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A FEW M W i PARAGRAPHS FROM THE EDITOR (Lee Gold)

This fanzine is sefiup as a monthly discussion apa (amateur press association) for SF 
fans and others Interested In role-playing stefantasy games. It should give us all a 
chance to discuss rules and share out* own special ideas, and to write up expeditions 
we've been on. The opinions expressed In It are solely those of the Individual 
contributors and do not necessarlly reflect those of the editor. ' . .

I

2.

If you,-have a contribution for A&E: , ■
a. Type It up on a 9"-wide stencil (in Amerlca,N'lNE-hoIe) and mall to LEE (SOLD, 

3965 A M  a R d , Los AngeLes, CA 90066. Include $l/stencM. Or use an 8.5"- 
w|de stenclI (In America, FOUR-hole) and include $1.50/stencII. Type 1^^
*horjzopla!Iy.(centered), lines 5-64 vertically.

b. Print; It, yourself; copy count'Is 500.,„ $10 handling charge for bulky ,
, Incl uslpn.s', Do not use the word “advertisement" to describe the contribution.

c. Send Lee (Sold, and she wM! stencM and mimeo It at $2/page (or
fraction of a page). TypIng automatically Includes Improving spelling and  ̂
grammar (and may Include a few new typos). It may also Include.editorial 
comments. Those who want their deathless prose left Intact should-type It 
themselves or ask for it to be photostend led at $2.65/page (or fractlonti

UNPAID FOR MATERIAL WILL NOT BE m Im EOED NOR INCLUDED IN A&E. . .

The fanzine wIM cost as follows:,. ;
a. Non-confrtbutors: POSTAGE PLUS

If you contributed to neitherthe current nor previous Issues.
2) N6thing...ff you contributed to the previous,Issue.
Cantrlbutors: Free, no charge for postage. US (non-AP0/FP0)*sent UPS; extra
for First Class;-'(Sanada/APO/FPO sent First Class. Other countries sent 
Air‘Mai1/PrInted Matter. '
For trade with other F&SF Gaming fanzines only; mailed BOOK rate.
No fixed cost subscriptions are possible, since postage rates and 
contribution credit,may vary. Butiyou may send a check or cash (US or 
foreign currency) to Lee,(Sold, and she will deduct costs and Inform you each 
Issue how much money Is left. When there Is no longer enough money to send 
A&Ey she will so Inform you— and at your specific request return the balance 
of your account to you. , . .

rs.at stores: pay the store what'evei^d* charges, : • ‘ -- • .,.v

b.

c.
d.

e.

3. Back Issues: check the Table of Contents page for available back Issues;
Cost Is $1.50 plus postage.

POSTAGE: please Indicate -your choice of mailing options.
US (non APO/FPO): - iplrst Class ($2.58, 4 days); UPS ($1.59, I week); or Book (63tf, 

3 weeks). iFf*0/AP0i only First Class and Book options are available. UPS 
cannot be sent dtrectly to a PO Box.

CANADA: FI rst Cl asS as above— ôr Book at 83<t.
OTHER COUNTRIES: Book (83<f, 2-3 months) or Air Mall/Printed Matter (3 weeks;

Brltaln/Europe— $>.98, Australia— $5.38).
If no money Is aval I able for the type of postage requested. It wlll'besent as 
efficiently as possible. Mailing two Issues at once costs much less than twice the 
cost of mailing one Issue— by any of the options. PLEASE let us, know If you move. 
Book and UPS are noti-forwardable.' • . .

If any copy of ,A&C,l^as mlsslng-pr 11 legible pages, notify Lee Gold and send a 
self-addressed, stamped ehveIope-jand a replacement page; will bemalled toLyou.

NINE-hojIe stenci Ks fo(;^saIe at 2DP' pliis postage. (PLEASE read the n e ^  page 
carefully before trying to type up a stenclI.



SOME NOTES FOR WOULD-BE CONTRIBUTORS WHO HAVEN’T TYPED STENCILS BEFORE

I. Buy 9” wide (9 hole) stenci ls (or 8.5” wide, 4-ho_|e stehci l's~and think a few
kind thoughts for the pr i n ter) •li. Your stencil will have" a f Him sheet (transparent 
plastic), a wa^;-Impregnated" stenci t attachied at the top to a heavy; p^per" backing 

(DON’T detach it), and a. bushibn (tannjsh or white paper or black carbon). 
Buy STENCIL CORRECTION FLUID aka Gdffvl u (iî uaf I V" b1 ue Or grebn) . CORREiSTION . 
.FLUTP for xerox/offset typitig w-i 11 not work ftroperiy.
Type with the typewriter ,ofr;'̂ enci I setting i(Cr remove thê  ribbon)— with the f1 Im 
between the stencil and the keys--ahi± the-cushion glossy side up (next to the 
stencil) between the stenciI and backing sheets You can reuse the film and the 

oufi anŷ  ti ssue. paper separator - between film and stencII.) 
l in§s:;5-$4. (If! you bought'--"church bulletin stencils/’ start
the, top of the ftrst box and>’type to the bottoch of the second ' 

across centered (70 spaces on a plca^.typer; 84 on an elite), 
double Space between paragraphs. Don-t type a paragraph longer

E.

3.

4.
cushion. (Throw 
Type the sfencii 
five Iines below 
box. Type 7" 
Single space)
than 15 IInes If 

5, Correctfnlstakes
you want your stuf,l read easily, 
by daubing Corf Iu over them, jetting it dry, and retyping,

Aftet typing the first stenc11, hold the stencil up to'a lamp. If you can't see the 
light clearly through the letters:you typed, you aren't typing hard enough. (DOT 
MATRIX and DAISY WHEEL typers/printers usually need 3+ impressions on each letter.) 
If your underIinIng cuts through the stencil, you're typing too hard and may wind up 
with Ink spots or a torn stencil. - . ;

For mailing:
STENCjpt-- Do 
Is NOT

romove the film and cushion. DO NOT DETAtSH THE BACKIf^ SHEET OR CUTTHE^ 
not crease any folds |n the stencil. Cardboard backing in envelopes 

necessary, ... , . ,

If you have over 15 typos or misspellings per page, the page wiI I .fee retyped. 
Please note: ITS = of it, |T’S-= it is; THEIR = of them, THEY'RE = they are.
No space after an opening quote or parenthesis. Two spaces after a period.

Old corf Iu gets 
boTtle— or usei

(A vert--,

DIAGNOSING PROBLEMS— after seeing how your stencil printed
If a few words or lines are too light, the problem may be corflu. 

thick and doesn't spread well because .the ether evaporates. Buy a new 
less corfib., '

If your mistakes print even though you corflued them, use more corflu. 
leal light streak or overalI lightness is the fault of the printer.) r.

Remember to lift up the.film and apply corflu directly.to the stencil--and wait 
aimrinute for It to dry before typing over it. If .you don't;.use a cushion,, l ift tfeS' • 
stencil away from the backing sheet before corf]uing; otherwise the stencii wilI be ., 
stuck with wax to the backing sheet and will ^mOdge or tear. When co rr^t I ng ai large' 
area, rub it with something blunt Jike a paper clip's rounded end before c^rfIuing. ■

DEWING ON STENCIL meaus scratching the wax with a sharp tip that won't cut the 
stencil. (Try a toothpick ify.you don't want to: buy a stylus^) Put a-stenci I drawing 
plate (or a sheet of sandp̂ grpar). under the stenci I. ■■ , ' - , ^

If some of your" typed letters (the ones with cfrcles I ike a, b, c,di(g 9̂ ,o,„p,, q) j , 
seem blurrier than others, the typer's keys ate dirty. Clean out the encrusted Ink 
with a toothpick or unbent staple ar old toothbrush. If your typer sometimes cuts 
out'the center of an o or other circle letter, don't worry. If it does so consist- : i 
ently, type less hard or don't underline. NEVER underline more than 2-3".



Back issues: ^68, 70, 76-103. Or check with Balboa Games, 630 l\l. Ulillou, Long
Beach, CA 90806 at $3,15/issue including postage. Or with Dragon’s Lair, 8316 
Blondo, Omaha, Neb., 68134 at the same price (for § 5 8 , 60, 63, 65-6, 68, 70+).

TO APPEAR IN ^105 (%y): barter, Dansie Wilson, Dansie, Straus, Sadoyama, Brooks,
Clarke, -Clifford, Keyes, Burchett, f̂ cLachlan, Goldberg, Del Grande, Steuens, 
Plamondon, Bauer, Short, Gilham, Schuall, and Saunders...about 85 pages (3-14-84).
This issue contains 
Cover
A Feu Paragraphs 
Tantivy
Agents of Chaos 
The Other True Way 
Leagues Unlit....
Death Star on the Horizon 
The Colgar Chronicles 
The Chronicles of the Ancient Empire 
An Anglo Scottish Chronicle 
Death Stars for Fun and Profit 
The Dark Ages Pages §6 and §9 
I'lontmorillonite ( ânrO-War Bird 
Knight Dreams of Coup 
The Otyugh Obituary 
The narco Polo Explorers Club 
The nurderered faster nage 
The Least Key of Solomon 
Terra Ferretae 
Uardhuset Tvehovdingen 
Kzin’s Corner 
Alabaster Albatross 
The Sporadic Wiking 
FRP Herbalism
The Scribe of the Elfin Kingdom 
I Was a L9 nu for the CIA 
True But Probably Unimportant 
Chronicles of Zonka 
The Price of Power 
The Science of Unreality 
The Golden Dragon 
Ephemeral Transactions 
Sapristi Nockos 
The Zine with No Name 
Tales of nagic ^
The Dark Ages Pages §^^ (sic) ,
Calacire \
Notes from a Bad Dn 
The Elven Archer 
Golem's Corner 
The Chaotic Kaskara

transfer through the modem. If YOU want ___ ________ _____
and verify that we're home. I'll warm up the computer, get UTE running, and turn 
on the modem--and then ask you to call our modem number, 306-6752. Then again 
maybe we should establish net.games.frp.a+e. (The current net.games.frp seems 
chiefly interested in Adventure/Zork.)

iilarch 14,1984 
Lei 1 BL
Lee Gold 4 WH
Lee Gold 4 PK
Steve Gilham 2 BL
Quentin Long 6 WH
Brooks & Flin 4 GR
Adrian Bolt 2 YE
Jenny Hein 6 WH
î att Stevens 4 GD
Peter Clarke 3 BL
Adrian Bolt 1 BL
('lartin Wixted 8 WH
Nick Carter 4 PK
>'1ark Goldberg 2 GR
Vincent Foster 5 WH
Kate Gehrke 3 WH
George Phillies 2 GD
Hank Griffin 3 YE
Robert Saunders 1 YE
John Robillard 7 WH
Dana Carson 3 WH
Simon Cornelius 6 BL
Torbjorn Ragnesjo 6 WH
Lee Gold 1 GR
John Bambach 3 GR
Lew Wolkoff 3 PK
Steve Jones 1 PK
James Roberts 3 WH
Richard Schwall 1 WH
Bill Karieva 2 YE
John Sapienza 4 GD
Daniel James 5 WH
Peter da Silva 7 WH.̂
I'lichael Johnson 2 PK
Ronald Pehr 7 WH
I'lartin Wixted 1 WH
David Jacobson 3 GR
Brian Lane 1 GR
Bruce Danner 2 GD
Wilson Heydt 14 WH
Paul Waters 3 BL

1 UAXen/nets. Send stuff 
barry). We haven't yet

to;
tried direct
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PUBLICATIONS OF POSSIBLE INTEREST TO A&E READERS

ABYSS, ed. David Nalle, bimonthly,. U 0 2  21st St. NW, Wash DC, 20036,; , ■
$1 .50/sample, $7/6 issues; $13/12 issues; offset, digest-sized. _ , :;

DIFFERENT V/ORLDS, pub. Chaosium, Box 6302, Albany, CA 9/.706. Offset, slick, i.-
DRAGON,LORDS, ed. Ian r-iarsh, Avalon, Grains Rd., Vfelmer, Deal, Kent, C T U  

ENGLAITO; 60p/issue (checks payable to Mike Lewis); digest-sized, offset,. —
THE FANTASY GAl“iER from Steve Jackson Games, Box 18957, Austin, TX 78760;

3 issues/$8; 6 issues/$13; bimonthly.
THE FANTASY HERALD, pub. Sun Reach Pubs., UU Candleriggs, Glsagow, Scotland,

3 pounds/6 issues domestic; international rates on request; digest-sized, offset..
NUTS & BOLTS of Gaming, 3753 W. 80th PI., Chicago, IL 60652;: $2.25/issue; one 

year US $10.20. Prozine. ^  ^
VfflITE DWARF, pub. Games Worskhop, 27/29 Sunbeam Rd., ;London N̂ ’HO 6JP, ENGLAND, 

75p or $3 per issue; slick, offset.
THE WILD HUNT, ed. Mark Swanson, 40 Bow St., Arlington, MA 02174; $1.50 plus 

postage; Boston-based APA, monthly. _

M33 3GS, ENGLAND, 4 pounds or $15 per year. Offset, digest-sized.

' : A BRIEF GUIDE TO OCCASIONAL ABBREVIATIONS FOUND IN A&E

D%
HI:! ■

perceptilerjdice HP ;.Hit Points RQ Runequest
D# #-sided dioe ■ HD :Hit Dice D&D Dungeons & Dragons
SP Spell iPoints L Level VD&D Variant D&D
2H Two-handed;: K iThousand AD&D Advanced; iDfeD ;
AC Armor Class EP Experience Pts LRS Land of the Rising Sun
HTK Hits to Kill EP Energy Pts AG Arduin Grimoire *
PBM Play By Mail FP Fatigue Pts YRS Ysgarth Rules 'System
HTH Hand-to-Hand BP Body Points LoA Lands of Adventure
GP Gold Pieces XP :Experience Pts OS Other SunsJ f

STR Strength BVC Bardic Voice POW Power CL Cleric
WIS Wisdom INT Intelligence : SIZ Size MU Magic User ■ '
DEX Dexterity COW Constitution , AGY Agility T Thief , "
CHA Charisma APP appearance : Wpn Weapon F Fighter ■

RAEBNC = Read and Enjoyed But Wo Comment ct =: comment

A6E
• i'.i

Alarums 6 Excursions
.; 1,1 i '1 ■ •:

DW 'Different Worlds WD VJhite Dwarf
TV/H The Vifild Hunt TD The Dragon EGG E. Gary Gygax

PLEASE express alliHP or damage ranges as dice iinstead of numbers. ; .
That is; say 5D10 - or - gxDlO, but NOT 5-50. T h d n k ; y o u lov 'm  v ' -

. ■ i - ; i'p l i  ,  ̂  ̂ .i ■ * ’ i ■

NOTE for those ;puzzled by A&E's Table of Contents: • " ■ : ' o.i. •t' nv
a zine listing in the ToC includes the fan magazine's TITLE, AUTHOR,; number’'of . 
PAGES and COLOR of paper for easy location in the apa.

BL
GD

Blue
Gold

PK
GR

Pink
Green

VJh
YE

VJhite
Yellow



TANTIVY 
by Lee Gold, (213) 30B-7A56

LANDS OF ADVENTURE is finally out. A&Eers uihb placed advance ordets should have 
gotten it by ndu (except for those overseas who requested it Book Rate), LoA is 
still available at 9 disdouht to A&E subscribers, td be sent out with your A&E. 
LoA is $12 (probably plus sales tax) at your local store. For A&Eers, it's: 

$10.00 shipped UPS or Book Rate, (it will not be sent First Glass.)
$14.00 shipped Air to England/Europe.
$16.00 shipped Air to Australia.

It sells for $16 (againOTHER SUNS will also be available at discount to A&Eers. 
probably plus sales tax). Sent out with your A&E, it's;

$13 shipped UPS or Book Rate.
$T9 shipped Air to England/Europe 
$22 shipped Air to Australia

The LoA Gf'l screen got omitted on purpose rather than by accident, to keep down the 
price of the game. If anyone is interested in the Gf'i tables (one sheet, photo
reduced, all the tables a GN is likely to need while running LoA), I'll sell them 
to A&Eers at 10 cents each. (And please feel free to photocopy them.)

LAND OF THE RISING SUN has nearly sold out its first printing of 4,000 copies,
Bizar wants a new version, compatible with C&S II. And somewhat shorter.

I've starting thinking about a SF-oriented LoA Culture Pack— at multiple Tech
Levels. (And apologies to NICOLAI SHAPERO for misunderstanding him about his offer
to collaborate.) Since I plan to base the High Tech Skills not on reality but on 
science fiction, I think I can handle this myself ^/f^/simplistically.

I've been asked what sort of floppies this computer likes. It takes 5i" double- ' 
sided, double-density diskettes (recorded at quad density). The operating system 
is UNIX. I don't know if stuff written under XENIX or VENIX or such is compatible.

TOKAIDO NO SHIl^BUN (Tokaido Newspaper)
Ninth Nonth, 1st day. A funeral was held for the daimyo's dead mother— and 

the 13 samurai who had died fighting the fire mage. They were buried in the same 
plot as the old lady and given spirit-names indicating they were now her guardians.

The bulletin board had an order from the Regent that all travellers must have 
their passports inspected before leaving town. A number of people asked to be 
carried as companions under fiiiebose's passport, •'lebose asked his newly hired 
servant to look into everyone's background. (He already knew that two of his 
acquaintances were cats; now he found out that a third was a fox.) [And the 
servant turned out to be the son of a man who had deserted a ninja clan. The 
entire clan is searching for him to kill him. But Nebose doesn't know that.]

The ward head of the fire-mage's district was dismissed, and Lily's cousin's 
husband was promoted in his place. And gave a party in honor of the other cousin, 
the restaurant owner who'd arranged for fall foliage for the daimyo's mother.

Two lovers committed suicide in front of the bulletin board. None of the 
party recognized them. [The woman had had her hair cut off a few days earlier. 
She'd turned Buddhist nun in mortification, then realized she couldn't give up her 
lover. So they killed themselves. The hair cutting had been done by the ikiryo 
(living spirit) of the girl who was to have been forced to marry the fire-mage.
She ended up getting engaged to the brawny sword-collector instead.]

And the medium got possessed again by the ghost of the Eta robber Dirt-Boy. 
This time the Buddhist priest was there and dealt with the situation, lecturing the 
ghost on the bad karma it was accumulating— and promising to do something about 
informing its grandson about where its stolen treasure was. (And also sent a 
message to the town's magistrate.)



RESPONSES TO A&E

SAPIENZA; I'm going to index the Herbalism data so as to make genuiHe 
encounter charts by î onth plus Area (e.g, 'aJoods> Gardens, Riuerbanks). I'll also 
include C&S B W  for each hetb. And theh'FGU is going to ‘publish the thin̂ '. ^

HEVDT; ' Personally; I’d let Hawking' (dr anyone else) mbke his oun' decision as' 
on risking his life. Glad to see you did*misstate your position when you said ’ 
you'd "sacrifice'' ALS sufferers other thac Hawking to improve Hawking’s chances.

GALEOTTI: The theory was to have a basic firearms matrix based on Power of
the propulsive charge plus weight of the shell--with rifling, shell shape, etc. 
modifying range, damage,'ahd accuracy. Ahd'then probably giving a list of a few ■ 
sample weapons. In a world with stunne'ts, blasters, neurowhips, etc., I'd ekpbct 
the standard weapons list for firearfns would be h-ighly limited, if bniy because 
there were so few customers. And ammunition types would be equally limited,

FRASER: Gamed out NPC stories are writeups. Others are fiction,

FOSTER:'’’'I‘'doh’t have a dictiohaty with the sources of French words.//Nor-a 
pronunciation guide for 17th century'English. ' 1 pronounce'Alarums in three sylla
bles.//Loutzenheiser’̂ t system was for Shock,' hot Pain.' Shock is baused by damage; 
Pain by nerve stimulation. 'A paper' cut or migraine headache can be as painful as a 
broken toe. Shock is related to' chance of' death; Pain to chance of losing morale. 
In short, there are a lot bf differences.//^y ct to Shapero'was'a hitpick at his 
seeming to have said that no caste knew the others' languages.//"See Previous 
î lonth" was used for hetbs alteady desci-ibed but still flowering*in* a later month. 
//I didn't draw the bacover. This comtient should Haye*been ditetted to Wixted.

SAPIENZA (again): I'designed A&E to fiouMah and be profitable. I didn't
quite expect the market to last this long. Or that the friendship network it 
established would get me (-and others)' elevated to the ranks of Filthy Pro. * '

' SHAPERO: See earlier'apology. I am truly sorry T misunderstood'*you./•/! feel
that Psi is a Category of which Telepathy is one possible Skill. And that Nega-Psi 
(which can lower the chance of Psi success) is also a possibility. (Earth
lings are probably equally balanced between non-psis, Nega-psis and Psis, which is 
why sd''little PSionic stuff seems’"tb be going oh. )//See ct thish to Galeotti. 
//Creating alienS as slightly” mutatad'sentient versions of Earth critters doesn't 
satisfy'The. ■' I liked Butler^ s'alibnfe' in SURUIUQR (with* the chamaleon-like 'fur) for 
their convincing originality'.' Abd-'-Asimov'S Emotiohal/Rational/Parental triads for 
the sahe reason. One of these days, perhaps',' I'll put some of mŷ  aliens into A&E.

SHAW: LoA î lagic affects minds''but not the'physical world,' Loa Fliracles can*
affect the physical world, because* they invoke its source: the deities. *LoA
Thaumaturgy allows Fliracle effects to be achieved by COagic spell skills.' Tragical 
control "of the'elements'can be treated as one or more Thaumaturgic spell skills 
(and the GFl could easily rule that in his campaign, the spellcaster would not be 
aware that a deity was ihvo.lved).//i’fy viewpoint is Undoubtedly terrotentric. On* ' ' 
the other hand. Technological’Levbl's'effect on Craft'bnd Talent is labeled an ' 
Option. In fact, in one Sensd'all LoA rules are optidhal, since the opehing notes 
state that "The GCTs word is law and overrides any of'the game rules." ' ' "

NATTER ■'6, I
rj'’I. !
■) nribi lii

Just got a phone calT from Deanna''Sue Ray saying' thht she add' Jason hai/e 
moved to 215 Kim Sue'Lane, Buellton, CA 93427; the'phdhe''nbmer is still (805) 
688-2024. * ' ■' ■ ' • * **

■'-I'i



GUILDS ET AL: I was rereading Suetonius' The Lives of the Twelue Caesars and
happened upon this passage (describing the reign of Augustus). 'I'lany pernicious 
practices.. .had surv/iv/ed as a result of the lawless habits of the civil wars or had 
even arisen in time of peace. Gangs of footpads openly went about with swords by 
their sides, ostensibly to protect themsel\/es, and travelers in the country, ,
freemen and slaves alike, were seized and kept in confinement in the slave-prisons 
of the landowners. Numerous leagues, too, were formed for the commission of crimes 
of every kind, assuming the title of some new guild. Therefore to put a stop to 
brigandage, he [Augustus] stationed guards of soldiers wherever it seemed advis
able,...and disbanded all guilds, except such as were of long standing and formed 
for legitimate purposesi"

COWENTS r T N . ■ ' .

TANTIUY: We've got a modem but the software to let the machine use it is
still on order,1! Be patient, hackerS.//Psi Ratings: On secohd thought, a couple of 
these look too much like Psi versions of t''lagic* I think I'll rethink how Psi 
creates Compulsions and Illusions, so as to distinguish the two approaches.

SAPIENZA; Given that the military equivalent df [derogatory term] is the^ 
"barracks room lawyer," how about "rule Shyster"? To me "rule behdet" sounds like 
someone who plays a variant version of the rules.

, As indicated above, I distinguish among l''lagic, Psi, and Science-beyond-our- 
Tech-Level. utagic is a craft depending on symbol and ritual--and improved equally 
through study and experience. Psi is a native ability depending on self-control/ 
willpower— and improved chiefly through experience. Science (whether beyond our 
Tech level or not) is a craft depending on information-gathering and inductive 
logic— and improved chiefly through study of experimentation. The results may be 
similar but the mental attitudes of the practitioners are exceedingly different.

SAUNDERS: As an established adult of 41, I wish to go on record as Claiming
I can still gain new skills and advance in old ones.//Given the super-natural 
events the Domesday Era thought occurred, you might need to leave room for some 
sort of magic, if not the typical spellcaster variety. I'd also suggest infrequent 
miracles by the saints— and also infrequent coven activity.

WOOLLEY: A good Aging system should start by defining normal lifespan for
the species (e.g. 75 for humans, 110 for hobbits, 500 for dwarves, 5000 for elves). 
It should define puberty range (onset to completion). It should then divide the 
remaining lifespan into periods (e.g. "young adult"). Each period should have a 
chance of modifying appropriate stats. (Wisdom/Prudence might well go up with age, 
as Constitution and Agility decreased.) It should tend to cause natural death by 
old age at normal lifespan, with maximum lifespan of +50^ or so.

ZALK: Agreed that what we actually need not just for Aliens but for all
characters is a cultural stereotype PLUS hints for individuating individuals.

TELLER: Your list of Occupational Skills is not well thought out. In some
cases, your biases show all too clealry. In many, your unfamiliarity with the job 
shows pretty clearly too.

LARTERi PLAICE WARNING. The phrase "The exception proves the rule" does NOT 
mean the exception validates' the rulej'it means that the exception tests the rule, 
(it's the same sense of the Wbrd that survives in the phrase Proving Grounds.)

GALEOTTI: Alternatively, magic talent could be inherited— which would mean
the nobility would be mages. Or magic could depend on Self-confidence/Charisma, 
which would in turn depend at least partially on social standing.



ROBILLARD; Interesting system for designing neuj weapons, 
o expanding it for missiles? Higher tech weapons?

Ha\/e you thought

hi if D Blackjack is Cardplaying (based on Khowledoe Ratino)
but Poker is Cardplaying/Psychological i^Ianipulation (based on Knowledge & Persua^ ’ 
Sion Ratings).//! doubt that cats kill out of "(perceived) necessi^tv » 
ness. (Though the birds and mice might have their own view on that last )//lvinripr 
humans who hunt for sport want a chahenging, hunt (just U k e  cats) .
humans hunting for food are far less interested in'being cht^n^ed.

fhpn. ?̂ '̂ hf?'’ <=3̂  also pick up on our heroes* exploits, embroider
them slightly, and change the names. This is particularly inttestino if thp toT-

ally^sed fwtunC telllnfcajd'' the incldent.//I'«e odcasidd-''

rscdrd*hB''3D6 of°hrn*n i"herited stat-system yras Eclare Hannifan’s:

and rolfra tS c“ ?d aSr^hem" llte; ? ° T  Parent
c t S  dlt^ "cdlflat, but that “ norarel^^a^t^^Se^njr^rc^^wts'a
SiSoi^ ô ar̂ the yaS?'' itSliSenLteemrtrmSur^^fait^^

acks lyith his hands-and the uieapons crumbled (at least the ferrous ones did).

not borcoro^/suSoeSIh^s?” '’'"® tiad sling corps but
effectiveness* Thp ppmo uas an easier weapon to wse at reasonable

issue a warn inn nf Hoofh a another is to have a respectworthy prophet

the challenges my campaignftryto m e e t t f t t o p f t h  loopholes.//One ofenough with the NPCs so that incin unr c ?®t the players emotionally inyolyed 
as iLing a Pc! '̂‘'lend or relatiye hurts almost as much

as ah allii^nno ^ •f^ ^ tried emphasizing the combination of marriaoe

S  d“
structure? ?S??n5 abou?"th?""™i°®LT“  established class

ADAIVIS: Hysterical superhero tale.



AGS TB OF FORTGlIij] XXXIII itGV3 Gilhari, 6 Collonswood Rd, >tevena-",'G
. , Herts JG2 9SR UK ^

Comments 101
It seems that vrhoever sujjGstod a double issue for 100 spoke truer than he 

knew - I womlor how lonj it'll be before we catch up ajain,
Wes Ivess Welcome back. And vielcome to the club, as far as your complaint about 
vjantin{j systems that xTOrk nox'J, . , Old hackin" habits do die herd. As far as I can 
tell, ao system can be used instantly, like that, so no systems becpmes the best 
fashion to run,//Well sa,id in distinguishing ROLfiJplay and. rolePLAJf. . .
Wilson Heydts Re Asterix - the pirates are apparently a joke at the expense of a 
Popular (in France) set of cartoon characters, whose provenance may very well be 
different from Asterix', The UK trcanslation retains the sprit of the original, as 
far as I ca,n tell,
Jfej?k Galeottis Hianks for the egoboo on the fiction,//The problem with the current 
terms once used, to denote magical activity, is that without obvious magic, they have 
bocomo debdaed,//Re Fllx̂ oodt. - perhaps a price index, using a standard 'shopping 
ba,sket' of items would, be bettor, which xTOuld. reflect what the characters usually 
spend thrir money on (beer ,?), The standards tho.t seems most popular is the cost 
of a pint of beer,
John Pattersons I agree with you on Questworld - I had hoped for the emphasis to be 
on generod culttire and ,';eography« As for Glorantha±, it served to p it me off RQ for 

G- while - the Nomad Gods game had looked raXlier silly to mo, Syen when I saw 
now good, the rules wen, it took a, long time b fore the world hooked, me,

Gertainiy, i ^m interested in the mydh of Glorantha,, but the deta,ils of the 
contemporary world are sometimes a little txireo or ta,cky, I see no real objection to 
the function of the Runecults as character classes - a,t least they show a cultural 
contextd for prohibitions,
Wa,yne Bhaxir; Re Champions - too true, Tryin ’to sta,t out even quite weak characters 
und.er Champions xirithout loading them dox«m'with distortin'^ disadvantages is hard, 
enouf^. Much easier xuidier 3uperv;orldj The main reason, I feel, is that there is 
a separate limit on how much energy blast or BTR than simply how many points 
available to oram in to it, and. that skills anen't prohibitive to purchase,
 ̂ The setting used for the story 'Tiphareth' v/as inspired by the old SPI game. 
Sorcerer. The magic is a mix of the game, M D ,  and. my oxm ideas on how tha.t sort Sf 
magic should work - unfortxina,toly there is no system to It,
Raul Waters; see above. The great thing about fiction is you don't need a system, 
you just say what happens, and get. the 'right' answer, I viewed the coloxirs as 
complementary, although kept the cyclic d.ominancG(purple beats blue beats green,., 
l>eats red bea,ts purpla). As fan an learning the magics, I used the idea that they 
were much like different scientif ic disciplines (.geology,biology,astronomy ...) and 

X'ias as easy to master many magics as man./ sciences. (With all this talent in 
A&3 we still don't have a decent leanning system, A.'U1AUUGHI )
Bteve Jones; a) you defined a Ret G.dd spell a xdaile bank and b) the one in 101 is 
strai/^t from RQII,
Peter da Silvas re Blank hole lat tices, XAIAAUGHI Perhaps if the holes wore 
about 10**15 gm size — lifetime of 10**10 yoans, ro,diuslO**— 15m (nucleon size) with
a lattice spacing comparable xrith nxelear sizes, the.problem of intruding particles 
xvouldn't bo too,bad, Pi"^ "tbe electron is - as fa.r as cou be determined - point 
sized dovm to 10^18 m, // Also ha.ve to ensxiî G that the construct as a whole isn't
sraalleh than its gravitationad radius^ xfliich maked big structures difficult - only 
10**l8 of those small holes alloxjed in a Ikra sphere or it becomes on big hole _ 
compare 6E26 a.tomes in a kg-mo le//Thr ead.-like struotxires ane safer than pltinar 
are safer than globular as for as critical mass goes - limit is Circumference =4pi< 
mass, a/c in all directions.



AoP XKXIII.2 , 8-1-31-
For SP {^jnorsy'tho astronomers bilDle, Allen's "Astrophysics,! quantities" may he xiell 
worth perusins;, containin.p as il? docs hits on evorythinp. Por osamplc, it resolves 
the ailemma tha,t Don Del Grande had in 100 — his 395i^ temperature is the highest 
possible temperature achie ved by n,n insulated black surface (or s^ey) facing the 
sun, thus only radiating through the same area, as intercepts the simlight. Por a 
pla.net that is ra,pid.ly rotating, the radie,ting .area, is 4 times the input area, and 
the temperature reduc s to 279K.
• meteorites ^ IlCton TH® = ;,2dl2J ; enorfy for a crater d meters diameter
is J or roughly d^ kg TUT.
diameter 1 10 100 lo3 1g4 Ie5 ,
depth ,12 2,7 2?0l80 1o3 6,7e3 from rim cra,tor volume = betAmetoor
rim hgt - ,57 70 370 1200 albovo surrounds volume

Mike Dawwons^ Your n uastion really boils dovm to this - 'Is there any circumstance 
in which it xs vaJid to violate artistic integrity?' . In my book, aftistic 
inte.grity is a fine thing, hut little suited to the real world. The most basic 
problem with purist role-playing - a.lmost to the extent of controlled schizophrenia - 
is that it only works if everyone in the group a,grees to -it. The campai.gn that vxe 
find most nostal^c to recall wa.s a. primitive thing, no real i®Gs, xvith fa,irly 
ruc.imentary roles - usua.ly fanets of the player personality - and eventua,lly the 
clasho of opposed a-ttitud.es reached, the sta-ge a,t vrhich it was no longer rov^ardiing 
■to plajt. Tills simply because I refused to go a-long with the vxay things wore. It 
took aJbout a year, sure, but my refusa^l to compromise d.estroyed. the game and caused. 
some acrimon5'’ between the players, who ha-d. a, very strong patty menta,.iity,

■’imply put, if you want to play the game, you need to have othof people to 
play with v/ho mesh v?ith 5ajur playing stylo,

 ̂ On a relatedi point, the only thing realli)' resemlfmng a PC party in fantasy 
Witten before D?cD reacted back on the field was the Pcllowship of the Ring, which 
broke, up a,s soon a,s the strong I'iPC w.a,s killed, Sven though everyone wanted to 
defeat Sauron, their schemes differed. Tliis is wly I have spoken a.ga,inst the PC party 
concept, as a violation of the genre. Only in Superhero gaming caji one find support 
from the litera,tiure for the stable group,

:jhaw- sec above for one examplo of campaign crash. The normal circumstances are 
when the players find that the current situa-tion unrewarding to play in. The Allayne 
campai^ died because there -n-s no motivo,tion to d,o a,nythin ; other than enjoy the 
^ o u  life5 Ranlyr before that because the PCs were boin ; puppeted by so many gods and 
aemons that their free I'jill wa,s compromised; we quit the game and let Pete design a 
nevj one, rather than try and find. loopholes in lianlyr. But then, and this is where
John Sapienza.'s point (why do we play ; îesG .games) comes up, wq have played RPGs a-s 
2,anies_, First there was the dun.-geon, nothing wonderful, bxit a, novelty. Now in our 
mon. sophistica,ted a,ttempts, we have rea,lly made a virtue of creativity, designing 
^losyncra.tic ba,cIc,grounds, until one ca-tches enough oeoples' fancy for play to start, 

background is then explored xintil vre'vo very much found out all there is to know, 
^d^then play peters out. Suporhei-'o gaming: is now a foturn to the less intellectual4ze 
ized dungeon type game, but in a new context, whhre the participation is fun. The 
rewcoTd^ is not the cathartic liadolence of the dungeon, or the axlrenalin high' that 
Wv-nt with' a,ll the rG0,ll.y memorable dungeon runs, but more the odd ingenuity required 
to k^ep the larger than life feel of the genre and the naiv? charm of powergamimg 
I’fithout having to grind ones competitors dox'rn.for contrast,
Moll enough of the heavy philosophy. • Instca-d, Karon's thoughts on female dwarves.

Dvjarfish females aren't beardedj but are used to equality of the sexes. Sface 
human society is io thoroughly soxist, fema,le dwarves dross as males, with faJse 
beards, when travelling ajnong humans, so as to bo treated decently. No need for them 
to be, bearded or marsupiaJ, just intelligent, ,



THE OTHER TRUE WAY— being a zine from Quentin G. Long
who may be found at 8^5 LaVerne Way, Los Altos, CA 9^022 or 9A8-6A69

MORE WORK FOR THE GM
One hears much about Piety ratings for clerical types and their effect on 

the PCs' ability to summon up miracles at desirable times. At the risk of 
being painfully obvious, I.have a suggestion. Let the GM keep track of the 
ruddy number (Piety Rating by any other name) and let him (or her, or it) alter 
said number as time goes by, u^ing whatever method is accepted, and let NOT the 
players ever be aware of the value. This wouldn't mean that the players 
wouldn't know the general m'agnittude of the Piety Rating, particularly if it has 
significant game effects (and why bother with all the bookkeeping if it 
doesn't?), but it would bring to the players more of the (dare I say it?) Sense 
of VJonder that one associates with religious activities into the roleplaying of 
religious PCs.

And hey!, what about Hit Points/combat? No reason the players should 
ever know anything more than, "Well, you got a nasty gash in the thigh, but 
it's more bloody than painful." And with computer assistance, a GM could (if 
such be its desire) use any HP/c system it wanted, even one that made 
AFTERiviATH's look like TFT.

Heck, why stop there? One could easily extend this idea to cover 
virtually all aspects of RPs. I envision a time when a database management 
system (only extremely user-friendly dbms need apply) is required equipment for 
GMs, who would have literally every and any possible bit of information 
related/significant to the campaign at their fingertips, and players' knov/ledge 
of th'^ir characters is strictly limited to the non-exact, qualitative sort of 
knowledge all people possess about themselves....

Be damned if I can tell whether such a vision will ever come true.
(Maybe some hyper-extension of presently existing spread-sheets v/ould do it?). 
Or even whether it would be desirable. But it's certainly a neat thought, eh?

CAMPAIGN IfRITEUP (What the heck, everyone else seems to be doing them....This 
is a Traveller campaign, more or less, which happens to be limited in setting
to one solar system— or for you pedants, one stellar system. 
5-credit tour of the inhabited system....

And now, the

VIBROS
1.2 Gs and a dense atmosphere complete with permanent layer of clouds. Rather 
warm, swampy; much like Venus ought to have been. Underneath its perpetual 
cloud cover is an ecosystem which has run amok, making Terra'^' even at its most 
complex/inexplicable, seem rather simple.

Intelligent life exists; the species caled Insectorids. These are 
semi-humanoid, exoskeletal beings with exceptionally large specimens reaching 
6' or more. Though the exoskeleton is quite tough and rigid, its joints 
provide many of the degrees of freedom of movement possessed by H. sapiens. 
VJhile knee, elbow and ankle joints are simple hinges and the head can only be 
swiveled from side to side, the shoulfler and hip joints have both pitch and 
roll (but not yaw), and the wrist is a sort of mutated ball-and-socket. The 
waist allows the upper torso/head to swivel about independently of the lower 
body. The feet terminate in two clawlike toes, the larger one on the outside 
(good for climbing trees and such),, and the hands each have three four-jointed 
fingers and a vestigial thumb.

Respiration is handled through a complex netv/ork of internal air passages 
which supply oxygen to all cells of the body. The "lungs" (two pairs of 
bellows-like organs Ipcated in the shoulders) force air through the air- 
passages. There is no heart nor blood; air is bubbled and frothed through the 
digestive track, after'which nutrients are carried to the cells in aerosol 
suspension through the air passages.



Waste products are expelled through microscopic pores in the chitinous 
exoskeleton, and aQoustic communication is accomplished by the "lids" of the 
air intakes (also in the shoulders; the mouth is used solely for eatinp-)» which 
are rapidly clicked against the excskeleton, producing a sort of distorting 
squarewaye sound (sort of buzzy). ■ :

Sensory apparati include the large compound eyes, which have a good, 
deal of specialized neural material (either a souped up retina or an 
^derdeveloped brain) all to- themselves to organize the visual data into usable 
form, and are highly light-sensitive; the antennae, which seem to provide some 
sort of motion-detection capability (only rudimentary in most individuals5 the 
queen s guards are_ chosen/bred to. have this sense in a highly acute state).
The hearing organ is the exoskeleton itself— which, like any good sounding- 
board, iS: rather .sensitive, to .atmospheric vibrations. (Yes, Virginia, an"̂  
insectpri^'s. hearing is impaired.when the, insectorid is talking). .

Bugoid (to use the common nickname) social system is some-bhing like '' 
hat of the Terran^^nptj the queen is the only fertile female and thus absolute 

matriarch. Bugoi(r^’ .intuitively uinderstand biochemical reactions, albeit only 
certain of the,spepiqs' elders have any-conscious intellectual comprehension of 
these matters. Generally low technology outside of biochemical knowledge (for 
wnich Bugoids are notorious throughout the system).
D'URRT , ■
The most nearly Terranormal w.qrld of:.the system. Inhabited by humans or close 
enough not to matter. Rancid atmosphere, the legacy of too much pollution; 
off-worlders need some sort of, breathing apparatus.  ̂Religious dictatorship, 
rumored to possess .quasi-magical pov/ers 3 guns (not to mention other forms of 
weaponry) controlled to point of nonexistanee. Technology is pretty much 1980s 
Terran, with certain higher-tech leftovers— grav vehicles are hot entirely 
uncommon and can be repaired fairly conveniently, depending oh the problem, but 
no one knows how to build new ones. Interplanetary trade via rockets. Truly 
obnoxious criminals get thrown off planet, and good luck getting back.
ARES ■ ’ . , ■
Small (.6 Gs), cold, thin. air. No native life to s|?eak of (i.e. none ■ 
intelligent). This is where the aforementinoed criminals get tossed. Outside 
of the prison complex, there is a certain amount of civilization (thanlcs to 
escaped convicts and descendants of same), something like feudalism, which has 
an uneasy truce with the prison. "You don't bug me; I don't bug you." '

Next time; the campaign begins. V/RONG. It would except for some peculiar 
inter-player interactions too detailed to go into here. End results; one dead 
campaign, almost before it ,started. A nev; one is starting Real Soon Nov;, set 
in the 1930s, v/hich should have more staying power than the last one.

GLEN LARSEN DOES IT AGAIN; I refer, of course, to his latest abomination 
called Aptoman.^ The title character is a computer-generated superhero v/ho can 
only exist_n)): night. -Y'see, Automan uses a LOT of power, and so only shows up 
during periods of, .(Lov; demand.-t . .There's also somthing called Cursor, a glov/ing 
geometric shape which bobs around,,: Oh yeah, it can also create various kinds 
of vehicles, just like the effect used in certain Datsun commercials, including 
a supercar capable of right-angle turns and other nifty tricks.'^ FehN' A plague
on all Glen's houses; I wonder hov; soon before Steve Lisberger reaches for a ' lav^yer.... ■ i

BOOK REVIEW; CIIRISTIIlE by Stevie King, • ■ ^
_Chr|,stineso-in case you didn;'t know, is a, dovmright EVIL '5S Plymouth 

Fury in^red/vrhite too-tone v;ith arcane and unnatural^ pov/ers.. . .Damned good 
book, v/ith unsettling ending. Recommended,



ANOTHlilR BOOK REVIiA'i; THE HACKER'S DICTIONARY, authored (well, compiled 
actually) by Guy L. Steele and five ether guys5 a protoype of the. book was at 
one time floating about LOTS of ARPANET, and it contains beaucoup hackerspeak, 
what one might call slang'. You too can discover the mysteries of the word 
bogus (see also bogon, bogosity, bogometer, autobogotify); learn the 
unbelievable pleasures of bucky bits, not to mention double bucky ("Double 
Bucky, you're the one; you make my keyboard lots of fun."); and in general 
become a bit more”familiar with certain aspects of hacker culture. Highly 
recommended. Now if ypu'll excuse me, I must gronk out, being broken from 
having changed phase the hard way..,. .

Hmm, my copy of »'101 arrived in the same plain manila envelope as ?r98. No time 
travel; just that for some arcane reason I'd not received jf98 when I-should
COMMENTS’■0N'?;=98̂

JTSs I ran in tha.t OS scenario a couple cons back! V/ith Nicolai and cassette 
recorder and'all yet.,,,Hope it gets pubbed as an OS scenario sometime, eh?

J BAMBACH; Re collection of literature; BLARGH!//Re Steeleye Span; My first 
exposure was the Original Masters antholog;^ album, after which I too bought all 
the Steeleye I could lay hands on (except that anthology— the only song on it 
not already on some other album, Bonnie Moorhen, I didn't like. For the 
benefit of non-Steeleye fen, a listing of albums; ,

Chrysalis label; Below the Salt (1008), Parcel of Rogues (10^6), How We 
Are Six (10$3), Commoner's Croim (1071), All Around My Hat (1091), Please to 
See the King (1119), Hark! The Village Wait (1120), Ten Man Mop or Mr. 
Reservoir Butler Rides Again (1121), Rocket Cottage (1123), Storm Force Ten 
(1151), and Live at Last! (1199).

Takoma label, distributed by Chrysalis; Sails of Silver (7097).

S JONES; The uses of Stretch v;/o Range you mentioned are in reality covered by 
the skill Escape Artist (C II),

WH HEYDT; VJhy not call yoUr Zine "V̂ iew from a Heydt"?//Re accents; Dear boy,
I use an Apple 11+ with AppleWriter II feeding into an Epson liXSO. Doing as 
you suggest would seem to indicate tht I twiddle vdth the guts of the AWriter, 
a task I lack the intestinal fortitude for. Anyway, Lee retypes everything I 
write; so a legibly handwritten addition v;ill, if need be, suffice.

Re magic; OK, hov; about this for a difference between magic and
technology? Technology does not depend upon biological factors. Two identical 
machines under identical conditions in identical situations vjill presumably act 
identically. Magic, contrariwise, doesn't. Since I like the two seemingly 
irreconcilable ideas that 1) magic has laws which govern its v/orkings and 2) 
magic is mysterious and some\irhat irregular, I have an idea. The irregularity 
of biological entities being as great as it is, one can obtain both goals by 
decreeing that the mage is him(it)self a significant active portion of every 
spell cast. This would make magica.1 ability vary v/idely from mage to mage, 
v/hich accounts for point tv/o above. But v;ithout some rules of magic which are 
independent of the caster, I doubt that magic could ever exist, so point one 
gets into the act.

GENERIC coniENT from an Agnostic to all the Christians Arguing about things; 
may get my butt in a sling for saying this, but I am. Highly Amused.

R LOUTZENHISER; re Light bulbs; you are wrong, light bulbs have never 
absorbed darkens; they repel them. Light, you see, is the absence of 
darkens... . .



the e.JTS again? .re;,me: Thanx for
ever pissed me off? As mentioned earlier
presented-as-fact.

oboe buL
int-since v/iu-n has a true statement oiie IS saved for idiocies-

DW DICKs Re nagiej see ct to HEIDT A‘l sn it • ,
extrapolate .from, provided that one rePardc f 'coo something to
function called Efficacy/Usefulnpoo ® single data point from the
behavior, of magic may be characterized lurhe typical FRP v/orld, the
control,-' or- s L e  suJh m or. "powerful and hard to"nonexl^l-ent •” healcorld, that characterization is
c o r r e S h l S ' c ™ ^ !  f  ^^taologioal change = Ahaobloooin' luteU
that what ; sav is an oWnion^Oa i+''-’v serve notice
"neret a suggieUol^ o f  »I“ hi^- f  ' t  Phrases are
the Hagic Phrases anc- in"t asv^ :>t a  ̂ such. If one leaves out any of
blanket statenft “«hing a

rsiSI hiKifo—
r r b : ? h * ? L r  -

“n l T r  has discovered "Flesh to Stone/Rock to
involved d e f i f  thi Docl out f f t  d =P“=i‘- “hloh
(If you res.tricl f « e  t f y e f f l ' f f ' “I f f C o a n u n e  for a binary search
Min°irmemor7^serveB!“ HAMfABLrPLAKE-Js FOR

" u s H a d  slJ^LgroUyrsicceSor'S'r^si^ "
bodily .attributes. ' (Bodies \;ouid qe'pm Particularly v;eird
L3o).//Re guns? why are t^ere ^o mliy gaui L a S s ^ ' f ^hfuL-' 
accurate knowledge of xhiat those things are cauible of because
Haybe because the US mass media persi^’t fn\n+ h °f. is. comparatively rare, consequences real i q+i i persist m  not portraying; violence or its -
cities with hivii population^dens-^-v'^^ wayoe because the US has more
enclosure, a n d " t h f f f f ° f f f : ;  !■>*“ f f -  snail
humans?) Havbe because-fhe cr-̂-.,o >■; + /  , same might apply to
that the gunldeath statistics folk-l i - ' e ^ ( D i c l j a  know
felons who were shot to-death bi^bol of -  • Conwol, Inc, include
I don-t.see that a co^ duties?
for gun control, but,',..)* * ■ * spo--. mcwCo a particularly convincing case

^or“ f e  f :  «^"lrcal Creation story
science courses Da;«df i f f f  °ff) to be taught inBurt's coLiment? -ewton, and like .nuu; nos do you understand

C o f i d f ! C? T  oentlents is that it's wasteful
little. If t h f ‘f n f f f ' I f  f  '“""1 ” =‘' ih le alive? ohned
Frr-n or.sb oW i Portion, how much is also sentient? Even less 
f f u r f ! . !  h lhtelllgent life as one would any other

Rii PEHR? So Lycanthropes regenerate from the heart, eh-' 
up a werewolf-s heart into tidy bits and s c a t t e r ^ t L ^ ’ Ifnat if someone dices



w GALEOTTIs Anarcny is inhereiitiy 'unstable and in most eases does become 
strong prey on weak.” Unless all uiembers of an anarchist populace (not to 

mention its neighbors) are perfectly rational (and if that's so, then you can't 
be talking about H. sapiens), then some nutbar— generally an overmuscled, 
underbrained type~or a group of them— will attempt to fill the perceived power 
vacuum (''Look, there's nobody in chargei”) and will probably do so by stomping 
the living bejesus out of anyone v/ho disagrees. You may not like this 
scenario, but it has the virtues of being historically ahd'psychologically 
accurate v;hen applied to H. sapiens,

J PATTERSOI'Ts Some of Judge Dredd' s points' go' into that bleeding motorcycle, 
you knov;. In addition, some Judges have pSionics,,,,

IL STRAUSS; Therp may, be only one role among Superheroes, bub rbleplay in SH 
games does exist And quite well, thank you. For example, no one would be 
tempted to confu.se thp personality of Silicon (tin can, serai-insane computer 
jock) x-;ith that of Firepovrer (Self-built, ex-criminal), to cite tvro'of my PCs,

li ROBERTSOU; The rigged-dice-in-glass-of-v/ater trick vrorks on dice that are'- a) 
weighteci to make one side come'up more often or b) made of varying density- ■' 
materials to accomplish' the same goal. In both caes, the lighter parts of the- 
die v;ill, during its bobbing, be buoyed up more than the heavier lOnes, and 'SO 
end up on top. Dice that have been altered by rounding off corners of filing 
down edges probably vrouldn't be detected by this method,//Re Dredd; an outfit 
called Eagle Comics has been reprinting the 2000 AD stuff (in color, yetJ), and 
the various paperback collectinos have been available for some time,

GOiu'iLNT TO PEOPLE VJHO HAVE NOT YET iiET ilE; You blokes may or nay not believe 
that I am a nasty, arrb.gant SOB v;ho feeds small animals into JCPenny food 
processors (without anesthesia), does not shavb or perform most other acts of 
personal hygiene, Ip'vps''to place landmines in front of the rear vrheels of 
parked cars, performs exotic activities with canned peaches and the contents of 
an ordinary toolbox, and like that, IJell, it's your lucky something or other5 
I'm going to be at BACON II this year, so you can verify for yourself vrhat I'm 
truly like, I'm 6' tall, 200 lbs, blond hair and bushy raoustache/sideburns, 
loud bass voice (of, thankfully, fairly high quality). Probably wearing a very 
dark jacket similar in style to those worn by policemen— and a cap with a front 
part held onto the visor by a snap, 21 years of age but look older.

COi-lIENTS ON #101

J hEIh; Nice filk, albeit the song isn't much good a capella.

¥D IVESs: If you are to.continue contributing, please use double impressions or 
triple printing or whatever elqe is needed to DARKEN UP THAT PRINTING!

IJII HEYDT; I recall thqt Campbell editorial too..,,I believe he mentioned that 
certain primitive peoples would catch four-footed prey by literally running the 
beasts to death (by exhaustion) and also demonstrated that the Invincible Robot 
(so loved by producers of Sci Fi flicks) v/as, to put it bluntly, highly 
impossible.

V BURCHETT; A D1001? BLARGIIi

JiS; i-iy name for 3 on 3D6 (which ha,s been accepted by a surprisingly v;ide 
variety of gamers) is Trinocs, Boxcars is the name for a roll of all 6s on any 
number of D6s, oi course. Only the number of cars in the train varies,//Re 
Pern boardgame; also recommend. Only played one game yet, but it was a doozy!



¥e got zappeci with Unpredictable Threadfall almost before the game started (and 
the card.to neutralize it was at the bottom of the Events deck!). The 18 
target Threadfall xard came up (Cutthroat? Wiat cutthroat? Nobody here but us’ 
Thread fighters), follov/ed closely by the twelver (the tv/o heaviest zaps in the 
game), and fv/.o botched rolls versus burrov/s lost us all the game....

U SHAlfs Your point regarding an excess of disads in CIIAliPIONS is-rigtHi on. A 
friend attempted to build the ShadoU (yes, LaraOnt Cranstonj et al.) and that 
sucker came out to around 800 points (at least half in the gerasol ring). If 
one must stick to a 100 pt plus crocks .format, why not make the standard 
superheroic,,.croc)ts worth something, reasonable? 50 pts for Secret ID and 
similar for Code Verstis Killing, for example. The non-standard stuff (berserk, 
physical limitation, et al) could keep their present values.

Or one could simply tell the point-balance freaks to kiss off and not ‘ 
give a damn if a 300 point character only had 30 in crocks. With that kind of 
flexibility, one could add or subtract crocks as they became (or ceased being) 
appropriate to the character, instead of as a booklceeping expedient.

Having bought Worlds of Wonder, I steadfastly refuse to even look at the 
TWENTY FLIPPING DOLLAR "Expanded SuperV/orld." Ghood Ghod, that's more than WoW 
itself ..cost! For that much money, I v/ant more than a mere expansion5 I vrant a 
v/hole nevf system.//Re Astral types; sure the physical body is left 
behind,,..doing a good impression of a sedimentary rock. That being the case,
I say it's a special effect. I've covered this in recent OTWs talking to 
Stukeyj he's determined to call anything a nev7 power unless it'^ exactly and 
precisely recorded in the Book alrady, while I'm equally determined to move 
Heaven and Earth v/ith my Special Effects to avoid having to create new pov/ers. 
We make one heckuva team, don't v;e?

M GOLDBERG: So it would be difficult to give emotions to a machine, eh? Would 
it be any more difficult to give intellect to a machine? V/on't it be a kick if 
it turns out that emotion (=non-rational responses, in this context 1 ,
necessary part of intelligence,,, .Try reart’̂c- ootmt'-., DivoTHS AN ETERNAL
GOLDEN BRAID (by Douglas R. Hofstadt^-r; ray copy is a paperback from Vintage ■ 
Books, a division of Random House| cost is $10 or more for a 7"x10"x1.5" book, 
but well worth the price;. TSRN 0-394--'7A502-7 .

P dSILVAs, I teik it iou hav red "lieihem in ce Klasrum"? Cis >mz sumcing riten 
in 194-5, if not erlter (iou kan faind it in "Ce Astounding Siens Fikyion 
Ancoloje") and wuz an atempt at the veri cing iou just traid,//Re blak holz; 
Neikid singuleritez meik me nervus. And I red ior sekyion taitlzf Iou, sir. 
ar ganzo1

RANDOMESS; I seem to recall that Isaac Asimov once v/rote an essay sibout a 
curious fact; the total number of heartbeats in any given creature's lifetime 
is pretty much a constant (something like 5E9, I think it was) for all- living 
things on Earth, except for Homo Sapienza, which lived through about fo'Jir times 
too many heartbeats. Interesting thought; does intelligence ntake us livte so 
long? If so, do further increases in intelligence imply further increases " 
lifespan? And does the reverse hold true? If so, what about species of ' 
extreme longevity (to say nothing of immortality!)? '



bEAGUES UNLIT AND'FOUNDERED SHORES 9
perpetrated yet again by Alison Brooks, 52 Brent, Tinkers Bridge, Milton Keynes, 
Bucks, iffi6 3DL, UK and with help from Dave Flin, 69 Frobisher Rd.,
Bilton, Rugbyj, CV22 VHSy UK. Typed once again by Lee Gold.

I actually got my first-ever WISH lately, or at least one of my characters did! V/e 
lound a ring which had, unknown to us, one wish left, on the body of a paladin we’d 
killed, so I wore it in the hope it would be a ring of protection or such.
According to Dave, the GM, I said several times thereafter, "I wish...." and 
trailed off, while other players kept saying, "I wish we knew what the ring was" 
and the like. So I can see how these things get wasted.

In the end 1 had to use it to save our doppleganger. (Our Plan A for taking 
the town over was to have the D/g impersonate the duke, y'see.) Eventually we had 
to:flee as the good guys started bringing in their Big Guns, but not before 
witnessing the havoc wrought at full moon by our Plan B. Plan B involved the 
medusa mage SLEEPing (or similar) a group of townsfolk, and my werewolf giving each 
a single bite. Under AD&D I had about an equal chance of killing or Infecting or 
wounaing but not infecting zero-levels. With captives, of course^' I could gnaw 
away slowly and get a better infection rate. The result was that at full moon 
something like 20 nev/ werewolves v/ere running amok in the town.
POLL;!
TTu + haven't had a poll for ages, so here's a question for you lot out there. 
What IS your favorite real (or if you must, fictional) mythos? And who are your 
favorite characters from the mythos.

Mine is the Irish Ulster Cycle. I think,because it is so good-humoredly 
exaggerated. My favorites are CuGhulain and Medb.

Dave adds; I personally favor the Norse myth, but I couldn't really put a
reason on this favoritism. The individuals I favor--- Well, it depends on my mood.But not Odin. j

VAiviPIRE SPECIES
; Do players invariably head for the wooden stakes when they see the chap in
the opera cape v/ith fangs? (No, stupid, the chap haŝ  fangs, not the cape!) 
According to Gabriel Ronay (The Dracula Myth, Pan), vampires from different areas 
ave different traditional remedies. This would allow for specialist vampire 

hunters (I've alv/ays been a Peter Cushing fan!) or an arduous search by characters 
for the correct remedies.

Causes are not always supernatural either, though often linked v;ith 
lycanthropy, genetic abnormalities, or wicked deeds. Presumably the different 
species would also vary in repellants. The possibilities are endless and allow for 
a monster with a single remedy, which the players will not already know. ‘■'

Born with second skin 
VJeaned before time
Born out of wedlock to parents begotten 

out of wedlock '
V/itchcraft

Causes;
Natural causes (?!)
Born \>rith teeth 
Incest
Killed by werewolf 
Offspring of werewolf or witch 

Remedies;
Stake through heart (sometimes to be Nail through forehead

done in a single blow or it revives) Transfixed by hawthorn bough " 
Stake through heart; and nail Cut off toes; nail through neck 

through temples Cut off and burn head
Take out heart and cut in two; garlic Cut off head and place between legs

in mouth; nail in head Pour boiling oil on head; drive nail
Goin in mouth; cut off head v/ith axe into navel.



(Cold iron was a traditional remedy against all

Pile stones on grave Lemon in mouth

t r a d i t i L S ^ a u L f  of iJJLthropy^^thrtwr are similar to the
fall into four categories: ’ clearly related. The cures seem to
a. Wood, usually a stake through the heart 
D* A nail ir "the h©ad or body -
kinds of ghosts and fairies.) 
c. Destroying or removing the head

(Oreek), burial at a orossJoaS (reUted*to”od iJr^S  oustons--a coin in the mouth

way to destroy a vampSe Etc. ""ly
And then there was the vampire, type In "Captain Kronos".../.

REAL ZOMBIES

buried, and lateJ^turnfd^up S i i S g ^ t o  Sve^b^^ a man ;/ho was declared dead,
“ h i t  ~  S i r i ^ ^ d ^ "  “

— US. Ihe poisfn was ^ C e d ^ r a - J L ^ t

"2ombl,^“ L “ r^.‘S “ a1tlK ^ S = ° r c : n t a i r S a r " d “^\^"\2&tua apeolee (known as 
hallucinations, and psychotic delirium cause amnesia,labor. ^ ycnotic delirium. People,thus drugged were used as slave

g o o d w r i t e u p s (by Alison and David)

think we all^agreJ^tMris'^a^GoorThine-^th^® numerous writeups of games in A&E. I 
insight into others' J o l e p l a y S f ^  campaign,
according to context. ^ be amusing, exciting or saddening

pother thing they can be is terrible, 

several features we f e i l t e l p ^ S ^ “ l t L r i n S s t i n g

suspension of disblLf?^^DeliberftrStru^^^^° usually enough to wreck 
game was conducted. Lee Gold and Jenn^ provide an insight into how the
Naturally it should not be overdue h^t ^ave used this to good effect.

befriend the adventurers.!!:» An accidftaf^f;] Unexpectedly, the ores decided to 
Cleric made his saving- roll a g a L s r S f d e S h  ^ e n ^ ^  ^be
should not b e ^ J o s S S r t r t S l  f r o r t L  W t ^ ‘ generally say that it
To be constantly reminded that it is bnl- a g a L ^ ^ l i S ^ b  being used,that It is only a book. * being reminded in a novel

something interesting irthe^w?iteup^^^TMr^h^’̂ ?d^^°^^®^*
"stuff of heroic fantasy," beyond the m S s t e S ° S n p d / " ° “®^^^^?
examples; ® "°"®bers killed/magic gained/etc. Some

awareness of es calf tin J^evLts*^ absorbing political maneuvering and the !



.TheMisadventures of Gor Redfox (Teller) had some marvellously funny 
confusions. In real life people do make ridiculous mistakes, and it is nice to see them in a game.

By contrast, there have been x./riteups that could have been entitled, "Another 
Day, Another Dungeon."

3. Characterization of major personalities. It is much more interesting to 
read about a person's adventures than about vfhat happened to "David's Cleric." The 
name of the game roleplaying. , '

Sense of purpose. One should be able to tell that the characters have a 
reason for being where they are. Not just the "Let's go dovm the local dungeon" 
rationale. It helps if they are doing something relevant to people not directly 
involved' the citizens of the land, all the hapless victims of the Dark Lord, etc.
 ̂ The characters' actions should be important: they should be able to
influence events occurring around them. I don't enjoy playing or reading about 
characters v;ho are mere victims of the whims and vagaries of fate. (Unless, of 
course, the interest lies the characters' being helplessly adrift on the
unpredictable seas of fate. But here it is difficult to keep the interest of the 
players/readers for long.)

5. A backgroiind helps, even if only glimpsed. . ,

6. Other features of a good vrriteup, such as style, pace, etc. are more a 
matter of personal taste than anything else; and v;e are not really qualified to 
pontificate on them. "Ue knov/s what \ie likes."

A vrriteup can manage without some of the above attributes; and having them is 
not a guarantee of success. However, I doubt a writeup could be successful without at least one attribute. a---i - •  ̂ _
work. ■ ' And a series probably needs to have a majority of them to

*WARNING^ VRiat lies beneath contains gross exaggerations for the purposes of the 
argument. You Have Been Warned!

T'fey Are IK-jarves So Boring? ■
Thinking about games I've been in, it seems that i^hile I can remember highly 

individual and distinctive— dare I say well-roleplayed?— Elves, Humans, etc, the 
Dwarves were almost all to varying degrees dour, taciturn, stubborn, greedy for 
gold and magic items, neutral to evil. In other words, stereotyped.
 ̂  ̂ Part of the problem lies in the lack of Individualized distinctivve dwarves
in fiction. No good role models; no incentive to do other than stereotype.
Contrast Tolkien's treatment of dwarves with that of elves. Dv/arvish culture peeks 
through only briefly in Gimli's account of lioria.

Another problem is that some people, ena,mored of the "tanlv" solution to 
adventuring ("I hit it") specialize in dv/arves because they make such good tanks,. 
They will run a series of n dwarves where n is a large number, tending to infinity, 
identical apart from magic items and levels. This attitude tends to lead real 
FRPers away from playing dwarves.

 ̂ Solution? I have none better than the traditional one of More Roleplaying.
It might be worth trying an all-dv;arf campaign so that they have to be roleplayed. 
Or maybe folks don't mind the walking tanks being no more than that?

(Similar arguments could be advanced about hobbits, but I hate them anyimy.)

THE TOKEN FEiiALE AS A CHARACTER CLASS (by Dave and Alison)
Prime Requisites: CHA low but APPearance ,17+
Armor s 
Hove:

IWT, WIS, DTR all 6- 
AC 10 + DEX adjustments if applicable 
1" less than monster



Experience: You must be joking! Optionally they start at Level
virgin, wearing long, concealing robes which get strtegically ripped as they %et 
more experienced, until they graduate into silk bikinis. ■.

Special Abilities:
Sprain Ankle Ignore instructions 

Freeze in terror 
Instant hairdo 
Summon hero (vfhen 

threatened)

\

Faint
Blouse rips 
Retain makeup 
Move heedlessly 

into danger

Monster may take pity on the TF or (75%) 
decide to inflict the fate worse than 
death. Humanoid monstef!S may threaten 
to slay the TF but rarely succeed.

101 hasn't arrived yet, and 'no LotRThat's about it for thish. No comments. 
writeup due to laziness. Nextish we'll be back with the story of what happened 
when Aldarin faced a Nazgul alone. /: •

And to finish, a few v;eird human races for those vjho find eKi3ting^one*s too 
similar. Taken from THE MONSTROUS RAGES IN MEDIEVAL ART MlD THOUGHT by' J* B. 
Friedman, Harvard, 1981. -

X.

Aberimon: 
Albanians: 
Amazons:

Amyctyrae: 
Androgini; 
Astomi:

Blemmyae s 
Crane-heads:

aa

Cyclopes: 
Cynocephali: 
Cynodontes: 
Cynomolgi; 
Donestre;

Garamontes; 
Hippopodes; 
Lionheads: 
Pandae:

Panotii:

Sciopods:

Wodewose:

Having backwards-turned feet (Scythia) ' . ' ^
See better by night than by day; grey-haired from birth. ,
Warlike women vjho sear off the right breast to dr&.w bow mo5‘e i  ̂
pov;er fully, ,
Lower (or sometimes upper) lip serves as a parasol. Eat raw 
Having genitals of both sexes (Africa) \
Mouthless. Hairy all over. Wear soft clothes made fCrom ledyes^ f 
Live by smell, esp. apples; die if smell bad odor. (I^ndia) ’ -
Having no head or neck, and a face on the chest (LibyaP - s
Having the head, back and neck of a crane (Europe) | i
A race that conceives at age five and dies at ag,-e eight.
Having a single eye (India)
having dog-heads; communicate by barking (Indian mountain's)
Having two rows of teeth. .
Live by milking dogs. (Hippomolgi live by milking horses. >)
Claim to know the language and relatives of the traveller.
Will kill the traveller, then mourn over the h-ead.
Do not practice marriage. (Ethiopia and India)
Have horse feet (near Baltic)
Tricolored, 20' long. If pursued, they flee, sweating ft>lood.
At birth, have white hair v/hich blackens with age, Eigh'Jt 
fingers/toes. Ears v;hich cover the body to the elbow. (Jndia)
Ears reach feet and serve as blankets • Fly away using earjiS as 
v/ihgs. Shy.
One-legged, very swift, protect their heads from the sun by lying 
on their backs and shielding with the foot. (In(dia)
Speechless but good; 
woods)

clothes of leaves or nonej hairy. (English

Four-Eyed Maritime Ethopians: Not having four eyes but especially k^een eyesight
v;hen using bows.

Merry Blue Beaks: 
Shining-Eyed Folk; 
Speechless Folk: 
Straw Drinkers:

Otherwise normal
Communicate by gesture (Ethiopia)
Noseless and mouthless; breathe through single 
orifice and drinlc through straw. (Ethiopia)



DEATH STAR OH THE HORIZOi'i ;f2, cumulative contribution §2̂  intended for A&E //102 
a commentzine from Adrian Bolt, 87 Lydalls Rd., Didcot, Oxon, 0X11 7DT, England, 
(c) 1984., Adrian Bolt. A&Es wanted: 20-27. (Anyone got any to sell?)

SOi'iE GENERAL COMf'iEi'FrS (from at least two years ago!):
C&S: Does armor reduce damage that is being applied to FP?
LRS; 24..13} Miracle y'4, Berserker, states, "Defend vs Magic at PMF 100/MKL 

20." MKL affects the Targeting Table (14.03) but how does PMF affect it?//26.04, 
First Month, Calligraphy practice (D20 x normal Skill Points gained); where are 
normal Skill Points detailed?

RQ; If a Giant is attacking the Crimson Bat, what are the effects when; 
the Bat has Flying at 100%- and the Giant has an Attack at 100%-? •
the Bat has Flying at 100%- and the Giant has an Attack at 100%+? ; ■ ,
the Bat has Flying at 100%+ and the Giant has an Attack at 100%-? ^
the Bat has Flying at 100%+ and the Giant has an Attack at 100%+?
How does this affect the Giant's attacks?

SPECIAL ANNOUI'lCEiiENT: I don't know if you all realize it, but in some of the 
earlier A&Es of 3-4 years ago, there are actually some of John T. Sapienza's zines 
with less than the full I6 pages! Bet that shocked one or txvo of you....

COMMENTS ON 99
LEE GOLD: Nice idea about momentum of attack.//Agreed that one device does

not dehumanize a character. Though it does tend to mean you are playing two 
characters at once (or should be). On the other pseudopod, I've got one character 
who got split into two bodies viith one mind betvjeen them. Isn't D&D crazy?

BILL KARIEVA; re Style Sriobbery: very good point.//Could you explain yr ct
vnrto Iron Crovm Enterprise's Middle Earth packs more fully, please. I thought they 
were nicely done.

STEVE GILHAli: Is ths purely fiction? Or do you have a magic system to show
us, based on SPI Sorceror?

DIANA SHORT: Hi.//interesting zine. VJish I knew what it's all about so I
could comment on it though.

DAVID NALLEs I have the phrase "System Exploiter" wrto a comment to you, but 
can't remember what I vfas going to say about it, so I guess you get a RAEBNC! .

RAEBNCs also to IIIKE LM-IIS and BRUCE EDVJARDS.
ROB HEINSOO: Thanks for the copy of FOES; $2.76 should now have been

transferred to your credit.
JOSEPH TELLER; Additions to your Skill List; history, Meteorology,

Linguists/lnterpreting, Driving— Train, Driving— automobile. Marksmanship---Bow,
Marksmanship— Rifle, Attack and Parry for Maces, Axes, etc.

ALL/JAl»iES ROBERT/DAN EL JAMES: Vlhat computer/printer/vrord processor set-up do
you use. [Fortune 32;l6/Comrex/Fortune;Word.— LG]

AMIKE DAVISON; VJho is the author/publisher of Mrs. Byrnes Dictionary? Please 
give full references in future. “

ALISDON BROOKS; Nice campaign writeup.//What do you think of the ICE Middle 
Earth packs?

ALL: VJhat are people's thoughts on Percentage Systems needing grading?. That
is to stop the silliness of a Master Botanist failing to identify a daisy due to 
rolling over his skill. This is worst for the skills in CALL OF CTHULHU.

NICOLAI SIIAPERO; Some comnients/questions on OTHER SUNS. In the planetary 
characteristics generation sections, you use the phrase "all in appropriate imits, 
of course." Couldn't you have replaced this with an explanation?//Why are human 
dates given as CE without explanation?//A portable generator produces 125 KW; this 
seems to be the only place this unit of measurement appears.//Why does blunt object 
damage subtract from locational END but not total END?//I don't see how some of the 
fumbles on the fumble table could possibly occur.//



I feel^it should have been more seneralized? perhaps given purelj^ in game 
mechanics.//VJhat is the relevsjice of the various unexpj.ained constants (e.g, 12/i? 
in the use of Charisma in buying training)?//lvhy are missile weapons trained by 
type while melee weaopns^are trained individually?//lJhy have ilolecular Biology and 
Genetics as separate fields if they are going to be treated so similarly?//l/hy is 
Tax Law the only skill with an lilT requirement?//The species specific weapons are 
buried in the text3 t̂hey should have been on the weapon tables tooo//lJhat does "Ed" 
 ̂ in normal space communication designation and TSC die
rollsj.//Uhat does HDIO mean (10.1, end of paragraph 4., in system use of FTL)?

.... spite all the above, I like the game very much. It might even tempt me to 
11/play an SF game, (I've avoided playing all the others as much as possible, 

because of the poor systems),//Oh yes, it could have also done with less 20th 
century weapons and more details of equipment, society background, etc. That is, / 
less combat and more background.

Re characteristics of a being in Cidri 234.A. I'm taking liindPETER DA SILVAs
intellect, Spirit as emotion/personality, and Body as the physical*^ 

attributes. Power seems to be a character's resources, so I'd suggest replacing 
Strength with Endurance/Stamina, put Strength in for Control, and combine " 
Dexterity/Agility for Body Speed. Piety, I feel, needs a different name, without 
religious implications; Elan (from StormEringer) is a possibility if vou don't mind 
altering the meaning of the word somevrhat to fit. Others were Kismet", Fate and 
Destiny.^ Apart from these, I can't think of any other possibilities3 anyone else
got any idea of a suitable v/ord to replace Piety? I guess I'd better not forget to re-present the tables e

: Pov/er
Hind i'lemory
Body Endurance/Stamina
Spirit Hana

Control
Discipline
Strength
VJill

Speed
Logic/IIIT (reasoning) 
Dexterity/Agility 
Insight/Uisdom

Hind
Body
Spirit

Health 
Sanity 
Constitution 
?Elan?

Perception Charisma
loiov/ledge Persuasion
Â '/areness Appeo.rance

* -----  Intuition Presence.
Iley, doesn't that look great?., ,Urr, one question, Peter,..,Uhat do vre do v;ith all 
those silly characteristics nov;?!

And since A&E ylGO has arrived since I v/rote the above but before posting it. it's on to,,. - u j
COiliENTS Oi; 100 '

OLEG ZACHAROVs nice cover.//VAEBiTG? (Viev/ed and etc).
Aor-ii Shouldn't EP in "A Brief Guide to Occasional Abbreviations Found in
AuE be iinergy Points.-' XP seems to be used for Experience Points more these 
days,//Re EGG letter; thanks for reprinting this. It was nice to reread it. It 
never ceases to amuse me,//Like the ideas for a Cliaotie/Evil city. Snir--ger, snigger. ’

J0H1\! T, SAPIEiiZA; The Dli 28 article on Dragons didn't say much about their 
character. How about giving us some more details. Possibly a follow up article.

, Emulator; It gives a delightfully insane vision of
horaes of AccEers going through on motorbike, vdth everything (including the kitchen
sin ) strapped to the back! Delightfully silly! (See who can run clown the most 
thingies?)

HOUARD HAHLEER; ( Like it! Consider it swiped! ‘
, RAEBNCs to Uilliara Pescliel, Steve Gilham (Tiphareth, Teciinomagic), Peter 

Clarke, and Robert Loutzenhiser, ’



i:c. 20.
Beirc the demented rr.vinrs of one'Jenny 'loin̂  cur ontly of 10/72 G-eor̂ e St, Ilorwood 
5'-67, oofitn. -i-nsumlin, unleso an amendriieni; apoears eXsewhero in this zine (or 
issue). '
SILiDQJ GAl-IE Part 2 (Part 1 in 101 )

They ti'avo]d.ed West, foUo’ninp the ŝ.rn on iis dounuard course. It took them the 
bet'oer part of the .Jxnter and they cane to ionon one another more fully. Coin was 
constsntly si;rprised oy 'c-he yirl he acconnanied — at tier li'veliness a.nd joy in liv
ing::. lie had become set in his wa s and had felt old before his tine. In reality he
;jas no older than tlie yirl, but :severalhJinters of yieldiny the Stone liad v/eau-ied 
hii'a, overcome hiri witli its l:urdQn of care .and responsibility, ide felt old v;ith the 
laioi/ledge of people, uneir actions and motives, and the recognition tha'b there is
nothing new under tiie sun.

But this si;■ip 01 a yirl v;ith darl:, flashing eyes made him feel youno; again. To 
her eveig/tniny i.'̂as nev; ana fresh. She saw.thmgs tliat he did not a.nd rea.\/akened 
his apprecl.ation of the xrorld ’ s beauty when she pointed them out.

Someuimes as they re sued from 'one journey she i.̂ ould lie oii the ground a'nd laugh 
at the insects that she found :noving beneath the grasses. At night she often 
danced to the music of the land,musicho ’/as now learning to liear. She sang for the 
pure deiighb of the sound. Slie sho\7ed him tiny IJInter'flowers that he had never 
l-mov/n existed, he grew 'bo appreciate tlio delicate euwe of a cloud, 'the shades of 
colour in a single leaf, the sweetness of ,n flower's scent.

As they travelled uhe y’oars dro'.rnec; from hhn and he v/islied they could continue 
forever, ■

Ynr8 elute Vied the table, ixibent on the action. "
Andrb was lar more 

t is i/el'.!

Soon, Andrii, soon.̂ '
Komposeb .-.s lie \.ratc'ncd the board, "She has yet to find the 

hidden and th.ougii she has ' the bool; to yaide her, shecave, YnrB.
may mi sunder stand tlie clues in. it. And my niece is st-ill with her."

"But she v/ill find it, Andre. Ho cannot stop her.'"' . ■
She looked up a'b hire, confident in the game's outcome. "Then she has only uo use
shape the!

bhe Stones. I i/illthe cave's power and I have won. Then i \/ill have controj 
future." '

"You are vorconfide'n,t, Inrb." came the rcpl;-. "You have not won the contest.57.=+ iiyeu.

ihe travellers reached tiie foothills of the Lodem Mountains. Coin knev/ them well. 
It was rare that he ha.s become a Sorcerer, here tint he had passed the final test 
of his apprenticeship. Was the ledge still there? The oaken door, tlie caves?

j-iiey camped for the niglit and, as the i/ea'bher \7;'S dry enough to allow one, sat 
around tie fire. Iiio girl ma.de finaj, calculations from the book she carried, and 
then they sat in compania.ble silence for a time. Colii looked into th; fire, 
watching the ploy of colours and then asked suddenly, "Don'b you think it is time 
you toll me who you really are.. .milady ?" " ■

The girl looiced at him, startled, " hrb.. .1. . '
"Don't try to tel.l me you are Ide;_c.''..n spoke ’withoi/t rancor at her deception, 

mei'eA' i/ibn c|uiet acceptance 01 M;. "J. m m  ner once,- Idele is older than. you. And 
not as gair of face." .

She opened her uo spear buit he forestalled her. "Please, no lies this time.
Did you think I would ; ' * “i i.e,.p “’o;.'

"I'm not sure. I \/asn't irilling to take blic
were 01 no./Ye 9U

help me v/lien you laiew why I /.'■antod the Stoiie. Sorcorors c
risk. I also wasn't sure you'would

ana expecu o'biiers 'bo be as well." She 'boo]; a deep brea'bh, steeling herse? 
want one Suono for myselx. 1 'i/a.nt to 'use ib. I i.nnt to be a Sorcerer."

are notoriouslj^ selfless
"I

tht
She paused, omecting an outburst fro;.; Co]j;i. Thei’e was none. "My name is Dale

ner. My fn'bher was Eju-. the brave, also a Sorceror." Coin nodded. He had heard



of but had not Icnox-rn he had o. daughter.
"Kyn retired fron his wanderings after lie married and.remained in the city of 

Adelford as the tow. Sorceror. he died x/hen I ’uas, young, but I remembered his , i 
stories and decided to become a Sorceror lihe him. However, I am a. xTOman and none 
V70uld apprentice me. So I became a minstrel instead. I never forgot my dream 
though and often sô aght a different path to he same end, Kyn taught me to read 
and I hinted in v;hat books I could find for some clue to help me. : .

"Finally I retur>aed to Adelford and x;a3 asked to entertain the Baron's court.
In his library I found mention of a cave in these i.iountains irhich x/as connected 
with Ala of the Stone, Someone must have seen me take the book, Perliaps they 1
thought I had stolen something more valuable. The rest you laiox;."

Coin found it difficult to condem Dale. Besides his oxrn lildLng for her, had 
he not hlaself liad the same dreams? VPaat X70ui.d he rave done in the same situation?

She ciiallcnged him, '"So, x7ill ;/ou s'ill cono X7ith me?"
Coll considered blie situation. lox7 tliat lie x7a.s here, he felt ca strange reluc- : 

tance to continue. -̂ 1 hadn't noticed it on his last visit,' but the mountains load an 
eerie feeling to then. Ho made his decision. "You do not need to flid the cave. A 
Sorceror luis one apprentice during his lifotine. I ha,ve yet to choose nine. I 
cannot guarontee tlia'b it X'/ibLl i7ork, but if you i7ish, I X7ill apprentice you."

"Apprentice no? Really? Hox;?" Her face mirrored her surprise and delight.
"I X'7ill teach you." Cola smiled, pleased at her reaction. "I xrill have to find 

a nex'7 Stone, or x;ait until a.Sorceror dies, then I x/ill teach you." ■
Her face fell. "Hox7 lone- x-7ili that take?'"
"I d n't lmox7,'" ■ '
"It night tai:e for over. o rie giiGd, despondant. They sat.for a time in silence.

bualLy Dale said, dotermlied, "I'm goingIt •
x7atching their dreams in the flames.
to find that cave, I've x-7aited too lonr no x-7aan amnnore

Cola caught her hand, as eaihest as her. "Please, don't go. I feol..." He 
shook his head, unable to exp.lain x-7lio.t lie d nd not l3iox7.

ê'o one, "Don’ b you understand? I must gpl"Dale covered his hands x-’ith licr
"I )cnox-7." he muttered. "But lam afraid, for you," '
Dale kissed him g-,.ntly. "It X7ill be ali'ight, my dear. Y-o-a'll see." ' ’
It V7as lior first si:n of affection for .Iilx and he looked at her li -wonder. Then 

he held her to hli fic'rcely wibli a toucli of acsucration. "Oh Dale," ho xihispored.
, "My Indy." '  ̂ ' .

They began their cllab of the mountains the noxb ixornin’;;;. As they travelled 
Coil's delight in their n-au relo.tionsliip and foai’.of ..the mountains increased. They 
took a different xiay thanColi had before, '̂ liey lost their x-7ay several tlaes and it 
was many days of liard. searching before they cane to the cave. • ■

In the end it xias Goli who found it. Tliej- mig;ht never have seen it for all the 
undorgroxTth and rocliS in the way, but Cola caugt-t the fliclicr of light - the same 
light as in his Stone and partocl tkiG bushed to flid the small entrance,

They crax-7led inside and stood stocl; still in astonishment. The cave X7as totally 
covered in ciystal formations. Those- glox-7c-d l.riglitly, almost blinding x7hite. When 
he liad found nis voice Coir, g-nsped, "It's a crystal, a giant crj^stal. This xjhole 
cavG is the first Stone." He x-7alled cautioxis-ly forward. There \icrc no other en
trances of any kind, "But xiiere is tho. eneiu-y source?"
Ho looked back at Dale, X'llC eyes x7orc tigh-tlrp closed in concentration. Colm

realiaod V7bat she x7as doing ana shouted, "Hoi" His voice echoed a.round the cave and
XTas joined by her scream of pain. He caught hor as she fell and carried her back to
the c-ntrancG, dragging her' tlirough it.

He Icnolt boside her'. "Dale I Dale I Can you hoar mo?"
She opened her eyes. They glowed white like the cave, "Coin?" Her body shuddered 

violently, - .
Cola bent over her. "Dale. I'll find help for you.. Somchoxv."
Dale X7tiispered, "iJo, don't leave. Ho tlno." She aliiutod X7'hat they both 1-cnew but

Colm refused to eaoproas. Desperately ho plicod his Stone on her head, trj^ing to ■
absorb some of the exiergX' ’bhat do GL'X’Ô ’̂OcI. ilGj!?» >



'!Colia.,, Goodbye... I loved..." Dale's body‘sliuddorod af̂ ain and uat

la. cac iron ' 
oatisfa.cticai. 
board

joar.. ina sirlioJ liGavilj'. " I  -riavo vron," he

yennned. "Yor. killed lior. 'Yon iiicroased the -oov/er

In the cave Antlrb : 
said^ bnt v/ith l i t t l e  

Ynrb' stared a t the
ontflox; and yon k il le d  hior." She h it  the tab le  v,dth a clenched f i s t .  ‘‘So c lose . So 
c lose . Yictorj^ in  my rrasp and yon k il le d  ":er. Sb.e o'culd have been ny f i r s t  ' 
.oorceross. I:y f i r s t . “ She looked around 'the cave at' i/hat should, have been hers and 
gasped. In the corners o f the cave- fa in t  sliadous had snpearec,. i'nrtt chucidLcd.
"You cheated Andrb. You kilfLed her and so I have -./on." She threw back tier head 
and laughed in trj.'ora'p’n. ■

"hot quite^ Inr.li" iindrli corrected gen tly , ‘‘ile ithor o f us has v/on." lie nointed to
the board, the black fignroi 
"Shall we begin?"

flicker of white' light in then. He sniled.

Loden Ilouiitainâ  a.lone \ri 
firm tlie entrance-. It sei 

A child cane up to h'l' 
Please j.ir, yo- IVC oeen

!-711 .. riere
tricks v/ith 11̂

CooE looked at her ana laur 
collect

;■ u'as Sumner and he could ignore his 
ind the Spring tie had spent ni the- - 
■'Aicod Date in 't.he cave and sealed 
entonbed there also, '■ .

before^ haven'’t î ou? Aren't yon the nan who does

iage relu c'bantly. ^
nclor 0'£ he Uinber
iliG i/ric f .  He had

d it' h i 3 soul via,
/'Am1 Si.10 lo-o-kcd a'

i. for the tirs't tirie sine 
will she/ then to yoi: arain.

Dale's deathII 'he other children and
. "Go, a

cauiliTS -a :A 101 ■
J.HE-Hi: 16 pages! How did you do it? iJut oh, 'those spellin,; and typing nistakesl
J. GGLOSMTEH; Gold finch . Jerngq Goldi'.nICtI Sorry, /laving knov/n her fo r  years^as

used to  the 'new hane. ( l  was alsosoueone different, 1 - I V.

typing from a copy that h d her old none on it.) Of course,just to confuse the 
issue,- her original name was Scheerle!//Li’ied the story, bat 'then. I'm. biased. ‘
VJ, IIEYDT: I agree, humans are tougli. they are, aiaasingly adaptable and kan take

as'boi'i'ishing wounds and sur\''ive. (l can add tales of -a nan I net i-;ho took 
4 machine gyui buHets across tlie stonach, and a cousin who hcid 'the nain artery to 
her brain cut...) Jus'b lool: a-b how hard Piasputin i.-as bo k.ill. But then again, some
times a slighb tap 'bo trie head is fatal. How do you systemise tli t??? Perhaps we 
do anyway, NPGs tend to die i.rhen tlie system says they should (iroless 'they're pivo
tal) and player .characteri don't! (Of course, they're not always huc'ian, but...)
P3Z: Take it as read triat any messages to family e'bc, get passed on via my broach. 

(Eraddon oves me few favours, he can do it.) .
J. Sa.PIfIjZk: (re me) You're welcome! LD pHione calls may be an ilussie 'trait. An 

’ awful lot of the population has relatives and friends overseas and 
interstate, (And you thoeight you were jokim!)//l hope you’realize that I'm catch
ing up on your Dragonsgold zino co'anti (Of course. The Golden Dragon is up to 55, 
but I've go'b to start somev/here! ) Hoil and I recently diacussed the possiblity of 
going back in time and becoming first isseie contributors. Can you imagine it?
"Dear Lee, v/e heard you i/ero going to stai't an APA zine and v/e'd like to contnH'ii+‘̂ 

1'/,.. ."/yihe Chocolate side of the Force??//tergoyei bhe "Elements or Roleplayi.i
lianguage is a sximy tlmcgis fip pp p p P p f ' 1.11. vixu.v- iiww mie. ..1__

I suE’-.'cet \/e're stuck with RKl a texm as Xu
- ^  C-b Ui ' r.’i.L‘ I-. te dht.ficXllt.

//I heard about the laus-ait you mention. I t  v.as interesting to  get 'bhe ful.l story 
rather than the sensa'bionalxzed version we go'b here.//(re me, ag'abu) da Silva
told me tnab some xf his friends are planning to annex Austi-alia 'bo keep the Aiaeri— 
ca's.Cup in America. So maybe moving Oz to GA isn't so far-fetched.. .IRiat' s tliat



rumbling under my feet? Uol
want to be
L. git,t:̂spi

' ubose •hains of the Sydney Harbour Sridgel I don't
,nlcl m;pare to repel boarders! Alert! Alert! ...
I've rot"-.'I'" answer uo your riddle is a lamppost! (one of the
ola-fashxoned ones, blxick-painted ones that look*like a tree,)//l've

answer to your riddle is a lanpposil (one
•  ̂ oaau j_uoK d.j_ne a uree. v / 1 ‘v

Iways wondered who >.he Icelander v/as. Of course, you're not really one at alii// 
Lxked the Di;arf stuff. Consider it sT/iped. ■' /
Zi_SIM£Y: Ask He-il about his lucl; stat. I now have a character who is very lucky

haven't used it yen so I'm not surfe*how it works. Ithink it is exactly
in his ;/orld but I

)’ou are aAber.
P, UATlfj^; 55 video tapes could make an awful lot o: 

I bhirre ohe yanks call it). Let' s have a
you.tice selfdefense with 

is Old English for 'Be thou 
Ifhat is p Easkara?

l.’ut I warm you, it 
whole' a greetin'̂

' streamers (or tickertape, as 
party!//Certainly I'lL /rac-

basic selfdefense,//'Wes thu hal' 
and farewell, hy elves use it.//

I  just fa x y d  i:ay save versus' starting the promised urito-un now ( lb 's  New Yoaiu I'm
besides, I'm s t i l l  .euphoric at seedjig 16 pages axi p r in t !)

Sam currently a lias  liatiifra Hennessey, an Turanian ]Iymph/Thief -  Jenny Fein
^ o n  Hemessey, a Dotectxve/Sarenian Guard (Pightr/Cleric type) - Br-addon Giles 

, Captaxn oi the Hangers, t a l l ,  dark and silen t ~ I !e il  Fraser fHPC)
M*alnor, Uruk-hai Ore, tall, dark and nasty - Ileil,Fraser (lIPC) •
^ervius, Clerxc of Ultra (See Hell's zine for details of Ultra) - ?ai-n̂  Innny 
^Inen, x^lven mage, mean hand at fireballs - John Abrahanson " '

thxas, human mage, tall silent and also nasty if need be - Craig KacLeod 
reetiar, wxfe y  Berxl:, Paladin of the Velar (once Ilitran) - Hegap Dansie 

^xfyen, a Leobxrd (see gjast'issues for description)' - Foil Fraser (HPC)
John V/esley Uonbat, wombat ex-traordmiaine and* L i l l i  Harljnii, a nhite mouse mth 
wxngs, -Ixrx, In ^a ln or 'n o t-qu ye-fam ilia r Dracconette, B astillo , the uiiicom -  II.F,

"btxCiL/ lO U XIi I3.UGP sues!)(Pay attention, I'm not repeating

y i s  y^vnrituen by Sam two years later. The spelling mistakes are intentional/she’ 
learnt uo ’.nrxte rather late in life. (That's my story, anyn-ay.)

I'm no^.wrxter, xt goes against the grain to -write thinvs doini, it's like ;.nritin 
a confessxon and I know how fatal ran be. Put I'd kindi like to write about
the events of the Inst two years and wliat's happening now too. I think it's
important and I'd rather tell the storg' nyscIA than have someone else get it all
wrong. APber all, I was 'bhere for most of it and I might get to fi^re it all out 
thxs way, dxscover the truti., vdiatever that means.

Damn! I guess I can alwaj^s des'broy it later if thnngs don't i/ork out. Fever 
leave any -braces of yourself if you can possib]^g_pvoi(i it, -that' s ,my motto. For a 
thxef Ghat 's a pretty good idea. Trouble is, it's because I'm a thief that it's to 
hard to figure ouu vfhat -the truth is - I've spent too iiuch time pre'bendinr to be 
someone else. I guess I'll have to write this thlag as I saw it at the tn?.e and 
work ou the^rest later.

I spose-1'11 have to tell a bit about ne first, uiiat I Inow that is. It's a
tjOod bet I wao^born in xuran. xhe firsu 36 years x/ere pretty lousy and any.vj'ay., I'l 
only admxt to 25 of them, i don't Icnovj- who my mother \«/as. Hover fovind oub". My

^ pointed to once by , Achjned, the bastard v;ho brouglit me up. Taunted me ' 
^-bh the knowledge that my precious fa-bher appreciated my eorLstance so much that 

-whoever -v;as willing, to p-y for a small child. Bloody peasant that 
woul^ t. acKno\7lGdgo his by-blows. I hope he -was punished for his sins, but I doub 
xt. Hoone ever is thank the gods. . ■ '

I acted as Aclmucd's. lobkoirG., divers-ion, door-opener, snitch, ruTiner, go-between 
ang the rc-sr for as long back as I can remember..He weren'-b imcli of a thief but I
learnt a
, , , ' ' .vJ O X
better than uv

fevf- tricizs from >niiii. Hoy all of Ghen pxeasa.nt ei'bher. Once I v/as old
1.ool: after myself, I ran av/ay, lb v/asn't much oz lie, but it v/a£

beauings. And the rest. I did so'me -pre'rty cixmimy things to -survive



Don't get me wrong. I think I'd do then all again to ŝ arvive, i'd just rather not 
liave to.

I ended up a pretty daron good thief, lever got caught for long. I joined the 
Nymph's guild in Venice too. These Turanians don't like their women to learn how to 
control men and outlav/ed it. .tat from then on I was sot. It's amazing v/hat a smile 

pell will do to get you out of ; tight spot or past a guard or what

3ome cash together and decided to for the big time.
I had one too many in a pub rift_n’7a.rdo and got spatted by 

not to la-iov; what cards to play though, and

and a good 
ever.

I had a good man, got 
Wouldv'e made it too but 
the soldiers, I wasn't sozzelled enough
decided to get away from Turan. It a/as about tine I had another trip away, maybe 
for good this time. I mean, Turan and me don't get along crash hot and I vias goin 
to head for Galparan v/here they treat you right just cause the Turanians are aft;er 
you, them not being the best of pals. And the Turanians sure as hell were after 
me ana the Prince’s personal guard weren't going to sit and twiddle their thumbs 
vfhen I'd ripped a bracelet worth a cool Oĵ uarter mil and a book of golem construct
ion off their master. Some people liave no sense of fair play!

So all in all I was leaving the cauntr^' a bit fast for mĵ  liking. It sh©wQd too. 
My horse died under me and I had to push on without it. I was heading tlirough Red 
Moon Pass, which has a bit of a reputation, bad mostly, but at that stage speed 
was more important tlian superstition. It was snowing too. Whatever I tell Damon,
I'm not sure I would have lived tlirough the j urney with no horse and precious few 
clothes. Blaclr. chiffon isn't exactly the we.rmest material, even with a cloak. I 
passed a group of troivellers on the v;ay in. I rernomber tliiniiing then a funny lot. 
Even then. But I didn't pay them too much mind. I was in too much of a hurry.

The next lot I ran into, I'd rather I didn't. There v/ere about lialf' a dozen 
tall, black men witn red ê ês, a fev; hunting dogs with unusual araltures heads and 
a vihite dragonel, (Spot the Dave margrave black men, and -incidentally, one of 
Braddon's other characters. J.m.) then there, were those things that I didn't 

Naw, it was more like I couldn't look at then, if you get what Ilike to look at. 
mean. .

The thing that reallv hurt was
rotters took ray profit. But at lea.

that they took the book and bracelet off me. The 
st they didn't take ny Iciil'e. Good laiife that 

one. A kula’i knife they, call it. I ’d pinched it off someone who'd pinched it off 
the Gurldias I ĝueis. It’s a dog eat dog world. •

Ya Uioir, I thirlc they let me keep the weapon because they vrer;: contemptuous of 
it, like they were, sure I couldn't touch them. Well, tliey took me back in the dire-

I wasn’t about to bo any use to them. I vrasn't
So I bided me time and stuck 
They ctiased me of course. One of

ction of Turan. Heaven know's rrhy, 
about to stick around either, if I could help it. 
one of the black things in the back and just ran. 
the dog things got real close and hooked a clav; in my cloak and then rny shirt. 
Ripped it open. Man I was scared. I can tell you, I ain't tieen that scared in all 
my life. e::cept rricw/be after the fight i-nlth the adementite angel. But that comes 
Inter. I don't Iciow how I got avray from them, but I did. Maybe they didn't really 
care if I did or not and boy an I glad of that, '

VJell, next thing I Icnerr I'd run into that nob again, the ones I'd passed on the 
way in, A crovrd's the safest place vrhen your're being pursued so I reckoned I'd 
join up vrith then. They looked like pros too. As I camo-up they spaced themselves 
out in case something came on them and a couple came up to tall; to me. I remember 
how I sized them tap tten. It's something I alv/a.ys do when I neat people. It can 
help later on.
. Theĵ  v/ere a wierd mob, Ihere was the huge Uruk ore at point, ugly as sin but he 
oozed machismo. Good in a fight by the look of him and I was right about that. Not 
someo.ne I'd like to meet in a dark otlley. I doufot if I'll eû er tell hiin, but I 
considered him for a partner. He’d laugh at me anyv;ay. There v/as this cute little 
guy in v/hite and gold robes that v/ould put Giie Queen of Sheba to.sliame. You could 
go snovj blind just looking at him. Obviously a Cleric type and not much good to me
- gods don't lilce you charming their follov/erc. 
non-de script guy in leather armour and carr;/i/i£

There was a rather ba.ttered and 
a bov/ - a fighter? And a gorgeous



d do it. IJoono naturolJ” believed me. I f  I»d  been in n.y condition
0 ' T >0 n -« V. — , 1 .. ~l  - . I ” t  1 r.Ti ■ T’ - . -Lc. Tronble uas^ I ucol.;I a ’•i-'i Kifyen went to the back of

CoOun.es. .liic.n tney u'antod to Icno'; the v;ho'le

h-onl: in clmaky armonr. Damon aliTâ -’C was irp.preGsivo. Ho seemed to be the leader of 
b y  -“t y p - e  y  .1 docim-c t= 0.„ccmr.tc cmmrt. on hS,. EonidJo, hn looHd 
li.u .. fishtei,^nhicn are ah/ays easj.or mo influence, besides Imn v/ere a couple of 
i.agos - not uorua ootnerxng uith, too licsrd to-cii. rm - an', a mob of anhnals.'

’•'■a.s a rather lustreless Imu of a bitch
cal^d onareonar. .aere was a cat thing with wings like a bat's. I v;as a bit war-.

-dicy're no': iy- favairitc anixial, if you 
‘ I sain, '‘Shit! l-fliat's that?" Then

l e ^  t r e ! * ” " “  " " '
_ Tnere was also a funny-looking squat ânimal̂  furry ai:d v/ierd. It carried a maul

h  h  y - “ -iECnt, -ĉ t ..,in,n it .n>t I hod no idco. SittinB t  S o
onou.-aei v/â  c. i/hite mos-se wish wing's. The hi-ak liaa a Dracconette flyino-
roum it anc lasu ana least uas ohe unicor-n. That was 3}iareenar' s. It took me a 
wnile -CO figure out that she ;̂as married bo derik. I felt sorry for the sod.
Anyone with a unicorn'.has to be queer and she was mari-'e ' and all

lu/asn't .thinking straight and gave them ly. sî -ect name, Sai;:. I also made up 
some cociu and bull smory about now they hold to have .a guide in Turan and I was at a .loose end so I'.d do it. -- -. . -0 . .. -----  •
I'd have told a bettor lie 
me and pointed out the tear in my 
story.

The Cleric ca t so® 3.oil -bint made me feel better. Something bo take avray tho 
-og fear, causes. Anyi/ay, I told them about the creatures I'd inn into. They looked 
thougntzul end I figured they must Icnow sosethinu; about them. The rorgeous Trunk 
moaned ma a lovely warn cloak whicli wan. wclco;.ic. It was, bloody cold no there.
_ \-jhca thej. asked me what I -was doing up there, I told them I was ulanring to

They believed it as mucl: as I did. It was pretty thin buo all I coula uhink of at tho time. •
. pretty veil accepted that I go with thoiti. I thought tint bejjiv a basioiv

^ce^lot tney wouldn't vrninc to leave me to die -there in the snoiy or to%e left to  
the tenner mercies or the creatures, Tliir real r ,ason I found out later on. '

y/e.troopea off. I started to wonder i;hat this .mismatched lot were doiuw: here, 
xaey sure as hell didri't look lik.c casual traders or tourists, after some tr-udginr
we passed a small neî d of goats. Goats is goats, I'd always thought, but this lot"
aUGacnee us. Blooay undead goats they tunned out to be' Hi-th a bit of quick think 
, eet in gooa w-rbh -bhis lot by taking part in the f-ight. Good idea,
trouble^was, I c. oeen -put so I'd he at the back of ary fight. There were all these v 
people in iront 0. me and it was a]J. over l:y the time I got there. I reckon they ’
^id iG on ^rpose and I decided tint - if that \;as the r̂ay they wanted it, tliat was
fine It. mel

Some .-Dime later we got at'backed by tho white dragonel. I'd started to think the 
mob m̂ s  pretty unusual and tlris fight se-btled it. ot that I saw nurcli of it.' I was 
lire on lay face in the snow. I'm not stupid. I ’mow nv cnuabilitics. '

The vrhite Dragonel started-to divebomb us. Tnose -bliat could penuered ib with : 
arrows and -bhe lire. And Domo:. and lerik -blu-ew javelins at it.' I don't ’mow rrhat 
taey were out .ne d-mn tning's -wing r̂as crippled afterwards. It flew into a cliff 
and e^rplodca. moody lopressivc. lira In or went to livestigate and cane bac’; munchin • 
a aunl-; of dragonel meab. levol.-binu stuf.'.',' ■ '

Laber oiip.,e urju a j.ro]...„ l-iXIu Damon was 'i-tc’-i-ing to fi' hb. .L laio-w now tliat they
j.re Cx ê.;. ,.»ures -oj. darj-rness and tlierefoo-e ci-ieiriics of 3a'c0''i bw'-' 
10 was crazy. Cone to thi-n’: of it. I'm not so aiwe T  .ct-i'ci rl-lie was crazy. Cone to 
t m e  j

lie also net some Dmrves tliat 
(0. was impressed 1} and a ljunoh oi 
Tnen there vras Drey a, ■

tho ti..ie I thought
nou so sui'e -1 s'bill don't think he is some-

offeree! ;b r ik  
uruks -bliu-b jm in o r  be;

i-stance if he needed; it. 
:■ ’o'.i on to Loc'G informa-bion.

liOre of this .Later on. The
, j . i .

3 o O.iT

stand.
axiaGr̂ '3 . acc:n;i.'’’i to . to  OvS"

j.i-'jxi doar 3ar ! "iyjirt view. Uhic! means
. oi' olariLfi.cat-.i.on i f  you don'"b under^ 

VJcG -bhu lia l! ' ■
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'ell, I'm contributing to Av
i.d,, Eoxboro 
once avain.

> I
a,

1983

02035
,, -- this time,

you're seeinv my first attempt at stencils. ..hat do I AAAAAAliIIIIIiUUUUUUUdnrr'anr^ny|.T-i;--v-"--^ S i i » ' ' S j .
Actually, they're not all that bad. 1 thou ght, v/hen I 
picked these out, that they v^ould rot your face off if you put 
your hand bn it, or somethinv like that, (I am annoyed, hov/ever 
that you can't see what you '' ' ' .......

however, 
think ofi ( C E s ; C ? S
first

them?

as if it'-s tone through the
write.) Anyway, this 'zihe may look 
meat .̂ 'Tinder, so I immeadiately ap-pologize for its illetibility

I'm not really sure v;hat to do in this 'zine. I'll conclude 
from C0.UAI ,,-l (talk about confusing" abriviations) and finish up 
on the heroQuest (or whatever) character reneration system.
I miyht also do an adventure v/rite up. So I think I'll continue 
v;ith these voddam stencils.
■'["'E 'nhOQUESf (or whatever) CiiAkACiER 
PART II
Before I betin, I v;ould like to point out a few 
last issue, that have happened in the character 
cedure. ?or one, the characteristic of ir'.'hiC.i'Pi'

ATIOi; SYSTL.

Its function has been put under

changes since 
veneration pro- 
;0i has been drop-

iDOiPs sphere of influence.
can
turn,
as running.) 
class

ped.. _
Also, ACTIOr ALLOI.fAYC.I now equals ((AGI+DEX)/2)+2 . (This 
sometimes be concitered as fj-ACrI+2, if, during a paticular 
a character is only executing AGILITY-based actions, such 
Lastly, the characteristic of ADU-iAiCn is no longer used

Anyv/ay, I left off detailing characteristic <. social 
generation. This time, I,'.11 deal mostly with proffessions  ̂
skills, T’nere are a number of skills, divided into 5 catagoriess 
"̂■Er’ERAL SKILLS, ‘'EAPOk SKILLS. SPELLS, KI.?UALS, and SPi-.LL/P.lTUAL 
COK-Bir-ATIO':S. Each of these catagori'es is divided into specific 
skills , such as STSALTK, AXE-TKno'll', '.KODCYvAET, or w’natever.
Each skill then has a BASjI,’ the base is equal to a characteristic, 
such as EMPATHY or COr'STITUTIOl', and then modified by an ylDD, 
such as -:-2 or .'he base represents the skill level, in that
s]cill, t’nat^all characters start the game i.dth. Thus, if someone 
lias an AR-iLiTY of 3> then he starts the game v;ith a. STLALTil skill 
level of 3s because the base for STLALTA is AGI. -hile the base 
of veneral skills is varible, the base for most v/eapon skills 
is EXP, the base for all siiells is .iIS-̂!-, and the base for rituals 
" spell/ritual combinations is PIETY.

Unfortu.nately, the skill list cannot be iiicluded here, for. 
resons of space. But I can give you a few examples of general 
skills, listed belo\7.(The base of each is listed in

ACROBAT ICS (Aril)
AKIBAL PRIEI:DSHIF(E. P) 
ARROR(CO^)
COURTLY PIACE.:.(E.uP+,3TA) 
DE.. OKOLOGY(r IS) 

Characters may add 1 to a 
-T'O'"LEDn'E characetrist ic .

DETECT .iVIL(PTY)
G.B.. CUTTIiP(DEX)
LIGEKD L0.,lB( IS)
. EDICAL A.. .-'S(0)
FLAY lrSTRU_.Ei:T(il,.P+DEX) 

number of skill levels equal to 
(Remember that ... 0 Ll.DC-E cannot

parenthesis.) 
KIDli.G(AOi-2)
SEX APPEAL(i..p+C0r.
Exit—.DT-.' Ibxj ( X.A -P )

his
be

below zero.) ?hese skill bonuses represent extra knov/ledge that 
the character learned during childhood, due to his natural insights 
at the v/orld around him, or any edjucation v.iiich he recived.

Skills rgcive their greatest increases, hov.'ever, v;hen a 
character gets a proffession. Each has about 10
'availible" skills, v.iiicli can be increased before pla3̂ begins,



iJllOylULJS Or v ’ r’r A Ch

A charac.'fcer can cnoose any prorfecni or. he v/antiS ; as long as ho 
t>elonq:s to the proper social class. Ihus, Irnlglit.s can only be. . 
nobility or royalty, while ranprs ca;a be anylhln'g but slaves' 
or tov/nsnien; Again, i can't list the pif.>fieBaions here, because 
of the lack of space? there are more than 60 pi-oL.ress.ioiis, each 
one having different social class‘requirements uVavailible"' 
s k i l l s ' ' ■ . ' .

Anyv/ay, to get back on track, characters can increase. their 
skill levels in those skills which are "availible" to their, pro- 
ffessions, by spendin-'^ time in study. All ..dharacetrs ., .once 
have determined their proffession, should decide hov; long they 
are going to study for each of their "avail.ib.le" skills,.., , (it. 
is 0.-''.  ̂ i'- '.g.. .to study ..phty ;'a
of the skills.) Por most skills,' one may repive a +1 bonus to 
a skill level per 2 years spent studyin.g it. for spells,' and 
for a fev; general skills 'jeapon skills, one may reci.ye 
skill level bonus per year spent sturb/ing. Finally, for 
general skills, and for a fev; v.'eapon skills, one may add 
to a given skill level per 3 g'̂ ears spent studying it.

i'ote that one must spend' at least 5 years studying, 
this time may be spent studying more than one Skill, this 
represents the apprenticeship period. '

Looking at all of the preceding information, man^^ .of you 
nay ̂ be ̂ 'Saying "great.' uith your 'stupid system, 1 can study for 
a million years, get gjreat bonuses, and have nothing happen to 
me." "ell, not really, fou' see, there are aging effects which 
must be taken into effect here.. Unfortunate.l:y, in my system, 
aging effects are rather harsh. All 
(but remember that they must spend at
so the minimum age is really 15)', and all characters must sub
tract 1 from ..SfUfi ■, AflLI'if for every .10 years aged over 15. 
ihus, age 20 is 5 years over 1 5, v.'hich can be rounded up to 10 
years over 15? so a 20-year old must subtract 1 from both S'i;.i 
and API. ■ "ote that, v;ith aging- effects being taken into con- 
citeration, one can have; a ST.lEi.-'i'H v;hich; is below zero.. (For

however, the minimum is .still Zero., for the time being.(
the' character, .gener- . 

part I,il5. l. vvant to 
■ with some

few

a +1 
a few 
a point,
though 
5 years

characters start at age 10 
least 5 j;'ears trainingo ,

A^-^ILIf Y ,
about01-V it for part

start
01 
be a

'ell, that's
ation procedure, there probabry 
stop v.ritting about my system and 
comments.  ̂ '

 ̂ -by the way, I forgot to put something in. A character may 
recive, before he enters the game, a number of silver pieces 
equal to 3 x the number of years spent practicing his proffession. 
this money can only be recived if the character's proffession ' 
is one where a frugal lifestyle is not required. (i.e. rangers 
' most priests cannot recive this money.)

It seems■T-i
J'lS FIO. b'AR'j.YI (modern-day £arth, in other words) 
to me, when I think of S.F ...̂ fantasy novels, that a lot 

of the heroes are from our ovrn v;orld''. .kray Frescot, iomas Cove
nant, and (to name a more obscure erampie) folger Carlsen all

can prolDably find. :.-.any other examples in 
that F'lF ought to :..ake ammends for these

came from Earth; one 
literature. I think 
types of characters, 
player-character, then
Chink of this situation; '"-eorge Face v;as a mild-mannered hard- 
v;are salesman, who one da.y found Ctliululiu sitting in hisbedroom.

If one of them v;ere being used as a
it should be much easier to roleplay.



THE CHOiHCLES 0? THE AHCIETE PliL. ill
Before he knev.’ what "/as ôin-'T on; he had been picked up, thrown 
up in the air, and landed in di-reyhawk or something. :-.e is now 
bein-'̂  chased around the countryside by goblin hordes. i ow I think 
that many of us could understand what he's going through. There
fore, I think we could put ourselves in his position, and pre

played , or 
He should

diet his reactions much more accurately
I'm not quite sure how such a character would be 

in other /vords, hov/ he v/ould fit into garae statistics 
have skills which are appropriate to his Earthly proffession.
Of course, accountants and insurance salesmen probably v/on't be 
that good in corabatj they should recive soiae magical gift, such 
as Covenant's ring. Some of these characters .would have weapon 
skills, hov/ever. They v/ould include adventurers such as Dray 
Prescot, v;ho served in the /"avy. In any event, characters from 
s Earth should be just as powerful as their native counterjiarts. 
An argument could be made to say that Earthly adventurers should 
be 'more powerful than their neighbors , because they have to 
contend v/ith their ignorance of the area. ■

If anyone in A<. E thinks they could design a system to in
corporate 'these peoiil'0 into Apfs, it 'vould be ^vreatly appriciated.

'UAL 
a'^o,

II
I

: Oi^STEH A 
A few days 
to buy it, even though 
a half; I thought that

A HEVIE'J 
found lEEI at 

I hadn't 
mig}it as

my local bookstore. 1 
played AD. D in about a
well keep up

I mis'll! as well start with the real reviev 
is very vrood (that's 
two covers, this one 
'monster on the front 
just a technicality, 
some of the jpictures 
ture is an example),

decided 
year and

ijell,

a good place to start), 
actually has backround. 
isn't featured anywhere 
Anyv/ay., the art inside 

look of almost 
and, in almost

ray collection.
The front cover 
Unlike the last 
Of coux’se, the 

Inside, but thats 
isn't quite as good]

immagination 
Tnll, I

childlike quality (the pic- 
every case, thejr lack the

and effectiveness v.'hich marked the EiEiD POLIO.
think it's time to talk about the book itself.

(You have to realize that 1 v/rite this as I '"o along; I tend 
to ramble on). ..y first impression, v/hen 1 was looking through 
this book, was that there were a lot of monsters from the outer 
planes. ,mt only do we have demons devils, but v;e have demo- 
dands, daemons, modrons (who look like peaches l,. tv/o-by-fours 
v/iti. eyes), para-elementals, hordlings, devas, planetars, solars, 
and hords of other nasties. And this is in addition to the extra 
demons devils, that they f̂ ive us I The thing about these s xSikxxx 
xiaKxxxxxEiJixSixxxxxxx^kxS: monsters from the lov/er planes is that 
they 3.11 seem the same nov/. it's as if G-ygax . his palls sat 
together one weekend a'nd cnurned out as many nasties as they 
could, saying "all the ones v.iiich have tusks will be called 
'demodands'".

"Lack of immagination" is a good phrase to describe this 
book. A good portion of the monsters are little more than "im
provements" of old ones, such as the gor'':imera and the "greater 
basilisk". Others are both unoriginal and rediculous, such as 
the "pseudo-undead"; they are simply undead which don't have 
the special powers of their undead counterparts, such as the 
"pseudo-vampire", who can't drain energy levels.

_ After I got this book 
to i'T'J II" game, but their 
finding these monsters to

I deeided to 
v/as absolute!:/ 
be the sane as

hold an "introduction 
no interest by the jjlayers; 
all the rest, they treated



C'^oncL'^s o? t h ^ a t 'Ci-s rT'n'p PA; IV

^ ^ typical "Donster-'bashiny" expiciition= Aeallv,
I tninli" that "fflonster-bashin'^" is something, that very f.ev; of " 
us need; after tA.e first monster* the rest, all seem remarkedly . 
dull. ; aybe that is .i. Ii's problem, .xifter the first batch of 
nasties, the rest can't be all that .much different. ■
: Y CAi'PAI^rs. fHT 
I've been .psihg■ ? P̂ .<

PEI’A?ff....3R,,CAmPAIG-r (not an original name)
 ̂ , ^his cauiiiai'̂ n for as loiirg as I've been playinm
■or it I've designed a language, a number of cults, and-

^ ory. I might as v/ell tell you something }tx}about^ because^ I've-got a lot of space to fill here. .
^Baslcly, in this campai'^n, it is assummed that all of the 

are falling apart, v/hile the nev/ ones are con
stantly expanding^ influence. , ihe .continent was once ruled
by tne nation ,of. ir^enarther, until .a horde of, demons came in and 
ravagedtthe umpire. Everyone v.ras., almost .killed of in this in
vasion, It v/asn't until ,, , ’ Ahdj.lore ,. the . savior , same along
tnax everyone-'^began to fight back'., •. Audi lore collected an army, , 
and^marcned of± through the south, winning territory for the 
Empire as hê v.'ent along. Eventually, he ran into the last place 
v/nich was still occupied bÂ  the Hordes; it v/as here that ler-

leader, sent his last troops against Aadilore, ..hey bocn nought, and in the end, both groups had totally dem- • 
olishea each other. So the threat to man had ended.. . .

^Ehe cost 01 the war, hov/ever, v;as tremendous, and none, of 
tne involvedh^ations could go av/ay unscathed... Fenarther had 
lost ner .niipire, and she had a hard time tryin-g to recover from, 
her losses.^ Ene .tribunes, gxrkH elected official's who had ruled 
tne .empire for centuries, \7sra now powerless to do an3rthin.g,.

before the nobility, vdio now rule the .country,. This 
nobility are alv/ays becoming richer' as the Tribune 's power 
declined, he was forced to borroy.' monoA/- from them, thus givin-'̂ ' 
them a chance to manipulate him as,they jileased. by this time, 
the nobles meet together, eyery month, as the Parliment; this 
Parliment runs everything, and all 'adventurers must contend v;ith 
it.^ .Jhile this Parliment/Tribune conflict ..may seem trifling, 
it IS verA/--important to the campaign, because adventurers can't 
do anA/tnin/̂ r v/ithout these' people breathing dov/n. their bacl:s. - . 
Anywayr, thats the basic situation in my campaign. '

think I'll.do 
c ampai gn least I

"■̂ ell, that-certainly dra-gged on a bit, ‘ I. don't 
that _ adventure A'.r it e up this issue, (That entire ."mAp 
section ' ' ___-was nessasary for it* by the v/ay; al
got it _ over vvith). As soon as I -̂^̂et mj/- first issue of A..E in 
the mail I'll start writting up some comments. Anyway, I've rot 
some extra space, so I mi.ght as well sign my name, like all the 
hi-="h muck-a-mucks do it. -Then again', I don't think 1 will. "
(I told you I ypTote this as I go aloir^) . . ■
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Armchair Combat ■
, First a simple combat system, intended as a partial answer to Ellis Simpson 

(in A&E 100), who vies considering the possibilities of a card-based system.
Rather than use a special pack as Ellis suggested, this system uses' a normal 

one (although it could be adapted for use with a Tarot pack). For the moment, let ’ 
us assume a simple situation, in which two men with spears but no shields are ‘ 
fighting each other. A hand of cards is dravm for each combatant, with the hand's 
size depending on the fighter's skill but generally h-5 cards. h . . L

Next, determine the Initiative. The person with the longest weapon or : 1 
surprise or vihatever slight advantage has the initiative. If no advan'tage can be • 
seen, cut the cards. The fighter v/ith the initiative is the attacker.

The attacker plays a card, and his opponent replies; then the two cards are 
compared. There are four possibile resultsJ , -

Defender's card is lovier & a different suit; attacker hits defender 
Defender's card is higher & a different suit: no effect
Defender’s card is lower & the same suit; no effect
Defender's card is higher & the same suit: defender may viin initiative

Explanation: If a hit is scored, damage may be calculated using an
independent system or may be related to the difference in the cards. This would ' 
require a matrix of points scored (attacker's card minus defender's) along the top, 
with different weapons down the side.

No effect is self-explanatory.
If the. defender plays a higher card of the same suit, he may, win the 

initiative. During the first rounds, if the defender does this, he wins the 
initiative and becomes the a'btacker. Then for a numer of rounds equal to the 
difference be&ween the two cards, it is not possible for his opponent to regain the 
intiative, even if this result is achieved. After this required number of rounds, 
the defender may recover the initiative.

That is the bones of the system. Oh yes, 
is picked to replace it. ’ ■

after each card is niaved. another

Now for the additions. First, shields. I am not ceijtain how these should be 
allowed for. Perhaps one suit could be designated Shield, and if used by a r'
defender with a shield, it would always count as the suit used by the attacker. ‘ : 
But this would bo very povrerful. Perhaps the suit could only be used defensively 
if the defender had a shield. (Note that this problem only arises when one side is
shielded and the other is not.) Hse of a shieD.d card by an unshielded defender
would count as playing 0 of the wrpng suit. Incidentally, the attacker without a 
shield could use this suit,to attack with; this would represent attacks designed; to 
negate the effect of the shield. • ; - .

' Second, the effects of different wea.pons. Significant differences in weapon 
length could be accounted for by giving an extra card to the fighter with the more 
useful v/eapon. ("More useful" depends on situation; in close, give me a dagger,
but in an open space, a larger weapon would probably be more effective.)

You could also differentiate types of weapons by attack mode, once again by  ̂
suits. An epee might be able to use just one suit; a cut and thrust sword three or
even four. Afi attacker could attack effectively using a suit not specified by his
weapon but the result would not oe a hit but a successful feint. Such a fighter
would have the option of exchanging some or all of his cards for nev/ ones from the
deck— or of increasing the length of his initiative (by the difference between 
attacker's and defender's, cards). Or h© might be able to take one card from his 
opponent. (In this case tiie defender's hand v/ould be reduced permanently by one 
card, but the attacker would discasrd one of his ovrn cards so the size of his hand 
would not be increased. Or he might be allowed to take some tactical advantage 
(close or open the range or force his opponent into a corner).



Some of you will already have spotted the inspiration for this system; the 
cardgame called Armchair Cricket. Although my system has not been playtested (I 
have had no opportunity to do so), the original game plays very vrell. In Armchair 
Cricket, the hands are of six cards each, and wickets fall (equivalent to blows 
being struck) relatively infrequently; the larger the size of hand, the less 
frequently this occurs, hence the suggestion for a rather smaller hand. Rather 
than raising the number of cards held by the more skillful fighter, restrictions 
couid.;bq placed on the inferior one: not being allowed to play low cards
defensively caji be very limiting.

 ̂ This system is suggested for individual important combats, it is likely to 
be time-consuming, and the Din could not run many monsters/NPCs at once. It is much 
more suitable for a single duel than for orc-bashing. But if an important combat 
occurs at the climax of an adventure, it would be a good idea to take it out of the 
hands of the dice and give the players a chance to make more decisions in the 
important situations.

REAL TIkiE; A REJOINDER

At this point, it might be pertinent to give my views on the real time system. I 
believe that in attempting an apparently more realistic simulation, the total 
effect is lost. Certainly, rather more bookkeeping during combat is required. I 
have tried such systems and usually ended up going back to simple combat rounds.

The real time theory .(as I understand it— I have no doubt people will point out any 
errors) states that since different weapons are faster or slower, they should be 
allowed a varying numer of attacks. This sounds all right in theory but I think it 
ignores some major points.

First, although you might sv:ing more rapidly at your opponent with a dagger than 
with a two-handed sword, this does not mean that you will swing more frequently.
The knife fighter waits and circles until he sees an opening when he can attack 
without leaving himself too open to a counter-attack. The quarterstaff fighter can 
make much more rapid strikes against a similarly armed opponent, but few \,rill get 
through the defense or even be intended to do so, since once again the defenses 
must be probed before a major attack may be launched.

So the apparent ease of attacking with one xireapon rather than another may not be 
the case in real combat. There, the more skillful fighter will seize more 
opportunities and make more of them. So perhaps as well as a higher chance to 
strike, the veteran warrior should have a greater number of attacks. This was the 
system used in C&S. Alternatively, a greater number of attacks (6r perhaps attacks 
and active parries) could mark the increase in skill, while the percentage would 
remain the same.

Second, the system takes no account of the effect of combatants using different 
weapons. If one man has a short sword and the other a long spear, then in spite of 
the first one's speed, the spearman will get more attacks, until the swordsman can 
successfully close the range of the combat.

Religious Relics

Many campaigns are run in worlds which resemble medieval Europe, including a single 
Christian Church (or equivalent) as the major religion. Miracles performed by 
living clerics are likely to be all too common, if a system like D&D or C&S is 
used. (Let's face it; bishops did not go about resurrecting people; and if they 
had, society would have been very different. If bishops can raise the dead, they 
will be treated with extreme reverence by everyone, given the average lifespan.)
But what about miracles performed by the saints through their relics?



îi.TacXes centering;, around the relics of saints are frequently recorded by medieval 
chroniclers. Indeed., they:are-among the most common'types of supernatural events. 
The thumb of St. Sergius was used in battle by an eastern king, and it put to
flight all his enemies. A report of'this Ibause'd a Frankish king to search for' 
relics of this saint in his own country. When he discovered that a merchant had a 
fingerbone of the saintj he sent men to seize it. However, when the king's men 
attempted.to take hold of the relic, they began shaking and were unable to move 
until they put it down. At another time, the same merchant's house remained 
standing v;hen all about it were burnt dovm.

St. Sergius's relics seem to have been capable of a number of miraculous effects. 
Some worked all the time like the thumb's effect in battle5 others, like the effect 
produced on the king's men, v;orked only once— the king did eventually get hold of a 
half of the relic he was after. Relics of St. Oswald (particularly the earth from 
the spot where he v/as killed) were knovni to have two effects; they could produce 
miraculous cures and they had power over fire. This was so well known that fifty 
or sixty years after the sainted Oswald's killing, a hole six feet deep had been 
excavated by people wanting a cure.

For the effect of relics to be reproduced in a game, some types of relics should 
probably have fairly predictable results (like the cases above) so that people 
seeing someone struck by paralysis (perhaps by a ghoul or similar unnatural. : ,
creature) would be able to suggest a pilgrimage to the tomb of St. Morbiduswhere 
such miraculous cures have often happened in the past.

But more major relics could also have greater effects, mainly centering around the 
protection of the place where the relic is kept and the people who look after it. 
When a steward of the Count of Bourges tried to enforce payment of a fine by St. 
Martin's Church, the steward was deprived of all his strength until prayers were 
offered to the saint and the steward asked forgiveness for what he had attempted.

Even if the religion(s) of a campaign are not based on Christianity, the relics of 
clerics who had distinguished themselves are likely to be venerated. If an 
afterlife exists, then these saints may well be able to act through their relics to 
produce miraculous effects. Note that, as far as the monks who wrote of these 
miracles v/ere, concerned, the miracles v/ere performed by the saint, and as such viere 
of quite a liigh order. They did not cure minor wounds; it was the crippled, the. . 
deaf and dumb, and the possessed who were affected. Perhaps this might be seen as
the bias of chroniclers who only recorded notable events, 
the power it is vinlikely that it would be used lightly.

but given the source of

Finally, as well as their religious significance, relics had a high value. The 
holding of important relics by religious hbUses gave them prestige on one hand, and 
the gifts of pilgrims on the other. Moreover, the containers of these objects 
— which might range from an entire body to a single small bone or a splinter from 
the True Cross— were often richly adorned with gold and jewels and could be 
extremely valuable in their ovm right. Churches and lay people often collected 
vast numers of relics, and such a collection could be worth a very great deal.

The references for the relics of St. Sergius and St. Flartin (as well as many other 
similar events)' can be found in THE HISTORY OF THE FRANKS-by Gregory of Tours. The 
informtiop on St. Oswald and bn many other saints is in Bede's HISTORY OF THE 
ENGLISH CHURCH AlTO PE0FLE. Bdth are published by Penguin Books.

That's all for this time. Perhaps I ’ll get round to v/riting a fevf comments for the 
next Chronicle. Cheers till then.



I sapose J2 i! "Hit i£ toow I am?-lntrodu<:tion
i i U e m i r o U  S*a°Lw'’»“® l r  “  '959 and therefore will be 0.025r̂.;: + f ^ in a few months. I was moved to Didcot at the ape of n nn'̂
hov,''stol^i^pS currently...err,
London for the past three years now- the sh fans. I've been living in
permanent^and guaranteed to reach mL  1 o u r r L V " o r ^ \ 7 a'1 h S 5''leSt''“ °'
s t T a S  S:rgrc“;niS! y r i o l  out1 Sre","^“^"“ -̂ "̂ '
gheatin^' or Rulebending— a short article

& ™ i f f  a»daing/siokenlng exanplea, shall we?
.eves at L  ruS a „ a?tefZ"”ft'“  ^ '"• •*“

had been S e ^ t w l ; : .  T ^ X ^ e ^ ^ f  " character thatSince I'm a lialf-TrolK ') i m  f character interrupts with "And
were discussing p o s s i b i l i t i ^  regenerate." blien informed that the W o
response w^r^BS  ̂ o^Ln-rburn the f  -tual instructions to the Dii, his
until I told you." So the two had f didn't know I could regenerate
next question to the DL was "how I c h  %  ?  intact.//0n regenerating, his
now being- totally nude.)//I asked thp ni-' h ® do I get out of the dungeon?" (Him
So he said, "Oh, forget about th2 Weasure t h r "  Z e c W  W i s ' r ^  
wandering monster rolls. (Unfortunatelv it did i ^ prevent any

i s S  " i  = S .  = ? r  “  ” • =  “  ™ ‘ s ,-  ■ lss-H ■■
to whlch“ S  „a; requi?eJ foJ°Se cl’’'"" Ml/Open/heather
Allghwent and wL Siecl on ?lrs? bv ?he la^cTf "‘-“ r “
had a itord outside. The GM told the olavor h t^^f ^mple 3, Player and GK
his character (who was already w e a r i n g  was and, since it didn't affect
tried it to convince all the Others to try it on alignment), he promptly
little face all the time.) ^  ^ r m  on his malicious

 ̂  ̂ ^ non-involved (but very irritated) plaver In

was very impatient In iSamplI y° Example 3, the excuse was that the character
keln ac ual?y r
blustPT d cheating not covered by KEYES' term "rulebendina"»
" s r t 2 ; , r « T = ; ; s . : i “  " i n :  r = . - . r e r ' .  is s s  -

. . .  J s  : : r s t  K : : . s . r ; . “i r

(continued in eight pages~at the end of THE DARK AGES PAGES 8&9)



THE DARK AGES PAGES „ ■
by Martin Wixted, 105 West St„, Danbury. CT 06810; (203) 792-2664.. '

IN ,MY OPINION (a public service message)
It seems tha.t as the older contributors turn to essays and think pieces, the 

new recruits eagerly step up and take their turn on system—tampering.
It does appear that A&E is gett.ing a lot of nevj people. It v/ould seem that 

the backlog will increase, and people will be able to get fewer zines in. Lee, how 
about a limit to zines, huh? I mean, some of the contributions really take up-'an 
incoii.slderate amount of space, in my opinion. 15 pages seems like a LOT of space 
and a nice limit. Please consider it? Anyone else?
COI-ilvIENTS ON i(>'100 3: 99 V . . , „

LEE; You are correct; there is no reason STL should affect Dodging. I goofed in 
my vrriteup, using old notes. Dodge = AGI%.//Glad you find the idea of Skill level 
determining speed of the weapon interesting.//Defense v;ith the weapon has been 
changed to 1 second for all weapons. (Large weapons haven't far to move and small 
ones can be moved faster.)(100)//I like the herbs, but is there any way to find out 
in what country these herbs can and cannot be found?//Glad yod liked the illo.
Didn't anyone else attempt anything for the big 100? .

DAVID JOHN WEBB; re ct .self; You have misunderstood me, fine sir! The resistance 
table in no v/ay messes upi the probability of Boris helping Cuthbert, because BOTH 
are using the Resistance table and therefore BOTH are having time condensed IN THE, 
SAME WAY, for the SAME AL'iOUNT OF TIME. So BOTH are finished at the same time!(100)f;

PETER DA SILVA: I find your character stats comprehensive and wonderful,
do like them. (Gosh! Golly! From this end of the room!)(99)

I really

BILL KARIEVA: Intrigded by your campaign setup from Middle Earth. Any chance I
could get you to put some of your rules in A&E from your system? I eagerly await 
news from Moria. How 'bout a PBM? I'll play an HPC dwarf?(99)

MICHAEL JOHNSON: Let's get together and publish our games on our own! Form our 
own company! (Got any cash? I don't. Sigh.)

WILLIAM PESCHEL: More, please! I find your comments enlightening 6/or provoking.

JUSTIN ROLLINSON: Nice writeup of the, Cult of Mostal for PiQ! (100)

RANDALL-S. STUICEY; But you promised .STORMBRINGER for ?̂ hop, you rat! Whatever you 
do, keep-contributing. I like your zines very much. ,

SAPIENZA: Wliat can I say? iSuperbias alv/ays. (Idolize,. ..idolize,.. .idolize.)
Wes thu hal! , . '



THE DARK AGES PAGES ;; 9 Martin Wixted
105 V/est St., Danbury CT 06S10 
as retyped by Lee Gold (thank you)

Scot Fritz’s address is now
Danbury, CT O6OIOrbz<s, take note

OF THE GUARIAN AND OTHER TIIIIGS
-as related In the tales of the Ifindsor Canpaign
I just went into towi 'f'on a 1t++1q + a, •

that I would soon be entertaiMnp a scorro“ “®''^’ How was I to know
Or even stranger, that I would soon leave mv ^ lizardman?
on a quest,...with these strangers and in nte-?v forsaken)
. "It is always best to be^rat ^hrC
IS Heather Fenmarcli. Because I make my liviS''S^tr^° Here goes nothing, liy name 
falcons), I am knovm as Heather Falcon. I'm 2R tr training birds of prey (mostly 
nearing my age of maturity. (That's '̂ 3 vear- • (give or take) andknow.) ^ ^^kat s 3̂ years in ease any of you Tall Ones didn't

"Enough!" ; - 3

Chapter 1 (the day my world collapsed)

town, Not prone to adventuring myself eirh
I would keep to Byself. Belli- E l )  - v H  t ( adventurers in

. ̂  ■ I went to the bulietln board InTiH'') ’ , Strategy,
still posted. No sooner had 1 spotted it (it buslenss notice wasrained last night), then a very S i  replacing as it had
aroundiand froze. ’ I'lde shadow fell adross the board. I spun

In front of me was the largest th-ino- Ttr̂  ■
roBinded „e of the lisards «y blfds i S S  Be r k k ® ® !  ̂ «
yood in Us dusty clothes and in a nSitir! I if®* * 1’°®®'̂  «  '«® a he)fruit, said, "Hobbit,''  ̂ reath, smelling of insects and

“Yes," 1 managed to croak.
Flustered) D S H m  S f k S “S k a r *  T f f °  *° '='‘'-1®*“  board.
Conscious of his hot breath on By neck ( S  h S °  f ° f  i°“; ®"Y«>lng.faint approximation of my real vol^ k  f   ̂soBehow aanaged a
paper. “Madame Suscho ajd S  S )  ® ^“elble scrap̂ of
MerohaUAve “ I looked up fea?S)). rates. Happy hour frcmk-6.

° L b ®“ “ H ™ ! S k g h r S S J d ' ' H k e " ( h i f ° l ‘‘*’°"*-"® ®“ ® bo b®!'®"HEY! Leave her alonpt" r, ^   ̂ a pickle,
ground Now I was in trouble. S s t u r M u r ^ n  I -ank to the
my mother say? Would she put up the bail I k l j  ^ figHt! What would
She and I,hadn't gotten along in years.  ̂ ^  i-equired? , Probably not,
after ted in arguing and
opened my .eyes to-the' sight of lit tl f 1  ̂ a horse away. ' I
looked past them to a S g  S r S  h a S T e f r * ' !  f  “®r® "ine. 1
patches to see the rest of this hobbit ari + ° looked up from those furry 
from the looks of it he hadn'^had a hn! ^aen him hefZe and
thari^ Baccus, he asked if I was a l l ^ S p h f  “w  awhile. Introducing
I?za H Hrink, Heavily if i could* “yself somewhat, I saidl^^^ard. -y oouid. In the opposite direction of the

learny „a^ a C u a ™ „ ? ° \ : k o U d ^ J ^ f p e f f u f  »



K 1 ?   ̂tavern, I was trying to drink myself into a pleasant state. (Thinking-
back, I must have been very out of it to be drinking with two total strangers, 
! w \ e ! )  Corbicus, I obviously did not have. my wits '

^ deathly silence filled the room. It was the Guarian. I slumped in my 
dnnS: ladies room, I watched from L
i ^ t f  L v ^  ^  talking, Baccus and his companion stood as

refused, moving to an empty table in 
 ̂regained my seat quietly (quiet as only a Hobbit can be) and resumed drinking. lieavily.  ̂ ,

into drinking when five city, guards apepared. They marched
^eadv L  c l S  arguing and seemedhim into submission. True, he had scared me, but he hadn't done
anything wrong! Over the objections of Eaccus, I went to the guards and protested hiS' innodence. The guards would riot listen. g ana prouestea
 ̂ 11 a consulting with the apologetic tavernkeeper (v/ho appeared tô  have
called the guards), I aecided enough was enough. If this town was getting so bad 
handq anyone who was different, they were going to have a fight on their
T rr«Hi ] small (Hobbit-size) crossbow and loaded it, prepared to shoot,
T tavernkeeper î as not happy, Baccus looked alarmed.

^  ^^^1 * wanted to help the city,guards, they'd get it too.
: Abruptly an elderly gentleman rose from a small table and spoke to the

guards, who immediately abandoned their aggressive attitude. Seeing this, I 
owered my bow and walked over to speak with them again. This time, with the 

coaxing of the Offlander, who seemed to, be a judge (although I didn't recognize 
him), I agreed to escort the Guarian out of tovm. (Thinlcing back again, I don't 
know what had taken hold of ne. Was I finally fed up with this seedy town? U  had 
gone doTO hill in the past ten years. Uas I out of my,mind? Probably.
Nonetheless, I had agreed.) Baccus and Corbicus went v/ith me.

bumped into a rather rough person who attempted a fight 
(until the guard stopped him), we escorted the Guarian to his hotel and retrieved 
his things. He saddled up, and we walked out ’of to,wp and up the hill to my house. “ 

' Y® walked, a female elf introduced herself as Dorien. She said she had 
Raccu^^^ the tavern and wondered if we'd like some help, just in case.
Baccus wasnt too keen, but I told him we needed all the Tall Ones we could get on 

He relented. By the time we got there, it was dinnertime (as opposed to 
suppertime— that comes later), and 1 cooked.
+V, + +t later revealed a pair of rough characters. It seemed
that the one who d started the fight outside the tavern with the lizard had come to

ale. Hot one to be impolite and turn do\m an apology, I
rthinliing of? Actually, at that time I believe I L d  stopped thinking.)  ̂ '

 ̂ dishes, another knock at my door produced the gentleman I'd
^ correct. And he had a proposition for the Guarian,

whom I had since found out was named_Smilely (a cultural trait, no doubt). (I 
hope.j It seemed the judge, whose pame, slips my mind, wanted Smilely to return to 
IS native land--the desert. There, said the judge, was a group of leopardlike 

creatures, the Xithlanths. I remember feeling afraid...and more than a little

fnimH his daughter had been taken by these creatures. (I later
fo^d out that the stealing of young Offlanders was not unusual for the 
Xithlanths), to be sacrificed as these highly religious creatures were wont to do. 

e judge then spoke' to the Guarian in the Guarian Tongue (1 suspect that is v;hat-
t was anyx^ay) and convinded him to lead'an expedition across the wastes. I was impressed-. ■ ■ - ' ' - '



judge) and thL^all^eyerturSrto ne ^°Thr?udV'°’̂  ̂financial coaxing by the 
interested. Would I' I thoup-ht •+ inq^med as to whether I '4 be
birds: My life here.; L f S t
alive!) I,.anaged to squeak out an ' . f d o n - f k n S S i n

Later, ■ with )some liquor I keen h^ndv rr ^ t  movxng too fast.,belly, from supper, I beean making meaicinal purposes) and a full :
could :do what and v/hat the group^s wei ^'^^^^turers to see who:
unorganized, for adventurers althou-h t 1  ̂+ ̂ " I 1 terribly .:
Dorien. She was a locksmith In tow^ j u s f S  £)ed »eren.t...like .■

The final list of adventurers was; . '

^ ^ s S ^ S ^ S S ^ i a n ^ ’S a t S l l S ' ^ ^ ^  I t H T  bis: thoughts,others' nasty comments made up for in tolerating :

a.n. S f ;  att„;-:„ * i w a ; i L : t n

oo„stitatiL""K/*:“ ^ I t a S ' h f k u S d  °f
..ee ” r h - -  - V  : x i  -  “  .

I packed mŷ  large evervthino F  ° ^%  Someone needed to care for them, 
up after the alê ând Lt c E ' e x t  ^
Chair across from me, and looLd over the snoring in the
with really professional theiving abilities At again. V/e had no one
in many-, different .aspects of 4t  and T °ae with a lot of skill
taken cq<re _ of that problem by poking a notici! ' ° inuthe morning-to .<
One,'s,legs stuck out^a^bit thJugh)!^^^^ (having given my bed to Dorien; that Tall -

Chapter Two (it gets worse’ or (Out of the frying pan...),

.e wasSdr^hrjiale'ts juLtl s L ^ S  " \ ' T J
First-eBreakfast and a change of clothes L  + f k  v, (°”® hefty .
to peat for washing up, when I was surprised Bacci^^^ finished pumping some water s:; 
abruptly moved past me and irpn+ r̂̂ ■,+ -r " in his undergarments, u ^
mouth but I soon figured it out He ti l  1  “°u^®ued why he had his hand over his 
giggled. I am not f  helvf d S L r  b t i f  S L s  ^
another ifeg, to,get ill. L  m f t f .  ® '1™ ' ^  “ d

eveiyone; fffueffastf f  (Mrst-Breakfast for' ''
turned outrPoube plenty), goose e'̂ Ps hn^=d r ^ ^ ^  bacon (which' ,; :
necessary pots. I finished as BacLs returnef Tlittlf®'’
i S f a a t d i f " -  ^ ='»■>'» ^ressfirfd f f f k f f

Baccus|ausS. J P d f s f  S  S k f " f S f r v o k r ^
gone. worried. I didn't." We checked the house. He had.oM: . L



On t#iiG way "to t-ov/no I '̂OT7'*iprl +i''iu~ ■ i j_ ■.
himself to fulfill the iudp-p' q --'nv -( "" mignt nave taken it upon

® oo endanger anyone else. Itseemed the noble thing to do., . , o —  ,-L ’v-fas .'.rXLer lo
right enough to do something quite that noble.^

We got to the gates. Thev v p 'p c,1td-v, + i-- La • l, 
strange. We soon heard the sounds of alTeat'battl'p̂ ''̂ Ĥ
over by the time we got there, A hideout towards it. It was
magic— that I was sure of). The uh q, • blown open (by
Baccus and I treated them as bps+ i/ *’ " standing and- lying about,
elves (who weren't in good s h i p f t h l t t f  ^  "̂  ̂ some of them. Two
who was upstairs. I w t r l t U n p  vL'ioti"of\“ f  "heirs
my -HoUse. . . .1 didn't evei/have a tavern or People_ coming and going ingetting bizarre.  ̂ urding house permit! Things were

_  ̂ '..’X1C3 CJ.J3G « I
x-ateryo learn that Guarians just aren't

worse.

"Yet,»^Lid\ft nionster," said the first guard.
looked puzzled, l-fliat were thev talMnp-^ > he's in prison." I
behind us (it was difficult to micjo^ a ou . Then they spotted the dead thing

"IttaUa that," aslced the flrii

"Never mind tha? ."t pointing to the dead thing.
^ Z  y T  J T v "  you talking about? WHAT

It's in prison now,
monster did you catch?"
though""^’" second guard, "a big lizard thing.

Gh boy. Wow we had to get the Guarian out of prison! Things were worse.

(True advSturSi^'^l'^relliz^^^ wfhad had shown their Guild cards
Guild!), With a warning that Puestr? back door of the Adventurers
companion. He was in f TC 15 minutes-: we found their

One of o u r n e W - c o m S n i Z ” "he back. Bad. Very bad.
(for money). She did and his blck h e S e d ' blue^loP^^^^"^ her^magicwound. I'/hen it faded trfp drioH hi i u i i. blue glov/ seemed to possess his 
with nary a blemish. ’ ' ' °° hab been burned away, and the wound closed

bed sat up. i L-^his hfnd'^^^It^too'w^^ of purse, decided to exit. The boy in the 
doorkeeper called up that o^r -,5 minuses w S r u p !  l-Jr!ef^

rest of them headed\adrto^my"housp° “ore breakfast for everyone while the 
the smell of breakfast cookine entering my home, I was greeted with
MY kitchen.. .With II? uteLtlsf' ’ to Orifus- who was working in
e x a m i n S g " S l ' ^ " p ^ | ^ j f ,  I'eyed ;him warily,
ruining anything,’HV eves settled satisfied that he wasn't burning or
over the hand pump-lies ray collection shelves above: the running beard. 'Directly 
plates on the L f t , o x  pewter dishes-, '.There iwas a stack'^bf '
middle! Uy expensive pewter serving b L l ^ w / ^ ^ ^ ^ ’ i ^  gaping empty space in the 
of using my best dinnerware as breakfLt di'^hes^’̂^T  ̂ ^““obiately accused-Orifus 
thoughts, (More evidence that I was nnt nS beginning:to think nasty
under my breath, my mind): and muttered '*hature boy"

forced to^agrerSfe^hid!'^ I ^ m S S f °  searching''-the'kitchen, I was
who had started the iight v/ith the rf visitors? idlad'Had. Those two
them: leave. How cruel a t h W  Here! 'Ho one had^'seen
wasri^t -1 ?) '  ̂ ^ housing them overnight!' (NaiVe-fi ' ̂



I bIso found the judge gone. Baxcus told me they had met him on the road and 
that the judge had agreed to free Smiley and he’d return him tonight— when he'd ' - like us to leave. .

Tonight! It suddenly hit me. I UAS going to leave this place. I suddenly 
realized I hadn't had any Second-Breakfast and wondered if I could eat anything. 
Despite my shock I was able to eat a little

 ̂ Four goose eggs later it had been decided that most of the group v/ould be
going into town to help try and get the kid's hand healedj while Dorien and Orifus'
Wipuld go with one of the new recruits to help her pack. (And keep her awake. It 
seems that during her battle with the monster she had suffered a conchSsion, We ' 
had to, keep her awake so that she wouldn't die.) She was a performer. Feather • 
fans and a snake, she said...,I didn't like that last bit. Feathers and a snake! 
Wow I was going to need a permit to run a massage parlor! Not someone to be 
shocked (after all this), I decided to deal with it when the time came.

They left, and Baccus stayed behind to help me clean up the place and store the bedding,
(I don't know how or why it happened, but what next occurred changed my 

feelings towards Baccus'considerably.)
I think Baccus and I both realized we v/ere alone at the same instant. We' 

were sitting in the living room. "So," he asked, "what are you planning on doing?"
I giggled nervously (I think) and said, "I have to visit my mother to see if

she 11 watch the house whlie I'm gone," (Stammering throughout.)
"Qh," was the reply. "Too bad." "
Hy temples began to throb, and I felt butterflies in my tummy. Was I coming 

down-with U: cold, tiy head hurt. He smiled at me,
"I'm going in the bedroom," I heard myself say, as ray body unwillingly took' 

me towards my bedroom'. I lay dov/n and closed my eyes, I wished I could've gotten 
up and gone into the living room. In the back of my mind, I knew v;hat I was

I was-fscared. let part of me was enjoying this strange new sensation, 
fhis thrill of excitement. I was resting my eyes and ray straining ears heard the
soft patter of Hobbit feet as he entered my room. He slowly sat oh the bed and 
gently took my hand.  ̂ - . '

. I opened my eyea. "But I've never— " I quietly protested, niy innocence 
shov/ingi He silenced'me v;ith a kiss® .

DAVE NALLE; re "Broimnosing"; I stand behind my comment, Webster's; "favorer 
approval... by obsequious behavior." As a reader, I v/as drawn to RQ'by yoitf" ’ 
comments about it. One need not be intentionally brovmnosing for it to come 
across. And that is how it is interpreted in the "academic circles" around here. 

Having looked over your game again,, I think I should qualify some of my 
criticisms. Isgarth as a game works. ' If it didn't it would not still be '
selling.//! find it is too crowded with rules. Odd rules that one cannot relate 
to. Attack Rating, Defense Rating,,: Damage Class, ilissile Rating, Strange.//It is 
structured as a logical extension of' D&D, The means by which those classes and ' 
ratings are figured make sense. (A lot of arbitrary decisions had to go into the design though. ,

l; I really love the Regeneration of Talent and Zeal points (HP and PP) ' 
determined by age. It makes sense'tb me.//Dave, too many extraneous numbers and ' 
figuring. That is my major complaint.//How that you know where I stand on it, what 
is it about -the RULES (WOT THE CULTURE) of RQ! that you don't like? And yes, 
there is a difference between the RULES and the social structure*

One last thing. l*Jhy are there so many errors in YRS? Six grammatical and 
computation errors in five pages (Book 1). I/hy? You stress the need forqualltv' 
in PiPs. What about YRS? .■ ' . ■ :

T



Looking through old issues of DMGONj I earae across many familiar names. Such as 
Languages'* by Lee Gold:(1)j "Gandalf Uas Only a Fifth Level Magic User" by Bill 

Seligman (5), "Sensible Sorcery" by Ronald Pehr (21), "Keeping the Magic User in 
His Tlace" by Ronald Pehr (24) „ "Rod of Singing" by Robert Plamondon (37),
"Psidnics Revisited" by Ronald Pehr (24) j and "Another Look at I'/itches and 
Witchcraft" by Ronald Pehr (20). If I've missed anyone I probably don't have that
issue (sorry).//Oh and one last entry, Pender the implications of "Bag of Wind" bv Gygax (27). e y

, REVIEW OF ABYSS 26
Look, Dave, free advertising! (Actually I'm paying to advertise you. Hov/ do 

I get into the business?)
ABYSS, another product from Ragnarok Enterprises, v/hich brought you the 

Ysgartn Rule System (more on that later. Maybe). It is a digest-sized, 28 page
from cover to cover stefantasy fanzine. The cover is Impressive. It took work to 
reproduce.

The first column, "Berserkergang" by Jon Schuller, calls for us to stand on 
our own two feet and shout out our love of fantasy to all who will listen. He 
requests us to become more prominent and to come out of the closet. Frankly, with 
the terminology he uses, I could (with minimal changes) insert the article into a 
Gay Liberation nev/sletter and it v/ould fit, "...need a better image and these 
illusions need to be dispelled if we are to continue as a part of public life vjhile 
avoiding scorn, harrassment and prejudice." "Honesty is alv/ays a good program, and 
such openness can still;save the image of..., if v/e come out of the closet before 
too many people accept a false image as true and close their minds to us." "...We 
need only to teach them to accept us for what we really are." See what I mean?
 ̂ M  excellent promotion for homosejcuality, one of the better I've seen. Is
it applicable to gaming? I can't see gaming and gamers having any of the deep
psychological and social problems gays face. No one will fire you if they find out
you play games, for instance.

"In the Speculum" is a review column for books, magazines, games, and aids.
Not bad.^ Dave, I foiond way too many reviews in your mag. Much too many for the 
size. Fifteen reviews? Not to my liking. Not v;hen they take up about six pages.

 ̂ "Influence and Renov/n"; an article detailing a variant for adding Influence 
Points and Reputation Points. This design uses them like Piety Points but 
depending on your social class and other things. Used for buying your way into 
government positions or whathaveyou. Interesting,

"Welcome to the Obsidian lombat"r a mini-scenario. The eight page section 
describes a local hangout with four pages of character stats and four pages of room 
description and scenario ideas. Middling to fair. Nothing really inventive, but 
it could, prove fun v;lth a good GH. -

An article by Mort Munchlcin, Good.,. Dave, don't lose humor in yuour quest 
for fantasy. • ■

The last item is "Liabilities" Carl. Jones. It tells of giving characters 
liabilities and allowing them bonuses to balance out (?) the liabilities. I have a 
quibble \irith this. VJhile along the right lines for adding personality, the article 
refers to YRS as a new generation sy^tym:and others as./"other" or "second" 
generation, with the stipulation that these suggestions can be altered v;ith work to 
fit a second generation system. I realize you have the right tO say as you wish, ' 
but don't adopt a snotty attitude, it Could destroy faith in your zine. : ■

My overall view of the issue was SO-70%. Fairly common articles, 'nothing '' 
nev/, but done well. I vrould love to ,sAy ''ABYSS is abysmal" (cause it rhymes), but' ' 
it simply isn't true. There is a little more than normal of the blov/ing your ov/n 
horn bit, but that is to be ekpected for a game that is out of the mainstream.

Interesting note on the siitvey results of issue ?/25 (appearing in this 
Abyss). In what appears to be fanzine listings, one fanzine is notably absent.
Care to guess? Why, Dave?



w o u M T  I S ' s r e s L r t r s t ' T f i s v l  ’"''> -contributes to ASS o^Si J ̂
they used to own but Ln't i t  r ' " ™  “ d also those'
them. Any games they w L ?  t 7  i ? ® '*atever to note '0
In fact, let's turn this into an 05^ 10^ 001!"* 1^ 0? ° “^? ““ “ ^ *•’ '1 5 ; upxnion poll. If you want to, rate the games yoii■ , ' —own from 1-

1 Terrible 2 Below Average 3 Average A Good 5 Exoellent
My List

beginnLg“  a n  supplements (purchased in 1976.
3 D&D Holmes edition
3 D6D Basic I-
 ̂D&D Basic (Red books, boxed) ,
1 AD6D Handbook, Manual, Guide,'Folio, Cyclopedia

at the

Ai'ter disgust v;ith
2 Fantasy 1/argaming 
A Chivalry &• Sorcery

Isgarth Rules System 
5, Swordbeareh .
1 Castle Perilous (ligh!) 
4- Stormbringer '
5 Arduin Adventure 
5 Arduin Trilogy
3 Melanda® '

the above, my knowledge roll 
3 Bunnies & Burrows
2 ICE Character Law
3 Star Frontiers 
A Dragon Quest
5 Worlds'of Wonder 
A Call of Cthulhu 

2—3 Adventures in Fantasy 
1 Pirates & Plunder 4..
A Thieves World (?)

w o u l f a f  fii^f the games, it seems awould at first appear. Oh well. Such is life.

worked, and I bought,,,
A Tunnels & Trolls
2 ICE Arms Law
3 James Bond 007 
A Traveller

Espionage 
A RuneQuest!
1 Timeship (ugh!)

-5 ERIN
? Lands of Adventure 

bit more difficult that it

DEATH STARS FOR 'FUN AND PROFIT— continued by Adrian Bolt

S i ? b , : “ ^ a h u t T a r u : ^ r : r f ; . d ‘S S : , ^

c a u u o b ^ S t S ^ i r S L r r r s i :  j :
" f a r ? h ^ c h S a U e r " ”t h l  7 ^ ™ " ^  f' ”®“* “  **>'* abkacter." mBaSng

has realized thl5 somehow! ’ that the oharacter
inoliuati“ '!s'’S 7 !!! '™*’"  “ ■ ™  teally need to invent a tern for this. Hy " ,
cretS!! fc!!e I 7 7  “abb' =hab a bunch of( a n t S ! k s t s r % b « r j  ^ ysgusted by the DH/Player attitude shown , ' 'V
a r g ! ! S S  ^!’;ucc!!d ! k " r !  r e s u ! c S d \ * '  very strict and not allow any such ' 
player one will try ev(ry trick prytioally yj-yght ADSD), but as a
characters/advantage to one's o»^ characterl^M" u "  a l t u S f j S ! ? s i ‘!ke2 5
lAJiflt ^  Of you come across similar incidents? What were you? feelings’
What did you do about it? Comments and suggestions would be very ^elcoS? '



th ^ h o l^ v  ° *  “ "-Js^sa+ion -M lt  from the window.. On
no? e??e7 ??? ??e?? A i??®'’ " '  --“ y^ ° *  tlf® "»rn . One does
h? th2 a?.„?T '" 3 '’ s p ir its  though; s t i f f  as c lay  he s i ts ,  a red bib -eclipsed
s L n  3 |ln t in g  of h is  stout black dagger o f a beak. A beak which Just now holds a 

mall w hitecard  prin ted  w ith the number seven, wh I le over.a't the swimnf ng pool a 
group of divers march to  the high-board fo r  sime e a rly  morn I ng p?kW oe^ "

A&E 100 . ■

■'̂ 'ce le t te r .  : I t  Is the essenceof rolegaml ng d is t i l le d
p r lS h e tic a llJ  warned of dangers of feuding and bickering are.
does ' change, but I t  seems th is ;s o rt of th ing never

A&E 101 ' . ,

R« + re c t to  DAVE WEBB: That’ s h o w 'I: so rt out rny comments too / /
in te re s tin g  anecdotes. I tend to  take the view T ith  

combat th a t the animal is hunting fo r  food and looking fo r  a quick k i l l  I f  I t
T  r e n c o u n t e r  anS run o f f  ' t a i l  bItween 

f i r  to  a t t a lk \ l ® l  are the A frican big cats which, when chasing p re j,  pre-
t h e n e c k ^ lt  th is  s u c I e L f  ^  + h e ir . weight to  b riak
thc^n ’ 'h IS succeeds, you have one more dead ante I eppe or whafe'ver- I f  not

J ? ? ? a g r"  ? e 7 i - " S “k i S ? "  with ^
th is  In a campaign means th a t I f  the animal has TOTAL SURPRISE there

:  c t ln ? :  =""=' = • >̂'® °®='® s u ? w ; i l r t h e^ c o u n te r , though not o f k i l l i n g  the beast, res t f irm ly  with the PC. As fa r  as the
^ 1  ) S  ^^Thlle r ®  e f fe c tiv e  HP are much less than the actual ( I . e .  needed to

younl I L  wi l l  s t in  a i  n o Ih tn °>   ̂  ̂ ^'+b
In  h e r . I i i r !  ' ^   ̂ unw itting adventurer stumbles

G rim b ll'rrP A T T E R N  i l f  remember Is in Arthur
u S i l t  r ^ = h l ' r f l r e ^ ^ ^  

r a n g e i a l J ' l l ? : - - ? ; : - ; ? ^ -

admit t lo ^ th a t ^  ^'bLESPIE: I enjoyed your p ieceo no ld  Norse dwarves. I ’ M
admit too th a t I was rounding a s imi la r  so rt ofpleG e-m yself, but I have the dlsadvan+-
havenot ^ f I ? ^ in s t I S  '*" ’ '+ed to  those re a d ily  ava i lable  in English tra n s la tio n . I 
w ^ rE ^ d d  Cm  w ?’ T  Gongu-Hrolf's Saga, on which much o f your piece
? «  ???? ? EafCEd Ponfess sounds t ru ly  wonderful. I wl 11 concentrate now on a
aCt tC d C tlf !  I E ?  ' *  ''°® I ’ ’'®- A fte r  a l l .  I t  can be Just as Import-
CE X  hi? ? I t iC  I lE J t  ?"TE  P°P“ '® tl°n  th inks a dwarf Is as on what he a c tu a lly  Is 
CEki t E i  nlC? !?h? ■'''°®3Ats w m  be ordered enough%

nobody ■'SC J ic E C ru fE n  9° fo r  th a t . '  I don 't know why
suicide case but it^wa e f o r e . / / l  can t  say I "enjoyed" your report on the D&D 
B ritis h  ErCEst °  ' '''® spotted nothing i ike I t  In the

the jE X E u ^ r t iE C e C 'E n " ?  ”  Vou can f ind



p u r i s t s ) :  I a g r e e ;  when t h e  c h ip s  a r e  dow n, t h i s  Is
c e r t a i n l y  w h e re  l^ s ta n d  w i t h  my r o le g a m in g .  A t th e .s a r i ie  t i m e ,  h o w e v e r . I t  can  be n ic e  

® d ts p  ay  o f  human n a t u r e  t o  r a t i o n a l i z e  t h in g s  a b i t .  The ty p e s  o f  
^ r e  g r i p i n g  a t  w o u ld , I c o n c u r ,  c e r t a i n l y  In c lu d e  my r e c e n t  g i a n t  a r t h r o -

of^th?: ns:^^°

A re  th e v  f o r ^ ! < ! ° L ^ n l  a ^ p  t h e  a r t i c l e s  as  w r i t t e n  In te n d e d ?
A re  th a y  f o r  us , s  p j a y e r s ^ ^ r  f o r  c h a r a c t e r s ?  J h e  f o r r ^ r  g§n  c e r t a a o l y  s a y .
j u s t  f a n t a s y ;  t o  h e 'll  w i t h  I t ,  l e t
l a t t e r  a r e  le s s  l i k e l y  t o . a s  
w r i t e  my a r t i c l e s  f o r  th e n ?

I "Hs 
'm

e n jo y  o u r s e l  v e s ,"  (a n d  q u i t e  r i g h t  W i  t h e  
t h e i r  w o r ld  and  i t  ( u s u a l l y )  has r u l e s .  Whom d o  
s t a y in g  mum on t h i s  o n e ,d a m m it ;  I t ' s  f a n t a s y .

JOHN ABRAHAMSON: I to o  b e l i e v e  t h a t  th o  t im o  i j
t o  becom e an  e v e rv d a v  o a r t  n f  i u  ^  o v e rd u e  f o r  t h e  SAN s t a t

Is  a n  e l e g a l t " I d e a ?  l M c “ w o l“ ’ w I i r i o l  I I "  “ I ' ”  ^ t h u Ih u  M y th o s  s k i l l
a r d  f a n t a s y  ro le g a m in g  th o u g h  I f  o n «  u c c  w id e r  w o r ld  o f  m ore  s t a n d -

e r s  w o u ld  be d r iv e n  p e m a n e n t i ;  barm y r a t h e r  J o o ' 'q u lc M y " ‘^ " ln  ( ^ r t h e ^ ?  
te n d  t o  sp end  m ore  t im e  r e s e a r c h in n  InH + :  y *  'n  C o C th e  In v e s t i g a t o r s
t o  be b e s e t  by a l l  m in n e l  “  n « l ? e s  l l > L  "® = ! ^ V a t 'o n s  w h e re  th e y  a r e  l i a b l e  
c a n  o f t e n  f i n d  h im s e l f  In  s i t u a t i o n s  wh w f a n t a s y  w o r ld ,  t h e  a d v e n t u r e r
a f t e r  another. s i t u a t i o n s  w h e re  he Is  s e t  upon by o n e  m ln d c u r d l. in g  t h in g

a l t l e s ^ l o t ° r S n e d  S A N ^ r o l i ' ’ l e s l  l ? l ™ e * l a h r °  P ® " '
M y th o s  K no w led g e  s k i l l  v e r v  h a rd  t l  l h t M ?  in c r e a s e s  In  o u r  N a s ty  B e a s t le

a n d  ru n  I t s  m e c h a n ic s  / I f o r ^ n l l y ^ l ^ r i ^ l e ^ ^ e l l - a ^ c I S r r "  l o T

m u t u a l ly  e x c l u ' l l v n i l l s ' a r l ’ m l t l r ' ' ® l  "  ’" ’“ “ S '" '  P ® ' t s  o f
I f  n o t h in g  e l l | .  ' °  m a t t e r  o f  c o u r s e ,  I t  w o u ld  be t h e m ln im a x e r ’ s n ig h tm a r e  ^

CAMPAIGN REPORT ' ' ' ' '  ' ; ' ■ t ' .  ̂ ^

In  a  l a s t  p o i n t le s s  a n d d e s o la > e  g ^ s ? u r r o ?  ? r u s " l? a t Io n  I? ?  ® '  " iw

? S e " t h e r ' « l l h  A l l ^ r ’'s  S S ^ r ^ p o t l l ? "  ^ '’ ® f ® ® r ® ® ^ ^ ™ k « 't P o lr " g e t “ aw l?® -

v i l e  a S ' '  tu m o rs  o f  s e v e r a l  o t h e r  s o r t i e s  by t h e

a ~  SH E r f -  - t -

o i : : ?  «  sw arm  r e s l s ; a n 'c e ? ° , " n T ; a : n ^ % l : i I '% o : : r " J a 7 d1 ^^?om % J?^ '



At the hotel, the dejected four i nvest igate th,e spoi I s more closely; after all, 
the show must go on^ The steel-bound box apparently full of money, that was stolen 
In the first place is now recovered by AlkarV GThey really dragged this thing around 
qu.lte awhile; when are they going to open it? NJLl jn addition, he managed to gather 
up a large bag of gold. shel Is, a pouch of precious stones, a medallion on a golden.!, 
chain, three vials, and a big spiky club. Further Investigation reveals two of the 
vials contain highly stjcky and inflammable magic oil; the thIrd contaI ns a pinkish 
liquid which is apparently not Insalubrious. Gustavius divines that four of the ten 
nails In the club have been enchanted. In a crudejattempt to create a magic weapon. He 
takes these, wjth the intention of converting them into arrowheads. ■

The group then decides on their further course of action. They remember'that 
the Sage had Indfoated it would be worth their while to travel north'to the Coaching 
House, and they elect to do this (thus fulfilling the Sage’s wish of getting them well 
and truly off Martha’s trail). The map of the land they obtained indicates that the 
Eldenspoor (who or whatever they might be) once dwelt there, and they cone 1ude thatthls 
is something to do with why they have been advised to go there. ; (Eh? NJL)

More constructively, they decide that in view of recent experiences, they need 
somebody with them who is more familiar with the ways of Zamor, and so they advert!sa' 
Meanwhile, they stock up with items likely to be needed on the journey north, and Gus
tavius continues to attend his evening classes. Estel spends his spare time becoming 
more conversant'with the new properties of his hand. And Lyra embarks on some long 
overdue yevcd"ions to Freyja. i_. , i , ;

Eventually their advertisement is answered, -and they find themselves presented 
with Lofty Oluf— an errant but immensely likeable Icelandic thug, who arrived at Port 
Par on the south coast by ship (via the Cord) not much longer ago than our heroes 
arrived in the land. The others decide to take him on. Indeed he gets on well with 
Alkar from the start,: as the latter is eager to reminisce about his time spent in..,., 
Iceland while travelling the Obrd. A few days later, the party takes the road north.

For days the journey is uneventful. , There are few travellers, and the only 
interest lies in the roads west to the upper villages and the great fortresses of rr 
Shann, Henock and Alvara that ward the Swarming Grounds, During this time, they get 
to know Lofty better, and he turns out not only to have a fine reputation as a lusty 
fighter but also to.^be.an, adept tracker. , i ‘M"

Eventually the road north turns abruptly east. To the north lies a dark and 
gloomy plain, with in the far distance terrible storm-cI adimountains. To the ^uth !
and east of them, though, a.vast flat plain comes into;view, all the morestartIing 
for the fact that It ts dotted with a myriad of brightly colored tents and banners.
Just a little way up the road, a gay outpost of tents is statiorted, and courtly folk 
can be seen mi 11 ing'aI I around. :

Our heroes soon reach these andare heartily welcomed and invited to spend a few 
days on ^tHe Jousitlng Plain as it is called. They accede and are led down from the 
little outpost'to_the main body of the plain, where— as the newsof the visitors -L 
spreads--a feast is prepared, and strangers comeup on all sides with warm and chivai- ■ 
rous greetings. , .

The knights who first met the party at the outpost introduce themselves as "Sir ' 
Rathmed of the Mark and Stefani'us, his cousin.The i r standards fly,.over their part ^
of the plain: the former’s Is a green bird on a silver ground; the .latter’s seven ^
gold stars on a green ground. _

Preparatory to the feast (and it Is looking like a real fatted calf job to our 
slightly bemused friends), all are Invited to<partake of the scented tub and to choose 
the f i nes.t'c lothes to wear at the event. The feast itpel f ls:superb; and in addition,"' 
news from the north is plentiful. Sharp ears learn of the magical fortress to the - 
north, which is called Skyreach and Is the home of Lord Gael in. The northern peaks 
are the Mountains of Black Fire, inhabited only by the dwarves. One grdat peak, thd' f 
Hill of Rathmar, stands out, and there Is an observatory atop it. Below the peaks are 
the Northern Marches, which are wardedbythe Margrave of Cbunt Rathmar. To the west 
of the Northern Marches is the dark Skull Plain, with an enormous stone skull at its



a route to the east and then forks: one arm south to the
black Chasm, the other north to the Coaching HoUse. ■ ‘ '
ondc /■fvelry takes the path of useful Information, and the banquet
ends In suitable high spirits. It even seems that Sir Rathmed.has taken a l iking to 
Lyr6« : - ■

1^® days, odr heroes have plenty of time for leisure, and they
enjoy watching the joust. Indeed the tournament in progress seems to be never-ending. 
At the same time, they take the opportunity to get some weapons practice with some ' 
very fine tutdrs, and Lofty demonstrates ever, more of his skills by availing himself 
of the fad I ities~and putting together a very good suit of armor. -*

persuaded to enter a small single combat, .̂ tpfjrnament (on 
foot). He gets through the early rounds easily, buf-gets more alarmed as the casualty
hiI mounts. In the end, though. Loftyds triumphant in
his class and is showered with accolades by all surviving. .
into and influencing people, culminating^ in his entering

t brotherhood with Matton the Mighty, a warrior of exceedingly
seems that Avery day there are feasts to eelet,rate some-

Tntng> and the supply of food Is perfectly endless.
d'f the party are not faring so well though. Lyra iis putting on 

, weight-enormously quickly and Is getting unhappy with this. Moreover, she remains .
II 1° ÎT advances, as in fact he isapt to be with her too.

Estel takes a.-disI ike to a(l the fun and complains continuously about al l the time they 
are-wasting with respect to the quest. , , . . ' ■

+ I If after ten days stay, they announce to the knights their intention
to leave in the morning. Their hosts are shocked. "Do you not like it here?" and
Tarry, there Is a big feast tomorrow" are typical reactions. Our heroes are adamant, 
however, and cannot be swayed. , . i ^ • auaMiaiu,
+u TlHf arrives, but before they can depart, numerous we 11-wishers come up to 
them with tales of foreboding. "Do not travel this day, sirs; there is a Whacker com- 
^ g  up, see, and they point northwards. The dark clouds are rol l ing south off the 
itountaiils of Black Fire, bolts of iightnlng darting In all directions, and the terri- 
b e din of the storm is audible even at this great distance... They tell the reluctant • 
five that Whackers may last several days. And even as they agree to;stay awhile 
longer, it seems that the whole plain is a Iive wjth stories of terrible Whackers they 
have known, and a I I the stout fbik and true that have been lost .therein^ ,

4: fiowling, crashing Whacker does indeed dominate the northern sky for the rest
times almost touching the road, but leaving the plain beyond as Jolly, 

and blissful as ever. Towards evening, preparations for the feast become more in evi
dence, a fact That the now grossly fat Lyra takes with resignation. Later.stiTf the 
reason for the feast becomes clear as a great Iine of mounted w^rrJqrs under blue and 
green banners oreasts the horizon from the south. "The army has;„returned," ̂ people 
mutter enigmatica I ly. ,
+K 2'’®®’*’ ‘̂^'̂ ûet ensues, surpassing all the others l̂'n'1'ts excess,^ such that
the Whacker peters out like a damp squib unnoticed by all. Itilsnot for another four 
days that the party can find a tactful moment to think about leaving; and at the same 
time they get a great blow to their morale. All the precautionary magic they have,, 
employed up to now, as any sensible party wouId when>entering a new environment, has i . 
told them that the jousting plain Isa fine, good place and does not bode them any harm, 
and so on. Alkar now finds during one such check that acharm has been put on Lyra.
In Trying to investigate further,, his magic fails completely and shows no signs of 
returning. ‘ ^

+k - 1®?^® 1®,''''°̂ ' first time they perceive someth i ng of the i r true state
on the plain, th’ey decide at once to beat a hasty and anonymous departure the next 
morning, very early. .

continued In two pages~at the end of KN1GHT DREAMS OF COUR,. ; „



KNIGHT DREAMS OF COUP
by Mark Goldberg, 6910 N. Sheridan Rd. #201, Chicago, IL 60626

CAMPAIGN SURVEY: to get some idea of what players might want in a D&D-style game,
I made up a survey sheet covering 15 areas.

1. Best Time to Play: our groups don't seem to feel there's enough time on week-̂  = ■
nights to play, despite weekends being very busy; sometimes too busy to play. ■

2. Location: whose piece to play at can limit who can/wiI I come, how many can fit
into playing area comfortably, and other social intangibles like children, relatives, 
pets, non/smoking, sleeping space, and even transport— both public and who has to 
leave with. whom. '

3. Food: always crucial to long games— who provides what or order in. (The Golds'
idea of adjourning to a restaurant has happened to me only once, but can be great if 
you have a small group or reservations.) .

4. Number of PCs: both per player and in the game, and on that day's adventure is
very useful data to prevent GiM overload, and indicates some of the "scale'* a player 
seeks. , ,

5. Campaign Type: ranging from fully closed (all PCs are born,adventure and die on
one world run by one GM) to Fully open (multi-campaigns are'available, PCs arrive/ 
leave after each game adventure). This area has a huge impact on "sea le'.'/world 
design— interfacing various campaigns can lead to huge headaches if there are player 
cliques and different GMlng styles. Ideas of proper treasure, magic, monsters, etc.

6. Cultures: Here I listed groups of Terran cuItures/Ianguages to see what might be
considered interesting to play as well as to help formulate size/type of political 
states, marriage and burial customs, usual diet, and of course what common names of 
NPCs were.

7. Terrain: from ocean islands to tundra to vast multi-level dungeons. I had the
pjayers i(as in various other areas) rate their preferences from 0 (not In campaign) to 
6 (prime playing area, must be near Game Start location). 1 bet nobody rated Fens/ 
Marsh a 6! I figures a 0-6 scale would be easiertouse than a 0-10 one.

8. Pantheon: preferred Historical (or Fictional) as well as Preferred Patron-and
ArchFoe Deities. I consider deity structure crucial to a cul-ture, world creation, 
magic system and more (usuaIly vital to alignment too). So far one player considers 
Deitiesto be pretty much interchangeable, the only pantheon specified (by three!) is 
"Christian." Despite many NOT wanting any Devils in the campaign! Perhaps it's 
because a major local GM runs a very modern (Anglican) campaign (e.g. Druids worship 
St. Patrick. St. Dismas helps keep Thieves Guilds going, etc.). !'m tempted to give 
them the reaI 1400s and Roman Church— Papal Intrigue, excommunications. Crusades, 
purchased bishoprics. Inquisition et...al. I don't think any of them realize that 
they'd see the Human (male only) "Christian" Paladins, clerics, fighters and peasant 
militias out to sIaughter/convert all other classes (especially Druids!) and sentient 
species in a Holy War.’ Oh well, they could've selected f4oslem....

9. NPC Magic: especially weapons and armoi— both "most often encountered," and'.'most
powerfu1"— both to indicate "scale" and magic richness, and the level of challenge 
desi red. •

10. PC Magic: in particular how many one use and permanent itemsa PC should have.
(Scale again).

11. PCs: classes that shoujd/Xnot). be available, and PC species too.

.12. PCs: here I asked for 3x5 cards for PCs (abiIities, magic, etc.) wanted to,play.
So far I haven't received a single card— despite most having \2+ PCs, everyone wants 
to know a tot of details about both my hew world and game mechanics, how Open it will
be, and how much like my old world it will be.



should PCs be able to do to I) other PCs, ’2) non-hostile NPCs? 
Dlnv^with really alter a campaign, since cooperative players won't ’

Ss PC groups t'o’’I i r v W r f o m " ' ' ' ' "

playing area needs at least one of these to keen thinas 
W  Z  9' ' '^ |he PCs lot of opportunities for a wide variet/of act I vi ?iL
good O^c "V'-ilaL ia^' Invasion, Holy war. Genocide ("the oni;
S  W i Lr d‘’ih ;t oan^vs ^hie ’n* ' contention-Wizard

^  vs thief ;gang, paladins vs assassins, gnome III us Ion ist/Th ieves
rLr+ ? assassins, etc.), exploration, s^t?! ing new lands feudr
(uD^thI'^i^‘'®'i competition, finding lost or stolen itern"or person
Even more t H  vVâ l ̂ ^tt Grail) or cleansing a temple/castle/mlne/etc. of evil.
+i«n h r trivial matters like a drunken students brawl, an attempted rape a comDetl-
M?qn a n r s i l n 'o f f ®  Hodgson's superb GODSTALK), a missing chi Id oan .focJs a cam-
(anHPPc:^ ® ^as time to step up and the pLayers(andPCs) time to pursue. Hence a "Iiving campaign." Pinyers

15.. Monsters:;- I listed scores of possible monsters, with 0 {non-existent) I (lair

nIrLH nf T?’ ! helped identify the desired scale (i.e. PCs who want to see
myself) t^atHt'^hr ^  obviously aren't going to be F3s) as well as justify (to 
o n ^  h entirely certain nx^nsters without di^ppointing any-
and^ot a n -  r s V f a ' ^  Chimera so his PC can wipe oufthe spLies 4 n c J
th tc M a frei^JH i -"ost players don't mind a broad range and a I most prefer to g i ve 
the^GNf a free hadd in using "by the Manual" foes. There has been un i form a i s I i ke fo r
D e v M ° ® ' ' " / ° ® ' " ° " / C a e r n o n s ,  and especially for Rakshasa (East Indian 
^vi Ip) ,and; tor Phralnts of ThriKreen! The • revu I s ion for insect people is the biggest 
surprise so far (so I don't use those scenarios-too bad). higgest

can cover more areas specific to your campaign, but all GMs want player 
enjcy^ut. it cectalhiv h L  sparked interestln^'dls:

dull d u n l o n r + ^ ;  T t  underground ANYthing because another GM has giant

“s o 7 V d i i e ; f : u ; L ^ c i ; s e ^:?rr:ikr̂„srrSr:urdrr\":e-;-°
0§0§v§C.§054§v§g§0§v30§aSy?§-jS:v5^§i§.550§0§v§C.§v§0S^§.^g§o§05,,§^§0;>§0§,50§g§.555S^§^§.g55

MOlTOffiRILLOiilTE MAJ-O-WAR BIRD continued by Rick Darter

succeed in passing by unnoticed, until at the outpost r 
they run into one or two early risers. "Going? But you can't possibly," is the
S ^ S r o n  nowhere, groups appear and clamor the same com-
Sith I sides,,and the tales of Whackers come to the fore once more, together
with knowing glances shot towards the mountains. This time our heroes heed them not '
physiJIlJy r e J i L S :  " surpris^V> perhaps when they realize they will not be

. Ihey head along the road with some purpose, though Lyra's new physique is rather
new-found determination; and,eventually take the fork north to

I T e Z s ^ l o l T T f  d ; : ' s t o r m  reach their ears, the first clouds of which had seemingly left their mountain stronghold, when^their
presumed well-wishers had mentioned the Whacker at the outpost a little earlier.

\



t explain that, but I still am an 
Ashworth Ave. North, Seattle, 
a message, and I’ll try to get 
so on weekends or after 6:30

THE OTYUGH OBITUARY #3
being written by the dllletante Ythrian (no, I won 
Otyugh at.heart), Vincent M. Foster,who resides at 4010 
WA 98103. Phone (206) 633-0283 (if a recording, leave 
back to you) or (206) 632-8822 (call either one but do

pm). Typed by the Honorable Lee Gold (many thanks, Lee).

First, I have a rather off-beat Idea (or maybe It should be silly; I don’t refer to 
mysetf ass I I Iy, so I will leave It at rather offbeat): Remember a few years back when
'ttonty Python" games of D&D were popular? '(They may still be.) Remember Hitch
hiker games of Traveller and Space Opera? Well, I have another Ide^ albeit outdated 
(arrgh— another Idea?! Nooo!). Is anyone familiar with the game STRIKER by GDW 
(based on TRAVELLER In part)? What about the movie "Kelly's Heroes" (starring Clint 
Eastwood, Telly Savallls, and many others. Including Lieutenant'OddbalI)? My Idea Is
a Kelly’s Heroes game of Striker. Anyone Interested? No, oh well___ So much for
that.

 ̂ . I was going to write a fIiksong,but It did riot look too promising after the 
first line. (It was going to be called "Can You Imagine All the Munchkins," to be 
sung to the tune of "We Shall All Gather by the River.") I thought of doing one to 
the tune of "Heaven and Hell" (by Black Sabbath, real religious music), but I 
couldn’t come up with a topic. (Lucky you.) -

Falling that, I will do something that Issure to get a few people Irate at
but here goes....

RATIONALIZATION FOR LEVELS. IN FRP (surely heresy!)
. ' ' ■ ' 1  • '

Awrightj I know what a nifty Idea RQ has for skills; and that Is training in 
individual skills and no artificial! restraints called character .classes. Well, sure ' 
It's a nifty Idea and It seems to sell well, but I Intend to poke at Ita bit (and see
how far lit jumps) with my own defense of what It has been trying to replace.

Real 1stica11y, one does not improve In only one skill at a time, even if that 
Is the only one actually studied. Take studying mathematics, f’rinstance. You not 
only learn mathematics but you get a.beglnners course In geometric proportions, 
physics, economics, improved literacy. Improved vocabulary, logical reasoning— and 
we’re talking about 1st grade level math. True, most of us have enough expertise In 
the area that the Increase is negligabie (these courses are fIrst grade level and are 
referred to by most of us as common sense or common knowledge) but remember, the 
average first grader reads better than most educated people of the middle ages. (St. 
Augustine once wrote of a monk who could read without moving his lips and without 
using his finger to keep his place, almost unheard of at the time.) So any course of 
this type should take this Into consideration. That Is where character classes come 
In handy, particularly for combat skills.

Take RQ, for example. A person might be an accomplished warrior with a spear 
but no real expert'SO with a broadsword. This is unrealistic. The man will still be 
better at using a broadsword than someone without his general combat experience 
(unless there are extenuating circumstances), because It then becomes "the amount of 
fight In the dog" as It were that decides which way the fight goes. (If you doubt 
me, check with an expert martial artist sometime). It Is a matter of tactics, both 
In slight footwork and hand-eye coordination then, which tells which way the fight 
w:II go. Therefore there Is a reason why a fighter with much general experience but 
little with the particular weapon used will defeat an opponent who may be quite 
skilled In a weapon used but without as much i combat experience.



The easiest answer to th
systeim and an independent ski I ..
YsgaHth; Tree of Life Vtorlds, Rolemaster 
add a few rules to reflect this fact. (W 
ski 11■progress ion, suited to taste.)

s problem is to take a system with both,a level-based. 
s training system (like the new, ChivaI ry & Sorcery,, . :

BUshido, some ve.rsions: of VD&D, etc. )',’;and 
ith the new C&S it is quite easy for combat

The best solution in my opinion Is to adapt some rule. In RQ, AFtermath,
TraveIler. Space Opera (well a Ii ttIe jess for the Iatter two, but even thefe some
thing could be done) or another skHi-based system, to allow sdch things to.be taken 
into consi-dera'i'ion. (For instance, each'5/j increase in a skill, increases relptsd..  ̂
skM is by r;:-or whatever.) I bel'ieve Rob El I wood's 'Ski I l,s of a ̂ Riqher Order" aqtl.-, 
cle In A&E 97 covers th Is subject we If, ■buf'primafi I y for rion-combaf type ski iTs.

•i .V For games M k e ‘t)D&D, AD&Dv BD&Dr >(D&D,, HO&D, CD&O, lOiD, .JosiD (may be 0 3 1 1 6 (1.' 
ND&D),-':or other types'of D&D (I ncl u’ding most VQ(̂ bs a n d ’Wb&Os) (whew! they should ■ . 
number them for convenience), there isn't much you can do about it, for they have no 
individual, ski I I traini.ng system of theIir own. . They do have oine saving grace, how
ever. Jl^y do seem to recogn ize that genera I experience i s; worth someth i ng, not Just 
specific, experience (one credit to EGGhead, no more), iBy the way. It you wish ah 
exp I anat i cyi oti the various abbreviations, please see the) list at> the end of the zihe. 
(Some are nome grown, but all are things I have heard about or know about.) ) '

I know that some people will take exception to my tirade, but I think that'any' 
system that deserves to be called either REalistic or State of the Art should incorp
orate these ideas. (Np, ,1 am not an OTWer, and I will Iisteni to and respect other 
ideas on the subject.) i know of no plant which grows in only one direction at a
time. (Perhaps, in; Ard.uJn,,,Bloody Arduin or In RQII I___ )

SOME NOTES ON LOCKpICKlNG

i n most 
Tools, Basic Ability, and 
In practicing the art to

It seems that whenever adventurers are in a dungeon or similar labyrinth, they 
tend.,to bring along a thief or; whatever j to pick Jocks, perhaps thinking that it is 
like having a magic key to open, aUj-dgors, Actual ly this isn't thecase. 
sets of lockplcking,.rules* .thpee maip ,points are missed:
Time. ,The fol lowing observations iSre, ,from my; ĝ perience 
see.1 f RPG .rules covering, the .'Subject'are plausible. , ;
Modern Locks; . ' . / i ' ; : ■

Two tgols are ,,usgd lb Igckpicking; a tore-bar. and a rake (the names I have 
learned for .them). .The^to,rc-bar Is someth ing that wl 11 fit in the lock (bottom of 
lock is preferable) and ,pan t|irn over the lock whenrthejumblers are set. A rake ' 
rakes or pushes the tumbIers into place. WIthou-t the.torc-bar, the tumblers would not 
stay in place, and the lock would not unlock by turning oyer. ■ i • ■ ’'ni i

The tools should be made of fairly strong materials. (Stainless steel isn't a 
bad choice. On mo,dera.locks, stainless steel might not.'last very long with steady 
use;. i,t bends,.J Sppewdriver handles might be good for handles for the t©rc-ber and " 
rake. But for .modern padlocks, they are unwieldy, so maybe fIattening two sidepf.o'f3'‘ 
the tooĵ . about from.:;the.end of the pick should be done. For a tore-bar handJe.,- in 
perhape. you should bend.,,J>ptb;,end^ one to stick in the lock tohold the tumblers" In’
place, and turn thejn oVerY^he other to apply a small pressure on the tore-bar. io ‘

On modern locks yqg stick •fbe bent end In thebottom (the tumblers'iare at t h e t " 
top) and apply a si ight,, pressure... On most. Jocks j do not; apply any'more^pressiire than 
Is necessary. Don t worry about the lock not opening; u.nJess thereil-s; something 
wrong with it. It will open (turn oyer). Putting more pressure than rlsonecessary on 
it will reduce the tool's life and make your Job harder. The tumblers will beharder 
to put In place; and the other problem Is discussed in two pargraphs (see below).



Sorry to say, agility and dexterity have iittle to do with picking locks— a 
klutz can do It. It depends on leverage (mainly a function of tools and ability, 
both natural and experience) and the ability to feel the tumblers with the tools.
(This shoots the RQ assumption that it ail goes under Manipulation all to hell.) '
Patience may have to do with picking locks, as it can become frustrating if you are 
not getting it; and the longer it takes you to pick a lock, the less likely you will 
get it, which leads right into my next paragraph (yes, the one mentioned in the last 
paragsaph.)

Time is an important factor In picking locks. It is said that an expert lock
smith can crack a lock in six seconds or less (a realistic estimate, though no less 
than two seconds would aleo apply). But if it takes you more than a couple of min
utes to do it, it is unlikely that you will. For one thing, you get bored, frus
trated, etc. Not much, I grant you, but in some cases it may be a detriment. The 
biggest factor, though, is desensitlzatlon, the inability to feel the tumblers well. 
This happens when you keep trying to pick the lock and (particularly with tools with 
no real handles to speak of) the pressure from pushing the rake causes pain. When 
you are hurt, you tend not to have as much sense of touch as normal. This is because 
pain is distracting and numbs the nerves a bit. (Like the proverbial alarm shutting 
off on its own if no one does anything about it.)

Old Fashioned Style Locks

Most Iocijs picked in FRP are this sort (unless you are playing a sci-fi FRP or 
a modern one; ahd even then quite a few could be encountered in old houses, 75+ years 
years). The main difference is thaf' they have no tumblers but are a spring system 
(usually a leaf spring, but it could be a coiled spring) holding a deadbolt in place 
(one of two positions: ' locked or unlocked). They also use a key very different from 
most of our house keys or car ^eys. These keys are familiar to most people. They 
tend to be a shaft (metal) wi+h a flattened disk at one end (may have decorations or 
may not be round or even there), and the unlocking mechanism (sounds techno) at the 
other end. The key mo'/es the spring system out of the way first— and then moves the 
deadbolt, all with a simple turn. The spring mechanism reverts afterwards to its 
original position (or as close as it can go), without even removing the key, holding 
the deadboit in place. The key unlocks the lock exactly the same way. (Well, almost. 
You haveto turn it the other way. ..)

A good and well thought out system, and the person who developed it probably was 
a genius. (Our modern tumbler lock works far better but is not as original really. 
Even though that doesn't matter.)

Only one tool, not two, Is used to pick this lock. It should have one end bent, 
and it should function like a key. !fsi handle could be almost anything that allows 
the pick to be turned. (A good pick would be a torc-bar for modern locks If it was 
strong and about the same size as the key that would fit in the lock.) This could 
function as a normal key or as a skeleton key. (When these locks were mass-produced, 
probably first in the early 1800s, they produced skeleton keys for them also, because 
people would keep losing keys. One-size-fIts— a II arrangement.) A skeleton key Is 
really the professional's pick mass produced. - This problem probably led to the 
development of the tumbler lock, because anyone with a skeleton key could open most 
standard locks.

DensensIt1zation is not a problem with this kind of lock, because there are no 
messy tumblers to deal with, and picking one is not really a matter of feel. One 
could still become somewhat bored and frustrated, but no+ as much as with modern 
locks.

Well, there it is, and you can take it or leave it. I have included no real 
mechanics. (I have not decided upon rules for my own campaign yet.) I am hoping 
someone will expand on my ideas here to give me some (a practicing locksmith In the 
crowd, perhaps?). I would also like some feedback on what is presented here.





Def8ns6s against Having ^  PungGon Door Picked by Amateurs

An assumption to start with; most old-style locks were key-operated FROM BOTH 
SIDES! Very few cranks and other funny things on the inside of the door. ;

Therefore, to help prevent would-be thieves from ripping you off, you could put 
the key In the other side. (Only one thing at a time can fit in a lock.) Just turn 
the key part way to help keep it from being knocked out by second-story men who would 
like to gain entry easily. This only delays the problem, however, for the key could 
stiI I be knocked out the other side by someone who doesn*t want it there.

Okay, that didn’t work. Now what? Well, a lot of crooks in this time did not 
know how to pick locks, so they would put a piece of paper under the door before they 
knocked the key out, and easily retrieve the key. (Doors were made to loose specifi
cations.) A . defense against that is to put a hole or a sma1 I pit (maybe I' on a 
side and less than 6’ deep), into which the key falls. If that Isn’t enough, you can 
always booby trap the lock or door, the most common deterrent in FRP.

ON A GENERAL NOTE, I forgot to mention In Otyugh Obituary §2 that I met ROBERT LOU- 
TZENHEISERd hope I didn’t misspel I that) between the 5th and 12th of October. 
Interesting person (quite talkative, alsct almost as much as I). He talked about FRP 
In general, different game systems, his (excellent) shock system, a bit about the 
Primal Scream, etc. He was going to run Rolemaster,but I was unable to get some of 
my friends together, and I had a few other commitments; (Me and my dad were doing 
spring cleaning, 1968 that day....) (Sorry for the inconvenience, Robert.) I had 
borrowed his Rolemaster for awhile. (I have the old edition of Arms Law and Spell 
Law, plus Iron Wind). It looks Interesting. All In all, tenjoyed talking with him.

*******

List of abbreviations (in order of unirjiportance)

D&D
OD&D
AD&D
BD&D
XDiD
MD&D
CD&D
ID&D

Dungeons & Dragons (oddly enough)
Original D&D
Acfvanced D&D
Basic D&D
Expert D&D
Masters D&D
The supposed Companion Set to D&D 
The proposed Immortals set of D&D 
I have heard about

JD&D
ND&D
VD&D
VVD&D

Japanese D&D (proposal by TSR)
Nippon D&D (see JD&D)
Variant D&D
I’ve seen this one used (by Jenny 
Hein for one) but am not sure what 
It means. I suspect It has to do 
with VD&D, but that is from context, 
not from asking anyone who knows.

As you can see, I have gathered quite a list (13, to be precise,...a very good 
number,...part1cuIarIy on Fridays). Until next time, may you never roll martian 
eyes---

So Iong! 
Vincent Foster
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And eagle-eyed SCOTT BAUER has been comparing his FGU-printed copy of LoA with my 
typed/xeroxed version and found a few typos. Page 21 has sections l8.9 and i8.8 out 
of order (i.e. attached to the wrong section numbers). And M2L.0 has a reference to 
"see Mi2.2, which should be .^112.7). Given the dozens of errors Scott found in LRS, that': 
pretty good.



THE MARCO POLO EXPLORERS CLUB //2; , : . . : . . . .
(formerly The Chronicles of Keher^re) ..'
(c) copyri|:hl> 198-4 by Khte Gehrke , 203 Gail St., Hortonville, ¥1 5-49-44-5 
typed by Lee' Gold ' '

Re-Introduction 'i
Hail and x>fell met. My name is Kate Gehrke (foi-merly Kate Pfeifer).' I last 
'introduced myself in my first zine in A&E //88. I' haven't contributed since then, 
so I thought I'd better do it again. During the period betx^een my first and second 
zine, I have graduated from college, gotten married, and found a job. I graduated 
from Lawrence University June, 19.83 v;ith degrees hn Religion and Copputer Science, 
i- married Gary Gehrke September 10, 1983 and have settled doxm in Hortonville, ¥1 
with two cats (and Gary). My job is selling Apple and Hewlett Packard computers, 
and Gary has been promoted to Systems Analyst. Gary was my co-contributor in :
Chronicles of Kehei're #1, but he has decided to become a guest contributor 
instead. He is a very busy man.

The, Name' s Been Changed.,,. . . i ; ;
T/diy the name change of the zine? Td®; Chronicles of Kehei're was the n^me I chose 
for my fantasy game before I v/as ever exposed to A&E, ¥hen Gary and I,, wrote our 
first zine, we took its name for lack.pf ppything better. But now there ,are a 
nupber .of zines with similar names -thadihave ,,been in A&E longer than Kehei're 
(Calacire, The Colgar Chronicles), and we don't x-rant to create confusion.

The Marco Polo Explorers Club is the place where my Variant Daredevils game 
starts. The PCs are hired-jby; a rich; explorers club for fact-finding-missions, so 
that millionaires, senators and distinguished persons can present the information 
as their oxm. So far no PCs have objected to this injustice; that is for 
adventures to come,

CORRECTIONS ON A&E 88 ARTICLE; There are tx/o problems with the initial reaction 
test. First, it is rolled on D20, not D100 or DIO. Second, all the modifiers 
should be reversed; i.e. those with pluses should have minuses and vice versa.
The way it stands now, the more threatening and rude a party is, the more they are 
liked. Hmm, in its present form it might be useful for a satirical adventure.

ABYSS REVIEW/: Shortly after our first article we received a reviev; copy of Abyss
from Dave Nalle. This was our first exposure to Abyss, and we .were impressed 
enough to subscribe and order a numer of back issues. Abyss-,is a digest-sized 
bimonthly journal, with over 20 issues. It just expanded to 27 pages. Contents 
include reviews of recently published books and games, articles on generic gaming 
concepts and principles, fiction and an occasional scenarioi. The articles vary in 
quality but are generally very xjell; x/ritten, - .

All in all. Abyss is an excellent publication, full of many useful and 
interesting ideas. Sample copies are $1,50; subscriptions are $7 for six issues. 
Write Abyss, 1-402 21st St. N¥, Wash., DC 20036,

THESEUS AND THE MINOTAUR REVIEl'J
This is a TSR game for the -48K Apple with a Disk Drive, Better programs x/ere 

on the market years ago. This program did nothing to advance Apple state of the 
art. I recommend against its purchase.— Gary Gehrke

This program has very slox; maze graphics. It redraws the maze every time, 
even if you are spending a turn standing. The minotaur graphics are quite nice but 
not animated. The lady minotaur is quite cliche. It shox;s her facing the ■, 
adventurer and xraving a rolling pin as a x;eapon. * ,

The goal of the game is to find the princess in the minotaur's maze and 
safely get out again. There is a x/itch x;ho xralks around and gives clues. It is 
very easy to figure out xvhich clues are important and which are irrelevant. That 
is a very limited scope puzzle.



On the whole3 this game is limited in the amount of enjoyment it offers. The 
maze is redesigned every timoj yet the formula for solving the game is the same 
each time. This game is not very game-value effective. After about four hours, ve 
had the g'ade doim, cold. Yet v;itli a g’aue like WIZARDRY, vre played for hundreds of 
hours for only a fev; more dollars.

Finally 1 v/ould like to point out that it is possible to get caught in a room 
or have situations where it is impossible to finish the scenario. For example, our 
adventurer entered a room v/ith four hidden doors, one in each v/all. Monsters are 
attractea to the adventurer but cannot pass through secret doors. The adventuers 
cannot pass through a door a monster is standing behind. Therefore he is stuck, 
and the game must be turned off. ,

lUCROSOFT FLIGHT SliiHLATOFi FOR, IBl.. ,PC '
This is a very well done simulation of a Cessna 18Z with reasonable 

instrumentation. Its graphics are well done and move smoothly. The program has 
extensive abilities to simulate variable conditions like seasona'L v/eather, cloud 
layers, wipd speed, and turbulence, along \;ith many others. Ml, ht flights can be 
simulated, and a nuraer of airports are included in the simulation. The program 
includes a WIFI dogfight scenario very similar to that included v;ith the Apple, 
program AZ-FvS1 , but the graphics for terrain and enemy planes are much improved as 
well as the responsiveness of the plane. (The improved version of this flight 
simulator for the Apple v/ill be out shortly.)//This program requires on Ihi-i PC- with 
6/.K and a disk drive. It uses the keyboard only; no joystick is required. W' .
LOOSE BITS— OUR SUGGESTIOi; SECTIOM . , •

Vfe enjoy playing ILLUiiliiATI by Steve Jackson, but find it difficult because 
of the size of the paper money. These little slips of legal tender are so small 
that if a. player sneezes, they fly everyi/here. To solve this problem, vre 
decoupaged the money onto poker chips. The players seem to like this method 
because it makes the money more manageable. If the pla.yers vjant, they can declare 
secret finance rules and hide the amount of money, they have by turniiig the chips 
over, thus hiding the value. Blank chips can also be added to the players' piles, 
making it impossible to know how much anyone has. The chips also Ive a satisfying 
clink v/hen money is exchanged or arranged, which really adds to tlie game.

Mot long ago, I was playing a 1st level Anti-Paladin v;ho had successfully 
fooled the party into thinlcing he v;as a 3rd level Meutral/Good Thief/Mage. I v;as 
just about to lead the party to its doom wnen a spectator looked, over my shoulder 
and yelled, "You're playing a Chaotic/Evil? I thought you onl̂ - -layed Lawful/ 
Goods!" (l have a reputation for playin Lawful/Goods and v/a.s using it.)

Of course uy plan was ruined, and the adventure lost m cL of its enjoyment. 
Though I ao not use alignment in my spstcm, I feel there is a eed for privacy as 
to character information. For that reason, I have had cover ..heets printed and 
given one to each player to put over the character sheet.

The cover sheet does more than merely cover the player's ini'oi’nation. I also 
use it as a billboard for my philosophies concerning gaming. When a player is not 
roleplaying his character, a. subtle suggestion to read the cover sltcct: is all that 
is needed. It is a good deterient to GM/player e.rguments.

My cover sheet reads as :.'ollov/s; : i

"A hero is not a creature of random impulse vhio is .one minute a ::ni, lit in 
shining armor a,nd the next . skulking villain. Every person has in so..c sense a 
behavior-defining moral coc e from |t-;hich he v/ill not,; deviate. This coc.o could be 
the, ethical system the person v;as-raised v/ith, the moral code he adoptom iron 
someone he admired, or an oath or code of honor he swore to uphold. It is 
impossible for a cha.,acter to have no moral standards, but it is possible for him 
"to have, socially de\ ..ant standards. Wliateyer a charactex''s standards might be, it 
is goodroleplayin that he follov? these standards in all applicable situations.



"Note that the code should not be designed by the player to arbitrarily 
restrict his ' character's action but should Instead result in more interesting 
characters with consistent and plaj'̂ able personalities. No 'real' penalties are 
attached to disregarding a character's code, just as no 'real' rev/ards are given 
for abiding by it. Remember that every action has an equal and opposite reaction. 
The character is- responsible for his actions 'ahd theii- consequences. The main 
prize of following the code of your choice is increased enjoyment of play. Of 
course, 'gamemasters do tend to be more merciful to consistent, well fleshed-out 
characters, and perhaps are rougher on ones who don't get into the proper spirit of 
the game. Please keep in mind that disturbing the gamemaster is not conducive to a 
character's development or longevity."

(This message was inspired by DAREDEVILS by Bob Charrette and Paul Hume. In' 
fact, the start of each paragraph was taken from page 20 of their rules.)

Gems and jev/els are often a way that characters carry around a great deal of 
wealth v/ithout too much space or weight, k talk v/ith a local gernologist revealed 
that this is not a good idea. She described the system used to determine the value 
of gems in terms of their hardness, brittleness and cleavage. Hardness measures 
how hard it is to scratch the gem. It is not true that harder gems may scratch 
softer ones and remain unharmed. Any gem will scratch any other gem. Brittleness 
measures whether a gem vrill shatter if a blov; hits it. Cleavage rates the gem's 
grain pattern (rather like v/ood) and vhiether it has weak atom bonding.

If a character v;alks around with a bag of gems, the jiggling of the bag may 
reduce his gems to dust and gravel. How about having a blovr hit the bag of gems or 
have the character find a gem so weal; that the slightest touch v/ill shatter it?

VJhen I play in a game that has alignment and I play a Chaotic, I occasionally 
have trouble thinking of random things to do. To solve this problem, I picked up ’ 
some alignment dice from the RPGA booth last Gencon, These are two six-sided dice. 
One says Lawful, Chaotic, Neutral," the other says Good, Evil and Neutral, They 
were originally used to roll alignment like you roll the other D6D stats. But I 
use them to determine the nature of my next Chaotic action,
STRIKE RANK- '
This is an alternative system to determine which phase the character reacts in, 
within the detailed action time of the Daredevils system. The character's reaction 
phase is determined by a D10 roll as modified by the following factors.
Modifiers ,

Speed Group 1 +i Each day haven't eaten +1
Health Group 1 +1 Each day haven't slept +1
Down 1/2 HP +1 Difficult Terrain +1
Down '3/A HP +1 Rough Terrain +2
Bulletproof Vest +1 Very Rough Terrain +3
Speed Group 3 -1 Health Group 3 -1
Speed Group A -2 Health Group A+ -2
Speed Group 5 -3 Surprised Opponent -2

The die roll plus modifications = the detailed action
character may do his action. If two characters get the same phase, the one with 
the highest speed goes first. If both have the same speed, they dice off.

Scores of 0 or -1 go first. Scores of 10+ go last. Ghaiacters with scores- 
of -2 or -3 can take one action immediately or roll 2D10 and do tiro actions, one at 
each of the phases determined by the roll, unmodified by modifiers or bonuses. If 
he rolls the same number on both dice, he gets two actions that phase. Characters 
with scores of -A or better get the same as for -2 and an immediate action.

This system is designed for use with a mechanical counter or a pegboard, for 
GMs like me v;ho get so engrossed in combat that they forget what phase it;is.



THE LTJRDERED liASTER RAGE ;;'6
by George Phillies, 1225 Island Dr., i"20/;, Ann Arbor, IJ A8105J (313) 995-4.126 
(c) copyright Phillies, 19S4»; .

(j ■ ■ . i- ' FIRE 111 THE MORUING— part six .
' ' *

Pan probed Cameron's detenses« There \;as a psi structure, massively charged, 
around his heado It .felt luechanical in natureo (As you see,) he said, (I had a , 
psi amplifier implanted in my scalp,, It leaves me with all the flexibility of my 
ovrn mind and enorraously more pov;ero Indeed I an stronger than any unaided human 
psi, and I never tire.)

(Is that all?) she sniff ed^ (ily more serious opponents thought humans ..vfith 
the talent v;ere all fragile wallflowers») '' , .

(And they were right, at least about you, little girlo) He follov/ed vxith a 
vicious series of probes'and blasts, ta-ying to drive a; we,d.h'e into"'her shields-o She 
countered hard» ' ■ ■■ . ^

They foiind themselves eh' the' saiie channel, Idcked face, to face. Pan drove in 
against him, finding it like climbing uphill into a fierce gale» She could barely 
push ahead against his resistanceo She could beat him this way, she concluded, but 
doing it v/ould leave her rather thoroughly drained, ' ' _

She dropped.iback and let him v;ork over her screens^ The-'demand on her 
strength vxasn't all that impressive» The difficulty vxas that his gadget might let 
him, keep up his attacks indefinitely, while her ovm strength vxas very definitely 
finitet j It vxas tine for more radical measures o His screens did have flavxs, if 
largely on bands that she didn't v/ant to use. Those approaches did avoid having to 
take him on directly.

She.picked the least noxious band and attacked. Her ovm psi-bolts struck, 
home, follov/ed'by bursts of color. Cameron drevx on chaos for his defense. She 
pushed through it. There vxere a fev; monents of confusion inside Cameron's mind. 
Then she leaned back and took a'deep breath. ,

"So much for him," she said to liumfbrd. "He talked a good line but his toy 
didn't help him nuchi;" ' ' ■ ' ■'

"Right," he ansvrered. "You don't look so well off yourself."
"Re? I'm fine." Then she noticed she vxas bathed in sweat and v/as shaking as 

though she had dovmed a v/hole pot of her father's Turkish coffee in a single gulp. 
To use the more exotic psi bands, she had paid a price. "But I wouldn't complain 
if you could dig up some lemonade— and maybe a tovxel."

Rumford returned to find her on the yacht's bridge. Cameron vxas handcuffed 
to an acceleration couch., To Rumford's surprise, he was av/ake and arguing with
Pam. , : ,

"Cameron," she snapped, "If I v;ere as nasty as you, I'd throw you out the 
airlock. Without a pressure suit. If you break the holds I put on you so we have 
to go one-on-one again, I may do it anyway." '

"Pam?" asked Rumford. "I thought he vxas knocked out." ,
"I blocked his gadget— and tied him up. It' s easier to v/ork on his memories 

vxhile he's conscious. Wo.te I said easier, not easy." (Ilis shields are full of 
holes. I don't vxant him to knov/ that I can get through them.) .,

(Is it that hard, to fly his'ship?) ,
(The controls Come vxith .built-in combination'locks on then. Start talking. 

He'll hear me vxorking, and I don't vxant him to knovx what I'm doing. Rake small 
talk and prompt me vxith ansv/eps— I'll be too busy to notice vxhat vxe're saying. Oh,. 
And Rumford, I don't vxant to notice that I just agreed 'bo one of your more exotic 
romantic propositions.)'" She follovxed vxith the feel of a grin.

(Your technical level of chastity,) he ansvxered, (for v,xhatever that means to 
a good telepath, shall remain unblemished. But aren't those the vxeapons banks?)



(First things first. As I may be about to get killed, I've opened up an 
escape pod for you., I suggest not landing on Naseby if I don't make it.)

(Get killed? Cameron's a mastor pilot. With his memories, how can we crash
land?)

(We aren't landing. The other si<le shoots back. Hard.)
(Pamn, not that I don't trust you, but what is going on? VJhat other side? 

Why not just dump it in the lap of the Kaseby government? That's why people have 
governments, after all. I'm part,of one now, I found out. They exist so'people 
whose parents happen to stick them v/itb more courage and honesty than is good for 
health and long life don't have to play vigilante.)

"Muraford," ske asked, "do you know what a Nuzeem is?"
"A what?" . , , ■ :..i
"An exceedingly nasty, intelligent, psi-using plant." ' ■ ■'
"A telepathic tomato? No, never." .
"Miss Opalin," intruded Cameron, "they are a state secret. Besides, we 

convinced them that their war is over,"
Cameron, no one bothered to tell the grove on Naseby,' No one knew there was 

a pove on Naseby. They think that we are the Others. They are about to seed, 
which will doom Naseby. I might have persuaded them to stop if you hadn't stunned 
me."

"Of course I stunned you," he murmured. "You've made quite enough trouble. 
And why should you get credit for contacting the Nuzeem here? I'd done it first, 
anyway. Besides, any good deeds you did might make it harder for me to get 
approval for your rehabilitation."

What the Nuzeem told you can't be trusted. Your attack on me probably 
convinced them that we are their enemy." Her anger showed in her voice. "If I 
move quickly, we can still stop them."

"Pam, old girl," asked Mumford, "why not just have the Naseby Space Navy 
spray them with vjeed,killer until they learn respect?"

"Because," answered Cameron, "if they're hostile, which they're not, and if 
the NSN attacks them, which it; won't, the NSN will lose. Even a few Nuzeem can 
swamp the psl screens on a normal warship."

"Besides, the Nuzeem probably control Naseby," Pam said. "They're strong 
enough. And it would explain Kronor's finances. Now, hush. The Nuzeem are 
rational beings. I can't just kill them without trying to reason with them."

Pam bent her head and pressed her fingertips against a control console. 
Mumford felt no hint of psionic activity. Then she began to talk under her breath. 
Her face shifted from a tired smile to a look of horror. "No!" she whispered.
"No!" She saw something that he couldn't. She couldn't reach the planet, he 
thought, not through the ship's screens. He could feel the strain on her but felt 
no sign of what she was straining against.

She snapped back from the console. Mumford was convinced that she had jusk 
broken a link to another mind, but there hadn't been one.

"Cameron." Her voice froze the air. "V/hile you had me tied down, they 
went to seed. They bounced my message back in my face."

 ̂ "Mumford," begged Cameron, "qan't you see she's lying?' We're on a TPC 
cruiser, behind the toughest psi screens in the Confederation. How could she had 
gotten down to the surface?" ;

"You call that junk a screen generator?" she snapped, then told Mumford 
(Because one of my less human friends taught me how to use psi bands the TPC 
doesn't know about. Here, J'll lead you to one.) She did, Mumford turned pale.I ■

(That stuff. Not again, please. It can't be good for old men like me.)
(It's just as bad for growing young girls,) she countered. (But sometimes 

you don't get nice choices.)



THE LEAST KEY OF SOLOMON ^
Hank Griffin, 1209 Climax St,, Lansing, ,iuich 4.8912; (517) 4.87-5A25 
copyright^Griffin, 1904* Typed by Lee Gold.

COMiEilTS ON /"100

An excellent issue overall (as might be expected) .

SELF; The separation between the meta-rules .for character creation and my own ' '
rules for character creation should have been more distinct. ■

SAPIENZA; Thank you for the Arachnidae v;rite-ups, I have enjoyed them very much. 
In addition, I feel they support the argument that a high power campaign can be fun 
vraile maintaining play balance in both the short and long term.

GILHAli;^ I agree that a technomagical revolution is inevitable given certain 
assumptions about the nature and availability of magic. Note that this does not 
preclude an interesting FRP campaign. In one high power campaign in which I had a 
character, various political factions were competing for power and eventual world 
domination. Outright war was not going on, but the adventurers were the front line 
in an ongoing cold v;ar. This was encouraged by the gods who headed the largest 
factions because it led to the development of povrerful individuals who vrould be 
useful when war did brealc out. Though not part of formal military forces, the 
characters had access to "security"-restricted spells such as fireball.
GILHAM (again): More fiction. Please! :

MAHLER; Thank you for the info on aging, 
worth reading. This is the sort of thing that makes A&E

ELLV/OOD: I think the strand-end winds on your strand world may not be as severe as
you hypothesize. The Negative-Gravity zone will tend to siphon atmosphere av/ay 
from the strand as it diffuses across the first Zero-G boundary. This wind will 
make for a very rapid decrease in atmospheric pressure with increasing altitude, 
ihe altitude at which strand atmosphere and "space” atmosphere are in equilibrium 
should be relatively low, limiting the windstorm to immediate surface area only. 
Also note that air power may not be as povrerful as you suggest. Dropping rocks ' 
from the Zero-G zone will require giving them enough velocity to get through the 
wind and G force in the Negative-G zone. Anyhow, I like the basic idea and admire 
the courage it takes to try something this unusual. Good'luck! '

STUKEY: I like mo,st of your suggested superpowers for CHAMPIONS. 'They have led me 
to an interesting ipsight on a broad class of powers that" involve separation of the 
superhero into multiple parts, iPets, vehicles, astral travel, clair-senses, fugue,
and even the focus disadvantage all involve a division of the superhero intb 
multiple parts, yet each uses a, unique mechanism for expressing the effects of 
separation, li/hile 1 can see some, advantages to having different mechanisms for 
similar powers, I wopld preferra consistent approach to superhero subdivision. I 
haven't been able to^cpme up v;ith a rule or set of rules to handle this, but my - 
thoughts have led me to develop a nei,r power, v;hich I call Multi-Mind, '

 ̂ MULTI-MIND: The superhero can separate his consciousness into two or mroe
independent consciousnesses. Each shares the superhero's common personality and is 
aware of the thoughts and actions of the others. Each "mind" acts independently on 
each phase in which the superhero has an action, but these actions may not exceed 
the physical capabilities of the hero's body. . •



For example, a triple mind could use radio sense to sca.n for transmissions 
while firing a g \ m v/ith each hand at se]jarate targets. He could not move more than 
once in a phase or strike more than two hlov/s (two hands - or one hand and one 
foot). This power does permit a full move followed by a blow in the same phase. ' 
If the hero is attacked by EGO powers, each mind must be overcome separately. A 
tvro-mind kulti-mind costs 25, with each additional mind costing 5«

Another inconsistency in CEAiiPIOIIS which I find annoying is the difference in 
flight power when purchased for heroes and for vehicles. iJliile vehicles are 
required to purchase acceleration and deceleration, heroes are allowed to reach 
their max flight speed in a single phase. The same criticism can be applied to ' 
super-running’, I suggest that some form of the vehicle movement pov/ers be used to 
purchase ground, water and air movement speed/acceleration for heroes in place of 
the current flight, super-running, and super-svfii.iming powers.

COikiEilTS ON ,;'ioi

FRASER; I liked Node's tale and am looking forward to more.

SAPIENZA; I agree vfith your positive review of DRAGONRIDERS OF PERN and of Robin 
hood's artvjork in it. My liking of the artwork may affect my opinion of the game.
I liked it so much I bought three of the originals at the Constellation art shoxir.

TURNER; I loved "Along a Winding Road." I thinlc it is the best fiction I've seen 
in A&E and the best short fiction I have seen anywhere in the past fev/ years.

GILLESPIE; Thank you for your essay on Nordic dwarves, I have always been 
interested in Norse mythology, and your research has given me a numer of good ideas 
for an RQ dvrarf cult which I have been attempting to v/rite for many months. If I 
ever get it to a point where I am satisfied, I may include it in a LKoS.

WARING; I enjoyed yoiir writeup of the vampire hunt. An interesting adventure and 
a very vrell written writeup.

HEIN, tIEIN, IVES, HEYDT 6 HEYDT; RAEBNC. '
■ . ■ ■ , ■

This LkoS.has a number of small essays instead of one big one.
YO-YOS .

First the promised discussion of yo-yos. Not the toy made from wood and 
string but a magical construct that— like all good yo-yos— returns whence it came. 
The simplest form of yo-yo is a wish with a wording like the following: "I wish
that if I die during the corning battle, my body and all ray possessions thereon be 
teleported immediately and safely to the courtyard to the temple of XXX in the city 
of YYY." Previous arrangements would have been made for this temple to do a Raise.

In most campaigns,-yo-yos uill not be a standard issue item for PCs, although 
they may become available by divine gift or the like. Powerful NPCs may have^ 
yo-yos.. This is a nice mechanism for providing evil villain continuity. (He may 
lose the fight but can return for revenge or to recoup lost posessions.) '

In a high power campaign, yo-yos are a major item for PC investment. This 
requires the Gl'i to determine the duration of yo-yos based on various sorts of wish, 
miracle, or whatever— and the cost of the complex wordings needed to deal with all 
the various circumstances that can endanger an adventurer. The wording of yo-yos ‘ 
could constitute an important Sage specialty.

I must admit that this idea is not mine. It was originated by a friend 
(David Fournier) in a VD&D campaign that ran in E. Lansing 76-81.



SOUL

I was contemplating the concept of soul-draining the other day and trying to 
decide hov; to apply it to RQ, The obvious entity to use for soul is POiJ, but I 
find myself dissatisfied with the possibility of one person having 10* the "soul" 
of another (POIJ ranges 2-21). It occurred to me that LAX POU vjould make a better 
candidate. It is uniform among each species and has a definite link to the 
character's psychic make-up.

Let us take the example of a Uraith that drains 3 points of Soul if it hits, 
and overcomes Power. If it hits a human \jith POL 16 and overcomes POU, then there 
is no change in his/her current abilities. The chance of a POU increase has been 
reduced. It is now 10% [(13-l6)*5l instead of 25% [(21-16)*5]. If the Uraith 
drains another 3 points of Soul, the character’s POU vjill be reduced to 15 and 
cannot be increased until the Soul is restored. The increase of a Rune Priest's 
MAX: POU to 25,(for POU Increase purposes) fits in nicely with this, since it makes 
sense for a god to increase the "soul" strength of a priest,

A HEl/ TIPL OF DIE ROLL
. I v;ould like to provide a new method of getting numbers from dice, along i/ith 

a nomenclature to describe it, ?(-Lm v/ould mean that n-sided side should be  ̂
rolled. Unlike î Dm, lioviever, when these dice are totalled, the smallest single die 
roll v;ould be taken as the result. For example rolling two D6 for 2L6 yields a 2 
and a ho The result of the roll is a 2, j.-iim calls for the largest roll to be 
taken as the result, _

This type of roll is useful v;hen a result should be kept v/ithin a certain 
range, but the Gii wishes to tilt it in a particular direction. I once did a combat 
system in which increasing skill increased the number of dice rolled for damage 
with a weapon. This made those v;ith greater skill do higher damage but kept.the 
damage \;rithin the range natural to the size and form of weapon. For example, a 
broadsxTOrd would do 2LS v/hen used by someone mifamiliar with it, D8 with minimal ' 
experience or training, and 21 lo after a I’easonable degree of competence had been 
acquired. Additional skill would increase the damage roll to 3118 or more.

DRAGONS

I am going to share some info on how I run dragons in the hope that some of 
you might find them interesting/useful. The basic idea comes from the fact that 
the Chinese have traditionally revered the five-toed dragon as a symbol for the 
Emperor, reserved for his personal use. Lesser dragons have fev/er toes,

I have converted this to a system in which dragons increase in size 
logarithmically as they age. At certain specific a.ges, a dragon v/ill moult. As 
new skin grows, a nev; toe/claw grov/s on each leg. The number of toes at each age 
and approximate size ares

Birth ,
1 year 
20 years

,1 toe^ 3m
2 toes 6m

n3 toes, 9m.

100 years 
1000 years 
10,000 years

toes
toes
toes

12 m 
15 m
18 D
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TERRA FERRETAE 7 29/12/83
by Robert Saunders5 retyped by Lee, as the photostenciler is unavailable due to the 
Christinas break. (Combining Xmas and a Scottish New Year near—paralyzes this part 
of the world.) Anyway, I'm still to. be found at / Viewforth, Edinburgh, UK.

This-is just to be a brief commentzine, as I have little time to spare on anything 
right now, even the important things in life, such as writing for A6E. My RQ/C&S 

are expecting vastly interesting, wonderfully exciting, and lucrative 
activities in the new year, and who am I to deny them?

 ̂ Other interesting things FRPwise: my continuing interest in England ca IO865
a wild, wacky and zany TRAV campaign GMed by Harry (our computer, Cliva, makes 
Eddie seem sane); and CoC is still stumbling along. Incidentally, if anyone 
thought the writeup in TF5 (still to see print) was any good, part two will be a.
long time, as.the world-famous Peter Worthington has lost his notes (as well as his wits). .

Anyway, on to:
FERRET MUMBLES; Comments on jflOl

HEYDT; Re Asterix: I think the film v/as called "Asterix the Gaul" (wow!).
As far as I remember, it was a pretty basic plot involving the capture of the Druid 
by the Romans, who wanted the Magic Potion. Beyond that (which may in part be in 
error), all I can remember is that the film appeared, to have done some mileage, 
judging by the stretched soundtrack. The local filmhouse is showing a film 
entitled "The 12 Tasks of Asterix" (1975), which I'm intending to view.//l'm 
actually not so much an Asterix fan as a TINTIN fan.

 ̂ GILHAM; Thanks for the references. My planned SF gaming (as a GM) is now on 
indefinite hold, due to other gaming commitments, though I do hope to get it under 
way later in 198/.

DA SILVA; Wow! Someone liked the library stuff! Wasn't it you that wrote? 
Hmm, I've lost the letter. Anyway it was nice to hear from you.//SR20? Yaargh!

Thanks for devoting so much time at the typewriter. It all looks 
(I'm looking at your PC background stuff.) I've found the sort of

HEIN;
pretty ace. _

listed are rather neglected by the players, as they aren't easily acquired 
during an average day's getting into trouble and out again in my world. I've been 
thinking along the same lines for some time now, but I've been too lazy. . ..

ROBERTSON: I used Dock leaves for nettle stings.//Peter never likes anything
except alcohol. .

 ̂ LARTER; Re shops in Edinburgh; the Toytub isn't as good as it was unless 
it's changed recently.//! have been deputized to manufacture a tape for you; if you 
haven't gotten it by now, phone Harry. It came as a great shock to discover you- 
had such appalling taste as to like POOKIESNACKENTHINGIEBURGER. You may have 
guessed this is a subject me and Harry differ on.

GILLESPIE; It's good to see you're writing for A&E again. I always enjoyed 
your zines. Are you back reasonably permanently? I may have written to you 
regarding your FRP, as I have a brother v/ho vias once very fond of sagas. Sounds 
good in any case.

ROBERTSON ( a g a i n ) t Re juniper berries; what better justification can there 
be for my consumption of GIN? It also feels good. Just you try frying onions in 
mustard oil, and you'll see (you won't afterwards) what else it's good for.



’'XRTiETjiT; ST ’ TVEH” V D I N G E N ' or the third in 
copyright John

zine series from; 
Hobillard, Flogstav. 4IO 

S“ 75263 Uppsala, Sweden

ha, rather longer than the preceding two as Torbiorn 
has written up the run that begins -the plsytest scenario of my new s y ^  tem. ,̂ iut first, a few -eomraents: • •
l e e ' G0LD ?hanks for the info on Protoplasm weight per volume. - y w a s  JO j. cw oiu tv c X K II u u e r VO iume« I al
ways am converting from english measure (which I grew.vup with) to met- 
rio anyway so that's no problem. Just as with Kpf, it L n ^  the s y ^  
^em^that matters, though of course folks over here don't believe that.
That IS a nice filk, too "irhat.is the origin of that word? '
UICK LARTER; Another fan of E.R.R. Eddisonl Y o u r .Secretary class is 

X- . XI ^ idea fir those systems with classes, and for those
systems with background Instead. Secretaries would have M n - r o y a l / n o i  
hie backgrounds (although their families might be nible), h a v i n r b e e n
In h f e  bureaucrat training a Ildemi e s ^ a r n
1 +r o  ̂ The power of the secretary comes from intelligence, curious-
neea a secretary. The Lord needs an echo to bounce ideas off an 
who has no loyalty to any societal class and t h u r w i l l  L t  i r h L r i -
sn^ k°^f dirty work asked of him/her. (Then I
speak of dirty, wpnk I don't mean, (only) bahy-mur dehi ng or noison T

lalk If lolaltl II II ‘0 ‘her than open battle.) This'lack of loyalty to the fuling class -vill cause the Secretary to be
that mu^h.more loyal to the Lord, the fortunes of both ave lo inllr' 
a T ” I h ’ I I  "  = * "" Uh l e s s!  u l l  t i e  l i e -a lonxr rules by fear. I got carried away there, but it has been
a long time ŝ inc.e I had heard of Zimiamvia (my books were d e s t r o y e d ^

_ A grea t . deal' of interesting material in your Real- 
J  ̂ istic Holeplaying Rules. I assume you have rea-d mv

mean-derings on the ST/( h t / j T) ratln in 1 0 1 . • You gave me a t i r l l w e  
shock with your JR title, my rules system in called Rohillards Regler 
for Rollspel Or R jbillafd's Rules for Rolegaming, which 'l' thought look- 
e and sounded so g r o o v y i If you abbrieviate your system as JR then 
oxi"^ ® R.R.R. ani everyone will be happy, except for Robinson. 
O t h e r w i s e people win't have much: trouble diff erentiating between the 
two because mine is much less complicated. '

SYSTEM ̂ II)e 5 s : Yhich this_ issue will concentrate on how a character is
started up ,in my system, as Torbjorn's write-up might be- 

hefit from such..an explanation. The first thing that the player does, 
x? ? characteristic .points ' between the seven characteris
tics. baseFatigue (bFy, S t re n.g th ( ST ) , Agility (a g ), Uexterity ( PX ) ,

■( lu) , and cArcanePo tential (AP) . All of 
th^se are straight forw.a-rd enough except, perhaps, AP, but'one can r:. 
hink of it as .OM, Tobbe's character looks li'fae this: 

bF 6 ST 8 AG 8 UX 6 AL 6 IN IJ AP J
height and weight, for this fellow 162 bm 

n-F 9 7 ^4 ® ̂ f  ® Pnnham' (the -character's name) a Ht/Tt rati*
of 2 .7 . Now Tobbe figures the ST/(Ht/Yt) for each ST,^from 8 down to
'Ill^ouf added to, the damage roll when the character makes an
all-out attack . .Using the character's height, Tobbe then finds

the gait speeds to be used. ■ T o r . wil h. ;wâ  ̂ 1 oh 2 meters ̂ sec, run
at 5 or 6 meters/sec, whoops, f o rgp ¥ - ng at Jor 4 m/s, ard'lastlv
sprint at-7 to 12^.m/s; These gai s ^  di f f er e n tia t^ d by the ^

iMSl! T'l ll
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amount .of fa.tri'g’ue which must., be scent when usin^ them.

I suppose a short bit on fatigue wouldn’t hurt. All actions cost 
amount of Fatigue oo i nt s , the sum of these points is called 

the Fatigue Rhte,' FR. The FR is subtracted from bF during the ’combat 
it character has bF left, performance does not

suffer. These subtracted points ar-e called Fatigue Points 'or FT= a.rd 
may b̂ ê  ’r e s t e d ’ back at the rate of ohe oer round in which the charac
ter takes no action resulting in further FP loss. If the character 
runs out' o f . bp- then any FP ■ are subtracted from the other ct aracteri s-'‘

. tics, one per characteristic. Example: Tor Punham expends 12 ’̂P and 
looks like this, bF 0 ST 7 AG 7 M  p Ah 5 12 AP 2. if he had ex
pended 13 FP then his ST would ha've equaled 6 (one counts off in a 
circle; . ,/hen resting this sort of FP the rate is thought of. as one 
per characteristic per round, so one round of resting will give Tor 
.back his- beginning characteristics except for bF, which will eOual l’ 
Whenever the' character has rested, even if snly f^r a sec**nd (hmm, I 
ave. neglected to say that there are five seconds to,the round) then F 

p are subtracted starting from bF again. ■

After that little digression ve can go on with choosing skills 
for, the new character.,^ All skills' are ranke.d, from one to ten, and when 

character exercises a skill then the skill base (characteristics in
or thL'^-M ^r^ expression; is added to the skill rank and the player or the„^M tries to roll equal to or under that total on 3^6. Tor was

I ’s 2 (construction engines), S.vord 4 (medium. Mid
dle, stab, slash), iirst Aid 1, and Medium shield (short,L i g h t ) 3. A S

T o r ’s ,sword is based onan example of skill use we .can take combat

U s  L ^ a t t a c k s \ ! j ' ‘a U i v e i v " a  “ F. XX ne aiiacKs an actively deiending opponent then
e final chance, to, .hit depends on the other character's rank-. The 

ormula IS skillbase + a t t a c k e r ’s rank-defender's,rank. All action 
1 Is are, Hpeesumed to have some degree 0 f , di f f i Sul ty , ' f o r i nstance " a 

lock might have a rank of 7 , this 7 ng sub tra c t e d ^ o m  ; t h ^ f  6 ckJ-L'k
SOI* t ’Of*) 1noVc3' - V. o V 1 ■ X i . V. . ■1" F h a t  aort-of) lacks.- ■ Yor a k i l l U i n

X h e  roll-ls ,assumed to be a sa.vina'roll 
.nd , therefore I might not allovj cLer't&iri Vkfl 1 s , to .be. -a t t-emp te d . '

Critlcal’ 
the., dic-e. -v If 
necessary for 
just fumbled.

handled by wafchlng for tripled on 
thfe triple rolled id 'less than or eq'.ial to the number... 
success then one has a critical.h i t ,-otherwise •ne has 
uhe total 01 the' triple dice i s -cross-referenced with-

the;total^of the.found Roll (a 2P6.rolled at.the .sgme time'as the "
C h a r i  will detail the wound system .in the next Vardshus) bnchart in order to find out what happened. ' : '

Enough of this confusion. • -Now for' a little background information 
on the Okian (Swedish pronunciation- ookian) Empire, in which the vlay test scenario takes place. ' ^ ^ne piay

THE EASTER’’' SHORE of the Middle Sea is a belt of land about 360
F l a t \ i v e ?  bounded b y ^ h e
t i o S n  ’̂amed for its canal and

conquerors who have cursed (blessed?) the' Eastern 
u.hore. To the south lies the Estelina River, at its mouth is that an-
M n L e ' ^ S p J  here the eastern trade route meets the
the i L t  thP a thousand miles westward. Onthe east the subtropical plain ends at the base of the Escarpment, a



I*

steep slope rising up to the temperate high Plains. The Escarpment 
turns back a.vay to the east in the south of the Shore, where the Estel- 
i na runs. The High Plains rise gently to more than a mile above the 
Middle Sea, far to the wast in Shimbasi, where the Flat R i v e r ,, flowing 
northwest,fr0m its source in the High Valley, has cut an impassable 
gorge one thousand feet deep. In the northeast 1i e s ‘T r a h a q a d ,. there 
the eastern trade route crosses the westward-tuhning FI at River and 
disappears into the /aste. Below the southern edge of the High Plains, 
which .curves in a great bow of steep hills and cliffs from the docks 
• f Zwit (the transfer point at the head, of navigation on the Estelina' 
to the High V a l l e y , lie the forests of Wor and Upland, where the short 
men live. It is in Upland that Military Camp 2 was founded at the 
junction of the Old Road to Uor- and the Other 'Vay. The Other '^ay was 
a detour built to take the profits of the trade r»ute away from the 
Prince of Minne Anna, -a town on the High Plains. That was many years 
ago, when the Emperor Party Okian hadn't conquered the High ^lains.
Uow, when there has been peace for many years and the trade route has 
long since returned to its ancient path, MC 2 has become a sleepy lit-r 
tie village. The Commander, a man named Bowen, has long since stonped 
receiving funds- frAm the Imperial Treasury, and therefore cannot patrol 
his District as well as he would like to. He has been depressed for 
msny years, watching the respect for the Empire sink down to where ^ i s 
appearance brings a tip of the hat and a smile from all but his own 
hoj^sehold. But now, at the arrival of the half-yearly orderings, he is 
suddenly^changed. The old emperor, the worthless son of the conquer
ing Party-, has decided to- abdicate in favor of his heir. A new wind 
blows through.M i l i tary Camp 2. '

THIS IS THE story of Tor Dunham, raised by his father the master- 
builder in Military Camp 2. Copyright Torbjorn Ragnesjd Fyrisg. 12A

- S-752 22, Uppsala Swed.
■ . . ■ I -

I wake up with a burning headache and the taste of blood in my 
mouth. "Vhat is this? ;7here am I?", i wonder. '^Suddenly I realize my 
legs are halfway down in a shallow creek. I drag myself up on my knees 
realizing I'm»in bad shape. I still have my swOrd and knife, but my 

shield is missing, and my purse is open with a few coins gone.

A drop of blood landing on my nose stops me from thinking and
starts me acting. I wash my head and face in the creek, brush the
worst dirt from my clothes and start to climb the slope I must have 
fallen down. On the way up I find some silver pennies I had obviously 
lost when falling d o w n 'to the creek, and further up I also find my 
shield. When I get close to the top of the slope I hear voices, and 1 
sneak up and peek towards the road I and my father and my two .best

the weapons master and the adept of the. One, had. been travel*^ 
ling on. Vhat I see are two of the little People,’ stooping over the
bodies of my people. One of them is armed and he suddenly spots me,
s» I jump up with my sword unsheathed, ’screaming." '

"What, are y«u doingl i " •
"Take it easy", he says. ')Ve've sent for help" *

■ "What's happened," I ask, knowing it's out of the question that 
any of the Little People could or would’ have done this. (G M ' s note*
.7hy. did he jump out with his sword-, then? ’ Answer^ He didn't know it 
then).

, . ."These poor people have obviously been attacked and slain, and on
my route, tool" the same shortie cries out' in despair. He and the ot^ 
her one are a r o a d ’patrol. (Probably out looking for a lost cow, G M ) .
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I sheathe my s«ord and walk quickly t o ‘my father, and the shortie asks,
he . 1 - ‘‘'■'I i- you a „  lucky .tone alive. '.?ere they close to you?" ■ ^
him "”AnH It my father,') I say with tears in my throat, pointing at him. And the others were my best friends." - s

"Gee, thatfis to j bad," he says, loo-kong at the ground. "I can't
understand who could have done this- Things like this have not hap-pen-

^ ^ ^ in Noelland." (Noelland is the part of Upland occu-p^ied by the Uoel clanj GM) : ^piana occu
, "Neither can I," I say, my tear s' f al 1 i n g . I examine what b e ’on!i 

ings are still left. The mule and.cart are still here, but my father 
has been robbed o f a l l  his belongings, including the Imperial bass and 
the letter of credit. I wouldn't know what the others had, except for 
.veaponsmaster llaniei's weapons, which are gone. I find only a k M f e !
the tw. teSts are the clothes chest and

■that liT"-  ̂ i;""" "''tooy »ith dead peoplethat are not buried, (because they're afraid they might walk asain) I
agree tp let them put the bodies in the cart. I hbPd to put the Adept's 
g*lem there, they wouldn't touch it. . " lioepr s

not 'lifting there on the cart, I can
not help starting to think about my life, which I up till now thought
b -irtr^”! h ^  ^  '^ell, in spite of my  mother dying when gibing me T' A  birth_ I had spent all my life back in military camp 2.^ Most of the' 
time I spent with my dear friend -Daniel,- who had taught me everythino- 
I knew of swordplay. When I think of it, I must have spent more time 
earning that, than with my father learning the art of building^ Uow 

I .don t know whether I should regret that or not. I' have studied the
kr^rof'^content swordplay, so I guess my father was
wi?h no ^ anyway, considering I was growing ip in a camp
ith no friends of my own age, and in a man's world. I wonder what I 

am to do now, with n# close friends or kindred in life.

a ' small, village of the little pe.ple, we meet a
h H  L n  f^ack d o w h A h e  people thathad done the murder, and would come back and report as soon as th=>y '
knew anything. '/hen we enter the village lots of the little people 
wa along with us to the inn, talking about the fearful thing that had 
happened, and what I was to do with the bodies- Ye go into the. inn and 
I have a chat with the innkeeper about what to d o .
v-Kn ^ 7 ' “ the people", he- says, "because they are worried
y u^might not bury your folk before, night, and I don't know what they ' 
might do if you don't." . . .  . ,
,, -to military camp' 2 to bury them where
they belong, I s a y , " D o  you think that could be arranged?" ’

Is that a custom among you Big /'eople? 7e have a nice cemetarv here, where we bury wur people.". • . cemetary.,
• ||No, it's not a custom. I just feel like it right now." •

Ycur only chance of doing it would be t®. start df-ivin^- right now 
+ above ground in the village over nfght. ’

A s*, that s a three .day drive, you know.. They would smeil pretty bad"
whe.e  ̂ ^ l. a l l A , - , ,

n  knc^! with a„, fcr awhile.
 ̂ Ne leave the inn and cross the stream at '-the mill.' There 'is a ’



slope in the forest on the other side-
"Is this good enough?" he asks.
"Yes"

 ̂ The innkeeper sees that the graves 
in with the adept'. Afte r I say a few 
and set white stones on them) four in, a 
because we are^so much taller than they 
the lower face of the.he.a^. stone (l ask 
at his head and .they are,kind enough to 
step, an old crone swings a basket over 
from rising again, I am told. By this 
the innkeeper and I go back to the inn, 
b e d . '  ■

are 
words 
row 
a r e . 
that 
find 
the 

time 
and

dug* I must set the golem 
they fill in the graves 

instead of the usual three, 
Their names, are cut into 

my father have two stones 
another one). 'As the last 

graves. To prevent them 
I begin to feel dizzy, so 
I manage to fall down in a

b e s i d e ^ t h e \ e ^ ^  <iays later, the eomoander of JIG2 is standing

»'• •!»»•♦. »• h a v e n ’t

at the''l?t??r,.^?°  ̂ H #  looks ard^ind
She i L i d i a i e i r i e i v r ° t h “ " attending me, and points at the door,o-ne immediately leaves t>e poom, and he says: , '
but thought has not even occurred to me,but It IS an open secret that the Duke, of Zwit, where your f a t h L
cial? °^h of the Emperor or Imperial Servants. Off'i-
it ioJld n o r ^ " ’’ ^ He pauses and comes closer. ^ L t
hnn me if the Emperor did no.t already know what bas
happened here, the Imperial Eyas are sharp,. now a d a y s ."

^̂ I understand," I say, although I don.'t, really. - 
here is a new pass .for you, kid," he says. "The old »ne is no%

I e l f y S h i n L ° f  father, I think to my self; This gives you t h e . protection of the Emperor’, as did your *ther
but now you have no rank, you are just a . commoner, no t ' a n ^ ^ I m p e r i L s e r -

n . The protection of the emperor does not matter to all people,
ut at least it matters to those who are still faithful to him. I can-

n i e s ^ a r a ^ : ? f ?  - e d i t ,  but I'll g i v e -you 200 silver pen-gif^ from .me,,in honor of your f a t h e r 's f r i endship."
^^'Vhat.do you think I should do now?" .

where"in''lifr^th«^^^^ ^f ‘"^nt to get som^e-where to start. And it is in Zwit that you will find your father's .m'ur derers. " « «
t e m p t ? o n " m y ’' n f f  “ I ® "  I ask, afraid of further at-

+V,"^ could let one man escort you as far .as Great Meetinff, but no
just in case it h i L i L

as w e n  " s r t h a t * n r j i “  "ly hair short and get some other olothes!? that .I'm not so easily recognized."
"That's wise of you." . . , , -

Ihen I leave the inn the keeper says good luck, and I a^ive him
t h r i f t n " ® ® ’ t L s ® m o n e y .  Outside,^a L o i d  ofthe little people gives me a round of applause and I thank +hom
ing^goodbye and aski ng them to remember me and all that S L  S ' ^ e n e r

lust^’f l i t t i ; '  “ h ”"" it (butdust a little, as Torbjorn would like comments on his stvlc.;  ̂ •
h L d  c r m y * b ? n L ° ” readers), present tlnse' 1. tto
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Part II Tor P u n h a m ’s Story ' ' ,

It took us three days to ivalk to Great Meeting, my e s cor t , Pavi d j 
and I. Along the way we noticed that more people than was ,normal were 
armed. At the site of the a m h u s h w e  looked around a little,'but noted 
nothing of interest. (They.failed saving rolls based «n A L , G M ) . At 
one of the inns on the way I had an extra prcket sewn into my jacket, 
where I h i d my pass. It is made cleverly enough to fool a quick 
search. ' . . , ■

aske d 
green 
After 
Phi l s

bl i ng 
r« 11 s 
and I

In Great Meeting, so-calle.d because three toads meet there, David 
around after work for me, but found none. It was here that I saw 
men for the first time, the traders and merchants of the Empire, 
a day, Dayi d lef t , -¥ut not. before offering to follow me to Estel 
,■the trading town westward towards Zwit. ,
Good luck, b«y," he said, "but' don't try to earn your . mo ney gam
, you aren't good enoughi" (One of the s k i l l s .barred to saving 
type «f learning, G M ) . He was referring to one night when he ■ 

^^had played . di ce , and he showed ms some tricks to watch :Out for.
"I won't," I yelled back. "Give my regards to Commander Bowenl"

■ I looked around for awhile, to 'see if anything special was going
on, and I noticed a small mule train, guided by a'greeny and two of the 
darker gr-een men. (Goblins, sort of,. GM) I .-c . ;;i '

Good d a y ," I said... "May I follow you on the way towards Zwit? My 
name is Staras, by the way." I had decided to take on an alias, as 
taras Parmer, the farmhand. (le failed an intelligfence roll, badly, 

3*;I won't tell him that humans ape never farmhands, at least not in 
the' town he* says he i s from. G.M) .' . '

, free,andwered the green man, looking at one of his 
servants, who nods back. "Yes, you may follow us> alright." (a P roll)

•During the day I learned that he was on his w a y •to Zwit, to sell 
pelts to-his cousin, who in his turn ships them to Adamb, the capital 
far: away w e s t . He also tells me that Duke Parris is giving the green 
people a hard time in Zwit. I tell him a story abo'ut how I'm a farmer 
boy from O y e r u p , a village at the.edge of the High P l a i n s , no,rth -of .MC 
2-. I. say that I used to. live ther.e with my mother, who whs I'eft alone 

my father right before I was born. Late-r, a former soldier from MC 
1 (This is one »f the, highly unlikely parts) courted her, and he gave 
me-lessons l n  sword-play. My mother always refused to’ tell me about 

his last name, so we took the name of Parmer.

 ̂ ' Th-at evening we arrived in Estel Palls, which is the biggest town 
I had-- ever seen. I'm, sure there could be thousands of peoplethere.
The liihrchant told me that if I wanted to follow them further, he was 
going to continue at dawn the next morning. ■

"I'll probably show up," I said.

 ̂ (Estel Palls .is built beside the Estelina River, at the point where 
it cuts through the line of the Long Cliffs, the old .border between Up- 
and and the Duchy of Zwit. How these two districts are numbered. Up

land is District 6 and the Duchy is District . A ferry crosses the 
river above the Falls, on the other shore is Goblin Docks. ) The town 
had three inns of quality, as far as I could see, but to begin with I 
wanted to look around the poorer sections a little. ' I went' down to the 
ri ver yb a n k s , ■ to the more .shabby, quarters of town. I^went into a dive,, 
throwing two coppers onto the counter to order a beer. 1‘ noticed a man 
in green clothing staring at me, (a roll of 02 on DlOO put the fellow
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in just that bar, and j gave Tor a plus on his AL 6 because the man in 
green was so surprised to see him .valk in. GM) but I took no further 
notice at that time. I heard somebody say, "Parmerr boyy" behind me, 
so I downed my beer, banged the tankard onto the, bar and walked out, 
not wanting- to condescend to an answer. ” ‘

_ I went back to the better quar ter and' go t . my s el f a bed for the 
night at one of the better inns. .fhile standing downstairs, I noticed 
the man in green clothing (Another AL roll passed.., GM) watching me 
through the street portal. I turned to one of the men behind the bar: 

"Do you recognize the man looking in through the door right n#w ‘̂" 
"No I don't.^ ■ ■ ' ^
'|Are you sure?" I said, holding up a silver penny. , .....
"I can't know everybody in this town," he said, irritated. "Big . 

spender," he a dde , md t ter i ng under his breath. .Then I turned to the 
door again the man' whs gone. I decided to move to another inn, and 
when I told the' innkeeper he gave me back my penny. I went to the new 
inn after 'dark, hoping that the greenclothed man wouldn't see me.
(Here is a' failed AL roll. GM) , , .

Up in the room by myself, I decided to take precautions. I put 
most of my money ih a pocket in my belt. Ten pennies I put in one of 
my socks, to h a v e ''there from then^on and' 25 pennies I put ,in my purse, 
for expenses and 'a o'&uld-be robber to be sati sf ie d. wi.th.,. I thought a
bout the greertclothe'd man', 'I hope he is not one of Duke Parris' men 
who has recognized me for who I a'm." I'd better tell the merchant who 
T really am. I have to trust someone, and I can show him my pass prov
ing I'm under the protection of the Emperor.' And then I fell asleep. 
(Here followed several 'failed AL. rolls. GM) ' .

END PART TTO. The GM wi 11' now ' say a f e w par ti n g . w.or d s . .. . / ■

•IT ’ that was long. Hopefully no t.̂ b.Qri,ng:, , though. Further parts
will be rather shorter. As I wae ,,struggiiag through the typi ng; o-f ' i t ,
I remembered something I wante'd to' asic.: ' -.

hired
LEE GOLD; Ve are seeing Shogun ô n,,,t,he ..televi sion -over here ,- Vi thout 

. . ® ’... ^ 1 th© 1 a.te s t ■ epi so d e (the seccnd) a -
kil ler tri e s to cut ^pj i,n-,s an, i nto , hal ve S-. Is (was) that a 'Fih-

ja? He was said tobe a member o,f the Amida Tong,. but-I- thought Torigs*' 
were Chinese f ahily-gangs. And Helena wondered .why he h a d  a cloth over 
the under part of his face,,, to c.p.ver -his. teeth from reflecting light? 
That last is my guess, as I breathe through my mouth when I exert my
self. Lastly I wonder how good a representation the series is.

HEJ DA ADJj VI SES eller som Trazan sager 'GOD, BAGS' JGR
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Dana Carson: 7946 Tick Neck Rd.: Pasadena. ND ?1122: (3011-255-9579 (irregular hours) .

. First introduction of myselt and the ?ine. The reason for the #3 is that there were two 
earlier editions in TWH several years ago (Arril 78 but Who's counting) and I see no reason to 
give up a good title. I'm a 26 year old canputer progranmer at Westinghouse Defense. Started 
playing D«rD in the original version in 1976 and have been playing RPGs ever since. My wife 
Melinda is also a gamer and will be laaking occasional appearences in this zine as well. There is 
also a baby Gwendolyn Nissa Carson born dan.'’ 19, That also means that this will be somewhat of an 
irregular zine but I hope to have an issue at least every third month. This zine will be used 
mainjy to discuss system design and rule ideas with some comments.

First topic will be a discussion of stat generation. The three main methods of generating 
characteristics are: pseudo-liell curve (D&D.RQ), flat curve (old CJiS.EPT), and assigned Taints 
(new C&S.most superhero games). I prefer method 1 as most abilities in real’ity tend to follow a 
bell curve. There is a problem with all the games th.it I know of in that they, leave little or no 
room for subhimian stats. This is possibly ok with mental stats as animal "IQ" is not the same as 
hunan intelligence. However with strength or dexterity stats it makes no sense as the strength or 
speed of an animal is directly comparable to a human. My possible solution is to roll 3D10 for 
each stat and then add 84 for a human. This gives an average of 100.5 for stats with min 87, max 
114. Also to, allow for the really extreme cases I have a D6 rolled if one of the endpoints is 
rolled; 1-3 the stat stays the same, 4-6 the stat goes up or down 1 depending on which endpoint 
you are at and you roll again so there is no theoretical limit on a score. Other races can use 
different adds to account for higher or lower averages for a given stat. For something with 
really different averages (ex. mice,giants) a different dice range can also be used to widen or 
narrow the range. •

, The second topic is related in that it is a discussion of what stats to use. The basic 
characteristics (stats) consist of 6 physical. 3 mental. 2 appearance, 4 computed, and aptitudes.

The physical stats are STRength, SIZe and BLiIld, DEXterity (fine dexterity), AGIlity (gross 
dexterity). REAction time, and HEAlth.

The mental stats are INTelligence, WISdom, and Willpower.
The abearance stats are APPearance, and voice. ■ ’

The computed stats are CHArisma, CONstitution, HEIght, and WEIght. CHArisma is based on 
Appearance, voice, INTelligence, WISdom, and general impressivness (DM's discretion and situation 
specific). CON is based on HEA. and WIL. HEI. and WEI are based on SIZ, and BUI

The aptitudes are intuition, imagination (mental flexibility), perception, mechanical, 
logical, musical, military, self presentation, stealth, knowledge (learning speed basically), 
physical, power. We are still adding to the aptitudes list. The way we are thinking of doing
aptitudes is a roll for number .of apts. and then rolls to see which ones. Multiple rolls of a
given apt. would give multiple bonuses. .

This system has not been playtested yet except the generation method using O&D stats.

These stats are the ones we thought were needed the most, and were inherent and hard for an'
individual that had them to change, without having too nvmy stats to keep track of. They were
selected from from a list of all the stats we could think of or had seen in any rules system. For 
the sake of discussion the full list is given next;

STRength, DEXterity, AGIlity, RUIld, SIZe. CONstitution, REAction time, PERception, PAIn 
level, HEAlth, INTelligence, WISdom, Gullibility. Willpower, Alignment. CHArisma. INTuition, 
EMPathy, LUCk, POWer, WIT, IMAgination, BRAvery, ZEA1, lOYality, lEAdership, SOCial status, 
voice, COMliness, SH/Vpel iness.
Any comments on any we missed, any that should be on the list of ones kept, or any on the list 

that should be removed.
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Topic 3 FORTH I am Tearnincj to use this Ian911aqe.cn my home system (Atari 800, ValfORTH) and 
it looks weird but interestinq. Tf any FORTH users out there would be interested in sendinq me 
any programs they have I would be grateful and try to return the favor when I learn the language 
and have the time to do some coding of my own.

GENERAL C O N  H E N T S
Future topics will include a soell point clerical system, 

skill based combat system.
klutz factor magic system, and

Has anyone out there ever written a combat system,that was not intended to be playable just : 
accurate. 1,1 think, that ,,thi,s would be a . good starting point as it's usual 1y easier., tp trim, a 
system down as was done w|th the stat$. than add, into it. Also this would be a jStart^.tpri a 
computerwd .then a large number, of die rolls .and calculation will not slow down play. ,.

Does anyone play in or have under construction a 3FRPG campaign that is not human centered? A 
friend of mine intends to start a varient Traveller game where not only is the dominant culture 
not human but the humans don't even have a homeworlci (s,ee Chaotic Kzin. A&E, 102 for some 
background).

Do many people still play C&S. Other than the c.ampaign I'm in I don’t recall seeing much if 
any mention in recent A&Es . If you do I have developed a character record using , this_, wprd 
processor that looks useful. If anybody w.ants a copy tell me and I’ll send one to you. , ... . ,

. ■:. .. ■■ ■ V  ̂ . i .;i' c-G
. ■ ... C 0 M M E N ; T .  5l ON 100: . ■■

LEE : Nyosaians sound like real good neighbors (for your worst enemy .to h.a,ve). AlS|0. I agree 
with you on the problem of large tables of slightly different whaLevers ra.ther than,a. nie.thod. to, 
calculate the effect for anv reasonable variation. Did you know, jhat Sapic-nfa is ,going to buy, a 
word processor soon, when ,he does are you going to let him pull a ope,.man coup de, zine,?.

HALSEY (AOF XXY): In your magic system it's e.;isier to blast apart an iron door than unlock or 
destroy just the lock,, It .(Joes require,less control to destroy than to |nanipula,tp,.,but. it 'Stilj, 
seems a little off since there is no f-actor for size of ; target. , Is there,any differanpe,,between 
the difficulily of dd^ttoying an entire, bui 1 ding conpared to gust the front door. I like, the. 
basic idea and it seems that between vou and ‘Icotf there is a new class, ,pf magic system loose 
which will take as long to settle as spell point and klutz factor did (forever).

SAPIENZA (Golden Dragon 1K56): RAEBNC, : ., , ... ,,0

WIXTED & FRITZ (RTCS): Did the refngarator die. How .about the time required to free the 
weapon, after a sucessful hit as,opposed to just bouncing off the shield. I'd say that that sh^jild 
add at least one pulse or maybe a percentage of the total for the weapon. Impact weapons,-w 
have less of a loss of speed than edged in that regard.

HAHLER ;,(8abyl-On /(20): A useful, table, The changes in the power structure when the o1di-.Fule,r . 
dies make, fpc a,lot. of scenarios, .Hopefully you will contribute a little sooner next t.rme, (I 
don't have much ground to talk).

PORTER (QI&O #2): Your group-sounds better/more schizo.,than most I’ve seen,, I hope the style 
spreads.

HINTZ (Defensless Ravings): The weapons policy sounds reasonable to me except for number 5 
being too restrictive.



The K7in‘$ Grin 3, Dana Carson

NIALL (Operation: Chaos): Nice alien writeups. They qive the sort of background and detail, 
that to many rules lack, which makes them easier to play right. I naturally like the Silithii 
best.

C O M M E N T S  ON U)‘ :
Lee (Tantivity): re. cmnt. to Nicoli in England after the Norman invasion the nobles spoke 

French and the people spoke Anglo-Saxon. They both used Latin in legal and other official 
occasions. It seemed to work out OK.

Melinda wants to know does Barry dislike the insect looking clear on the cover because he 
feels it doesn't fit the rest of the cover or does he just not like insects.

Did you have the right price when you said $1000 for the new Bell computer. I've tieahd thdt 
it's supposed to be 32 bit. If that is the right price and-we're thinking of thfe same tivachine it- 
is a drastic drop from similar machines. We have some brochures from DEC on the MicrdVAX here'at 
work and they say $15K for machine with 1.2M core, 28M Winchester, 2 floppies, and a terminal. 
This is with VMS and rest of standard operating systenri.

Hein & Murrey (Psyc. Chron. #1) : Good skill system. I'll follow in your footsteps and steal 
some of it for my own skill based system. However one conment unless Aus. english is different 
it's smithing not smithery.

Ives (Unstoned Acolyte) : #100 seems to be triggering a return of the lost (hurray). 1 hope 
that all of you stay in again.

Heydt (Golems Corner #16) : If I remetrtier the story about the bear and the trackwalker 
correctly he used the first two rocks to blind the bear and then used a bigger rock to kill it 
after it couldn't charge him.

Re ct. to McGregor ,in ftote in God's Eye , Niven and Pournelle point out that in days of sail 
there was a sailing master and a captain on a ship. The captain commanded the ship and fought it; 
the sailing master had total authority on how to carry out commands on where the ship was to go. 
All the captain could do was fire him not override him on an individual order.

Burchett (Beyond Styx #14) : Ah yes the joys of FRP "rolepTaying" tournaments. Several of us 
have won the Traveller tournament at Balticon several years in a row by teamwork and knowing how 
to stretch a system. It's the only time most of us play Traveller but the prize is free 
memberships to the next Balticon ’

Phillies (M3 #3) 
based on a campaign, 
system.

: A nice story with a very Schmitz like feel. Is it just fiction or is it 
If it's based on a game I hope you will publish the rules for the psionic

Turner (Yeti are Nigh) : The rules are two pages long however you do win the award for the 
highest percentage of example to rules.

Shapley (Broken Arrow #9) : In ancient days they didn't belive in luck. Everything was the 
will of the gods. The things that are considered bad luck now-a-days were originally taboos that 
would anger some god if they were broken. A list of taboos and which god each would anger would 
be useful in a campaign.

Waters (Chaotic Kaskara) : I told you the typewriter needed cleaning.



ALABASTER ALBATROSS a UK-based A6E-type zine from the tippe-stained fingers of 
Simon J. Cornelius and retyped by LEE (thanks). I may be contacted via 84- 
Glenfield Dr.j Great Doddington, Wellingborough, Northants, UK. 1 don't live at 
this address very often, so phone calls are fairly pdintless. This zine is 
copyright S* J. Cornelius, 1984.. ~ . .. .

You may have been aware that this zine was absent from A&E 100, 101, and 
probably 103. It is apparent that A&E is getting more popular, though thê , increase 
in copy is no doubt partly due to the two take-overs we have recently seenl , 
(Congrats to Adelaide for a minor coup de zine.) All this is probably obvious. 
However, the chance that I may not make: the intended issue has caused me to be less 
enthusiastic about producing my next. Albatross. Is this the way in which wild 
zines naturally regulate their populations, or are different methods used in the 
wild? (Biological aside there.) i •

There are other reasons I haven't contributed recently....Christmas and my 
Lake District holiday (typewriters find no room in my rucksack). Also my type
writer got broken, I moved house, and I got made redundant when the biggest UK 
chain of games shops (Games Centre) went into liquidation. Incidentally, I'm now 
looking for a Ph.D. studentship in Applied Entomology, so if anyone d'ut there has 
one on offer,I'm your man.

I did start an issue of the Albatross some six weeks ago, on a stencil!
After this experiment,,.,1 ripped it all up and forgot about it. I then had some 
red-warm news about interesting BBC TV programs. The following series, are now 
funded or about to enter production. 1) A new series of Blake's Seven (Blake is 
definitely dead, but Avon apparently isn't). 2) A third TV series of Hitch-hiker's 
Guide. 3) A possible second series of Black Adder. This information is rumor from 
a friend whose sister is going out with a guy in the BBC. The accuracy of the 
information may therefore be in doubt. Blake's 7, by the way, is a UK space oepra 
in the true tradition of a new episode, a new planet. Incidentally," there is going 
to be a new Dr. Who. (Do you get this in the States?) Rumors that a woman' had 
been chosen are untrue. Also the Police box is going, but the tardis it contains 
is staying. Finally channel 4- has started filming a program/series on FRPgs.

At present, I have got rather interested in 25mm fantasy armies for my 
campaign and will probably be simplifying the C&S (1st edition) mass battle rules.
I didn't think much of the new version fo\md in the new edition of the Sourcebook. 
The morale rules were a mess (apparently some-terms were changed to a V/argames 
Research Group format) with new rules and old terms intermingling for what seem to 
be the same things. .[VJhat did you think of the LRS version? I rewrote it so you 
couldn't get moved faster than maximum speed by pushback.— LG]

Enough of this incoherent rambling, now for an article.

BUILDING AND MAPPING A WORLD (a few. notes from Slartibartfast) Part I

Even before I discovered FRP, I vrould draw maps of imaginary islands (please 
don't ask me why). Once I had Basic- D&D clutched in my sweaty little hands, I drew 
a map of a planet (no lack of ambition here) and this, called "Fleekorn," has been 
the only real location for my campaign since. Admittedly it has seen various 
geographical upheavals and changes, usually for the sake of realism. I'd like 
firstly in this article to suggest some ideas for people who want to set up a 
campaign in this way. It isn't going to be definitive or complete or anything.

Not everyone will want to place a campaign oh a planet. As we are, talking 
fantasy, any shape, topology or whatever is permissible. I do feel that it should 
be defined at the start. Planets have a lot to recommend them, as one can draw 
empirical laws about conditions from personal observations. ' (Here I am thinking of 
such things as gravity.)



Totally impossible settings can have such things defined without regard to 
physics, but these pages have seen the difficulties of calculating conditions on 
such things as ringworlds, where science can be extrapolated.

Once the shape of the surface has been determined, the nature of this surface 
must be considerd. Primarily there is a choice of solid or liquid; and keeping 
close to our model of Earth, the liquid is going to be water. Fantasy, as opposed 
to science fantasy, has always copied Earth closely. •
 ̂  ̂ The climate on land is partly determined by the distance it is from

significant bodies of water. The farther away, the less rain; and therefore 
deserts tend to be in the center of continents. If you have not already considered 
what type of conditions you want to prevail in the campaign area, now is the time. 
The amount oa. water surface v^ill always be important in dermining the climate of 
the whole world. An idea of the effects of various land/sea ratios' can be gotten 
by looking, at SFRPGs like SO under world design. Alternatively,? back issues of 
Scientific American (which has an excellent cumulative index) will have suitable 
articles. Other physical attributes like gravity, year length, and atmospheric ' 
pressure can be set arbitrarily; the science isn't worth going into. ‘

The distribution of land masses will determine ocean currents, and these will 
affect climate locally. Currents and land masses will also be important 
determinants of degree of comunication between parts of the world. Until quite 
high technology develops, sea transport is far more efficient and wide-ranging than 
land travel. Proximity to the sea will be an important factor in culture. It 
helps to have an idea of what sort of peopleb you want in _a campaign before 
designing the land masses. .
 ̂  ̂ When drawing continents, be sure to give them interesting shapes and to put
in indentations for river mouths. When you have continentsmost will not need 
fiarther detailing, becase you will want to concentrate on the campaign area. A new 
map at a large scale is useful for designing the continent's topography. Decide 
roughly where you want the main■mountains and then how they are to be drained. 
Rivers cannot.be too long; they need a certain gradient. It can be especially " 
embarrassing if you find later that some of your rivers flow uphill.

Once this has been sorted out in rough, it can be filled in for definite.
Also at this stage, the vegetation can be determined. There are eight basic typed; 
1. Ice-cap (no vegetation 5. Temperate grassland (low fainfall)

Rain forest (tropical, high rainfall) 
Savannah (tropica, low rainfall)
Desert (very low. rainfall)

Note that they are for Earth, and others

2. Tundra b.
3. Taiga ("Siberian" forest) 7.
4-. Temperate broad-leaved woods 8.

(high rainfall)
These can be broken down into sub-groups. _ _ __ __ _
could be included. One form which is minor here but could: be important’is 
scrubland, where for some reason trees don't grow to any large size.

I'll leave off here. I hope I am not being patronizjjig. I know the average 
A&E reader is of high intelligence and may have considered these things before. I 
wish I had originally follo\ired these lines instead of having to carry out massive 
terraforming later.

Next time; a mapping system for a campaign area, the system I. use.

: A FEW THOUGHTS ON ADVENTURERS SKILLS ^

It is not i^reasonable to suggest that adventurers as a group are likely to require 
 ̂ pursuance of their "trade." RQ recognized this and gave a number 

of skills like Spot Hidden. This was a great improvement on the D&D attitude that 
only one character class had this type of skill. Having examined the definition of 
Adventurers Skills in those rules sets, I have concluded that they are inadequate 
and unrealistic. I therefore suggest the following definitions and groups of 
skills, which are largely aimed at RQ and derivatives.



gpottln^ Skills; These are to replace Spot Hidden and Detect Trap, They are 
Perception skills. To my mind, there is a chance that a particular fact will be 
noticed without the character particularly looking for it. This chance is doubled 
when the item is specifically being examined. The referee should know the 
character’s Spot chance and should roll when there is anything relevant about. If

then the player shouldthe character is Specifically trying to detect somethings 
roll against the Detect %age.

r would not suggest that there be a specific Trap-finding skill. This may be 
changed for specific characters like trap manufacturers. I would, however, divide 
this category of skill up in the following way;

a) Notice Behavior (human, monster, animal)
b) Notice fact in urban/man-made situation (e.g, trapped door)
c> Notice fact in natural/wilderpess situation (e.g. jungle pit-fall trap)

Mechanisin Skills; This covers traps, secret doors, etc. This is 
probably a I&lbwlbdge skill. Understanding a mechanism may allow it to be 
activated/disarmed or whatever. If this also requires Dexterity, a DEX saving roll 
could' be required. Lock-picking can be looked at in this way, but I would prefer 
to makeiLock Knowledge an alternative to Understand Mechanism. If Lock Knowledge 
fails, then Understand'Mechanism can be used.

yiy? Shadows/Undergrowth Skills. I,have, always thought this skill has two 
parts, neither having much to do with Dexterity. 1) The factor of the character’s 
size and appearance (wearing black and being small makes it easier to hide in 
shadows than being a white elephant). 2) The effect of knowledge of how things are 
perceived. After that, there is just keeping still. I would divide the skill into 
two: for urban and wilderness environments. This, skill can also be used for
hiding items; e.g. traps, .
. Moving Silently/In Shadows/in Undergrowth; I feel thatjMoving Silently 

without trying to reduce one's visibility is a skill used so rapely as to be 
negligible. Therefore, there are only tvro skills in this categorys Move in 
Undergrowth and Move in Urban Environment, These are Agility skills'.

Uxck Pocket/Cbnceal Small Item. Both Manipulation skills, and vjith little to 
be said about them. Concealing an item about the person depends,-however, on size, 
attire, and perhaps on apparent social status.

Disguise Self; Partly a Knov/ledge skill and partly Manipulation. Perhaps 
half bonuses for each category,

fracking; A Knowledge skill. Perhaps divisible by environment into 
sub-skills.

_ _ Map—Making; A Knowledge skill. Understanding topological relations, 
writing, etc. require intelligence and understanding much more than DEX.

Riding; A Manipulation, skill primarily? A problem as it also includes 
knowledge and agility.

C^hfflM^; An Agility skill, modified by clothing, surface, etc.
First Aid; Primarily a Knowledge skill.

There are a number of Adventurer skills. They have been grouped into the RQ 
categories of Perception, Manipulation, and Knowledge— with the addition of Agility 
instead of Stealth. Some skills combine more than one and should have 
bonuses/minuses in proportion to the skill content. There are many others which 
might be included in Adventurers skills, e.g. Identify Gem, but these are mainly 
Knowledge skills, I prefer to determine the scope of Knowledge skills

character vrith a yeoman background might get "Identify 
^ p l a n t  in temperate forest," whereas an herbalist would not have the 

qualification of a particular area, ■



The success of skill use depends both on the quality of the skill and the 
specific circumstances. Therefore modifiers are always very important, based ’on 
the actual situation. Using a resistance table system is a good way of determining 
such situations.

A few final thoughts. The above ideas are a suggested different way of going 
about Adventurers skills rather than doing it the old proprietary ways. (I 
emphasize knowledge and understanding much more, as in lock-picking). I haven't 
suggested basic chances of success in each skill; there are a matter of personal 
preference. .

OBSERVATIONS ON THE GAMES TRADE IN TH?: UK . ‘

Haying just been.made redundant after 15 weeks working at Games Centre, I 
think I am qualified to give my 3 ha'pence worth on this subject. In the UK as 
anywhere else, the market is dominated by TSR, especially by D6D/;AD&D. ^he kids
still hear of D&D first, and most never discover anything else..However,;I!m told
b y rpeople-who have been .selling for a couple of years that this market Is ,, . : 
shrinking,. Obviously it will eventually consist of, the hard core, who may drift ,, 
away from TSR products to things with a little more variety— and a yearly crpp of ,, 
youngsters, though this will only be a fraction of their age group. ,

Looking upwards in years, the teenager is now into home computers (the 
Sinclair ZX Spectrum being the most popular). Th© RPG boom at its height came 
between TV video .consoles and home computers. This is,not to say that there .
weren't a lot of sales of D&D material before Christmas., The ..market alsp contains 
the new adult market, which isn't very large, and the young (18-23) trendy market, 
largely the "Sloans ranger" type. These people are upper-middle to upper class and 
pronounce Clapham as "Clarm" to rhyme with harm. They won't look at a game more 
than two or three times and may perhaps attempt to play it once. Most will want,, 
their money back because the board is missing. ,

Apart from D&D, RQ goes quite well even,.with munchkins, but Traveller isn't 
sold much now. Other SFRPGs do better but only with current roleplayers. I think 
the RPG market is decreasing. This isp^t a had thing in terms of our reputation 
and the quality of play and events. How;ever, a smaller market means smaller, ■ 
print-runs and higher prices. , , . . ■ ,

I have another observation on the trade; I am impressed by the pumber of T :. 
games being produced by FGU. They seem to have a number of competing games;, e.g.
SO and OS, at the same level of difficulty and of quite high quality. I'm 
surprised they don't find themselves cutting their own throats. I believe there 
are a number of reasons why they are successful. First, they are appealing to the 
upper end of the market. This allows a slightly higher price, less advertising, 
and a chance that people will buy. duplicating games. Second, they are probably not 
as greedy as some other :companies and probably pay their writers a little less.
[They definitely pay their writers at least as well.— LG] It may be that FGU isn't 
in the most rosy, situation like a lot of companies, but I am glad they exist.

SOME OTHER ODD THOUGHTS "
The UK's newest TV channel, Channel is apparently doing at.least one ,.. 

program on RPGs for;future transmission. , Also I am now finding that wargaming 25mm 
figures are cheaper than,;those from specialist fantasy manufacturers and as well , 
detailed and in great variety. I am particularly thinking of Essex Miniatures, 
which does fine medieval^ and feudals amongst others. Of course, these, rfirms don't 
do figures carrying^.ivastnamounts of equipment, and they tend to be primarily 
suitable for .fighter ty^pes. Finally these companies only offer humans, horses and, 
the odd elephant aiî  camel. / . i ,

It is unfortunate that there are virtually no female .figures available • ,. 
suitable for incorporating in 25mm fantasy wargaming armies. In general, how 
common are women adventurers in your campaign? (I am thinking of PCs and also NPC 
adventurers).



' COHI-iEiTTS OiT AliE j/lOO'

OLEG ZACHAROV; 'Hi, mega cover.

GEOFFREY HALSEYs re magic system: rather useful. May I make a suggestion
in the general field of raw force/inaginati on/flexible magic system? In a see- ..
nario, there will be places xfnen the DM believes the best way to proceed involves 
using magic or miracles. VJhile this should not affect how the DM describes the 
situation to the characters, such points are good places to jot down possible 
magical ways out and rate their effectiveness and appropriateness to the situation. 
This allows consistent treatment of this type of magic. One type of magic may be 
more appropriate, so that a thaumaturge will find things easier than a cleric.

ROB ELLWOODs re ribbon vrorlds; a fine example of what imagination can do, 
and really enjoyable. The attraction of a campaign in a really unusual setting 
for me, however, is outweighed by the extra difficulty in deriving realistic 
physical phenomena like vreather— and also realistic social reactions.

DON DEL GRAl'fDE; re ct self ; on trap in A&E 93 • The blade is pivoted in an . 
oblique plane to avoid the problem of the gap at the bottom of the door. The. ' 
center of rotation is very close to the door, and this also helps. The door .
probablyj ;never was designed to be opened.. There is a.slight (but suspicious) gap , 
at its bottom. This can be indicated if the characer makes a Spot Trap/Spot Hidden, 
roll. In the original situation where this trap \ms employed, the trap was. reset . 
from the room behind Uirhich had another dCor for access.

On traps in general; I have been trying to think of others which are 
interesting without being ridiculous and over-complicated. The more parts in a 
mechanism, the more likely it is to fail. There are many books of traps avilable, 
but most of the contents are hot credible, and many require magical spells which 
would have to be specially researched. One magical trap which may have been 
developed before but isn't.in common usage is the Tanglefoot spell.

PETER CLARKE; Excellent. (You obviously apprenticed on a good zine.)

LAURENCE J. P. GILLESPIE; re SCOT FRITZ on building worlds; I see your 
point about keeping things simple but you'll see from the above that I disagree. 
Knowing xirhat is happening in the surrounding area is important to allov: realistic 
interaction between the campaign area and the rest of the world.

GENERAL; Overall ct on A&E 100; there didn't seem to be many cts to be 
made. The fiction was all very good, but it isn't something which generates a lot 
of comments. ,

" '  ̂ , COMiENTS ON A&E 101 . "

JAi'lES HEIN; "Ah Jeem," (Translation on request)//Re Fantasy Roleplaying for 
the Purist; people try to explain things in terms of physics for a number,pf 
reasons, primarily the pleasure they get from the process and the benefit they get 
from internal consistency in their campaign. The latter is touched on in yopr 
third paragraph5 most people find consistency to a set of lav/s important. Our only 
example of consistency is our ovm universe.

PSYCHEDELIC CHRONICLES (by some really mixed up people): re Skills System;
an article completely after my own heart. Do you envisage adventuers as jack of 
all trades types, vjith a slight skill in many fields? If so, who teaches them 
these things? Perhaps the status of adventurer will persuade some guilds to part 
with the simplest of their skills in return for money, service or protection?



An additional page of character sheet with spaces for these skills vrould be a 
useful addition to detailing characters and another place in which characters can 
progress instead of just in combat skillso

Some of the skills would be prerequisites for others. A good example is 
Coopering, which is impossible without a high degree of Carpentry. Therefore I 
believe tha,t to give both these skills a basic chance of 5% is wrong.

I must say that there are some good pkill definitions here which have 
inspired me to do something on these, above. ,

PERILOUS DREAi''IS (JENNY HEIN AGAIN!) s The backgroiind table is for quite a 
strict social structure it seems. VJill you tell us more? Particularly the 
relative sizes of the population strata and the degree of social mobility of 
adventurers and non-adventurers (I'm trying to steal ideas.)

At present I am working on a new basic civilized human society social class 
system on which to base three of my nations. I used to use the C6S tables as my 
basis, but these are for a medieval society and miss out a number of lesser . 
occupations.

It is a shame that few people seem to do much more than use the C&S social 
class tableas as they stand, not adapting them for their own campaign societies.
(Of course, I'm not referring to A&E contributors.) However, using some system is 
better than none.

You do have some interesting constituents within your colleges/guilds. Some 
I would disagree with, for example^ having the College of Horticulture (literally 
plant growing) include using pieces of dead plant. Possibly what is wrong is the 
naming of the colleges5 Horticulture would be better named Vegetable Product Users. 
Obviously it's a matter of personal opinion. And anyway College of Vegetable 
Product Users and Growers is something of a mouthful.

VfflSLEY D. IVES: re simple working systems: I agree. The days I had time to
tinker with systems are gonej and more important, the people who had time to learn 
the systems no longer have the time. I've gone back to simplified RQ (no strike: 
ranks), but with AGI included. I also have a different magic system based on a, 
number of magic requisites and tailored to individual magic users. When LoA 
arrives, I might adopt it but linlike other proprietary systems I'm not going to 
tinker with it (MUCH).

NICK LARTER:,; re a.lternative title to l#IoTO: I've received no entries to the
competition yet. think the whole thing is a warped product of your vmrped 
imagination. ,

JTS; re ct to ROB ELLWOOD: there's a whole lot more people in the UK, cf.
Canada.

WAYNE SHAV/: re Giant Arthropods (which won't go away apparently); More
details on your paper would be gratefully received.//Re campaign crash; I've been 
using the same campaign for 5.5 years but the rules system has changed five times. 
I'm thinking of the campaign going on for many years. ,

GENERAL; 101 was one of the best A&Es for a very long time. • . .

END COMMENTS ’ , /  ,,

Hopefully this will be in 104-. Wishing everyone a great Spring/Summer.
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copyright Torbjorn Ragnesjo,-Fyrisgatan 12A, S-752 22, Uppsala, Sweden .

My first contribution to A&E will be my

TFT-VARIANT ' '

I agree with Halsey that what is lacking in TFT is that you should get EP's for 
the skill you are using. Still, I want characters to be able to progress’in- cha
racteristics, since it really is possible to train strength, dexterity in gene
ral and even IQ to some extent (at least you can learn how to learn). ■
With a 1weapon you have'a basic chance. The basic chance is for each
the weapons chart below. plus or minus for characreristics: (att. &

1-4 5-8 9-12 13-16I 17-20 21+
ST -2 -1 . + 1 +2 + 1 ,
DX ■■ -2 -1 + 1 +2 + 1
IQ -1 + 1 + 1

You can raise the characters attack and parry value (which are both the same, • 
arid from now on called Combat Value; CV) with one for a weapon by using the EP's 
he gets for using that specific weapon according to this chart:

Weapons present CV 1-8 9-12 ’l3-16 17-20 etc.
EP needed for raise 125 250' 500 1000 etc.

The combat value (CV) you count shall be unmodified by armour and shield. "
When getting, a talent for a weapon, you get the talent for that specific weapon 
only. It also means that you get +4 .on the basic chance listed in the weapons 
chart, and +2 with all similar weapons. 'Similar weapons' I count like this:
1H swords, 2H swords. Axes, Maces, Hammers, Crossbows, Bows, 1H pole weapons,
2H pole weapons and rifles. Thrown weapons, dagger and peculiar weapons are 
each and everyone-not 'similar' to any other weapon. A character without the ta
lent for a weapon has the basic chance to hit/parry, but cannot get EP’s when 
using it, which simulates that you must first get some basic training. Also, 
you get —4 on the basic chance for peculiar weapons you don't have the talent 
for, ■

You can get any new talent without raising IQ, according to the following chart 
(the IQ does not go up because you get a talent): •

Talents IQ 7-8 9-12 13-16 17-20 etc.
EP needed/ points of talent 125 250 500 1000 etc. ■ •

If you want a talent above your IQ, you must first raise your IQ, and then have 
the EP's needed for the talent. The way to get EP'S to raise the characteristics 
is e.g. through saving rolls, jumping over holes and other rolls on the characte
ristics. You could also play it that you can use your weapons EP's, since you do 
use your muscles, dexterity and your motor/ center when fighting. '

If you choose e.g. the talent "thrown weapons", an IQ 8 talent, it costs 250EP, 
because the chart shows you how many EP you need per talent-point. So, knife 
costs 125 EP, and Alertness costs 750 EP, since it's a 3 point IQ 9 -talent.
The maximum number of "talent—points" you can have is 2xIQ, which includes langu
ages and spells.
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Learning time for talents (l love charts, if you didn't know it before);
Talents IQ 7-8 9-12 13-16 17-20 etc. ,
Time (in months) 1 2  3 4  etc.

Exceptions: Remove Traps takes 3 months and Detect Traps at least 6 (ITL p.30). 
Learning times for languages: 3 months with a teacher (costs 3P5^week), 6 months by 
self-studies (i.e. with learning books) and living one year permanently where it is 
spoken. Learning;:-times for spells as per Advanced Wizard.
IQ:s influence on all learning—times: "
Characters IQ 5-8 9-12 13-16 17-20 etc. ■ —
Difference in ■ ‘ :
learning-time +i0°/o -10°/o -20% etc. / ■ . , ■ .

Miscellaneous on weapons & combat
In a combet-r'olind ah engaged character can attack and/or parry. A character with " L 
one weapdjn only may only do either. A character with two weapons may use them. ' 
both for two attacks, two parries or one attack and one parry, -but if using- them- 
both he gets —4 on his CV with both weapons. If he' has the talent Two Weapons,—he ' 
gets -4 with one weapon. This also goes for someone with weapon and shield-or rap- 
■ier and main—gauche. All this provided he has the proper talents. ■

If you parry-a succeSSfuTl attack your weapon gets the damage from the attacking 
weapon. With exception fbt longhafted weapons, knife, main-gauche, whip, lasso, fla
il and fists, that instead gets the parrying weapons damage. (All this as in RQ.)
If you parry with a shield it protects a certain amount of points (see weapons ch
art), so it does not anymore automatically protect you. A-shield that in a single, 
blow takes twice as many damage—points as it can protect, it is shattered.

With these modifik'atidns for combat, a character who is being attacked always has 
the chance jtp_p^arrj;^..shguld he so choose. If you try to- parry a pole weapon—charge ' 
from at least three hexes away, you get —2 on your CV because of the great impact : 
in such an attack, which also means that the pole—weapon does not take damage if it . 
is parried. ' . , ■ . , . . -

If you-hdve a sword (not knife or rapier) against a polewBapori-attack, you .can choo
se to attack tha poleweapon itself, trying to chop it off by giving it as mauch da
mage as it e'en take. Such an attack is rolled before the poleweapon-attack, .and .. . 
you get dn the CV. .- . ,

If ones weapon gets as much damage as it has hitpoints (HP) in one blow or in one 
combat roundi'-it'id'destroyed. If it ggts less damage, only four points of damage 
is recorded (as you can see, this rule is RQ-influenced.) .
A tower—shield used at hoi se—back may only be parried with at left side (if right
handed, i.e.). . ■- - . . . .  : , ,

As before, you get — 1 on the combat value for each ST under the one required, and 
-1 damage for each 2 tST under. From now on you also get -'! CV for each DX underthe', 
required.'-'^  ̂ ' : ' : , :

MISCELLAN'IUS OM MAGIC
As said before, a magician can have as many spells, languages and talent—points as 
2xIQ allows. EP needed for a new spell is as for talents. The time needed is as 
per Advanced Wizard. ' ; ' ' '

The time, needed for a Wizard to learn talents and the EP needed is doubled (with 
the usual exceptions for Literacy etc.). The time needed for a hero to leaTn spells
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as well as the EP needed is three times as for a wizard. This means that an IQ 13- 
spell costs 1500 EP for a hero, and the talent Silent Movement costs 1000 EP for a 
wizard. • ' ■ ^ ̂ '

Fatigue: a wizard (and others, for that matter) has as many Fatigue Points (f p ) as 
ST—points. When a wizard is casting spells (or anyone doing something tiresome) he 
loses FP only. If all his FP‘S are used, he can still coatinue to cast spells, ta
king physickal damage by it, i*e. he looses ST. This damage is purely magical, and 
can not be healed by a physicker

IN GENERAL I think that this system makes the EP-rules much better without violating 
the game—flow. I've used it in a campaign with five PC's for five game—sessions so 
far, and it works very well. What is still missing is of course the mechanics for 
skill-levels (Combat Values) for spells and talents, which will show up in the next 
sporadic viking.

CCMMENTS:

LEE GOLD: Thanks for giving us AG-E, the best forum for roleplaying.// I'm sorry th
at I most of the time forgot to let there be two spaces after periods. I'm so very 
unused to it. .

COMMENT ON 96:
John T. Sapienza Jr.; Hello again! No stamps this time, I'm afraid.// On RQ; I to
tally agree to that a novice who rolls a critical hit succeeds vs. a veteran who 
makes a normal parry, but to me that's just a detail in the discussion. I see it 
in the way that if a character with Att.lO/-. rolls 10, and a character with Par.90% 
rolls 15, then the parrying character has made a better parry compared to his abi
lity than the attacker compared to his abilyti. I do anyway like the thought that 
a character has to make a better parry than the attackers attack. The best way of 
doing it (as I can think of at the moment) so it suits me would be according to the 
following example;
A character with Par.50% is trying to parry an attack from a character with Att.60%. 
To reflect the difference in skill, I'd give the parrying guy +10% on the dice, so 
if the attacker rolls 45, the parrying guy would have to roll 35 or less (35+10=45''. 
So if OTTO with Pr.30% is attacked by Clemens with Att.95%, Otto would get +65 on 
his roll to parry, which to me reflects that Clemens is a master and Otto is a no
vice. (otto still has 5%, no matter what.) This does of course work the other way 
around as well. If Otto with Att.30% attacks Clemens with Par.90%, then Clemens . 
would get —60% on his parry—roll. ,
I like the idea of this very much, but it doesn't precicely give the GM less work, 
nor does it speed up combat, since it requires a chart of its own.

Please keep us updated on what changes are coming into RQ III. - ;

In another issue (l can't find it, I'm afraid) you v;rote that Ghaosium had made a' 
complex experience—system, but changed it later to a simplified version (this was '
probably not the way you expressed it, but I can't remember excactly how you wrote 
or even find the d—mn issue!). Will the more elaborated (i.e. also more complex) 
version be.published? I'd really love to see it.

COMMENT ON 98;
GEOFFREY HALSEY; Your rules look good, but I prefer mine. One reason is that the 
players choosing points for the stats works out so nicely in TFT. You can also see 
my article as a comment to yours (even though the system was worked out before I 
read AGE 99). // Are you using "Handicaps In TFT"? They are published in two issues 
of The Space Gamer, and can really add some fun roleplaying. I recommend you to / 
try them, - '

COMMENTS CONTINUED AFTER THE WEAPONS CHART
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This chart does not contain damage, cost or weights, since they are the same.as be
fore. . :

SWORDS
WEAPON ST DX HP basic I

Dagger 12 . 8
Cutlass 10 9 9 . 6Shortsword 11 20 7
Broadsword 12 7̂ 20 6
Bastard Sword (T hand) r 13 9 - T5. ■ 6
Bastard, Sword .( 2 hands) 12 ' 10 ■ 15- 5
2—handed Sword g:14 : 12' 20 5
Greatsword . 16. 12 -15 5

a x e s/h a m m e r s/maces
Club' 6 15 7
Hatchet * . , , 9 13 12 5:Hammer̂ *- ^ 1b 9 20 .’7(Mace ■5*- • 11 7 20 aSmall Axê *- 11 9 15 7
Military Pick 12 9 20 7
Morningstar . .14 9 15 , 5
Great Hammer ■ 14 i 9 15 . 5,-
Battle Axe . 9 . 16- - ■ - • 7,

' ̂ .WISSILE WEAPONS
Sling i • ' • a' — 11 — . . 6i
Small Bow i . '■ 9 9 6 6 '
Horse Bow ,10 11 10 . 6
Longbow 11 11 10 6
Light Crossbow 12 9 6 7
Heavy Crossbow ■: 15 , ■ 9 ,̂ 10 ■ . 7

a. ■ ■ THROWN WEAPONS" r).a'
Hatchet 9 ir. 6
Dagger — 11 12' : 7
Thrown Rock ' ~ ' _ _ ' ' a
Javelin . 9 a . 7

' POLE WEAPONS
1H Short Spear , ■ 9 ' ■ r7 ■ 15 6
1H Long Spear 11 9 15 6
2H Short Spear  ̂ : . ■: :g7' . 7 15 7
2H Long Spear ■ ■ 9 7 17 7
Halberd . ■ 13 11 12 7 '
Pike Axe . ,15 11 12 7
Trident* 10 7 15 . 7
Naginata 10 9 15 6
Cavalry Lance 13 9 20 7Pike : 12 . 11 12 7

. (MORE THROWN WEAPONS (sorr■y)Boomerang : 11 . 9 10 s
Bola , ' 13 5 5
ShcH-ken  ̂ —  ■ 9 — 6

BASIC CHANCE (Combat Value]
No' talent needed, tDut’.d give 
• +4 CV.

'No talent needed.

Can be used as javelin;1,8m. 
2.5m
1.8m; too short for a 2hex jab 
2.5m or longer.

Too short for a 2 hex jab.
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PECULIAR WEAPONS

WEAPON . , ST DX HP BASIC CHANCE (Combat Value) •
Quarterstaff . ■ 11' ' 9 15 7
Net-*<- 10 11 20 5
Cestus — — 5 • 8
Fist - - 8 Not peculiar,; but fits;no
Whip , ( ^ 8 9 12 6 other place.
Lasso ' 8 13 5 5
Nunchuks 8 11 a 6
Spear Thrower -1
Blowgun — 7 _ 5 ■ : ' ■
Torch ^ _ _ 15 7
Sdythe(2H) - 15 - Farmers has autom. talent.

FIRr-ARMS
Molotail-:!- - ' •- 8 a
Gasbomb* 8 8
Arquebuss — 10 12 5
Blunderbuss ' 8 10 8

ARMOUR

Cloth - 
Leather 
Chainmail 
Half Plate 
Full Plate 
Fine Plate 
Backpack

ARMOUR SHIELDS
CV

-2 
-3 

. -5 
-6  
-4

-1 or -2

TYPE ----- HITS
STOPPED

DX
CV-

ST BASIC Cl

-Small Shield 6 0 5 , 5
Spike Shield 6 0 5 5
Large Shield '9 -1 9 6
Tower Shield 12- -2 12 7
Main-Gauche -4 _ 5 (SOHitPoints)

■''̂ ■Besides the THROWN WEAPONS these weapons can also be thrown, but lower the BASIC 
CHANCE by 1 when using them as thrown weapons, and raise the ST and DX-requirements 
by 1 each.

(End Of Chart)

COMMENTS ON 99: ' ^
PETE TAMLYN: It'd sure be interesting to see what it'd come out like if the players
rated each other players efforts, but disputes could arise, I think. Personally,
I'd prefer to have an impartial judge (non-player & non-GM) sit and listen to the 
game the players opinions of each other and proclaime the winner from that.

PETER DA SILVA: "Cross-reference at each intersection, add the values of the row and 
column to/tOS." Excuse an INT 3 Swede—being (we vikings are very strong but. can- be 
dum as well!), but add what values of row and column to 106.// What does OD&D and 
OTFT mean? ’

COWMENT ON ,100:
HANK GRIFFIN: It's a good idea that players control their starting stats, but in RQ
I'm afraid it could lead to that players give their characters a high INT, since itfe 
the only stat that carft be raised by training or other normal means. So you could 
have a bunch of PC's that are all over-intelligent, as beginners. Ôr, you could ha
ve a group of 16 year old Priests, who all of them happened to have POW 18. . ‘
IT I'd let the players choose, I'd give them 75 points at most, to spend on an RG}- 
character. I'd have restrictions like i8 as maximum and 3 as minimum and 8 minimum • 
on SIZ and INT for humans. This means they don't get too good in other stats if
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they choose any stat at 18. Others than humans would haye another sum of points 
to spend, of course. A duck e.g. I"d give 65 points" to-allocate, with min and 'max : 
as for rolling one up With the rulesbook' (e.g. SIZ min. 3 and max. 9). ,
I believe this makes point 4 unnecessary, since the player can choose his minimum 
stats (perhaps with restrictions like above).

The wholp thing looks- very.̂  interesting. Could you check-what the copies and post
age would cost to me, sending the lot the cheepest possible way? I'd be very great-

COMMENTS ON 101;
PETER SHAPLEY: The way I treat bad luck is simply that if the characters are e.g.
being ambushed by two crossbowmen, I randomize who is being shot at of the six PC's 
in my campaign. Or if they're triggering a corridor trap 'that makes a rock bash 
someones head.iny 1 randomize who's being'attacked'". Applying your thoughts to 
this would mean that a character is having these things going his way for a while.
^ interesting with specific events leading to bad luck (or even a curse?)and I'll think more about it. . ■

JOHN T. SAPIENZA Jr.: I like your term rolegaming. Perhaps it's because I'm a
Swede I do so. The reason for that would be that in Swedish it is already called " - 
that, roiyspel (role/game). We don't have to words for gaming and playing, only 
^ ■that if we used exactly the same expression, word-by-
rS/spS/spe-1)^^^^^^^^^ It would in Swedish sound like "role/gaming/game" (in Swe.
I wonder though if it should be changed, since RPG is a well-established term, and 
syely most people know what the term roleplayinggames means and it differences.

but I don't think it'd make any differ_ence to them 
oatchy ̂ though and easier to say. My friend John Robillard 

(Vardshuset Snalla Vikingen, remember?) has already caught it in his mouth.

NEIL FRASIER: I love your story. Please continue!

GEORGE PHILLIES; That goes for you too,! . ' ‘ L

END OF COMMENTS
GENERAL QUESTIONS:

O L M  SHAPERO; Hello! Where are you? Do you remember that about two years ago ' 
I s e n y y u  money for TLOC, but nothing happened. Since then I have written and 
reminded you at least three times, but nothing happens. Why? Havn't you received 
one single letter of mine? ■ , - ' .

ERIC. GUNDERSON; Somewhere in an.old -A&E I have read that you have a comput'er-pro-'
gram fop^.RQ. Is the program for Commodore 64 or-in basic? I'd be very'interested'"’ if so. , , ,

ANYONE AND EVERYONE; Has anybody thought out rules for big fights in RQ, with more 
y a n  ten combattants on each side? I think of rules that makes you roll just once 
tor each side. Runequest wargaming-rules, you could say. l i-, . - ■

P6^son/being/whatnat is e.g. out swimming, what should the chanses 
be to hit him? I refuse to Jo it so that if an archer rolls a hit, -he, then must-

19-20 on a D20. What ways have you other RQ-ers thought 
you perhaps just using the .aimed shot-rules in .the rulesbopks', appendix? ■

I'm sorry I havn't presented myself, but I didn't want to omit anything else,; and I 
don't want-Ig start another page just for that.' I'll shape up 'till next time thougj
FROM ALL OF ME TO ALL OF YOU: A VERY MERRY RAEBNC!



FRP HERBALISM— part eighty 

NO FLOWERS (continued)

by Lee Gold (taken from Culpepper)

Plant Ruled by' Comments
Fern (Royal) Saturn Found in moors, bogs') and watery places.//Green all ’ '' 

summeri//Decoction may be drunk or boiled into an 
ointment with oil, good for broken or disjointed bones.

Hart's Tongue Jupiter Found in shady spots, among rocks, near walls and shady 
copses,//Green all winter.//Distilled water is good'vs. 
the passions of the heart,“

Shepherd's Saturn A garden weed; common on cultivated ground and found near
Purse paths.//stops bleeding from inward or outward wounds, 

especially those of the head.. The juice dropped into the 
ears heals any pains or noise. .

ALL YEAR ROUND
Plant Ruled by- Comments ' ' '
Chickweed Moon ' Found in moist places and woodsides but seeds readily on 

cultivated‘soil.//Juice by itself or with hog's grease 
helps convulsions and palsy. ^

Daisy (Little) Venus, 
Cancer

Found in lawns, fields and meadows.V/Leaves and'sometimes 
roots are used in wound-drinks. The .leaves are, bftiter 
though not as bad as Colt's Foot. . ,1

Dandelion Jupiter A troublesome X'/eed, found in pastures and gardens,//
The distilled water gives rest and sleep to the fevered.

VARYING FLOWERING TIME
Plant Ruled by Comments ' '' '
Tea Found in China, Japan, Ceylon and India.//A strong 

solution of the leaves is salutory for hangovers.
ROOTS
Plant Ruled by Comments
Alkanet Venus

Beet (White) Jupiter

Found in weedy places on roadsides and wastelands,, esp, 
dry sandy soil. The root is best in early autumn; it is 
used for red dye as well as for a medicine. Made into an 
ointment it helps burns and wounds. Dioscorides says it 
helps those bitten by venomous beasts, whesther drunk or 
applied to the wound. '
Cultivated.//Its juice is good against venomous creatures, 
A decoction in water and vinegar is good vs baldness.

TIME FOR BERRIES AND FRUIT AND NUTS
Effects are treated in early installments, under flowering time.,.

Alder— early autumn .
Asparagus— fall '
Bilberries— mid-to-late summer 
Bittersweet— late summer 
Blackberry— late summer 
Butchers Broom— early fall ,
Cherries--late summer, early fall"/ 
Elder— early fall ,
Elder (Dwarf)— fall 
Fig Tree— late summer .
Gall Oak— mid-fall

■1 .0 0 1

Gooseberry— midsummer • ’
Hawthorne— early autumn 
Holly— autumn and winter 
Ivy— winter
Mulberry Tree— late summer and early autumn 
Oak Tree— autumn i
Peach Tree— autumn .
Pumpkin— autumn / .
Quince— late autumn .
Storax Tree— early autumn .

continued in three pages-'-at the end of THE SCRIBE OF THE ELFIN KINGDOMS
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being John Bambach, 1062̂  Hastings St., Baldwin, NY II5IO5 (c) I984., J. Bambach. 
Many thanks to Lee Gold for typing this.

IJUX!Hello again to all. I, regret to report that it has' been some six months■ ,since"‘i 
I wrote to the 189 fanzines or prozihes identified for the index, and the" 
response has been disappointing. Therefore, if you \}±11 allow me, I would like 
to use the most powerful tesource I am aware of in this hobby; A&E readers.  ̂
Please respond to ine directly, not through A&E.

My reading of British zines leads me to conclude that British fandom is a 
very close knit society. Everyone seems to know everyone else. Below is!ia,j, 0-t. 
listing of British Sines'with the editors ' names in parentheses. I would 
appreciat^'ithe ihtefcession of any British A&E readers to encourage their 
■friends br acquaintances to'send me FRP--related Table of Contents.

art

Acolyte (Tamlyn)
Aerial Servant (Stoner 
Beholder (Stoner)
Bohemian Rhapsody (Nial Smith) 
Brainstorm (Jewkes) ' ' 
Celestial- HomecarS' (Arinstrong) 
Chimaera (Booth) *
Compendium (Hopkins)' .
Delta (Harper ) ' ''•' ;
Dragonlords (Lewis) .
DibDib Dib' (Twerdy )'' '
Drooling 'God (Segal) '
Drunk and Disorderly (Lindsay) 
Factor X (McKay)
Fantasy Herald (Sun Reach) 
Fanzine Fanatique (Walker) ' 
Herald 4Hbbd)
Illusionist Vision (Ferguson) 
Jagged Cross (Allen)

>{ rc

King Kong Armpits (McKay)
Kingdom of Caid (?) -r-
News from Bree (Patterson)
News from imder the Hill (l̂ cKay) 
Perfidious'Albion (Vasay)
Plague ,Times (Bates)
fted Giant (Branfoot) -v ■
Ripping Yarns (Gooch) j i-, .t-'-.
Saga (Dent) ...
..Secrets of Koan (Mendham),
Sewards (Baylis) .
"Sodds Law (KinzettO 
Spectre (Scott)
Tales from Tanelorn (Williams) 
Tempestuous Orifice (Norledge) 
Thunders truck (Kulvi s) 
Trollcrusher (Miller)
Twinworld (Straaten)
War Machine (Costello)
Zine to .be Believed (Kinzett)

iii'

If. any.'Americans ,have maintained contact with the'following US editors, I would 
appreciate their help. "  ' ‘

. Magnetic Fantasies (?) Phantasy Network 
' ■ ■ Deck of Many Things (?) Midgard Serpent

Cruxcible:' ( Crane)
News. L;ir"b .
(?) Quick Quincy Gazette 

Gamelog-:.(Lurvey) ''
The Insider (Barasch) ' 
Lords of Chaos (Shapero)

Nuts and Bolts (?) Trapdoors'"' (?)
'Pandora (?) Wyrmfire (Ferris)
Phantasy (Skolnick) Zeppelin (Gfllespie)

' ;~i ■

Lastly, not to forget'bur Aussie friends, can anydhe’ help with these; 
Charge (Canberra War Game Soc) Morningstar (McGregor)
Crystal Ball (Wizards'Council) Puff the Magic Dragon (Laird)
Devil's Advocate (Melbourne U) Rallying Point (S. A. Hist. Soc)
Dungeon Delver (Webb)

• •• t;

COMMENTS ON #100- 1(1! ■■ ■ -V ■■ j:

DAVE NALLE; Thanks for the info on terminations of various zines. I.am 
aware that many have folded, some of them'Several years ago, but would still  ̂ . 
like to include them in the'index. If I could locate a former editor or .•
regular contributor for-each, perhaps I could get data on contents. Ideally,. I 
would like to give a source for each zine, so if a particular article appealed 
to a reader, he could contact someone for a photocopy or back issue, at some ; 
reasonable fee.T This Would be done only if the source agreed. - ■•' -

! i .1



You ̂ are correct on the, fantasy'liievjslet̂  Hany^times I , pick up a vague , 
reference to a zine in my ■researcli and follow' It Up by letter. In this case, 
when 1 finally obtained, a copy, 1 realized that it2was-not a gaming zine. I 
would appreciate any more feedback from anyone on the listing in #98. The list 
should include only zines that contain FRP material— not science fiction 
roleplaying, etc. Thus, the exclusion from the list of zines like Journal of 
Travellers Aid Society. However, a zine like Space Gamer is included because- 
of the numerous FRP articles it contained.

One last things in your Table of Contents listing for Abyss, you mentioned 
reviewh' of Ogre, Dark Fantasy, VJhispers and Weirdbook. Do you have addresses 
for these? "'

NICK LARTER; "Flight to Lucifers' A Gnostic Fantasy" waS:,|Written by Harold * ‘ 
Bloom, 197%  pub. Farrar, Straus and Girous (19 Union S q u a r e { N e w  York, NY 
10003) at $9 .95.//Re Potockis”’ This book is not currently in print. I did find 
a reference to indicate that a''US edition of SARAGOSSA MANUSCRIPT appeared in 
i960. The reference indicated' that the book is an' Arabian Nights-type format 
and that" Potocki influenced'the writings of Hawthorne and Irving. I will keep 
looking'for Additional information. ,. , .-‘I ;■ , ■ ■ .
COMMENTS ON #101

CLARKE & CORNELIUS: Re Gillespie Comment: Lawrence is referring to CLIFF ■
CASTLES AND CAVE DiJELLINGS OF EUROPE, pub. in the US by Gale at $19.00.

MARK GALEOTTI; The FRPG curriculum you requested appears at the end of '' 
this zine . '' I ,

HEYDT & SAPIENZA: Thanks for the welcome.

COMMENTS; GENERAL
3-

J. TELLER;' Thank you for the guide. I will be writing you. " ■ ■ t,
E. WOLCOTT: Have sent off info on VJorlds of Tekumel. ’
HARRY ROBERTSON & JON BERNARD: Thank you for the helpful and informative

letters. , ,:
MARTIN WIXTED; Have delivered your letter. I have nothing handy in my ' 

library on Medieval Ireland but will do some research when time is available/'

J. T. SAPIENZA; Could you put in a good word for me at Chaosium? ' I sent 
off a letter back in June, 1983,. asking for copies of the ToC for Different 
Worlds #1-24. and' Wyrm's Footnotes' #1-6, 10-12 and I4. The only response I got 
back was a Chaosium catalog.

To be fair, response from the prozines as a whole was not overwhelming, 
Adenture Gaming, Ares, Pegasus and Dragon never responded. (Dragon must have 
thought it was a good idea, because #76 had a complete index of #1-75).' White 
Dwarf sent a few free copies of later issues but did not help with #1-6, 89, 9 
and 16. Sorcerer's Apprentice responded with exactly what I had asked for: 
photocopies of their ToC pages. Space Gamers went beyond my wildest 
expectations and sent me copies of all the back issues I was missing, about 15.

On the other hand, many fanzine editors have taken pen or typewriter in 
hand and sent listings of their ToCs; Dave Nalle, Becket Rossett, James 
McDermott, et al., take a bov/.

DENISE GERNETH; The list of fanzines your letter referred to is made up of 
my notes on 189 different publications, numbering about 50 loose leaf pages. 
Photocopying them would be expensive. If there is specific information you 
wish, I would be happy to provide it. V/hen the project is more complete, I 
will organize the material and have it printed as cheaply as possible and make 
it available to fellow A&E writers.



DENISE GERNETHs The list of fanzines your letter,, referred to is m,hde up of 
my notes on 189 different publications, numbering about 50 loose leaf pages. 
Photocopying'them would be expensive. If there is specific information you ' 
wish, I would be happy to provide it. VJhen the project is more complete, I 
will organize the material and have it printed as cheaply as possible and make 
it available to fellow A&E writers. - ..^

COURSES FOR A DEGREE IN FRP ^

Languages; Old English Grammar and Readings (NO); Comparative Gra'mmar of 
Celtic Languages (Wise), Old Norse Language & Literature (Minn)', Old Icelandic 
(Ind), Old Germanic Lanuages (VJisc), and Introduction to Old French (V/isc)."

Literature;■ Arthurian Romance (Penn), Beovmlf (IL), Old English'Literature 
(IL), Introduction to Celtic Studies (Penn), The Icelandic Saga (Minn), Edda, 
Saga and Ballad (V/I.), Middle High German Epic (RocheSOter, NY) , The German 
Volkslied (NC), Nibelungenlied (Penn), German Heroic Poetry. (Yale), The Old 
French Grail Romances (Penn), Medieval French Epic (Minn), Chansohs de Geste 
(Pitt), Chretien des Troyes (Columbia), Italian Chivalric Poetry (Columbia), 
Slavic Epic Poetry (Yale), Spanish Medieval Epic Literature (Princeton),
Fantasy and Science Fiction (Wise).

Mythology and Folklore; Introduction to Folklore (NC), Theoretical Aspects of 
Myth (Penn), Comparative Mythology (Ind), Myth and Motif (V/isc),
Interpretations of Classical Mythology (Wise), History of British,'Folklore ■' 
(Ind), Scandinavian Mythology (Minn), Introduction to Finnic Folklore'(Ind), .
European Folklore (Ind), Slavic Folklore (penn), Runic Inscriptions (Minn), 
Introduction to Runology (Yale), Magic Ritual and Belief Systems (NC), Asian 
Folklore (Ind), African Folklore (Ind), The Legend (Ind).

Skills; Studies in Acting (Ind), Behavioral Pharmacology (Georgetown), Map 
Compilation and Construction (111), Evolution of VJarfare (111), Introduction to 
Tactics (111), Fencing (111), Archery (ill). History of the Use\and Misuse of 
Drugs (V/isc). ’ '

Historical; Backgroiirid; Medieval Social and Economic History, (Yale), Thd; , , 
Medieval Town ' (Columbia), Survey of Ancient and Medieval Science (Ind), History 
of Pseudo-science and the occult (Wise).

FRP Herbalism; continued by Lee’ Gold 

TIME FOR s e e d s;'" ^  ''' . .
Effects are' treated in early installments, under flowering time

Alder (Co.mmon) 
Alexanders ; 
Arssmart 
Asarababca 
Avens
Betony (Water) 
Bistort 
Clary ,

early autumn 
‘late summer ' 
late summer 
midsummer

late summer 
midsummer

Comfrey
Dog Rose
Elecampane
Ladys Bedstraw
midsummer
Maidenhair
Rice
late summer

' A i}

late summer 
early fall , 
late summer ; .
mid-to-late summer 
Lentils midsummer 
late summer ,
mid autumn \iOf-

(mo.. • V
■ •4'* / ,• •• ',•
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I WAS A LEVEL NINE MAGIC USER FOR THE C.I.A.

several senses of the phrase) zine from Lew 
Woltoff, 3300 Union Deposit Road; Apt;- G-304; Harrisburg, PA 17109.

As usual, it’s been too long since my last issue to do a full set of mailing com- 
follow at the end). Instead, I’d like to present the follLing 

information from a book called Jewish Magic and Superstition; A Study in Folk R^i-
Trachtenberg. It’s a list of speafic effects anTTh^ ilsiiil(i)---

from the.Bible that one reads or recites in order to cause these effects. In other 
words, a set of Jewish Clerical spells. , -

For protecting a newly circumcised infant: Gen. 48:20 ‘
For protection at night: Gen. 49:18
To 4riye off demons and evil spirits (should be recited immediately before retiring 

or over an infant's cradle): Num. 6:24-7; Deut. 32:10-2 ■ '
To counteract magic: Ex. 22:17 and Is. 41:24; Lev. 1:1; Num. 23:21-3; ten verses 

which begin and end with the letter rn^, in the following order; Lev:13:9,
Num 32:32, Deut. 18:15, Cant 14:11, Prov. 7:17, Prov. 20:27, I. Chr. 12:2,
Jer. 50:18, Ps. 78:12, Ps 77:21 ’ ’

To win favor: Gen. 46:17 and Num. 26:46; Cant. 6:4-9
To win credence iri a dispute: Deut. 32:1-2
To have one's prayer answered: Ex. 34:6-7; Ex. 15:2
For a sweet voice: Ex. 15:1; Cant. 1:1
To strengthen the voice: Gen. 44:18
For the leader of prayer: Cant. 6:10-7:11
To arouse,love: Cant. 1:3
At a betrothal: Cant. 4:l-5:2
For a newly married couple: Gen. 27:28; Num. 24:5-7; Cant. 3:9-11 
To maintain peace between man and wife; Cant. 8:5
To Cure sterily: Deut. 7:12 .
To halt menstral flow: Lev. 15:28 " ■ '■!
For a fever: Niyn. 12:13; Deut. 7:15
For consumption: Lev. 5:19 '
For success: Gen. 39:2; Ex. 15:11 . - •
For profitable trade: Gen. 31:42; Gen. 44:12 . e-  ̂ -i
To fatten fowl: Deut. 22:6 and Is. 10:14 ‘ '' ' ■
To make flocks thrive: Ge. 32:15 and Prov. 27:26-7,' •■ = ' ■' . ' .
On beginning a new piece of work: Ex. 36:8 ' ' ‘ ■ ■ ■;
On .entering a new home: Gen. 37ii; Gen. 47:27; Ex. 40:2 '
For safety on a journey: Ex. 15:13; Num. 10:35-6; Cant. 7:12 ' - ''
To be saved from an impending danger: Ex. 6:6-7 '■ '
In a time of trouble: Cant. 2:14; Cant. 5:2
Against an enemy; Ex. 15.5; 15.6; 15.9; 15.19; Deut. 22:6, Is. 10:14, and Prov. 1:17 
To cause an enemy to die: Num. 14-37 ’
To be invisible: Gen. 19:11 ' ' : ■
To cause an enemy to drown: Ex. 15:10 ' "J
To be victorious in war; Ex. 15:3; Deut. 21:10
To cause the strength of an opposing army to wither away: Deut. 4:24 '
Against pursuers: Ex. 15:4
Against wild beasts; Deut. 18:13 ’
Against highwaymen: Ex. 15:14 ■ '
Against robbers: Ex. 15:15; Deut, 11:25; Cant. 2:15; Gen. 32:2-3 
Against slander: Ex. 15:7
To cause a man who has sworn falsely to die within a year: Ex. 15:12 '
To calm a raging river: Ex. 15:8 uL;
To dissipate a mirage or a hallucination: Ex. 15:16 ' ' ‘
For Intelligence: Deut. 33:3-4
To cause a curse to take effect: Lev. 27:29
For dream divination: Deut. 29:28; Cant. 1:7
Against the evil eye: Num. 21:17-20 For good health after a fast; Lev. 26:42
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Those verses were not simply read, hox-;aver. For example. Ex. 22:17, first verse on 
the list for cpunt;eraptlng magic, is made-up of the.three Hebrew words that trans
late into English; es *'.Thou ̂ halt.pot suffer a sorceress to live." These words had 
to be said in each of their six possible paramutations before being followed by the 
verse Is. 41:24. ("Behold, ye are, nothing, .and your, work a thing of nought; an 
abonlination'id he that choseth you.'') ■ ...  ̂  ̂ .

In'any hvent, chiisider that list -'6f effects. There's a great many protection •■k.- 
spells; some vejry specific; dispel demons.and .evil, spirits; counteract magic; two 
equivalents of the "Friend" spell; two bardic voice spells; love and fertility ■ 
spells; several curative spells; an invisibility spell; a "Weakness" spell; three 
separate death spells; an intelligence spell; a divination spell;, and a curse 
spell. (And that's not the whole list.) . r,- >

Now we shift to game‘’mechanics, the. reason that I typ.ed up this list, r- I'd like to 
ask two questions for ̂ the ass^hled readership of A&E (and 1 hope, to see some of
you answer in future'issue's),. ...... . : ̂ ■■ i- ■■ ■ . ■  ̂ • ' ■ ■ '  ̂■

■ . , • •' f •.. . • • . ; 'C .... . _ • • . •  ̂ s . •
1. Is this spell list balenced? That is, . ; . = ■

a.it

b.

as a player, would you be comfortable to run a character who took 
his/her magic from this list? ,, , . .

does this spell list give an unfair advantage to a "Rabbi'' PC as 
opposed to other PC classes or. to monsters? : .. .

c. does this spell list give too much or too little power to a lower . 
level player (in,systems with lev,els.)? to a high level player?

2. Appropo to questions l.b. and l.c., what requirements in terras of level, INT,i - 
spell points, or points of POW would you put on the:;various spells: op the, list?

: ' ■ ■ . ’’ i-' ■ i ■■ -
3. What other spells would be needed to balence this .list? To. suppliment it?

What I'm asking here is that we consider, the questions of magic system design. . ^
This piece can be considered a follow-up to my material on the "physics" of magic • 
that appeared about ten issues back. Although I used terms from a number of dif
ferent gaming systems, that article was written ^n terms that a PC mage would be 
used to: the force that is manipulated to,produce magical affects, how it'is mani
pulated, and some of the practical problems of that'manipulatipn and how,they might 
be overcome in the development of a cohesive .system.,, ■ ,inr • vi ■ i ■

Tipis article goes the other .way. Magic,;for DMs, or, rather,-magic for .magic sys- , 
t m s  designers. And by magic systems designers, I mean any DM who's,had the nervec 
to tinker with the specific set of rules that came with the game, be IC AD&D, RQ, 
T&T, C&S, or any of the rest of the alphabet soup. . , , .

(A little background might be useful to this discussion. The Trachtenbergubook 
deals with the folklore of the Eastern European Jewish community, a highly segre
gated, often persecuted, rural ethnos that preserved much of medieval mysticism. . ■ 
This explains both the number of protection spells and the ones dealing with ., ,, 
prayer and with daily life.) . . . .

I look forward to hearing not only from, DMs who've had to wrestle with aspects of 
this problem in designing their own magical systems, but, also from the players of 
non-standard (or even standard) systems? How does this set of spells strike them,, 
and, if they were playtesting it as a new system, what would they.want out of:it?
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SCOTT FITZ PBZ:

Sorry that I didn’t respond to the last turn.

First, the Star of David that I wear under my shirt isn't an antique, but 
it was made in Israel and has a semi-precious gemstone called a Jerusalem 
stone mounted in it. Have I sensed any magic about it? '
Secondv as we walked towards the city, I'Was meditating about (that is, 
thinking/talking to myself about) things related to Judaism (as I under
stand the r e l i g i o n ) Have I gotten any sense of clerical abilities?

As to both of these points, I realize that Ishould have asked sooner. If 
nothing would have resulted from ray doing so, please say so. Otherwise 
consider that 1 will continue to attempt to try these'things (finding out 
if my Star of David has become magical and trying for Clerical powers) at 
any opportunity until I get a definite response. .

As to what happens noy: When we got near the city, I looked for signs of 
similarities to various historic cultures in terms of the architecture of 
the city and the garb of the guards. (An Egyptian city doesn't look like 
a Medieval city doesn't look like a Roman city, etc.) Is there any evi-* 
dence in terms of either the architecture or the decorative art— if any--ton 
the city walls. : i ’

The language of the guards sounded vaguely Slavic when I tried tb,pronounce 
it. Is it. I don't speak any Slavic languages, but I grew up in a tovm 
with large Slavic populations so I think that I'd recognize the sound of 
it. (For that matter, I think that I'd also recognize the linguistic 
family, at least, of any of the Romance languages, Germanic, or SemeticO 

- ' ' -
T'in not going to start any fighting by myself. If the rest of the group 
wants to go with the guard. I ’ll go as well. My own inclination, if asked 
is to go with the guards. They, at least, seem peaceable. If we are sus
pect because of our appearance, it would be better to see about getting 
cleared of any charges than to risk an attack within the city by a larger 
group of guards. That will be my suggestion if we get a chance to talk 
about it. . "

nc'

If the^decision is that we fight. I'll attack the nearest guard using my 
walking stick ("The MacGreggor") as a club. At the same time. I'll be 
yelling for somebody with a missile weapon to try to take out the guard 
who was going for the camels. This will also be my strategy in the event 
that we're attacked.

If we do get the opportunity, though, to talk, I'd like to try and see if 
the guards can understand English (or whatever Common we are now speaking)^ 
During the conversation with the other PBZers, I'd try to say a couple of ' 
things along the lines of "At least we can talk openly. They don't speak 
English here." and "Did you manage to hide that stuff before we came ove r 
the last hill?" How do the guards react when I do?

If anybody tries to separate us from our equipment. I'll try to keep my 
tallis and my prayer book, claiming my status as a cleric. If I think 
that I can get away with it. I'll try to palm at least the knife. Also, ' 
if there hasn't been any fighting up to that point. I'll try to keep my " 
walking stick as well.



TRUE BUT PROBABLY UNIMPORTANT 7 (c) 1934 Steve Jones
by Steve Jones, 307, Gillott Rd, Edgbaston, liiriuingham, England,
REVIEW: DRAGONLORDS 19 (48pp, for other info see frontof A&E/also 

available from Dave Nalle, $1.50)
Once upon a time' there V7as a fanzine which successfully combined conceptual-level articles'̂ hd mad Pythonesque humour. Detailed reviews campaign design, PB the Muhchkin Eternal,''Citabout Miniatures,' the"

Corpse character classes (Officially Unapproved for A D & D ) .•' But after ̂ winning the Games Day Award for Best J'ahzine , 
and with the' editors having less time to work on'it it has been^Wamped Diddy People and sunk as low as AD&D- dungeons and the Great Nipples Debate (don't ask) in DL18.' : r • ■ ,:5 ■ , - 'Fortunately DL19 is vast improyeraent. Marc Gascoigne,/ the one 
responsiole for most of their libel lawsuits,-: is -back. -The best article 
this issue is "I Know Where My Towel Is.",, -the Hitch-Hikers' Guide To The Galaxy role-playing game, which is a;ctually playable even if it? is a joke (like recent AD&D character classes). The authors, Chris Eliot 

f E d w a r d s ,  have, recently had theip "Ecology of the' Piercer/Land 
Shark/Catablepas", articles reprinted in the Dragon-vfifhout anyone at TD 
realising they were taking the mickey out of silly D&D monsters. The 
game uses the original idea that PCs.can neyej be killed or seriously, 
injured^in any situation, but the player must invent a way out, however improbable, and receives points for improbability and eleaance of presentation.
j. ■ the regular section' 6n hew ’̂ames by DoUg fcowie.

isjabout g^es arriving in Britain ('up to six months after the 
US) and gives prices in stealing, it will be of littleinterest to foreigners.

-uT New this issue is more attention to F&SF, with a report on Mythcon 83 and a section on British SF fandom and fanzines, by Chuck Connors.
r. 1° pages of letters, unfortunately they do not seem tohave recovered from the Great Nipples Debate and do not discuss anything

1 I am just 'complaining because Mike' Lewis has ,never printed any of ray letters.) DL has 5 pages devoted to postal 
Diplomacy and Nuclear War, mostly incomprehensible if you are hot 
involved. Add an article on RQ Befuddle, Harmonize and Dispel Magic 
a send-up new releases page (a new post-Holocaust game.called Protect

Inc), fanzihe reviews, some EGG bashing, a bit on castles, and the generally good VOP and REDFOK cartoons.
DL could do with a Table of Contents. If you order back issues get from before 15 to avoid the rot. All together now:TMWE WANT MORE PB :

LIST OF TOPICS ON BACKBURNER (Wh^t; do people want to see?) ;
RQ cults: Greaf Newt cult (Water, Man) (newtlings.) - i , - '

Father of Independants,(Magic, Stasis) (outcasts, bandits)Blacc Adder Spirit Cult (Stasis-, Beast, Spirit, Chaos)Yelmalio (as he is in Balazar)
Gg^a^iki (cult fop,.insect people of Pamaltela)More RQ. Written Darlctongue (.or Hov/ to Read by Sonar)  ̂ .

New Experience System. (Put .‘weapon caddies out of work) - Aftermathi A New Timing System ..
Champions Marvel and DC conversions ' .'
- T M _ T M . T M _ Power (fill in blank) including "Precognition'' A D & D  Kzinti/Umberhurc crossbreeds as PCs (a StarFleet Battlesjoke
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(c) Copyright «asti Robort, !t2 Sougltst, Houghton, HI. 4993! 
THE DUKES OF ALEXANDRIA

SSffIMrt lonki u i Innktsptr pUyt̂  hy Rabtrt in 101 HOORS’s VKO uorld, Tifiri. Tht Chroniclii iri 
takon froa Zonka’c diary and rtprciant hii point at vii«. Hayiids, Zanka'a sountainiidi inn, concaali a cava containing 
a uchiflt uhicfe can teleport and/or lire alHles to any place on Ttlara'a surface. Zoeka and hit cleric friend, Chester, have taken an oath never to abuse the eachine's pst«a( 6.
At this point in the story, Isnka and his frisnds tent the Lueasu Ig ahead of the party to the flagship of the Dukes of 
Alexandria. Ig eat supposed to announce the party’s intmtion of purchasing slaves, slaves to run the inn. Ig no sooner 
arrived on board uhen he uas attacked by sooetMng, or wioni, the party can't m . They brought Ig back to the cave, 
inadvertently bringing his atsailant «ith his. âtever it ms, that caas eith !g, took the party’i itees, stacking thee 
in a pile by the eachine. It then sealed off the cavern uith an iron eall, separating the party froe their stuff and 
fros the eachine. The entire party is baffled, even the Youth's sat iovitibie spell failed to dlKlose ehat is In the 
cave uith thee.

Hhen I beat on the iron uali, the iron uall ehich had lagically appeared in front of us, separating us froo our itees aod 
the eachine, laughter filled the cavern. Ohat uas going on? I didn’t knou. Heither did enyone else.
I suggested several options. Could Ig use his diaension door to get us past the uall? Ig said no, not through solid 
letal. I asked if any of the eiges could do soaethiog, but no, they also said their eagle could not traversa eetal. The 
uall Hould take aonths to break through uith pick and iledgi. 1 considred asking The Youth Kith The Solden Rings to 
’use a Hish’, but rejected that notion: things ueren’t that desperata yet. The Youth had never used any of his ulshi in 
the all the tiee 1 had knoun hii. Even tagic didn’t uork, spells uhich utfi supposed to shou m i s W i failed against 
our opponent. It appeared ue had no options.
'Nhat can us do?,’ I asked DeliU. ‘It isn’t our turn, so m salt, and hope that uhoever is in there doesn’t blou 
hiaself, not to sention ui, to bits by trying the eachins’s buttons.* Kt sat dowi to uait. Mhoever, uhatevsr it uas 
that controlled the situation uould have to sake the next ssve. Ail of us uere a bit unnerved, though only the Hobbit 
spoke bit bind. Sae uas t̂set he uasn’t going to get hose the next day like he had planned. 'Wiy did I let you talk u 
into adventuring again, anyuay? Elmore uUI be furious,’ he laamtid. ‘Tosorrou is Hattheu’s third birthday. She has 
a party planned: I’e supposed to help uith the guests. Icy at I in troubla. She tay never speak to sc again.' He 
heiistated a soeent, then shrugged his shoulders and added, 'Stupid Duarf, it's all your fault.*
Again laughter filled the cave. For ee, for a soeent, tiee stopped. 1 rmiberid soeething Selila had told m , long 
ago. 'Mhen all scest lost, those that diepair die. Those that don’t, often turvivc. At such eosents one eust think. 
Think! Have you eissed a clue? Have you overlooked soeething subtle, or soMthing to obvious it can't be seen?' Our 
opponent couldn’t be seen, even sagic failed to disclose his. He couldn’t be seen ... i t  ca tld s't bt s i n  ... The 
tiielcss sosent passed.
Laughter. I heard the laughter, and understood uhat it eeant to hear the laughter. Sound doesn’t go through iron Mils. 
The thing that had cose back uith ig uas on our tide of the uall, aod it Hasn't trying to kill us. Rerhapt all Hasn’t 
lost after all. I started talking about hoH all I had uanted Has to buy ecu slaves, in particular a Hobbit cook, that I 
Hat Hilling to pay an honest price, and so m . Delila, aleays the professional, caught on iMediately. (Had she already 
hiird?} Dcliia spoke of the Dukes of Alexandria as ’fine eerchants', suppliers of rare and Hondrful goods. Diliii’s a 
charter, that’s for sure. Wten she finished speaking, a Voice spoke, a Voice uith an Elvish accent. 'It iceet hc have 
had a lisunderstanding. I, er, the Dukes, have had a great deal of trouble lately eith LaMasu. Hhcn one appeared 
suddenly on our, er, on the Dukes’ flagship, I thought, hcU, you knoH ... 1 thought 1 should protect the Dukes froi the 
intruder. Kqh you teleported ni here I can only guest, Hill oiif guest, since I have no etonich for playing eith 
■achines I don’t underetind.'
'Right you are,' Delila replied. 'A else dedsim not to play uith the buttons. Three of the eleven, unices they are 
preited in exactly the correct order, kill the operator. [This uas an exaggeration, but then, Delila has bmn knoen to 
stretch the truth to suit the occasion.} It uas so clever of you to regain to our side of the eeli, to listm, to eake



lur* M Mint no hirt, !ii4ore Itttlnp uc knot you mt« htrt. No uondsr th* Dukti ire respKttd throughout Ttliro. I can 
m  hoH thi Oukti had no troubii belting the likes of Tintangle end King Arthur. No wnder at all, if all the Dukei' 
people are at clever at you.' Soon the Vsiice agreed to return to the Met’ flagihip. The iron oall Met aMy, and the 
Voice cliebed onto Ig’i back. Delila preiud the appropriate keye to teleport thca onto the Bukei’ flagihip. The rnt 
of ui, diicretcly, stayed clear of our eeaponi tuitil, using the viteing scope on the aachine, «e lae Ig standing on the 
ship’s deck. Only then did hc follow. Delila stayed behind, sooeoni had to riuin to control the Hchinc for the return trip.*
Kho was the Voice, the This* who had single handedly bested the lot of us? I eas never to fcoou. Once, I heard hio 
called ’Danoore', I know no eore about hie. And thi Dukes, sho are they? The lukei art superb eerchants uho tell no one 
their Rieei, They ere (piite powerful, I ceo tell you that! I would not like to be the one to twt their power. Never 
egiin do I went to confront whatevr caee to tho cave that night.
Once we got to tha Dukas’ flagship we were personally givsn a tour of the slave dKka by one of the Dukes (1 think there ere thrM). This one was a short, powerful aan, a cleric, I would guess, one of the uglint oen I have ever Nt. Hell 
fed was ha*, his fat jowls sagged beneath a short, black, pointed beard, and around bis thick oock, upon a platinui chain, 
hung a gold candli set In oleven largo diaooods. He rnked of woilth. Kii clothos were udi of tha flout silk, yit, 
•trangtly,’ his garaents wore soilod and grtasy. I rtcall the night air aboard ship was quite chilly, and while he was 
showing us around, ho called out to a ihiphand to bring hio an overgareent. This, too, was aada of the finest oaterial, 
but the aoeint he put it on, it also becoH unkMpt. A curse perhaps: we knew better than to ask.
Tha Duke showed us lany slaves. Ny heart went out to thee: it was clear they were roughly troatid, allowod to die at 
whitevir rate afforded the loit profit. The Dskis a n  ootivitid by but one thing: AVARICE. Show thM a way to uki a 
copper, and they will kill for U, or be your friond for It, whatover is required, to Mkc the copper. The iwkis art 
'aooral*. They hive no scruplH at ail, judging froo what the slaves I purchased told et later, the 'Lawful Evil', the 8cue of Tefare.
This Duke was very pleasant, quite the talker. 'Now this one here, 1 chould charge you several thouund. Believe m , if 
it was anyoni ilsi thi price would be quite high, but you, since you are a personal fritnd of a Buka ... say, levantoen 
hundred.' I took oy tiie with oy selections, tho’ it hurt m  to sot the way tho ■iierabli cnaturii win pmnid up, 
undirfid, diniid oven tho siipliit cooforts of hygiine. In all, I bought soven sorvants for the inn:

ROBERT PU8HB0TTEN; Robert it a Ranger, tho’ I’o sure the lukei thought hie only a Warrior, 
his talents iWten 1 bought hie, I lUply liked hie, that’s ail. I had no idia of

ELMO TALKFARR: Elio is an excellent Hobbit cook. (Talkfarr was the second Kafling 'cook* thi luki ihowod m. 
The first claittd to be a oaster chef, but a few questions thocsd h# was bluffing, for instance, hi actully 
said the secret to laking doughnuts was to dip thee into a pot of boiling water iioediately after rtMving thee 
froe the frying greatc. I had no tlM at all for nonsense such as that.)
BWEUN: This poor girl was a liaplt servant girl of Bishop Baldwin. She sold 
puniihMnt for a saall error she had oadt while on in errand for tha good Bishop, 
short tiui then I gave her hack to her previoua oaster.

herself into slavery as 
She worked for m  only a

BANHA: This stout lad I purchased as a bounesr. Alas, the kid had no haart for it, spint his tlse praying and 
Mdeditating instoad. Ho was good with figurts though, and I assigned hie the dutin of helping Alice with the books.
THREE 0TI€RS thrs wers, but for the life of m , I can't reeirter their naMi, or if thay juet welted tables, or whit.

When 1 was done with ay buying, I thanked the Ihike sincerely for helping m with ey selections, tilling hio 1 was happy 
to find a otrehant with whoa I could deal with no quistions asked. Vet, SKratly, that night on tho dock of tho Bukes’ 
ship, I vowed I would llvo to see the day the flagship was freed of ilavos and sank in a Tofari soa. You soi, though I 
rcspKt the Bukes’ poww, I despise thee and their line of work.

* The listake of toloportlng the entire party, I lade but once.



h/h * ***''•' **** ***** dangerotti t#l«gort tptil in our ttcapt froa Bay di firii. Khana hid baen killtd, I had had tc taka « tough dKiiism: bury hia and tndangtr tha party, or laava hia body to tha Mlm. 
boaetuai, aipacially ahin tha toon ii full, 1 hava a rt-occuring nlghtaari about hia. Alaayi in ay drtaa tha aolvai oat 
nis ayai. I hata that driai. This tiaa would bi diffarant. I plannad to do right by tha sarvaati at Hayiide.
da raturnad to the inn. Thera each slave was given a hot ml, a bath, and fresh clothing. Chester and I showed thea,
fr ?!!!’ **** teleport aachine. I told thes of the CMtipadas who dwelt in the cava entry, beneatha itchen. These creatures lived here before I cane to the cave. They have ey personal guarantee of ufcty} treat 
thaa as pats. I will not have that hariad.* The tour of tha place finished, we raturnad to tha kitchen, and there, over 
®»«le of fina wine, I told thaa ey driaa of dayiida becoaing ‘world fanous*. Than, to thair euprisa, I addad, and I 

aaant it, thay wara frn to leave dayside at any tiae. I avan lignad tha ntcessary docuaents declaring thea free and put 
thee away in a safe place where they could easily be obtained. 'If you stay you will be expected to work hard. Provided 
you do, you shall be treated fairly. I want ay guests to get the best service posslblei I want never to sec a cuitoaer 
waiting fw servica; I want never to see a wine glass, or a water glass, eore than half eepty. The place it to always be 
clean. You are to be courteous to the guests. You will be allowed to use the eachlM to visit friends, loved on«, or 
sieply to spend toee tiec away fros here. However, you will take the oath never to abuse the uchint’s powers, never to 
knowingly use the eachine for evil. Do these things and you will have free run of the place, even share in the profit.
ihii I swear, dhen I had done with ay little speech the seven sat there for several eoaents: just sat and starsd at se. Then, is one, they cheered.
dayside was on its way. I had ey servants. I had ey Arena, dothing could stop at now.

... te b# esatiseed ...

COMMENTS A&E 99
LEE 8OL0; I appriciata your herb list, will use It.
BILL KAVIEVE: Your coweent about social interreactien intefering with FiP was accurate, yet painful. I agrn with your 
Aiiilysis ftfid ftolutioo' of sipirttin̂ lOEializini snd jm t ss I work play.

BAVIB dALLY; Be Thieves, Build Fallacy. Sranted that thieving a backstabing, dishonorable business, then you are correct 
in concluding thieve guilds would rarely last. Howevir, consider a different preatse. Suppose the business of 
lockpicking was dangerous, that spying could only be aoni by experts, that only a fool would try to rcoovo a trap without 
knowledge of what he was attcepting. Hith this fsitt differeat preiise, in certain eirclti, the circles of Princes and 
adventurers, for exaeplc, thieves would be considered honorable and necessary people. If I understand Ndar t e l m , frte 
* /*‘“ **[••*“ “ * *̂*" *’*■***'• wything. I like to have ey thieves apprentice to clockeakers, stone oasons, carpenters, 
and such like. They are desiHd cotpanions an adventure trips. Hany powerful PCs end HPCi want thieves to prosper. So tnty do#

DANIEL IWTLE: Try counting again. Prince E-ic "typed’ an even doian. / Liked your coseent about 'saying loeething' has
never been a prerequsite to insulting people in A4E. Us this coepound coesent a paradox? Hope not.l

6EHERAL; I don’t speak acronyeise: but, I did finally figure out that Play By line is duped PBZ.



Electrostencil by Barry Gold with ray sincere thanksl
, THE PRICE OF ROWER #7. ̂ by Richard J. Schwall 
2008 Wheelwright Lane 
Newbury Park, CA 91320

obvlous uses Of power pricing is attempting to balance characters,
attacks devices. Such concepts have come under a variety of ̂ superhero game, the heroes may all start looking much the same. I have 

c which characters comparable to Batman and Superman are seen working
Du?e^^bowerfnrTr.?n®®'^=®^v Objected to complete disregard for financial costs in ausiL a System. Thus, over the months, I have developed new concepts foru ing a power pricing system, and I wish to discuss some of them with you.

^ power pricing would be the job of the GM alone. The
allowed to'^oroviL^a pricing system. They would beRn sk-etch of each character they wished to run. They might be allowed
ed^^ powerful character or several weaker ones. The GM would
backarSSndfi^ F?? ^ l i m i t s ,  and to make theireontfo? players would have partial, but not complete,control over the creation of their characters.
develop® woniH ® of how they want their characters to® Characters to gradually become more powerful byo£ some Of the limitations (limited uses, time to activate, scarce spell
new*^bilities*^°sLe"wo^fH*^ Others would rather wait and add entire completeT ^ J-onget and introduce whole new characters.exisFArt Tr. *̂'® c°»“=®Pt,cf "Deserved” Power Points (DPP). In some games theseexperience points. However, I am thinking of something a bit 
«sa1 f f could be awarded for good role playing, accomplishing goals, heroic
kille^f^lishiv®" DPP could be deducted for getting a character
d i S e s S  cS;alfvin^^^^^ "^® playing out of character,aisponestiy capitalizing on the GM s poor memory, etc. '
ses8ionr^orAF*^mAh/»5 simplicity of accounting, DPP should only change between game 
or sessions the c m  P'®*’'®* the accounting period between adventurescLIulatlon' wonlH recompute each character's Actual Power Points (APP). ThisadvenFnrin^ would take into account improvements in skills due to training and
f S n o  tSIal for*AA r®K etc. The difference DPP-APP is then added into arunning total for each character, called the Integrated Power Discrepancy (IPD).
additiL^°^nowf!®'/® fw®" 5° abnormally high IPD, then the GM might award
STOnlir a ® ® awarded by the party'scu^A* radiation accident causing new mutant powers, or any other gift of power at
oV L a , K ‘disposal- Alternatively, the IPD could be just allowed to pile up until the player has enough to start a new character, or could be saved for resurrections, 
to FhA ^°"® excessively negative, then the GM might take actiont ^ f ^ o l  ^®^ s powers. Such action could include critical wounds, curses,
restricMonf^ < ê®P'“ction of a device in combat or by natural disaster,
Alterna^ivA^v r L  ® si^Ple fade-out of unnatural powers.So s H iva ?pn' points might 3ust be retained for a while to counteractcharacters the player controls. Clearly, some of the powet- require the GM to have a firm control of the game and not feel he nas to abdicate his decision-making responsibilities to dice. -
Dlavers® know*̂  whl^® there is a potential disadvantage here, especially if the

f '' P^®y®^ character take time outfAsFAr to tram in a skill, when not doing so will cause his IPD to build up
trainina fha niA^lr^ grow in power anyway? There are several answers to this. By 
to GM "®'" capabilities he develops, instead of leaving thatthe G M  the GM prefers to have characters train, he can award DPP for it. If
culture does no training is unnatural in the campaignculture, he can deduct DPP for playing out of character.
estahi i '̂̂ ®® requiring the sacrifice of accumulated IPD from
decision^into the^han^f  ̂ character puts an interesting newkeeoina the P^*y®'®‘ Clearly, new charcaters are valuable towards
charactera^fnfni^n « *'® ^®?® characters die. The GM will have to keep thene^ charLt2r mRe emulative IPD status, so they know when they can start aoiTee i.n K The players should be allowed some control over whether accumulated IPD
charLters? character generation or appears as growth in power of established

 ̂ allow a new character to be created when there is an
couU be misAd if®h»®h ,4''° *̂'® Pc^iccing character. Similarly, a charactersubtracted the APP of the character, and the APP would beralsAd Inadequate IPD might cause the character's APP and DPP when
Thus a n?a^A IPD excess, representing death-shock memory loss.ra?sl it who deliberately kept the APP of a character 10% below their DPP could
charLFA,-A^^^^®^^ sessions of play. Shifting of IPD might be allowed betweenPerhaoa could be all done at the temples. Perhaps the gods deduct 10%.
luDDliL i**D PC PP® geds regularly, and this is whatin£̂ n.̂  J heir power for miracles. Some GMs might even keep even keep track of the IPD income and expenses of the gods in the campaign, and thus know when the gods' reserves 
perform miracles* P®®^^Dg Pc ® recruiting drive for worshippers or the inability to

PRICPOW 7



THE SCIENCE OF UNREALITY •
A zine coming to you frc»n. the recently unearthed mind of 

B ill Karieva, 553 Prospect H ill Road, Windsor, CT 06095j (2 0 3 ) 688-41a8.’

Hello! Before I explain what happened to my promised D&D Cartoon review I would 
like to thank Scot Pritx for the invite into his Sparrowsfeld campaign. The man 
is a great person/GM and has the rare ability to make and keep a game interesting. 
The campaign includes Martin Wlxted (who wishes everybody would stop saying that he 
ratified Scot’s Raw Force magic system) and several other strange people. Destiny 

dictates that a write-up should come from th is...

' COMMENTS

SCOT FRITZ (9 7): Native Intelligence is an excellent attribute, but it is probably
better used along side of an I.Q. attribute rather than alone. '

VINCEIW FOSTER (97): Interesting piece on beserking, thanks.

M.T. CHILD & JOE UBERMAN (97): Hello! Remember me? (Wakefield High) Yes, I sur
vived that stunt you piilled at graduation, unlike many others... I t ’ s hard to 
believe that you guys are s t i l l  alive; how about a letter?

IAN STRAUS ( 9 8 ) :  The two most harmful things to good ro3e -plajdng continual ,
combat and the D&D type "Dungeon". Eliminate these and the players w ill come ar
ound. I f  combat is realistic (ie very dangerous) and adventiires are detailed, 
believable, and challenging mentally then dialogue w ill replace fireballs. Plent
Ifu l conversation w ill give personalities to the characters. This can be aided by 
having the players create interesting backgrounds and by forcing them to work for 
needed information (through social interaction, investigation, etc.) Instead of 
Just giving it to them.

DAVID JOINER ( 9 8 ); I like your ideas on Elvish androgyny, they explain Elves* be- . 
haylor perfectly. Thought: I f  you accept the idea that the minor personality
differences between humans of different sexes are caused by puberty occurlng in the 
teens. Imagine when it must occur for Dwarves. (Adolescent Dwarvlsh toddlers?), .. ,

STEVE GILHAM (lOO): Intrig\ilng ideas on Tolkien. I Just happen to run a campaign
set in Middle Earth and I Just may give some of them a try. ‘ ..

DAVID NALLE (lOO): I agree that magic-use is usually way out of proportion. The 
existence of magic as it is defined in most rules woiild send the worlds these
rules are used with into immediate chaos. Magic can exist in these worlds and PCs 
can handle it , magic is too good of a thing to be taken away. It ‘should Just be 
more subtle and limited in its power to affect the traditional practices of a world 
(especially with m^leval settings). In some worlds (Arn?) the prevalent use of 
powerful magic seems to -fit In perfectly.

SCOT ^ITZ & MARTIN WIXTED (lOO): Your real-time combat systems are a big improve
ment (in realism) over those with "rounds". The problem is going to be"running ' 
combat as fast as it can be done with rounds. It w ill increase player choice and 
believabllity, but it w ill also force increased attention on mechanics (timekeep
ing). I f  this can be overcome, then, like other D&D legacies, rounds w ill become 
a thing of the piast.

COVER ( 1 0 0 ): Beautiful.

EVERYONE: Yes, the title  of this zine is new, b\it I am not. My first zine (infin
ite Frontiers) was in #99* I tend to move onto new and better (?) ground quite a 
bit and my zine title  is going to keep evolving right along with everything else.



THE SCIENCE OF UNREALITY...........................PAGE TWO - - - - - - - - - b iLL KARIEVA-

The D&D Cartoon review? .Uhfortunatly I have;only :seen this show once. What did 
I think of it? Uhfortunatly, I have not been able tb bring myself to think about 
it . , Therefore, in place- of a formal review, . 1  w ill offer a filkson^entitled ;''Mun- 
chkin". . The tune is / "Sushi Girl" by The Tubes. ■ ' '■ ' ,

Roving around in Lake Geneva 
When I smelled a stench in the air 
Strolling by the TSR 
The odor floats from in there 
Will my senses find me in tine?
Or w ill I enter in?
The reek,drives me out of. my mind . 
And the modules are so thin ., •

Chorus; . : .
Mun- raun- raunchkin 
3 §th level, and dice 
Mun-muh-'mî nchkln . - -
Read sage-advice ,

•Endlessly they game away 
This one ̂ thinks it Is role-playing . 
2 6  strehi^h he dives right in .
T'hio cp\ild ever- want more?

Repeat chorus , •
■ ■■ .•̂r . . r , /'■ r '■/- ■■ ■ .

Mun- m\in- raunchkin don’t you cry 
Take you to the magic shop to buy some;

Relics and rings' ’ . i- ,-
Wands and +10 things ’ '■
Gonna hack ’n slash ' '
Collect the cash 
All the monster’s dead 
No more dungeons of dread? 
Into business Instead 
TSR is in the red ‘
The D&D Cartoon
That's my paradise '
An AD&D honeymoon 
With rules so concise

Repeat Chorus '

Encore: ; ■ '
Flying high in Lake Geneva '

- ■,, T'Jhen • I smelled a scent in the air ■ 
: Soaring hy the TSR '' - ''
Th^ fragrence flows from Ih -̂ herfe '

; To-dispute the EGG is a crime ' '
• So. I must enter ’in ' ' ' '

Now with rug-rats I spend a ll ray'time 
And I play the game to win..,.

I wapted to include a wxit,e-up from ray Middle-Earth campaign in this zine 
but time would not permit it. It should appear nextish along with some of my com
bat system. This system requires two die rolls and one table to resolve at|aek 
and defense.. It also allows each attack to be aimed. I bfelieve that TO CHALLENGE ' 
TOMORROW also allows aimed attacks and I would appreciate a basic deBcrlptlon of 
how it is done,.,3y the way,. this zine supports the-CONNECTICUT-PENNSYLVANIA' TAKE 
OVER in .12 5 .^ Anyway, 101 h4s arrived and i t ’s time fOr a comment: ' ' '

JOHN T. Ŝ PIEIlZA JR. .(lOl);,. (re-Elements of Rolegaming)' Well said". I-see now that 
my piece in #99. was only talking. abo\it roleplaylngy' not rolegaming."' I agree ^hat, 
while, the . first man .to throw a curse . instead of a club started civilization, the 
first man to offer a ### reasonable discussion rlnstead of a 'curhe started the first 
good APA. // Thanks for reporting the D&D lawsuit.

I depart with a quote^from DA.RK SIDE OF THE MOOIJ: ' . v ^

, "Every year is getting shorter ’
Never,, seem to find the time 
Plans that either come to naught 
Or half a i)age of scribbled lines 
Hanging on in quiet desperation 
Is the English way

,, .. . The time Is-gone, the zine is over ’
Thought I'd something more to say..

I f  I 6nly had room to do a piece on how quotes waste space in A&E... Farewell.

(And the American wayi)

1..- ■



THE GOLDEN DRAGON 58 (c) 1984. by John T. Sapienza, Jr.
244.0 Virginia Ave. mi #D-203j Washington, D.C. 20037 (202) 566-33AO

Mundanes & Magic; The reason raundanes are uneasy about magic spells in games may 
be that they believe in magic. Or so one could infer from the premise of a book by 
Psychiatry professor Dr. George Serban, the Tyranny of Magical Thinking ($17.95, 
E.P. Dutton). I haven't read the book but it got a long and interesting review in 
the Washington Post recently.

Remember the accusation that AD&D v;as dangerous because it contained real 
magical spells, complete with ingredient lists? I don't know who started that one, 
but it was passed around a lot of religious groups and accepted unquestioningly by 
some. I laughed off the charge becase I do not believe in magic as a real force, 
and in any case I don't know of any evidence that the spells in the AD&D PLAYER'S 
HANDBOOK work or were intended to work in the real world.

According to Dr. Serban, surveys indicate that 55% of Americans believe in 
some form of magic that directly affects their lives, including astrology, tarot, I 
Ching, fate or predestination, black cats, evil eyes, etc. And 18% apply magical 
thinking to actual day-to-day decision making. Some 20 million read astrology 
columns every day, and others depend on elaborate rituals to influence the outcome 
of a project or trip. How many people do you know who stubbornly cling to a lucky 
hat or shirt or rabbit's foot? Given this cultural background, it is not 
surprising that even people who pride themselves on their rational or scientific 
thinking retain a lurking fear of magic as the unknown menace in the darkness.

Magical thinking, according to Dr. Serban, is the belief that the individual 
can influence things in his own v/ay. The attempt to TK dice is a good example of 
this type of thinking (like a lot of this essay, this is my addition and not the 
doctor's example), since .it is an attempt to influence events by direct force of 
will. This is typical of the thinking of children, says the doctor, who do not 
understand reality because they do not have the data from experience and 
instruction to relate what they perceive to what really happened. Thus the mental 
response of a child is qualitatively different from that of an adult— children are 
not "little adults." For example, children think of death as a departure with "no 
particular finality attached to it and without precluding in any way the 
possibility of return." Note that many adults react to news of a death with 
denial, as if saying, "No" could negate the reality. And gamers generally like the 
idea of magic to return the dead to life, v/hich is hardly consistent with realistic 
thinking.

The title of the book refers to Dr. Serban's argument that a lot of adult 
neuroses can be traced to magical thinking, the failure to let go of primitive 
perceptions in favor of more logical appreciation of reality. He warns that many 
people do not understand the intellectual achievements of our age and regard 
science as another form of magic— letting their lives be controlled by a techno
logical elite. He suggests that this ig happening because while science allov/s us 
some control over our environment, neither that control nor our understanding of 
the universe are complete. This leaves the fear of the unknown that is a basic 
factor of human nature. Primitive societies adopted magic as a sort of positive 
thinking approach to handle the unknown and push off that fear. Religion arose 
from the same instinct. "¥e cannot live without answers that sometimes cannot be 
found in the realm of the logical." Thus we need magic and religion to offer us 
hope in situations we do not understand or cannot otherwise overcome,

I suspect that although fear of the unknown and magical thinking are a major 
cause of the campaigns against rolegaming by fundamentalist religious groups, a lot 
of the appeal of rolegaming to us arises out of our own magical thinking. IJhy else 
is magic (and the clerical magic subclass) such a prominent aspect in rolegaming?
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Isn't it the suppressed desire for personal power over our environment by force of 
will? And consider that absolutely everyone, in other rolegaming occupations, “ 
seeks enrichment in the form of magical widgets that will increase our povjer over 
the game world by magically giving us abilities denied ordinary folk. Isn't this 
magical thinking too? I think gamers tend to project their deepest fears and urges 
into their characters and significantly use gaming to play out in an imaginary 
world the success that does not come to us in the real world. This kind of psycho
drama is generally disguised, sometimes even from the gamer himself. But you can 
learn a lot about a person, including his personal stresses and anxieties, from 
watching hov; he projects personality into a character. .Or so it seems to me.

D&D Suicide Lawsuit Updales I reported in TGD55 on the filing of a civil 
suit against the principal of a Virginia high school by the parents of a 16-year- 
old boy who committed suicide in 1982. They alleged that the suicide vras caused by 
stress during a D&D game or series of games, which took place as an organized., 
school activity, and that the principal was therefore responsible. The judge ruled 
that the principal vras immune from lawsuit since a government official cannot be 
sued for acts that occur in official capacity. The parents' attorney said they
will appeal, but I have not seen any report that the appeal has been filed or acted
upon, and nothing was said in the Oct. 27, 1983 newspaper report about the parents 
trying the next logical step and suing the county under the statp tort claim act 
for permitting a hazardous ativity to be run under county approval at the school.

The problem is that this resolution doesn't address the issue, of interest to 
us: whether D&D is a dangerous activity. The decision was that regardless of what
happened, the school principal was immune to suit. I v/ould have preferred a 
decision on the merits (even though that xrould put the burden of the trial time and 
expense on the unfortunate principal), becase I am confideiit it is most unlikely a 
jury would be convinced that D&D was the cause of the boy's suicide. Based on what
v/as reported, it seems clear the boy \ias highly unpopular at. school, and the
hostility against his character was merely a part of that unpopularity. He killed 
himself becase he was rejected by his contemporaries and couldn't handle it.

If Dr. Serban is correct about the development of human understanding of 
reality from childhood magical thinking to adult examination and logic,, we ought to 
be aware that the magical thinking embodied in rolegaming may carry some hazard to 
children. The games are written by adults and assume that the gamer can distin
guish between fantasy accepted for entertainment and reality. It has not been 
demonstrated that children do not take game concepts and cling with them to magical 
thinking as applied to real life. There is a disturbingly high amount of suicide 
among high school students, and lesser demonstrations of inability to deal with . 
stress that adults accept as part of their environment. This may be in part a 
symptom of magical thinking in adolescents, that could be studied to help prevent 
catastrophic inability to deal with reality (including the nastiness of other 
people). Note that D&D is aimed mostly at 8-14.-year-olds, v/ho are still far from 
fully adult. Thus there may be a direct connection between the nature of magical 
thinking and D&D's appeal to this age group. ’

While rolegaming is not the only spreader of magical thinking~TV is full of 
it, with commericals promising instant success from the use of widgets.or potions, 
and dramas showing complex problems solved quickly by heroes using simple solutions 
usually involving violence or intimidation of "bad people"— we are the part getting 
the bad.publicity. If we are to answer criticism, we'd better understand our hobby 
better than the critics. . i . ,
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Re .lection Reaction; The high school suicide was an extreme reaction, but it 
illustrates a feature of human nature v;e ougnt to be av/are ofs people generally 
react poorly to rejection. Courtesy and tact are tools developed, not out of an 
abstract desire to be nice, but from pragmatic recognition that rejecting a person 
is no way to persuade him to adopt your policy or program. Telling someone he's an 
idiot because he disagrees with you is likely to elicit resentment at the least, 
and more often active hostility. Ridiculing someone for using a different rule or 
having a different attitude does the same thing, I have been v/riting for rolegam
ing APAs since 1977, and over the years I have observed many feuds that could have 
been prevented by courtesy and tolerance.

Historically, not long ago, insulting someone would provoke a duel to the 
death in this country. Even today, the law will punish someone for attacking 
someone else, but recognized an exception for "fighting words"s situations, in 
which the insulter is regarded as provoking the fight. Some contributors, 
particularly Britons, have expressed a liking for fanzines full of personal insults 
as a form of humor, I hope this discussion will help them understand Xifhy this is a 
bad idea— attempted humor directed tovrards anyone but a close friend is unlikely to 
be understood humorously.

The law of defamation is an alternative for the blood feud. Instead of the 
old system of killing the offender, the law has for quite a long time substituted a 
trial that can award substantial money damages to the victim of slander or libel.
We accept this because we read about it in the papers, but I wonder how many of us 
understand ;̂ hy the lav; works that way. Published insults damage the victim's 
reputation and thus damage the victim personally^ they can also cause long-lasting 
outrage and thus psychological damage. The criminal lav; punishes murder to 
discourage killing; the civil lav; punishes libel to discourage defamation that can 
lead to killing. It is a pragmatic way to handle the violent side of human nature.

¥e need these restraints not only because v;e hate insult or ridicule of 
ourselves but because we tend to insult/ridicule others "with slight provocation.
How many times have you thought someone v;as "crazy," when all he did vms disagree 
with one of your cherished beliefs? You can find examples of this syndrome in any 
issue of the APAs in people's comments about other people's proposals, And yet 
this could be prevented by just a little consideration for others, if you are 
interested in a discussion of issues instead of a fight, ■

The principle of courtesy in argument is to analyze the subject of the 
discussion. Reject the other person's arguments with a reasoned rebuttal— don't 
reject the other person's right to take another approach. Argue for v;hat you 
prefer by showing how it solves the problem you want solved— don't ridicule the 
other person for not seeing it your way. There is no monoblock of opinion in 
rolegaming, but rather a lot of different approaches. Tolerate 'the right of others 
to do their own thing, to meet their individual needs in gaming, if you expect to 
receive the same tolerance apd respect yourself.

Some feuds are caused by poor communication. Most are caused by closed minds 
on one or both sides, and use of language showing personal rejection. Think about 
it. .



VJhat Is A Character? One thing that has emerged from the continuing 
discussion over courtesy and styles of gaming is that there seem to be as many 
different points of viev; on treatment of characters as there are over types of 
roleplaying style. Or perhaps the view of what a character "is” to the gamer is 
keyed to the gamer's style preference. I don't yet have a neat structure to peg it 
to, but I'm going to stick my neck out and attempt to discuss it anyway.

The axis of measurement I am considering here is a gamer's degree of personal 
involvement with a character. At the lov/ end of the scale is the player who 
regards the (Character as a "thing," losing v/hich is annoying only becasue it is 
demeaning to lose a contest. At the high end is the player who sees the character 
as himself in a different set of clothes and views any attack or insult to the 
character from other t*Cs or NPCs as directed ultimately towards.himself. (Perhaps 
this is not an accurate definition of the extremes, and I'd be interested in 
refinements, but I think it v/ill do as a good start.)

One school of thought feels gaming is a contest in which it is expected that 
people will be good losers when they lose a character. For example, this is often 
expressed in language suggesting that expressing anger at having a character back- 
stabbed by a companion is evidence of immaturity. This point of viev/ can arise, 
curiously enough, either from a gamer who really sees a character as cardboard or 
from a gamer who is so tied into roleplaying as theatre that he is detached from 
the role— or at least uses the actor's detachment from a character who is fated by 
the plot to die in the last act as a role model for gaming.

I question the validity of this role model, and I hope to be excused for a 
bit of amateur psychology in making this argument (since I am not trained in the 
field professionally). While I enjoy creating alternate personae for my characters 
to play out in a world other than the one I live in myself, I have never taken the 
ultimate detachment of regarding a character as someone v/ho lives and dies com
pletely separate from my own participation. To understand why, think back to my 
discussion of my own gaming style in TGD55— I enjoy gaming for the same reason I 
enjoy getting involved in a good novel, by identifying vrith a main character's 
struggles and achievements. I believe that this identification process is what 
makes the novel a popular art form. Have you ever put a book .down without finish
ing it because you couldn't get interested in the characters? I suggest that the 
reason was that you couldn't identify with them personally.

Similarly v/ith a gaming character. A PC is, to me, the person I identify 
with as my participation in the fictional v/orld in which the action takes place.
The excitement of combat lies in the danger to my character-self. The frustration 
of the game comes from failing to achieve objectives in the game world. The 
annoyance comes from discovering that I cannot get along with other gamers in the 
same session. That it takes place on the character level does not totally insulate 
it from the player level when it appears that part of the planning is taking place 
on the player level. The two blend and fade and do a sort of dance in which the 
level of primary importance is sometimes hard to spot.

I have a feeling that few players are as detached as some v/riters like to 
urge them to be. I believe that most of us have a piece of ourselves inside the 
persona we create for, a character, because the function of the character is to 
allow us to play out our personal fantasy in that form. It seems to me that this 
is why players can become incensed over losing a character while rolegaming, while 
another player tells them that "it's only a game." Because, to a limited extent, I 
think we identify heavily with a favorite character v/ho embodies a favorite fantasy 
of ours, and losing that character is a loss greater than the gaming framev/ork 
might suggest. This subject might make a dandy master's thesis in psychology.



Epheineral Transactions #10 - demonstrating -for the -first time that 
this 'zine is numbered using the decimal system. Intended for AScE #101, but that came out weeks ago, perhaps #103? Who can tell? (C) 1984 Daniel James, 62, Observatory Street, Ox-ford, 0X2 6EP, 
England. Photostenci11ed in the colonies; my thanks to Lee and the stenci H e r .

It has been a long time since I last put manipulatory appendages keyboard and concocted anything for AS<E. One result of this is that shall not have commented on many things I thought worthy 
(whatever it means) to all of you — and another you read here may seem rather old hat; that’s because and I make no apologies.

to I
- RAEBNC of comment is that what 

it is old hat.

First, a few comments that seem not to have become too stale....
JEIv«MY HEIN (98) Orroroo? Why not take over SF Worldcon ’85 (which is, * gather, to be held in Melbourne) ?
STEVE GILHAM (99) You make it sound as though I should be the one to 
own a jacket with "Runequest" embroidered on the back. I am not 
uncritical of RQ, but I do tend to defend it from criticisms of the 
kind Dave Nalle has recently been treating it to. My RQ probably isn’t 
the same as Dave Nalle’s, because I have chosen to build a game which 
is to my liking on the (I think, very good) foundation provided by RQ, 
whereas he has chosen to write a different game, from scratch. This is 
a perfectly sensible thing to do if you can’t find a commercially 
available game that suits you - but it doesn’t give the right to be rude about other people’s games.
A«tE #99 
late. It 
to see 
takeover '* 
counting 
studied 
than "of 
takeover.

generally. I enjoyed this issue more than many others of 
’s always nice to see things written by people you know, and 
so much by so many was a treat. By my calculations the "UK 
managed to occupy lust over SOX of the issue (even without 
April Lee’s cover - April lives in California, but she 

at Oxford and I tend to think of her as "one of us" rather 
the US ), which seems to amount to a modest but successful RAEBNCs to many, from all contributing continents.

ADELAIDE UNITED (101) I thought some of the fiction in the Aussie bit 
of this issue was quite good, but that must mean that I thought some
of was not-so-good (or it may just be that I’m not a great fan of APA fiction).
SCOTT TURNER
page though! One page system looks good - pity you didn’t fill the

J0tS4 PATTER^JN (101) Yes, I’ve noticed that some remarks seem to loose 
their meaning upon being translated into American - have you ever 
tried explaining jokes to a German, though? Their concept of humour seems to be totally alien (I mean, even worse than the yanks....). // 
By the way I’ve got a copy of YRS that Peter Clarke asked me to return 
to you - I-11 post it to you when I’ve read it (unless you want it 
sooner). // In the end, the promised Games Day APA party was rained 
off due to lack of venue (much to the delight of the landlord of The 
Albert in Victoria Street). // FREE FORM DOES NOT SUCK! (Proof by blatant assertion). --  ^
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PETER DA SILVA (101) So, you can draw too!
Games Day, the second o-f London""s two annual games-based exhibitions 
took place on 5/6th November and was remarkable mainly tor its 
similarity to last year’s event. It was nice buying drinks tor all the A&Eers I met, and nicer still being bought one by Steve Silham 
(thanks). I tound the event itselt rather disapjpointing - I’m somehow 
never in the mood tor playing games at these shows, I just like to 
look around and see what’s new, indulge in a little commercialism, 
meet people and go tor a drink. The only new things that caught my 
notice at Games Day were a game culled Victorian Adventure and a prozine called Tortured Souls (more ot these later). Far more 
memorable are the dazzling multi-coloured shoelaces ot Alison Brooks, 
and her badge proclaiming "Humourless Manhating Feminist", the 
enthusiasm with which we all promised to write to Nick Kinzett and 
make an otter tor the old A&Es he was trying to sell (did anyone buy them, in the end?) and the price ot the beer.Perhaps next year we can all arrange to go to the show on the tirst day and meet elsewhere tor a game on the second or try and 
take over a table at the show??

’Zine but not torgotten (a subtitle I’ve been meaning to use tor ages)

Beast name, 
- my 
1 ike

New at Games Day was a prozine called "Tortured Souls". Tortured 
Souls #1 is printed on 40 glossy A4 pages, some with tull colour 
artwork (bits ot map and tloorplans) and contains three separate 
scenarios (and a solo) tor AD&D. Attention to detail is quite good and 
the price ot £1.95 Sterling (about S2.75 US) makes it very good value UK, or trom Beast Enterprises, Divinity Road, Oxtord, 0X4 ILR.Entz is run by Basil (who doesn’t want me to publish his real which is nothing like Basil) who was at college with Dave Webb 
goodness what a small world! Basil tells me that he would 
scenarios tor RQ and other systems, (and wants me to write one). I’m 
told there are no dealers in the US "yet" (write to Basil it you’d like to be one), but you can get TS direct trom Beast Entz tor £3.50 sterling (including airmail carriage).

The world is not so small that I am able to you anything about 
Stephen Smith, except that he was at Games Day wearing a Sherlock 
Holmes outtit and selling his new RPG Victorian Adventure. VA is a 
complete(ish) roleplaying system in a single 4S page A4 rulebook with thin card covers; the standard ot production is quite good, though the usual abominable illustrations are to be tound in the expected places, and the English grammar wavers between tair and dreadtul. There are some nice ideas in VA, and some new jargon, which I rather liked (e.g. 
OPs = Other People (== NPCs)). There are sections on all matters trom 
"what is tantasy role-playing" to "British Empire (map)" covering 
character generation, skills, combat, and spiritualism; sections on 
Victorian dress, events, inventions, and prices; and several 
scenarios. The author describes VA as "the tirst truly British role
playing game", and I think it captures the atmosphere ot the period 
quite well - it isn’t just Daredevils minus 50 years on the other side 
ot Atlantic. I strongly recommend this game to anyone with an interest 
in the period, and at £3.50 (a little less than $5.00) tor a complete 
system it represents very good value. Its simplicity should make it a



Ephemeral Transactions #10 Daniel James

very good introduction to RPGs -for beginners, and I think it will be
who do not readily accept the backgrounds o-f most RPSs.attractive to potential players traditional mediaeval/fantasy or future/SF

* * *  Planets ~ the saga continues * * *

Not much to add yet - 
beginning to make on the stuff thanks for 

I threw at
the
you 1 n

comments you are all 
#99. The first thingto say is that Other Suns appeared (at least, it appeared in Games 

because of a surfeit of creditors;
OS has a really very 
systems, though I’m not
atmospheres - what is the basis for this? really so major a factor (and why)? The a planet becomes important if the stellar OS assume that all planets (or no

in Britain just before Christmas Centre, but they’ve closed down 
I imagine Games Workshop will have 
sensible system for generating 

sure I like the determination of
Is the stellar 
magnetic field wind affects the planets?) have

i t soon) . 
planetary 
pianetary 
1umi nosi ty surrounding 
atmosphere - does magnetic poles? '

My main grumble about OS is that nearly 
tabulate surface temperatures and year lengths 
different spectral types of the mass of a star is linked 
really want is the equation from which all these numbers are derived 
(which is there) - but surely the tables could have been rearranged to 
fit on about 3 pages and the space saved used for something more 
interesting? I think the temperatures and year lengths for 10 spectral 
types (at all radii) should fit quite rdcely on a one page table (with space over). I don’t like seeing space wasted like this when I’ve paidgame - even a game as well thought out as OS 

few readings).
out when I spoke to him that the density of 
affected by the gravity of its moon(s), a

12 pages are used 
for planets orbiting 

star at 50 different orbital radii (in 
directly with its spectral type). All

to
30
OS
I

£10.75 (nearly *15) for a 
seems to be (on the first 

Steve Gilham pointed 
a planet’s atmosphere is
planet with a large moon should have a thinner atmosphere than it would if there were no moon. Moons also affect tides, which will 
affect the shape of the shoreline (less erosion) and the seaside 
ecology as well as a number of aspects of society (the lives of 
coastal fishermen, for example, reflect the pattern of the tides).

I’m still hoping, by the way, that someone out there is going to 
point me in the direction of a more complete set of tables of temperatures, masses and densities for stars of different spectral types, both on and off the main sequence, than I’ve yet been able to find.

America ***
I’ve recently been over to the USA on 

business of attending the 1984 Internat 
Programming (in Atlantic City, NJ, whose 
solely by the clatter of the roulette wheel 
one-armed bandit - I did manage to fight 
Dragon’s Lair machine, though). I’d like t his hospitality on my spare weekend, when ashington D.C., and to say I’m sorry I d 
A&Eers while I was there. It was bad pianni 
fly back home just a week before Boskone! /

business, not least the 
ional Symposium on Logic 
seaside ecology is affected 
and the gulp of the hungry 
my way within reach of a0 thank John T.Sapienza for
1 went to see the sights in 
idn’t manage to meet more 
ng on my part that I had to 
/ I notice there is an eye-
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in—the—pyramid on the back o-f a one dollar banknote realised that the US treasury k̂ iere an Illuminati hadn't
group,

Comments on A&E #102 (maybe I won’t make it Tor #103 after all)....
LEE (Re John Patterson) "Tantivy!" is a hunting cry,' as you say, it nevertheless has a meaning. To tantivy, or to ride tantivy, is to ride full gallop - the word is thought to be onomatopaeic (that is, to 
sound like the drummirig of galloping hooves). A tantivy is a ride at 
full gallop, but is also used erroneously for the sound of a hunting 
horn. "Alarums and e>tcursions", in case anyone doesn’t know, is a 
stage direction used by Shakespeare in some of his more bellicose dramas to indicate that a scene should start with a lot of people shouting and ringing belle (alarms) and rushing onto stage and 

around to look like an army (excursion : an issuing forth
a sortie, sally or raid (obsolete)). Tantivy 
word, but I’m surprised people don’t know and excursions. // (Re Hark Galeotti) I find

milling
against an enemy, 
quite an uncommon 
meaning of alarums

®^r is as useful a yardstick of the real value of a currency any — but it’s difficult to discover what they cost at confectioner!

IS
the theasa mediaeval

DAVID M.UNIONcopy of A&E writing).
I’m afraid your illustrations came ■' try to use a simpler drawing out very poorly in 

style (or stick my
to

STEVE GILHMi Thanks for your comments on planetary temperatures. Why 
is your formula for L discontinuous? (Why the cut-off at M=0.4?7) // 
Can you give me a reference for Dole’s work - or is it something I won’t find in the Boldeian?
HfV^TIN ELLISCM Who would teach weapon skills to a Shudra? Nobody who accepted the caste system, but someone with different beliefs might well. Do you think all slaves would necessarily regard themselves as 
unworthy to bear any arms? It’s certainly a belief that would have 
been convenient for slave-masters. Slaves throughout history have 
rebelled and overthrown their masters, and I suspect that the threat 
of losing caste status seems far less real to a slave than his chains 
- most would fight for their freedom if they saw an opportunity.
HANK GRIFFIN (Re Me!) Oh, come on - it wasn’t that good! 
however, be more. // Nice descriptions of lock types. There will.

SCOTT BAUERbecause of I actually find (computer) adventure games rather tedious the very limited range of responses the machine The best one I’ve played was written by a friend 
I enjoyed that because I know how his mind works 
I shall get around to writing the adventure 
myself for ages (in Prolog, of course, with a 
parser) - it should run quite nicely on a 5th with a few MB of RAM.

can make, of mine, and I think 
(or doesn’t). One day 

game I’ve been promising 
proper natural language 
generation Psi machine

reTKl ^  SILVA Headings better? I used to do them in Caps a while back, but I seem to have dropped the habit. Thanks for out. // I don’t like hilfer either, but hi1f is OK. pointing it 
(Do you agree.
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gentlehi 1-fs?) though. I think perhaps f̂ ick Larter is right about saplings.

WILLIAM KEYES Can you give me a 
on world generation, please. // 
taut I don't think your use? of d 
problem o-f 100%+ skills. What do some skill?? Can he then always task in hand?? No, the problem chance of success for s skill 
cutting down the chance of fai 
value. What about ;

reference for Poul Anderson’s article 
I like your Realistic Roleplay Rules, 

ifficulty lice really gets around the 
you QD when a character has 2000%+ in sricceed whatever the difficulty of the 
stems from adding fixed amounts to the when it is increased, rather than 
lure to some proportion of its former

Skill new 0.9 * Ski 1 1 +  O.i
which has the effect of reducing the chance of f 
old value on each skill increase, rather making 
to the chance of success. This gives an increase 
from 50% and of only 0.1 from 99% — nobody ever 
problems all go away. Difficulty dice are a nice 
think they should be used as a way of backing out it’s just not mathematically nice. OK, it's character would ever get to 2000%+, so your syst don’t like it.

ai1ure by 10% of its 
a flate-rate addition 
of 3 from 20%, of 5 

reaches 100% and the 
idea too, but I don’t 
of the 100% problem, unlikely that any em would work, but I

QUENTIN LONS RAEBIHBACTM <read and enjoyed 
make) - that seems a bit unvjieldy, but I 
across as well as the comment, perhaps I’ll 
In the UK, at least, the Apple II is rather 
problem better solved by a different machine disks are only 128k (I find 390k 6502 processor, less nice to use

but I have got a comment to 
wanted to get the "RAE" bit
use "REABut" 
an expensive 

It isn’t restricting) - anyway

in future. // 
solution to a 
fast and theI abhor theWe used to have an Apple lie at work, which was much 

than the other micros available — It was amazing how much trouble people would go to to avoid using the Apple (and time is 
money — I think that particular Apple had negative value!). // 

Apple’s copyright i^ theft, but also pretty stupid Lisa you’re stealing).
Violation of 
(unless it’s •
ROBERT PLAMONDON I’ve always been happy to allow characters to 
interact directly with magic, as you describe, when the players asked 
to be allowed to - I’ve just never felt it was fair to say "No” to 
quetsions like "I’m a mage, can I sense any aura about this object? is 
it dangerous? can I control it?" — and so on. It has often meant making things up as I went along, but it is consistent with my view of what magic ought to be like in the kind of world that has mages (I 
think this is what John Patterson would call ’free style’). The 
"foundation" of my system wasn’t the same as yours, but the "results" were similar.
Lines : 276; words : 2560; characters about 16725.
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Another goonzine of forgotten lagnltude and 1ndeterwlnate frequency by Peter ^  Silva 
the Mad Australian, of 9950 Club Creek Drive #602. Houston, Texas, 77036. (713) 776^3984

1. General questions.

Just some questions that have been siKKerIng In the back of »y sInd for so«e t1»e: 
Does anybody have Elves or equivalent that are of faerie extraction; iiaortal, playful 
(dan«rously so!), afraid of cold iron, and so on? Does anybody use a aediaeval setting, 
coaplete with witches, sorcerors, pacts with the devil, and so on? Does anybody use one 
of the "classic" SF/F stories/series for a setting -- Anderson, E.E. S»ith, Howard, McKil- 
11p, Niven, Van Vogt, de Ca»p, for exaaple -- as opposed to just borrowing fro* the*?

2. The last adventure in Cidrl 234A; the one which Bade »e decide to du«p It.

Not that it didn't work passably well, but it showed le I was depending too Buch on 
weird stuff, with too little sanity to paste it together.

Oramatis Personae.
The Revengers.

Character Nom de Guerre

Weedhopper ...............................  Captain Estarcion
Placebo............................................ Blackeye

Inheritor of the Mystic Doorknob
Don Bwake ..............................  Soar, god of Sunder

- Thor with a lisp
Caldwell Pflock ...... ......................... The W.A.S.P.
Bunter .... ........................................... Bunter

A gfontleman's gentleman
Pylorus Picklegut ................................. The Torch

Superhero and Arsonist

Anyway, to cut a short story long, our heroes (?) had just been grabbed by professor 
Charles X. Claremont and inducted as honorary X-persons (see recent Cerebi (pi of Cerebus) 
for details.

It seems there was this dragon.

This dragon had set up shop north of Palnu and had started munching on the local 
peasants and livestock. Lord Julius was incensed. Not because of the depredations, per 
se, but because the dragon wasn't paying for the peasants and livestock that he consumed.

Luckily the newly United Feldwar States had a solution to this problem. Professor 
Claremont and his X-persons would make short work of this dragon, and force him to sign 
the standard contract (peasants and livestock, consumption of, payment in gold) or else go 
bother someone else.

Right.

Ctdrian dragons are slightly non-standard. For one thing they're atomic powered. 
For another they're on the engangered species list, so the X-persons would have to be 
damned careful they didn't kill it. Certain important (i.e. rich) people in Eshnosopur

February 20, 1964
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seemed to think they were decorative or something, and would definitely get terribly upset 
if they did. Not that they would be likely to.

Thus the Revengers were induced (by sufficient bribes: such as a suit of adamantine/ 
spandex chain-mail for Captain E.) to come to the rescue. They are to take over the job 
of the combined military forces of the UFS in acting as collection agents for Lord 0..

Scene; a broad valley. The near side is a sheer cliff, broken by a dark cave mouth: 
the dragon's lair. Our heroes have just shimmered into existence (courtesy of Suenteus 
Po) just around the bend (but... they were always around the bend!) from it. A Voice
speaks from midair;

“Now, just around the bend is the lair of the dragon. This beast has been killing 
peasants and livestock without paying for them."

-Without... WHAT?"

Captain E. has acquired more than just Captain America's shield. The next half hour
was taken up with an argument between Blackeye, Cap, and Soar over the morality of letting
the dragon chomp on peasants and livestock. Blackeye's main argument is that it would
hardly be fair to break contract.

“I mean, after all, we've got to uphold the law. You don't want to just ignore 
everyting we stand for, do you? And besides, how do you expect us to collect enough for 
the Revengers Mansion without the income from the dragon?"

ful.

"Well..."

"And bethideth, dragonth are an endangered tpethieth. Peathantth are quite plenti-

"Look, Thoar,.."

"That'th Thoar, mortal."

"Sorry, Soar. They're still human beings..."

"Tho what. There'th plenty of them ath well."

“But we're human as well."

"Thpeak for yourthelf, mortal."

"Look," continues Blackeye, "what say we just put an extortionate price on the 
peasants. That way he won't eat any."

"Yeth, and even if he doeth, jutht think of the profit! How do you ekthpect uth to 
^^9ht evi1 without a bathe."

"Speaking of which," butts in Bunter, "you could do with one."

"A bathe?"

February 20, 1984
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"A bath.“

Eventually Captain E. was worn down, and the tea* assewbled at the south of the 
cavern. Blackeye used his lystlcal doorknob to sneak 1n behind the dragon with the Torch, 
Captain E., and Soar, and the W.A.S.P. attacked at the front. After a short battle, In 
which nobody was hurt (salnly because the dragon kept using Its ga*»a ray breath (suuuure) 
on Captain E., safe within his adanant (and thus ’̂id-proof) ar«or), the dragon agreed to 
the contract.

And since Placebo had now fulfilled his drea* (uni 1 sited wealth), and the Revengers 
were busy enforcing the contract {and collecting taxes f’̂ o* the load peasants, while they
were about it... even a superhero's got to eat...), I was able to close down with a
«in1mum of fuss.

3. ^  A ^  rules system???

Here we have a larger collection of would-be (and not-so would-be) game designers 
than you can count on all hands. There's rarely an Issue that doesn't have at least
system or variant. Why not try to make something solid out of it?

One of the things that bugs the Belgium out of me is that every game out uses a dif
ferent system: why should the basic laws of the universe change when you go from fantasy 
to modern to science fiction to whatever else you've got floating around in your heads. 
In addition, why do you have to learn a whole new set of mechanics every time you switch 
genre?

Now It may be that LOA will satisfy this craving for orthogonality, but until I see 
it I can't say... and it'll probably be a while; the local game shop (Nan's Games: only 10 
miles away) is rather slow in getting new stuff (So is the local comic shop,_ Houston is 
next door to QAFIA). In any case no game so far has been particularly xenophilic. TFT is 
pretty good in that respect, but even I must agree that it has it's faults. Besides which 
it's dead (until the corpse of Metagaming can be induced to release it), so that leaves... 
nothing.

OK, the challenge: is it possible for us to come to some sort of agreement on a game. 
Certainly I find my system fairly easy to fit into various environments, but it could be 
only familiarity with the system making me say that. Also, it's just the bare bones of a 
system, without even a standard set of weapons (although there are rules for rating and 
game-balancing primitive weapons). Now the version I pubbed a few zines ago is pretty 
old, but 1t'1l do. The only major change is a modified experience system based on frac
tional stats, care of Geoffrey Halsey in A&E#??. I included it a few zines ago, but here 
it is again, modlHed for VTFT instead of his system:

li#ien you make a save vs a stat you get EPs equal to: (2*d)-(S-r), where d is the
number of dice, S is the stat, and r 1s the number rolled. Thus if you have INS 15, and 
you make your normal (3 die) save with a 13 (to cast a spell, perhaps?) you get (2*3)- 
U5-13)=4 fractional INS. This has several good effects; imprimus, the higher your stats 
are, the slower you advance (automatically(!)); secundus, a near miss gets you maximum 
experience; tertius, the harder a task, the more experience you get from it. It also 
feels right, and doesn't need any tables, a big plus to me.

Anybody else have any other suggestions? Of course everybody will suggest their own 
system, and so they should, but please remember that there's no advantage to a system 
that’s only a slight modification of what already exists. Long live A&Equest!

February 20, 1984
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A. Coimnents.

A-1 Biased opinions #101.

Lee GoJ^: 
recently,

Neat writeup, bizzarre game. I've been doing some reading up on Nippon
so your world's beginning to make.more sense to ©e.// I wish I could run in one 

of your games some time... do you run a PBM? '»'ou've probably already answred this in an 
earlier issue or something, but sy memory's falling ar<d I can't find it in my back issues.

Thieves GuiIds: I'm not sure who this is for... it's Just a f w  thoughts on the 
subject of ill- and semi- legal guilds. There was a "king of beggars" in Tai-Pan. Don't 
shoot me... it's a pretty good read, though doubtlessly inaccurate, history-wise. The 
environment felt real, and it's internally consitent. Secondly, at this time of year, the 
thieves guild gets a little more blatant than usual... they call themselves the IR"S" 
these days. Any functioning thieves guild would become the government: there's more money 
in it.

James Hein (re reality ): The trouble with bending reality in a game is that it 
tends to make it hard for us poor Terrans to anticipate the results of our actions, and 
the further you get from normal conditions the harder it gets.

As for your other point; what's wrong with seeing elves, etc. 
con???

You never been to a

Chris Hein (another one???) and Jenny Hurray; Looks interesting: I'll stick to my 
system {or A&Equest), but I ’ll take the skill lists with thanks.

Diana Short: Aha, the plot thickens!

Jenny Hein: Another bloody system... grumble grumble... I must admit I do like the
story. I don't know why you need a background system, though. Inventing backgrounds from 
scratch allows you to be weirder... and also makes the system to society dependant. I 
guess it's be useful for NPCs.

John Sapienza; I think there Is a lot of attraction to playing oneself, if it's 
explicit. It's also a good way to introduce a new campa1gn/world/whatever-you-call-it. 
But then you get people upset when they get killed, and they're reduced to using witch
craft and sorcery and such on the GM. No, it's better if you stick to chess...

Wilson Hevdt; And now to add to the list of strange stories about humans doing 
weird and wonderful things: In a book I recently read; a book purported, furthermore, to 
be an account of real events; there was an interesting incident. It seems that the 
author, one R. D. Lawrence, was trying to raise a pair of wolves in such a way that he 
could release them again into the wild: he had apparently acquired them as cubs to prevent 
them from being sold as pets. To do this he had effectively socialised them to himself 
and taken the position of pack leader. One day the male decided that was up to challeng
ing Lawrence and taking over the "pack". Lawrence preceded to wrestle this by now fully 
grown (or nearly so) wolf into submission, sustaining only minor injuries himself and not 
injuring the wolf at all. Tough tough people.

Scott Turner; Excellent story, not the usual fare... it'd be hard to get events 
like that happening in a game, though, without a lot of co-operation between the players 
(which does not imply co-operation between the characters). Good quick system, though I 
don't like the Power Points business. It's too much like a certain experience system.

February 20, 1984
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Mike Dawsonj It has been known to happen In stories, and even In real life, that 
people can't get their act together. There are stories where character faults and inter
nal conflicts destroy co-operation and all is lost. These are called tragedies. In many 
cases tragedy is wore likely, lore fitting than success. For exatple look at Toioe Gozen 
and sequels by Jessica Saliensen. The laTn character, Toioe Gozen, spends considerable 
effort trying to sake people take the sane. Intelligent, co-operative path. She fails. 
This failure Is the source of lost of the books' power. One of the lost enjoyable runs I 
was In was one where lost of the party died because a dispute over prisoners. Sure, I 
lost a good character, but the only purpose of a character being anything but a toy of the 
DM 1s to give you an avatar 1n the world. If you can't believe in the world, then why 
bother? A world with no conflict, with totally sane people, lay be nice but It's gen
erally not very Interesting as an environaent for a story. It all depends, I guess, on 
what you want fro® a game.

Shaw {re Fritz PB2): Wow, a coiient to le! The first In this zfne... Hey, I
soiethinq would happen here. I'l tired of waiting outside this 'ere city gate... 

You listening, Scott? Even a flood would be a change.// Caipaign crash: about once every 
1-2 years. It depends on how long it takes for the characters to achieve their lain goal.
I find it counter-productive to use the same world/characters in lore than one (do I dare 
use the word? (Go on, live dangerously!) Ok.) quest. What do you do after saving the 
world? Save it again? That way lies Skylark of Valeron.

Mark Goldberg. Lee Gold: What's so difficult about giving a machine emotions? As
for volition, what is it really? It could be argued that an alarm clock wants to go off 
at a certain time. And of course, B. F, Skinner would argue that you don't have volition 
(or do I maybe mean consciousness)? Does an Asimov robot have emotions? It certainly has 
volition c/o the three laws.

And that's all for comments on #101...

A.2 Biased Opinions #102.

leading off again; What about SFRPQs? Here the bread is cheap, and the 
sword costs quite a bit if you want more than a toy... price ratios differ too much 
between societies to get more than a rough estimate. And anyway, the different price 
ratios are what make trade profitable. General question... anybody have characters go 
into the roultiversal trade business? I tried once, but the GM scuttled me... said some
thing about play balance— // (re ct Sapienza) What about energy fields (weapons, etc... 
that move to follow you... or using a fire wall as a barrier (say in a standard issue 
dungeon corridoor). The longer lasting spell may not be more p>owerful. but it sure as 
'ellfaw's more versatile// Great filksong. Have you heard this one (warning; partial, and 
fro® memory. Author unknown)?

Decimal digits In a row,
Just set 'em up and let 'em go.
That Enlac was grossly slow —

I used to code that way.
But then this FORTRAN came along,
I danced and sang a happy song,
So elegant, what could go wrong?

(I little knew, that day).
I've looked at FORTRAN both ways now.
At 2 and IV, and still somehow.
It's rows of numbers I recall.
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I really don't know FW?TRAN... at all

But business hackers have It rough, 
for the® this FORTRAN'S not enough...

and so on. Anybody know where (and what) the rest Is?// Metric protoplast's easy. One 
nice thing about the tetric systet Is that 1 cc (or s i ,  If you prefer) of water weighs 1 
grat, and protoplast has about the sate density as water; 1 g/cc, 1 tonnc/cubic setre, and 
so on. Thus, your standard issue 10' gelatinous cube weighs (uh, tasses, please) altost 
exactly (3n by 3m by 3m=27 m3) 27 tonnes. Not to mention that your friendly local
periodic table has the density of things in g/cc, so you can easily find out what your 
backpack full of gold weighs (18.9g/cc by (look at ty pack, oh...) 15 ca by 20 cs by 66 
on... ) 340200 grains. Oh, that's assuaing I t ' s  s o l i d . Coins w i l l  take up about 2/3 of 
that space (spherical close packing and then so»e because coins pack closer than spheres, 
minus a smidgen for randomness) giving you still over 266 kg of the stuff. You can carry 
It, thanks,

Steve 611 ham; Hey, I wasn't trying out a new concept. Just giving an implementation 
”  one that happens to make some sort of sense (to me, anyway). I've trashed Cldri 234A 
by now, anyway. See comment on "Campaign crashes", above.

Rob Heinsoo; Great Undead (Space Ghost!). You could rationalise the gems/coins by 
saying that part of the vanquished critters life-force was bound up in them, ala Scrooge.

3. Cornelius (re Little Men): This assumes that thermal conductivity of shrunken
atoms Is the same as normal sized ones. If it was much less then you wouldn't have a 
problem. Hey, that would make shrunken material a great insulator,..// What, you're writ
ing in a 'zine and you don't speak Fannish? What sort of Faan are you?// Humanity 
(humane-ness?) has unfortunate connotations, too. I ’ve had a lot of trouble with these 
stat names; at least Piety fits my definition of religion (which includes science).

Nick Carter; Of course!// (re ct Marc Wiliner) And what's 
trade? See open question In ct Lee Gold above.

wrong wi th 1nterplanar

Vincent Foster; One possible test is that Gold is one of the few metals dense 
enough to sink in Mercury. Unfortunately it's also soluble in mercury (picky... it actu
ally forms an amalgam), but that's just a detail. Oh yes. In many periods gold coins were 
badly debased, sometimes with as little as 1% gold (for coins "washed" in gold), thus your 
test only works when you have a reasonably pure coinage.

Oana Carson; For the Sahara; how about uplifted Fennecs (just saw some for the 
first time; neat looking little foxes).

Suspects: Well, I would hate to have to come up against ISPPIC In a fair fight, but 
they don't apply to me; first of all, dead isn't dead; there's plenty of opportunity to 
return (but It's not easy... you'Id be safer dead).

Hank Griffin; The big problem with Bramah and similar locks is that they are very 
susceptible to dirt, dust, and chewing gum (as I know to my chagrin after someone put gum 
in my Kryptonite bike lock).

Scott Bauer: Wizardry is technically a better game, and of course both are hop- 
lessly hackenslash. Though how you can call the graphics of Ultima "Glorious" is beyond 
me. It also has the most complex copy protection I've ever seen (and is a good argument
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against copy protection): It's so good it prevented m  from us1r»g «y original disks after 
about a week. I now use a bootleg copy wich is quite reliable (with a clean conscience: I 
did pay for the thing, after all....). In any case the only non-H&S Adventure
prograhi I've seen was one up at Berkeley called Battlestar. It has no fixed goal; there 
are several ways of "winning". In fact 1f you just go around shooting everybody you're 
not going to win anything.// OOL was also a Berkeley job. /usr/gaies/aardvark on xBSD

Is wrHten in Ott. (and includes the OCX. coipiler and Interpreter. Unfortunately It’s 
not as good as LISP with a few extra definitions . (to handle dae»ons, which they call 
’fuses', and so on), and wakes huge gross teip files).// Another good systew Is S(X.O (once 
again frow Berkeley hackers). It’s a prograo that runs TFT solitaire dungeons (soae of 
which, for exasple City of Terrors, are quite good).// And of course ROGLC 1s also froBi 
Berkeley, care of Ken Arnold (the archetypical Hacker). It's another super-graphics H&S..

Bill Keyes: And of course the realistic systew shows west ga»es are siwplified. 
Lots of good Info, though. And if you had a coaputer as aoderator (a wore worthwhile goal 
than computer GH) then it Bic.y well be aade to work.

Robert Plaaondon; Interesting stuff. I ayself take the opposite approach, and lake 
things as difficult as possible for mages attempting to fora guilds.- but I won't go into 
it just yet: I'll wait until ly PBM has progressed to the point that they've figured luch 
of it out on their own.

General; I don't want to get into PBM write-ups just yet... people haven't yet 
learned enough about the world. Probably by next tia>e I'll have ly completed timeline for 
your perusal.

pjJ:2r
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THE ZINE WITH NO NAME in "The Seven Samurai and the hH Ronin Take on the 
Mapxficent Seven and the Denver 3roncos~in a two falls out of three tag team 
match; winner take all"

by Michael A. Johnson, 4-40 S. Tenth St, #4, San Jose, CA 95112 
A Fate-Role Playtest Report

Being the only one of the seven invited A&E v^riters to actually make it to G. 
H. and Jonathan Woolley's Fate-Role playtest session, I got an exclusive run 
through the Woolley-Seven system. Although Mr. Seven couldn't make it, Jonathan's 
father,^G.H. (I never found out what the initials stand for), filled in admirably. 
TTA-Pir ^ lovely session of exchanging bragging about DREAMS OF VISHNU and
lATE-ROLE, we got down to the game. To put FATE-ROLE through a stringent playtest. 
to see just how far its rules would cover all contingencies, I pulled the nasty 
trick of whipping out my personal character, Mayapur Chandra from DOV, for the 
scenario when Jonathan was GM— and had G.H. and Jonathan run their characters 
through the scenario I'm enclosing with DOV. If nothing else, this would playtest 
my scenario as well as seeing if their game could fit a totally foreign milieu. '

• ®°'"® background info on Mayapur and his surroundings, we went
Mayapur Chandra is the only kshatrya (warrior caste) in the village 

of Valitirtha, population 250 people and 2500 cows.- There is one brahman 
(priestly) family; the rest.of the village is vaishya (farmer-merchant) or shudra 
(laborer) caste. Mayapur got the position of Rajuka (mayor-judge-police) of Vali- 
tirtha^as reward for saving a Rajah's daughter from drowning. He accidentally 
knocked her in the pool in the first place, which explains the size of the reward.

Valitirtha is 25 miles from Dwarka, the provincial capitol, 40 miles from the 
nearest town in the opposite direction, and is bounded by the ocean on the south 
and the Gujrat hills and forest on the north. These..forests are the dwelling place 
of both bandits and bears, and letters continually arrive asking when Mayapur will 
do something about both. He is rather unhappy.

++1 began with a vaishya coming to Mayapur to complain about some of his
cattle dying. Since this is normal for cows sooner or later, Mayapur wasn't too ' 
interested. But another vaishya showed up with the same complaint. That many' 
dying cows was a bit less usual, so Mayapur v/ent out with the vaishya to look. The 
cattle he saw that weren't dead were showing various symptoms.

Not having the slightest knowledge of cattle disease, Mayapur went to 
Davendra, the local priest, to see if he could find the disease mentioned in the 
Ayurveda, the medical book. Davendra checked but could find no such disease. This 
interested Mayapur, so he checked all the cattle owners in the area and found that 
only the two ranches were affected. The only thing they had in common was using a 
well they both bordered on. : . •

So Mayapur got a bottle of water from the well and took it to the chemical "
shop of a Lokayatik ip Dwarka. (Lokayatiks are believers in the atomic theory.
They believe that ,all̂  life is just chemical combinations and did most of the
chemical experimentation of ancient India, seeking to find this secret formula to create life.) ^ ,

The Lokayatik found a trace of a poisonous mineral in the v/ater. So Mayapur
went back to Valitirtha and had the, well filled in and the grass around it fenced
off, so any seepage wouldn't get to the cov;s through the grass.
A A sob a letter of aporeciation from the vaishyas for Mayapur's good
deed. This has not gotten him transferred to a better position, but at least the ‘ 
Rajah has noticed some good in him now.

The Fate-Selection Method Jonathan chose was; that 'the svjamps to the north 
contain several plants of medicftl value. If Mayapur had gone to the swamps, he 
would have failed. Fortupately, Mayapur is the, type of guy to leave such things to 
the experts, and thus went .to the brahmin and Lokayatik instead.



In the second scenario, I decided the result would depend on if and how often 
G.H. and Jonathan looked at each other as I gave the intro. G.H. looked at 
Jonathan four times, and Jonathan looked at his father once. So I decided G.H. 
would have four pieces of good fortune, and Jonathan just one. Fortunately, G.H.'s 
character did almost all the deciding, and Jonathan's only did one thing!

Without giving av/ay my scenario, I can tell you they went for advice rather 
than barging in. They got a NPC to help them in an important place— and bamboozled 
a policeman into believing that they were hanging about in a back alley at midnight 
in the dark looking for a lost chain. They succeeded in the task assigned and were 
the first playtest group to do it the way (non-violent) that their boss suggested! 
(I will write up this adventure later, so I don't spoil DOV.) .

So what did I think of it? The only flaws I found were in the presentation 
of the rules (too general, need more detail)^— and in the lack of one or two miricir 
adjustments to make it fit all eras and game types (v/hich they assure me they will 
do). The play of the game goes very smootnly, especially with anyone with any 
experience with either story-telling or role playing. It was very fun, required no 
equipment, charts, vast rule sets, preparation or work. In short, I am going to 
mug Jonathan and Mr. Seven for having the nerve to invent iu before I could. , .

It is, however, not a game for playing with multitudes of people. It worked . 
fine with one or two players With a character or two each at the most. Anything 
larger than two people would overload the system. Stil), I can't think of any 
other game I could play on the bus to work or walking down the street. Oh yes, it 
can't be played solo, unless you are a split personality.

All in all, a" good idea. (See A&E #100 for the major portion cf the rules.)
Contemplations on Commendations and Condemnations on #101

Jenny Hein: I have often wondered vrhy all the Aussies and New Zealanders I
have met tended to be a little— well, strange, odd or just unusual. Now I know.
In your article on the Bunyip, you mention "a mother^s tale to frighten children 
into going to sleep at night.": Aha! This is the source of the difference! All 
the Aussie mothers scare their kids to sleep instead of singing lullabies. No 
wonder they are so strange as adults! I can just see an Australian horror movie. 
Two gents are out in the. outback late one night.... Suddenly, one says, "Oh look, 
Harry! It's a bloomin' Tyrannosaurus Rex! Zzzzzz." Scene 2: a very puzzled
T-Rex looks around for an ear doctor to find out why he keeps hearing this Zzzzz 
sound everywhere he goes..**.Kidding aside, that's a very nice background system.
Boos and Hisses, Hugs and Kisses on #102

Vincent Foster; More for you on Sanskrit. The Sanskrit alphabet is 
Devanagari, which means "City of the Devas" (angels or saints). The Sanskrit word 
for an item or deva is considered to be the item or deva. Thus, by pronouncing a 
god's name (Vishnu), one has him present, Sanskrit is mainly used by Hindus. 
Buddhists use a Sanskrit-derived language, Pali. Buddha himself spoke Pali, and 
his direct followers wrote the original sutras in Pali. The Hindu scriptures are 
in Sanskrit. Any Buddhist book in Sanskrit is a fake, made up centuries later, 
since in Buddha's time Sanskrit was already a dead language only spoken by the 
brahmins, just like Latin in the Catholic Church.

Re Aftermath; there is no connection between the FGU Aftermath and Infinity 
Games' Aftermath Expansion for its own system. It is just a coincidence in title. 
The Infinity System expansion kits for Post-Holocaust, Wild West, etc, never came 
out. Infinity Games appears to have died out,

BUSHIDC was originally written for TYR Games. However,' before it made a 
profit (or mailed me my copy), TYR went under. Phoenix bought BUSHIDO, and I 
finally got a copy from them*, then they went under as well. FGU then nought the 
game and the similar but not yet published games AFTERMATH and DAREDEVILS. These 
have since come out by FGU. Comprende?



RONALD MARR PEHR 3866 Arizona Ave., Las Vegas, NV 89IO4.; (702) 4-52-3018 ■' :
TALES OF MAGIC From The Temple Of Light #4-2 .

HAPPY NEW YEAR DEPARTMENT!: VJhatever year it is in your world, may it be truly
fantastical. .

ADVENTURES IN THE SHATTERED WORLD - Death of a Legend: ■ r,
For years, the fame and glory of some of the bravest adventurers known since 

the dawn- of history'has been an inspiration to the struggling civilizations of the ' 
Shattered World. Alasj one of the bravest and the best has fallen! Nariss the 
Everdying, a Berserker dedicated to Odin, perished in a haunted castle in the 
Southern Badlands. His doom was as violent and as glorious as the numerous, 
exploits which earned him the awe of all who knew him. This Knight of Odin wasv; 
second in fame only to Nertz the Goblin, Hero of the Realm. And his closest; 
companion was Nertz, who was there’a't 'the end and who avenged him! •

Having been guided to an accursed spot in the southern moiantains, the two had 
done battle with a minOr demon which bwhed certain enchanted weapons. These 
weapons were once of the Druids, and Nariss— more practical than religious— -hoped 
to gain a boon^firom the Druids in return for them. Their guide, one of Midnight's 
Rangers, could only stand open-mouthed in amazement as the Goblin and Berserker 
strove with the demon. His own mithril ahrows had bounced harmlessly off the 
supernatural monster, but the two heroes laid it low.

Flushed with victory, the two decided to investigate a haunted castle on 
their way back from the Badlands. This castle was at the edge of Midnight's -
protectorate, said to be inhabited by a ghostly insect-creature of some sort. It 
was indeed a spirit more terrible than even the Scorpion of Chaos they had defeated 
the previous year; a monstrous Ghost Crab. The two flung themselves from the 
castle's battlements, directly onto the great monster. But the Ghost Crab caught 
Nariss in a mighty pincer, slaying him instantly. Nertz eventually dispatched the 
monster, but not before Nariss' essence was absorbed. .

All the story has not yet been told, however. Nertz later had a final 
encounter with the mysterious "woman" who has pursued him for two years. She slew 
him, but was unable to fully take the power of the Orb of Chaos from within him. 
Though he was Teft for dead, he was one last time saved by the Orb. Alone, weapon
less, he wandered back to the haunted castle. (Also more practical than religious, 
he was going to take the arms and armor he'd put in a memorial grave to Nariss.)

There Nert'z found the enchanted battleaxe that had belonged to Nariss and 
which he had thbught absorbed by the'Ghost Crab. It seems that the enchantments of 
the weapons and Nariss' own indomitable spirit could not be contained! Nariss' 
soul became one with the weapon as his body vanished, and the battleaxe reappeared 
in the mortal world. Nertz and Nariss are "united" as comrades once morel

SIMPLE IS GOOD DEPT: , .-i
As I've tinkered with my system and then used it in actual gaming, I find I I 

seldom use all the marvelous reality-simulations once the dice rolling begins. Too " 
often, I feel a need to interpret the dice subjectively or just.go by what the ■ 
feeling of the game requires rather than worry about the dice. Therefore, as. 
delightful as it is to invent combat/magic systems I deem superior to published 
ones, I usually don't use all the mechanics in play. Either they slow down the . 
game, or I don't want a situation to depend on random chance when the players are 
roleplaying (or both). To that end, I've also thought of ways to tinker systems to 
make them easier. Others have apparently been thinking along these lines. In A&E't 
#101, SCOTT TURNER published a lovely, simple combat/magic system, and I know a few 
other contributors have mentioned working on simple systems. Any such system 
depends on a referee filling in the role-playing/world-building aspects. The one 
presented herein is the same.



CONFLICT RESOLUTION SYSTEÎ i FOR FANTASY ROLEPLAYING 
I. This is originally based on^D&D and thus uses the concepts of levels and. some 
other terms from that game. However, familiarity with D&D is not necbSsaryi f

A. Referee will have to at least understand fantasy roleplayingj otherwise 
this is just a dice rolling exercise,

B. ' 1)6 and DIO are he’b d e d I n t e n t  at all times is simplicity, and dbsired
complexities should be added on a subjective basis, (Thus if this system doesn't 
provide a means to resolve a game contingency, it is something which should not be 
resolved by random dice but by-verbal interaction of characters. ) '' "

C» Character Resolution is a situation in which dice are rolled to determine
chahce a character could do Something or avoid having something done unto Him. 
Conflicts are resolVbd by rolling less than or equal to a certain numbeir on D6T’ ! " 
This is called a Saving Throw, ■ ■ ■ ' .'U .m m  r ; r.7M.,,ii

D. Qualxtieb’ are natural attributes' of chara,cter,' Quality'Saving Thhows^'n:^^ ''''' '
made wh'eh''conflict depends on natural ability, . -''"‘■(y- ■ '-v  ̂ foxe

E. Levels are a ' character' s general proficied'Cy and 'expedience ;'' Level Sa.viiig '
Throws are made to exercise an unfamiliar Skill or to''redibt use -of'd'SkilL agaihbt 
you. Level Saving ThrdWs succeed by rolling less than br eqUar to ovm leveT.'^ ,

1. If a relevant Quality is High, theij Level SavdHg'Throw is Level
, 2. If a relevant Quality is Low, then Level Saving Throw is Level' -1. ' " '
F. Skills are learned abiities. Skill Saving Throws are less than or equal to *

Level +T. Relevant Qualities affect these as with"Level Saving Throws, You can " 
get a zero, indicating you can't use this skill— or a six, indicating you are '-t 
always successful. (When you're hot, you're hot!) ' ' ' ■ R; ■ t,#

II. There are' five Qualities.' Roll D6 for each; a roll of 2-5 is Average. ■ 
A. Roll of 1 is Low; roll again, with another 1 being Very Low. '

Roll of 6 is High; roll again, with another 6 being Very High.
Quality Saving Throws? Very Low -Low Average High Very High
; ‘ . ? ; r  - i ■ ■ '2\ 3 ' , - 4 ' 5 " " ■ ' ''
The five Qualities are; ' . '
1. STrength; such things as Htamina, Constitution, Health,
2. SPeed: ' such things as'Reaction Time, Agility.
3. Dexterity; such' things ‘as Marksmanship 

such things as Intelligence, Memory, Magical Aptitude, 
such things a’s Charisma, Wisdom. ■

B.
C.
■ ..r-

! - . ' . ' i t

! ’.VTa

iNTellect; 
5. EGO:

III. ‘Levels are gained by general proficiency, practice and adventuring.
A. You gain an Experience Point (EP) each time you make a Saving Throw.

^  equal to Level of foe if ybu defeat a chariacter in combat,'
C. It requires 100 x Next Level in EP to reach “the' next' level. ;

IV. Melee Combat is conducted by each combatant rolling DIO. • ‘ ‘
A. Characters strike in order of SP, simultaneously if SP is the same,
B. Characters with skill in a weapon (instead of another Professional Skill;

melee combat 'is slightly different than other skills) add the weapon's Attack Num
ber (see table below) to -their DIO roll. If the opponent has a Skill in a weapon, 
the attacker must subtract opponent's Defense Number from his DIO attack roll.

1. Anyone may •hold a shield, but those without Shield Skill gain only i.
■ 2. Anyone may gain Attack Number 1 from any weapon they can carry.

C. '-After adding/subtracting-weapon numbers, add/subtract advahtages ahd •
disadvantages if any (from combat "table below). " “• ' ^

r D. Aliy positivb'number remaining on the DIO 'after the additions/subtractibnS'“ 
is damage tb the victim's HTK, Unless atmor protects/ ’

E. Armor pTcteetS if roll is less thah or equaf to'Armbr Grade'l'''''̂  ' i ]

OT
tin);
) : ■

■'1 ‘tr'



Missile Combat uses Skill Saving Throv/, modified by combat table below.
A.
B.

Armor protects as in Melee Combat.
If Armor fails to protect, missile damage is
1. SMALL (e.g. darts, shuriken);
2. MEDIUM (e.g. javelins, boomerangs) 3
3. AVERAGE (e.g. bow):
4-. SPECIAL (e.g. English longbow):

as follows: "'j.̂
D3 HTK
D6 HTK (require Low ST) 
DIO HTK (require Avg ST) 
2D6 HTK (require High ST)

Weapon Attack Defense SP Mod Minimum ST ■
Unarmed - . - - • ;■ Armor Grades
Knife , ; 1 - 1 - - ■ 1. Cloth
Whip . 1 - -1 : ■ Foe-2 next Attack 2. Leather
Club 1 ., ;. ■2 -1 Low. 3 i Ringmail ■
Short Sword 2 , 3: . ■ Low 4: Chainmail ■Short Spear 2 l;r- + 1 Low 5. Plate ‘ o.
Hatchet, 2 2 ■ -2 Low
Mace 1 , 2 2 -1- Average
Broadsword 3 ,3 - Average
Speaf . 3 1 +1 Average .': 'Cr M
Battleaxe 4 2 -3,: Average . ■ ■ ■. ■ ■
2-H Axe/Sword 4 4 -4;. Average : ’ » • ' :
2-H Polearm 4 1 . - Average: may: strike additional space: pShield - 3 - ■ , ■ vs 1 foe. Low; vs 2, Average; vs 3, High.
Advantage Sf. , . :

_;if: above,,pr, ;to side 
+1 if foe 2xSize or larger , -1 
+1- per level higher than foe.-.r’l 

if High/Very High ST 
+2 if behind foe 
+3 if using liquid/gas 

(e.g. acid, dragonfire)
+4 if invisible

1-2
‘U :

Disadvantages .
-1 if striking upward or to one side

if foe half size or smaller :
if on unsure footing ;
if foe has High/Very High DX • : '

-2 if you are on the ground ;
-1 per point of unhealed HTK damage
-3 trying to hit specific location (e.g. weapon arm)
-4 if foe is invisible

Missile Adjustments;
+j,.for Very High DX .
-1 for Low DX, target with Very High DX, Target in partial cover ’
-2 Target in full cover , , . ■ .

V;.! Casting Magic Spells is accomplished by Professional Skill Saving Throw
A. Spell lasts as long as caster concentrates.
B. Spell may continue after concentration lapses, if caster rolls Quality ' . 

Saying Throw germane to that spell (e.g, ST for firestorm, EGO for charm).
1. Such a spell continues DIO turns.
2. Caster can only keep up to his level number of spells going. (Thus LI 

spellcaster can keep a spell going after concentration lapses under this rule, but 
cannot then cast an additional spell.)

VI. HTK are,used up as damage is taken from melee, missiles, etc.
, A. People have 10 HTK, gain 2 HTK each level. - ;
ip., 1. +1 HTK if have High/Low ST . p ;

2. +2 HTK if have Very High/Very Low ST . i i i
B, Animals have D6 HTK for each Space of size. f :, iiL

i Animals are considered to be one Level per two Spaces in size ih melee,
2. Multiply damage received by Animal's Level before subtracting the 

damage for combat purposes. (Thus a L2 animal takes 2 points damage before losing 
1 in combat rolls.)



Co Supernatural animals have DIO HTK for each Space of size— and are one Level 
per each Space in size in melee»

Do Supernatural Sentients (e.g. Undead, Giants) have 10 HTK/Level. Level may 
depend on size as with a Giant or on Special pov/ers (e.g,;"Trolls are L3"), 
otherv/ise cohduct fiielee or cast spells as other characters. Like animals, they 
gain the benefits of multiplying their level before damage affects their combat 
ability, (Note this does not apply to normal characters,)

0 ' ! C0MMENTARimi’'#100

LEE GOLD? For a given explosive, range of a firearm projectile indeed depends on 
weight, as you suggested to Mike Lewis, However, damage depends on type of projec
tile as well as inertia; and inertia dah—be either'a heavy projectile moving slowly 
(usually with less range) or a light one moving quickly. So the ratio between 
projectile size and damage can’t be reduced to a simple formula. Thus games with 
projectile firearms tend tb-'KaVe long lists of representative firearms. (But 
between usy I thipk it's really because the designers enjoy making up such lists.)

Speed'qf -^ttaqk & Defense is definitely related to Skill, as the techniques of 
combat arS j.®bmed.' Thus a naturally fast person would beat a naturally slov; one 
in a fencing match or gunfight. However, if the latter is a trained fencer or 
quickdraw artist, he will likely v;in, even if he's otherwise naturally slov;er-ii''
because those reflexes and skills were trained to be quick. Of course, if you 
trained the faster person, he'd ultimately be superior— but then not all peoplW )
created equal.//Liked your descriptions of the degradations to be found among thb '
recreational habits of the inhabitants'Of Nyosa, ,
RANDALL STUKEY; This should really be addressed to The Heretic, I concur with 
your analysis of the logic problems with effect-based game systems; probably that's 
why I've not found CHAMPIONS as intriguing as--.everybody else seems to. I'd handle 
your example of balancing the sixguh irs a/weapon created by the balancing rules by 
simply allowing that balancing does not overrule suspension of,.disbelief. Thus, if 
a thing is possible in the physieal/cultural milieu of the game for NPCs, then it 
is possible for the heroes. So anybody can buy a sixgun in a world where they're 
available, and you don't vrorry about Power Point costs. Similarly, if an NPQ can 
buy a magic item, then a PC with access to the seller (e.g, in the Guild or with a 
license from'the king or' somd such) and coin of the realm can do so too. ■ : ,

WILLIAM PESCHEL; I wish I were as optimistic about the future of FRPG companies 
besides TSR, I don't think those who give up AD&D go on to other systenis'any more; 
fhey just stop playing (as opposed to older gamers). Moreover, while TSR grew 
quickly, it was expanding' into*a neW market;' it filled a need many of us had for a 
unique form of recreation. Well, now the need is filled; the other companies don't 
have the same territory to expand in. Regrettably, the market for FRPGs is very 
small. Quality;only overcomes the Inertia Factor if there are enough people who 
want it, and most of the FRPG market simply isn't interested in Quality— they want 
a game with,lots::<!)f' charts where you Can have magic stuff and kill monsters, and -ri, 
that's it. D&D"offers this at a level of complexity appropriate to young players.

GEOFFREY HALSEY5 
in TFT.  ̂ , ■ :i: - ^

SCOT FRITZ/MARTIN WIXTEDs In the ERIN system, 
weapon use? What sort of HTK do characters have?

Liked the Imagination Magic'System. Presume all else is as

how does Complexity affect 
Must Defense Speed b.e quicker; to .

block an attack; what if it is the same? Is Basic % for Attack and' Defense? .What 
does Dodging do for you vs Defending?

MICHAEL JOHNSON; Interesting review of TCT.//Generally enjoyed your column, 
LAURENCE GILLESPIE; I agree that mundane activities add color and variety to, 

the heroic situations. Did I imply otherwise?
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CHRIS MURRAY? You've put a lot of thoug..t into your firearm combat system. A few 
questions? ’

1) Wliat are the actual effects of the different grades of iJounds? , , _
i'2) How does armor affect. "Fire Capacity Rating"? \\Jhat does that mean?
:3) Is the"To Hit Base" on D100? Even rank amateurs hit more often than 10-15% 

with a modern handgun. .
4.) What does "Reaction to Draw" mean?

V/ILSON HEYDT? Technology doesn't lead directly to authoritarian government5 it > 
merely (if that's the v;ord) amplifies the government's power and increases its 
inclination to exercise that power, partly because machines allow citizens to do 
things outside government control. (Thus cars give freedqm of travel5 governments 
register cars to keep track of people.) Also machines whidh allow freedom also 
allow governments to work more "efficiently" (e.g. their computer can keep track of 
your computer). Freedom is a corrolary of wealth, although the reverse is not 
true. (You need to be rich to be free, but a rich country doesn't have to be free.) 
Low tech countries thus are seldom free, (Of course, mOst places aren't free. 
Americans tend to forget that.)

Your lucid, interesting discussion on humans vs animals parallels my own think
ing. Humans outfight animals for, two reasons? technology and applied skill. Even 
primitive weapons are hkrder than skin and bone, and even awesome natural weapons 
are ineffective if the animal with them lacks the skill or Xifill to employ them. 
Animals seldom, if ever, fight other types of animals. They use their natural 
weapons to acquire food, occasionally to prevent becoming food, and generally don't 
fight if they can run. Thus they really don't defend themselves in a fight5 they 
simply attack until/unless their target fights back, in which case they simply take 
damage or run av/ay. How could this be simulated?

1. Don't give animals a way of acquiring fighting skills; give them whatever 
chance of hitting is appropriate for size and natural weapons. Even training 
doesn't improve this; it just means the animal fights when desired by the owner. '

2. Eower most animals' armor or defense rating. Maybe dragon scales are 
equivalent to plate armor, but ordinary animals should have hides equal to leather 
armor at best. ■ ' .1

3. Give animals fewer HTK in proportion to their'size. Thus if you use a
tlD system, roll animal HTK on D6 instead bf larger dice. ^

4. .Have animals defend at lower ability than they attack. This is difficult 
in orthodox D&D but should be easy in other games.

5. Animals don't fight to the death if they can help it. An injured animal is 
more likely to flee than to redouble its attack.

MARK GALEOTTI? Interesting-but-archaic weaponry is indeed treated differently than 
state-of-the-art stuff. For instance, wheel lock pistols were outlawed in many . 
cities when they were,invented, while bows were not. Now wheel locks often come 
under special laws related to historical weapons rather than normal gun laws. Your 
example proves the point? Britain has strict laws against modern firearms, but one 
can purchase crossbows. (In fact, I did purchase a crossbow in London many years 
ago— and came close to getting arrested in New York for having it.) Similarly, the 
spOjts of kung-fu movies caused the outlawing of martial arts weapons because they 
were perceived as a new type of weapon, while laws on other non-firearms like 
knives or bows didn't change.

,In a culture with cheap, efficient laser v/eapons, a heavy, noisy, difficult- ■ 
.pevolver might be merely a historical curiosity, particularly if other 

conditions restrict the manufacture of ammunition. For example, a character would 
have to scheme to acquire gunpowder because there weren't any manufacturers, but he 
would do so becase he wanted a weapon he could smuggle through a spaceport "power- 
detector" which detected the electronic powerpack of a concealed laser



I agree on the need for and usefulness of a raulti-universal standard of 
exchange. Yes, the exact amount of coins required in a given game/fantasy world 
may J3e odd, but it's ,the principle that counts. As a practical matter, I'd allow a 
bit of fudging (e.g. II in C&S = 3 sp). Of course, it does mean that either all 
prices are standard, or that ve must accept that it takes more or less money, even 
if expressed in U, to buy ceitain items in certain, cultures. (Thus armor may cost 
10U in some worlds and 1000 U in others 5 somebody from the first world must be 
aware of that if he's going to buy armor— or just needs to know prices of armor— in 
the other world.) ..

JOHN SAPIENZA; Thank you for noticing my uoiqulty.//Most energy attack spells , 
would be instantaneous, but an inteaesting variation is to have duration as a ,, 
higher version of a given spell. For.instance,, in the Shattered World, ye olde ■ 
Fireball is 3rd order, doing three dice of damage (at any; proficiency of spell- 
caster; keeps bhe spell manageable if proficiency controls, casting ability and 
accuracy but doesn't up damage). Sixth order magic includes .Great Ball of Fire 
(really, that's the name of the spell), which blazes away wherever you cast it for 
melee rounds equal to the number above what you needed to '.ast.it at all.//I've , 
found a Resistance Table; works quite adequately for combat. Actually I ended up 
doing it the other way around - Resistaxice/Saves/etc. get.handled as if they were 
combat. Be of good cheer, sir; the Universal Combat Matrix yet lives!

HARRY ROBERTSON? Yes, I have read "The Wolfen'? enjoyed it.//Natural Lycanthropes 
in the Shattered Vlorld do indeed change voluntarily, and adult ones never change 
involuntarily. Created Lycanthropes change involuntarily; however, if they remain 
Lycanthropes awhile and attempt to do.so, they eventually learn how to change 
voluntarily sometimes and can sometimes avoid involuntary chahes. Natural 
Lycahthropes aren't really afraid of fire, as they,aren't mindless in beastform, , 
However, Created' Lycanthropes usually do .react like other animals. ' ,

M i p  DAWSONs I think y6u',re overstating your case for roleplaying being the 
primary Activity of a p m e  session. Yes, it is; that's why we're all here; and'a 
character should do things in an adventure because the scenario calls for such 
things by him, regardless of what the player would do if he were really there. , 
Moreover, the players are takirg delight in v;hat the characters are doing and how . 
they are coming elive as independent entities, ,

But that doesn't mean the players aren't socializing. It's certainly more.ji,- 
social than.most mpdane recreations (e.g, playing ball). The fact that characters 
are important and interesting to the pleyers--to the point that v/e temporarily 
subordinate our o\r.? personalities to the exigencies of the scenario means that 
decisions should be based on the characters, not the real—world people. ,

But there are real-world considerations v/hich inevitably occur. Mostly, why 
are these,characters together in the first place? You don't have much of a game if 
people pven't made real-y/qrld decisions tq, play together and thus achieve some . 
common goals. And there has been usually some behind the scenes activity— actually 
conducted by the players— -to have the characters meet, associate, and cooperate.

Pp E R  SHAPLEYs Even if a monster's "worth" is variable, why can't that worth be 
equally? Why is it appropriate for ,qharact,ers to want to improve their 

staps only if combat is the major ability of. .status? Surely people want to be 
admired, rega.rd.less of the standards for admiration? Thus, what I said holds true? 
if you only give out EP for killing stuff, then players won't truly roleplay their 
PCs becase status will only come from killing, and the PCs might not need to or . 
want to kill. As a practical matter, combat proficiency will impress most people 
most places; moreover, adventurers are ultimately going to get better at fighting. 
than when they started out, I'm not sure why we're disagreeing; we both,seem to . 
have the same viewpoint. ' ’



PETER DA SILVA: Lycanthrope does 'cechnically mean a werewolf. It's just become a
term of convenience for me, and most people don't knov/ the vrord "therianthrope."
The death-trauma of being attacked by a lycanthrope creates new ones, due to the 
beast's supernatural, Chaotic nature. This is like' the way those killed by Undead 
become Undead; However, that's how Chaos operates in the Shattered World, rather 
than a general rule. Similarly, Shetterd World Lycanthropes are Faerie and thus 
don't age quickly. Created Lycantnropes age slower than normal people— partly 
because time spent in beastform doesn't count against human-time and partly 
because, even in humanform, they, are exceptiohally healthy. Beastform age reflects 
humanform age. Thus the Created Lycanthrope gets the best of both: animal
vitality in humanform and human longevity in beastform. (Of course, there are 
drawbacks, such as the local citizenry deluging you with silver arrows whenever you 
so much as bay at the moon!) .

JENNY HEIN; Consider your character background system appreciated. ,

U-' ; ■ ' GOMMENTARIUM #102 ' '

TSR isn't just trying to,get more money for leds effort.STEVE GILHAM:
They're doing it!

WILLIAM KEYES; I agree that reality is a good place to start in quantifying 
game mechanics. You've definitely accomplished your goal of stimulating thought. 
Game mechanics with your system could get very unwieldy (no, we don't all have 
computers), unless people are willing to take the shortcut of fudging numbers in 
favor of roleplaying. Tiny suggestion;- drop having different characteristic 
ratings for different body parts. '

QUENTIN LONG; "Bipdaughtqr" was used deliberately and v;ith care. I was 
describing gaming with a child. Those who know me know that the person I call "my 
daughter" is a grown woman. I don't use the word "stepdaughter" to refer to her—  
unless speaking strictly.-for legal purposes— as it implies that I'm less closely 
linked to her than if'I'd been biologically involved in her creation. Even less do 
I like the term "real daughter",,to refer to my.biodaughter, as if the other were a 
phantasmal force. ' , - ■ -

DAVID MALLINAK; You probably are correct that lycanthrope requires a lot of 
energy, and the animal-form is hungry right after changing. Eating before won't 
prevent the change though. Possibly it could aid the concentration either way of a 
lycant'hrbpe sophisticated enough-to control-the changes. ■ ' ' ,

ERIC SADOYAMA;, , Nordic. Berserkers in the' Shatterd World are not lycanthropes 
per se,ait$i6ugh there are certain mystic rites by which every old, very religious 
members of berserker-oriented tribes.,can become lycanthropes. Anyone else, either 
born or-becoming a lycanthrope, has no necessary reason to take up looting and 
pillaging while foaming at the mouth in human form.//All lycanthropes seen to date 
in the Shattered World are mammalian, ;|t is conjectured by sages that the mam
malian form has'the same evolutiona,i)y-fadvantages in Faerie as iri' the mortal world,

CURLING UP WITH A'GOOD BOOK DEPT: Fevre .Dream by Georgd R. R. Martin is the story
of an unlikely friendship betxreen a vampire and a 19th century Mississippi steam- 
boatman. It presents an interesting alternative view of vampires as living, 
biological people rather than Undead, This isn't a great book but it is entertain
ing and will interest you in vampires as people. It is of interest to, FRPGers, .

SADNESS DEFRT;’ The Arduih llrimoire is soon to become a memory. The company Dave 
Hargrave sold his rights to tried to sell to a new company, meanwhile extinguishing 
their stock to lower the price. The nev; company can't get a loanj the old one no 
longer has any inventory to sell and nov; can't afford to republish anything, Dave 
is unhappy, of course, but will do what he can to bring his creations to life in 
some form, Meanv/hile, he suggests that Arduin Grimoire is about to become a 
collector's item for those of you who don't have a copy yet.



THE DARK AGES PAGES
by Martin Wixted, 105 West St., Danbury, CT 06810; (203) 792-266ii; retyped by Lee

LEE: Do you return covers you don't want to use? [Eventually, yes.— LG] Are you
overstocked or in short supply for covers? [I could use more of yours.— LG]

STEVE QILHAM: Thank.you for the comments on my Roundless combat system. It was C’.-i
interesting to sea your breakdown of damage per weapon. But from a jroleplaying  ̂ m 
perspective, I seejthose' "strange things occurring" as perfectly acceptable^ ■;i ' 
Weapons are not perfectly equal, and I did not attempt to make them so. :: A dagger 
is not going to be the favored weapon, because roleplayers will realize that ■
running around with daggers iS;: silly. Besides, you cannot parry (in ERIN) against- 
a battleaxe or longsword with a. dagger.//You mention that my comment of "rather ' .»? 
fast and bloody" is vague. It is not vague at all to me! (The original" comment-;is 
an opinion and is therefore subjective.) f- i

Your opinion that my 1 second quanta are actually Rounds is interesting. 
However, since (at least in.every game I've seen) a Round is "an exchange of 
blows," your theory does not hold. [In LRS, a turn is merely a two minute long unit 
of time, divided into 12 segments each 10 seconds long. In LoA, a round is merely 
a 12 second unit of time— divided into six phases.— LG] The fastest weapon in ERIN 
is a Grapple or Dirk— at 2 seconds. No weapon can be faster. If a Round is an 
exchange of blows, then the 1 second quantum cannot possibly be construed as a 
Round.//Thanks for the feedback. :

SIMpN CORNELIUS: Agree that Fritz's PBM seems to be taking up a lot of
space.,,: Suggestions? . _ i

VINCENT FOSTER: Thanks for the egoboo. Please put in your zine whatever you 
come up with from my system. I'd love to see it. -

RONALD PEHR: RAEBNC o
PAUL WATERS/DANA CARSON: Saurianq, in Ireland! Egad! Really, people, this

must’stop!
SCOTT BAUER; Hmmm.... ,
DAWNTIME: Boy, do you people have ,the right idea! CULTURE, CULTURE,

CULTURE!■ ■ , ■ ■
DAVID M. UNION: Liked your quotes. Whole zine was interesting. As to

writing out POW, I'd have it affect Stealth negatively and charismatic.; 
abilities/skills positively, : -

Heather and Baccus have retired from adventuring and are living happily ever after. 
(Orifus, however, will always be remembered fondly. May he rest in peace.)

'fKV r..
M. T. Chibt is:currently vacationing in Bermuda after spending a week in Florida. 
He whites: , .

JENNY.HEIN: M. T. Child is pronounced as it looks ("empty child").- '
Seriously though, it stands for Thunderchild, an ironclad that got destroyed by the 
Martians in^the Moody Blues' musical version of "The War of the Worlds." The M was 
added bepause,,! ̂ thought that it would look good. , • in

The preyipiis resp,onsei in #102 to your  ̂question was authored by Joe Ubermann-u: 
without my knowledge or consent, so please ignore it. i -. J • -n

LAURENCE GILLESPIE: Volkswagens are also useful as decorative planners
(especially when the engine dies). They tend to look Christmasy without being 
festive;. ; , . . . . ' :



CALACIRE 38
written, directed and preformed by David Jacobson.
Hate Mail: 5805 Eldergardens St., San Diego, G 92120 -

This marks the first issue of Calacire in which I did not type the stencils. This 
also mapks the-first issue of Calacire in a long time. (Welcome back, David.)

I liked the basic format of A&E 100. There were still a lot of comments, but 
there were also a lot of interesting articles. Thank you for the Champions ideas. 
For those who do not like humor, read no further.

The rest of "Those CHAMPIONS characters you v/ouldn't want in your neighborhood" 
(mini/max characters for 225 points to show the futility of mini/maxing) because 
someone will always be able to make a character v/ho can stomp your butt.

Blockhead by Nick Goffeny (origin;
Power

' 225 —235 STR
10 DEX
10 CON
10 BOD
10 INT
10 EGO
10 PRE
10 COM
47 PD
2 ED
2 SPD
49.;. REC
20 END
133 STN

David Jacobson)
Disadvantages
2D
Unusual Look (11/less)
Public ID
Hunted: Police (8/less)
2 X Stun Gas
Distrust Authority Figures (15+5) 
Ignorant (of City Ways) (15+0) 
Hunted: VJrecking Crew (8/less)

100+
2
10
10
20
20
20
15
30

225 0

Richard Mipheal's grandfather was exposed to a nerve gas prototype during WWII. 
Dick's father agreed to have gas tested on him in exchange for a reduced prison 
sentence. These events led to Dick Micheal's latent mutant abilities.

- His tremendous strength was released while he was Working in an auto' 
dismantling yard. His head was caught in the auto blocking and pressed into a '' 
cube, before the safety sv/itch could be thrown. Not being terribly bright to begin 
with, he was easily duped into becoming a bag-man for Florida drug merchants. His 
police record is so long (it takes tvjo people to lift:lt) 'that he can never hope to 
enter non-criminal society, but he keeps trying. ■■ . , ' '

BIFF the Wonder Dog (campaign ender) by DJ
Powers Disadvantages

4 STR -6 234 33D6 Energy Killing. Area Animal INT (15+5) 20
11 DEX 3 effect radius, explosion. . • AFRAID of ovm woof
5 CON -10 1 use ^conf», 8x END BAT, (15+10) 25
5 BOD -10 lAF - collar, no range Secret ID (looks like
2 INT -8 must say Woof (- g) normal mutt) 15
2 EGO -16 2 Levels Shrinking : .• Cannot .pick up things
10 PRE — 28 always on (15+5) ■ 20
14 COM 2 +2" Running Can only say Woof
.1 PD — .4 +10 Presence Defense (15+5) 20
1 ED — 5 Hunted: Dog Catcher v* r-
2 SPD -1 (15+5+5, 11/less) 25
2 REC —

10 END
10 STN —

-46 271



No one knows Biff's true origin. His first owner, Mr. Offenheimer, did extensive 
tests on him in Nevada during W¥II. When the U.S. government.found out, they 
wanted to use Biff for his offensive capabilities. Biff first "woofed" in 
Hiroshima and then again several days later in' Nagasaki. The t\tfO horrific 
explosions were attributed to U,S. research of nuclear weaponry, but actually it 
was Biff who had been lost while in the care Of a U.S. spy in Japan. Biff's 
lifespan is not known, but we can only hope that it ends soon. We also hope that 
Biff's offspring do not gain the same abilities as their father.

MASTERMIND by Phil Galloway & DJ (origins
Powers

1 STR -9
2 DEX -24
5 CON ■ -10
4 BOD -12
5 INT -5
5 EGO -10
10 PRES —

4 COM -3
— PD —

1 ED
2 SPD 8
1 REC
120 END 55
7 STN -1

-11

210 .

26

Ego Killing Attack 
(42 END)

+13 Ego Attack 
OCV only

DJ)
Disadvantages 
Unusual Looks (11)

: 2x Stun Ego Attack
Berserk: confronted with

"Smiley"j store/center 
(11 less) I recover (14-/less) 

Hunted; Blockhead (9/less)
Sign on Back; "Kick Me" . 
Hatred— "Smiley" Button (10+5) 
Hatred— "Smiley" Creator (10+5) 
Child-like Emotions (15+5)

10
20

i5
22
15
8
15
20

236

Mastermind evolved out of Malcolm Vasivus' insane hatred of the "Smiley" face. In 
1973 Malcolm was working for Viper as a research scientist. After years of mental 
strain and while working with genetic decoding material, Malcolm cracked. He 
started taking his experimental chemicals home and fed them to-his son.

One night Malcolm could take it no more. When a fellow worked pinned a 
"Smiley" button to his arm, he leapt out of the v^indow and died after falling 15 
floors. (The co-wOrker was later brainwashed and goes^around yelling "Jump!" to 
people hanging out of windows.) ' r

When Malcolm's 9-yeaffold son vms informed of his father's death, he',had to 
be committed to an institution. Ten years later, Malcolm, Jr. .was pronounced 
"cured" and released. It was recommended that he have plastic surgery to correct 
the bizarre grimace his face had acquired. "What grimace," he asked. Upon seeing 
his face for the first time in ten years— and the "Smiley" fade permanently etched 
upon it, he lashed out with a mental bolt that killed everyone in the room,^

He now spends every waking moment looking for the man who created the 
"Smiley" face button so he can extract his revenge.

Smegmaward #1; Presented by the master of filth.
This month's award goes to David Jacobson who about two years ago callously 

subjected several pages of A&E to a ridiculous and pointless spell table. Not only 
is it terribly confusing, but it incorporates no n̂ew ideas and lists spells which 
he refused to explain. For this willful act of monotony, we give a grand and 
rousing RAZZZZZ.

Smegmaward #2; Special this month ,
Since it's my first (be gentle), it's a multi-boredom award. The second such 

atrocity came from Mike Urban. He wasted not only space but Lee's time typing and 
his money to print another Name Generation table, Jacobson was ridiculous. I 
don't know what Urban is. Urban's work deserves this award becaue even Lee was 
glad to finish typing it. RAZZZZ. .



And continuing our Champions characters with Jake , the Master of Kong Fu.
By PG and DJ (origin DJ),

Pov/ers Disadvantages
5 STR -5 10 Acrobatics (17/less) Hatred; Other Supertypes
1̂ DEX 93 62 Martial Arts, +30x bonus named Jake (5+5) 55 COW -10 (no kick/dodge/block) Timid/Shy (15+0) 15
5 BOD -10 31e D6 max. . . Kind to Animals (10+0) 5
5 INT -5 1 ■h ENd STR (0 END) Code against killing (15+5) 20
2 EGO -16 2 END Running (0 END) Public ID 10
10 PRE — 8 16 points PRE Defense Hunted— Kirt Kramer (14./less) 302 COM -A 2A +8 levels Ego. DCV Hunted— KK's school of1 PD — 21 +7 levels Martial Punch karate (14) 351 ED — DCV (overall DCV when Hunted— Bruce Lee (8/less) 5
11 SPD 59 Martial Punching). -10 points since Bruce
2 REG — Lee is dead.
6 END -2 CV; U  ,
8 STN -3 DCV; 25* (includes levels, aero & punch bonus)

> 97 128 EDCV; .9 .

Jake was tired of being an 89 pound weakling, \nlhen he sent for Kirt Kramer’s 
Manual on Karate, he was determined to "build yourself into an efficient fighting 
machine," IrJhat else can he said? Kramer■ wpuldnJ,t lie.

Following the strict,.program, it took Jake only a year to perfect his karate 
style and gain ",..hands and feet that move like lightning,.devastate your 
opponents,...time mind and body to overcome all obstacles." The only thing Jake 
wanted but didn't get was "a body like Charles Atlas." All 91 potinds of Jake is 
looking for revenge, and looking for Kirt.

§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§.§■§§§§§§§§§

LEFTOVER C0^4EKT by Michael A. Johnson
■i.X‘

Martin Ellison (101): Very good explanation on the caste exclusivity. This is the 
area I have had the hardest time getting through to players. Thank you for saying 
it in a clearer, more concise way than I have so far. Now maybe they will get off 
my back.

Michael also notes that DREAMS OF VISHNU is coming along fine and is only a week 
behind schedule so far. ; ,

§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§ 
NICK LARTER writes (re 102's FRP Herbal) to askS' How much of the relief from 
melancholy is due to the Burnet leaves— as. opposed to the claret?

And GREG^COSTIKYAN says, that now that THE BEST OF A&E is assembled, he'll look for 
a publisher to print it. I guess we're back to Don't-Hold-Your-Breath Time.

Greg also writes that he'll be editing a series of trade paperbacks published 
by West End Games, each including a game, short stories and game-related articles. 
He's not interested in rules variants, ne\i/ classes, writeups, etc. He is 
interested in "thought pieces about gaming, rules for use in RPGs that are written 
so as to be generally applicable to more than one such game, historical articles of 
interest to fantasy fans, science articles of interst to science fiction fans, 
etc....I can publish quite long articles which may have difficulty finding homes 
elsewhere,.The standard rate for non-fiction is 3 cents/word."

informatin, write Greg Costikyan, Orion, West End Games, 2151 VL 
30th St,,.,§i^ite 4 EE, New York, Ny 10001. . : , ■



NOTES FROM A BAD D«M,

by Brian Lane, 1550 So. Santa Fe Ave. #11, Vista, CA 92083

I've been reading and listening to gripes concerning Alignment and how 
inapplicable they (it?) are to True Role-Playing, Well, fine,, and good. The 
reason alignments were originally used was to emulate the great struggle between 
two forces in a number of books by Moorcock. D&D stole reams of ideas from many 
literary sources and got slapped with a number of legal actions for it. Witness 
halflings instead of the ever popular Hobbits, and the rewrite af DEITIES.AND 
DEMIGODS. Alignments were added to a war game to stimulate roleplaying and give a 
clear cut "enemy."

Most of the gripes I have encountered are concerned with.,,the idea that a 
culture wouldn't consider itself evil or, more appropriately, the "bad guy," Most 
of those that do are usually sub-cultures like motorcycle gangs. And they don*t 
take it too much to heart. ,

Alignment is a tool just like dice or charts, nothing more. It is used by 
most DMs to measure a player's actions through his or her character against a 
standard the DM has set up for the campaign. If you as DM are unhappy with 
alignments, chuck the whole mess. You will have to come up with a numbep ,of 
cultures with conflicting views on right and wrong, and let the players choose 
among the offered morals. ' ,

I'm lazy and like an "absolute" standard to judge all the cultures in my 
campaign. You may think it's terrible to rip someone's arm out of his socket, but 
a troll might think it was all in good fun, so 1 use alignments to give an idea of 
expected reactions without having to explain each culture's attitudes toward Life, 
Liberty and the Pursuit of Happiness, I'd rather note the exceptions to the rule 
than make new ground rules for each case.

I've been rereading THE MONSTER MANUAL on character races to refresh my mem
ory. I found an old typo that is still funny. Elves, in Gygax's Wisdom, have a 
weaponless attack of 1D10. Thinking out the ramifications of this odd fact and 
considering an elf's long lifespan, I decided with the help of John Kingsbury that 
elves are; a) nasty in a brawl, b) carnivorous, c) cranky sometimes.

Elves must have a mouth set up like a shark's. Otherwise they would be . 
toothless inside of two centuries. What with all the hard food generally 
available and just occasionally grinding their teeth (no, not as in filing them), 
the teeth would wear out. Since they have shark-like teeth, meat would be a 
"natural" diet. (Besides, plants are'such wonderful' crea,tions you just couldn't 
eat them.) When a goodly number of teeth are being replaced, the poor elf must be 
suffering an awful tooth or jaw ache. This would be enough to make anyone grouchy.

• 'fr
I'm through for this zine. Anyone for pot shots; no broadsides please.

Brian sent this zine with a note saying I should say if 1'prefer money orders or 
personal checks. I will happily take either. Also traveller checks endorsed by 
you and made out to me. One of my part-time jobs involves worlting Fridays, for my 
father-in-law as a check casher. As long as your negotiable instrument is backed 
by cash, I'll happily take it. (And I've also got an account with a bank which 
happily cashes checks/cheques/currency from foreign lands.) — Lee Gold
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It has been^ quite a lon/r time since I'last contributed, in fact, I had certain doubts that I would ever reach double-figures Through lack of funds, the cost of purchasing and contributing to A&E was just too much to deal with. Now, although I still do not 
have much money, I can again.make a decent effort at witing for this 
esteemed publication^ ■
, Having received 100, lOlrand 102 in February. I'm quite outof touch. The Elven Archer #10 will serve as a transition between these Issues and the new ones that, are to follov̂ . I considered 
switching to the photostencil, or Lee typing my zine, but typing iign- 
Mself is stilL cheaper. Also, I am switching to a "stream of consci
ous" style (as-David Nalle put it), but hopefully not paralleling 
James Joyce and the like. The paragraph format will allow me to utilize the most space possible. Comments, therefore, will be in a different format, but they will continue. And, of course, since 
my six month absense, my style has improved at least somev/hat. And 
hopefully, a store of creativity is within my brain somev/herex. That, 
is the story, I celebrate #100 belatedly, but v/ith a certain, satis
faction (a satisfaction we can all share) that A&E has lasted over eight yearsJC and that? in some small way I have contributed to it.
And it continues .—  as this zine does... ■

A.&E #100 is truly spendid. Of course, what first caught my eye was the cover which has to be Oleg's bestc TTndoubtcd.ly, Iio io one of 
the best artists (in my opinion, as good as. V.Olson) Ada has had. A 
fantastic :Piece, worthy oB the ICOth issue. The Bacover was appealing too, but I would've liked to have seen more interpretations of zine titles. . ■

Turning a, few pages Inside, I ana.lyzed the faipoms Gygax letter*
As with mostof his writing, it takes on one of tvo different views.
His tone is either enthusiastic, proclaiming that D&D is the game of the players (his earlier material, like the letter), or his tone is bitter, bellowing that D&D is his game (which comprises most of his 
present material). In his -letter here, he sounds so supportive, en
couraging and excited,, Ah, v;ell, such was the past. We need not' 
mention v/hat the situation is today,o It is all too clear. -

. . . #
Several more pages^turn-before Sreve Gilham’s "Technomagic" 

piece, where he belives that-amagic benefits the trend toward increased 
technology. I disagree. Vdilie it will certainly increase the tech
nology of magic itself, the other "sciences'' will decline, simply 
because they will not be needed, V/ith magic doing the work, the 
practical sciences will become totally obsolete. I can see Gilham's 
reasons for his belief, but technology (at least, as we know the torm) v/ouldn't̂  exist. . '

A bit later, Iwas intrigued by Peschel's "Future Schlocks".
I love that term, but I'm even more partial to "schlock" as an adjective. The TSR product that seems the most inane to me is the set of HAP<5:D", solo-play, adventure books, where the reader determines the 
actions of a character. These things ?sre next to useless. They 
mislead because the books don* t have anything to do with AD<*’cD.
Also, the most green meophyte can make the necessary descisions very
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easily. I recEommend these books to no one. Buy a good novel insteadi 
It will certainly challenge the mind more than these thiners. Faybe 
thats what TSR stands for: Tactical Schlock Rules. ‘

Fate-Roie, the story-telling game was quite interesting, but 
not entirely new. In the Lion and ;[i.mb Chronicles (fanzine of A&E‘s 
erstwhile contributor Ragnar Fyri), there was a game mentioned called 
"Talking Game" (or something like^that) v/hich is very similar to 
Fate-Role, but even on a more basic level. It seems like an interesting 
method of play, though I’ve‘never actually particioated. I have, 
however, tried' to incorporate not using rules when playing rule systems. 
Often, instead of rolling to hit every attack, I calculate a logical 
number of the times a monster would hit out of a certain number
of attacks. This eliminates a lot. of jtehart consultations and speeds 
up play, too. If there is a large scale melee, I often use the same 
technique with actual player attacks (they, of course don't know this).

Sti.ll another interesting piece was the Play-by-Zine move. As 
a non-participant observer, perhaps I can see the situation in a bet
ter light; then ag'ain, I may not, but I have an opinion anyway. I 
believe it's just too massive a project to be done effecjrlvely. If 
Scot has the time, he may be able to do an adequate job, but I don’t 
knov/ how all of the participants of the game can be satisfied with 
the small turn I just read. In any case, I hope that they will be 
satisfied, not just the few people that were mentioned.

Rob Ellwood said that most A&Eers (and probably other gamers 
as well) are locked into one exclusive system. I see this often, 
too, particularly with RQ players (perhaps the system is good at 
developing fanaticas), but I seem to suffer from the opposite;
I'm not attatched to anv system. This may not seem that bad at 
first, but the method really doesn’t allow me a great familiarity 
with any system. I can play most of them adequately, but I like to 
be comfortable and confident v/iiih rules when I DM. Thus, I can not 
DM effectively (to my standards) with most systems. Rule familiarity. 
Something to be thought about.

Before I end this, short come-back issue, I would like to bring 
a set af books to your attention (if you don't know about them al
ready). For those interested in historical background to their 
campaigns, they may read Will Durant's series on civilizations, 
specifically the first four; Our Oriental Heritage. THE Life ^
Greece. Caesar and. Christ and The Age of Faith. These are well- 
written, informative works, and can give an excellent account of 
early life. Read them.

Well, that is about it. Rty anologies to those in 100, 101 
and 102 that I did not comment on. Your work has been read and app 
nreciated. let me know what you think about the format change, -
and apy.random thoughts you may have about me. Till next, game well.



. Golem’s Corner #18
A  contribution for Alarums and Excursions, by Wilson H. Heydt 

1125 Neilson St., Albany, Ca. 94706, (415) 524-8321. ’ 
Copyright ® Wilson H. Heydt, 1984

By the time this sees print DunDraCon will be 
long over. Since I’m  writing this less than a week 
before the con, I may try to include a con report 
before finishing it off. (I know that sounds confus
ing, but that is one advantage of using a computer to 
compose on.)

Not much general news to present at the 
moment except that my sister has broken down and 
purchased a computer for the household-a Cadmus 

machine uses a MC68010 processor, has 
512k (soon to be 1MB), a 70MB disk drive with a 
2MB floppy for backup, 8 RS-232C ports and runs 
BSD 4.2 UNIX. Since her apartment is over our 
garage, it will be easy to run cables from one to the 
other. I will be using the system on a project to 
develop a multi-user, partially machine moderated 

the computer will do the record-keeping while a 
human G M  does the thinking and planning) FRP 
system. This project is in concert with Harry 
Henderson and Ray Turney. I will discuss progress 
on this project as it seems appropriate.

In Golem s Corner 1 7 1 gave the minimum tem
perature on the Earth’s surface as 200°K. One a 
recent Nova program (the PBS science series) on 
Antarctica, the lowest recorded temperature was 
given as -126°F. which my calculator runs to 185°K.
I think that figure may be taken as authoritative.

Comments —  A&E 101.

James Fraser. What? Wode and Daya without 
benefit of clergy? Just wait unitl the Moral 
Majority hears about it— immorality in FRPs!

James Hein, Welcome to A&E.

I prefer my fantasy along the lines of Poul 
Anderson’s Three Hearts and Three Lions. In 
that story physics as we know it works, with a 
few changes that are readily apparent. I would 
accept— for example— a universe based on the 
impulse physics of Ptolemy, but only if it were 
made Quite plain that that was what was being 
used.

Jennifer Goldfinch. Welcome to A&E.

Those who are stranded could always hunt for 
chocolate covered manhole covers to eat.

John Abrahamson. Welcome to A&E.
I have liked the SAN characteristic since I saw 
it in Call o f  Cthulhu because of the way in 
which it limits characters. It sets up an end 
point for each PC that is set up and in this way 
means that no character goes on forever.

Hein & Murray. I can see that you have put a great 
deal of work into your skills table. After a lead 
in like that you are expecting me to apply a few 
caveats. I will try not to disappoint you. One 
of the techniques that has been developed for 
Legends by Henderson and Tumey is the use 
of the difficulty die to use related but not 
exactly applicable skills. The most common 
use is in environmental skills. A character who 
knows woodcraft can use that skill in moun
tains as mountaineering since there would be 
an overlap between the two disciplines. Using 
a skill this way imposes a penalty on the 
difficulty die, the magnitude of which depends 
on how close the skill are to each other. 
Therefore, I suggest amending the table to pro
vide these overlap factors.
I am sure that you realize that no table of skills 
can be complete. New skills will be developed, 
old skills may need to be split apart, or some 
skills may be regarded as near enough to be 
considered one skill. Various referees will 
disagree on where dividing lines fall, and thus 
need different tables. I would like to suggest a 
few emendations along these lines;
Separate Tanning—x\\q skill of making leather 

from Fur Dressing—xhe skill of preserving 
pelts with fur intact.

Add Drive (War) Chariot as distinct from han
dling nonmilitary vehicles.

Split Engineering into Civil Engineering and 
Architecture.

Split Navigation amon^—Celestial Navigation— 
the use of the stars to find your way 
about on open ocean. Terrestrial
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Navigation—ih t use of visible landmarks 
and navigation aids to travel near land, 
and Piloting-ihz  use of detailed 
knowledge of a specific locality to navi
gate a vessel.

Split Spinning between the Drop Spindle and the 
Spinning W heel- both the Walking wheel 
and the Flyer Wheel are also quite dis
tinct.
Let’s see how many fibers I can name off 
the top of my head—  You got woo! 
(presumably, sheep’s), linen (from flax), 
and cotton. There are also ramie, cash
mere, alpaca, angora, camel hair, camel 
down, hemp,

,, and silk (both Chinese and Tussah) just
to name a few.

Consider Weaving. Were you thinkine of the 
warp weight loom, the draw loom, the 
Jaquard loom, card weaving, the back- 
strap loom, inkle loom or some other 
type of loom or technique?

Add Whitesmith—it. worker in tin.
Add /e/r/nff— especially if you have anv hatters 

about. ■
hdd Shipwright—you do want your vessels to be 

seaworthy, don’t you?
Add Farming before everyone starves.
Add P/owmg-if animal husbandry is 
,, separate. ...
Since you have Wheelwright by itself you will 

need to have Harness Making.
Add Saddler to go with the above.
Add Banking md vrob^bly—Bookkeeping.
Add Hunting md  maybe Stalking
I have one minor quibble with your story. 
Why did the characters fight with kitchen 
implements when they had a well-equipped 
armory?

Diana Short. Welcome to A&E.

Jenny Hein, (re Dum-Dum Arrows). I seem to 
recall a Druid spell for explosive seeds. Now, 
if you made some with a contact-type trigger 
condition and then used them as arrow heads I 
think you would get the desired effect. ’

John T. Sapienza, Jr. (re The Golden Dragon 55). 
Please keep us posted on the outcome of the 
suicide lawsuit.

Wesley D. Ives (re “A  system that works”) I sug
gest that you write to Harry Henderson About 
Legends.

Myself. Oh, this is so embarrassing. In my last 
zine I m a ^  reference to some fiction to be put 
in A&E. Due to various circumstances (like 
length— maybe 100,000 words?), it won’t be 
II you wish to read any of Dorothy’s fiction, 

has a short story in The Sword o f Chaos a 
Darkover anthology edited by Marion Zimmer 
Bradley. She has a short-short in the upcoming
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anthology Swords and Sorceress, edited by Brad
ley which las you might suspect) consists of 
sword-and-sorcery fiction with female protagon
ists. Due out this April.

tiark Galeotti. (re Myself). Crossbows can make 
really nasty boles in people Just as well as 
guns-better than many. However, there is no 
outcry to ban crossbows or even to license 
them. Curient firearms could fall by the way
side if a practical defense were to be developed 
or a really superior hand, weapon came along. 
“Archaic” doesn’t mean that it won’t work- 
just that it has been superceded by something 
else that does the same thing, only “Ijetter.”

John T. Sapienza, Jr. (re Myself, Dragonsgold 20). 
Your method of using the difficulty die in 
Runequest! looks very reasonable. It would 
appear that as the integrated circuit was the 
watershed the created the third generation 
computer, the difficulty die may create third 
generation FRPs.
I like the Legends system, but then I got to 
help it along in playtest. I hope someone will 
publish it and let others try it out.

Mike Dawson, (re Myself). Your point is well 
taken. The type of player you describe could 
well decide that having characters with heaps of 
treasure and untold power constitutes winning 
an FRP. They are also the type of players that 
will most likely abandon FRPs because the 
games becomes boring. Still, if that is what 
they enjoy doing, why should I try to stop 
them? Clearly, you and I do not get the same 
things from gaming, but I fail to see that either 
approach is “wrong,” merely different.
I assure you that my characters will do many 
things differently than I would. If that were 
not the case, I would be something other than 
a computer programmer for a living. That the 
characters do not act as I would does not give 
them independence. The decisions taken are 
my decisions, however arrived at. I may make 
those decisions deliberately, either with or 
without checking any noted on the character 
sheet, or the decision may be arrived at * 
through the use of dice, but it is still my deci
sion. I have been known to have a character 
take actions that I know are abysmally stupid, 
but / chose that course of action for reasons of 
my own. I have even publicly stated what I felt 
were the tradeoffs. A case in point was when I 
put it to my colleagues whether a cavalry unit 
my character was leading should do the smart 
thing or the medieval thing. It was decided to 
do the medieval thing, and they proceeded to 
ride down a unit of their own infantry from 
behind to get at the enemy— certainly an action 
I would do ray best to avoid.
Within the game I feel that characters should 
be shown to rise above their cultural biases an 
become the superior people they are usually 
supposed to be. This gives the player through 
the character more options to use the available
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skills in ways that others who stayed immersed 
in the same culture would not. An entity that 
has a great amount of experience of places and 
things not related to what he grew up with 
should be able to take actions that transcend 
those roots. If the fate of the world hung in 
the balance, what compromises would y o u  
make with y o u r background?

Laurence P. Gillespie The literacy rate was given at 
a symposium at the University of California at 
Berkeley about ten or tweleve years ago. I 
don’t recall exactly who gave the figure. As 
soon as I have a chance I will research the 
question a report back in A & E .

Clarke & Cornelius. I believe the book you are 
referring to is C l i f f  Castles a n d  C a v e  D w ellings o f  

E u rop e by S. Baring-Gould, Seelly and Co., 
London, 1911. It looks very interesting and 
time willing I will review it in a future ’zine.

John B. Robillard. Welcome to A d E U

Peter Shapeley. (re Illness). My extreme sym
pathies. A couple of years ago I was laid out 
for a week with walking pneumonia. That’s 
where you’re too dumb to lie down and take it 
easy.
(re Myself). There seems to be a small con
sensus (/.e., someone agrees with me) that a 
DlOO roll— consisting of two dice— is a single 
die roll.
1 like the extra die as it adds to the richness of 
the mathematics and as John T. Sapienza, Jr. 
points out it eliminates the need to record or 
memorize yet more tabular data.

Peter daSilva, (re Spelling Test). Just who gave 
j you a copy of M e ih e m  in  ce K la s ru m ?

Comments —  A<kE 102

Lee Gold, (re Myself). I never had much direct 
experience using the two-handed sword. That 
weapon does leave one somewhat more vulner
able to body hits and of course exposes the arm 
that would normally be behind the shield. 
Other than that, there aren’t many differences. 
Some of the exposure comes at the advantage 
of slightly better head protection.
I assume the examples you mean are the ones 
on how hard humans are to kill. I find it quite 
amazing that our species is considered so weak. 
We did not come to dominate our environs by 
bemoaning our fate and giving up.

John T, Sapienza, Jr. (re Th e R u n e lo rd  W rites ). 
The basic difficulty die system that you’ve out
lined is similar the one Henderson and Turney 
developed for legends, and why do I have the 
feeling I’ve said that before?

Laurence J. P. Gillespie. Please do translated 
write-ups. It should be interesting to see how 
the games are perceived by your Icelandic 
gamers.
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Peter Murray. The store is Games of Berkeley, the 

mat manufacturer is Berkeley Game Co. The 
is a connection between them, but I don’t 
know the details.

David M. Union. Welcome to A & E .

Jonathan Aird. Welcome to A & E ,

Eric Sadoyama. Welcome to A & E .

Carson & Waters. Welcome to A & E . How about 
Frank Herbert sandworms in the Sahara. They 
would probably be happier in the Gobi desert, 
or the Namib, as those are even drier than the 
Sahara. Still, there are plenty of desert planets 
in the SF literature. Then of course there is 
S ta r W ars . . .

Scott Bauer, (re The Big Frame Up). Please permit 
me a quibble. Henry V  is most emphatically 
not “the Black Prince.” That title goes to 
Edward Prince of Wales, Duke of Cornwall 
(the first duke created in England), one of the 
original Knights of the Garter, also known as 
Edward of Woodstock. He was the son of 
Edward III, and under his father commanded 
the right wing at Crecy (1349) and commanded 
at Poitiers. His son was Richard II. Henry V 
(I assume you mean the English one, not—  
say— the Holy Roman Emperor) was the son of 
Henry IV was the commander at Agincourt in 
1415 and was succeeded by his son Henry VI. 
He is also the “Prince Hal” of Shakespeare’s 
//enry IV . As to how what I  would do to find 
out what Henry’s court looked like, I would go 
through the French connection and get down 
my copy of the Hours of the Duke de Berry. 
[W h ic h  is exactly  w hat the p rod ucers  o f  the  
L a u re n ce  O liv ie r Henry V did. — 4 jh }

Now that the trivia are taken care of, let me 
address the meat of your remarks. I agree with 
you. However, I think a first step may be a 
computer system where the machine is used as 
a tool and recordkeeping device.

To that end please see my remarks at the 
beginning of this G C . As to languages— C 
seems to me to be the logical choice with the 
system being written and tested under UNIX. 
The developed system could then be ported to 
other machines. The current trend for UNIX 
and lookalike systems may well lift that 
requirement altogether. Another language pos
sibility would be to use YACC (Yet Another 
Compiler Compiler) to develop a language 
specifically targeted to the task at hand. This 
approach permits one to write a multi-player 
system without initially investing in multiple 
systems, as well might be done in the final 
implementations.
If you have given any thought to the actual 
means of designing such systems? If so, I 
would appreciate seeing what direction your 
design is taking.

Bill Keyes. You have (as usual) done a masterful 
piece of analysis. Your ’zine provides a wealth
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of numbers to complement Scott Bauer’s 
work.
There is one slight problem with your math, 
however. Please, Bill, don’t be over-precise. 
You equate 6' with 1.829 ra. This implies that 
you are figuring height to the nearest millime
ter! If you wish to do so, please specify the 
length of time since the individual has been out 
of bed. Height varies more than that during 
the course of the day. A. similar problem 
occurs with your value for weight. Given what 
you do for a living you should not fall into this 
trap. Haven’t you ever seen news reports of 
the press being kept back “331 feet?” clearly 
the original dispatch specified “100 meters” 
and someone calculated the value to a degree 
of precision not warranted by the data supplied. 
I suggest that height be figured to the nearest 
centimeter and mass no finer than the kilo
gram.

(Aside to Lee Gold. I think if you check, you will 
'find that John T. Sapienza, Jr. got the 
difficulty die from Turney and Henderson).

SPACECRAFT DESIGN for the TRAVELLER 
UNIVERSE

The fo llo w in g  was orig in a lly  started  as an  a rtic le  
f o r  pub lica tion , bu t since / h a v e n ’t  d on e  that with it, I  
th ough t I  m igh t o ffe r it  here f o r  com m en t firs t, i f  it 

m eets with g en e ra l u n d e rs ta n d in g ~ o r even approva l— I  
m ay y e t try it on  on e  o f  the p roz ines in the fie ld .

The Tra ve lle r universe incorporates an exten
sive theory of spacecraft design, notably in H ig h  
G uard. As an engineer, programmer, and longtime 
spacecraft buff, I found several features within the 
design system that did not "feel" right.,

first and most disturbing is that all of the fac
tors and components scale in a linear fashion: that is, 
if the mass of the ship doubles, any ship component 
also doubles, with no regard to any scaling effects 
except for an occasional minimum.

The universe does not work like that. For 
example, all living things are constrained by the 
square -cube law which simply states that if you dou
ble the size of an object without changing any of its 
proportions, all areas increase by a factor of 4 (the 
square of the change) and all volumes increase by a 
factor of 8 (the cube of the change factor). Since 
the strength of muscles, bones, or tree trunks are 
determined by the cross section area while the mass 
follows the volume, large animals (or plants) need 
proportionally larger supports-as seen in comparing 
an elephant and a mouse. This, bye the by, is one 
reason that giant insects don’t work. Similar argu
ments on the square-cube law show why a insect 
doesn’t notice being dropped from an airplane while 
an elephant will splash.

Many factors in the universe, rather than scal
ing geometrically as above, scale logarithmically. 
Human senses respond to stimuli this way. As for
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instance the b e l scale of sound intensity matches the 
response of human hearing. This scale is usually 
expressed in tenths of u n its -d e c ib e ls . .

Second, the fuel requirements given in the 
T ra ve lle r documentation seem to me to preclude any 
wide-scale commercial or military activity. The only 
saving grace in this regard is the great ease and low 
cost with which fuel is obtained wherever you hap
pen to need it. However, if you examine the values 
for range and the probability of finding fuel in an 
unexplored system, it quickly becomes apparent that 
the scout corps is a suicide organization.

The third factor is that technological level has 
almost nothing to do with ship performance. The 
only significant nods in this direction are the fuel 
consumption rate (per ton of engine), which is 
related to tech level, and the minimum tech level 
required by jump capability, as described in the 
revised edition of H ig h  G uard. Neither of these 
allowances produces believable numbers. ,, ,

Fourth, the T ra ve ler ship design assumes that 
all components of a ship have the same density (that 
of liquid hydrogen), and imply that these values are 
treated as displacement tons, after the use of marine 
architecture. What, in the hard vacuum of interstel
lar space, is being displaced?

Fifth, related to the scaling argument above, 
there is no incentive to build large cargo ships— they 
buy you nothing. Terrestrial experience is that the 
larger a ship is-within the structural limits of the 
materials from which it built-the more fuel efficient 
it is. Tra ve lle r has no such economy of scale effects.

In producing a new set of parameters for . 
designing spacecraft, I have attempted to maintain 
the overall game feel of T ra ve ler by making really 
fast communication effectively impossible, and at the 
same time to produce reasons for various tradeoffs in 
ship design. I think this system will allow a ship to 
be set up. with almost any configuration desired, but 
it will be very difficult to build ships that do every
th in g well. To do so would be akin to the player 
character who has all maximum statistics-he’s possi
ble, but it strains your credibility when you see him 
on your living room table.

Table 1 shows the meaning of the various 
abbreviations that will be used in the formulae for 
the various components of a ship. Table 2 has sam
ples of a number of typical ships using the overall 
physical configuration as given in Traders a n d  G u n 
boats. The components will be developed in the 
order shown in this table.

I. The Hull.
m

Hv ■ 15 X H^ m^V m
The overall design mass of the hull can be 

either selected at the start or derived from all of the 
other factors at the end. I prefer to start with hull 
mass as a design point. This approach is particularly 
useful for a spherical ship, since it is possible to get a 
rough size for the ship at the outset.
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The base cost of tne hull is

He ~ Cf X log Hn, kCr
The Cf describes the high cost of labor
and sophisticated materials in the more advanced 
planets. The log H factor reflects the increased 
work involved in building a larger ship.

Note that tech level 10 is the nominal design 
point that gives easy-to-use whole numbers. If the 
tech level is ignored, and the cost factor is set to 10, 
these values are the ones that would be generated.

II. Bridge and Computer.

= 0.01 X ^

B(. = [100 X Hm-b(1000/seat)] x Cf
(model)^ (1000 -f modif +  500) x T1 

Tf
By = 12.5 X Tf per seat

0.05

Cc =

B Tf Ep per ton

The mass of the bridge is a composite of three 
things:
1. The bridge proper.
2. The control and power wiring throughout the 

ship.
3. The ship’s computer. I personally do not 

believe in multiton computers in spacecraft. 
Therefore, the bridge mass includes a (small) 
allowance for the computer.
The minimum mass of the bridge is 10 tons, 

and provides for a bridge crew of two. This is two 
seats in cost calculation. This minimum is sufficient 
for any ship of no more than 200 tons. The max
imum requ ired bridge will mass 40 tons. Commer
cial vessels will almost never exceed this value, 
regardless of how large the ship may be, since mer
chantmen do not use large crews for economic rea
sons. Military ships will allow the bridge to increase 
in size and mass to provide for additional crew posi
tions and the bridge. The volume of the bridge 
allows for 12.5 m^ for each crew member that may 
be on the bridge on duty. There is a minimum value 
of 30 m^ for a two-man bridge. This volume is sub
ject to variation with tech level, since those from 
higher-level cultures will demand more persona! 
space. Power consumption varies with the actual 
tonnage involved, since more equipment takes more 
power, and also by tech level, as the more sophisti
cated gear will be more efficient. The cost of the 
bridge depends on the size of the ship, because the 
bridge systems connect throughout the ship, and the 
number of crew seats provided on the bridge ;o run 
the ship also varies by size.

The cost of the computer component depends 
on the model of computer, with an additional 50% 
addition for the modified models—that is, those com
puters specified as bis or f ib -
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III. Engines

There are three engines on a ship: they are for 
ship’s power systems, maneuver drive, and jump 
drive. All enjeine components have the same den
sity, v = 6 nr/t, with a minimum of v = 15 +
2 m'/t for engines of not more than five tons. 
These volumes comprise both the equipment itself 
and the work spaces and watch-stations associated 
with it.

A. Power Plant

0.01 X Tf
Pg = 0.5 X Tf Ep per ton 

0̂ 5 
PnPf X Tf per month

-I- 10% if unrefined 

fuel is usable 

+ 20% on unrefined fuel, 

but not designed that way

The mass is the minimum required for a ship, 
but it may not be sufficient for a ship with high 
energy consumption.

Power generated depends on the amount of 
engine present and efficiency.

Fuel consumption goes by total engine mass 
and the ever present technological efficiency factor. 
In a ship whose engines are intended to use 
unrefined fuels, the engines will use an additional 
1G% over the normal value. So if you want to be 
abie to use such fuel, you had better prepare for a 
loss of endurance.

The cost of power systems is
Pg =0.3 X Cf MCr per ton.

If the ships were to be run on unrefined fuel without 
having been designed for it they would use 20% 
more fuel than nominal.

B. Maneuver Drive
0.02 X X A„,„M  = Tf

Mr 0.25
M , x  Tf t per month

-f- 10% for unrefined fuel

+  20% for refined fuel engines

running on unrefined fuel

The mass of the maneuver drive depends on 
the mass to be moved and the desired peak accelera
tion in gravities, where one gravity is 10 m/ŝ .
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Fuel consumption is based on the assumption 

that the ship will average one-half its peak accelera
tion. There is the usual 10% penalty for the ability 
to use unrefined fuel and the 20% penalty for run
ning an engine designed for refined fuel on 
unrefined fuel.

The maneuver drive does not draw power from 
the power plant, since it contains its own integral 
power generation systems.

The cost for the maneuver drive is ,
Me *=0.2 X Cf MCr per ton.

C. The Jump Drive
=  ̂̂  Jma. X log He 

5 X Tf
0.02 X X J2Jf = Tf

Jf(rate) = It per ton engine per min.
Jt = 1 + Jf/Jf(rate) minutes

The jump drive is the critical component in a 
starship. The minimum tech level to produce a Jump 
engine is 9. The formulas are based on the theory 
that the engine creates a field that causes the hyper
light jump to occur. The engine size is determined 
by the radius of action of the engine, the maximum 
possible jump range (in parsecs) that can be pro
duced, with a small modification for the mass being 
moved, and the time needed to build up enough 
energy in the field to effect the desired jump. I hold 
no belief in a theoretical maximum limit to jump 
range, but the fuel consumption climbs more rapidly 
than the range of the jump-so rapidly, in fact, that 
there are no extant examples of a jump drive with a 
range greater than six parsecs (J6).

Drives are manufactured at standard costs with 
integral multiples of 5 meters radius of action, stan
dard ship tonnage mass ratings, and unit parsec peak 
jump distances. Which is to say that before applying 
the Tf divisor and the log H  factor, the jump drives 
come in unit ton masses.

While the formula gives the engine mass 
necessary to produce a given performance figure, 
large military ships will generally use significantly 
larger engines than this in order to cut down the 
time needed to complete the jump once the engine 
procedures are started. Jump engines do not con
sume power plant energy, since part of their mass 
comprises its own power units. Fuel consumption is 
determined by the actual mass being moved and the 
square of the jump used.
. Again, there is a 10% fuel-consumption penalty 
If the engine is designed to use unrefined fuel: If 
unrefined fuel is used in an engine not designed to 
use I t ,  however, this is not only a 20% fuel con
sumption penalty as described above, but also the 
chance of a misjump, as specified in T ra ve lle r B o o k  2.
1 he rate of fuel consumption will control how long it 
takes to establish a stable jump field (Jj).

The cost of a jump drive is a function of itsmass.

IV. Accommodations
Staterooms and Quarters
Qm = 4.0t each 
Qv = 50 X Tf m^ each 
Qe=0.1Ep each 
Qc == SO X Cf kCr each 

Low Berths 

®L„, ==- ^  t each
BLv = 20 m^ each 
BLc = 5 X Cf kCr each 

0.1
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BL Tf Ep each

Emergency Low Berths
These come as modules for four people per 

module.

8Em “ t each

BEv = 25 m^ each 
BEc = 10 X Cf kCr each 

0.05BE„ Tf Ep each

A. Staterooms
The data for the stateroom include the prorated 

share of corridors, common areas, and galley facili
ties necessary for living aboard a spacecraft.

The mass for each stateroom is constant: 
although the mass for the subcomponents 
represented by the stateroom decreases with tech 
level in the usual fashion, higher-level cultures will 
put more equipment in for increased comfort and 
convenience.

In the 100-ton Scout there are four staterooms 
for a maximum crew of eight with double occupancy. 
At all tech levels of this ship,

Q,-I6.0t
The volume represented for the stateroom 

varies with tech level in the opposite way to that 
shown for bridge volume; that is, it grows larger with 
increasing tech level, as the personnel demand more 
privacy and personal space. A sidelight to this factor 
will be that crew members on ships built at less than 
their home planet’s tech level will demand higher 
wages for working in “cramped” quarters on “primi
tive ’ ships. Passengers for such ships will similarly 
try to drive down the cost of passage. For the same 
reasons that the mass for staterooms remains con
stant for varying tech level, so does the energy 
expenditure for their mass. The cost of staterooms 
vanes simply with the tech level.

The mass of a low berth decreases with 
improved equipment; at higher tech level, the 
volume of a low berth is determined by the amount 
of space required by the person occupying the berth
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and the needed workspace around the berth. Cost 
follows the usual pattern. There are no low berths 
specified in the sample ships.

The mass of emergency low berths decreases as 
tech level increases, while the volume is again deter
mined by human factors. Cost uses the usual pat
tern. Not only do high-tech crews to show dissatis
faction with a ship whose emergency equipment does 
not seem adequate to them, but low-tech ships visit
ing'‘less-than-friendly high-tech worlds may have 
their operating certification lifted until all such equip
ment is replaced (at high cost!) with the local high 
tech equivalents, or be forbidden to leave the sys
tem. There are no emergency low berths specified 
for the sample ships.

V. Environmental Conditioning
This is the first of three ship components that I 

will introduce that is not included in the Tra ve ller  
ship design system. This equipment is the ship’s 
life-support system. Without it, the ship will have a 
very short “staying” time for its operation.

Nn, = 0.01 X -—  tons

N. 15 3 ,—  m'’ per ton

Ne == Ep per ton

Nc = 50 X Cf kCr per ton 
E(j = (0.01 X X Tf)̂  weeks 

where is the mass 
being conditioned

The mass is a “legal” requirement to obtain 
the papers needed by an operating spacecraft. The 
actual figures may be hrgher for reasons not related 
to the legal requirements, such as the ability to func
tion in a nonemergency mode with a partially dis
abled system or a desire for long-duration trips 
where full shipyard facilities at a suitable tech level 
are not expected to be available-such as voyages of 
discovery or exploration. I will show hov/ to com
pute the duration of stability of the plant later, as 
this depends on data that have not yet been gen
erated. The volume of the system depends on the 
actual tonnage modified by the tech factor, since 
most of the actual plant consists of gene-tailored 
organisms. For the sample ships, The energy 
requirement is a tech-modified value of the actual 
tonnage in use. The cost is my old friend, a constant 
Times the technological cost factor times the tonnage 
in use. The stable lifetime of an environmental 
plant does not deppd on the mass of the ship but 
on the mass that is being conditioned. This mass 
excludes weanon turrets, armor, structural members, 
cargo space (if possible in a given case), and fuel 
tankage. In short, if crew members have to go into a 
section routinely, then it must be included in the 
controlled volume. The total is figured in tons and 
this total is given as M^. will almost always be a 
good deal larger for military and passenger ships than

Page 7
for cargo vessels of comparable size. Regardless of 
any indications to the contrary, no environmental 
system is stable without maintenance for longer than 
one year. The total mass, however, can be divided 
into two or more independent systems and alter- 
nate'y operated and serviced to give the ship 
extremeiy long endurance At a shipyard, lifesystem 
servicing costs 1 x Cf kCr per ton of plant, where 
the representative tech level of the yard determines 
the cost. Note that a world with a tech level lower 
than that of the equipment will not have the parts, 
filters, and “seed” organisms for a given system. 
Refit parts (etc.) x be purchased for 100 x Cf per 
ton, and a full refit requires one ton of such parts 
per 100 tons of environmental equipment. Refits 
will require four man-weeks per 10 tons of equip
ment, at a minimum of one week.

VI. Emergency Air Equipment
EAfn = 1 t per 1,000 per week 
EAv = 2 m- per ton 
EAc = 2.0 kCr per ton

This is an optional, though desirable, part of 
the ship. Since it consists chiefly of compressed gas 
and simple filters, its mass, volume, and cost are 
independent of tech level.

VII. Ship’s Vehicles
The mass, cost, and volume of ships’ vehicles, 

from groundcars up to possible auxiliary interstellar 
craft, is not subject to simple formulae. Any such 
craft will add their volume and mass to those of the 
ship proper; in addition, on ships over 1,000 tons, 
they will mean an extra 30% of both mass and 
volume for vehicles below 100 tons, or 10% for 
vehicles of 100 tons or more. This add-on covers 
access ways, hold-down clamps, launch facilities, 
power connections, and any other auxiliary services 
required. The cost will be:

V^ = 200 X Cf Cr per ton.
for the shipside connections, the vehicle is extra. At 
this point a partial total of the data is needed.

VIII. Subtotal
The sum of items I through VII covers all of 

the mass, but not all of the volume that is to be han
dled by the environmental conditioning and the 
emergency air systems.

The additional volume comes from all those lit
tle out-of-the-way places that are either useless for 
anything' practical-and hence cannot be classified 
under any functional category-or are taken up by 
cable conduits, power leads, plumbing lines, fuel 
feed lines, and so forth. This space is dependent in 
part on the shape of the hull. Long graceful ships 
lose p lot of space. For wedge- or needle-shaped, . . 20 ships, this comes to an extra "jfvolume of the
total volume so far. For cones and cylinders, the
loss is ‘ind for other hull shapes the loss is
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There is now enough data to compute the 
stable duration of the environmental control system
as:

E(j = (0.01 X Rn, X Tf)̂  weeks.

IX. Weaponry
I have not redesigned the weapon system.s. 

The data in H ig h  G u a rd can be used by assigning an 
appropriate density to the equipment or simply 
defaulting to the T ra ve lle r density of 14 m^ per ton. 
Weapon turret sizes can be derived from the plans 
for the Broadsword class cruiser published in the 
J ou rn a l o f  the T ra ve lle r 's  A id  Society, No. 8. This 
turret is 6 meter in diameter, one-half of which is 
“inside” the ship. There will also be mounting and 
aiming equipment in the ship. The totals for the 
ship are:

3 ,—  -1- weapons tonsW„

Wv = râ  inside ship

i.e., 1/2 of 110 m^ turret 

-I- 15 m^ machinery, etc.

Wj; = + weapon Ep

Wj = 10 X Cf -H (weapons cost) kCr

Two things should be noted about these 
■’.rrets. (1) Placement of the turret m ay increase 
Uie maximum dimension of the ship, thereby 
.affecting the radius of action for the jump drive. (2) 
In order to have room for clear fields of fire and 
other necessary outside mounted equipment, there is 
a lirnit of one turret for each 500 m^ of surface of 
the ship. The cost of weapons will be 0.1 x Cf times 
the cost given in H ig l. G uard , plus the cost of the 
turret itself, amounting to 50 x Cf kCr, The energy 
requirements for this weapon systems are the princi
ple reason for the oversize power plants on military 
ships.

50 X (1 -f log af) , ;------:pj:— ®---kg/mj

X. Armour.

D„,-

Dv = O.li af mVm^— covered
Dj = 40 X Cf kCr per ton

Armour is a strictly area effect. It has nothing 
to do with the mass or volume of the ship it is 
applied to (except insofar as mass influences volume 
and volume influences surface area), and may be 
used selectively both inside and outside a ship.

XI. Structure.
c _ OOl ^ log

Tf tons
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S = 1 m^ per ton 
3c = Cf kCr per ton

This corhponent is included to account for the 
fact that the ship must hold together under accelera
tion. There must be something there to keep the 
ship in one piece. It is possible to install sufficiently 
powerful maneuver drive engines to exceed the 
designed structural limits. If such accelerations are 
actually used, there is an immediate chance of 
wrecking the ship— 1 in 6 for each gravity over the 
structural per turn, and a residual chance of 1 
in 6 for each gravity over structural used times 
the current average acceleration each week. E .g ., if a 
ship designed to take two gravities accelerates at four 
gravities, each turn this is applied there is a 2 in 6 
chance of structural failure; if after the over
acceleration has ceased there is a (2g above A  ) x 
(Ig average), or 2 in 6, chance that the structureVill 
fail anyway each week. Increases in the cost of 
structure reflect the cost of improved materials and 
better fabrication techniques, as well as the higher 
cost of labor on high-tech worlds.

XII. Cargo
Lv = 15 mVt

Cargo mass will be as wanted. For arbitrary 
cargo I suggest an allowance of 15 m^ per ton of 
cargo hold. If a ship is built to carry a specific cargo 
or type of cargo, such as oil tankers or automobile 
carriers now, and the cargo is known to pack to a 
particular density, that figure should be used. Cargos 
such as bulk liquids (wine, oils, water-based solu
tions) or grains (or other human foodstuffs) will 
pack to about 1 m^ per ton.

XIII. Fuel
20 per ton
0.01
Tf per ton

Fuel used by starships in T ra ve lle r is liquid 
hydrogen. One could, however, design a ship to run 
using water and an electrolysis plant to extract the 
hydrogen on the fly. The density of water is 1 ton 
per cubic meter, making the effective ratio 10 
mvton of hydrogen. The energy requirement is 
twice tjtat required for liquid hydrogen to power the 
electrolysis. The mass of the fuel will be the balance 
of the ship. The volume is the fuel itself plus fuel 
lines, pumps, and insulation. The energy require
ment for the fuel is that required to keep it cold for 
extended periods of time, against insolation from the 
outside and conductive heating from the rest of the 
ship. The cost is included in the basic hull cost.

In order to calculate the fuel load, an updated 
subtotal is needed.

The difference in mass between and the 
subtotal can be used for fuel capacity to bring the 
ship up to its nominal mass. This will also enable 
one to calculate the volume and energy requirements 
for the fuel supply. The fuel consumption figures
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given earlier now allow a calculation of the range of 
a ship, assuming that one jump is taken each week.

Performance, as shown in table 3, correlates 
very well with both tech level and realistic expecta
tions of an exploratory vessel, and make the high 
price of a high tech level ship worthwhile. This type 
of performance also shows that merchant vessels will 
probably travel at low speed, especially on lo.ng runs 
(cargo permitting), and that there will be a premium 
on high speed cargo and passenger service. The fuel 
requirements of higli speed interstellar movement 
will also tend to adversely impact the radius of action 
of fast military strike forces, much as among the sur
face navies of World War II.

XIV. Other Considerations
For those who wish to add a little extra spice to 

their game, ! would like to mention the following 
additional enhancements:

1. A planet may construct craft that exceed the 
planet’s tech level for experimental or military pur
poses. This is one way to increase their technologi
cal expertise. The cost of such procurement will be 
4® ‘ times as great as the nominal cost of the target 
tech level unit, (where 6T1 is the difference in tech 
levels) since such construction involves massive 
research development. For the same reason, it will 
take 2®'*'' times as long as normal to complete the 
project. Such equipment will be notoriously cranky 
and unreliable, and spare parts will have to be 
custom-made. On the other hand, below-tech-level 
equipment can be made from archived data at a cost 
of 2”®’''* of the nominal cost— although, prbably with 
personnel spaces at the space that would normally be 
used at the planets actual tech level. All R & D  has 
been written off, and smaller firms may be hired to 
do the work routinely.

2. The major military forces of a planet will 
always try to have the latest possible models for their 
front-line forces. Thus 20% to 30% of the military 
forces of a planet will have equipment at least one 
tech level better than the rating of the planet.

3. tinder normal conditions, the jump field 
extends slightly beyond a ship-Talmost always less 
than ten'meters, often less than five meters. If the 
field extends very far out past the ship, two interest
ing possibilities could occur if there is a massive 
objective partially within the field. These alternatives 
may be termed “capture” and “anchor.”

a. Capture-that portion of the external 
object will be taken along on a jump, all 
of it if it is wholly within the field. If this 
is true, merchant vessels will be 
extremely wary of any ship that wants to 
approach too clo.sely and cannot be 
immediately and positively identified.
b. Anchor—the object partially within the 
field will “anchor” the ship in space, 
probably wrecking the jump engines of 
the ship when it tries to jump. In this 
case, military ships winning a battle will 
attempt to get part of their ships’ struc-
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ture inside the jump fields of their opposi
tion, to try to prevent their escape. Mer
chant ships will be wary about ships 
encountered at remote locales where 
there is no help nearby.
4. Jump drive.? may be retuned to alter their 

mass range-radius limits. This would tend to pro
mote the development of relatively few models of 
drives to be tuned for a broad range of characteris
tics. This would cause a drop in the price of such 
drives, and a lively used-drive market. The retuning 
would ;ake one man-week of labor for each five tons 
of drive, for a proper job. A minimum of one week 
would be required to do this. An emergency retune 
could be done in one man-day per ten tons of drive, 
in a minimum of two days. Emergency retuning 
would lead to a 10% increase in fuel consumption 
and a chance of misjumping on 11 -f on 2D6. Risky, 
of course, but if you’re that desperate. . . .

5. During major wars it is sometimes necessary 
to produce vast numbers of ships quickly and chea
ply. Under these circumstances, mass-production 
shipyards are set up using prefabricated subassem
blies. It takes three years to put the procedure into 
full operation, btit when it is going, a shipyard in this 
mode can build ships at a peak rate of one day per 
1,000 tons of ship from keel-laying to “launch.” 
These ships will be of one single standard design, 
and they will each require one month of fitting out 
and flight trials. Th e ships w ill be p rod u ced  a t 1 0 %  o f  
n o rm a l cos t a n d  they w ill be bu ilt a t a n  e ffective tech - 
leve l on e  less than n o rm a l f o r  the shipyard involved. 
This idea is based on the production of the Liberty 
ships of World War II. They were 10,000-ton steam
ships, and the record time from keel-laying to launch 
was 80 hours.

6. If you want to cope with the bookkeeping 
involved, you can calculate the fuel requirement for 
a jump just prior to making the jump based on the 
ship actual current mass. This will produce slightly 
better performance in terms of jump range or permit 
less fuel to be carried. If this technique is used, the 
referee would do well to have planetary governments 
have regulations (and the resultant port authority 
inspections) requiring commercial vessels to main
tain a minimum fuel reserve of arrival— most likely 
enough to travel one or two parsecs at jump 1. If 
this reserve is not present, the local authorities will 
probably hold an inquiry into the emergency that 
required the use of the reserve.

If any of these design features seem unduly 
complex, I point out that I can lay out the specs for a 
ship in about one hour, doing all of the calculations 
with only the aid of a set of log tables. It is always 
possible, of course, to design at tech level 10, in 
which case log T1 equals 1 and drops out of the equa
tions, and the cost factor Cf equals 10, making cost 
calculations very simple.
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Table 1.
A. Ship Components

E —  Engine. This may be any type of "engme’'--usua!!y either power plant or maneuver drive engines.
P “  Fuel. Used in fuel consumption and storage calculations.
D  =  Armor factor.
H == Ships hull.
B = Bridge. .
C =  Computer.
P =“ Power plant.
M  =  Maneuver drive.
J = Jump drive engine.
L =» Cargo. t
R =  Occupied portion of the ship. See the E n v iron m en ta l C on d ition in g section.
Q = Crew and passenger quarters.
S =“ Ship structure, that is, what hold the ship together.
BL =Low berth.
BE “ Emergency low berth-holds four.
EA “ Emergency air supply.
N  =  Environmental conditioning equipment.
B. Factors

“ Mass of component X. Expressed in metric tons.
Xy “ Volume of component X. Expressed in cubic meters.

of component X. Expressed in Credits, Kilocredits, Megacredits, etc.
Xj “  Time to use component X. Expressed in common units.
X^ “ Radius of component X or its radius of action. Expressed in meters or parsecs, depending on the refer-

T1 “  Technological level. This is a measure of the capabilities of the planet that constructed the ship. Most 
components can be built at T1 = 7, but jump drive engines require T1 =  9. Increasing tech level will 
tend to make equipment smaller, lighter, and more eflScient—and more expensive.

” teĉ °lJvel Factor. This is the relative factor by. which mass and efficiency vary according to

u antiiog (Tl/10). Cost Factor. This gives the relative change in cost for the same equipment 
built by installations at various tech levels.

8 T1 ^fT|l - Ti2]. Change in tech level. This is the absolute value of the difference between a planet’s tech 
level and the effective tech level of any item of construction.

3 “  Acceleration. Expressed in gravities (g), See g as a unit of measure.
® m ax “ Maximum design acceleration, 
j =  Jump distance. Expressed in parsecs.
■>max “ Maximum design jump distance.

°°po?ntŝ  running component X. Power production and consumption are expressed in energy

X a “ The area of component X, expressed in square meters. ,
C. Units of Measurement

t =  Metric ton, 1,000 kilograms, equivalent to 2,208 pounds.
“ Cubic meter. The volume of a sphere is 4/3 rr r̂.

Cr “ Credit, base monetary unit. 
kCr “ Kilocredit, 1,000 Cr.
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MCr = Megacredit, 1,000 kCr or 1,000,000 Cr.

“ Square meter, 
m  =  Meter.
g =  Acceleration expressed in gravities. I g. equals ”10 m/ŝ ". The acceleration due to the Earths gravity at 

the surface is 0.98 g.
s =  Seconds.
Ep “ Energy point. A measure of relative energy p odcction or consumption as used in H ig h  G uard.

Table 2.
To start the ongoing example;
“  100 t. This is the same at all tech levels, since it is a design point. It will, however, determine such 
things as fuel capacity and nominal fuel consumption.

V “  1,500 m^ -Again, there is no T1 dependency. If f were designing the shape of the ship, 1 could use the 
figure to determine the necessary dimensions-especially easy in the case of a sphere, 

length =  38 meters Since I am using the design in Traders a n d  G unboats,

radius “ 20 meters the length of the ship is the only dimension I need to worry about. An even number 
greater than half this value will be used as the radius of the jump field.
These numbers allow me to establish the values of recurring factors for the balance of the design:

log = 2,0
and for the various tech levels of the sample ships:

1. For T1 “ 7, Cf =  5.012 and Tf = 0.845.
2. For T1 = 10, Cf = 10.000 and Tf = 1.000.
3. For T1 “ 15, Cf = 31.62 and Tf = 1.204. .

at T1 “  7 = 10,024,000 Cr;
at T1 =  10 (the level that gives nominal values)

= 20,000,000 Cr;
at Ti “ 15 = 62,240,000 Cr.

: For the sample ship, the minimum value is the appropriate one, and gives
at Tl “ 7, B “  11.8 tons 
at Tl “  10, C  =  10 tons’ _m - „= 8.P tons mat Tl “ 15

On the sample ships, the minimum applies, yielding
at Tl 
at Tl 
at Tl “  IS, B”

B„ = 24 m^
ib, C  “ 30 m-̂c _3j5 m"

So:
at Ti “ 7, B =  0,6 Ep 
at Ti “  10. “  0.5 Ep
at Tl = 15, B “ 0.43 Ep

For the ship in question, the computer is a model I-bis.
At Tl == 7, B = 60 kCr

215 kCr
at Tl = 10, 120 kCr

150 kCr
at Tl = 15, CBc = 379 kCr

100 kCr
The sample ship design will require significantly more power than the minimum indicated.

At Tl == 7, =  9.6 t V = 57 m'
Tl = 10, Mp =  7.0 t V = 42 m;
Tl “ 15, = 5.1 t V =  31 m
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The sample design falls into this category.

At T1 = 
T1 = 
T1 =

 ̂7, 
10, 
15, E

- 4.0 
= 3.5
- 3.0

At T1 = 
T1 == 
T1 ==

= 7, 
10, 
15,

P, =  6.2 t/mo. 
P̂  =  3.85 t/mo. 
Pj =  2.4 t/mo.

At T1 = 7, P 14.4 MCr
T1 = 10, - 21.0 MCr
T1 =  15, P., = 48.4 MCr

The sample ships are to have a peak acceleration of two gs. Therefore;
at T1 -  7, 
at T1 == 10, 
at T1 =  15,

M^
m :

6.0 tons
4.0 tons 
3.4 tons

M  = 36 m^ 
M^ = 23 m3 
M„ =  22 m3
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For the sample designs:

At T1 
T1 = 
T1 =

at T1 
at T1 = 
atTI =

= 7, 
10, 
15,

= 7, 
10, 
15,

M(̂  = 2.0 t/mo. 
M(. =  1.1 t/mo. 
Mf == 0.8 t/rao.

K
m !

6.0 MCr
8.0 MCr 

21.5 MCr
The sample ship has a design point of J2.

At T1 =  9, 
T1 =  10, 
T1 =  15,

At T1 =  9,

Jm =  16-8 t 
Jm = 6̂.0 t 

=  13.6 t

T =  101 m3 
== 96 m3 
== 82 m3

Jj- (rate) =  16.8 t/min 
for J1 Jj. =  2.6 t, J =  1.0 min 
for J2 Jj. =  10.8 t, J| = 1,7 min

T1 =  10, Jf (rate) =  16.0 t/min
forJl J 2.2 t, Jj = 1.2 min
for J2 Jj. — 8.8 t, Jj == 1,6 min

T1 = 15, Jj- (rate) 13.6 t/min
for J1 Jj. —  1.9 t, J =  1.1 min 
for J2 Jj- = 7.6 t, Jj = 1.6 min

At T1 =  9, J = 8.4 MCr 
T1 = 10, J =  16.0 MCr 
T1 == 15, Jj, =  43.0 MCr

all tech'le'jjls otthilS,^ staterooms for a maximum crew of eight with double occupancy. At

For the samples:
Qm =  160 t

At T1 =  7, 
T1 =  10, 
T1 = 15.

Q = 169 m3 
=  200 m3 

Q„ =  235 m3

For four staterooms:
Qj. =  0.4 for all of the sample ships.

at T1 =  7,
T1 
T1 =

10,
15,

1.0 MCr
2.0 MCr 
6.3 MCr
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In order to keep the ships being test-designed in space for an extended period, I have chosen to use twice the 
required environmental tonnage (before applying the Tf factor), which yields;

at Tl = 
T1 = 
T1 =

= 7, 
10, 

15,
N.

= 2.4 t 
- 2.0 t 
= 1.7 t

For the sample ships,
at Tl = 7, N = 43 rn̂
Tl = 10, . = 30 m-
'I! = 15, = 22

At Ti = 7, N =  0.3
Tl = 10. N„ = 0.2
Tl =  15, N; =  0.15

At Tl = 7, Np = 0.6 MCr
N  = 1.0 MCr 

= 2.7 MCrTI = 15,
Among the sample ships, only the tech-level 15 ship car-nes emergency air.

At Tl = 15, EA_
EA„

' 1 ton 
2 m^

EA^ = 2.0 kCr
The lOOt Scout carries an air raft at 4,0 tons, requiring 60 m^ of stowage space, at a nominal cost of 600 kCr 
for the vehicle. For this ship portion of this;

At Tl == 7, V = 4.0 kCr
Tl = 10, V = 8.0 kCr
Tl = 15, V = 25.3 kCr

At this point I will tabulate a partial total of the data for the three sample ships (the same ship at three different 
tech levels).

This makes the revised subtotals read;

M a s s V olum e C os t
T! =  7 66.6 t 490 41,303 kCr
Tl =  10 59.0 t 481 68,878 kCr
Tl =  15 53.3 t 489 m^ 185,246 kCr
the losses are; 

at Tl == 7 116 m'
Tl = 10 96 m^ ,
Tl = 15 83 m^

read;
M a ss Volum e C ost

Tl =  7 66.6 t 606 41,303 kCr
Tl = 10 59.0 t 577 68,878 kCr
Tl = 15 53.3 t 572 m^ 185,246 kCr

At Tl = 7, d = 27 weeks 
Tl =  10, d =  39 weeks
Tl =  15, d =  53 weeks or one year-the maximum allowed

emergency air is enough for 1.75 weeks.
On the sample ship there is one turret, mounting one missile rack (0 Ep-nominal, 1.0 ton-nominal) and one 
laser (1.0 Ep-nominal, 1.0 ton-nominal). So;

at Tl = 7, W  . =  5.9 t 
W"’= 83 m^

=  92: kCr

W  = 2 5e
Tl = 10, W  

W
= 5.0 t 
70 m-’ 
2.0

Tl =  15, = 4.3 t 
W ™  = 6C

=  1,850 kCr

=  5,850 kCr
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=  1.7e

The lOOt Scout is not armored. The model design will have a structure designed to withstand two-eravitv 
accelerations.

At T1 == 7, 

T1 - 10, 

T1 = 15,

Sn. = 6.0 t 
=  6 m^

Sn, “ 4.0 t
A 3*= 4 

=  3.4 t
A 3Sy = 4 m^

30 kCr 

40 kCr 

108 kCr
The sample ships can carry three tons of cargo of unspecified type. At any tech level this gives 

A new subtotal gives;

The totals for the three ships are

''c = 45 m-\

M a s s Volum e A v a ila b le  M a s s
T1 = 7/ 81.5 t 740 18.5 t
Tl = 10 71.0 t 696 m^ 29.0 t
Tl = 15 64.0 t 681 36.0 t

At
Tl =  7, Pm = 5 t

370 m^
Fe = 0.2

Tl =  10, Fm =  29.([) t
= 580 m3

Fe = 0.3
Tl =  15, F„ = 36.0 t

F: =  770 ^3m

k •
Fe = 0.2

M a s s V olum e C os t
Tl = 7 100.0 1 1,110 42,260 kCr
Tl - 10 100.0 t 1,276 m^ 80,768 kCr
Tl = 15 100.0 t 1,401 191,204 kCr

Table 3.

tJw k
Ju m p  1

Tl =
range fu e l  ba lance

7 4-:65 t 3 ps 4.55 t
Tl = 10 3.45 t 8 ps 1.10 t
Tl = 15 2.70 t 13 ps 0.90 t

Jum p 2

Tl =
tJw k range fu e l  ba lance

7 12.45 t 2 ps 6.05 t (1 ps at J1 -f-
Tl = 10 10.05 t 4 ps 8.90 t (2 ps at J1 +
Tl = 15 8.40 t 8 ps 2.40 t

lines words chars.
2089 10697 58960 gel 8

1.40 tf)
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AS ;̂ oji may remember, we left our (alleged) heroes about 

entertain some guest off the Irish coast:
_ Earl Geoffery, at the sound of '-Everybody to armsi'', graded 

his 2h sword and ran to the starboard rail, bo did most of his . 
party, and Captain Cole. For a experienced captain, the appe^^rcnce 
of two probable hostile ships would have only one option; run. 
However, he usually did not have on board so many powerful 
warriors. A strategy was worked in only a minute; lord Geoffery 
and his party to defend the starboard side while the ships normal 
complement of marines to hold the port side, .

Lord Geoffe*ry -lUickly organized his party. He and his two 
Kzin guards would launch a attack the moment the Irish boat came 
alongside, while' Glisa, Fenora and Claude attacked from'the , 
far end of the ship.^ '{fhile giving orders '(something Geoffery 
was naturally good at), he strugled t5 don his breastplate, . 
brought up from below by Klith-Sargent, and hoped that these • 
boats full of armed warrlcfrs (appo^rently) trying to be friendly. 
He'd hate to start a incident while on a supposedly simple 
mission. Thoughts of starting a incident were soon replaced with 
concern over trying to duck a volly of javilns as the first 
boat pulled al-ongside. Th/ charge of the lightly armored Irish , 
was met by a much better armed and armored force , itself charging 
from a height advantage. Geoffery and the two kzin easily pushed 
back the small line before them, and preceded to hacking their 
way back along the enemy ship. Those that did,not go down under 
their greatswords were bashed ovtfrboard. Meanwhile, Gliss,
Penora and Claude started in on the dther side of the boat, * 
with nearly the same results.. Seeing h»w easily all this was, 
Charlotte jU''ped into the middle of the ' raelle, and was
promptly knocked off her feet. Putther harm was prevented by the 
arrival of 1200 pounds of unicorn, who came to her rescue, mush 
to the suprise of a warrior who found himsel'f inspecting the 
base of a up.icorn horn at very close range. Those few Irish 
w*ho were still standing decided at this point to. take the most 
useful part of valor and go swiming. '

While this was, going on, the marines, with help from the ships 
crew, were holding their own on the port side. The sudden arrival 
of Drager and Gomer tilted the odds in their favor. V/ith the 
arrive! of the .bloodied rest of the. party (including unic.orn), 
the Irish lost heart and cut their grappeling ropes, and rowed 
strongly for, shore. As shore was into the wind, the Albatross 
could not gain on it, and the swimers avoided the ropes cast them 
After a few minutes of this, both Captain Cole and Geoffery 
gave up and preceded to the Saurian settlement in Southern Ire
land, After taking' on suj^plies (and two Saurian ambassadors), 
the Albatross sailed south.Avoiding, the french’ coast, and* jus\ 
keeping in sight of the Spanish coast, she soon came to. the ^
Mediterranean. * * ' V

Some thoughts on Lycanthropy; '■ ' *
In stories/legends ect. there seems to be > .types of shape 

changers. The first type are those that change by magic. Often 
this involves the use of a skin of’ *the. animal type to be changed 
into." In almost all casts* the changer retains controll of 
his/her mental* abilities; although staying too long i^ were- 
shape, in some stories, can result in loosing-' your identity in ^
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animal shap. In some 
has to be that of

Paul '/Waters
cases, the 'skin used to 

a true were-animal, in which one 
the chance of possesion by the spirit of the original 
This type of sljape changer seems to be more common in

either primative'-or mohile cultures* 
the Earthsea Trilogy^ where a skin is

A variation of this is . 
not needed to shape-change

th packs,of other weres* 
lycanthrrpes, these kef'p

but one risks loosing one's identity the longer you stay .
changed. ■ 'The second, and least covered, type of’shape-changer'is:the 
animal that can take on human form (a were-person ?)* This is 
represented by the oriental•were-foxj who usually comes across 
more as a .trickster tlif'n a danger* I also, view the. (old,/i, SSf) 
L&P were-rat as such* ~hesp may be the ra^st dangerious type' 
of were, '^irst, they almost always work with packs of normal 
creatures (rats, wolves, ectl or wi 
Second, unlike many views nf normal
all of fhihnir cunning and intelligence in both animal and 
human form, Eortunatley, these seem t* be rare. The only, 
store I have ever read with one of these was by .Karl Eduard 
tVagner. ■ ■ ■ ■ ■ •Einally, there are the true lycanthropes ^actually, trero- 
thopes, lycanthopes actually are only worc-wolves). These are 
humans who, under the Influence of the full’moon .(probably 
influenced by polarized light, according to f’»ul Anderson, .
since they .'seem to, in most stories to chang'' when the moon
light is present, not ^ust when the_moon rises; although I 
expec.t that tidal .forces .are a .stro’ng influence. .The full moon 
d*es influence'crime rates.) Important factors to remember 
are, ■ one,' that the conso«rvation of mass holds, so that a 180 . 
peund man becomes a 180 pound wolf (that make.s one big wolf), 
and, in all the were-stories, they become another mamal. Usually 
they change into a large •.predator comon-.to the area that the 
story . takes'- place in. This second tendency makes sence, ̂ it;s 
hard to have a story a,bout a werr-tiger when there.are no' tigers 

the animal on. '̂ he conservation of mass in interesting, 
the stories that have things such as were-bears, the, 
map form tends t̂o be big. Also, were-ability seems 

’ (thus families of wcre-wolves are' 
makes me wonder if there might be ' 

a genetic predisposition to lycanthopy. If so, this 'mig,ht make 
the problem qf were-bites easier to understand. If, as the 
le gen ’s Sv V, a lycant'^ope bite can cause the victurn to become

to base 
in that
■were in ^
to''.of ten ■ run in families 
often enodunteredO, mhis

w ]r
weres .
have the gpne ,(a'ressesive 

. Then there is the pro>-]

i’t full of
''t, change, . 
nee. in almost all

Intelligence, . 
creature.they

, >iov/ooine the ar^ a that- the beast roams isn' 
avb , ev'-n.jf von ...re bilten and survive, if you do not

ou- still can'
' , -i . . n  iar

stories the were , when it changes, Itoses it's 
and takes on the mental charistics■of whatever 
liecome, inly in st*ries set in semi-modern cultures are there . 
found stories with weres who retain their mentatalies. I all,of. 
these cases the explaination is than psychiatry to overcome  ̂
primitave beliefs, inly player-characters seem to retain this 
in a primative society. Einally, in all the stories, the' were 
can heal almost instantainsly., and can be killed by silver.
A interesting,^ aspect' of this is a case «f. , a couple of bio- ', 
chem-ists wh» played wihh; a hypothetical, were metah»lism. It' . ; 
v/orks .'o.ut that, silver' works as a poison in the nessary semi
fluid metabolism needed. M«st stories (especially by Eoul ' '
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Anierson) explain this as the healing actually healing 

all cuts, ect instead of not being hurt; thus truley serious 
w»unds (critical hits) will have at least temporary effects 
from even normal weapons, while fire, ect will do pretty much normal damage. Well, any coments?
la îTOX)LSXXXXXOCMMENTSXZXXXXCO ÎlVIENTSX}Ea;XXXXXXXXXXwXXZXXXX7A&E 101 "

JENNY m N :  What type of culture are ynu basing your skill 
chat os on. Wliile I strongly doubt that you would see'^many 
ex-serfs as a^_ventures, I also expect that few guildsmen w«uld be 
also, ihere just xs n«t enough profit in it (compared to the 
casuality rate) to make it worthwhile to try, considering ikhat 
even a younger son can, within the guild, get a p«sition7 I*d 
personally expect t» see most adventures c*ming fr»m the 
towsman and aristocrat (mostly yeunger sons) classes. There 
would be very few n»ble class adventures.
+V, EEYd^T; Re humans; 1 agree. Short of penitrati«n of tthe heart or braxn, it is very hard to quick|:y kill a human. ■
Awhile age I heard^of:. a person who managed t* kill a kodiak • 
grizzly with^a bowie knife. Mind you, he was in intesive care, 
but he yon. _̂’ve als« heard of humandns killing sharks with 
sharkskin-tooth knives, and, it appears.that primative man was 
a miajor influence in the extinction of the mammoth.

SOCTT TURNER; Greatly enjoyed the story.
JOHN ?ATTSRS0N: Rritish tv, does that include Renny Hill and Hr Who?
^LAJRENOE GIILSSriE: Round the information on dwarves. I 

consider myself luckj" to have a copy of the poetic edda, and 
lound the hints in^it about dwarves, ect very helpfi;! in role- 

Mothsognir was also named as the strongest of dwarves how strong is a strong dwarf? ’
PETER SHAPIiSY; I used to use luck in GM'ing, to affect 

close affects to player characters, but a luck characterist 
proved to be not t»o popular. '

the ?at;fe 5 
in the md
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SIMCN OORNEEIUS: I have been playing Cc<S for 

years, and have one of the most decayed rulebooks 
area. I've have not looked at CdS II yet though.

RONALJ ?sm; Re the case of the teenager in YA. Rr«m 
what I heard, it appears as if the boy in question already 
had considerable personal problems. Rrom a local tv interview show 
It seemed that he spent most of his time to himself, and played 
o- as almost his only social activity. According to coments dy 

his parents, he seemed to be • 'y-- separeting fantasy from
reality. Rrom what I have heard, I have strong doubts about the merits of the lawsuit.
OH ^  player characters going union.

PETER CLARK: My error. 1199. I agree, John himself was a 
poor king, but was able to get along on his personality andreputation.

WHLLIAM HEYES 
present game, I would 
the basis of my game.

Ror Christmas, I 
directions i found it 
set of figures, which

tied up 
use you

in my 
article as

f I dirin't have so much 
be strongly tempted to 
Very Interesting, 
got a figure casting kit,upon reading the 
uses 40/r tln/60)<5 lead. Except for a special 
use '60/40 tin/lead. Everyone knowsthe old saying; A sodder but wiser man is he. PTJKi !




