Below follows descriptions of four new
spells which players may wish to encorpor-
ate into their games of Sorcerer.

They must all first be discovered following
the procedure in section 25 of the rules. The
suggested risk of the spell is given after the
title.

1. Vortices of Colour {Grade 2 spell)

These may be created by any sorcerer just
like narmal vortexes and cost bmp. They
may be represented by a colour conversion
counter of the proper colour. {Care must be
taken to ensure they do not get mixed up
with genuine colour conversion counters}.

1.1 Movement: 1.11 Same as for normal
vortexes but they move in colour order de-
termined by a die roll {as in 11.14) after
reqular vortex movement.

1.12 If a player has more than one of the
same colour he may determine the order
within that colour.

1.13 No new colour vortexes are created by
moving over a white hex.

1.14 Colour vortexes may freely move
through regular vortices and colour voriexes.
1.15 If at the end of the movement a colour
vortex is stacked with another colour voriex
of the same colour one of them is removed.
1.16 If at the end of the movement a colour
vortex is stacked with another colour vortex
or regular vortex the second vortex is des-
troyed. In other words a colour vortex may
not end its movement with a colour vortex
of a different colour or a regular vortex and
if ordered to do so it is eliminated instead.
1.17 CV's ordered to enter a grey hex or
exit the map are destroyed.

1.18 CV's ordered to pass through a
mountain hexside are not destroyed hut
move no further than that turn.

1.2 New Vortices of Colour

The only way in which new CV's may be
created by their own movement is if they
pass through a hex of their own colour in
which there is a sorcerer of the same colour
who has the option of creating a new CV of
the same colour at that instance at no cost.
This vortex is then maoved in the normal
way. {This rule applies even if the sorcerer is
reduced).

1.3 Effect of Vortices of Colour

They have no intrinsic strength but attack in
the vortex movement phase any magical
units of a different colour (including any
which may be "friendly’ to the sorcerer who

created the Vortex) at a strength equal to the

colour augmentation points which a magical
unit of the colour of the vortex would
receive in that hex.

1.31 In a white hex they receive 6 points
combat strength,

1.32 The defending magical units do not

receive colour augmentation but defend with
their printed combat strength only. Further-

more the attacks always are executed on the
'‘Best Line’ differential.
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1.33 Magical units of the same colour as the
vortices, Human Infantry sorcerers and fort-
resses and their garrisons are never affected
by CV's.

1.34 The same protection is given to units
stacked with Sorcerers as that given under
822

1.4 Deliberate Destruction of V of C

As per 8.31 by a sorcerer of the same colour,
as the spell or any sorcerer in a hex of his
own colour.

Designer’s Notes

It is a good tactic to sow CV's in an area in
which the unselectiveness of regular vortices
would endanger your own units. Also useful
in defending a fortress under attack.

2.00 The Spell of Clogged feet and Clipped
wings (Grade 4 risk}.

In the magic and Conjugation phase a friend-
ly sorcerer may place a 'Spell of Clogged feet
and Clipped wings' on any enemy unit or
units. Except Humans & Sorcerers.

2.1 Creation 2.11 The Sorcerer must be in a
hex of one of his colours and the colour of
the spell must be the same as that hex,

2.12 The spell must not be performed in a
grey hex.

2.13 The basic cost is two moverment points
which is increased by one point for every
hex the spell is projected. For example: the
cost to a sorcerer in hex 1213 to place a
spell of CF&CW on a unit in 0911 would be
6. {2 basic plus 1 point for each hex exclud-
ing 1213 but including 0911).
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2.14 Intervening terrain has no effect but
maximum range is 13 hexes (2 + 13 = full
movement points).

2.2 Effect 2.21 The effect of a spell on a
unit is to increase the movement point cost
to exit the hex by the colour augmentation
which the colour of the spell would receive
if it were a magical unit in that hex. For
example: If a yellow Demonic Infantry unit
and an Air Dragon were in an orange hex
and a blue sorcerer in a blue hex placed a
blue marker an them the exit cost would be
(B yvellow in orange) + {3 blue in orange)=8.
2.22 Friendly units even if in the same hex
are not affected,

2.23 Even though sorcerers moving out of
or through an affected stack are immune the
additional points must still be expended by
magical units accompanied by a sorcerer,
2.24 Any magical unit moving through an
affected hex {including friendly units) must
add the colour augmentation to the move-
ment cost. E.g. A yellow demonic infantry
unit starts in hex 1214 moves to hex 1213
in which a yellow troll is held by a blue spell
and then into Danna. The movement cost
would be 3 {leaving a purple hex} + 4
(leaving 1213, 1 point plus 3 points due to
the Blue marker in an orange hex) a total of
7 movement points,

2.3 Dissolution

2.31 Such spells may be dissipated by a sor-
cerer expanding bmp in that hex.

2.32 The spells are automatically removed
when the last affected unit moves from the
hex.

Note: The spells are directed against the
units and not the hex therefore hexes may
never be affected unless there are affected
units in them. Furthermore a sorcerer may
never project a spell to an empty hex.
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3.00 Magic Shields (Grade 2 risk spell)

3.1 General

These are devised as a means of protection
against magic bolts. A sorcerer may erect a
shield around any unit, fortress or stack of
units in the magic and conjugation phase at
the cost of b points per layer. A shield may
consist of an unlimited number of ‘layers’
each of which has the ability to ‘absorb’ the
power of one magic bolt. The layer is dissip-
ated but the defending units are unaffected.
E.g. If a stack of units had a shield two
layers thick it would require three bolts to
be able to attack the units. The first two
would be totally absorbed each one remov-
ing a layer and leaving the stack eligible for
attack by the third bolt in the normal way.
3.2 |n order for a bolt to be able to dissipate
a shield or layer it must be able to potent-
ially affect the defending units by either a
pin or step reduction as if the shield were
not there and it was attacking normally
including all colour augmentation, etc.
MNote: The bolt does not have to inflict a
result and no die is rolled but the potential
must be there.

3.3 If two sorcerers combine strengths into
one bolt this is considered to be two bolts
and may dissipate two layers,

Note: If there is only one layer |eft the extra
effort is wasted and no attack is made on the
defending units.

3.4 Dissipation of Shields

Shields automatically dissolve at the end of
the enemy player’s Magic and Conjugation
Phase. Thus they must be renewed contin-
uously if a permanent protection is required.

Designer’s Notes: The white conversion
counters are ideal to represent the shields;
one counter per layer.

The main use of such shields is to protect

fortresses from preparitory bombardment or
troop concentrations preparing to attack.

4.00 Learning a New colour (Grade 1 risk)
4.1 A two or three colour sorcerer may
impart knowledge of any of his colours to
any subordinate sorcerer.

4.11 The cost to both sorcerers is 15 move-
ment points.

4.12 The sorcerers must be in a friendly
fortress of any colour and free of enemy
units. Other friendly units may be in the hex.
4.13 The Pupil Sorcerer is merely removed
and replaced with the new colour added.
(Players may use uncommitted sorcerers of
the correct colour or add strips of colour to
the units themselves).

4.14 At the end of that moverment turn the
player rolls; if the new colour’s number is
rolled {using the key in the centre of the
colour chart) the sorcerer immediately |loses
his new ability.

This process is repeated at the end of the
next two turns movement phases, If at this
time the sorcerer still has use of his new
power he may retain it until the end of the
game.

4.15 There is no limit to the number of

times a sorcerer may attempt to learn a colour.

4.16 The sorcerer functions as normal as
soon as he receives his new colour except for
case 4.14 and his combat strength is
increased by two points for each new colour
learnt.

4.3 Crash Course

4.31 A three colour sorcerer may impart two
colours to a single colour sorcerer as above
singlely, or he may do so together in a 'Crash
Course’ {only sorcerers with five ‘0" and two
‘A levels accepted!).

4.32 The process is as above but when roll-
ing the die if the number matches any of
the two colours, both are lost.

4.33 A combination of the above (4.32) and
standard procedure can occur, e.g. a purple,
blue, green sorcerer is teaching a green sor-

cerer his colours:

Turn A Teaches blue :
die roll two-six, no effect
{if one, losses ability and must be
immediately replaced with the
green sorcerer).

Turn B Teaches purple:
die-roll 2—5, no effect.

{if one or six, both colours lost
and replaced by green).

Turn C (both sorcerers may move and
perform as usual), Die roll at end
of movement phase; 2—5 no
effect. The blue colour is now
permanently usable. (If one or
six, lose ability in both colours).

Turn D Die roll 1-5, no effect (if six
loses ability in purple only,
because blue has been learnt).

4.34 There is no limit to the way in which
the colours may be mixed, or the number or
sorcerers who may be taught (although each
sorcerer can only teach one per turn}. It is
perfectly legitimate for a sorcerer to learn
different colours from different sorcerers.
4.4 The teaching sorcerer is never effected in
any way.

Designer’s Notes

Players using this rule will have to think of
some way to designate the new colours on
the sorcerers. Perhaps photo corners could
be used.

This rule allows for some interesting combin-
ations and overlapping of colours. Care must
be exercised if a young sorcerer tries to

use his powers too early as he may find him-
self robbed of a colour before an important
attack.

#

Boardgame Club Contacts

EALING GAMES GROUP, Northfields
Mission Hall, Northfields Avenue, Ealing
W13 (meet 18.45 hrs every Wednesday).
BRIAN GRIFFIN, 3 Ambleside Avenue,
Roath Park, Cardiff CF2 BQE. Tel 762069
evenings.

PETER SHEE, 51 Upper Leeson Street,
Dublin 4, Ireland.

|AN WOOLER, 16 Harcourt Road, Dorney
Reach, Maidenhead, Berks, SL6 0DU.
Telephone Maidenhead 25039,

C.G.LUKE, 'Cathay’, Polmear, Par, Cornwall
PETER SWINBURNE, 87 Lavernock Road,
Penarth, Telephone 707400.

BARRY SHERIDAN, 75a Hamlet Court Rd,
Westcliffe on Sea, Essex.

G.W .FABRON (Sec. Croydon Wargames
Group), 95 Churchill Road, South Croydon,
Surrey CR2 6t F.

R.BWALKER (Sec. South Wales Wargames
Federation}, 10 Wildbroock Close, Taibach,
Port Talbot, W.Glamorgan, Tel. Port Talbot
87954,

MANCHESTER WARGAMES CLUB, Peel
Green Community Centre, Liverpool Road,
Pee| Grer» Eccles {Just off junction 2 on
e =etings 1st Sunday of each month.

J.GARRETT, 19 Weaverthorpe, Nunthorpe,
Middlesbrough, Cleveland TS7 OPU.
K.A.SMITH, 6 Derwent Road, Edgley,
Stockport. Tel 061 480 2891.
A.G.V.RIDDELL, Thornton, Penyfford, Nr
Chester.

S.DALBY, 89 Stakes Road, Purbrook, Hants.
Telephone Waterlooville 56467.
P.LINDSAY, University of St Andrews
Wargaming Soc. Students Union, St Mary’s
Place, St Andrews, Fife (Every Saturday
during term}.

K.T.COCKBILL, Frank F Harrison Compre-
hensive School Simulations Club, Leamore
Lane, Bloxwich, Walsall, W. Midlands.

Feedback

Continued from page 12

27. Rate the overall visuai ¢ resentation of Phoenix
Three {1-9)7

Do you think that ths illustrative material
{maps, diagrams, photos) should be (1} maore
profuse; (2) less profuse; (3) about the same
as issue three; (4] at the editor's discretion.

28.

29, Do you think that the articles in Phoenix
should be (1) longer, therefore fewer; (2)
shorter, therefore more; (3) about the same
mix as in issue three; (4} at the editor's dis-
cretion.

Rate the following articles that appeared in
Phoenix 3 (1-9}):

30. News from SPUK

31. Improving the basic Napoleon at Waterloo

32. The Battle of Tannenberg 1410

33. Fantasy Games

34. Resistance

36. Command Control

36. Sorcerer — new spells

37. Do you think that Phoenix is moving in the
right direction ? (If not, please indicate
details in the space provided at the bottom of
your feedback card),

38. Do you think that Phoenix would encourage

newcomers into the hobby ?
Do you think that the fallowing subjects should
be included in Phoenix ? 0= no opinion, 1 = yes,
2 = no, 3 = occasionally.
39. Weapon profiles/development/deployment
{crossbow, machine gun, etc)
40. Military Dress { armour, uniforms, -etc)
41. Personality profiles {(Wellington, Marlborough,
Napoleon, etc)
Tactics and their deployment { The square,
ground support, etc)

42,

Deadline for Phoenix 3 and S&T 57 feedback,
October 29th, 1976.
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