, hoping to 

gin· the old ratbag quite a shock when he awoke. 
However, while the professor was drugged, his 'corpse' 
was removed by the GIT scientists for experimentation. 
This resulted in his horrible mutations and sub
sequen t hatred of G IT. He now has devoted all his 
energies to get G IT. 

SINTHO PH 09 MONSTER 

Strength =- 20 
Agility = 18 
Charisma = OJ 
Intelligence = 0 I 
Stamina = 48 
Public Standing = 11 
Ego "'Not Applicable 
L uck = 00 

Powers 

I. Enhanced Stamina(+ 11) 
2. Enhanced Stamina(+ 16) 
3. Elasticity 

PROFESSOR TERROR'S BASE MAP 
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e 

5 6 

8 7 13 

9 

10 11 12 

Secondary Statistics 

Action Points 
Hit Points 
Direct Damage 
Accuracy 
Movement 
Hit Prob Bonus 
Experience 
Age 
Detect Entrances 
Detect Traps 
Defense Bonus 
Sex 
Hit Chance 

Background: 

= 77 
= 34 
= 03 
=-30% 
=60m 
= 00 
= 00 
= 22 
= 00 
= 01 
= 00 
= Female 
=50% 

Jackie Fitzpatric was once a government detective 
who stumbled into Professor Tenor's base. She was 
captured and subjected to dastardly experimentation 
by Professor Terror. She is now just a mindless animal 
that only ,vants freedom and food. 

3 6 9 12 15m 
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Thanks w Joseph Italiano for his assistance with 
producing this adventure. 

by Alan Greenway 
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THE 
MIDDLE EARTH™ 

SERIES 
This entire line wilt bear the copyright ©·.of 
TOLKIEN ENTEllPalSES, a division of ELAN 
MERCHANDISING, INC., Berkeley, CA. THE 
HOIIIIIT and THE LORD OF THE RINGS and all 
characters and places therein are trademark 
properties ol TOLKIEN ENTERPRISES. 

A legend has beconte reality! 
ROLEMASTER SERIES: 

CHARACTER LAW !t"!~s!~~~'!! 
lines for fantasy role-playing character development 
which includes (I) 19 character classes with both po
tential and temporary stats; (2) a unique trait develop
ment system which allows all characters to increase 
their ability in any area of s kill; and (3) skill advance• 
ment costs which vary according to character class -
with no absolute restrictions. . • • . • $15. oo 

SPELL L A -..r Like all ol the Rotemaster 
~ ff Systems, SPELL LAW ls adapt• 

able to any fantasy role playing game. It ls a complete spell 
system drawn lrom the mythology, literature, ldence, and 
lore ol hundreds of cultures. Flavor and variety abound, 
without sacrificing consistency and flexlblllty. Included 
are l) over 2000 spell descriptions for 15 different character 
classes (magic-users, clerics, mentalists, etc.) In 3 separate 
realms of power; 2) detailed alchemy rules covering the 
skills required for makinc lt~ms ol greater or lesser power; 
3) spell attack tables to renect the variation In spell effects 
for armor, large creatures, range, spell failures, and critical 
strikes; and 4) a complete set of rules coverlnc expertise and 
provldlnc a workable spell point system (encompassing In
herent power and the use of wands, orbs, staves, rings, and 
other focuses), as wel1 as a u n ique learning structure that 
groups spells of a similar nature and source. Put some fast• 
movlna magic In your came. SPELL LAW: 4 color-coded 
parchment books; 8 parchmenttables; $26• 25 

ARMS L A -..r ARMS LAW ls a set of rules de• 
~ ff signed for fantastic/medieval 

missile and melee combat. It ls fast-moving yet reali• 
stic, and is designed to resolve a given swing in no more 
than two percentile dice rolls (even where there has 
been a fumble or critical strike), Included are J.) a 12 
page rule book outlining the system and covering in• 
novative rules for parry and extraordinary maneu• 
vers; 2) 4 double-sided parchment tables covering man• 
euver, fumbles, graduated critical hits (for man-sized, 
large, and super large targets); and 3) thirty separate 
parchment weapon tables that combine all the vital 
characteristics of a variety of arms versus any one of 20 
basic armor classes so that a single dice roll will resolve 
both the hit and damage •... . , . . . • . • $15. oo 

I \ 

ARMS LAW'S UNARMED SUPPLEMENT 

JD JEDKO GAMES CO. PTY. LTD. 
VIC. 134 COCHRANES ROAD, MOORABBIN. 31811 PHONE: 5551022 

Send for our free Catalogue 
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CL A-..r L A.-..r The ani ma ls 
~ ff ~ ff strike back! Be• 

cause a claw Is not a dagger -d teeth are not 
swords, Iron Crown Enterprises brlnp you 
realistic unarmed combat, CLAW IAW provides 
attack tables lntecratlnc the size, Instinct, and 
flptlna patterns of a wide variety of animals 
-d monsters. In addition, the martial arts are 
systematized through 4 special tables. The five 
critical strike tables cover small animal at• 
tacks, unbal-clng results, entancJlng strikes, 
and the primary aspects of unarmed combat. 
Special Introductory offer ....... $9. 00 

tAd11-ts,rec5 In "l'•ntostle ll••lltl•.s ~ 
IRON CROWN ·ENTERPRISES lti;iJ 



In the year 2033~ the right 
of way IIVill go to the 
biggest guns ... 

The original game of no-holds-barred freeway combat . .. named Best Science 
Fiction Boardgame of the Year at Origins '82 ... picked by Omni as one of the 
ten best games of the year! Design and build a car, van, or cycle - then take it out 
on the roads of the future. You may come home an ace; you may crash and burn! 
Includes plastic Pocket Box, complete rules, road sections, planning sheets, and 
full-color counters. The original Car Wars game is only $9. 90 

'!,,Tf'.VC: JACK'SON 

SUNDAY DRIVERS 
A Car Wars role-playing supplement! The plastic Pocket 

Box includes more than you'll ever believe: a 24-page rule
book, two 21" x 32" maps, and a full-color counter sheet. 
Sunday Drivers lets you take the part of the Midville police, 
the "Crusaders" cycle gang, or the fearless "MONDO" 
pedestrian defense force that challenges them all. $9. 90 

.. EXPANSION SETS 
More Car Wars- excitement. Expansion Set l includes 

. 24 road sections (curved, straight, Y, and crossroads) and 
a counter sheet (extra smoke and oil-slick counters; barri
cades, and more) $6. oo Set 2 includes one duplicate 
counter set each from Car Wars, Sunday Drivers, and Truck 
Stop - plus a "Turning Key" to make your maneuvers 
easier $6. oo Look for more expansion r; ts - out soon. 

TRUCKSTCJP 
At last . . . buses and 18-wheele'rs! This Car Wars role

playing supplement lets you build the "big rigs" - and take 
them out on the road. If you thought an armed car was 
tough, wait until you see a semi with an anti-tank gun .. . 
Includes rulebook, 2 1" x 32" truck stop map with 
scenario suggestions, and a full-color counter set. $9. 90 

AUTODUEL CHANIPICJNS 
NEW - the supplement that combines autoduelling adventures with superheroic 

action! Autodue/ 0t_!!,!1lPions is a Car Wars supplement - and it's ALSO a supple
ment to Hero Games' best-selling Otampions superhero role-playing system! You 
don't need both games to use AutoduefChampions . .. it works with either one! 
Add superheroes and helicopters to Car Wars .. . or put car-to-car combat in your 

STEVE JACKSON GAMES 

REFERENCE 
SCREEN 

All the charts, tables, and data you need 
for Car Wars adventures - on one handy 
screen. 25½" x 11 ", cardstock, triple-folded 
to stand up. Also includes new large-sized 
record sheets for cars, cycles, tractors, 
trailers, and helicopters. $8. 50 

next Champions adventure. This book is a full 
64 pages long, 
and includes 

AUTODUELBUARTERLY 
two pages of full
color counters 
and a giant 2 I" 
x 32" two-sided 
map ( one side for 
each of the two 
game scenarios 
included). A 
"must" for fans 
of either game 
system . . . don't 
miss it! $15. oo 

Order by mail 

The Car Wars magazine. Four times a year, Autoduel Quarterly brings you new 
weapons, vehicles, adventures, play hints, and future history from the world of 
2033 ... NOTHING but Car Wars material. Subscriptions are $13 . oo per year. 

Drive offensively! 
MILITARY SIMIJLAT/ONS-
134 COCHRANE$ ROAD, MOORABBIN, VIC. 3189 

TELEPHONE: 555 8886 
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