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AH, don't be afraid. Daa'c be uhlmed. Yes, you've aociced il. A J*fC1D bu been devdopin& 
righr under yoar-. II wu in iaue #1. II incidiously made ia way into i.aue #2 llld. .. oh GocL. 
it'a in iaue #3. 1llE EDITOR'S PAGE!! (Well moa of a pqe, - i1sue #2 for detlib). When I sir 
Melt to wrile rhia page. I alway• wonder what'• impomnl enough IO mention (md if myone's aomc 
to l'C8d Ibis pqe enyway). Wdl, I lhinlt fm rady 10 tell you whll I aiegorir.cd u ~ 

rlnl, lhmb llain IO om old ICalldudl in lbc Ana DqMinmait_ l..ut illlae WC kepc J-LeDuc in 
a clldt cage widi pm. pencil. llld - in one hind and my co-edilor widdeling away • his ocher 
hind ydlinJ "Dniw furerl Dad.inc is in 1WO dayslll" Thanla J-. Abo Jeremy Sc..on -
mbjeaed to lhe fooc-in-vile ~ for aacting UIWOlk.. My fooc coea in a vile Ind lben I kick 
him widl it lllltil the An ia done. 1bams also IO lhe brief lftialic tppeanaee of Low r-,c·a Yel)' 

own BW Bare. We wck:ome Eric Salon this islue to lhe An's Depu1mml. Yoa11 1ee - of 
Eric's wodt in rhia i.aue llld hopefully more in lacer i.auea (Iha'• a bis binl 10 keep ll:lldin& !NI mt, 
Eric). We cm .UU --ut. however, fmm lhe pausing- out dwn. You know who you 
are (you bouchl dlil mq) and you know when: to send it (sec b.ckCO¥Cr for addraa). We also 
warmly welcome John Sullivan. local wriler excnordinare, ro om peges Ibis iaue. 

Speakjag of autimiuians. we have a prdiminary submisaiona sheet for Anwodi: Ind for /.nicles. 
Ifyoa an: inlaared in beiq a pmrt ofNCRP, but are not sun:wbM co do, wrileus wilh an SASE Ind 
well send you a copy of eadi of om sabmWion pieces. Tiie Art'• page pves you lips oa bow to 
give ia the 1Jiit- qualily, reprinlable items. The Articles page Jives you an idea of wbal we have 
Ind wba we.wlDI in an anic:lc. Now of c:oune you don't med IO pt lbCle paaa from us 10 malr.e 
IUbmiaioas, but maybe it cm help. 

Our subscription rue f0t NCRP lw regrettably gone up to $5-'° form~- Thia is due 10 the 
pclllt&I mere- f0t mailing a lefter. We are also lookinc for more articla. I luive yet to chance my 
addR8 due to the flood of mail I mm expeaing, but I want to move._ So wrile our address. Beaida 
lllicles, we wnM to know what you think of lhe magazine. Wlw would you like to 1ee in ii. We 
cm't pat what you w- in it without knowing what it ia lhar you w-.. We're waitiq._ 

Ada Ind Cauifieda. It.ales have not chanced. Rates are SI-'° for a 2• X 3" copy rady Id (thar'a 
a businca card am Id). $7.'° for a 1/2 page copy rady Id. $15.00 for a fall pqe copy ready ad. 
For whM lhae ads look like • final am, - the Hobby Home Id llld the TmD'a Lair Ponniu Id in 
Ibis iaue. All .is 1111111 be copy ready Ind will be reduce 64'l(, for om forma. Send to the NCJlP 
addreaa with pa~ to Buiy Oaa/NCRP. 

I mi c:wrmdy involved in a Traveller Hisrory Wriring 
Group (HIWG) and would like 10 Mk allot you out there 
wilh marcria1 on V ARGR to p&e.. write me llld ldl me 
what you have. I am ttyin& 10 collect 11 much 
infonnarioa ofVARGR a1 I cm. I am also interellcd in 
whal you may have etc- with V ARGR either in your 
Traveller pme or a1 a V ARGR player dwlclcr. Pleue 
wrire me llld tell me all roa know. 

Spealtinc of Traveller, the came: is having i11 I 0th 
anniversary. Preay aood for a rokplaying same since the 
only other pme to Jut this Ions or longer ii DA:D. We 
u-e plamins a apec:ial Traveller U- widl #4 to celebnle 
this apecial birthday. If you have 111 aniclc for Traveller 
Iha! you would like to 1ee in print. please send u to us ar 
the NCRP lddreu. Oar submissions deadline is April 
23rd. Now, ii may lwppea dlar - get baddo"ed with 
aniclea in which a. we will move the Traveller issue to 
~- We hope to bear from you. Of course those of you 
out there who don't have much interest in T111veller will 
9Cill w- to pick up the apec:ial Traveller issue since it will 
Slill c:onrain aniclea on other pme systans as well. 

Influence 
tbe rtJTOREI 

Hl:WG 

The Hlatorr of th• laper l ua 
Wortclng Group la conducting 
poatal dlacuaalona of th• 
future hl•torr of the 
Iaperlua and contributing to 
It• developaent " Annual 
due•: 112. Include• th• 
bl-•onthlr nevaletter 
TIFFANY STAR. general HIWG 
forua aupportlng caapal9na 
In the Rebellion Era. Writ• 
to Ed Edvard• . 1410 E. Boyd, 
Norean OIC 73071 . 
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By John Sullivan 

Back&rouad aad Attributes-
Vmipirilm ii a slow cbaqe for lbc moll pm. lailial c:hlllgea bqin immcdillCly, ocher changes 

will c:omo wish time, ualea acps were labn 10 make lhe Yiclim a nc Vampywe richl off. After ICD 
yan u a Vampin:. the crclbll'C will ialize lbcir new abililia on a 3 clicc IQ roll. They pt the 
chlllce IO mllke lhia roll oace a IDOl1lb Wlcil Ibey make it. Upon malDaa lbc roll. Ibey 111e in effect, 
Nolfcruu or Kini Vampyra. 

A Nolfcnm bu a Samph of between 20 and 30. Their Dcxlcriry ii •cry hilh, rudy below 18. 
llld lbcir lntclligcncc is --Uy between 16 Ind 18. Their Hcahh nnsa between IS IDd 20. Their 
Move rare dcpcnda on die puQcular fonn Ibey me in. The V llDpYIC bu four baic forms- bumlll, 
wolf, bl&, or mill. 

la bamll1 focm, Ibey move at lbcir calcalalcd rue (DX + HT/2). bar ll'Clll lhem u if Ibey have the 
Ruaaiq skill at lbcir belie HT level. la wolf fonn. add l IO lhcir Move ralC. la bll fonn. add 2 10 
lheir buic Move nae. Wbilc Ibey me in mill foan. divide lhcir bumm-foaa Move rare by iwo (round 
down) IO find lbcir move in Ibis fonn. 

Akhoush Ibey ClOllld coaccinbly wear Ill)' 1ypc af mnor, they di8dain my mecal umor; fcelinc. in 
lbcir lllOJancc, 10 be abszD auch pnxeetivc .-ts. II is believed. however, lhll lbc V.mpyre is noi 
Ible IO cbmge mecal when Ibey slupc-cbift. So, wbcn wearing chainmail. lhc lftlKX would be left 
behind when Ibey became a bll or mill, but in wolf-form. !be Vllllp)'l'C could becolnc topped in it. 
The 'fabric' annon tucb udodl and INlhcr. chlnp lhapc wilh lhe Vampyre. This mip be due 10 
lbcac mnor sypes hPina oacc been alive in lhc oon-armor a.c. 

Attacks aad Abillties-
A V1111pyre may llladt m.my diffc:rmr ways. They may choose 10 an.:lt bare-hmded. usinJ their 

peat Sll'eallh. or lhcy may bile milizing lbcir blood drain. They may ay co cbaqc lheir lhapc. or IO .-ally domiaw mMJChcs' bein1, or 1U1111DC111 Ill'/ of the creaaua uader lbcir C'U!!!IWHi They may 
- alw lhe wcatbcr, bat lhey _, do only Im of 1bCle per IUl1l. 

When a Vampyn: llllClal barc-hlllded. lhey may do eilhcr Cl1ISbiq or alalhin& dlmaa'c· They do 
cnubina damaF when they lbrow a paucb or a1ap beckhmdecl. asins only lbcir t.nda. U1e their 
1h1'8118Clllll IO dacnniae lhc llDOUlll of damqe Ibey do. When a Vampyie llubcs. Ibey - 1boir 
claws. la lhia foan. !heir bands become almoet taloned. VllllpYID are -4 with lbcir 'oft band. 

The Vampyn: caa bile a viclim if Ibey cboolC. If il ii done during CG111tM1. lbe llladt ii 11 -S &1 il is 
a form of bead lboc. Tbe ll&aclt ii� IO be all impalin& oac, and dlrlm +l ii lbc - of 
damagc lhe fanp do. When the Vmipyrc ii biliDJ IO lllC lbcir blood draia ability, no maaer haw 
-y Poima of damage set lhnlugbl lbc annor, lhe •iaim only lakes 2 hiu of ICN&I damage 10 lhcir 
hit polllll. In addition 10 Ibis wwnd damage, Ibey loac up 10 4 ST bum lhe blood drain. The 
Vampyn:. in dfcc:a. bas lhc Yiclim in • pin. They drain 1 ST per tum for up IO" nuns. Draining In)' 
more blood Ihm mis bu a lethargic cffca on lhe Vampyre; a sysacm paa. The Vunpyrc may 
conaimae so drain up IO 4 - ST poilu of bloodlfalipe from the same or anocbcr victim (up 10 8 
IOlal), but lhe VampyR ii -1 MOYc and -1 DX and-I widi all akiJls and powers per 1 ST drained over 
4. Tbe effect of Ibis put ... OllC hour. 

If die Vampyrc bu IUllaincd any dlmaJe (with die cxccplion of damagc bum Spells or Holy 
WMcr/Objecu), Ibey immediwly rcpmaue u mmy HT wJ/Ol ST poinu u lhey drained from lll£ir 
viaim. up to dlcir oripaal HT -. A Vampyre camcx railc lbcir ST or HT bipcr, &om drainin& 
blood. lhaa ii - IO bqiD wid1. 

AV ampyrc may aller form. &akin& - 111111 IO do IO. They keep lhe same ST. DX. IQ, and HT 11 
lhey had befoR lbc awmonualioa. The diffcrcnr foam have diffcrcn1 adv.aga and limillliom. 
They cmmoc uc dicir Cllllm llbilily while in wolf or miM form. They cmnoc Iller lbc wcalhcr acqx 
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damap. or they can biac using their teeth. doina ui impaling anack 11 1hnlSt + l. In bat form, they 
can fly and - Ill lldditioaal • 7 to be bit due to aizc and maneuvcnbiliry. In milt form, tbcy cannoc 
lllaclt or be amckcd. but they can 1eep under doors Ind between cncb. 

Cmumnding other craiura is also ... uilily of a Vlll1p)'l'e. They may CXllllllllnd a ccnain Ulll of 
other aeaawa, but only one specific type 11 a time. For evcry ST point the VllJIPYR baa, they may 
summon a conaol thes many raas. For every 2 ST poinu, 1 Vampire 811. For every S poirus of 
ST, one wolf. 

For� 10 ST� a Vampyre bu, they may make IDd conuol one other weaker Vlll1p)'l'e. 
Even while c:cmro11iag ocher acamres. the muaer VarrapyR still baa comol over uiy V� !hey 
hllve made. At miy point.. when lhe weaker Vampyre gains ST equal or greMa" than cbeir macer, they 
may cbaUenae lhe other Vampyn: to combal. Usually, however, a Host Vampyn: ii clever mougb 
not to let their minions aet too arong. If a Vampyre malca mo� Vampy?a than they can concrol, 
thcy la.e cona:ol of lhe ones tlw were made fim. 

A Vunpyre may command lhe wcatbcr irlelf. It com the Vampyre in ST poinu. This is trelled 
like faaipe damage. and mums ll a rate of 1 ST per 10 minutes. or at a Ille of l ST per millule Ibey 
spmd Miiting in their nllive 10il. It lakes one tum 10 change the weather. The uea cffecled is l yani 
Oii( from wbera the v mipyrc is IUllldina. in a radius, for evcry ST point the VllJIPYR baa 11 the time 
they •lned 10 alter lhe weather. A v� ClllllOl cbmge the welllber from clcu to llOllDina in one 
leCOlld. lt la.ka u many lWnl foe the effcc;t to cab pllcc u lhe ST COii for lbe effect. The Vampyre 
apends the ST onoe for lbe effcc;t, and wilhin a a:nain llDOUlll of cums. lhe eftccr caba plmce. 

£OG;All chancten are .... DX and DX baaed Skills in dWi Foa. Unless I chancter CID def.eel hat 
pancms or baa some ocher son of enhanced vision, their sighr is 1.imired to S yards. This COltl the 
Vampyn: a minimum of S ST and luu 2 minutea per ST uaed. 

�All dwaaers are es a -2 DX Ind Ox based Siills, creatwes wid1 a baaic ST less lban 9 are 
knocked down unlcu they make a ST roll. Each ha of movemcnr cotts double wtw it nonnally 
coses. This � lhe V llDJ>Yl'C 3 ST for evcry minure it la.a . 

.BA.II:t.All charaaen are -3 DX and DX based Skills. All one: hex figurc:I (uccpc 1be Vmnpyre) 
must make a DX roll to avoid fallina down. if the chuaer tries to move more than I yard per tum. 
This RAIN blowa away FOG and pull out most fira. It coas lbe V ampyre 4 ST for evay minure. 

STORM:All cbanClen are at -3 DX and DX based Skills, there ii both WIND and RAIN. 
Movanena COIU are doubled and I DX roll mu.tit be made to move wilhout fallina. The roll ill ·l per 
ba of tocal IDOYcment attempied. If the roll is failed, the chanacr falls down. The Vmnpyre can 
summon down UGHTNING BOLTS from the sky, any tum after the fim mm of the STORM, 
doin& •dice damap. llte Vampyre rolla against their DX to hi& a wga wirh the Lighrning. ST COlll 
is 6 lor each 12 turns; and 4 ST for each UGHTNING BOLT. 

V ampyres can allO attempt 10 Owm or Conuol hwnanoid beings, such u player dwactcrs Ind 
dwlder nicea. nio target must make an IQ roll • -" to resist this coaaol. There is no tum limit 10 
this Coaaol, but it C01U the V ll1lp)'1'e S ST regardless if the target resilll « not. Each aUnme, lhe 
victim prs anodler IQ roll, with a eumularivc -l 1111buactod from thiu die roll. The longer you an: 
conttolled, lbe harder it ii to break tha& conuol. This c:onaol is limited, however. A Vampyre can 
CClllUOl only oae c:baraaer • a time this way. AB of their conc:cnlnltion ii direaed to one: taqet. And 
they cuinoc conuol other CICalWC$ (such u bllS, rllS, or wolves) or alter the weather while 
c:onuolling their vic:tima.. 

nio victiml of Iv� are affected .. follows. Every and uiy time. victim is bitten. they lose 
up to 4 ST poims. This can affect their fiahting swus, as earlier maiUoncd, because their ST is 
reduced. For every day of rai:, they rcaain l ST poinl if they make a baaic HT roil. U a Vampyre 
bitca the aamc character twice, in addition to the ST loss. the clw:acteT is funhec affected. The 
Vampyre CUl uy to usume a Owm on them, whenever they are within u many yards u the 
Vampyre's IQ. This docs Dill cost the Vampyrc any ST. even if it woru. This effect last1 for one 
week unleaa the victim gers JOme son of cleansing, sucll as an appropriare spell, cte. The vicrim does 
act an IQ roll a& -"to Ir)' IO rai8' the 0wm lllCl1lpl. 

In order for a victim or c:hanlc:tcr to boc- a V ampyre, they must have been bitten and suffered 
blood drain II lcut three times by • Vampyre. If they die II any time from the Vampyre's bite (I 
viaimclia when cbeirST is io-t1:d toO), they may rix •a Vampyre dlRle niahlslaaerifthcMasler 
Vampyre wills it and maka 111 JQ roll. 
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Tho oriaiml A.win dw w• preMaCed in the P__.. Preu boot .. Sco#u "1td Asllulilv", bat 
char-. m8dc wilb lhll bMic IJSlan couldn't c:ompac wilb ..tvmc:cd IYIU:llll likc •1ttuc�·. 
'Ibil dmKICr paenror, lilailar ill sylc ro the •1i1ur�" IUlcs. will imke cbanclen wbo can till 
mydliq llld naydiins. 

Procedure: Admiaian to lhe Allaliaa requira a roll of9+. DM's: DEX a+. +l; Il'rJ' 9+; +l. 
Re-cnlilbneal ia • 6+. 

llaolulioc: l!lcb 1111111., roll for Term Asaignmml. 
Pmme: Aauaia WOlkl •• free .... 
Oqmizttion: AawAas wwk wilh ., orpnUaioa auc:h .. the Order of Amainl. 
Bech yar, roll for Ywty .Auipmml. 
� Yw ii.- on dinlcl m•mMionjobe. 
1afiknlian: Ye.- ii ipClll Dilmling m cqmizalion. 
s.botap: Ye.- ia 11JC111 in� activity. 
Traininc: Yee la 11M111 trainiq n a IChool 
Guard Dary: Year ii lpllllt guarding lhe orpnizaion'1 mongbold. 
lJDcmployed: am.c. foand DO jobs lbar yea". 
ICiDs: lwcad of DecorllioG. a KiJJI roll ii included. The roll on dlil table minus lhe Kills roll 

indicalca tho -bcr of people cbe lllUsin offed dw year. Thia number lhould be added to a 
.-in& tocll: Par each lciD 1be dlancler receives Cr. 100. If lhe clmKler keeps ttllCk of the tocal 
clmias 8CtDa1 .- md ftlllCba • tocaJ of 100, hc/lbc ia elisilXc for Hos Heaven membenhip (lee 
below). 

Tam.-....-= Roi 2D: 
llAIJ A11irpmcnt l� PriYa 
7-13 OrprMnrion 
DM's: +l ifll'rJ' 10+, -1ifSoc5-

Yemy .mana-: Roi 2D: 
llAll Oaanjptipp 2 Anenjmrjm 
3 JrdUa1lion 
4 Sllbollp 
' Gaardl>uty 
6 Tnininc 
7 Ouardl>aly 
I Gaardl>aly 
9 Jnfihnlian 
10 A ,.......,,, 
11 Special 12 Special 

Special Aalipmenta: Roll ID for each lkil1 roll. 

SPCsial Apignmggt 
1 Technical School 
2 Jnfillnrion School 
3 c-ldo School 
4 Sniper School 
' Phylical DeYclopmml 6 Plofeaioaa1 Sdlool 

Tech School: Roll 4+ foe Me<:hanical. Gnvmtics. Elearoaic, Scmor Ope. 
lnfi1 School: Roll 4+ foe DiquilC, forscry, lnllusion. lmaroJllion. 
Commlndo Scbool: Roll 4+ for Gan Comblit. Hvy Wapona. Stealth. Survival. 
Sniper Scbool: Roll 3+ foe Gun Comblr, Hvy Weapons. Bow Combll. 
Phylical �dopncm: 1-2: +2 Su. 3-4: +2 Du, S.O: +2 End. 
l'lofaDoaal School: Roll 4+ for Vehicle, Pilot, Nnipaor, Scmor Ope. 
DM's for Aaipmem Raolmion: + 1 Surriva1 if DEX 9+, END 9+. 
+l Pmmotion ifll'rJ'9+. 
+l Kills if Gun ax or Bow ax llki1I 2+. 
+l Skills if INT I+. 
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Allinmenl Resolution: 
Assjggmcnl Survjva! Prumutiqn KillJ s.t.i1ll 
Assasinauon 7+ 9+ 4+ 3+ 
lnfihration 6+ 8+ 8+ S+ 
Sll>otage S+ lG+ 6+ 4+ 
Training AUllo no no 7+ 
Guard Duey 4+ no IG+ 8+ 
Uncmploycd 4+ DO 9+ 8+ 

Skills: 
JlJl11 A s11:11iaa1 i110 llo1:m11l11nd Ic1ioinc S1bu&111:1: laCillcaliua 
1 Oun Cbc Brawling Brawling Dcmoliliom Forgery 
2 OunCbc Saeawix lnausioo lnuusion lnausion 
3 BowCbc Survival GunCbc Hvy Wpna Disguis 
4 HvyWpns Vehicle SIUhh S&eallb bwarogation 
s BledcCbc VICIC TllClica Danol.iciom Ve 
6 DanolDlrl Vice BladeCbc Elccaonics lntcrpcrs 

Mus11:cioc Uul 
JlJl11 G111cd ll111� RANKS M111uial U1h 
l Admn Hcnct.nan Low Passage '°° 
2 lnrcrpcrs K.illcr Gun 1 000 
3 Vchicie HilMan Bllldc 1 000 
4 Medical Assasain HighPunge 2000 
s Vro;Suil OUcf Assassin + l Educ:abon sooo 
6 GwiCbc Muter Assusin Travellers' Aid 10000 
7 Grandfllher Gun X2 20000 
OM of +l an Mustering Our if Rmt S+ or Gunbl.ing Skill 

Hos Heaven: Any person whose bodycoum exceeds 100 becomes a member. Members receive a 
medal. a plutic: pis DOIC, and free room and board 11 Hog Heaven Hoccls (found on any Law Level O 
world). They aR c:hcap Ind sleaxy mocds, but hey, is's fme. 

'Dig Tbjs Crazy Goycrnmept 
By Barry Osscr 

Thc mini-advcntUR below is slated to take place in the Mcshan Sector of Imperial space. In lhc 
time of Mega-traveller, hnpcria1 1116. most of this sector is controlled by Vargr. There is no 
unifying govcmmem or recognized leadcnhip to the sccror, however, ui invuion force into the 
1ee1or would be tqllllscd with• concened effon Oil the Vugr's part. 

Varsr recognize a charismaUc leader and since dwiama Oucturcs (for Vqr). based on sm:ngths 
IDd vietoria of a panicular V ugr, hil charisma may rile or fall. This is one of the deepest problems 
with unifying Vargr in the E.xtcnta. However, Vargr have within their psychological make-up, an 
imprinl for ncU1 pride. Thus. if a Vargr group is bcinc persecuted to cxrinction (an invasion force or 
Jihad) ocher non-affilWed 1fOUP9 will jump in to the penccure41 aid. Afterwards, mo11 cenainly, a 
large l'llllOm will be euaed from the penec:ured. 

Things to Know: At the time of these adven111Ja. the news of Strephon"s death will be lealcing in 
slowly. By imperial dMe 001-1117. all ofMeshan will know of Strephon'a death. Then:fore, lhe 
forth coming Rebellion Sourcebook from GOW is noc necessaiy for these ldvcnmia. 

nus advcmure cwrently takes pl1ee in Mcshan Sect0r which has noc been "officially" written up. 
NCRP hu a group putting together full write-ups for both Mcshan and The Windham Sec10rs. 
Thcse will be complete with the 16 subsecror breakdowns and write-ups similar to SupplcmeNs 3 
(Spinward Marchesi and IO (Solomani Rimi from GOW. If you ue interested in otxaining copies, 
please write us at NCRP and tell us so. If lhere is enough interest, we will put to press copies at 
around S4 each. 

Finally, feel fJec to change planet names. subtector names. etc. to conform 10 your specific 
campaip. NCRP. and Bill Burg especially, will be writing aniclcs 10 deal with advemwa in lhese 
rwo scaon. We would lilte to hear your ideas of how we're doing. 
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Pl.A YER'S INPORMA TION: 
The cbancren have booked p1m1e inco She Mcshan Sector. Their spec:iflC dcailllrion is in the 

Rimward·Spimnrd lublcctor called 'Oksall Dhikgvga' (in Vargr) or Three Worlds Unexplained' in 
the bat lmpcrial U'lftllllion. Widlin this subtcctor is (0309) Gerald's SyRCm. Gerald tn. profile 
CS17 A 79-D is Ill lndmaill world wSh a large IU Jianl Incl two small ps pna in the S)'llem. The 
wodd is coasidered 1n Amber Zone since ii i.t in V argr splCIC Ind has a high law Incl. HOWC¥«. the 
charaacn ippl'09Ch ii myway due 10 the nanors they've hard. 

Whir the tharlcten have heard ofhu been sheer namor. There is suppoted 10 be a large cti& thal 
hll uncowaed a CIChl of lnciena wapoas. The weapons. thouJh lnCicnt. me c:onsideRd to be far in 
advmce of anydiin& found in the lmpcrium 1oday. This alone would euily CllCice Ill)' group of 
cblnacn lO book pmqe IO tbc wadcL but lhcre is ll'llR lO draw diem lO Gcnld DJ. 

A rcbcUion bll bcpa apimt the eovcmmcnr in power. A IClcct few bcamocnu ran the p1111e1 
Ind thclc amc pcope 1re lelting import Ind export aaca at such a level thal maay CCllllpWea on 
Gerald are bccomin1 OUt IDd out indentured servams to the govcmment jtul 10 survive. Widi a 
rebellion IUCh u Ibis, there ii llways the poaibiliry of a &ood fight for &ood pay. 

TO TiiE REFEREE: 

Once on plldCI, the c:hanClen will need 10 pt visa allowift& them limilcd ICCCSS on Gerald. 
htR:s c:oa '.iOO Cr for 30 d8ys and limil the c:hlnac:n IO the apilol ciry Milkec. 

If the c:hlncicn are canfal asiac Saeetwilc and ocher lllCb skills. they lhoeld have no aouble 
findin& a peon willina to pu:bale &heir fighling services. The panon lhoald offer fnlm 3000 to 
�Cr per 1111n fur a momh's service to the plllOll in lhc Rbcllian. Thia money docs not ciovcr lhe 
COii of wapona. o"f which any IR prohibilcd by lhc law. Olmc1cn ebould have a hard time 
&eainc weapons. md they lhould be expensive. 

The ICll of lbc rebcUian ii left lO lbc refenic. The pver1111C121 is localized in Miakcc. where the 
c:hanaen arc, bat the pemcmnt is aware of the coming Rbcllion. They have a small force of 
heavily anned Marines lblr they believe will •op any aaldt upon their pcnon. Their Marines are 
peid cpaile well (ya, lblr ii wbae IOIDI of. tbcir Wt money goes} IO they hid bcner be the bca with 
the bell welpCIDI. If the pcmemcnt buildin1 can be liken.. however, lbc _. of power will be 
dillodpd md the rcbeWoa lbould mcceed. 

The aCIYlbon is motdy a nunor. The dis is 200 Km. North of Miakec. Ind lhc dwactcn will 
hive 10 illeplly lave Milkec (brcccb the COllll'ICI they siped for their vim) ao acuo il. The dis is 
poorly panted Ind the few pll'ds dw ll'C there arc noc very lien. They � been 11 Ibis di& for 
over S yan wida no pnib&cms. Who would llllCk an� die? 

Whll ii bcinc foand ii a a loc of old toob lhlt '"" med by a race many yem bcm lmpcril1s 
coloniad Genld. MOii al the tooil appear lO have UICI in building sbcllcr n the Delcn. One item of 
inlcrcll ii a container COllllining SO Ks of a biahlY unsaiblc powder. When a pmn or mon ii piled 
lftd ldt S\ dim:t mnlipa fur 1110R thin a minute, the pile will explode � '40 dllnap II a 1' M. 
ranp. 1bc ocher item of inrcrCSI is a hollow tube of formed clcmcm. 

The IUbc is llwplllG with llO visible ttillell. boweYcf. when the IUbc WU looked DO from boch 
ends by raarcben II one lime. oac of lhc reseucbcrs WU killed inaandy. II should noc lake the 
players long IO ialize dw Ibis is an ani&ct of the Anc:icml. The playas can make some money 
simply be reponins this fact ao lhe lmpcrium. (Sec pg. 37 of Advenlun: 12. Secrets of the Ancicm 
for more details]. IA limpk. reponina lhia sile as a site of the Ancicn11 is worth .50 000 Cr. Of 
COUJ'lt, ii lhc playcn mcnrian this facl 10 ocher people. IUCh people may abo uy 10 make Ill cuy .50 
KCr. 
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AREA 1; The front oorc;h. The front porch is made of heavy lumber. as is the rest of 1he 
house 1hat is attached 10 the lighthouse. The lighthouse itself is stone. The boards an: slightly 
warped and have the appear111Ce of nc1lcct. The door is boaldcd shu1 and a warning 10 stay ou1 is 
painred on it. The boards arc obviously old and roned. and easy to remove. When the fim chancter 
1tep1 up to the porch an audio illusion is triggered such thal the Harpsicord in Alea 4 appears 10 be 
playing, it is sad and mournful music which con1inucs umil the players enter the house. When 1he 
first player enters Area 3, a scream 10Unds upstairs in the northern end of the building (Area 16 ), 
Ally character who weighs over 225 pound (in arrnot or ocherwise) hu a 35'1> chance of fallins 
through the rotting boards of the 6oor and IUSUining 1-3( ld3) poinu of damage. 

THE FIRST FUlOR 
ArCP ]; The entranc;c hall The entrance hall hu a door on the soulh wall, a door on the 

nonh wall and a aairway heading up in the west end of the room. The whole area is fuJI of thidt 
cobwebs and the inummifaed bodies of several dogs and c:alS. Under the stairway is a closet. The 
ceiling in the area extends to the second floor (ICC maps). There are four gianl ipiden in this room. 
one is iri the clOSCf under the stairs, and three are in the webs near the ceilm,. 1beae spiden will 
anaclt anydllng that disturbs the webs (AC 4, HP 17, 21.28. 30 DAM. 2-8 + Poison). Any 
chancter who thinks to bum the webs is given !he opportunity to roll venus his intelligence to rulise 
that the flmnes would catch the house on fire and leave them wilhout shelter. If the house does carch 
on fire it will bum down in 45 minutes, leaving just the gutted remnant of the stone lighthouse, the 
bucment, and the tenanlS of the grotto, who will be angty. There is no tteasure here. 

Arca 4; The oador The parlor is a once grand room dominated by a large harpsicord and a 
fireplace. The years of neglect and the work of Kai-or bu made ii into a festering hole within 1he 
house. The room smells of must and mold. theR is mildew and fungus growing in the carpets. and 
the ceilin& plaster is peeling, exposing the rafters. When the third chancter enters 1his room an 
illusion of the once living Lundpin will appear at the harpsicord and play for awhile, if a character 
disturbs the illusion. Lundgrin will rum to face the offender. and l111&h maniacly as he fades away. 
1beR is noching to thRaten the playen here, nor is there any treasure. Large pieces of furniture are 
obviously mining (they are being used 10 decorate Kai-ro's and Seb's areas). There is a door in the 
west wall leading to area to. another dool leading to area 11, and a door on the norlh wall leading to 
area 3. 

Arca S; Thc heprtb room. This room is at1 old 
sitting room with blood stained � mildewed walls, 
Ind tom dnpcs. There is nolhing to threaten !he c:hanaers 
here. 11IC fueplace is clear, and there is a IUpPIY of 
kindlin& and dry wood beside it. If the Orono u still 
undiscovered Seb will cut an 'Bumin1 hands' spell 
through his minor to anack the party. There is no treasure. 
There is a door on the soulh wall leading to area 3. and an 
arch on the wea wall lcld.in& to area 6. 

Am 6; the bpi! The hall is empty eJtCept for thick 
clusters of spiderweb&. The previously mentioned rules 
about bUminc the webs still apply. 

�An empcy mom. 

Arca 8; The rgadjng room. This room was once 
Lundgrin's library. It is filled with wet and rotting copies 
of mmy books from many lands, some were once quire 
valuable, but due to the weather pourin1 in through the 
broc:ken window these last several years. they are now so 
much jwlk. Sittinc in one of the overstuffed chairs in this 
room is the re-ulinwed corpse .now a skeleton of old man 
Lundgrin. When the characters enter Lundgrin will attack 
the party (AC 7, HP 8, DAM 1-6). If lhe chancten "kill" 
Lundgrin. Kai-or will reanimate it through Sebs' magic 
minor, and send ii off 
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to lllKlt the J1G1Y apin. 1beze is no in:uure hcR. 
Am 9; De d!•rt mpm Thil room once coniained the d\Su md inanameou to keep tnck. of 

the wellhm. 1bc aoma ouuidc is also pourins in throup dais window, Ind 1bcrc ii DOibin& of valac 
left n bin. Whm die chanacq opm lhil door' 8ll illusion of cbe IA'ftlllice will kim up • if llll11ed 
md lea up illla die aouth well. 

Am 10; De kitd!cn 1bc k.irchcn is a meu of rotting meats wl vcgeubla dm the 
rc-lllilmled CCIII* of Ulndmn's wile ii cicmally � ilxo a fcua & for cbe dead. Wlmi lhe 
dmaclcn awcr �;;,�y· wife will llUC.k ( AC 7, HP 6) with a cleaver sbc is holding. in 
her bandl ii docs 1-6 (1d6) poinla of damage. If the mimMed COIJIM of Lllndpin ia .ralkiq lhc 
party, be will aaadt from behind. with lhc DOnnal cMncc IO M'prilc. This 1VCD baa a doorway in 
tt. .- wall, mil a mpdoor aa:ca 10cbc bMl:mcm. 

Arra 11; TM lirhtl!gw Doge Thia mea is a hollow tower wilh a SO fooc high ciclill&. tbc 
tap thirty � me dlick wilh webs of the tw0 t.isc lpidcn which live lheR. The floor is CO¥cnd widt 
the mummified bocliel of blu and airJa. If the pany spcoda 1DC1R dlaa tine IOUllda in here lhc 
lpiden will drop oa imdomly c1- pany 11*Dbcn Md aaadt ( AC 6. HP 14,16. DAM 1-6 + 
Poi9on ) Then: is no nuurc hen:. There is one door al ground level in the cut wall. md there ii 
anotbcr door• tho sop of lbc stain which spin! up the inner wall of tho tower wl open inlo the 
iipaoom(Arca 17). 

THE SECONQ EJ.008 Arr! 12· Tbg Umt•ia baU The upatain hall euwb in the T ...,., lbown on lhc mlp. It is 
filled again widl tbict spider wcb1 and three mme aW. spiders (AC 4, 11.22.30. DAM. 1-6 + 
Poiiioo) ludt in du. -

Am IJ; The aPPmtk;c's mom. Thil romn is musty IOd mildcwcy, 11111 filled with n:fuc 
dlll -.S dlroqb !he bole in tbc roof. Dominating the room is a twO foot dUck bnncb of a dad 
a. 1hal camed lbc bole. The IUlllD is pourin& iaro dais ll'CI. 1beze are no -. md thele is no 
�in this room. 

Ara If; Tbc 'haut1rur d1111h•cr's room This room is the demea of the r-. in the 
'-· having been lpllRd die ravqa of time due to the intact IWllR of lhfl walla, windowa. md 
roof in dais 11a. Kai-or hall placed the n:aaaim of tho daupw bae, cmc m illlllian of her u die 
bcaucifal pd dw lbc wu 11111 let her 'sleep'. Al there ii really a body then:. the pl8ycn aa IOUCIJ 
md feel her. If one of tho chanctcrs ii aupid enou1h to lcia her, three cbinp will b.lppm. Ftnl die 
roe pub in 1be body's mouth will barrow ioro the cbanclel' <AC 9. HP l, DAM. Sec MMl) tKOllll 
lhc illulioa will fall mvcaling tbc *dccol rcmainl of tbc gilt. llld tbinl. lbc *clctoo will mack tbc 
palOG who m-1 her ( AC 7.HP 6. DAM 1-6). 

Am 15• Dg mencr bgdrgom Thia room ii also opm to tbc outaide U lhe windows have 
bccll lllm away in..,. mmy yan paa. Now liYing in lhill rocxn arc 21 hanpy lliraa who will 
immediltdy mack the players when Ibey opc11 tbe door -( AC I. HP 2.2.3.3.3.4.4,,_,.S 
_,,6.6.6.6.6.1.U!J!J. DAM 1-3 +Blood drain). This ia the ooly mmn when Kai-oc and her band 
miaod - �. in a� bidc-e-holc in the back of thc � ii a act COlllainina 600 ao&d 
piec:CI llld '° plaUnam pieccl. ...., here ii a arin& of pearls wonh 7,000 p>ld piecel. 

Aru 16· Tltc ljrhllu!uH tpwgr The li&bt room at lhe top of the toWcc is -u lit as the 
slr.cleton of die appnnaice bu lit thc bNCG\. The windows 1n all blOkeo out and the wind is 
howlins thnlaP. If the chancten ClllCr dais an:a the lkclcton will attack ( AC 7. HP 7, DAM 1-6). 
The ftoor is ftl)' M:t md slippery, lftYOllC uyina tO fiJht up here will do IO .a ·3 to hit. Alao lhe 
c:mnc.. 6fbtinl 111111t lllYC vcnus their dcxtcrily on a d20. or fall. Then: ia a 2!5., chance dlllt any 
charlClCI' wbo falb will fall through a window 10 the roof, pound. or -. Tiie roof ii 30 feet 
bdow (3d6 cllmqe), The pound is CiO foec below (6d6 damqc}, md Ibo ocan ii 120 feet below mnd 
fall of nlCb (l2d6 �). 

Tt!c Bwmgpl 
Am 17; Tbc uscmcn• The bucmcnl is the home 10 the 15 Kobolds ecrving Kai-or. It is a tmelly roan filled with rottini bay Md the remains of many meals. 11- Kobolds hive been 
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mined to be Kai-or's finl line of defense and are nidler capable fighters (II Kobolds go). They will 
Utilize the heM of the decaying Jubage to confound the c:hanaers' infnvision, llld will UIC "hit and 
run" tactica. 1licy also have WCIPCJll poilon on all their ll10WI which 00.C ld8 Clltta dlmage Cuve 
venus poison for half d1111age). AC 7, HP 1,1,1,2,2,2,2,2,3,3,3,4,4,4,4, DAM All have 1hon 
swoldl (1-6) and 6 have short bows with 10 11JOW1 (1-6 +poison). There is a secret door in the 
IOUth wall thar leads IO lhe lft>l10. It is locked but not trapped. The Kobolds treuure ia ICallend 
lbouc in the bay, ii is 3,SBO C.P., 87S S.P .. AND l 61ans worth ld20 G.P. each. 

THE GROTTO 
The poao ii mreaed via a dllk and trilry cave. Twemy feet down the cave is ID Ore guard. Ind tm 

feet fant.r down ii a leCGIMI Orc guard. If the cbaraaen enpge in 111y combll wilh the fint guard. 
the leCOOd oac wil bur ii (100.. dwncc) and 90UDd the gong in his area. theRby alerting the whole 
IJOUO. cllllina an orpnir.ed. md more fatal, l'Clpollle. The two Ora are AC 6, HP S, 6, DAM 
lonpwords 1-1. 

Am.A& This area is the Ora area. ii is inbabiled by 17 angry Ores. all mned widt lonpwonls 
and ahielda. If the Gong bu soundod these Ores will also be weanna the Ore armor they own, 
which they don't normally wear around the house (AC 6(or three if annoqd) HP 2.2.3.3.3,3,4,4 
J,.,,S,SJ.6 .. 7,7,1 DAM 1-& wilh longswords). Alto, if the gong wu IOllDded. the three Hill 
Giana (uea b) and the two Trolb (area c) will be here, and 10 will Seb. There is a locbd chelt 
containin& 2.000 C.P., 4,l.50 S.P., 190 E.P., 2 Potions of bealina, and one pocioo of neuttalize 
poilOIL 

Am B; 'l1lnie bill Giana inlYbit Ibis ara. There are beds covered with diny old fun. llld the 
ramim of mm-, cows, sheep, and deer acattcred about. Hidden under one of the beds ii a locked 
c:be1t c:oaWaina 2'0 C.P .. l,400 S.P .• 2,.500 E.P., l .8SO G.P., 12 1ema of 10 dlO G.P. value, and 
1 +l dlger. The Hill Gimm are AC 4, HP 4', 48, S2, DAM 2-16. 

Am C; Thia area is the living quarters of the rwo trolla. The Trolls are AC 4, HP 31. 50, DAM 
S-81S-&/2-12. The aoUa treuun: is in an old chest with a stout and rusty lock HS'J> to pick). It 
comaiaa 1,680 C.P., 2.820 S.P .. 1.2.50 E.P., 2.880 G.P .. and 16 gems of lOdlO G.P. value. 

Am.Jh 'Ibis area is for the 11orqe of slaves. There are currently 3S men and womr:n bein1 held 
here, IDd they are vay happy to be reacued. 

A.m..E; This is Seb'1 room. If he managed to stay llive he will have glthend up his magic items 
md fled wilb Kai-«. lfbe is dead. Kai-or will have taken his money md Oed. Either way bcc:auae 
of a 1ize, the minor will llill be left bchjpd See the write-up on Seb for lbe Treuure lhll is kft. 

Am..fA 'Ibis is Jeai..«'1 room. If the baule 1tart1 to ao against the Om dves, lbe will gather up 
her map: md her money and, if Seb is dead, his money as well. She will then Oee 1J1ina the g11e 
ipdl she baa on her sroll Obis lea you bring ha back to haunt the char.am again in the fulW'e). 
Tell the m.r.cters that 11 they enier this room Ibey see Kai-or md Seb (if he's alive) diAppear 
throup the pre. If they lhool any apells or mialle weapons, they elmer aginst the far wall.There is 
no � here. There is a boolt left behind thar details the lut six ye111 of the slave trlde thal 
Kai-or bu conducted out of this pouo, and also details the milituy suenph of this area. u if 
101DC011C might be pbnning an invasion of Ibis area..? 

ADcrma•h 
wi- the •orm dies down, the racued people uk the clwacten 10 escon them bed: to town. 

Once then:, the loc:ll magiltmc will pudon them for their crimes (that got them chaled OUI in the finl 
pl.:c) md honor them with a day of celebnrion: feasting, wine. ale. the worits. further, u the 
cbanaon &R now well known, ocben may llCCll: their aid ... 
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THE VILLAINS 
Kai:llt. ia a 568 year old. sevc:n1h level Drow elf 
Oeric of the demon queen l..o.lilh. 
ST. 14 AC 0,(with annor & shield) 
INT. 15 HP are 55 
WIS. 17 Spells per levd- 5..3.3.1 
DEX.13 (includes WIS. bonus) 
CON.17 
CHA.15 
COM.13 
Macie ltqns; +l plare mail. +l shield, P01ioos of 
healin1 and Giant strength, a scroll wilh 'aninwe 
dead monaen', a scroll with 'plane shift', a wand 
of size altera1ion widl 12 charges. a +3 mace. and 
Fiaurinea of wonderous power (Golden l..iom, AC 
516. HP 27.32. DAM 1-4/1-4/1-12). 
Suucncd spells· Blcas. Cure Ligl11 Wounds (2), 
Remove Fear. Smauary, Hold person (2), Silence 
15' bdiua, Slow Poiaon, Holy Symbol. Animare 
Dead, c- Bliadncss, Dispel Magic, and Cure 
Serious Wounds. 
Kai-ors' personal treasure consis1s of 3,550 
G.P.and 11,25-0 G.P. worth of jewlery thar she 
wears. 

� is a 176 year old, eigth level Drow elf 
Magic-Y11U, and Kai-ros· pemmal c01UOn. 
ST.12 AC7 
INT.17 HP 30 
WIS.16 Spe.111 per level are 4,3,3.2. 
DEX.14 
CON.16 
CHA.14 
COM. 14. 
M11ic jrems; Potion of fue resistance, Oil of 
edleRalnea, a rin1 of Shocking Grasp, 1 rin& of +3 
Pr01eaioo., a Scroll with 'Powei Word Blind', a 
scroll with Tnmmute Rock to Mud', 'Pan Water' 
and 'Spiritwrlek', a staff of Thunder and Lipaung, 
Ind lhe Minor of lhe Magus (sec below). 
Suneucd spells· Annor, Ma&ic Missie. Affect 
NOmtal FIRS, Spider Oimb, lnvisibility, Web, Ray 
of Enfeeblement, Lighmins Bolt, Fireball, Fear, 
MC>llltel' Summonias 1, and lee Stonn. 
Seba' personal treuure is 8,250 G.P. and 2,(50 
G.P. worlh of jewlery he is wearing. 

The Mjcnrr oC the Maa:us 
The Mirror of lhe Magus is a four foot diameter blaclr. obsidian minor act in a heavy iron frame 

inlayed with ivory runes and silver skulls. The mirror weighs over 300 pounds. The mirror is able 
to be used by any apellcas1er. The mirror allows the spellcaaer to view 1ny area within 500 yuds of 
the mirror. lislen to what is being said. and remain undetected llS a crynal ball with clairaudiance). 
Further. lhe mirror will le1 lhe spellc1Ster cast uiy spell ttvouJh the mirror wilh full effect in the un 
being anaclted. when the spell cuter does this he • appean • in lhe area he is viewing IS an erhreal . 
ghost, and canno1 be harmed by physical or magic articles. but he may be artacltcd by Psionics. Up 
to three spellcuters can utilize lhe mirror in any given melee-round. The Minor also allows a 
spellcaner to use a magic item through the mirror. so Kai-or might throw her Figurines of 
Wonderous Power ar the playen through the mirror. The Mirror is wonh 15.000 G.P .. and 8.000 
experience points. 111ere is a command word needed to order the mirror to focus on an area. 
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GURPs S'a1s: 

Sebo ST· II/IQ· 14/DX ·12/HT - 14 
Elven. l..ilcncy. Mapry ·2. Combat Re8ues. Sraff-1 l 
Spella- lpilc Fire. Ciearc FiR. Shape .Fire. Eiuiapish Fire, Hes. Cokl. Resiat Fire. Fireball. 
ElqNoti•e F�. Ft.. Jee. Bnmh .Fire. Lilht. Com:inual Lialu· Colors. flub. Dulcness. Blur. 
Hide. hmlibilily. 
Macie lie-Wand "Dealh Touch" • 1 level. Self P-

Sd "1.iPmini" • i lcYcb. Self Power 
Robe of DR· 2 
Kai-or· ST· 12/ IQ· 14/ DX ·lll HT· 14 
CombM Rdleua. L.irency, Mqcry. Axe/Mace. 14. Shield ·  15. Slaff· 14 
Spells- Lead Sn:msth. Lend Health. Minor Heal. Major Heal. Recover Stm!J1h. Dellh Vision. 
s- SpirU. Zombie. Comrol Zombie. Twn Zombie. Fear. Bra.cry, Foolisbncu. Due. S
Emcxioa.. s- Foca. 
Macie· +l Pl11e. +l Shield 
Porionr. Hcal.Hcnclcs 
Saol1; T clcpon Skill l...cYd • 20 
Skeletons: ST • 91 DX • 12/ IQ • 8/ HT • I 0/ Buie Speed - 61 Weapon Slcill • 16 
Spiders: ST • 22/ DX • 15/ IQ • 2/ HT - 14/18/ PD-DR 2-2/ Size • SI Spccd·Dod1e 8-7/ Venom 
Type F/ weo.-OR. 3 
Striit 1Stu�1: ST- 21 DX - 17/ IQ - �I HT - 12/3/ PD·DR Z-0/ Spccd·Dod1e IZ-8/ Oam.,e 
1-3 lmp.iins <See GURPs Besiiary Pl 61 l 
Kubofds: ST • 81 DX - 11/ IQ - 8/ HT • 10/ Weapon Skill • Bow • 111 Shon Sword - 13 
Ores: ST· II/DX· 12/IQ • 8/HT • 11/Weapoa Skill· Lonpword- 13 
Troas: ST. 2'/ DX. 13/ IQ - 101 HT. 1312'/ Speed. SI PD·DR l·l/ Rercncra1cs 1 HT cvciy 3rd 
round. 
Hill Gianas: ST· 14/ DX. 10/ IQ • 91 HT. 12/ W&pon Skill - Cub· 13/ Brawlins • 12 



l) OpeninJ Sequence: 
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A Horror advcncuR for GURPS by Michael Sv.a 
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nos JS L.A. It ii a ciry of confliaq imaps. of pluric cllams IN cnuhed bopes. of die bauty 
of Hollywood Ind die usJ.iness of Wens. le has been Mid lhM you have not 1ee11 a c:ily lllllil your 
bave Mm L.A. Tbe hot So. Cal. sun, lbe cool s- Anna winds, lbe spGldiac beacllel. lbe mqic 
of Hollywood, lbe Califomia pis! II is lbe city of .. els, but even in this chrome nl Sled haven of 
falae drarm there breeds evil! 

For lbe put tw0 weeks, Los Angeles has been rocMed to it's T.V .sand NCWlpllpCD awaitinl news 
of lhe Psychokillet. ll:nown only 11 lbe Wanwood Sluher. and his lllell crime. Two weeb qo, he 
lllUCk for the lint rime. c1ainaina 1be lives of three U.C.L.A. Co-«ts. 

Al fil'll. this pisly crime wu bkcn 11 - of L.A.'s many random slayiap. Unf-cly, with 
each paling day he IU\lck 11am. cach lime with more violence Ind IDOft viaima. Two days qo 
when he bnnally claimed die lives of ll childml in the U.C.LA. holpml. die WCSIWOOd Slahcr 
1ained N•ional News COYCrqe. Now he ii Oft the cover of every maguine nl new1p11pe1 in Ind 
uouDcl California. The police pmol the Weawoood ln!a like wolves Oft lbe prowl, lbe 10 o'clock 
curfew ii being suonsly reinfon::cd IN the WCll'Wood Nei1bborhood WMCh has pined 1D111Y new 
supponcn • L.A. cowcn in fear IN acitemenr, wailinl with beifed blarb for his nes.1 sl.ayin&. 

IH&inninc tlle Adventure: 
lHodt 111: (one of the male Pcs is Ollt on a cllle with a female PcJNPc) 
You ue driving home from your dale, driving down a darlt side lll'OCf lb8t lcadl to her aptnment. 

The nisht sky is dark. Suddenly you hear a -se noise. You look up: �hies the window 
with a loud ICERSPU T (sounds very much like a waaennelon hilring the�). You look •the 
windshield Ind llOmCdlina tbiclt IN wet with doll is runnina across your window. 

The Prl lliftes a ec:mm. . 
You 11ep oat of the car (you do step out of the car, don't you? I mean, you can'1 ecc out the 

window). You aa:p out of the car to sec what caused the Splat. and there lying Oft the snect, blood 
nanninc fJom the jaged edges of wh11'1 left of a duoar is a dec:apilaled head. The eyes ate looking • 
you in abjca tenor. Blood is puddling under it. die eyes roll up and to your aemal dispst .... Thc 
lips wordlealy ..-lb: Help U1 (don't say it, just mouth it). 

Dardl #.?:(One of lbe female Pcs is as a om> 
You ue done with your nigbdy workout !swimming. wcipas. aerobics, etc.I a walk into lhc 

llhowm JOOm. You norice dw lhc lifia me tlic:kcring and going out behind you. You walk inlo the 
lhower •all and hear lhc sound of drippin1 water. You tum on the lip (you do 111111 on the upu, 
don't you?) and you - a llipr you will never forget. · 

There. imp9led Oft the shower spigoll, arc 6 mc:mben of the Women's Swim Team. Blood drifM 
from !heir open mouths. their eyes look at you in snmncd frip and disbelief. One of lhc bodies is 
Ifill IWitchin&, bur you know dw they are beyond help. 

YOU know lbal lbe Slabcr has llJUCk apiaf 
The above arc jut eumples of the brutaliry thar the Wcsrwood Slasher is capable of. Each Pc 

should have one close call like the lbcwe to get them intcreaed in stopping the Sluher. U thar 
&xm'a work. have lhc Slasher choose them as his next victim. 

Wllat's really 1oin& on: 
' 

The S1uher is a very sick ltid. That's n,ht. Kid. The Slasher ahinlts he is in a movie. and all the 
pras coverage his killinp arc p:tting arc only helping 10 funhcr his dclulion. The Slasher chose 
Wcsrwood bccaule it wu where he pew up and he dM>5C U.C.LA. bccaulc sluhcr's always kill 
dumb Co-ss in the movies a this is just a movie, Ripe? 

To make maucn wone. lhc Sluher'• fllher encourages his son's hobby, bccaulc u allows him 
access to human body pans to use in his expcrimmls. 

On the next page arc the a•s for the Slasher lllld his father. 
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TM Wtsiwood Slash«: IRt1inald ChristonsJ 
ST: 16 ThnaSl: l+I Swing: 2+2 
DX:lS Dodge: 9/11 
IQ:IO Pany: 7/9 
HT:IB 
MVI':9.25 
Quirks: 
l )Carries newspaper dipp&np of bis rnurdera 
2)Calls bis faaher, Mr. Direaor 
3)Thinks all college students lie dlSnb 
4 )Always wears ugly masks when hunting 
S)ColleC1s body � for his Wher 
DIS ADS: 
I) OPH - Never Balha 
2)Delmion - Thinks he's in a movie 
3 )Delusioa -Thinks his lllOlhc:r is not dead 
4) Fuwuism - His FMhc:r 
S>Sadism 
6)Unannctive (-4) 

Advanta1es: 
l)Psycbo killct. Never srunned. +2 10 HT 
roll to 11ay alive. Unconstjous for # of 
nuns • to HT below 0 \ 
2)Hip Pain Threshold 
3)Colnbar Refleua 
4)R1pid Healing 
SlTouJbness: +2 DR 

Skills: 6)Pmon: Faaher- 9 or less. 
Ax/Mace-15/.Ax Throwing -15/Bow -IS/Brawling -lS Knife -IS/Knife ThrowinJ -IS/Spear 
-IS/Throwing -IS Finl aid -10/Running -17/Swimming -17/Escape -15 Shadowing -10/Steallh 
-1 SITllCkina -10 
Equipment: 
Hockey mlllt: +I PD/+2 DR face 
Learhct jlckct +l PO/+ l DR 
Large Ax: Swing +4 

ThtMadSckruist(Dr. Chrisrons, his FatMr) 
ST:lO Thnm: 1-2 Swins: 1 
DX:l l Dodge:7 
IQ:16 Piny S 
IIT:IS 
MVT:7 
Quirks: 
l)Encounges his son's delusions 
2)Underestimales people 
3 )Thinks of people IS just subjects for his 

7 knives: Swin1-3flbrust -1 hnp 
Scalpel: Swing -2 
4 Axes: Swing +2 

experWems. ��-� ...... -�1l'>. 
4>Yegc:uNn �,,,.;-'7',,.__ ..... 
S)FcmrofFire. -�-
DISADS: Advaatages: 
l)OPH -Twirch l)Comfonable Wealth 
2)1Nomnia 2)Eidc:cic Memory I 
3)Delusion-Thinks he can bring bis dead wife back to life. 3)High Pain Threshold 
4)Jealousy 4)Sttong Will (+3) 
S)Lcc;he.rousness S>Puron - Sonar 9 or less 
6l0vcrconfidcrlc Equipment: 
7)Sadism Scalpel 
B>Sense of Oury - Son Genetics Lab - with 100 and I rhings 
9)()PH -Necrophilia dw could be used IS a weapon. 
Skills: Re-anirrwioa fluid?!? 
Knifc-10/Knife Throwing-I O/Fasr Draw Knife-I O/Firsr Aid-20/Diagnosis-20/Physician-20/ 
Sw)ery-20/Swimmins-l4/Biochc:mistry-20�cnc:tics·20/Chernisuy-20n"hysiology-20 
MOTIVATION: He is havin1 his son collect body pans for experiments in bringin1 his d ead wife 
back 10 life. How successful he is is up to you!!! 
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'If 4!J!hWJJ:; dlJJ Wlranra 
GMnc your Villains...._ background by William Oller 

Marvel Saper Heroes, ll least the Buie 1Ct. is nrber limited. I found I wu beler by several 
hao-cnzed piayen Ind fon:ed ao come up with a world. Lib everything et. I do, I impnmsed on 
the lpOC. IDlde foar villains one aftanoon. and walched 1hem get blown IO pieces by lbe canquering 
heroel. Of coane, I know the Advanced • c:amr: oua. bat I di think dMR is IOIDelhing 1adting for 
lhole,poor villaim. SUR, heroes CID be Muwats, Altered Humans, or Hi-Tech Wonden. u CID 
vil1aim. but bow do you decide what type of villain !hey are. What if Taranmla is ja• a thief, bu1 
Strom ii oar to c:onqaer the world.. Ind Gun ii juat plain cnzy. To alleviare this aimalion, I cseaied 
lbe followins villain cJaacs: 

Tidd: 
Thia guy Wmll money, who cares about the wodd. u long u he can have his ice cold 

Micbelob in a Hawaiin sunael. A fight with superheroes with blown-up ep can wail 
amil the money ii aafe, and perbapl a video pmc or IWO hal been played. 

Maniac: 
I woaldn'1 mas with lhis py, he mighr just kill you where you •md. but be is 

typialDy a llmf u well, or a subordinllll ao a Cpnqumr or ?l.umGE. Thia guy looks 
for fipa with anyone or llD)'thin1. u long u there ii provocation. Provocation is 
uually limiled 10 ia•rupam. of the I Love Lucy Show for dec:bon updaa, or finding 
1be loCll newipllpa' canceUed Calm and Hobbes. 

Conquerer: 
Thia one doelll't want to mle the world. juat Califomia beaches in the Sumner. Pace 

it. you baYe ro be aouched in the he.t juat a little bit to apect thlr eYerfODe ii pg ao 
p you what you want juat became you have a Monsaous abili1iy ro drown binls from 
ten feet away in the daen. He11 usually get a couple Mlllilg ro help him ro acquire the 
c:onceaiam ... al Mailbu. 

Enforcer: 
Thia py wu Yoced leaat Ubly ao ralize his shoes are on lbe wn111g &let. F.nfosn 

aren't always idioqc by DlllUR, bul !hey will always be working for IOIMOlle. Pace it. if 
someone elle can find a way for you to make money, wouldn't you rather spend your C!:!,, time cbuin1 snow bunnies in Tahoe. Rarely, they wW be wodtin& for 

mg. 
Planners: 

'J'bia is the guy who had sand kicked in his face when be WU a younper and VOMCI 
reveqe. Overcome by pa1ion, some acciden1 occuned to pve bim power (and 
Reuoa) enou1h to get involved in illqal activilies, though only indirealy. A E1lal¥l 
DCYer·engages in c:ombal, though be always bu a backup method of dealins with 
ansious Ind obnoxious superheroes. This PY ii the Kiqpin IDd the Mad Thinker, 
Doaor Doom and the Red Sbll. Anyone will work for him, and thlr'1 usually why the 
� ultruonic potato peeler will 1er aolen, though. ll the time, dMR doem'11ee111 
to be m obvioUI RUOn for ill theft. 

Tbe funue will see these dwac:ten in action, terrorizing mankind and drinking their Tequilla 
Sunrila in an underwarer DUdia colony off the Coast of Florida. 
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Wlpm Yvnlnnl if•r ·G:UU� 
byTim Morgm 

The GURPS game (includins lhe fUIWy book md the Horror book) bu 11even.l very well 
de¥cloped •specioa• of undc:8d. including Vmnpirc$, Zombica, Skcletona, Mwnmies. Skull Spiri11, 
md Obom. nm. -· however, a few Snponanl W1dead thal have boca left out. ,,_ include: 
LiJwll: Gbam uc andcad gboula (Fanwy book, p.13), aad 1re often found lcadiDg JfOUPI of 
lhoull· Ohuu very much IUCIDble gboub. CXCCIJ' 1baa tbey mlCll of decayiDc flab. *- paru 
ol tbcir body an decaYins flah. Their red eya &low llipmy • niPt md Ibey have Ni&hf Vi.lioa. 
They always have loq, claw-like nails. Tho naila COIUin a type-D venom wbicb la1t1 for 3-18 
(3d6) boun OD a faiJcd Hl'-3 roll. A succeafW roll raulta in pcalyail for l-6 (ld6) bows. An 
aveiqe Obalt looltl 1C111M1Cbins like tbil: ST13 DXlO lQS 1£1'12. Their claws do Swift& +l 
amins damqe md they rudy - acha" wapons. 
l!Dli&lll: Wraiaba u.: the unclad equivalml of knighll. They uually ride skeleton bona (see 
below) and aR very good wish bwnm wapou (lkill hr¥d 15+). They appear u well dreued 
(noble) lirdelonl, IDd often wear annor (which pOlecu them like it would a aoona1 penron). Like 
Ghuca, Ibey have glowia1 red eyes md can see u if Ibey wen: under the dfec:ts of Duk Vision. 
They allo have !!I leYelt of Acuae Vision and Comb.a Refleaes. They m-e IUIDmOned by UM of a 
varilnt of 1he Smmnon Spirit lpCll, and lhen can be ordenld to bunt down a penron if a conies of 
willa <- S- Danoo. p. 32 FlllW)' book.) can be !hide. The 1U111mCJninJ map lllUll know 
1he WJCl'I - and pve lO 1he Wraith somedUlla UIOCil&ed wicb the pet10D (ie. a piece of 
clocbilll. a weapon. eu:.). Wnilbl can cut tbe Seelccr ipell twice per day •  no coat widl a Ilk.ill 
level ol 2'. The nerqe Wraith bal lhe followins ssm: SI"U DXl l lQ9 Hl'l,. 
Sbadom: Shadows - UDdead spies. They aR black, md only pally corporcaL With one Nm 
of prq>arlboo. Ibey cm become 1ho•-Uke - llCIDi-01ID.lpVenl. able 10 pus dvoogh walls, and 
invu1ncrablc 10 phyaical anecka. They may become solid qain a will. Each chanae cons a 
Shadow one point of Wipe, which .ii recovcn:d jua like normal people. Sbadowa look·eucdy 
like a lbadow in lheir' ..xi-corporal .-c. md ill dJcir phyla fonn Ibey appear 10 be an aru of 
� in the fonn of a aaxier1' bcin1. They have very good acnaca, trea lhem u havinJ Far 
Hearin&, Didi: Vilioa. DI Rear Vision. They allo an1 ac:cllca& 11 llCallhina aboul (skill level 25 in 
Stealth and c:m cut Mqe Sleallh • will). They MllCk by uaina 1he Dea«htouch spell, which Ibey 
know 11 level U, Ibey never ..- stava or wands, DI tm Dcalhtouch can only be used when the 
Shadow ia in iu c:orponal It.ale. Shadows arc aummonod in much 1he ume way that Wrailba arc 
IUllllDOned, ac:iept tbal Shadows will DGBL � to doln1 • -imticxa, Ibey use lbeir 
Du&btouc:h mllx in aelf-defcaa. They do not llave die Secker llliliry, ao lhe c:urcr 1111111 have a 
Jood deal of lmowledae 1bout tm Shadow'• WJeL Tho avenae Shadow bu tm followins stars: 
ST9 DXl' IQ8 1£1'10 Speed: 8. 
LU:Jaa: My idea of Ucbes ii not the cl.aic:al view of Uchel. They aR DOC old maps who 
thlOush the me of tm evilat of mqlcks mlde --lves immonal by bec:oming Licbes. A Lich 
here, ii m inlelliscm skcletOD, with lhe abilicy to Ute map:. They arc perfec:dy identical 10 
lbletoa1 in appeanmce. ac:epc tbal aomewbae OD ill body ii a Soul Ju. � Licb is creued by 
SumrnoNac a Spirit inlo a Soul Ju tbal coaWnl lhe -1 of a lalliea1 being. Thie Summonins 
spell here is 1 very nn one md iu only parp01e is to c:ratc a Lich. II c:o111 100 poinu 10 cast, 
taku 1 full day 10 a., md bas lhe fol1owins prerequililca: Comrol 7.ombie, Masery 3, and 
Enslave. TbeR ii a COlllCIC of will belwem the spirit DI the -1 (roll 3d6-3 for im will of the 
spirit). If tbe spirit widl, tbe spirit ulkea c:ontrvl of the -1 - ii bal accas to all of iu lkills and 
wiea, utea Oil iu IQ, wl will follow the orders of iu CRatot. If the spirit looses, the Soul 
Ju ia delaoyed. A Lieb hu im same llllOWll of Ma1ery u did i1a -1. The Lich llWS( keep iu 
Soul Ju wirh him • all times. DI if il ia IOll or dcsuoyed, tm Lich aumblcs inco dun forever. A 
Licb cm uae any ircm thal a akcletoo COllid, includizlc umor, swords. mqic ileml, c:tc. A Lich's 
.... might look IOIDlllbin1 like this: . 
STlO DX12 IQ12+ 1£1'10 (+IQ). A Lich can lake: a lot of damqe. This amount is equal 10 iu 
Irr phu its IQ! 
Agjmal Zombia/Skglgto0s: The Zombie spell may be CUI upon unin«elligern ciearwes. Just 
111e lhe IUlcilbc modifien on page 90 in the Fanauy book. Once you 1a below a 7 IQ, I wouldn'1 
lower • IG.Blsm'• or IOlllbie'1 IQ •Y more. it just makes them lOO aupid. Don't forset 10 pay 
-. an pom when aacin& your undc:ld. The cost is 8 poitas per ha. Herc is an example of 
• undeed w.utione: 
1.amb&; ST41 DX9 IQ4 Kl'20 24 mattic poinll 10 c:reaae. 
Sb:IC(Cll· ST39 DX12 IQ4 1£1'1!5 24 masic: points 10 cnw. 



Character Sketches 

An oritiaal drawins of your f Porile role-playins character by 
lcnmy s._ 
B&W Prica: 
Sim Csia 
J"XS <mu-r a- *-ch) $3.004' 
IS'Xll"(pannir) S.5.004' 14.5"X1T!brillol baud porait) $20.00 • All ml -- OD qualily dnwilis JllPer. Color Prica: 
Sim J"XS (c:barKur .a lkcech) 8.5"X11" (ponrail) 
14.5"X1T (brillol boad pannir) 

Csia SS.00 
SI0.00 
S:ZS.00 

• 
ifJ!Af:1-• 

lmilel yw 111 ,_ every Priday Njpl • 6:00 p.m. u111i1 lllidsqln. On 1be ampaa 
of Hambolda Sure UaiYclicy in kaaa. CA. m foaDclcn Hall rm. 154. Our 
caMndlr" of lpeCi.ll - for Ap. ii lillld below: 

W aace41: Joamal of the 
Tra�a Aid Society ._ l's 
1-9. WID P111 &ir price for Sood 
coadidoa copies. I am also 
lookiDs for a -*"ctf ocner 
t.dc ... ......... Wrile me 
wltb wbal ym'we soc llld lbe 
price you -- Bmy o..r 
1018 p .. •1 l!anka, C& 9'501. 

Ap. 1'tb: 0- maion. Pic:lt up ued S- • CUl·.-.C prices. Aaaion 
besiDa at 5:00 lllarp and will comiaue lllllil cYer)'lhin& ii Softe. Everyone ii 
welcome. AJrt. 22Dd: The Awflal Cir.i Thinp from Oater-spce TOllllle)'. Beginning 
II 6:00, far Diiiy S.50. yw cm cmipecc in die 6nt PGG iouniey for AOTPO. 
There will be au1ina poliliolll opm for bepmen and up wilh a prdaaa !ill for 
which lide you - 10 pl&y. 
ALL BVENrS ARE HEU> 1N POUNDERS HALL 154ON 1111! HSU CAMPUS. 

COMPUTERS PLUS 
& KANGAROO SOFTWARE 

Back ilne• of NCJlP are 
nailable from QI. The price ii 
$1.:ZS per iaue which illdudet 
poetap and hMdJns. ,_ Miid 
cbeclt or -r order to Bany 
o-r,NCRP 1011 F 11. #1. 
Emeb. Calif. 95501 

TO THE READERS OF NCRP: 
Mfll1 •JOU � m.  m. ... ,, 111 i-. ll  lhn -

111 incft9e in oar price. Yw _,, allo b9fe DOCiced lbll for 
Iba! ma.a.. - .., increaled Ibo me and quallly of our 
mapziDc. Well die lilne llal - llpOll • apiD. We baw 
m:a-1 ao -Y miclea, ·modalel. -. 1bll - wwld apiD 
like IO broeden oar mapzine. 8- of lbil deliN IO pw 
you mon: of wbal you're buyiq dlia mq for, - wW be 
raisiDa lbe price ofNCRP to Sl.511 per ._  wilh #4. Now, 
- ha¥e - � .. _ • -t � wbicb ii aoins 
10 ha¥e a malbcr ot tpeCial Tra...U. f- ln honor of llYI 
pme'a lOlb aanivenmy, aa -0 • CCllllainins AD.ti> IDd 
odlCl" s-' lltidei. We m: ofterinc a tpeCial otfec IO dmK 
of you nedins mis m.. Until May !Och, - will accep1 
111blcripliom IO NCRP 11 SBO for 6 � Thia will be a 
avinp IO )'Oii of $3.50 off Ille - price dv our price 
ma- io Sl.50. So daa'1 mila -. Rm a c:beclt or _,.  
onlet today IO m and -'D IUkc - )'Oii don't mia a single 
._ of NOP. Of -.  111 pniou IUblcripliolll will be 
'-*I. 



J(rc '!a· •••l)ll)g f•r tJ,c: l»c:•t 
lll)cl J)C:O>Ut 11) r•IC:)'llll!IJ)g 
ga(l)u? !'•e •'1e.lcl •l>e)' 
m l) c:rc: I •l)e)' ... at T Ile 
llOBB!' llO<l.86. Tl)c: fl•l»I»'! 
lle.u at :19H P •t.  IJJ 
eerc:l)a I)•• all tl)c: latc:•t 
gawc:• aJ)cl (l)eclelu rre(I) 
PJlf:JJI, T.81\. GDID. GD(l. IC6. 
fJtdc: JaCJl)H11 Gawc:•. T PG. 
IDc:•t 6licl Gawc:•. PaTiacllG(I). 
•�•l•IJ ttnr. •JJ« (,l)ercll 
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