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CON~URINGS 
You know something is wrong when you feel good about completing a project only a year 

behind schedule. This is known as the Ragnarok Way. Every project seems to be late, pushed 
to completion by the rabid belief that the unbounded quality will make up for delays in 
getting to press. As a result we find Sie~e and Fortress coming to press two years after it 
was planned and there are only four bi-mon nly issues of ABYSS for 1985. This is all a way of 
leading into informing you that your next issue of ABYSS will be #37, but will be v.8, n.l. 
Don't think you've lost the last two issues of 1985. They just don't exist. Subscriptions go 
by sequential numbers anyway so you won't miss any issues ••• trust me. 

Many people ask me: 'Hey, Dave, just what the hell is the price of ABYSS, anyway?' This 
is a good question. Too bad that there is no good answer at hand. Subscriptions are either 
$10 for 6 issues or $7 for 6 issues, depending on who you are and how we feel about you. If 
you are reading this you can pay for the next year at $7 if you want. Other people who don't 
share this secret knowledge pay $10. As for the cover price, pay whatever anyone asks you for 
this copy of ABYSS, if rou are buying it in a store. It will probably be either $1.50 or $2, 
depending on how we fee at the time. If you don't buy ABYSS in your local game store, go 
down there now and tell him to order some copies. we are running a special discount of fer 
this spring and he can't afford to miss it. 

This issue brings us a bounty of wonder. I'm particularly glad that we can offer the 
first in a series of articles from David Hargrave, author of Arduin, The Arduin Adventure and 
the forthcoming Arduin, Bloody Arduin. This first offering wi'TI"'15ii found on the · facing page 
and should be of interest to most fantasy gaming enthusiasts. Later in the issue you'll find 
an expanded version of 'In the Speculum', with somewhat more material and longer reviews. Let 
us know what you think of running more detailed review material of this sort. 'Echoes' is 
also lon~er this issue, not by design, but be cause people just seem to want to write in and 
make their feelings known. It looks like this tradition will be continuing in future issues. 
Naturally, there is yet another article from Eric this issue, something sort of wet and briney 
sent in from wherever the hell he is in the middle of the Pacific Ocean. Finally, I heartily 
recommend this issue's adventure 'Revenge in Rio', an unusual scenario which can be run with a 
number of different game systems. 

Look for more good stuff in the next issue, which may come sooner than you'd expect from 
past experience. It should include a new article from Lew Bryson, lots of reviews, an 
adventure, fiction and some typically weird and mind bending other stuff as well. 

That's about all the drivel I can spare for this issue. If you have questions or answers 
or just want to say something, drop me a line. The paper shredder in my mail box is oiled up 
and ready to grind. 



There is no single FRP game I can think of that doesn't 
use as a central theme in its set-up and play. Yet, as far 
none of them address the problem of players being too free 
available to their megik using characters. 

have 
as I 
vith 

magik and its 
can ascertain, 
the knowledge 

It seems that, given our ovn vorld'a past history, anyone vho has just spent 
umpteen years learning hov to do something fav other beings vill be able to 
understand (much leas employ), ia not about to freely discuss vhat ha hes learned 
vith anyone alee. 

The concept• of arcane learning vill be (or ahould be) beyond the ken of the 
majority of the folks a magician vill come into contact vith, and othara of 
his/her ovn ilk vill certainly be rival• at the very least. Yet, in game after 
game, I aee players jabbering about vhat spells or conjurations their characters 
knov. 

Mora often ~ban not they vill vant to 'trade' knowledge vith other characters 
as a shortcut to acquiring/learning nev mystik operations. This seems to happen 
even among groups that are just meeting for the first time. I tend to regard 
such shenanigans as 'bad form' in Arduin, and usually refuse to allov them. 

Magik, of any kind, is a vary difficult thing to master, and takes a great 
deal of effort and concentration for those vho choose such a path. They must go 
through a dangerous and even fatal learning process that is not for the faint 
hearted. A College of Magik or similar institution ia the sole place a person 
should be able to lawfully go to learn the arcane processes required to become a 
magician. Thia college should be a powerful and monolithic entity that wields 
great political pover within the land, pover that it does not vent to share vith 
anyone else. Thus, part of the learning process should be the protection of the 
knowledge vhich brings this pover, through blood oaths so terrible and horrific 
that no magician vould dare break them. 

The other guilds and colleges of the campaign vorld should also have their 
ovn secrets, powers (to a greater or lesser extent) and binding oaths. They 
exist in a rivalry vhich can · be either friendly or unfriendly. Most 
playercharactera should belong to such a guild, association or college. Some 
examples might be a Collage of Alchemy, a Collage of Technology, a Thiave's 
Guild, a Mercenaries' Guild or even a College of General Theology, to mention 
only a fev. 

Evan though a magician might become friends . (over many years and shared 
dangers) vith thieves, warriors, priests and others, they vill never be likely to 
forget their oaths of secrecy and their basic loyalties to their craft, just as 
those friends vill remember their ovn professional associations. 

You may wonder vhat reasons there are not to share such knowledge vith 
another magician. It is beat to keep in mind that all atratified societies 
(guilds, colleges, etc) have a hierarchy and 'pecking order' of their ovn. Pover 
and position should be considered at all times. The friend vith vhom you share 
an arcane secret may become a rival for pover someday and uae that same secret 
against you in a 'Duel Arcane'. Most magicians vill vent to keep the majority of 
their unique learning as secret as possible as a sort of ace in the bola should 
such a need ever arise. No one vould vant to have their best trick knovn to a 
potential enemy. Even aetting this paranoid argument aside, there are several 
other factors vhich GMs should also consider. 

The average magician vill have spent the majority of hie formative years 
(from about age aeven or ao) 'locked avay' in achool or apprenticed to a master 
magician. Such training vill last aome ten yeara, so that -vhen they emerge into 
the 'real' vorld they are, more often than not, totally unprepared for the 
hoatility (overt or covert) directed towards the• by the general public, putting 
them in a potentially persecuted and naturally paranoid position. 

Hositility is the natural reaction of the common mob (and many ill-bred 
scions of the upper claaaea) towards that vhich they cannot understand, but vhich 
the believe baa the potential to harm them. Just look at the Spanish 
Inquiaition, the Salem vitch trials and other such cases to aee vhat I mean. 
Those .vho cannot undern·an-cr- aoilleffiing Often tend to fear it. That vhich is 
feared ia often hated and attacked, This is one of the common tendencies of 
human nature. 



Finding hiaaelf hated end shunned, the aegici~n will react with anger end 
alienation fro• the general renka of eociety. With such autuel dislike there ia 
little chance that understanding end eccoaodetion will be achieved. The rabble 
will fear the aegicien end he will look down on such 'leaser' beings. Thia will 
perpetuate en endless cycle. 

Don't get ae wrong here. Magicians can and do work (quite frequently) with 
other types of character in Arduin. They are just not extreaely friendly. They 
ahere e guarded relationship. They do their 'job' end will do it just aa well ea 
e a Warrior or Thief. Still, they ere unlikely to trade aegikel secrets with 
other aegiciena unleaa there ia e specific need for it. 

For exea~le, a aegician neaed lillraven Fireater hes reached EL9, end in 
getting there hea learned aany aegikel processes. He hes en ELS 'friend' neaed 
Sindrin Lionalayer who is also a aagicisn. They ere 'friendly' because they have 
travelled together frequently in the lest four or five years end lillreven hes 
found Sindrin to be relatively trustworthy (in battle aoatly). During the lest 
few adventures lillreven hes seen (end edaired) Sindrin'a use of e relatively 
ainor aegik celled labors'• Spell of the lwfnl Sting(aee The Lost Griaoire). 
lillreven does not know the •pell, but would like to learn it. Thus, he aight 
approach ~indrin with e proposition about 'trading' one bit of knowledge for 
another. He would broach the subject with aoae trepidation, knowing hia own 
reluctance to take up auch e bargain, but not sure how hie friend aight feel. 
Thus, he would be polite end careful eo ea not to give offense end possibly cause 
e 'Duel Arcane' with Sindrin. 

If Sindrin had been eying e aiailerly ainor aegik in use by lillreven he 
aight then decide to accept the proposal. But if lillreven didn't have eoaething 
he really wanted he would probably not be inclined to make e deal. It would be 
very difficult for hi• to come out end eek lillraven to list the ainor aegike he 
knew, which would be extremely bed fora and probably cause lillreven to 'call him 
out' for e duel, 

Not that the two magicians in thiacaae ere et aiailar levels of experience, 
which puts them on relatively equal teraa end makes them able to be e bit aore 
free with their knowledge. But had lillreven been only EL3, for example, then he 
would have a herd tiae being ao preeuaptuoua to approach someone ao fer above 
him. On the other hand Sindrin could approach hi• with e deal end appear to be 
magnaniaoua, helping out the 'little guy', 

Thia situation ia probably the moat reeaoneble circumstance under which two 
(or aore) aagiciena might exchange knowledge, In other situations fear end 
distrust would be too greet. 

Aa a final note, reaeaber that there are several factors which keep magikal 
proaeaaea secret. These include paranoia because of en unfriendly populace or 
environaent, the demands of the learning proceaa with blood oaths and binding 
proaiaea of secrecy, the hierarchical structure of aagikel colleges and internal 
rivalries in such e college, and the danger of creating friction and bringing on 
a 'duel arcane' for which secret knowledge is an essential ace in the hole. 

Thia ia a abort summation of e practical way to approach magikal secrecy. To 
be aura there ia auch aore I could aay, but much of that is Arduin specific. I'd 
welcoae letters sent to ABYSS with your ideas on magikal secrecy, egreeingor 
diaagreeing with this approach. I'd be glad to respond to reasonable discussions 
on this or future aubjecta. If you have e different point of view, then lay it 
on ael But do · be e gentleman about it, please, 

AFRICAN CULTS 
DAVE NALLE 

INTRODUCTION 
The goal of thi• •hort piece i• to provide a general background and overview to accompany 

II)' previou• article 'God• of the Slave Coa•t'. In addition to all of the deitie• and beliefs 
mentioned in that article there are many practices, •uperatitiona and institutions in that 
area which are worthy of note and aight be of u•e in ••tting up •illlilar •ituation• in a 
role-playing caapaign. Many of the idea• and in•titutions presented here are typical of thi• 
type of aociety and could be an exciting ••pact of play. 

AHCll:8'1'0R llORSRIP C INITIATION CULTS 

Poro 
----rtu• i• a •ecret aociety of ancient origin which ia central to the •ociety of the llltnde 
people. The Poro originated in ance•tor wor•hip and wa• connected to the rlt• of pas•age. 
lleaber• of ' the aociety take on the role• of dead ance•tor• and then •teal goods for the dead 
froa people who they frighten away with 9rue•a.e aasks and violent antic•. It ha• developed 
into benevolent group which trains both aen and women to •••ume their role as adult• in 
aociety. They hold ••erst ... tings in ••cred bush•• near the village. Thees are provided 
over bY the Gbeni who ha• ••sumed the role of the chief of the •pirits of the dead. The 
-i>erahip of the Poro is aelacted froa aaong the adult aale•. The f-le Poro ia called the 
Sande and performs a parallel function. 

lla•uhwe 
~. cult aaintains a li•t of the dead and wor•hipe deformed children whom they believe to 
be the spirit• of ancestor• returned to life. 



zangbeto 
Thia is a major secret society of the Nigerian coast. They are known as the 'Hunters of 

Night' and the •Spirits of the seao•. They are symbolized br traditional dress of grass 
robes, a crown of horns and a mask. They carry out elaborate nitiation rituals. These beqin 
when the zansi or heralds apeak in a special nasal tone said to sound like the voices of the 
dead and announce the start of the initiation. A procession of society lllelllbers representing 
ancestor spirits is led up from the sea to the village at night br the zangan or chief spirit. 
They come to the village by surprise and initiate the young men nto the society of their 
ancestors. 

~s is the cult of death and ancestor worship among the Yoruba peoples. It is a magic 
working cult. Their main role is in celebrating funeral services. During the day of a 
funeral members assume colorful costumes and beg. These are called the Children of Egungun. 
At night the elders in the cult participate in funerary rituals wearing elaborate masks. 
Members of the cult are feared for magical powers, especially the ability to assume the forms 
of animals at night. They are thought to play tricks on people in these forms. The 
membership is mostly male. 

Oro 
~- Thia Dahomeyan society exists mostly to honor the dead, with each member assuming the 
persona of some great dead leader. The membership is kept secret, and one of the functions of 
the society is to hunt down witchesi which they do with the bullroarer, which is called the 
Voice of Oro. Among the Ijebu ""op e the same cult exists as the Eluku or the Agemo, and is 
also associated with ahapechanging magic. In Lagos there is a similar cult called the 
Adamu-orisha. · 

Gelede 
----'1'51s is a Yoruban ancestor worship cult which believes that the spirits of the dead come 
back in the bodies of alligators, and as a result they keep sacred alligators and venerate 
them. 

Ndako Gboya 
This cult is found among the Nupe and is also known as the Igunnu. It ia oriented mostly 

towards the elimination of witchcraft and is extremela powerful socialla and political~. 

~~~ifia~~1t~~ g~~~~s,~:~r~~ikh~&~ ~~~~h~ya~~s~~e~at~e~ff~~e~e~~~etr~0th~pr~~en~rdea! 
and punish them appropriate. The membership is kept secret and they are greatly feared. 

~ 
~his cult is found among the Ibo and Ibibio and is also called 
ancestor worship and initiation society, where boys are brought to 
elders who wear masks in the personae of dead spirits who are 
worthiness of the youths through a series of ordeals. The society 
upper social classes. 

OTHER CULTS 

Fa 

the Mmo. 
manhood by 

sumnoned 
is limited 

It is another 
being beaten by 
to examine the 
mostly to the 

~ This cult ia found in Dahomey, mostly among the Fon, and centers around a system of secret 
writing, which assigns a name or identity code to each man at birth, which is used in casting 
horoscopes and in working name-based magic. 

Spear Masters 
these are a ruling warrior /priest caste among the Dinka peoples. Membership is 

hereditary. The symbol of the group is a fishing spear. The society was founded by Aiwel 
Longar, the legendary son of a river spirit. He is an ancestral deity who protects the herds 
and is accompanied by a rainbow colored ox. · 

Ogboni 
~is is a politically oriented Yoruba secret society which honors various spirits of the 
earth, but is also concerned with government and tribal law. 

Ekpe OWo 
This is one of the most feared and secret societies in West Africa. It is a society of 

assassins who take the leopard as their symbol. It is extremely widespread with considerable 
political influence. Members meet in secret in a hidden forest and practice cannibalism as 
part of their rituals, claiming to consume the souls of their victims to add to their 
strength. When a member is initiated he is said to be reborn from a leopard mother. He is 
given a set of iron claws with which to kill his victims, drugged into berserk state and then 
sent out to eliminate enemies of the society. Naturally, the Ekpe OWo is greatly feared and 
respected. 

Ikuru 
----it'his is an Ebo cult which honors Ale through rituals involving the use of sacred drums. 

Snake CUlts 
The snake or python is quite popular as a religious and magical symbol. The Snake of 

Eternity is said to encircle the earth with 3500 coils of his body above the earth and 3500 
below earth. He holds up the earth and was originally the mount of the creator. The snake is 
also symbolized by the double rainbow. The snake is also believed to represent the power of 
life which is in all things, the mana, as it were, which suffuses the world. 

Snake god cults are COllllllOn, especially those which revere the sacred Daboa serpent which 
is also called the Dangbe. Followers of this cult are usually female and considered to be 
'Wives of the Python', though this same title applies to male cult members. This cult is 
looked on as rather innoral by society. Snake gods include Da and Li among the Ewe and 
Damballah among the Yoruba. Snake cultists are often thought to practice evil magic and to 
assume the forms of snakes. 

WI'l'CllCRAF'T, MAGIC ' SUP!RSTITICfi 

Shi idi 
~s is a magical cult or practice among the Yoruba, a sophisticated school of ma~ic which 
sWlll\Ons demons and spirits through sacred images and blood sacrifices to the demons, including 
human sacrifices. They also practice sympathetic magic using ima~es of intended victims. 
They fit into the general class of witch cults, though most practitioners of Shigidi operate 
as individuals. They are feared and disliked universally. 

Vodu ( Vudu/Voodoo) _ _ _ _ __ _ 
------Vodu is t:he--aiiigical practice in which the new-world Voodoo religions have their roots. It 
is a sort of spirit worshi~ especially common among the Fon. Among the Fon and Ewe, the term 
Vodu originally meant spirit or god and was expanded to cover a cult centered on ritual 



posseaaion and invocational magic. It now is usually found with the later, magical meaning 
and terms like Orisha(Yoruba) or Chi(Ibo) are usually used to refer to gods and apirits. Many 
of the spirits invoked in West Indian Vodu originated aa West African deities. It •hould be 
remembered that Vodu is not the practice of afflicting people with the fingernail• and little 
images of relative and aympathetic magic. 

Obayff (Obeah) 
aource for the other main branch of Weat Indian 11agic can also be found in West 

Africa, in the Twi practice of Obayifo, which is the origin of the Wast Indian Obeah magic. 
Thia is much cloaer to the traditional image of Voodoo, with an orientation on sympathetic and 
relative magic, the use of images and involvement with powerful curses and magical 
afflictions. 

Good Magic 
there are a number of kinda of practitioners of good magic as well. These ahould never be 

mistaken for the trpe• of magic noted above, aa theae people are not feared or hated by their 
society. They inc uda magic-working priests, healers and herbalists. Particularly notable 
among these good witches are the witch doctor• and witch smeller• who seek out evil apirits 
and witches respectively and than eliminate them, the firat to cure the afflicted and the 
second to protect society. Witch emellers are often part of secret aocieties like ths Oro or 
Ndako Gboya. Perhaps the most common form of gOod magic is divination and oracular 
prediction, which is eomatimea tied to Vodu, and ie usually performed with the aid of spirit• 
who are summoned into the body of the diviner, though many other methods are also used. The 
Babalawo in Yoruba society are particularly highly respected priest/diviners. The most famous 
oraclula~ site i• Aro in Nigeria which has a great deal of influence and was known as the Long 
Juju by europeans. 

Totems, Taboos & Animism 
Xriinusm takes a nUlriber of forms, 1110stly centered around the belief that everything in the 

world has a soul, either one of its own or that of a dead human. As a result, hills, animals, 
caves, trees and even winds are often objects of worship and sacrifice. · 

Taboos are common in African superstition, associating many places and things with spirits 
and powers so that they are avoided as a matter of course. Many groups hold the Iroko tree to 
be aacred in this manner and will not cut it, making it a center of worship. 

Along with this, many clans or families may pick a totem which ie associated with their 
members as a protector or guardian. Such totems are usually animals which are protected -~Y 
the clan and sometime• ritually sacrificed. l'Opular animals include leopards, pythons _,a 
oxen. 

Ancestral Spirits 
Ancestor worship and the belief in the power of ancestral spirits is are very strong. 

Moat believe that the spirits of ancestors wander the earth, enter places and things and even 
possess people. Some of these spirits are good and some are evil, and they must be placated, 
cared for and defended against. How this is dona varies widely from place to place. 

One of the major fears is that an evil spirit will enter the womb of a pregnant woman in 
order to be reborn and work evil in human form once again. On the good side, many believe 
that the first chief of a tribe watches over hie descendants as a sort of demi-deity, and the 
same is often also believed of lesser spirits. Among the Ibo pillars called Ndichie or 
Nidi-oke are carved in the image of ancestors and set to guard ~laces. 

In SOlll8 areas ancestor worship cults are very stron91 especially in initiation rituals, 
and they tend to usurp the place of traditional gods, rising in importance while the gods may 
be lowered to the spirit level. 

There are many ways of protecting against spirits, from simple wards to complex rituals. 
The most common method is to scare off the spirits with their own image on a wooden mask or 
with tools like the Bull Roarer, an iron whistle on a string, which is whirled through the air 
to scare spirits. 

Death 
-----neath in the abatract ie a very popular figure, personified as a powerful spirit who lives 
beneath the ground and who stole i111110rtality from mankind. Many believe that death never 
actually kills anyone unless ha is called u~n to do eo by eomeone else on earth, either 
through witchcraft or a curse, something which leads to an awful lot of suapicion in the 
community. · 

Were Beliefs 
in addition to the were beliefs already mentioned of those who can take the forms of 

leopards, snakes or whatever through magic! many people also believe that animals can assume 
human form to cause trouble among men. Th s is particularly suspected of lions and hyaenas. 
Along with this there are many who ascribe human intelligence to animals in the wild. 

CONCLUSION 
How you wish to apply the ideas is up to you, and they need not be used in an exclusively 

African setting. The same ideas are found in many other societies which share animistic 
beliefs or are involved in ancestor worship. Nonetheless, the African setting is a 
fascinating one, and I hope that this glimpse which I have given of that world will encourage 
gamemasters to consider trying auch a setting. 



IN THE SPECULUM 
MAGAZINES MID ER N;a 

~~ ~; VAL.18 PER•• OVE1• H E R i E s 
22 Five Fields Rd., llillenhall, llolverheolpton, 111112 .iiA lJ( ' 

This ii e late errivol in our al., or lJ( zirws. Tho 
1 ... et hend la 12, IOhich ii _. digest-shed pegn, edited 
by Peul. Evene ond reproc1Jced by horrible looking xerox. An 
la- ii ~. so if you ara in tha us aond .... thing 
-.,dvalent to S2. 

II! 12 has ..... interesting fHturn, particulerly a 
nice pioce on medieval ~to and .... good fenzine 
ravi..... Aeide rrom that the 11- ii -uy ..,.tera ond 
-.Oln fair, but tha -.in ara a bit above average and 
covar a variety or QeN syst- end beckgro<nl typn. On 
the IOhole the content is fairly typical or n... zines, end 
will hove to be l.Joprovad and perhaps !jiven a ..U- atylo 
1r II! ii to ourviva. 

Like •ny lJ( Zinn, II! is e greet bargain for the 
~· H you live in the lJ<. For US raeders, I'• not 
going to ~ it, thou1> scme llig>t wnt to chock it 
out. It isn't really striking enc.qi to l'ICOllllend ovar 
other mra diatinguilhld zinn unlns you ere a 
""""letlat.(O.va Nall•) 
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BCDQET CE IWiY THINGS-
APP13 CON17 VAL.17 PER16 OVE16 
15 Cross L_, Dronfield, SheHiold, S1 B SSH lJ( 

This la another leta arrival rrm the lJ<. BIJllT 13 la 
on hand, 2• digest-sized pa~, "1th a rather bharra 
c:ertoon on the covar. It la 50p en i._, ., Hnd S2 or 
.,..thin; -.,dvalent end pray, unlns you are in the lJ( 
too. BOolT is edited by Stephen Gilbert end l!o%k 
a.rnrord. 

This zine hes • nica, informl tone to it. Thia ahl.rws 
throug, the -t in tha incredibly silly c:ertoone ""1ch 
rntoan it. Althoui> these ere not ertistic, they actuelly 
ara fumy, ond oppropriata to the topic and the zine u a 
IOhole. Ir you can't hava good ert, you llig>t u ""ll hove 
fumy art. That - to be the mtto hors. Aside rro. 
that its oll ..,.tera, •!lie end -.in, "1th .,.. ravi .... 
end letters, all prnented with a - or humr. 
Buically, this la at.nderd rara, but - mr• palotabl• 
by an enga!ling styli in a z1ne ""1ch donn 1 t tke it•H too 
•riously. 

On the """1• I'd !jive BIJllT o guorded HCOllMndation. 
Ir you ...nt to pick up a rather n... zine with fairly 
standard rere, get this one. a.c:e ... or the styli and wit 
involwd, it llig>t grow into .... thing ""1t• worthlOhile in 
a r... 1-, -1ally if they can edd .... mre 
..atontive content.(ON) 

IUlERN 1£R!ES 
APP1• aJN17 VAL.16 PER17 OVE16 
1•701 Caolbridge Dr., Upper lllarlboro, I'll 20T72 

Thia is one or o very r... n... golling-oriented z1nea 
being pU>liahad in the US. To lllke it """"letaly ..U-; 
it la a Superhero zine, .,..thing thera are very r... o 
anyW.ra. Thia opacialized orientation •Y be an extramly 
cl11V9r - or inetont deeth. Ille ahlll -· The first 
a- is in hend. It la 2B horribly xeroxed - with 
truly ~ ert. The cover price la $1 and 
Mbacriptione are SS ror • i..... Tho editor la Oen 

SHr~"Yi, lt1 looks awful. Thie a- - NSlwcl into 
procb:tion ror ori!jins. It has condensed dot--trh type, 
the xerDlCing is too dork, end the ert is hilariously 
terrible. These things aside, this ii a great -zine. 
Tho half-dozen Slbstontive _ features are intelligent ond 
""ll put together. Thay are well focused on their topics, 
ueaful end literate. Two erticles 'Reau ... in the ~111 
llorld1 and 'Rationale ror Supergraups' stand out . u 

"' • I 

particulerly good. There ere two scenarios one or ""1ch 
la ... rully ehort, but both ere IM>deratly inbrnting. This 
ia!'r ..., has a ~ a.le-strip called 'Sector 
lllon , IOhich ii fairly .... 1ng, but bears little .....Uance 

to ~\-:; ~ =1:. ":,1~erance and organization 
"1ll -t likely be 81llved with tho application or 

~~~~1ft~ ~nd .:!~~;._ i~1:i=RN1~i:ir•~ 
that, lika superhero - end Mny ~ -·· erticles 
on S4>8rheron and the •gezirws that cerry ~ .. Y be 
rated to bee"""' unori!jinal and rapatitive. This issue is 
good, but will they be able to do n... and ori!jinal things 

~i~ i=-~~r .:r t=l: ":i'f;.: ~is~~UH AO~N~ 
world or a.le -s and superhero gelling thera raally is 
nothing new tnder the SU'I. 

Tho9 things not withstanding I can t.artily ~ 
IUlERN t£RDES, especially for superhero gemn, u it 
orrers a fresh perspective on superhero gelling with 
ori!jinel and 1-ginative •tarial. Thora are ., r.., US 
fanzinn these dsys that "" should ell do ""'t "" c:en to 
support n... ones, and lt1 -r- that -rt. I'• 
=c~i"'rd to -ing what -1- in ruture 

~~~~ 

EJIPIRE 
APP1S aJN18 VAL12 PER16 OVE16 
Lni- Graphics, 1025 55th St, Oakland, CA !M601! 

EJll'IRE la sbtitled 'For the !F llritor 1 , ., it is 
clHrly not typical or tho zinn ""1ch "" UMJolly revi.., 
hors, thou<11 it 1a a -ll prass publication and llight be 
or int.ml to our raeders. I hove the ~th 1 ... at hend. 
It is 32 1tendard sized - with horrible JIEOldng but 
fairly good ert. A copy is $2.50 end a sb9cr1pUon is S9 
ror •· 

U-.tially this is a •gezine ror all - people ""° 
...nt to writs profnaionally or et l•st auccnsfully, end 
don't have the uperience or knowlldge ""1ch will lat U
crou the line into the larger •rketa, or at least into 
print. Ta aid this readership EJIFIRE provides erticles, 



and then are dazons or thoo, ht -"" it intllrHtil'l!I ia 
that theM articles are not by rana -..nil'l!I their ...,, 
inability to ..rite prornsionally, but by prornsional 
writan .... or ii- auccnan ond .... or thoo on the 
briri< of aucces• with •trGl'l!I ties to the ran prn1. Tl'ua, 
in this iHw you rind Ardath l'loyhar, Durell s.t-itzar, 
Roberta l'loc:Avoy, l'lorion zi-r Bradley, and Don 011WaHI 
all or ,._ are in poaitiona -.. they -.!d be intouch 
with - ..riters and yet have had .... auccns and 
•-rience or their ...,,, Thare are articles by lna ""ll 
known writera .. well. bt or the content or EJIPIRC b 
aurprbil'l!llY good and uaually halprul, Ttw beat articles 
are thoM which giva advice on topics like plottil'l!I and 
beckground, but there are also .... good rwviews and 
att-ts at iu..r. Althaul;I> it b 'For the Sf" Writer', 
mre than half the •terioI thia b .... io rantuy-orientad, 

::.;:i=~ ;:a!r t~ ·:mr~y in;:::~· at=: !~ 
writil'l!I ohid'I plap mst sr ranzinn, with only one 

~~i::=i~/nc1o:~~~e~r ~ ::tt;':!~nc1~~~ 
Karl Edward llapr ohid'I wea in FANTASY f£111Sl.EHER .
ynr1 190. 

I can -"' EJIPIRE w1 thout reMrvation 1' you are 
an upiril'l!I ..riter. It 1o usorul, inro,.tive and 

~~Y=i~ ~ill; t!~;!~i:" ~~ =:n:. "".!ch~ it: 
potential. or caur•, ror almst anyone .1.. it lo only 
•rginally usorul, tJnql mny or the world/Mttil'l!I dosigl 
ort!cln would be or as ILICh - to • QOllil'l!I .-paif1' 
-ipr u to a ..riter.{Jon Scl'<Jllor) 

SLEUTH TilllES 
APP1S aJN14 VAl.15 PER17 OllE1S 
1189 Florido St., San Froncioco, CA ia.110 

This io o 1tr"1'1!19 but intarntil'l!I irrevularly IU>lbhlld 
•gozina r11111 the -•rs of ~,k Hal- Conaulti!!Q 
~IC~· Tho a... I have on • v.3 n.1, iiid ....., 
tollfTUil sizad _. in nice block ond ""1to ofrMt with 

t°.";t~r~1~orU.:.Por~ ~!~ir.·Ga~r,:.t i. 12 par 

Tho •gozina is, not too ourprbil'l!lly, ~ almst 
ontiroly to Shorlock ~ ond hi1 world, Thie i ..... 
containa o ~r or intarntil'l!I articln on Victorian 

~~tr~t=~t: at:\.!\,;::. !~:y ~ !i::r.to~f 
the Pinkertona and o nicoly reprO!b:ed and -lyzad - of 
London. On the wholo the -lity or the •tarbl I.a -" 
and valuoblo to thoM intarntad in th11 period, Th11 
•tarill -"" "" • bit .,,. than 11a1r of the -ina. 
Tho mt I.a • hugo Mloction or ado. 5mo or thoo are for 
irdopandont c:oopanin, but mst or thoo ar• in o -tion 
cal.lad 'Y• Dldo Sleuth ~·, throlql ""1d'I Sleuth orrer 
a wido •lection or Ho1- rwlatlld •tariol ror .. 1., , ... 
buato or Hai.a and lilltoon, to Wilkl.a Colli,. novell, to 
Ordnerce Survey - to• variety or - includil'l!I their 
...,, Shorlock Halma -l~ Detective. Dncr~iona or 
the ltm aVillible~th are pluuntly dlit.ailed, 

=J·::r .:!':'?It :Ut!~. ~ tt1b =~ 
to - ju8t what I.a available, all gothered 1nto a.. pl.,., 
I ""' o bit orrSldod that they - to carry almst every 
Victorian - .._.t Jw. bv Nt~the only other 
....-.:. 11 u. ar1u1h ~uon v L'z ~l· 
but P9"- - they road thi• reviow w n r 

errai;\,:r:· reall ........,,., SLEUTH Tll!IES to the everogo 
-r. t.hoult> it I •• trNoure trove ror thoM rucinated 
Id.th the Victorion period or with Ho1- and hi• cohort.. 
E- if yau are only I litU• intarntlld in thl.a mrt of 
thil'l!I you lli~t conaidor pickil'l!I 14> at 1N1t 1 einglo 
i-. Perhaps what you rood and tho it- yau - offered 
will operk """ intarnt,(DN) 

BOOKS 
llAllEK 
ad. Will Shottorly and C- ~l 
Aca -•{$2.95) 

Liavek ii • ,_ anthology r... Ac:a wh1d'I 1o -y 1L1C11 
in t1ii'Viin or Thiovn World, ~ovek, alo Thievn World, 
..,... a can>t'I .. ttlng=t;'.ia , city of Luck liid 
Wizordry-and evan U90I a row ~rectors1 - of 
which are very intriguil'l!I• ~·t\ie dirreu rr""' Thioves 
World in that it revolvn or world'• proctICi""iiT 
iii9IC rather than religion ond politicol intrip. This 
ra ... or •gic dirreu Proo the no.-1 roro. l'logic """'" 
r11111 w1 thin Nell paroon haro and I.a -thil'l!I ton;ible, 
oxpresMd "' his luck. Eed'I yMr • peroon ha1 to Invest 
hi• l..:lc into an it .. ir tw wietws to perr0r10 rry •Qic 
clail'l!I that year, Thie 1o the praiM ror mny or tho 
1torin, and lo rather Nsy to turn into o plot. In the 
COM or aditor Will Shotterly, it prov!- one or the best 
and lhortnt otorin. Than are two -y -" 1torios .. 
""ll ..rittan by St.even Brust ond P1tricl.a C, Wr-. Thia 
bookL liko Thiovn Worid prooiMs mr• to ..,.., 

uvenll; llii war a I.a aildly intorntil'l!I, tho 
charectero rash, ond the otori .. mstly -"• Ttw •ri .. 
will live or dio on the Hlection or ..ritaro ror the noxt 
book and the -1-t or mre connoction bet...en the 
Starin ond 0 duh or the intrip ohid'I I.a 90 1trong in 
the Thioves World •rin. ~f""" look• • bit like a pal1 
version of ihleves World rt na.i, but Wmws •19'lS of 1 
bri~t ruture, It fiis added intlrnt becoUM nost or the 
euthoro ere - or close to ri"°"'"' Ir you like Thieves 

~~Fat ";:1~i~!k~~·tn ~. ~.1:"~ac~i~ 
rererred 1lt ther too nu:n in , Eric Olson) 
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T1£ BI!llO''S 1£IR 
by Kotharirw Kurtz 
Del "9y lloalco{~.50) 

The Bi~ ~ Heir canUrw tha Deryni MQO cllring the 
rei171 of Rrrf.t.,,,. Ln1 tt.n 1 yur erter Kil.an 
estlbli"'-s tWooelf on tha tllror9, .-llion rhos arce 
ogoinst tha -tly onti..O.ryni Archbiohop loris oscopn 
r...., his - orrsst ond ollies h.!Jooelf •1th tha ,._,.,,ts 
or tl>e oncient ruling house or ""'•fl· Adding to Kelson'• 
probl-, Archbiohop loris h obl• to filly • 11!f11Hcont 
..-r or bilhops behind hill - •ild •i!fliricont -r. 
Orw or tha •Jclr hcets or Kurtz'• rook h tha -r or tha 
clergy. Kurtz' 1 clergy h r.iniocent or tha C.tholic 

Churt:h in tha lliddle -· rsolly mro thon jl.9t 
r.llniocent. Their -rs or exeoftllicotion ond 
interdiction 1£9 "'1te errective. 'INN book• 1£9 -th 
rMding jl.9t to get • r .. 1 ror i- to ...., 1 ....i1thic 
clergy ond tha probl- •ithin • lorge rsligion. 

Kurtz brings bock •ll or tha old chaflctez1 ond 
int........ • -le •lection or ... ..... Her 
chlflcterizotiono -"• tha chlr1ctero on their 
porsonoli tiH very cl•r but ttwy tond to bl too bl ck and 
tOhite •ith very rw - con trnd in 1 gray 1rs1. Alao, lt 
ii getting to bl predictable thot every •Jorc:haroctsr on 
the aide or truth and light h MC:retly ond .... tilles 
....,,...ingly • 0.ryni. llny - hive road tha Hrlier book• 
is probobly alr..dy -rs or '- outregeously derivative 
tha -ld ond bckgroinl is or C.ltic Brltoin ond .... 
1opocts or tha llliddl• Ages. ..,.,ttwz probl• is thet tha 
book ~ the -r a bit .,.. thon prsvl.ouo book1. The 
Ble I Heir ii not 11 tight 11 tha previo.a KlliOii 
•rn, liii It 1tw hll -t or tha -ltive q.alities. 
0veflll, I'd rec--i lt dnpite its r1-, - it ii 
good atozytelling. I -.ld ._t thot ,.. l'Mdero or 
Kurtz •terlal 1tut •1th tha fiflt 0.ryni •ri11 blforo 
rsoding The 81~1 1 Heir 11 the extonolve blckgr<Uld 
•terill tnirs iF rdd gr11tly to your ..mntondlng or 
-.ta in Th! Bl!hoo 1 Heir.{EO) 

T1£ SHATTERED IDl.O 
by "1chl81 1111-
-. lloaks{$3.SO) 

Tl!t !'ftttst!d .. ld is - on on ......i 
fonti1y.... 1ng concei>~ that or 1 .orld tOhich - brokon 
..,.rt 1 llillenia -t into ll)'rlad ports kept in a delico~e 
orbit ..,.ig -1- by tha CGllbir-.1 mgl.c or tha age 1 
.Uorde. Th! vorl.ouo frl{lllont1 heve a -thobl• 
aUolphero ond ors c:arrwc:ted to llCh ottwz by a void or 
brletheble air. T...tt bl- tha t£1911"ts is 
~lilhed by trevelinQ on boate - riiroly or tha 
.-1nl or Drogono - live in the void. Each frogooont hal 
progroslld alnce the coteclym ond hal -loped a ..U
culturo and l..,._. All or thh ii apt alive by the 
NW1tar.s or llCh fr._,t. Thel8 ors -rul -1cal 
1- tOhich k- tha rr._.u in their orbit1. Ibo, 
-r, thil mgical -r ii -enlng ond I aolution 
-t bl r.....i to ~ tha f£1911"to rr .. destruction. 

Into this picture ii thrult orw Beorn, a thiet curlld 
"1th lycanthropy. a..rn b aapturod by tha !orceroo1 
Ardatha orter pulling orr a dering t11art. Ardatha -· 
ror ror a !lf"'4I or - 1cnooon aa Th! Circle, - - to 
ror...,. the -ld into a alngla glove by reviving the 
-tost -- or the _t, the - Moc.....,,..r. 11eorn 
la pr.-tlld hi• r.- ond .-11 or hiacuroa u he .., 
at.al tha ....,_torw or tha fr8918'1t called OarkhaVS'I, 

Oarkhlven b guarded by a •lzord - Pandrogo1 -

. :r;: =· ~ '{:' ~: = '°~...;.....Th! J:"" .Jr~ 
IUwltona ond ~t~_ajoinQ _or tha Moc11-1:ei. The 
book !Ii- the roeillr a good r .. 1 ror tha --ldl- {ta P.,Pla 
ond the eyataa or -1c{tllol.91 -t briefly • 

I rec- Thi Shlttat!d ~d on tha blob or ltl 
plat, the c:hareclerlzatlons the tnai--.t of the 
lyconthropic curaa. It la onjoy1ble and original r..dlng, 
t"°"'11 I ...im-.'t •rk lt aa a heevywi!t>t or ronteotk 
literaturo.{EO) 

GAMES 
OTl£R SUNS 
by IUall 9-ro 
,_ Fonteay C... lklliaited 

Thanl<1 to Operation "-- at IJIIGINS this year .. 
are finally abla to revlw - or tha large aolection or 
,.. ljllll9S avoilabla ,...., FGU. Orw or thall ~ la Other 
:11.!!!1 by Niall Shapero. lllca •ny or FGU 1 ,.... g;;;e 
nr- thi1 ii • nicely but lrw--lvely proQ.oced boxed 
-· The book covars ara ln oty favorite color, eo I hive 
no CD11Plalnts. It h in full-alzad ror..t, •ith t.a book• 
of MOS ond -ral ploy oids. Al you llight gothez ffOll 
tha Utla, this la a foirly traditionol t- apoca fontssy -· Th! firot - la on charoctez crsotlon ond lkills. 
Thero ors 12 bode 1tats, all rolled •ith dlc1, using 
dlrteront aolectiono dlpanding on roc1. The •lection of 
1tats la bizarre to aay tha least. s- or tha 1xpacted 
""" ors tharo, but there ara thr11 1tots Ill or tOhich 
delCribl phylicol alzo in orw •Y or onothar, t.o 1tats 
covering telepathy, ond no 1tlts for _d, reaction, 
..a.c.uon or 10Cial atatus. The 1tsts provided don't -
to heve really been tllcilq1t out. Secondary 1tats ora 
detlrtlirwd ffOll thall bo1ic characterbtico. Tho• heve 
verlous -llcotiono ond .... lhould rsolly hive been 

prilllry 1tat1, ond tha •Y ..- ors deterllirwd -" little 
-· llloat 1tatocon bl incroasad by ' IDIWY ond tilll. 
Coot>et, M 1n -t up to dote -· haa on oction point 
eyatM. - thi1 -k• b -t ..-claar ond a bit 
cluttet!d, ond tha 1y1tM or ada for 1toto in detlrtlining 
/IP costs ii -rd. Enentially, tha /IP ayat• hez1 
aterts out over-1illplified ond thon haa vario.a ldjuot.nto 
- to lt IO thot it ands up oven:oopllcoted. There ls a 
hit locotlon 1yotM and tha buic porcontila caobot 1ystM 
t• fairly good. The orgonization or tha .. uona on 
"9chanic1 and ""'l•' and on 'C....t 1 la very 1tranga, •1th 

el..,..t1 eort or thz-. in rancblly ond tha -l• thing put 
in blforo aklll1 are ._.. descllbld. Thero la a detailed 
flllble ay1tM, but no dlrtarontiation is rsolly •de 
bl- lliuile ond •l• _.., ond tha dlfhronce 
bl- typos or daolaga h rothoz in:laar. Thara b • 
MC:tlon on llhat _,,.,. do, · but it ill wully -tchy. 11y 
overall illproloion b thot caobot b very brier and very 
daadly ond that tha rulH tOhich - to bl a collection of 
-tiono ors too confusing and CD11Plax for tl>e t- or 
rllul to ttwy procb:a. Thero b - nice detail on a 
vorlety of .-porw and orsoi. A MC:tlon on lkilll follow, 
•ith • lorge ond intelligent 11.lection or akilh orram. 
lklforW'lltly, tha training 1yetM la 1 farce. Slcilll ar1 
laarr.d by -"incl a porcentila roll to incrnsa akill by a 
d1a roll. Th! roll ii harder the IDrl the charocter ia-o 
or the akill, ond this la • good idea, but tharo don't -
to bl ony 1trict liai ts on llhat tha charoctez con 111rn and 
-., though it b euggasted that .... laorning bl thzough 

training ond - bl - on -riance in ad\lonturos, 
onottwz good idaa. S- akilll hive bal8 porconte_, ond 
on tha -1• this ay1tM r.indl aa -Y atrongly or 
!!l.!'!llMH!t, ai-t onough to axpact a lweuit fl'Cll Cheosl,,. 
iirKViI'iiii Hill. The lkill dllcriptiono ara nica ond 
caiplate. Th! ,..t MC:tlon b on Palonic1, .... thing I 
bill- b -..ry in a Sf -· thou!tl mny playezs I 
"'- f•l Pal haa no ploce in hardcorl !if. They con laave 
thi1 MC:tion out if they .ont. lllllly, for "'Y to1ta tha 
tr..-.t ill wully brlar ond lnllvllQPld. They cauld 
certainly provide a lot .,.. Palonic Talont1. Thero ill a 
good MC:tion on ·llllJloymnl ond mk1ng a living, ond a 
prsvl.ouo axporiance 1yatM tOhich look• lika a CD11Pacted 
veraian of tha anoroa.. orw in rr-J.ln. Th! final 
MC:titon b on intelligent apaciH. "1!ili"Ua good ldaa, 
but all or ti.. - to bl large• verol.ons or brrostrial 
czeaturos1 .-t or ti.. fllinos and r-.to. Thero ar1 a 
rw vorlauono, but although the detoil ii good, tha ideas 
ors atrikingly lft>figlnal. Thara 1r1 - interostlng 
~ for ......i abillti11 for allon racos • 

Th! l8cand book la on apace travel ond -ld taaldlng. 
It la -t bitter orgenind thon the fir1t book, ond 
tha -..W:. ror taaldinQ apacllhipo fit into a dolon 
Pl9ll or Cllharont information ond -lH. A veriaty of 
drive typos ors provided and tharo ii an at~t to Clive 
intelligent ond 10g1col verlaty ond •ll detailed -las. 
Th! opacfthip ayatM •Y bl too CD11Pl1x for -t -la, 
but I -t or lllca lt. It told aa pretty ou::h everything l 
- to - about • lhlp. .......... the lhlp to lhlp 
CGllbat b vezy -tchy. lt la - on on oddl ay11tM 
IOhich gi- -Y little roc11 for irwonti_...... 
E_,tblly charoctero juat brinQ their ahips into on 
arcaultlr, "- balic factia anil ..ice a f., rolll. The 
r1a1lts ors U..y1 .tn, tia or 1-. Gi_.. tha detoil or 
desi!fling lh1pa a mro epaclfic aystM -.ld have _, 
nice, •1th hit location •lthin the lhlp ond apac1allzad 
taraatting1 diaabllng tecmi_, etc. Such a bulc caobot 
1ye!.aa ion t .. lly fair to the a.iporior lhlp desi!fl 
ay•tM. Thero la a raia. atu eyatM -•tion MC:tion 
• •ll, tOhich - to bl on abroviated venion or tha ono 
r.....i in ~t, and it - ..ruuy cut ond dried. 
Thero ill no or pl'"9to in a binary ay1t., ond -t 
aya- 1£9 binary accordinQ to ttW ayatM. llloat Gl'll 
-.ld bl ....,,, bitter orr thlridng up ond desl!fling their 
_, ay1-. Thero are allO 12 Pl9ll of charts on apactral 



tklila. · S.- of the akllll are 1 bit awr-generllizlCI, 
IUCh U 

1npionlgl 1 llffll 1 ttlalth1 
t ""ich don't - to fit 

with apecific akille like 'cut purM 1 or 1ert1lery', One 
of the bi~ fl- in the •rst• la thllt it la not consi1t.nt 

~M~~t -~;.: ~1 !mi::U!' ... ~~i:' i: 
flirly lillpT., but will lnd to ml"'f ~rector• being 
clonn of Ndl other, -lilly H there are only 7 CDllbet 
lkilll total. Givwn IWXt ... - intlrnting IDCial NlH 
""1ch lhould twl!> flan out c:herectlra, but tlnd to be 1 
bit randcn. This -tion 1.ncludn mepon end -1-it 
purcheae ll1d - 1_.:tl of eocial 1tetua detlralnetion, 
!:albot la dlllt with next. lt ii 1 f1irly blaic eyst.. of 
Ids llfJll llJC!ificetions blMd on ettld< ll1d defensi"" tactic. 
A rw too •ny -11 ...-.. to k"P trlCk or, but 
certlinly q.Jitl pl!ylble. lt la rattwr rainiecent of 1 
cl11ned ._,, lo¢cel ""'don of ;'fi•alr~Sorcery with 1 
bit of D&D thr""" in. Dwge vu n Ing on weepon 
ll1d 1tteck type, ""1ch ii nice to -· end 1 veriety of 
CDllbet options 1ra dncribed ll1d cl11rly encoureged. There 
ii e hit 1DC1tion 1yat. ""1ch la flirly lillpl! end 
pl1yoble. Thi .-1.nder or the firat book, really the 
greeter pert of it, ii taken ._, with NlH on beckground, 
aoclal oit.ultions Ind hiotory llfJll politiCI of the 17th 
century rranc11 utting or the gine. There la 1 lot of good 
guideline •terial here, but 1110 1 sl!Jlificent lllPhl•is on 
nndan rolls far things llko eocial r-, -.to, traesure 
ond 1dv.,,.,_,t in one'• PTQfHsion. Thi idlu are QOOd, 
but the -..nlCI are -t restrictive. There ls • 
final _,cjix ""1ch - to be -re they atuck 
everything ""1ch did not find 1 plece in urlier -uons, 
""ich is ok1y in this e111, u ou:l1 of the •tlrill in the 
_.,cjlx is not llnldiltly UMfw ar 1'1portent. "1thcu1i I 
dD not like ttw kind of -nica f canl twre, • tl19Y tend 
to be ertificill end ..me egal.nlt neturll rol~llying, 
1'1posing idlu nttwr tlwi fecUitlting iJllQinetion, there 
.la aich to be uid far 1 - ""1ch la li111>le ll1d pl!ylbl! 
1nd - euentill mcheniCI con be ~ ._, in 1199 thin 
20 PllllS• litlltever it• f1-, this la • - ""1ch ii ... Y 
~./t:Ic 'W ~;::rn, 111c1 ""1ch cepturn ttw n1vor of 

Thi_,., book ii ..... 16 -·but 1t ii rally 
the prize of ttw -· It la e collection of tl1rel 
deteUICI IClventurn for ttw utti"!I• Tlwy are •triking for 
their clear prnentltion ll1d excellent detlll, thcujl 
'Tevern Beverege Noir 1 ii 1 rather llaltlCI, thoucjl 

:-;t;:;,.:f~in?T~~~t.lbJ: ~.!~It>~ '~i;.,-; 
L~it 1 1 Secret' are both CD11Pletl Ind interesting 
edventurn in the t.ndltion of thll 111"?1• "11 of the 
ecenerioe provide infonotion end l•"" it pretty IUCh in 
the i..a or the Giii, but there ii the inlviteble ~ix 
with 1 r- encounter 1y1tlnt, -thing ""1ch con bl 
i111DrlCl1 but certlinly detrect1 ••theticelly f"""' on 
ot.herwi11 intelligent •t of ecenerios. Certllnly, this 
book will provide ju9t -t ii nelCllCI far e H111hina Bl1dn 
Giii to 1t1rt ._, en ~Ible C111POi111. 
~l~~l!dn ... -loped to .... .

Ind outdo En , en we1 the_,,.. - of W1 type 
for uny ~e ii no -tion thllt it doel thi• 
emirebly in the 1ru or beckgrcanl ll1d dlvel_.t or the 
uttinQ. lt dDeo not dD ID well in 1tt.pting to bring the 
mchenlca or the 1y1t. .., to detl. Certlinly ttwse an 
., .. C011Plate ll1d playable then tt.ir pradacftooro, but 
they ire not pertlcWerly imovative, nor dD they encourage 
rol~aying. One of the big probl- with ~ •• 
thet it - a very rigid oyst. ll>ich IObatltuucri!IOrolls 
for iaginetion. To • -t extent thi• ii el.ID e r.wt in 
nfllhino N~· Thora doel - to bl 1 tone or 
ra u:tance thie thraughout thll Nl11, • if the 
author raallzn thlt pl1yero tdlt>t heve eora f..-. with 



INTRODOCTION 
This adventure is designed for use with 

;~~~~~~w, st:i~m~f c~~~~~:11bii1I~ ~:8!~~1: 
and Indiana Jones. However;--rfie background 
and situations could be used with any game 
system which can be adapted to the period if 
you are willing to W1dertake a few 
adjustments. 

It is important in preparing to run this 
adventure to be suse that the right kind of 
characters are selected. It is intended for a 
fairly small party, probably with no more than 
4 actual player charac~ers, though they might 
pick up a henchman or two along the way. 
There should be one central character. 
Ideally he should be a private detective or 
mercenary type who would be willing to 
undertake a search and rescue mission in a 
foreign country. He would be responsible for 
selecting other characters to help him. He 
might have regular associates, such as a 
strong-arm man of some sort, an associate 
adventurer, a researcher, even a girlfriend. 
Given the location and nature of the adventure 
it might even be good to pick up someone who 
speaks Portuguese, perhaps a former client who 
is a Portuguese-American dockworker, or 
something along those lines. It is also 
possible that a character associated with the 
subject of the mission(Elaine Patterson) might 
be able to go, perhaps her brother. Remember 
that it will be the ~rimary detective-type 
character who will be hired, so their should 
be a logical reason why he would hire 
assistants, and they should be meaningfully 
employed. Naturally, characters will have to 
be from Baltimore or somewhere nearby. 

Since this is an international adventure 
and takes place in several nations, matters of 
travel, passports, visas and accomodation will 
have to be dealt with. It would be difficult 
to list rates for every hotel or means of 
transport, so to make things easier the most 
logical choice will be provided and detailed. 
You can deal with this by saying that 
arrangements were made by Jerome Patterson 
throu9h his agents in Rio. Keep in mind that 
as this is inended to be a fairly compact 
adventure, the organization is fairly linear, 
and you may have to add digressions and 
variations as ¥OU feel they are needed. Also, 
many descriptions will be fairly general, 
dealing mostly with situations, so you may 
have to add detail and specifics. Remember 
that you are the GM and how you adapt or 
adjust the adventure is up to you. 

BACJ:GROORD 5 SBT-tJP 
It is April of 1931 and Baltimore is 

already beginning to feel the heat of summer. 
The Primary Character receives a letter, 
p~esumably at his offic~, inviting him to meet 
with wealthy industrialist Jerome Patterson at 
the Patterson estate at Clifton Park in North 
Baltimore. One half of a $1000 bill is 
enclosed with the letter. The meeting is set 
for 10 that evening. 

Patteraon meets the Primary Character in 
the S'"?king room of his large house, carefully 
arranging things so that none of the family or 
servants except the butler see his visitor. 
When the PC arrives he will give him the other 
half of the $1000 bill. He has a situation 
which .he .wants resolved by a ~ofessional. 
When it is completed to his satisfaction he 
will g:y the PC an additional $4000. This 

~;1~ ~a=e~l~!r!e~l ~~~ a~f e~ns~~0~511t~~:! 
paid, which should be more than enough for any 
expenses, as it is a respectable year's wages 
in this period. 

Patterson is a wealthy insustrialist from 
an old Maryland family. He has lots of money 
and even more power, but he cannot afford even 
a whif of scandal to touch is family. 

Characters may have heard rumors that his two 
children, Elaine and Jerome Jr. are rather 
less responsible than the family had hoped 
for, and there are hints at darker problems. 
The basic problem is that three days ago 
Elaine Patterson left for a party with some 
friends and was not seen again. After the 

~!t6a~ f!itw!:r~!~; r~u~dc!g ~~~kt~=~~~~~~~ 
last which was seen of her. 

The backgroWld of the situation is that 
while Elaine was home fran Smith College 
earlier that sumner she met Roger Mulliken, a 
rising executive in her father's operation. 
They became romantically involved, much to her 
father's chagrin. He forbade Elaine to see 
Mulliken, and arranged for Mulliken to be 
transferred to oversee his large su9ar cane 
interests in Brazil, thus separating the 
lovers. All this happened three months ago, 
and now Elaine has been missing for three 
days, and her father suspects that she had 
been in touch with Mulliken and has taken a 
ship down to Brazil to be with him. He 
mentions that she has always been a headstrong 
and impulsive girl. 

What he wants is for someone to go down to 
his ~lantation near Rio de Janeiro, talk to 
Mulliken, find his daughter and bring her home 
so that she can return to school with a closer 
eye kept on her. They should feel free to 
take whatever measures are necessary to deal 
with Mu l liken, but should try to avoid 
embarrassing publicity. He will arrange for 
round trip first class passage for the PC and 
u~ to 3 additional people on the Zeelandia, a 

~o;PR7; ~zeJ~~~i~oH~~;a~~x~1~t~er~~~. 1~~vi~~ 
of Dutch registry, but it is the soonest 
available transport, and will be arriving from 
New York in the morning, staying for 6 hours 
and leaving a bit before nightfall. If there 
are no problems with this, he will consider 
the $1000 an advance and they should rush 
right home and start packing for their 
imminent departure. 

One thing which Patterson may also reveal 
is that his son, Jerrome 'Jerry' Patterson, 
Jr., may become involved in the search. He 

~!~a~~~=~ ~~dh~! ~~ ~e~e=~~~o~0E~i~:t~~~ 
obsessive, and to harbor an unnatural 
affection for his sister. He may select what 
parts of this to pass on, but he sus~cts that 
Jerry may try to sail on the Zeeland1a, as it 
is the only ship leaving Baltimore for Rio 
that week. Emily is presumed to have left on 
the Flandria, which left three days ago. As 
J:rt of their service he would like them to 

o~erh!"t~&~b~~ ~~i~K agtsse:i,,~~!~1~e ~~=~=c~~~ 
and nasty trouble could get him into. They 
might even try to disuade him from sailing, if 
;~~6 ~~;~~nter him, but he should be handled 

SAILING DOWN TO RIO 
The Zeelandia is a large, fairly recently 

outfitted passenger liner. When the 
characters come aboard they some of the other 
passengers will also be boarding and some will 
already have boarded, some earlier that 
morning and some in New York. Passengers they 
are likely to see when boarding include sturm 
Dietrikson and the five Nomarian Elders. 
There will be some 50 passengers aboard, all 
first class, flus mail and cargo. When they 
~~d ;~~y :;c;r~:agr~~te~he~~ :;:g~~;n bJoha~ 
steward. First class cabins have two b.inks 
and a shower each, and are relatively small, 
as this is not one of the grand luxury liners 
of the time. There is one dining room. 
Breakfast is served from 7am to 9am. LWlch is 
served from 12pm to 2pm. Dinner is served 
from 6pm to Bpm, and the bar in the dining 
room is open until midnight. After dinner 
entertainment will be provided throughout the 
voyage by Ricardo Boro and his Rio Balladeers, 
who are Just completing a successful tour in 
the United States and returning to their 
native land from New York. The trip to Rio 
will take 10 days if all goea well, with brief 
stops in San Juan, caracas and Natal. 

While they are on the ship it is possible 
that they may interract with or become curious 
about several of the stranger passengers. 
This is covered by the following descriptions 
of possible encounters to use on the boat. 

Meeting Jerry Patterson 
While they are abOard the ship it is quite 

likely that they will encounter Jerry 
Patterson. There are not a great nwnber of 
passengers, and he will stand out at dinner 



the first night as being rather clrunlten and 
behaving ratner oonoxiously to a waiter. He 
is seated at captain Haas' tabla, but the 
captain tactfully ignores him. The characters 
will probably recognize him at this point, and 
if they are wiae and can get to the captain• 
table (where they will be seated if they have 
SOC of 16 or more) they can befriend him and 
escort him out of the dining room, If they 
befriend him fairly civily and get him to bed, 
he will become friendly for the rest of the 
~~i:1~~ ~r~=~~u!vhis ~~f!~:ng in them his 

An Evening with Ricardo Boro 
Xfter dinner each evening of the trip the 

dining roan is given over to dancing and 
musical entertainment, featurin9 'Ricardo Boro 
and his Rio Balladeer•' a 12 piece band from 
Rio which has bean play!ng in a New York club 
and is now on its way back to Brazil. The 
band is quite good, playing a selection of 
popular tunes and uDclated versions of 
traditional Brazilian folk music, Much of the 
material is instrumental and suited to 
dancing, but Boro sings many of the numbers as 
well as conducting the orchestra. Boro and 
his men are all young, healthy and athletic, 

~!!~ ~~r:ii~!a;av~~~~;or,:d~v=~=ch6;~~~ct~~ 
who stick around after the entertainment will 
notice that Boro is quite attractive to the 
ladies, with his dark foreign looks, and that 
he favors some of the fairer passengers with 
significant attention, though none of them are 
ever seen to go back to his cabin. As the 
tour goes on, if the characters get connected 
to some of the older, gossipy women aboard, 

~~:Yc~grnh!~~ ~a~~~e;h:;a~r~h~~! aan~ma~o!~ 
not emerge. Observing the cabin will reveal 
that the kitchen does deliver food their, but 
the pursar will reveal no more about the 
occupancy of the cabin. 

The Strange Cargo of Sturm Dietrikson 
Orie passenger Who is seated at the 

captain's table, and whom they may meet is 
Sturm Dietrikson, a German merchant who claims 
to be looking for new sources of rubber for an 
unspecified German automobile manufacturer. 
However, if any of the characters know 
anything about rubber or cars, he seems to 
have no more than a lay knowledge of the 
topics. He is fairly affable, and will talk 
gently about such things as racial destiny and 
the im~rovement of world conditions through 
selective breedin9. If anyone seems receptive 
~!te~;~!reeven f~~tribu~~ti~~! ap~~~~~ii;~ 
organizations in England or the us, and talk 
in more detail about his dream of a new order 
in Germany and the destiny of the Aryan 
peoples. He will only open up to someone he 
sees as a fellow Aryan. Aside from his 
political views he is a bit of a drinkerl but 
a decent enough sort. Remember that th s is 
1931 and Nazism will be a fairly obscure 
political deviancy, and he could easily be 
taken as perfectly harmless. He certainly 
seems too innocuous a sort to be a spy or 
forei9n agent. Characters who associate with 
him will also note that he has a bad back, and 
often needs to be hel~ up from hia seat 
after a long evening sitting in the lounge or 
dining r00111. 

One evening, if he has made friends, he 
will seem agitated, and confide in his friend 
that he has a rather valuable cargo aboard 
which he i• concerned about, though he does 
not want to trouble the crew. He would like 
to check on it, but it is in a trunlt in the 
hold, and hie back makes it hard for him to 
90ve the trunk so that he can open it and 
check the contents. If someone is willing to 
help him, he will go down to the hold and 
inspect his trunlt, Note that a good judge of 
character may suspect that he wants company 
more to show off his prized possession than 
for labor, as he could have a crewmember help 
him, The door to the hold is kept locked and 
if there has been trouble there will be a 
guard (the Nomarian Elders may have caused 
some trouble). The Pursar's Mate will have to 
accompany them to let them into the hold and 
aake sure they don't molest any~ne else'• 
cargo. Once they move several boxes from 
around it, thet can watch while he opens it. 
Inside they wi 1 see a selection of items, 
including clothing, some common artworks1 and 
an ornamental wooden box containing a large, 
decorative book which seems to have been 
written by hand in a strange script which none 
of them recognize. After looking at the .book, 

Dietrikson will close the trunk again with a 
new lock. He will say little to them if asked 
about the book, save that it is very valuable 
and that he plans to sell it to friends in 
Germany. He will have to trust them not to 
steal it, so he will ask help only of one 
person, and only if he seems reliable and well 
enough off not to resort to theft. 

Note that this book is in fact the book of 
Nornar, and if circumstances seem right, this 
inspection might lead to a confrontation with 
the Nomarian elders, who are trying to get the 
book back before it gets to Rio or at least 
before it gets to Germany. This might also be 
valuable information for some characters. 

The Nomarian Elders 
Most of the character• travelling on the 

Zeelandia will notice some strange passengers 
at dinner, notably a group of five men who sit 
at a table t09ether, dress in what appear to 
be black evening clothes (inappropriate to the 
season and place) and keep pretty much to 
themselves. If asked, they will explain that 
they are Elders of the Brotherhood of Nomar, 
sent by their church on a special mission to 
rescue a holy relic, the Book of Nomar, which 
was stolen from their temple at Tempe(AZ) and 
which they believe a certain passenger 
(pointed looks at Dietrikson) · may have 
knowledge aboutt as he was in Tempe recently 
and certain eviaence makes him suspect. Note 
that they may do several things to aid their 
mission. They may offer to pay a PI to 
recover their book for them, something on the 
level of $30001 though they are cheap and will 
trt to pa~ mucn less. Failing this, or even 

:::;s~~~es;f ~ll 8i~ g~~~oac~~b'., ~:y h~~ ;~~ 
check out Dielrikson's lugage, which will lead 
to a guard being put on the hold. Their 
standing plan is to kee~ an eye on Dietrikson 
and ambush him somehow in Rio. However, they 
profess non-violence, so they really do need 
someone to do their dirty work for them, 
either on the ship or in Rio. 

The Veiled Lady 
Late on night during the journey, a member 

of the party may be walking on deck, 
preferably a single person alone. He will 
wander towards the back of the ship, where he 
will see a fairly tall woman in a dark dress 
wearing a veil and looking out over the sea. 
If she is approached, she will flee and will 
not speak. If she is followed, she will be 
seen to 90 into Ricardo Boro's cabin. If they 
try to start trouble there they will be met by 
Boro who will· not be pleased and will do his 
best to discourage them, ciaiming that the 
woman ia his sister, who was at a special 
school in America and speaks only Portuguese. 
If there is an incedent of this sort he will 
keep the cabin locked and open it only 
himself, If they keep a watch on the cabin, 
they will see meals delivered only when Boro 
is there. If they do not disturb the woman 
she will continue to take an hour walk on deck 
around midnight each night. 

The woman is, of course, Elaine Patterson, 
but there is no evidence or reason to believe 
that. If they should break into the cabin to 
kidnap her, Boro and some of his hefty band 
members should show up, possibly with crew 
support, to discourage them. She does not 
want to go with them, and will be very angry 
if discovered, though she also s~aks 

~~~ug::h~~dah~r~~ri:Y to pass as Brazilian 
When they arrive in Rio Boro and the girl 

will be met by more of Boro's friends and 
taken directly by car to the Copocabaia Palace 
Hotel (on Avenida Atlantica/$12 per roan per 
night), where Boro maintains rooms and 
entertains in the casino. They can be 
followed, but are in too large a group to be 
interfered with. 

IN RIO 
The characters, when they arrive will be 

met by a car from the Hotel de Landres (on 
Avanida Atlantica), where rooms are reserved 
for them Crooms are $4 per night). This hotel 
is some three blocks from the Copacabaia 
Palace and other major hotels on the Praia de 
~~~~~n~r~n?a!~s~h: :ite:~:oss town from 

There are several things which they may 
wish to do while they are in Rio, and several 
things which may happen to them or events 
which they mar encounter. These are described 
in the follow ng sections. 



Mama Lemoja 
While the Copacabaia has Ricardo Boro for 

entertainment the Hotel de Londres has a 
rather lea a sophisticated form of 
entertainment in its loun9e, in the form of 
Mama Le1110ja, a local character renowned aa a 
witch and mystic, who performs predictions and 
tells fortunes in the hotel loun9e. 

Althou9n ane puts on a 9ood snow of mystic 
power it i• not all snow and she does have 
considerable knowled9e a;;.\ ability with the 
supernatural, as well as 9ood knowled9e and 
connections in the uderworld of Rio. 

Mama Le1110ia may be a 9ood contact, because 
for the ri9ht fee she can pass on valid 
information masked in mystical mubo jumbo. 
Amon9 the thin9a she can discover for them is 
the fact that Elaine ia with Ricardo Boro and 
not Roqer Mulliken, and even some of the 
activities which are 9oin9 on out at the 
plantation. She could be a useful source, but 
will require eiqnificant payment for any 
services, and does not advertise her abiltiea 
or connections. 

At the Plantation 
Roqer Mulliken can be found at Jerome 

Patterson's au9ar plantation north of Rio. 
Locally the plantation ia known aa the 
Plantation of Sao Prancisco de Sertoes, after 
a ruined church on the 9rounda. 

They will probably decide to visit 
Mulliken at the planta~ion ~t some. point, 
either to enlist aid or inveati9ate him. If 
they come to the plantation house durin9 the 
dayli9ht hours they will be told that he is in 
the fields supervisin9. If they come at ni9ht 
he will meet them at the house and deal with 
them there. If they 90 to the fields to look 
for him they will have a very hard time 
findin9 him, and may eventually be led.to the 
ruins of the Church of Sao Pranciaco de 
Sertoes, which is covered in jun9le 9rowth at 
the north end of the plantation. Rather than 
supervisin9 the au9ar plantin9, which he has 
left in the hands of assistants, he has taken 
a crew of workers to the old church, and is 
di99in9 out artifacts which seem to be part of 
a treasure hidden there by ref u9ee nobles in 
the early 19th century durinq the Reiqn of 
Kin9 Joao I. Mulliken will become embarassed 
if discovered and will wind up confessing all. 
He has been removin9 these treasures for some 
weeks, baa not informed Mr. Patterson, and has 
made arran9ements to 9et them out of the 
country without dealinq with the Brazilian 
9overnment which would surely re9ard them as 
state treasures. He is essentially an honest 
fellow, and i• ready to split the $25000 or ao 
of treasure with Mr. Patterson, thou9h he 
mi9ht be receptive to a direct deal with the 
inveati9atora where they 9et some 10th of that 
a1110unt for their silence. 

Aside from that there is little which is 
questionable 9oin9 on at the fairly well-run 
plantation, and he ia certainly not harborin9 
Elaine who he has been too busy to worry 
about iately. If he hears that aha has taken 
off with Boro he will become enra9ed, and may 
9ather a 9roup of his tou9her workers and head 
into town to rescue her. The investi9ators 
may have to quids or control this intention. 

A Visit from the Police 
With all tne activity which the characters 

are likely to become involved in 1 they may 9et 
a visit from the Rio Police. Th~• will be in 
the form of the diminutive and vicious 
Inspector Cabrales and three of his rather 
tou9h lookinq men, who will ask their 
questions quickly, with implied nasty actions 
threatened for those ~ho do not cooperate. 
Keep in mind that the Getulio Varga• and his 
military Junta have recently 11930) taken 
control of the country and that the police 
currently have considerable power in the 
unstable situation. 

Likely areae for questioning are the 
llolllarian business on board the ship, iuat what 
the investigators are doing in Rio, any 
information th•r ,...Y have on Boro, who ia 
suspected of be nq a dissident, and anythin9 
they mi9ht know about queationable activities 
out at the plantation. More apecif ic and 
appropriate questions llli9ht depend on what the 
characters have done at the point that the 
police are brou9ht in and what of their 
activities will have become public knowled9e, 
thou9h questions about Dietrikson and the 
Ncmariana are probably inevitable. 

Jar£? Patterson Takes Action 
I Jerry Patterson is still around and on 

the loose by the time they reach Rio, he will 
probably be able to discover where Elaine is 
in 2 or 3 days. At this point he will take 
action, 9oin9 to the Copacabaia and 
confrontin9 Boro. If he ia friendly with the 
inveati9ators he may ask them for help or tell 
them~~oisa~gingi;o ~nth!;; able to handle 
themselves well, even aqainst a dan9erous type 
like Jerry. However, Jerry may be armed, so 
he may shoot or kill one of the band members 
before bein9 disarmed. If he just shows up 
and causes trouble he will be beaten and left 
in an ally where he will be robbed and beaten 
some more. Then he will probably 9et drunk 
and be arrested. If he in)uraa s0111BOne he may 
be killed and left somewhere obscure, which 
could lead to more trouble, thou9h no one will 
fin9er Boro or his men. How you work this up 
ia in the hands of the GM, but there are many 
options possible. 

Dealint with Ricardo Boro 
WI h the example of what happened to Jerry 

to look at and a 9ood idea of what Boro and 
his crew are likei when the party finallr find 
out that he has E aine, they will probab y be 
ready to proceed with caution. Althou9h they 
do not know it, their best option would be to 
play a waitin9 9ame, because in 3-6 weeks Boro 
will probably become bored with Elaine and 
send her to Roqer Mulliken, who it should be 
easier to 9et her away from. However, chances 
are they will either not fi9ure this out or 
will want to take direct action anyway. Note 
that a good contact like Mama Le1110ja may know 
about Boro'a tendancy to 9at bored with women 
and 9ive them a hint in that direction. 

Anyway, Boro lives in the Hotel Copacabaia 
and does his show in the casino annex there. 
He has a suite of rooms which he shares with 
three other members of his band. They don't 
travel around armed, but these are dan9erous 
times in Brazil, so they have weapons 
available for easy access. Elaine will stay 
1110etly in the suite and get room service, 
thou9h she will come down to see the 
occasional show in the casino. However, if 
there ia any indication of interest in her 
Boro will 9et possessive and be with her at 
all times, havin9 her in the casino durin9 all 
shows and leavin9 someone with her whenever 
she ie in the suite. If they are wary there 
should be at least two people with her at all 
time, either band members or associates. 

How and when the inveeti9ators approach 
Boro or try to reach Elaine ie up to them. If 
they case the situation well first they will 
note that Elaine ia cookin9 for the band in a 
kitchenette in the suite, and that she 9oes to 
the Central Market accompanied by two band 
members every second day. This llli9ht be a 
qood time to try to snatch her, but at these 
times her escorts are armed and they should 
expect fairly rapid reprisals. Boro ia wall 
connected in the underworld, and will hear of 
a snatch quite quickly and be able to gather a 
qood, skilled force to deal with it. In 
9eneral he will not put himself in dan9er, but 
will take drastic action and nae an 
underatandin9 with the police. 

Jer~ Goes to Jail 
iven Jerry Patterson'• personality, it ia 

almost inevitable that if he stays alive in 
Rio he will eventually 9et arrested. In such 
a situation he will call on anyone he knows 
for aid to bail him out, and it would be 
convenient if by that point ha knew some of 
the investi9ators ao that ha could call on 
th-. They llli9ht feel obli9ated to help him 
out aa they are workin9 for his father. 
unless he 9ete involved with Boro he will 
probably be in for drunkenaas or 9ettin9 in a 
fi9ht, ao the bail will be aomethinq around 
$20. It can be assumed that any money he had 
will disappear in the fiqht, while he is drunk 
or after he 9eta to jail. Thia is not an 
essential event, just a nice little annoyance. 

Thuq1tt~~~ finds out what ia 9oin9 on or if 
the inveati9atora cross Mulliken, there ie a 
qood chance that a 9roup of about a dozen 
thu9a will be sent to teach the111 a lesson. 

~~::t:i~~ ~o~~l:il~o ~;:ef"TI£~!; wi;~~= 
ambuahin9 them, beatin9 them up and robbin9 
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them. It is also quite likely that while they 
are out their rooms in the hotel will be 
aearched, possibly by the police. 

Roger Mulliken Takes Action 
tf Mulliken !earns that Elaine i• beinq 

kept by Boro before she has been rescued, he 
will probably take action. This will consist 
of qettinq two dozen of his favorite toughs 
dressed u~ in their beat clothes, taking them 

e~ ~~etb!n~a!~~~ea~~ ~~~i~1.t~~~e~·~:t h:!~ 
qo to the suite and rescue Elaine. It would 
be best that if this should ha~pen it happens 
when the investiqators are trying to do their 
rescue or while they are at least around, ao 
that they can get involved and even get in 
trouble. There is a good chance that this 
approach will lead to open violence which, if 
prolonqed will brinq the attention of the 
police or military and find a nice spot for 
those involved in a rather nasty Brazilian 
jail. If investigators are arrested they will 
f>e treated badly and relieved of their money. 
However, should this happen it would be qoOd 

~~a~n:o;!~~!ot: f~~~ac~~r b:f~ ~emesg~f8 a::g 
clean things up. 

CXllCLOSIOB 
If they aucceedi they have rn return 

tickets on a Rola Holland Llo ship to · 
Baltimore, and w 11 be paid of on their 
return with Elaine. If Jerry is humiliated 
but not hurt they will get a $500 bonus. If 
Jerry is hurt or killed they will 9et a cold 
brush off after payment. If he dies through 
their negligence Baltimore will be unhealthy 
for them. If they bring back Mulliken's 
treasure to split with Patterson they will get 
a $2500 bonus. If all qoes well Patterson may 
use them for future jobs and recommend them to 
friends. 

Out of all this you should be able to make 
a good solid adventure. Stats . for the 
background characters with translation 
guidelines follow in the next section, and 
maps are in the central insert. There may be 
some areas you will have to adjust or flesh 
out, but that should 9ive the adventure a 
personal flavor. Keep in mind that a fast 
pace is essential and dimwitted characters may 
have to be helped along from time to time. 

lllDCIRUll IHllllC1ERS 
These dncriptiane are for charocters mntioned in the text of this -ture. 5Cllle are for 1PBCific charocters rd 

others epply to general groups of charocters. The basic stets encl skills Qiven are for To Challonge T!IMlrrDlll. -ver, 
at the ond of this ...,uon tt.rs is 1P9Cial 98Ction for ua in converting Eho.. stats to litliii epproprlate gaooe systw. 

AOOER 11.LLIKEN 
SIZ 13 PSI • N>rse N'Rr23 AccCUlting(10) O...lition(5) Intl.aidation(5) Ridir1Q(5) 
CON 14 RAT 16 FP142 1Wh15 Aaldnistration(12) Ood¢ng(15/llilR25) L19111(5) Rifle(15/lllAR30) 
STR 17 EDU 18 lflr.0 lllR110 lloxing(15/HAR30) Orivl.nQ(5) Logistics(B) Survival~5l 
REA 13 APP 13 11111139 1Wh13 Buainns(15) Electrlcal(5) lllochanicaH5l Swl...i.ng 5 
!EX 13 DIA 15 HT16'0" l'llfh10 Clerical(5) Fal'lling(5l Parry(15/ttlR2s) Thrust(11 /HAR2Sl 
AGI 13 SOC 18 ~1185 REP120 C-.Ucatiane(5) Geology(5 Pistol(17/IWl30) Wrestle(5/HAR20 

lloQer l'Wlikan is feirly yo.ng, rsc811tly gra6.ated f..,.. the lliarton School of Buainess at the Uiiversity of 
i>.m.ylvania, but he c- frCllll a QOOd background end has a natural aptitude for business end •na~t. He is ruming 
the Patterson Plantetion near Rio fairly •ll, but has becclllle involved in .uggling valuable relics out of the C01r1try 
ond is a bit out of his depth. His invol-i with Elaine PatterlDM •s brief end not too sig\l.ficant, though they 
lll!t>t mke a potentially logical couple fm a future •tch. He likn her and is concerned fm her •lfare, but they do 
not octually have a relationahip of any sort. ltlile at the plantetion he will be accmpanied by amed ..,, uouelly two, 
ond will carry a Colt • .s Auto.tic Pistol, a mchete ond a whip. 

STURlll DIETRil<SON, GEINN AGENT 
SIZ 15 PSI 2 N>1.S AFR127 lloxing(17/HAR30) Concui..ant(5) Forgery(10l Survival(Bj 
CON 15 RAT 14 FP1•5 HAR113 Riding(3) Conning(10) Lockpick(B Torture(15 
STR 18 EDU 16 lflt.S lllR1 7 Silent lllove(5) Cover(10) Surveillance(10) Security(1 ) 
REA 15 APP 12 111\1135 MRt13 Cat Fall!~ Street S.-(10) Infiltration(?) Dodge(11/llllR20) 
!EX 10 DIA B HT161 5• IOh 9 Clillbl.nQ 5 O...lition(10) Observe(10! Parry(13/lllR20) 
AGI 10 soc 13 ~Ill! REP115 Cl~ At{ /HAR35) Investirte(1!1) Intinddate 15) Pistol(27/IWl.0) 

Oietrik...., is octually a -.chant, but he is al80 en 8981' for the llolzi party in Geneny. He is carryi"Q the Bock 
of -r in his tnn< which is stored on board the 9hip, and is rather proud of his illicit possession of it now that he 
is out of US coastal wetera. He ii rather garrulous, and while he won't be too pushy, he """1d love to discuss Nazi 
themes, particularly rocial purity and supremcy with anyone he - u a rec:911tive equal. He goes a....:I at all tilles 
with a ""'-r e.. Parabell ... 



RICARDO LllBO, l'IJSICIAN 
SIZ 10 PSI 12 AP176 Al'R115 Acting(5 ) Hypnosis(5) Street Sense(15l Boxing(8/HAR25) 
CON 15 RAT 15 FP145 HAR117 Boardg..ung(B) Sexual(15) Pistol(22/fl\AR40 Trip(10) 
STR 15 EDU 12 lf'13S t(lih16 Cards(12) 1'1.Jsic(20J Dodging(13/l'llf130) 
REA 18 APP 15 l'IV1J6 l'IAR118 Gantiling(10) Voice(20 Cover(10) 
CU 17 01A 17 HT15'4" ll()fh17 Coming(15) Poetry(! ) Parry(9/HOA25) 
AGI 13 SOC 09 WT1128 REP125 llance(15) Observe(10) Fast Oraw(9) 

Ricardo Lobo is a skilled 11USician, with a wey with the ladies, but a roving eye. He ..,rka at the Hotel Copacabeia 
in the casino. He also has comections with the i.nderworld in Rio and can gather a good lllllOUnt of 11.1acle on conmand. 
Although he is .,joying his fling with Elaine Patterson, he will t!ra of her fairly quickly, as he is not disposed to 

~~l~!~·Au~~i~•~;f!~ can serve for his_, es well es for Lobo, and all are anMd with newly purchased Aloerican 

JER!J'£ PATTERSON, JR. 
SIZ 10 PSI 18 AP162 Al'R124 Riding(10) Anthropol09Y(8) Pistol(24/fl\AR40) S..1-l.~(Sl 
CON 12 RAT 10 FP1J6 HAR118 Silent l!love(10) Intinddate(10) Wrestling(7/HAR25) Tortura 10 
STR 24 EOU 16 lf'1J2 t«lR114 Cards(10) Archaeolo~(10) Boxi~(12/HAR30) History 10 
REA 18 APP 15 llN134 l'IAR116 ttJnting(S) Cat Fall( Dodge 13/flllR30) Literature 8) 
C:EX 14 01A 17 HT15'3" ll()R117 Business(S) Coming(10 Parry 16/HOA30) Folklore(10) 
AGI 12 SOC 20 WT1124 REP120 Concea1-'lt(5) Rifle(19/l'IARJ5) Thrust Att(22/HAR40) 

Jerome 'Jerry' Patterson Jr. is ratha< hotheaded, Y"'-"9 and int~erate. He drinks too much, gets in fic11ts and is 
a general enibaras1111ent to his fllllily. He has an irllealthy attact'lllent to his sister, and tends to go off on tangents 
with little provocation. He ia 1n.1sually strong despite his 9111all size, and has a tendency to ig>ore pain and injury 
when angered. Thero is .,re than a little of the bersert<er in his 1Mkoup. He is foolish in 1Mny ways, and should be 
•sy to Mbarass and ndsdirect. He is heavily armed, with a Colt .JB Revolver on his person ouch of the tl.llle end a 
Thcnpson .45 5'bnachineg<11 in his lugoge, ready for use if he wents to 911t serious. He 11ey also have a -ll anDSlt or 
explosives (sticks of dynnite) hidden in his lugoge. 

lllAJllA YEJIDJA 
SIZ 14 PSI 24 AP1S8 AFR120 Acting(10) Folklore(20) l'larual(15) S~athy(12) 
CON 12 RAT 18 FP1J6 HAR116 Business(10) History!B) Coercion(12) Contagion(12) 
STR 14 EOU 10 lf'140 t«lR110 First Aid(IS) Coming IS) Passage(10) Relative(12l 
REA 12 APP 8 llN134 l'IAR114 Life Saving(5) Dance(B Necromancy{12) Hypnosis(15 
l:EX 16 01A 16 HT15'1" l'llfh 9 Pharmacology(15) Intinddotion(20) Clenlinoacopy(12) Shapeshift(10) 
AGI 10 SOC 14 WT1210 REP130 Surgery(5 ) Intrigue (12) Spirit l!lagic(12) Preccg>ition(12) 

""""" Y-.ja is a Caruso, or ndxed-blood Brazilian with Negro, Indian and _,ite blood. Although she puts on quite a 
show as a witch woman for the tourists, !Ille is a p<Merful and respected Priestess of l.l!Canda or lllecuntia, the vodoo-like 
witch cult found among the ndxed-bloods of Rio, ccntlining el-.ts of illest African spirit •gic and local indian 
traditions. She hes genuine psychic powers, but also has good comections for information in the lllderworld of the 
city, and could be a great source of information for investigators. She is a large """118n, tho<.gh fairly young, and 
might develop an -tory affection for one or the characters if the{ deal with her a lot. This could be dangerous and 
Mllarassing, as she has the power to coqiel cooperation if she real y wents something. 

LOCAL Ttf..CS/PLANTATION llDlKERS 
SIZ 15 PSI 5 AP144 AFR127 Riding(S) Intinddote(S) Wrestling(11/HAR2S) Fast Drow(6) 
CON 15 RAT 10 FP145 HAR114 Street Sensa(S) Resistence(S) L\"balancing (10l Folklore(5) 
STR 18 EDU 8 lf'145 t«lR1 9 Survival(S) Herding(S) Oodge(10/l'llfl20 
REA 14 APP 10 llN143 l'IAR113 Cards(51 Boxing(11/HAR2S) Parry(16/HOR25 
l:EX 12 Cl1A 8 HT15'9" l'llfl110 Faming 8) Cl<b Att(11/HAR2s) Entengling(11/HAR25) 
AGI 14 SOC 8 WT11!15 REP1 S ttJnting 10) Pistol(12/l'IAR25) Cover(S) 

These stats should serve for street thugs and plantation workers used as guards or to assault characters in the city 
or el-...re. They will 111>st likely be 8I1Md with cl<bs or lllllchetes, though there 11111y be a few rather old and clumsy 
firaarms '"'""'9 thelll. 

SYSTD! CDNERSIOll 
The basic stats provided for the characters are in terms of To Challenge Tomorrow, but conversion to other systems 

is a fairly easy 11111tter. 
The stats provided include 12 basic characteristics, plus secondary- values like AR(Attack Rating)[For all weapon 

skills "*1tionedl, DR(Defense Rating/[For both missiles and melee attacksl, AP(Activity Points), AFR(Attack Force 
Rating)[For modifying damage] and FP ratigue Points) are for use primarily w!th TCt 

Sa.a stats like REP(Reputation), HT(Height)! and WT(Weight) are ooiversally applicable. Skills are provided with 
levels, which indicate a relative ievel of abi1 ty when combined with appropriate characteristics. 

For Call of Ctt..Jlhu or sindlar games conversion is fairly easy. llleny of the skills and basic stats an c~arable. 

PSI is the same as Ptiil and Skill Levels can be converted to percenteges by 111Ultiplying by 5j. 
For Daredevils Wit should be equal to RAT, Will should be PSI, Strength should be STR, Deftness should be DEX , Speed 

S>ould be (RtA+AGl)/2 and Health at-ould be CON. SL with various skills can be considered as roughly the ..,.. as ecs. 
Lave~~r~°"ae°dra:~if~~.:~ ~~r:::;~~·a~~°i~~l;,~-t,ON~m·R~~~AT. EGO-PSI, PRf:oCHA, C!J!laAPP. The Skill 

For Chill and aindlo ·; games STR•STR/3, DEX•OEX/J, AQ.•AGI/3, lllPR•PSI/3, PER•RAT /3, STA.ctlN/3. Scne of the other 
stats wou"Tcl"liave to be derived as the gamaoiaster finds 110st oppropriate. Skills are of lindted ~rtance for 
conversion to this type of system, seve as guidelines for play. 

All in all, the stats and description provided should give a good basic idea of the characters and provide the 
rr-rk for opplication to any aystem. 



NEW FROM RAGNARDK 
SPELLCRAFT 

powe~:~ar~h ~~cr!ft'"'l;1~he0!ec~di~:n~f f~~;a•~~~ 
edition otP£rie ~ system and provides the most 
flexible and rea is c mechanics for ma9ic in any 
role-playing system ever published. SpellCraft 
features 500 magical skills and spells fully 
described, complete rules for spell casting and 
details on over 200 religions and mage guilds and 
colleges. 

Thi• i• the second in a series of three books. 
The first, RoleCraft, covers character generation, 
skills and coriibit. The third, WorldCraft, will be 
out this summer and provides guidelines for world 

i:i~~"'s~!:~i~ ~ft-~Sve~~~re~ck~~~~~~ter:ithand 
creatures. 

Isgaa,th ia a unique system which has been 
deve ope and playtested over half a dozen years, 
growing to meet the needs of imaginative g1ayera 

1:!:0c~;!tt~k!rlh~~~ !r~r~I~Taihi~~s~;}~~~on;.em ~~ 
rules emphasize role-playing and character 
development, allowing lots of freedom for player 
and gamemaster. Ysgarth is a revolution in 
role-playing. 

orde~~hi~~v:~~;·a~0Sl5$ 5 f~;• t~~d c~~let;anse~ 
Each book will be sent when it becomes available. 
The complete set will be released in a boxed 
edition later thi• year at $15 for the set. 

RIVERMASTERS OF .a.RANIA 
Rivermasters of Arania is the latest adventure 

in the Jahannam Adventure Series. It is a complete 
campaiqn aid for use with Ysqarth or AD&D. 
Characters take a dangerous journey up the River 
Kare from the troubled Ilchanian ~pire to the 
heart of the powerful young Kingdom of Arania. In 

~~=~~n~~~;"!ho ;~:~e ~~:Ir g::~e,wi~~st~~= ~;~:~~ 
tribesmen and imP4!rial agents bent on foiling their 
mission to Kinq Ilyamir of ~rania. Rivermasters of 
Arania is an exceptionally well developed adventure 
wrt'fi"<:omplete description of a variety of events, 
encounters and situations, plus a dozen detailed 
maps and plans. Also included are detailed 
descriptions of a number of original creatures, 
characters and magic items. This is the tenth 
adventure in the Jahannam series and sells for only 
$3. It is also available in a larger format for 
store sales at $4.95. 

SIEGE & FORTRESS 
Thia is the long-awaited comprehensive gaming 

aid for use with any system or campaign which has a 
fantasy or medieval setting. It is a complete 

~~d1!v!~ ~~:ti~~st~~c;;~~~r!!eJ!t!~1e~ef=~~e u~!tuf 
text by Lew Bryson with expansions ~nd notes by 
Dave Nalle and Rick Bueker. Sections cover almost 
every aspect of medieval fortification and warfare, 
from economics to technology to social life. In 
addition, Siege & Fortress features hundreds of 
detailed maps and plans as examples and for use in 
any campaign, covering every major type of castle 
or aie9a engine. 

This b<x>k is exceptionalll well researched and 

~~~ht~~1~na~~;i! 1~1chpr~:!d ~~t a~o a~ur:~ie!~~ 
anywhere else. Siege & Fortress will be out soon, 
but right now you can reserve a copbe for only 
:!;~5~.ir~l~~i~~al.'l'!~r~~· and it will sent as 

.-
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by Lee Gold 

LAMlS CF ADllENT\R: 
by L• Gold 
Fr .. Fentuy "-5 l.nlWted 

Thi• two one of the nicest bo• coven I'.. _, on an 
FGU - of lota, ond contif'Uff the attractive E""""'Y of 
tw•ing black ond .tdt• covers on the book• -1.,. •. ;:ctJ' Adllenture ...., in boo fairly tl\ln ~·· one with cs iild t/ie other a 1 Culture Pack • It is 
interesting that in nor introcU::tion LN Gold says "Ill 
thne Y••• I twd _, dreMing of the ideal RoltM>lsying 
Syst.... It ..Wd hi .. a iliniaJtl of rolll.l'IQ-and a •ldlul 
of rol-laying", for as - to be the preferred stylo at 
FGU the dies - to dminate twra, Unql ~ sre not as 
.,...,_, i as they are in Other 5'6>s or F no Blades. 
There his :;yNrly _, a stron;i effort herW diliite 
mchlnl.cs to backgnuid, ~ it don not ll•Y• ,..rk. 

The fint book 1tarts, as all fint book• - to do, 
with chlracter creation. There are 11 beaic 
characteristics pl.. hei!t!tl•i!1>t, giander ond a fw 
others. There are a .ins.. of secandary c:haracter11Uc11 ond all of ti.. logically ,..._ry. The •lactian or 
be11c cheracter1st1c1 1s interesting ond •YI -thing 
abQJt the -· There are IUCh chlracteristice as Voice. 
ond Ajlpaaronce, as wll as Talent for •9ical -·· ond an 
internting di•ision of the _.. of the ilind into Craft, 
Prudence ond Intelligence. S... of thne 1tah are 
detel'llinad in part fr.- other 1tats, oll1ch is a bit 
confuling, ond the -t emoying ._.t b thlt they ara 
not arranged ar uplainad in any logl.cal arder, Unql this 
1s ••Y anou;tt to puzzle 1a1t for the axpari- player. 
119Qimen ...uld not gat throua1 the _...i - of the 
ruin. The n1cnt thi~ sboul the beaic otah 1s that, 
.tdlo a oyst.. for rolll.l'IQ ti.. 1s Qi..,1 an alternotill9 of 
:flocaUng points 1s allD offered, tlw rirat IUCh oysteo 
I 119 _, in an F'QJ ll'Nt ond I defWte 1'1p,._,i fr.- I 
rol9"1'loying ...-ti... ar. particularly inter.~ 
~ry stat la Piety, lndicating I c:Nracter'1 
ralotionolllp to his deity. 1'1111 first -tian ..,._ a lot 

~ in.tt':1t~ i:::i.'1'.: o;,.. U.:i~:::~ 11th1.!~H!ll1 
interesting, but .-.t confusing. No okillo are 
actually described, but they are clulifiad by catagori" 
of difficulty ond -f\llnoss to detal'llina '- hard they are 
to loam ond -· with •KMPl• of okilll oll1ch """1d fall 
into l9Cli of 10 cs~•· 5uccsa 1f based on a 

~taga-~i!! ~ =.. '7. ~t l»..,,th ~ 
hi!1> I tlkW •Y bo lra1nec1. A chlracter •Y ~ 
_,ializad tlk1ll1 with oll1ch tw la -t mra okillad. 
lllp,..,_,t by trainin!I la based on U. of training ond 
the type or okill. IJlprClll9Nnt by -•ire• 1s based on a 
roll u in ~. and again tlwro is I •.U.. lt.it to 
~t-:---TTot of control of '- the charocter 

~1-i~ ~ ~ rr.r.-.:!~thtiut,. ~~!11~ Nil~ ratfrei 9IJOd lkill eysteo._ .It .1a fairly u.i1e ond 
ployoble, but tws one •.tor probl• in the lWh ~are 
plocad on ~t. The 1y1teo """1d tww IUCh mra 

prolangad ploylbilir. 1f it •re mra _, ended. t..bat 
is 1l.Jople and 1trai tforward u wll. - ... it foll°"" 
tho rothor ...... 1 1t1c FUw().est mdol, with -rot• 
at.tack and defanse roll1, WI'Di"'in'""- rather conrustng 
optianol critical, fUllblo ond location syst..o, and a wry 
twall)' asphuis an ancurtironce. Witt-out tho optional ruln 

::'~ti~~=~lspl:y~i; ~ ~t!i!~c. to 
111

: 
playlbla. The •¢c eyst. la also fairly sl.nple, thou1> 
there don not - to be any indication of '- ano loerno 
spolls or ~rnatural _ .. or '- they , .. let.a to tho 
tlkill 1y1t.., Unql their oppl1cat1an is cloar. Agoin, 

~:.1.e..:,.~ ~·:1b~f•:;!!ti~~~a~~t- ~ 
create tholll ond '- to ..., thm, pl.. rand.- encot6lter 
t.obln ond r..- nan-ployar chlrocter 111"1t1t1on t.obln. 
There la oleo an index, .tdcti la alwo~ nics addition. 
Basically, the Nchlnice of Ln of tun aro fairly 
900d. It b 1 lWtad bu playlb~1y1t.. ""icti is 
••tr-~laJtible and 111"1t1lly oncoura911 rol-laying 
:"" ori u o~i~ o~ ~~t~t,ira~sir:in'" ~ti~ 
bu~• lhould not be a probl.. for uperircad pl1yer1 
""2 can dell with .nat era q.ddellnn mra than herd and 
f 11t NChonics. A ralUlt of this is that tho oysteo is too 

~~rt,.,.~.~~ tr. ~t~ti: :...~~ ~= 
bol11nd tho - a11jht -ol to u-. The -t crippling 
probl• twre 11 not in the mchlnl.ce, but in the 
organization of the rules. They are an llmst 
inconiprehenoiblo -· ~so! Ad\19ntu ... naadad . 11riaus 
editing, and should not Iii gano to pross in th11 fo,,.. . 
There are no cloar indications of Where one eactian ends 
and another begins, axcspt for paragriph ...-.. oll1ch ore 
in the titles. Sole eactians of uplanaUon - to be 
ilieaing 1llto91thor, especially in the parta on •¢c. 
Jllony tor. and concepts noad to bl described in ru:h mro 
detail. Finally, the •lactian of basic 1tah end '- they 
are •t 14' - llmlt nonsansicsl, u 1f tho outhor 
pr..!_bbed 1 hlndful of stata fr2111 a pile ond lllovad them 
,;r.thor as they ..,.. into •iew. I tww read dozons ot 

har~'t!'!!zf~L~I~ :"f:fn!r ~ ~f =~~!~ 
an nsanUallr 1l.npla syst... The rules ara not 
lnc....,rehensib 1, but tho lack of orgonization cloos rat do 
justice to the "'°Uty of tho Nchlnics and ideas. 

The _...i book is a 'Culture Pack' for 'lllythic Greece 
ond l'lacli.,11 England'. Illy firat reaction to this book ws 
di-int.tit. This •• mainly blca..- of rather 
1'1prnsi,. build 14' I hid _, for the 'Culture Ped<' 
concept in AL.ARU'IS l EXMSIONS. It twd lad • to _.t 
llOll8thing more l.npressi••• Basically, this 1s a !IDO'l idee, 
to presont s basic, f11Jtibl1 syst1111 of mchlnics with aids 
to co••r a •ariety of back9roirds in ""icti the 19Cfianics 
can be 1PPl1ad. Act.ally, tho f1r1t beck9round presented 
I.a fairly QOOd, and - best suit.ad to tho fle.ar of th 
mchlnl.cs In book ano. No •jor adaption """1d be naadad 
to - this setting. Info-Han a> the poriod, social 
act1'it1n, •gic, raU~, tlkilll ond cre1t.ures 11 :..,,,..,=: wf~~.!:.· i!-:· Ja~'r • ..,~=~o ri: 
infor.tiai is ... ful, 1f a bit tlketchy, and IUCh of it is 
interntil'IQ ond 1-¢nau... Purists should take note thlt 
it la mra 'lllythic' than 1Graace1 

, sort ?f l'lery Ranaul t 
filtered through Jllorgorat "4'ray. Don t 1PProach it 
expoc:Ung any re-lanes to clossicll "'Yth ar historical 
Greece ond you will find 1t 1 9IJOd 11tt1ng for edvS>t.uring. 
The 11'1ac11wll El)llland1 11tting lhould also be tak., with a 
grain of ult(•ybo uveral ). Again, 1t tws little 
1Wlar1ty to history or trodihanol llQlnd. lllra • haw 
~rd Pyle ond Arthur FW:ia- filtered through tho 
...tpr._..t Jllorgarat "4'roy. Pict.s - to be 1 """"""'-' 
race, ... lhin9 "'I P1ct111l rc•tors ...uld ,.... probably 

- killed y1a1 for 11ying. It ju1t 1sn' t po11ibla to caver tho 
: ""211 l'U:ddl1 AQes 11 one bockgro<n!, so there is a 
half-heart.ad Artfiurian fOCU1. There is .... interesting 
deta on lagtlndary mnster1, 1 nice -I.her tabla, 1 wry 
brief ICllnllrio and tho usual tables for encot6lter1, et.c. 
As a Ndi.,al hi1torian I find it twrd to be objlcUw 
about this -tion, becau11 it 1s d11t1nctly lhistorical. 
As a -ral obsaNatian it don - wfully tlketchy for a 
topic .tdcti really - mra de .. 1-t. I th1rl< thlt 
this 1Cullure Pack' .. .,,.. a I 9IJOd -la of '- to 
structure IUCh ., aid ond tho type of into to include, but 
1 •riaus aid of this sort ...uld noad IUCh mra det.111 ond 
mra 11r1o.a ICholarly rasaerch. lb thing la csrt.lin. 
L• Gold should lurn that Jllorgoret l'l.irroy tws been 
diocredited as 1 hi1tor1an of religion and "'ftholOllY for 
mra thin thirty )'91re and la not tho best -.res to -
so IUCh of a backgrQU'ld upon. I '- thlt there will be 
mra 'Culture Packs' evaillble, perhlps ldth 9<11ter det.111 
ond upandad -=-rioo ond caoipai!J1 desi111 ~lines. 
~ ~ -t~ la an intriguing ond pr.-iling gaooa. 

The o 1 111"1• 1y1t... for 1 11arioty of backllrouids 
11 I 9IJOd one. The """'1an1ca Ira belically SOU>d, 
Unfortunotly, tho ruln are d.-c!fully conf .. il'IQ and tho 
'Culturo Packs' noad fleehinl;I ...t ond 1 _,,.., grounding 
in hi1tory, "'fth ond Uterot.ura. This lo certainly 1 -
,...th checking ...t and •ybo pickin!j '°"' -ially for 
•-rirced Qlla ""2 can wde through the mngl.ad 1rea1, but 
as 1t etande it csmot touch its best pot.antial •rkot, 
slictitly ._rionced _ .. ""2 are looking for their first 
•rlous, •tur• -· FCU llhould •rio.aly consider 
inlartaking a 11rilalo rwilian ond reorganization of ~ 
'f AM"~ 10 thot it """1d be mra 1PProochabl.-"""iiii! 
Uir 1 pot.anUal. (ON) 



ca- tlw ~ don1 t - to be all tlwt ,_, just 
.. rsians Ind varienb or the old DID cl_, Id.th a ,., 
lklll dirt.....,.. Ind tlw epalll far dlrtarsnt types at 
-11 cut.rs (buically • gaad idn) to... tlw -
affect•, just dltr • ...,t -· As • ral~yl.ng ayata. 
The Arcarui a vary -'< Ind rot mrth )'Dllr awy. As • 
ll.Wi_.,£ or • murca far idns, e.pacially far All&D 
pla~, it lll.!tit be mrth • l.Dak. !last at tlw idns ... 
nat ,_, but ....... intarsstl.ng Ind •11 atated. This m to be anather ri·· (like 19'~ llyina Gw ""1ch Ill. t.we '-' fair y .. 
or 199r• 9~ is na '-" Id th curnnt trsnda Ind 
really can't caopeta Ill.th atlwr ,_ rsl•-· 

On tlw """11 The ~ is ans to canvinca • friend to 
buy ea yau can barraW laak at tlw ,., 1- ""1ch •Y 
interest yau. It is rot • bed pracb:t, but it .lust daesn1 t 
after llnDU!tl to ..ice it ""rth • •jar lrWMtmnt. PerhlQs 
Ill.th tlw atlwr baaks Bard 6-as pl- to !U>lbh ,.. will 
- tlw g1111 n- aut end inlpraved. (ED) 



lkill ayateo - to ...me, thmq\ ttw r..- rector could 
be -· tlw •loctian or lkill• could be .... 

=l~~!~:. =:~~i:1:f!: c:ir: i:...~1 "::. ':..ni~"f: 
chluctan devalcp. Skill• irc:rM• by •-rionca, -
.. _,uolly on ttw ~-1 ayatm, id.th o bit or tlw llDlD 
a.mot "-"ionco ·~- in. Thia - to be tlw 

=:!.~.CS=:- :=.:,,i~ondinl,:;:•~r.u~t ~ 
... 1. Skill• con oleo be illprovod by troining. !logic 1o 

~ ;:·~~r ::;i:ingond,,!;. ~-ti!-,-~~~~~ 
Potentiol, llhlch ~... tlw cancepts or ..,,. • pai ond 
roup, being ._...., by .. ing -ll•, clotal'llini'"9 ttw 
- or your opella, ond ragonoroting •1th alaop. Spelll 
1ra for tlw -t -t 1ntereat1ng ond wll clncribed. llbet 
1ra originol ond - 1ro quito 1ntarnt1ng. Tlwra 1ra not 
I gr•t -· or -ll•, ond tlwre 1a no c11rrerent11t1an 
of typn or achDDls of IOlgiCo One of tlw best idoH lwn 
1a that opell -r can be 118r11bl1. P!lrhlpa tlw bi-t 
prabl• 1a that tlwra - to be no opell learning ayatm, 
Everyone - to be obll to caat ... ry opoll 1r thly can 
caat -ll• at oll. Tlwra - not - to be Ol'ff lkW 
inwlved 1t oll or Ol'ff rol1t1anah1p to tlw lkill ayatm 
dealt •1th Mrlillf. A very r.. •gic u... 1ro ol., 
doscribld in this -uan. Finolly, w get to a.mot, 
.,,ich 1a done an • txna 1y1tm bleed an llkilla ond 
chluctar11t1ca, inwlving I lot or edjuo-.to ond 
mdif1cat1ano. llbet or Cllllblt - to be baaed on opeciol 
caMs ond 1tt.ock cptiano, -'> or oti1ch 1a dtalt mth 
differantly, ttoql 1 gra1t ..-r ore covt1ract. Attacks 
era beaed an percantUn, ond tlw uplanotian or juot '
ttwy 1ro done 1a rotlwr herd to follDW, thmq\ tlw •J<llllllH 
•k• it 1 bit clurar. Tlwra 1a 1 h1 t lucatian oyat.I 
~- in tlw chluctar Mt- -uan, but '""' lt ralltn 

tra="!. !9 ~~1:"'~· rol~, ":it~~~...!: 
=-.!~°!~t:~n:'~~Ie in~ ~~1~~:;-".; .!i'!~ "f: 
tlw ""°11• 11""1var, con01t 11 clofinotly tlw -knt or tlw 
mc"8nicol oectiano or tlw Nln. Bocically, thi1 
ccncludos tlw ..chlnical aectian or tlw -· Taken olano, 
Heh Of the d1ff1rant mochonicol aoctians of ll!!!!!!$ 
l'lntors is 1ntarnt1ng, ~a.mot is not <c> to par. 
'T'liiDrggnt prat>l.., 11 that thera is no integration or tlw 
d1ff1rant oyat.n. !logic ra1lly - to be -t or tlw 
skill aystm, and c::onOot IWIC!s to be port or tlw - llkill 
syat .. u Dlhlr llkUll. Tlwre era too •"Y ~ ond = :=: =1i'.:1:::lly Al1:a~ ~;;y i:~e _,~~ 
heavy reliarc:e an roncbl die rolls ratlwr tlwn 1-ginotian 
and originality. 

n. ....tndor or the - dtall mth .orld bockgl'CUl<I 
ond od\lanWre doaigno Tlwra is e nica large Mloctian Of 
wll-<lncribed and original _,.ten, llhlch include 
opec11lued hit-locatiano end everything elM you oaiittt 
rwed to knDW, • wll • - ucellant lllos. n... 
crnturn aro llJch ., .. original ond illaginotivo then tlw 
chlracter races, .,.thing llhlch atrikes • • 1 little 
•tr.-.ge, •irx:e •ny of ttw CZ'811tuns are t'lalnoid races. 
Scne or tlw craturn rnlly era •rwloua and i.ve to be 
- to be bal1-. Tlw Dnl n .. in th1a -uon 1a a 
ntlwr annoying roncbl t1'Moura and it.ls table, thDlql it 

=:m"!:.~ ~ ~~i~~tr~~!:;. toNe~ :" J:~ 
or th1nge to do .,,., cnaUng a charocter and tlw - to 
chock .,,., doing U- thinge. Actually, this 1a a ntlwr 
good ido1, beca- - aoctians era ratlwr Dbacurely 
DrQallized. Tlw -=one! _,c!ix 1a ....,tiolly en advontura 
.rl~ I.Md u e mgo .. ._ie or play, ratlwr detailed 

~ .. ":;{.. iar.ocu:; 
1:,.:~ly r::-":1~ ~ =oc= 

inwlved. This 1a follDWed by anotlwr a1111ler -1•, 
thi1 t1- focual.nQ on •gic. Tlw laat appand1x 1a e 
mdoratly 1ntarn£1ng dolcr1ot1an or a popular gaoibling 
- rrm tlw mrld, called Triad. A chlracter ,,,_t and • 
mp or V1ny1 (ehlped and colored like e potato) era 
provided. bn tlw ""°le, I'• left ll)'•tified in a -· 
Tlw """1• - - to be •t ror tlw mrld or Vinya, 
ratlwr Wddod to it, but tlwra 11 no 1'Ml dncrl!>tian or 
tho erld, -t for that llhlch 11 ~tal to -.nice 
or cnaturn ""1ch ore dncribed and a -tchy tl.Jlelirw at 
tho •tart or the-· Thi• - to be a pretty eerio.. 
n .. , uni ... Vinyl 1a a mrld •ithout eociety, ... ta., 
-- Df h11tory. . 

lluically, ~~ ~·ter• atrikn - - a ayat.I llhlch 
developed 1n a ~~ aclve canpoign1 as a hybrid or llD&O 
ond ~· Ti. rnult 1a better Integrated then .,. 

=i:'tar!f :~It 1'Ml~ ...=:t: ti!= .f"~"""! 
llkill-eed ayat.I or • chlroctariltic/....-..roll -
eyat.. In addition, tho Nln are retlwr confuaing, ond I 
auapect that playing -1th thm """1d bee.- annoying ..,tta 

:!.ckli!. tho~ ~.:,.,~1r: -1th ui-:'iit .!':!'9t~ i; 
- to i.vo no 1daa that rol~ying 1a eora then giving 

:.:-~tar -..cr:r~:i~ :.;~:~"Ti:·~;:r..::er:· 
life •1th intarnting dncrfftiano ,,.... ..... ricol __ 'i 
ond tlwt big •lling point tlw character' a carrJing and 
lifting ._city ... ~ to tlw ...... t pcuid "" tlw 
bock ..... r. Althclur1'> ttwra ar• a lot or roiq, ..... and 

ttw - - 1ncmplate, aopecialtl'. in the area or 
bockgro.nj, I UW. I can ,,..,....,., • ~· ror 
.- players, but • an aid, not 1 ~ •iJs* 
1a aillple end believlbla and could ••ily be adopted to rtf 



SEABORNE 
ENCOUNTERS 

ERIC OLSON 
One of the toughest encounters for a GH to run and make believable is an 

encounter at sea. Let's face facts, you're one small ship in a large ocean. Let 
me guess, you just happened to stumble across the hunting ground of that giant 
lraken; give me a break. Too often sea encounters seem extremely contrived if 
not totally ridiculous. Host GHs therefore avoid sea adventures or just say that 
your voyage took nine days and nothing happened in that time. In most campaigns 
it is either that or roll up wandering monster after wandering monster. To get 
away from this, I have divided sea necounters into five categories and I'll try 
to explain the logic (or illogic) behind each. With any luck this will help you 
to create more convincing encounters at sea. 

The first category of sea encounters is for those of natural origin. Being 
in the Naby (and putting my life on the line daily in the defense of democracy), 
I can truthfully say that natural events can be the most fearsome of encounters. 
A good ocean storm can send any medieval type vessel rapidly to the bottom. 
Weathercan be used to thin the ranks of bothersome NPCs, to separate forces, 
strand characters on desolate shores, or send the party into uncharted waters. 
Weather can drive the party into areas where you wish to send them or isolate the 
characters in potentially hazardous areas. One of the bes series of adventures 
•J group ever had was when they were shipwrecked on an island (with little or no 
gear or supplies) and they became the hunted instead of the hunters. Weather csn 
als delay missions and a ship can easily be driven well ofcourse or become 
totally lost after a strong storm. Weather need not do much actual physical 
damage to seriously hinder a party. 

The second and aoat commonly used form of encounter is the sea creature. 
Thia is probably the lamest encounter possible. The chance of an open ocean sea 
encounter should actually be fairly small. In the case of magical creatures, 
there are just too few of them and the ocean is too big. In thecase of natural 
creatures (whales/squid), they will normally not attack unless provoked. 
Creature encounters should only occur within easy range of land, as most of the 
possible creatures to encounter would tend to live in shallow water or be based 
off the shore. Fortunatly, few fantasy/medieval campaigns will be at a 
technology level where ships will want to venture out of sight of shore for fear 
of never finding it again, so travel may tend to be along the coast. You could 
also use weather or avoidance of another encounter to push a ah(p into isles or 
regions ~nown to be doainated by particular danger&. As a final note on 
creatures, re•e•ber that aarinera quickly learn which areas to avoid and this 
knowledge will be fairly widespread. Creature encounters should be used 
sparingly enough so that they do not begin to seem improbable. 

Another popular encounter is Pirates. You might think that the previous 
argument of a big ocean and a small nuaber of pirates would apply here and that I 
would also write off this sort of encounter. This is not the case for several 
reasons. First, pirates also rarely go into the open ocean. They rely on 
boarding and large numbers of fighters, and will not go far from the shore 
because of the difficulty of maintaining their crew. Pirates also don't just 
wander around blindly looking for ships. They tend to have a very good network 
of eyes and ears placed in major ports and know which shipping lanes to prey on. 
They will often have good information on the cargo of a ship, destination, crew 
strength and proposed route. In addition, there will be fairly limited good sea 
routes available for a given destination, making it fairly easy to find victims. 
Pirates will tend to avoid the aoat heavily trafficed routes, because they are 
liable to be patrolled by naval vessels as well. Pirates are not suicidal. They 
will tend to attack only when the odds are clearly in their favor. Pirates don't 
expect high-powered characters to be aboard moat ships, so this could be a factor 
working against them. They do like to take prisoners for ransom or to sell as 
slaves. They also like to take ships intact, as moat good merchant ships will be 
in better shape than most pirate ships. It is also possible that they will work 



for hire by enemies of a party or competing merchants to prevent a ship from 
making its run successfully, 

A popular encounter in fantasy literature is the appearance of the 
mysterious, uncharted island. This ia found in vorka by such writers as Clark 
Ashton Smith and Robert E. Hovard, among many others. Such an isle could be a 
potential sidetrack more involved and more dangerous than any objective the 
characters had originally set out for, It is always fun to spring surprises on a 
party vhich vas prepared for something quite different. A mysterious island can 
add a bit of spice before an adventure or perhaps be linked to the main 
adventure. Quite often these islands are the abode of a powerful being or a 
strange race, possibly capable of moving the island, or masking it from most 
passersby and cartographers. A good literary example of such an island can be 
found in Robert E. Howard's short story "The Pool of the Black One". 

The final and most important group of encounters are those vhich take place 
aboard ship, often as a sort of 'timebomb'. This sort of encounter usually has 
roots before the start of the voyage, but is not manifested until the ship is 
vell under vsy. Often this is based around members of the crev being planted by 
a foe to cause trouble, or around a fellow passenger vith strange and dangerous 
plans. Onboard a ship enemy agents bent on vengeance can be quite a problem as 
there is nowhere to run avsy to. Such a situation can develop into a sort of 
mystery; a whodunit. A rash outburst from the party or actions against 
apparently innocent persons without any real proof vill quickly alienate the crev 
and captain and make the situation quite hazardous. A fev plants in the crev 
might also attempt to turn them against the party and cause trouble for them. A 
popular vay to do this is to play on the sailors' superstitions and implicate the 
party in all aorta of deviltry. A crewman murdered vith the weapon of a party 
member is a quick vay to get that character to take a sving from the yardarm. 
Sailors are a volatile lot, and a good crev can quickly become a mob vhen guided 
by a clever operative. If you are going to use plants in the crew another good 
option is to have one there to stir up trouble on board the ship and a second one 
to cause trouble for the party once they reach their destination. It is always 
nice to finish a tough adventure and discover that your ship has left without you 
or that the natives are up in arms. The most classic timebomb type encounter is 
the unknown killer vho breeds paranoia aboard the ship. Night after night, 
crevmembers disappear without a ~race (easy enough to do vith all that ocean). 
As more disappear fear and panic set in. The crew whispers of the unknown and 
unclean, and look for an unusual element aboard to blame, like the passengers. 
Does this sound familiar? It is the kind of atmosphere which Bram Stoker 
develops rather well aboard the 'Demeter' after it leaves Varna in his novel 
Dracula. In this case the ship eventually grounded on the English coast with all 
the crew dead and tha captain lashed to the wheel with his throat torn out. In 
such a situation paranoia becomes as dangerous as the original threat as 
passengers and crew turn on each other out of fear. Another variation to go 
along vith this is the magical 'sending', some force or power sent by an enemy to 
pursue someone on board the ship unhindered by physical distance. Demons and 
undead spirits are good for this, as are storm elementals and other spirits of 
wave and weather. Encounters can have purpose to them, and need not merely be 
things run into randomly on the sea. 

Sea encounters can be far more varied than you find in most campaigns. They 
can be interesting and believable if you throw out random encounters and plan 
encounters in advance with some purpose in mind. That's not to say that each 
voyage must have an encounter or that all encounters should be fully planned, but 
determine before the adventure starts at least the general outline of what should 
happen. Differentiate between encounters in the open ocean or near the coast. 
Very few encounters except weather and shipboard events will occur in open ocean. 
Coastal waters should be the domain of creatures and pirates. Make encounters as 
logical as possible. Pirates are not likely to attack a ship with characters on 
it unless there is a rich cargo or they are being paid well. Remember the basic 
rules of the sea. No character should be wearing heavy or restrictive armor, and 
salt air does bad things to metal equipment. Finally, use the seas for vhat they 
are, a unique encounter environment which should add to your campaign and not 
just be annoying distance to cover between land-bound adventures. 



ECHOES 
FROM THE ABYSS r---"'--=-___,,.,,*j 

llt4ll Dcwc, 
71aanlr..6 1011. iAe copy ot AB}SS I J+. PL.ea.u 

I.ind vr.e.lo.ocd · u...u I J ot iAe IJ()()l{U7 OF f!ANY 
71{.[N§S, Iii& wou.l.d appuci.ai..& a uu.i.cJ.i in 
AB}SS. 

&A.& Oil& "II tJtought.6 on iAe 'z.in& a.. a 
i.lllol& and on iAe .......:ou.o Olti.icl&,o, . 

ConjUllU!g.o-.i.nJ..&11.ut.u&g, c1uJi..t¥ and al.out 
ught in l&ngtJt{ I don It i.iJu &d.liollial... tJtat 
go on 1011. agu. /lnvwav, I can n.&W.11. t.AUaJc ol 
IJll/ltJtu.g to '""II in "II &d.liollial...). '-"'-'-'-....,,'-'-'-..;iia'--,;._.1.-_;.,!!:._ ______ .J 

§cxU. · ot iAe Slave Coa.ot-l'• ~ I a.. I caU i.t 'uotJt 4'.ght.'(71&1. 4iu ot iAe 
COMot -.. iAe poW in .ouclt a long Olti.icl& liutttM.) tu.t aUAougla I no~ hold took.. and 
al.out M>IUi.JWtg - luw& uu..i.lg &Muglt ol in . tJting• bio toot """'II /.Ito• "II &41u I lound that 
De.i.LJ.u and DcAi...YcxU.. It would oho ltau&' AB}SS wu a/Aod toudt.ing "II ll0.60i li.a.iA..6 <Uu 
t&Vl l.£li.&lt .it flOU had gi.wn iAe al ;t; ti u and to the b«•dil ltJ 4aD.li ,.,wi.t, (jHf}D i.t .U 
.tat. 1011. the god..6, I ~ ath&i.t tJtat the tinfl, A.t.twollk in AB}SS u deploltal.l& uupt 
cutticl& wu -U thought. out. 1011. iAe co...u. lagout u ua.ooriaL4J good, 

In iAe Specu.t---U ut out and good tu.t i.t put • alt a li.li.b lttming to ltac/c .y 
point.6 Oil& .ode{ I ...ult I could get hold ol a .cofl.CIJliAai.i.<n tlvu>ugh a page ol •ol..id 
COP!J o/ lloM lWiftOM in ln.giand), thJcJcn.u4, 

7 hi. E.Ni ol iJual,v.,--U -.i.t.tui, tut I'• ABJS S I JJ hod a n..iu colJCltl .in..Ude col.J&lt, 
not too lc.un on /.i.cLi.on in .zin&.6, /.i.11.d page and I tound the 'Japan.e.u. &.Li<vtg' 
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In tho Spocul.uo' -tion or this i--. As for n tho 
-in or orUcln on vori- ll)'tholOQin ""1ch "' ho111 
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diocuas, "' don't do thia n tt.y do in Coit~ 
~. becw "' pr:wfor the Pft1PKti111 dill 
'iriQDCJS, nat juot biQ!llr -.t1ra, and thlt tlwu camat 
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-1111. 'Aleo, by not providing atata ond giving 
dotailld dolcripti111 intormtion thnl orticl• an nat 
liaited to wrr &1.ng11 ayato.-41] 

DJ.a dltu.i.t., 
IJu.joc1t46 l&ai. to11. the two z..in.u flOU "6&llt 

u.o. I kl(U a .de cofl/,tuld lill&ll I .-.. an 
ilau.ican add-u..u .ta.pcd on tJte ou.t4i.de aL.ong 
willl an ln.glUlt po6bta.1Jt.. "-• /.i.11.d ol 
a.tl•-dort 1 t f/OU l.iJt ta/cl_ 11.0i&•P"'41Jn.g 
.6£'1..iou,o4l S&C0r&d4, flOUlt /4i.lt.4 ddaU.cd 
~ u an ~ tau.t ot AB}SS. 

yea1i, a/1fl""'l/1 I WU 1.IUf/ pl.&a.ud to lwzll 
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'judge' ilau.ican 11.0b-p"'41&11..6 on kl(U .60IU 

~ ti.la csdl&d 'l'lazu and lfuncMin' Oil 

.6a.dltJn. 1 tiJu that w/a.i.clt ~ U .aA;e f/OU 
aU out to u potvai.i.al. ~ 4&CllU.i.t..6 wUJi 
~ p.6flcltu. YoUll -gaz.,iM.lz.u..., 
~, U.. 't a Ugla.t uad. and I dJ.dn 't I.ind 
.ii. pa11.lic11la"'41 ~, tut a.. a .60UllU 

of .into~ I tind .ii. Wlfl/1 Wit/I 
~ and - tJtan a li.li.b UM/.ul. 
7 hi. ""'41 AB}SS di.cJu. IA ..tiat d .6ltould u 
-a.in.g olout{ Rf'9.in.g) and do&M 1 t d.j...ug& into 
otltM Oll.&46 u lt-i.gltlf/ ~. I don It t.AUaJc 
I . could aci;oaplUlt tJtU /,&ai., tut I/OU do i.t 
mi•a«tv. 

I u.c.cni4 *1lt to an opt.U..ian and 
dUcoU&llcd I lttm& 'o...u-iDrtg-~6' Oil 

.4 cO..W. Oil the OllLJd& in I J J lg Jon 
ScltuU.vt.. 111.tAough '.4-7ea.' and {111.0gll.lJMO.U 

i.iJu i.t Oil& l.auglaal.l& in the wav the hi.Mu 
Oil& .indut.lw.cta.l.l&, I ltof'&Ui.4 dOll 't -.. how 
tlt&/I can po•+i.Ll.iJ ~ IJll/lon&'• ..,._ ol 
uaLU.y and /cnocJc tltei.A. rWr.d awav /-'t010 tltei.A. 
µet on the g.t.ourad. ;a..u., how -=u hl.ltou in 
pll.Og~ W&ll get /c..i.lbdl lwrt lill&ll tAeu 
get .60cJccd in the tau.r llOthl.lt loud.4 J hall a 
doz.ui "lUu.-6, tlt&/I .6t.i.U 80/l0g& to lttm& the 
..U.U to f.lai.U.n. the tadd.i.&, I 6 tAU 
uali.•t-ic1 IU6 poW al.out 11.ol&-p"'41ing teing 
a llOU .ua.l u~ titan .60oU l.e1..i.&w .U 
hMUt tulLdhi.t. ~u.nllg in a flOJU ol 
Run&Ou.ut "II cMl&actvr. wu .iJuultcd lg anothl.lt 
p"'41&11. in a ~ ""'IJ••I "'1pU!tly 
.. fat;atcd and .600ll i.t led to an ouiA.iglti. dud 
ha.Lt a ail& undellg11.0und wi.iJl thl. othl.lt 
~ wai.cAin.g Oil. I '41.J.callu ttat.J.,va.ed 
the oppon&llt, tu.t WU cul a.tl OIJ&lto .4tf.vr. a 
,,;,,;..u{ and anoiACJI. µgltt wUJi a ducJcJ Ip.wwi 
Pat/JgP<IJ"'6 jM, f-v l=oll.J.U cMl&actvr.J dJ.u ot 
a~ /wut.t, In thl. /.i.g/&t.6 I'd U6cd 
~ to ~ """ oppollVl.t' • tau--J.t 
11.0i&•P"'41.in.g aJ.d"6 flOU lg .i.r&.i.t<.at.ig flOU into 
the U.6& ol W&IJPOll.6 ol at1fl MIU gua.i..&lt titan 
flOUll .,_ lod/I tlwa I t-.&i .ii. u a lad tJtu.g. 
I tMJuld M.W.ll da.u "" &Uitll a 11.0clc aga.iJV>t -Oil& .jn ca-4& tltei.A. lDtlv COuidn It ta/cl_ do 
Aci.uD.Ug, h=J.ng 110u.tltcd alt atoue, I t.AUaJc 
I'll cOtWt.ad.i.c.t -vu.Lt. Rcl&-P"'41ing can u a 
good ~11 to11. .ua.l Liµ. ~ tut 
on.lg 4 the gl'IJ.ng u ot the tut qua.l.ltu, 
de.taUJng ,ouclt tJtUig6 a.. a .6ltaJtp pain J.n thl. 
ut. in /all ad.ju:.ti.ual to-. It the gl'ling u 
not 1 OOI tlwa tlt.in.g• wla.i.clt Oil& Wit/I bapolli.an.t 
Jn .ua.l Liµ., .6Uclt 46 pain, can u oU&llloO/ud 
and ,/.gll04cd. U-. wUJi a good <-zgbt.at.i.oll i.t 

· U..'t &a.6fl to ui411ali.u pain Oil ...ut.jgo i;li.U.,,,t 
11.0l&-p"'41.in.g and i.lllo .uallg wviL6 to? 
Rcie-P"'41.in.g U llO llOU .ua.iUUc tJtan flOU 

..A:& d--46 ti.bu Oil& no llOU ualhtic tJtan 
tlt&/I Oil& .ode. IU6 li&ole poW .uallg Un It 

WOii.tit Wlt.i.t.ing "°""' "'"" d.jd I/OU put d J.nl I 
ltof'&Ui.4 dep/.ou M.twv uJ.olvr.u Jn ti.bu a.. i.t 



IWML6 gowt &ind to U., ..aA:e.6 U. at:.C.£Pta.Ll.e, 
CD..on.p.lau, etc., I d.eplou. U µ11. U.ou 
.ua.ioM, l.ut love U. to11. Ute action., Anyway, 
I hon.utiu don.' t t.A.i.nJr. µlJt&6 etc, can. fMl-palUt 

you pll.O~ tOJt luJMh ualitiu, 
, Ciu.Ll..u.at.ion., .i6 ~ on. pJtOlect.in.g il..6 
popul.alion. tA.otc Ute ou.U.UU 11/0llM and n.o 
peMOn. W /uU>n. 1 t ex.~ liuin.g 11.0Ugh 
.UU,,UU Oii. otJ.UJ.de /.Ae pJtO:tec.t.J.ue CDCDM can. 
u.ad to 11ealiiiu wU.Aout a ~ge ot 
dupo11. to Ute event, un..l.e.64 IA.cu au. 
p4gcltopailU.c(i.Ai.cA .U a ~l.g ea4!I 
date ot &ind to u.ach. and a.l6o Vell/I tu.ptbi.g 
to l.ecoae on.ce t.tu.Ud), Li,t£ 4/touldn.'t te. a 
gaae., l.ut aanlU.nd luu, aa.de u. 40 "' cu.atbi.g 
c.i.».i.U..6ati.Oll4 wUA pattlic.ui.alt l.a""6 and laaU..U 
and wag4 ot 4COJtbi.g pobi.U, l'fon.eg, poWIVl, 
to- au. tU.tlvten.t wag.1; to get pobi.U, and in. 
goin.g to11. ~ pobi.U you get gowt 
'ex.pell.iAnce pobi.U', Ciu.Ll..u.at.ioM 
auto.aU.ca.Uu tuJtn. peoph and euen.U in.to 
pi.auin.g p.U.cu, each. wUA h.u oi.n va.lu.e, 
tW1A0uevettaLU.i.tg and µ1111i. In. gen.ettal. t.Ae.6e 
p.U.CU a=ept Ute ~. Even. Ute u.n.egade.6 
and cAeaU get c.bu..1;.i./,Ud, .6leu.otgtwJ, and 
µ.Ud undeJt ceJttain. Modin.g-6 i.Ai.ch. t.Aey g11.ow 
to ac/cn.owbdge, A.I 1110.1;t ot U4 luwe to put up 
wUA kin.g palli. ot c.i.».Ll..u.at.ion. I iAi.nlt t.Aat 
Ute .U p1tact.i.ca.Uu 4pe.aldn.g n.otA.i.n.g 111011.e. than. 
a gaae(un..l.e.6.1; you' u. at Ute ex.li!.ute uuL6 ot 
Ute pol.e), you can. ch.oo4e n.ot to Pl.au Ute ga.e 
and -6Up out ot Ute du.a/II ot Ute and 
h.uto11111 l.ut ali.Aough U..U .U p11.ol.a.Llu one ot 
Ute n..ice.6t ex.pell.iAncu to en.coun.lelt, µ./Jc 
eil.hvt. tuL lod, Leti- out 011. ..U.1;bi.g out on. 
.1;ou.th.i.n.g, .1;0 UJc.e a coapu/,6.i.vll. gClJlll..hJt l.Aey 
11.elwtn. to join. Ute hollli.u. Pt!.opl.e can. 
CDMpJ1.0&i..61!. lu goin.g .1;chi.zophlt.en..i.c( get an.at.All.I! 
l.al.d), l.ut t.Aat '4 a coWO/fdlg wtUlt!.. Oh Ut.i.t, 
u..u talJc de.f"ILdll.ll..I; - and ce..niA.ll.6 aJtOund I.All. 
quut.ion. ot w'aa.t '-6 Ute all a.Lout-
l./J.JJJJlJ.JJl, Hll.apo do141Vt, 

I'd a.6k to11. a /A.ll.ll. plug to11. 
7.A.7.7,L.l.(7tti.l.utll., Adven.i.uA.ell.'.1; 7avll.ll.n.--7ht!. 
luCJtal.i.vll. liccAan.gll.), l.ut t.Aat , 4 puUtbi.g "'II 
Lucic. a Lit taJt, and I'• n.ot .6Uu. U. would le 
.uch .61!.1!.U.i.Cll. to A.ull.icall41 actuallg I'd I.e. an. 
ujU. n.ot to a.6k to11. a plug, -60 g.i.vll. U4 a 
plug, wouldgal Pl.ea-61!.? It you wani. to mow 
111au. a.tout 7,A,7.7.L,l. I'll .6efld on. cl.ul. 
~ ~ w'ien. t.Aey au. pll.in.tll.d, lju, 
gu, gu--I wani. to le an. i.ni.e.ltnaLion.al 
.l;Upt!.llc.e.l.dA..i.tg, g11.0IJl!.l1 g11.0IJl!.l1 wh.i.n.ll., 111oan., 
wall, Utlull.p, /lgff., 

!JI!. a.l.60 plan. to lM.n.g out an. RP9 .1;oon., 
It' LL te. caUt!.d -6o.ul.A.i.n.g p.1.ll.i.en.i..U-6 l.i.k.ll. In. 
Ute I.aqll. o/, Ute (iocU., l.ut U .i6 Lloodg 
tU.tt.i.cult to cou up wUA an.gt.A.i.n.g 011..i.gin.al 
wUJt all OU/I &iJuJ.4 cloggll.d up wUJt /.Ae 
we.LL-mo- .1;11.6i.uu--u.e 1.tu.i.c .i.de.a wuld le 
qui.le .1;ound hoMIWl!.ll, 

A.I taJt a.1; Ragn.aJtOlc., I hope U. 911.0"'4 and 
g11.ow., doun. 't te.CD- J..petu.on.al, doun. 't 
le.CD- un.oJt.i.g.iJl.al wUJt .f.U .i.de.a-6 and ..Jc.u 
oodlu ot Ca.6h and to- t011. you, 

So long, good Lucic., agU4 da.i.n.te., 

l'fal!lc. O'l'fwtchu 
Loughlin.do141.1 C.O. Dul.Un. 
URE. 

pncUcal okl.U•. I giass I ju9t play with gaod ""9. Illy 
._ri...,. hu bMl'I thet I imnUry with Sf chu'octan 
- 1r they die or an IY.lrt, it ...ttiz• • to pain, 
In the - way I idmntiry with chu'octan in mvias, 
They IYJrt, I IYJrt, at l ... t peuchologically, I •Y be 
wird, but I th1ri< thb 19 probably noral, Ir I play9d 
-~red~ - 1-.d a chu'actar r--.1 1Ipakid 
Paddypw91 I'~ trorJil• idanUrying with WI 
chu'actan. I'• ..ad to .,_ai!J'ls .,,.. .. I j>lay naliatic 
chu'octar1 in a bel1-bla •tting .,.re rantaay 19 ju9t 
an aapact ar a C1111Plata world, m I rind it ••Y to l9rn 
rr""' st role-playing ._riancaa-JS] 

Dealt Dave, 
ljd 111au. ~ on. A/Jl}SS(IJ5 to le 

ex.ad). 
C.On.jwtin.g.1;-good to .6ll.ll. you au. doin.g we.LL 

in. Ute IJJ(.. I hope .1;0, .. $1, 50 an. .i..6.6Ull. .U a 
Lit .uch taJt ABIJSS, I iAi.nlt gowt AlJliJ 
ucpluu..U in. U..U .i..6.6Ull. 1lllJll te. a l.i.g ..utalc.t!., 
7ht!. DRA90N .U .1;0 Lall.gt!. t.Aat you ha.vi!. n.o chan.Cll. 
goin.g again.d U.. Not all gai&in.g 111agaz.inu 
ha.vi!. lXJll..i.Uwi.1 don.' t µ11.gd t.Aat tht!. Jl)URNAL 
.U .1;t.i.ll on. Ute tWllllc.d( put out lg 9i1V) • 

I would l.i.k.ll. to .6ll.ll. A/Jl}SS tin.d a n..i.cht!. 
~ U could U a gen.ettal. a.id. tOJt Ull..i.oU4 
JtOlt!.-pl.au£M, tgp)./..ie.d lu attUc..l.u UJc.e 
'7 ote.-6 ', 'Rol.l..e.46 ot Ute Sil.a' and 'In. tht!. 
s pll.culu., tM• u..u .l..6-6ull.. , lM 901.elll 
COll<lill.uct.i.on.' wtU ot 4.i.rc.i.lwr. .1;tgh and quaUtg 
to tJlli..i.cl.u uA.i..ch I CDuld ha.vi!. µund in. DRA90N 
.agaz..i.n.e. 

I n.olicll.d Ute lbJA.gllLWIZ. .l£ttll.ll. in. 'lchou '. 
Pll.llhap.1; you could pll..i.n.t /llOU. ot h.u ~. 
Ute tMJO ot /JOU - to gd along Vil.II/I we.LL. I 
do tA.i.n.lc. all4WIVl.bi.g 1.etteM .i6 a good .i.de.a. 
ljou 111.i.ght a.l.60 note t.Aat ll.IJll.ll/IOn.e uno WJtou a 
1.ettell la.6t .i..6.6Ull. wtU 111011.e. Oil 1.eu n.t!.gat.i.vll. • 
I.1;n.'t U liu you ~t!.d lu.1; atten.lion. to 
ptl./U.phlAal Opt!.11Qt.i.oll4( ca/l.dga.u, adven..i.wtu, 
de) and .1;pen.t 111a11.e liu on. A/JI} SS? 

811.gan. 81.acJc.we.l.l 
~,AL 

[Naturally, w' U cantlrua to try to aaintain - illprova 
!ha lflSlity or ABYSS. A9 t8qU9Stecl you' u rind an 
article rrm Oa11a ttargra11a in this issue, the rirat in a 
ngular Hrin ar pieces ""1ch ha1 U be writing ror ABYSS 
,_ thet he l"aa -rged on the gaiaing m once mre. 
Hate to tall you thia, but the nason w pay arara( tho.qi 
not anou\t>) attention to other acti•itias - lns(though 
a great deal) to ABYSS ia thet our other aparationa _... 
-.y - ABYSS is a great pit ""1ch 19 doing 11at11Blausly 
thoH is...a -ra it b..-s even, This is the nature ar 
•!!"Zinn and w can 11118 with it, but our other 
JU>licationa an ba¢ming to rind 1 grawing -et, -
provide the aonatary - ""1ch allawa .. to conti,... to 
iaprova ABYS5-0N] 

9ll.l'li.1.ellle, 
A CA..Ut CDftall.n.i. a.tout yoUJt ORI(jINS MJrltVIM 

in. .i..6.6Ull. 115 ot A/Jl}SS. /Jhen. de.c.i.dbi.g on. Ute 
.6J.i..ll. µ11. ORI9INS, Oii. Ute -gll.lllen.l ot 
ORI9INS, Ute choice .U a.IJ4Jg.1; 1..1!.Wun. Ute 
opt.i.Oll4 uA.i..ch-all.ll. actuallg availalh, It we. 
U.U. owr.uluu on.l.g to pul.ect 4J.i..u and 
~. - wUl ha.vi!. WllllJ !leaM wUA n.o 
ORI9INS at all. !JI!. at 9Al'IA a.l.60 did n.ot UJc.e 
I.All. locat.i.on. ot Ute d.e.a..l.e,u 11.00lll 40 taJt /A.a. 
Ute ll.IJenU, l.ut .6J.i..ll. locat.i.on. .U otf..en. a 
f'll.oUmtc. In. Dal.la-6 I.Lui flll.all. Ute Olf..i.gin.al 
.1;.f.te -.6 .uch l..e.tteJt, l.uf. WU pullll.d out /.ll01ll 
undeJt tht!. ORI9INS . co-111iitu in. .1;p.i.te ot 
con.i.luz.ctual aJtJtan.geaenUo !JI!. we.Ile utt IMiilt 
&lill£ll a=eptbi.g Ute n.ei.i .1;.i.te, llU4hin.g a latd. 
111.in.ute ORI9INS in. 8a.1.Li.1110u wUA n.o acWan.u. 
P'''iidig and Lu.t1.e liu µ,. pll.ll.PQll.tlln., Oii. 

luwin.g n.o ORI9INS at aU. And a.1; t011. 111av.i.n.g 
Ute .6J.i..ll. /Ao• c.i.tg to c.i.tg, we. all agll.ll.ll. in. 
acWan.u. t.Aat to11. thou ot U4 ilto can. go to ANlj 
c.i.tg 1 /Ja.ll.ii.ou, U f'll.Ol.a.Liu /.Ae led 1>.f.te, lJ.t 
µ11. thou uno can. gd to Dal.la-6 l.ut n.ot to 



Bal.tbtoll.L( J.,11., -nu Tvcat.-Cl/UUJ. gaMll.M} a lu4 
tJaan. f'll.ll/..ll.ct OR!yINS J.n Dal.Ltu U. ~ 
6Upll.Jti.011. to a f'll.ll/..ll.c. Ollll. J.n Bal.tbtoll.L, 

IU.cJc. LoOlai..6 
'f '4fJ.ng BulJ.a.lo Inc.. 

flt is nice to - that CW ...i the people l.nwlved are 
indeed concerned wi t.h 1.ioprovinQ CJUGINS. I t.h1lic ,.. can 
ell ogree that it is rn":: ror ORIGINS to be a national 

~~1:: ~I~;:\,.,,~Jit:~ ":.,~ :i-bif":: 
advance ..-rch berore ccepting a lite. Ir Taxaa 
gM9H had bean asked about the prospect. or ., IJIIGINS 
in Dallas they tight have pointed out thet attandonce at 
Texas convenl:.iona is el,..ys axt ... ly low .nd that 
DUCON the year berors had bean rather poorly orcianl.zad. 
At the - U.. it tight be nice to •t opectric aita 
~...,ts ...i epecific outliMS ror ?1JIYl1ng event. ...i 
progr- wit.h Wl1cti the convention ~t would have 
to "°""ly in order to hold IJIIGINS in their citr• Ir 
IJIIGINS camot do - t.h1nga bec:a.- it ....,Ua ly haa 
to go beQQ1nQ for --r9hip aroon:I the COU'ltry then it 
is l'llt, In rict, • nationel. convention ...i perhaps should 
l'llt be..., .. such. J,.t ... wng to t.hiric ebout-4] 

lkaA. Daw., 
T/&.1.4 U. a /.ollc.6111 ~ pa11.Qg11.aph 

kto/l.L I gu de..,,,. to ~ and tJU.n.g-1> gu 
Uoody. So, Daw., how you tun.? 116.atui you 
hod a cold, ./>UIU hop11. .Lt' 4 l.e:tte.ll. ljou ah.xig-1> 
4ound .tiJu a Wtano-11.tWagu c.alU.l when you haw 
a col.d. !Ugltt. buiuglt ot t/iai., 

Scott 8J.zall.. lkall. 1111.. I'• u.aL -1>011.11.11, I 
lon6 Wll.Or&g al.out lAJ.clt ot iJlll. ga/U.-6 I 11.11.JJ-U.wed 
lon6 iJlll. o.ldui.. .4 ll.ll.a.6ona.Ll.u iA.Ut 
ltJWJIUn.ati.01& f>ll.OIJU tliai. V&V 1on6 .iJrdud 
A.11.l.e.a.ud µ.,,..d. I'll .6aU .Lt aga.bt: I 1on6 

Wll.Ong, A.tout tJud.. Na..J to iJlll. 11.Ui .ot .Lt ••• 
I .6Uf>po411. I .61tould k. cool and ~J.onal, 
l.Jd '~,I Thai pU.-611.4 1111. ol/.. So ltll.IU 
1111. again., Scott. I'• wJ.ll.btg to Le.Ue.w. iltai 
yOUll. p11.oJCUUiy to yoU11. ganut lta4 clo~ an 
o~ t.btL abrd, l.Jd I lon6 aUo wJ.ll.btg to 
kt you could 4ti.ll uad. I .t.a.id J.n iJlll. 
ll.ll.IJ.i.11.w tliai. I could k Wll.Dr&g/ I 1on4, Aflyoflll. 
w'to 4aW iJlll. V&V .6Uf>pL.uwa.i.4 lon6 laughing up 
iltUll. ~ at JU.1 deun 'i iltai tnaJc.11. you 
µLL k.th.11.1 Bui iJlll. 1=i ~ iltai I did 
not 4ll.ll. any 11.1Jl.tUnu. ot .6Uf>polli tJ<0111. 'F{ill.. Not 
J.n PaA.Od.J..611.(iAJ.clt U. -u dmvt "-6., pal), noi 
J.n IX. Thai' 4 iJlll. /=i-6, Scott. 

Now. W. - It.Lt you w.Ltlt 40all. ot iwy 
opJ.ni.oM, wlt.i.clt QIU, ot COU11..611.1 ~ opl.nl.OM. 
p 11.i.aatti.lg I I ilUnJc. iltai you couJd haw tun. 
.011.L pef4 and ~ t-to• iJlll. aa.i.n pol.ni JI. 
you hod <Uc.i.tUd iltai 19/1 11.11.JJ.i.ll.w lon6 aoJUL/..lg 
l.anlcll.upi kcau.611. I ,.,,,u. /ml ot iJlll. pall.tl/.t.e./. 
W- 'V&V' and 'DliJ'. Could - dA.op iJlll. 
/.ooiwoll.lc. and ia.tJr. atout iJlll. u.aL l..6.6UU ltll.IU? 
I ltaull. .61l.11.i.oU.6 PllOLhM w.Lt1t iJlll. 4ydll.. and I 
d..i..6ciu~ iltu J.n -u 11.11.JJ.i.ll.w. I'• a 11.11.JJ~, 
tliai.' 4 w'tai we de. I 1

111 noi a caialog11.11. ot 
copyJt..i.glti data, no11. aw I a cltll.on.J.c..i.ll.ll. ot iJlll. 
daill. ot ~fl J.n iJlll. ga.wJ.ng lllVllc.ei.. 
IJani anoiltll.ll. opl.nl.01&? I'd k u.aL up.6U JI. 
il&.J.4 all.ant tJw.t. I halJll. to dinlc pad you guy4 
at iJlll. n.e.d. illDdll. 4'1°"' 011. ganut con. I d1.riA 'i 
LiJu. YOUll. gantll. 41/dll..1 I hod to .6ag IJw.t., 
S otU.Li.ae..6 pcoph den' i .tiJu iltl.ng4 I lllft.ii..e.. 
Thll.y .6aU 40 and I ll..itltll.ll. iaJu .Lt Oii. I iaJu 
~ w.Ltlt .Lt. I den' i lllft.ii..e. i1tu at/. a4 

c.u.i.i.ru. So ~k. 40lll.ll.l.i..ru - gu togUltll.ll., 
- ia.lJr. al.out .Lt, and ~ you Uaclt - a tLw 
iltl.ng6. ltayk I Ull you ao11.11. al.out h°"' I 
loolc at iltull. iltl.ng4 and ..Jiu. T ltl.nlc atout .Lt, 
and ill' 4 not gu fla4iy al.out il&.J.4. IW.vi.ll.w6 
au a Jt.JJA, /.o11. Loth pallil.u J.nuolull.d. I'd 
~ not k. hlJ- ~4, l.Jd I don't 
wani. io kco1111. iJlll. '-on ot ""-lL61tJ.t, ll..itltll.ll.. 
Tltl.nlc al.out .Lt; we'll ia.tJr.. 

So~ I lon6 40 11.11.a.6onaUll., Dau11., I aU.6i k 
gutl.ng ol.d. lli.clc Ian a11.ound a l.Ltih t011. 1111., 
wJ.ll youi' Tltanlc-6. Lai..&11.1 • 'loll.d.. •• 

[...,,, 

"-PtM, VA 

[Lew's letter is • bit ..,tionel., but mak• a basically 
valid point. Pvhaps it is the style or review which he 
writ• to lliUch .- •Y object. However, the style ...i 
a rew tecmicsl errors camot invell.date what are 
__..tially valid criticl- or the gaioea lliUch ha 
rsvi-. To plea• his f- Lew will be back naxt 1 .... 
wit.h mrs ~rherc gmoe rsvl_, including IX: He£!!!1S• 
So.!p!r S!ec!ron ...i -•el others~] 

ikaA. .4DljSS Stott, 
Aclc, when I a61<.uJ. you 40 LlunUu to pl.clc 

up yoUll. act and de kil..11.11.1 l.Ltih did I lcnow 
tJw.t. .4DljSS 135 lon6 goflfla k il&.J.4 good/ 

I tound 'Toill.M' to k qui.ill. dull. I 
wou.ldn. 'i e.>ep11.ct tJw.t. tJ<0111. We Ol6on. I 
U.6Ualiy ilUnJc. M U Oflll. ot YOUll. l..£d Wll.i.t.ll.M, 
'Onu Aga.bt 011.i.gi.M' lon6 4olli ot a ~. I 
would haw 11.ai/tM 4ll.ll.fl iJlll. 4paCll. ~ t011. 
ga.wJ.ng aalll.ll.J.a.l. '!011. onC11. I 11.fljoyu 'In iltll. 
S p11.culmo ', though iltll. tuMI/ tla.J.n.g U. iltai I 

·den' i lcnow ..Jiu, l.Jd .Lt lon6 good, I lolJll.d iJlll. 
11.11.1Ji.ll.w6 .ot iJlll. 'TSR' p~, ihll.y i.ie11.11. 

pll.Uiy tuMI/. '&lll.M ot iltll. S11.a' lon6 we.ll 
doflll., l.Jd .Lt .6ll.ll./U.d UJu. a l&.J.4io~ lu-1>on. 
T ltll. Lui an.li.cLll. J.n iJlll. i.liolll. daJrua.ed -gaz.iJlll. 
lon6 'On yol.11.a CoMilluciJ.on'. VII.II.I/ we.ll deflll., 
I wani. ao11.11., I ~ .011.11.I I lJ.lcU 'lcltou' a 

lot t011. oflll. tea}Oll. ll.ll.a.6on. I noil.cU tltaJ.. you 
plt.i.n.i ~ ll.IJll.fl J.t ihll.y QIU agaJ.nd yOUll. 
-gaz.i.flll., and I at1&i.IU iltai IJ&ll./I aucltl lj ou 
guy4 QIU a c.la6.6 act( tJw.t. U. when .4DljSS JAn 'i 
laill. and I'• noi .ad. at you), Lad ot all, 
iJlll. ll.Uflflll.ll. up /.o11. iJlll. k.d allil.clll. lon6 'Tltll. 
l.y11. ot OcUn.'. I den' i U.6Ual4 UJu. tJ.c.tJ.on, 
ild I lolJll.d il&.J.4 / ljou 'd kil..11.11. µ,.u.lt iltll. 
do~( p~i' ). AU togUltll.ll. il&.J.4 Wa4 

ck~ kil..11.11. tJaan. f>ll.ll.IJl.oU-6 u-l>UU, 
H.11.y, ha..J al.out addJ.ng a coal.c dll..i.p, guy4? 

S otU.i.JWr.g 4.iAU.l.att to ''f i.flll.OU-6 'f i.ngll.M ' would 
k gll.Lai, I would aUo UJu. io 4ll.ll. a ucil.on 
ot flll.W -gl.c .i.f.e.m.6. l'/ayk aUo a 411.ciJ.on on 
di.atol.J.6Jtl 011. iltll. dwtJc to11.cu ot lj 4gallilt. lj ou 
al.gltt ll.IJll.fl de 40IU.ilW&g Oil /.oll.ill.ll.-6-611.4, 
4illongho.idA and 4.i.ll.g11. we.apoM. I'd al6o LiJu. 
to .6ll.ll. T-SltJ.lli-6 w.Lt1t Vian./.oll.d alli 01& iltll.lll tealc.ll. 
a coad.aclc/ H.ow al.out .4DIJSS pi.M1 tlw.t. al.glti 
k good. IJll.ll, tJw.t. '4 all /.o11. 1111. now. 

J,oM t. 911.11.11.fl 
CAJ.c.ago1 IL 

[Therb ror the ._uone. _.. have coneidersd J:\n\l.r:ig 
• caa1c •trip rrm u .. to u.., but ea rar ... havwi1t 
_, rrtf W11cti had bot.h good art ...i decent l'anar, though 
• did nn a eerf• or one-fr-rs by Tm Curtin .... 
1- back. llE ll keep looking, but • caa1c strip will 
have to be or hlr. "'811~ror ,. to nii lt. I can 
prcooi• ., artic a an • it.. co'"1ng in the naxt rew 
1- - even ,,.. -Shirts t.h1s --·· As ror 
atrcngholds .nd seige weapons, I'• arraid you'll haw to 
pick 14' S.1! and Fortr•• for that(it llhould be out 
eaonj. 1181#\t put an extract rnn it in ABYSS, but 
thet • a sort or shoddy tt>111Q to do, ai-t like J:\n\l.ng 
a big ad for the book-4] 

ileall. Ragflall.olc, 
I hod jU.6i opll.flll.d iJlll. daph ualJ.ng ABjSS 

135 when a nou dA.oppll.d out i.fltoll.aJ.ng 1111. iltai 
JI. I wani.e.d to <1<W11. -v.u.lt µo,,, an ' ••• Ull.ll.nal 
plun.g11. J.nio a uad clta.6a ot dalrJcn.u4, uni.Lt 'u 
iJlll. .i.Mign. and i.tUa.6 w'tJ.clt ABjSS p11.oul.tU.6' J. 
.61tould 11.11.-up. IJll.ll, J.t I CJJe11. liad any deul.t.6 
al.out ll.ll.flll.Wi.ng, iltai cltangu -v .wut. I 



/teLl.l.1.y love you, oo I'm oendi.ng $18 /-Oii. 18 
.U.ou.e;,, 

f'ly •of!.1!.!J d.ov..n.'t come P<.u. ol- ~g;,, 
ho•~tVt. At the Lottom o/- the le.ttvr. u.u a 
note cuJc.iAg /-Oii. co~, 1>0 htVte they aAL , 

7 he /_iA.ot iWl.g that I d.o a/-ttVt dv..Vt.oy.i.n.g 
moot o/_ the lllClga.Li.n.e Vr.y.i.n.g to get the oiaple 
out .U. to iWVt to the 'C.OnjwU.ngo' oeci<.on to 
/_.i.n.d. out i..Yiai. I'• .i.n. /-Oii.. I llW.ht oay tJtat the 
iJ.x> tJt.i.n.g;, I liJ<.e W1.01>t atout the lllllga.Li.n.e aAL 

tJte ~e o/- lwntOll. you /ffWl/J_ge if> ..a.i.n.f..a..i.n. 

tlvwughout and. the UXlJJ you ;,a~ Jtead.e.M /_/I.om 
the munc.M.i.n m.e.n.i.a.Ldy, A/.itVt I d.UcovtVt i..Yiai. 
woll.li.;, o/- wiAd.om Daw. ha;, to im{Xllti if> the 
~' I iWVt to the u.vU,.,,,, I liJ<.e thv.e 
Lecau.->e I ltA.Oily appu.c<.a.ie the f-"1110/l.OW> yet 
gllJltVl.Cl.lly Vt.ui.Jt/_ul tJtoughV.. you leave me wli.ft 

ato<.ut V<llUow. gG.lnL6 ( p;utiy luvid on 7S!I 
1>omei<.me1>1 aALn' t you?), IW a /_ooinoie to 
tJtU I have to tell you how much I enjoyed. the 
u.vU,.,,, o/_ the ;,upvth.vr.o game;, Ly Lew &y;, on 
.i.n. 133. A/_ttVt I /le/Ui. thv.e ,oeclioM, I ,o/U.p 
to an.ythl.ng i.>Uch ca.ichv., 1111J eye, Somei<.me;, 
the thl.ng;, I /_.i.n.d. ;,u/_/_tVI. /_/I.om the ;,ame p11.otlem 
I have wli.ft otJttVt 11..0le-play.i.n.g maga.z.in.v.,, 
7 ltU .U. the i.ric.hu.ion o/- new mon;,itVl.,o, new 
Vt.eaAwuw and. new god.,o, I ..uppooe oiJttVt 
people may /_.i.n.d. them w.e/_ul, tut, <./_ I had 1lllJ 
way, the AD!D ,oy;,iem (the game I play mo;,t) 
would. coM.U.t ol- the Pla.ytVt ',o Hand.Look, 7he 
Dun.qeon f'lru.i..tVt ';, 9u<.d.e and. mayle the f'/on;,i..tVt 
f'lan.ua.l /-Oii. u./_tVl.ence, ljoUJt tJtoughV.. on 
JXVU.ow. ru.ped;, ol- the 11.ole-pla.y.i.n.g wollld. aAL 

w.ual.41 tltought/_ul, .i.n./-olllTllllive and. 
~t.i.n.g (that doun 't mean that all.liclu 
on Vt.eaAwuw 1 god;, and. moMitVl.,o aALn 't 
~t.i.n.g, tut I would. ltaiJtvt Jud C/lR..a.ie mu 
oi.n ), I w.ual.41 /le/Ui. each .U.;,ue wli.ft Jte.lUh 
to d.UcovtVt i..Yiai. people w'io = 't Vr.ying to 
appeal to munchk<.n;, tlUnk atout 11.ole-play.i.n.g. 
All in all, I enjoy ABljSS. 

In clo.t..i.n.g tJt.U. leti..vr., I would. liJ<.e to 
Jtet:µLV>t .i.n./_o11.111ai..i.on atout ,oulm<.ti<.ng all.liclu 
to ABljSS. I have enclooed. an SAS[. f'/o;,t o/_ 
the wollk I have done .U. /-Oii. ADK.D, oo 4 you' 11.e 

up to yo= ea/I.I> .i.n. o<.m<.lall. all.liclu, pleaoe 
tell tU.1 tut ;,end the .i.n./_oll.Tllai<.on an.yUXlJJ. I 
have enjoyed. yowt maga.Li.n.e /-Oii. the pru.i yea11. 
and. hope that the next.. ughteen L<.-montltly(?) 
.u,,,u.e;, wi..l1. Le jw.t ao good.. Pleaoe make owr.e 
I don't ~ ABljSS #36. 

f'lwtk C. K.Utoe 
Ctvtleton, f'II 

flllark asks for our aintributor's !JJidelines in tUs 
letter, and that's wrth a brief cooment. We are always 
looking for rww writers for ABYSS, especially if they 
have something innovative to say, Articles on AD&O are 
al,..ys ...,learned, though we also like articles -Hcable 
to gaming 1n general, It wuld also be nice to see a f.,. 
nDre articles for popular game systtns like Cherl¥>ions, 
~. Rol-ster and Call of Ctrull'l.J so tnit""Ciir 
;rarr-wr1t.ers IOiidn't hive toc:over these systtn:S. 
Basically, ..., will look at anyWng, but for a better 
idea of what we went ,.,st, do what lllark did and 9llnd us a 
SeH Addressed St._d Envelope and we'll send it back 
with our !JJidelires ercloseO--ON] 

Because fantasy should be mo re t h~n fight ing. a nd 
magic is never mecharncal . 

Playing Aids to Enliven Any Game System 

THE HANDBOOK OF TRAPS 
AND TRICKS 9.50 

104 non·killer traps & pu zzles 

DRAGON TREE SPELL BOOK 7.50 
224 spells & 4 magic systems 

BOOK OF ARTIFACTS 7.50 
251 magic items & construction 

methods 

AMAZON MUTUAL WANTS YOU #l 6.00 
4 low·level modules with plots 

MONSTER FILE # I 6.00 
48 new illustrated monsters. all levels 

. clown. thou perishes! ; o r. to thy better under · 
standing, diest: or , to wit . I will ki ll thee . make thee 
away , translate thy life int o death , thy liberty into 
bondage ; I will deal in poison with thee. or in bastina · 
do, or in steel; I wiil banty with thee in faction ; I will 
o'er ·run thee with policy; I wil l ki ll thee a hundred and 
fifty ways ; therefore. tremble a nd de part '" 

Shakespeare - AS YOU LI KE IT 

Such labor'd nothmgs, in so s trange a style , Amaze 
th'unlearned & make the learned smile . 

Pope - Essay on C nt1o sm 

Self Addressed Stamped En uelope 
for free catalog. 

Master Charge VISA o rders 

plus $1.50 postage and handling 
Send to: 

1310 College Ave Suite 1151 - A.'I 
Boulder. Colorado 80302 

"I encourage 8\IBryone to - out the new Arruin neterial, 
becaU98 it is one of the best developed 8ria""lmoginative 
role;>laying caqiaigns I know of and should be valuable to 
players using any syst ... •--oave Nalle(ABYSS #JS) 
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