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A FEW PARAGRAPHS FROM THE EDITOR (Lee Gold)

Thits fanzine Is set. up as a monthly discussion apa (amateur press association) for SF 
fans iand others interested iti roIe-playing stefantasy games. It should give us all a- 
chance to discuss rules and Vhare our own-special idees> and to wntte up expedmons ~ 
we've been on. The opinions depressed in it are solely those of th“e Individual 
contributors and do not necdSsa’rl ly reflect those of the editor.

r. If you have'a contrlbu+ioDofPd - ■
a. Type It up on a ̂ 9"7W Ider.stenc i I (I n . Amer i ca, NI NE-ho I e ) and mall to LEE GOLD, 

3965 Alla Rd., Los Anggies, CA 90(566. Include $1/stenci I. Or use an. 8.3"- ’
. wide stenci I (in America, FOUR-hol^) and incl ude $1.50/stencl I. Type ^

' horizontally (centered), lines 5-64 vertically. -
Print it yourself; copy count is 500. $10 handling charge for bulky
inclusions. Do not use the word''advertisement" to describe the contribution. 
Send It to Lee Gol.d, and she will stencil and mimeo It at $2/page (or 
fraction of a page). Typing automiutlcaIly 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

b.

c.

2.
themselves or ask for it to be photostend led at $2.65/page (or fraction). 

•UNPAID FOR MATERIAL WILL NOT BE MIMEOED NOR INCLUDED IN A&E. ,

The fanzine will cost as follows: ' '
a. Non-contributors: POSTAGE PLUS

I) $1.50, If you contributed to neitherthe current nor previous Issues.

b.

c.
d.

e.

2) Nothing...if you contributed to the previous issue.
Contributors: Free, no charge for postage. US (non-APO/FPO)‘sent UPS; extra
for First Class; (5anada/AP0/FP0 sent First Class. Other countries sent 
Air Ma i; I/Printed Matter.
For'trade with other F&SF Gaming fanzines only; mailed B(D0K rate.
No fixed cost subscriptions are possible, since postage rates and 
contribution credit may vary. But you may send a check or cash (US or 
foreign currency) to Lee (Bold, 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&E> she will so In-iPbrm you— and at your specific request return the balance 
of your account to you. .•
Buyers at stores: pay the store whate-vei— id- charges^

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

POSTAGE: please Indicate, your choice of mailing options.
US (non APO/FPO); First Class ($2.58, 4 days); UPS ($1.59, I week); or Bopk (634, 

3 weeks). FPO/APO: only First Class and Bookoptions are available. .UPS
. cannot be sent directly to a PO Box. .
CANADA: First* Class as above— or Book at 834.
OTHER COUNTRIES: Book (834, 2-3 months) or Air MaiI/Prlnted Matter (3 weeks;

Britaln/Europe— $3.98, Austral la— $5.38).
If no money Is available for the type of postage requested, it will'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 non-forwardable. ' -

If any copy of A&E has missing or illegible pages, notify Lee Gold and send a 
self-addressed, stamped envelope— and a replacement page wijI bemalled to you.

NINE-hole stencils for sale at 204 plus postage. (PLEASE read the. next page 
carefully before trying to type up a stencfI.)



Ihr ■ '1

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

I. Buy 9" wide (9 hole) stencils (or 8.5” wide, 4-hole stenci fs— and th'i nk a few
kind thoughts for the printer). Your stencil will have a fFim sheet (transparent 
plastic), a wax-impregnated stencii attached at the top to a heavy paper backing 
sheet (DON’T detach it), and a cushion (tannish or white paper or black carbon). 

CORRECTION CORRECTION£«. Buy STENCIL CORRECTION FLUID aka corf Iu (usually blue or green).
FLUID for xerox/offset typing will not work properly.

3, Type with the typewriter on stencil setting (or remove the ribbon)— with the film 
■ ' between the stencil and the keys— and the cushion glossy side up (next to the

stencil) between the stencil and backing sheet. You can reuse the film and the 
cushion. (Throw out any tissue paper separator between film and stencil.)

4, Type the stencil lines 5-64. (If you bought "church bulletin stencils,” start 
../^'VsjJhes below the top of the first box and type to the bottom of the second

• ' boki Type 7'* across centered (7(3 spaces on a pica typer; 84 on an elite).
Single,space; double space between paragraphs. Don’t type a paragraph longer 
than 15 lines if you want your stuff read easily.

5, Oorrect misjtakes by daubing corflu over them, letting it dry, and retyping.

After-typing the first stencil, hold the stencil up to a lamp, if you can ’ t , soe t h o -  

llght 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 underlining cuts through the stencil, you're typing too hard and may wind up 
with ink spots or a torn stencil.  ̂, ; ,

For mailing: remove the film and cushion. DO NOT DETA(3H THE BACKING SHEET OR CUT THE
STEJCIL. Do not crease any folds in the stencil. Cardboard backing in envelopes 
Is NOT necessary. ■ ,

If you have over 15 typos, or misspel I i.ngs per page, the^page w 11 Lb© retyped.
Please note: ITS = of it', IT'S = it ls;‘ THEIR = of them, THEY'RE = they are.
No space after an opening quote or parenthesis. Two spaces after a period. ■

D1 A(3N0SING Problems— after seeing how your stencil printed
If a few words or lines are too light, the problem may be corflu. Old corflu gets 

thick and doesn’t spread well because the ether evaporates. Buy a new bottle— or use 
less corflu.

If yoiir mistakes print even though you corflued them, use more corflu. (A vert
ical light streak or overall lightness is the fault of the printer.)

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, lift the 
stencil away from the backing sheet before corf Iuing; otherwise the stenciI will be 
stuck,with wax to the backing sheet end will smudge or tear. When correcting a large 
area, rub, It with something blunt: I i ke a paper clip's rounded end before corflulng.

DRAWING ON STENCIL meaus scratching the wax with a sharp tip that won't cut the 
stencil. (Try a toothpick If you don't want to buy a stylus.) Put a stencil drawing 
plate (or a sheet of sandpaper) under the stencil; ‘

If some of your typed letters (theones with circles like a, b, c,d,e,g,o, p, q) 
seem b|urrier than others, the typer's keys are dirty. Clean out the encrusted ink 
with a toothpick or unbent staple ar old toothbrush. If your typer sometimes cuts 
out-fhecenter of an o or other circle letter, don't worry. If It does so consist
ently, type less harcl'or don't underline. NEVER under I ine morevthan 2-3”. i



Back issues: #68, 70, 76-104.. Or check with Balboa Games, 630 N. Willow, Long
Beach, CA 90806 at $3.15/issue (including postage). Or with Dragon's Lair, 8316 
Blondo, Omaha, Neb., 68124 at the same price (#58, 60, 63, 65-6, 68, 70+).

TO APPEAR IN #106; Brooks & Flir, Woolley & Seven, Lane, Straus, Towlson, Gerneth, 
Galeotti, Mclachlan, the Pettingers& Pearson, Heydt, Shapero, Sapienza, Long, 
Wixted, Saunders, Walters, Fritz, and Wilson— about 79 pages in all.

Cover : . Scott Bauer 1 WH
A Few Paragraphs ■ Lee Gold 4 WH
Tantivy Lee Gold 3 PK
Different Words 1A  ̂ ■ Ivan Towlson 3 PK
The Chronicles of the Ancient Empire- - Matt Stevens 2 GR
The Montmorillonite Man-o-War Bird Nick Larter 8 WH
Ouroboros Robert Plamondon 4 BL
Notes from the Realm Fantastic ■ Richard Schwall 2 YE
Yunshan Shanlu Edward VJilson'- ■ 3 WH
The Wol Fanciers' Irregular ■ Megan Dansie 3 WH
The Colgar Chronicles Jenny Hein ' . 4 GD
3D6 - Don Del Grande 'V' 4 GR
Heresy & Blasphemy - ■ Ian Straus 3 WH
Mome Raths Eric Sadoyama 3 WH
An Anglo-Scottish Chronicle Peter Clarke 2 BL
Terra Ferretae Robert Saunders 1 YE
Quartz, Ink and Onyx Matthew Porter 3 YE
Vizzionz Diane Short 3 WH
Agents of Fortune Steve .Gilharn 7 WH
The Murdered Master Mage George Phillies 2 GD
Shards of Time - Wayne Shaw 4 PK
From the Rusty Pittsburgh Gate Scott Bauer 7 WH
Vardhuset Dodsstoten John Robillard 3 ;WH
Yunshan Shanlu Edward Wilson 6. : GR
Leagues Unlit and Foundered Shores Brooks & Flin 5 WH
Azmadian Tales Bill Keyes 5 WH
Fnord Mark Galeotti 2 BL
From Beyond the River Styx . Vincent Burchett 2 YE
The Dark Ages Pages Martin Wixted 5 WH
Fighters, Mages & Sages Sean Mclachlan 1 WH
Zine with No Name Michael Johnson 2 GD
I CHING, YOU CLAUDIUS Harry Robertson 3 GR
Notes from a Bad DM Brian Lane 1 GR
Starships and Sorcery David Union 9 Vffl
Filler Prince Mumbles Mark Goldberg 3 WH
The Second Sporadic Viking Torbjorn Ragnesjo 4 PK
The Ebon Unicorn Dave Nalle 4 YE
BEWARE Loutzenhiser & Guer 5 WH
Carr's Tomb Christopher Pesl 3 WH
Tales of Magic Ronald Pehr 2 GD
Different Worlds IB ■ Ivan Towlson 3 BL
The Scribe of the Elfin Kingdoms John Bambach 1 BL
The Senile Sage The Cliffords 5 WH

Printer Barry Gold wishes it announced that at Nalle's request the reducing xerox 
was not used this month on "The Ebon Unicorn." You'll see the results; Barry 
disclaims all responsibility. t-lfLEASE, don't type more than 10" (60 lines) 
vertically or 7" (70 letters 10-pitch, 84 letters 12-pitch) horizontally.



PUBLICATIONS OF POSSIBLE INTEREST TO A&E READERS

ABYSS, ed. David Nalle, bimonthly, 1/+02 21st St. mAj, Wash DC, 20036;
$1.50/sample, $7/6 issues 

DIFFERENT -WORLDS 
DRAGON LORDS

$13/12 issues; offset, digest-sized, 
pub. Chaosiuni, Box 6302, Albany, CA 94-706,

is Rd., Walmer, Deal
ENGLAND; 60p/issue (checks payable to Mike Lewis); digest-sized, offset. -

THE FANTASY GAilER from Steve Jackson Games, Box 18957, Austin, TX 78760;
3 issues/$8; 6 issues/$13; bimonthly.

THE FA1\[TASY HERALD, pub. Sun Reach Pubs., 44 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. ..

VffilTE DWARF, pub. Games Worskhop, 27/29 Sunbeam Rd., London Nl'JIO 6JP, ENGLAND, 
75p or $3 per issueSlick, offset.

THE WILD HUNT, ed. liark Swanson, 40 Bow St., Arlington, liA 02174; $1,50 plus 
postage; Boston-based APA/ moKthly. :

WYRMS CLAW, pub. Original Thought, 95 Norris Rd., Brooklands, SALE 
M33 3GS, ENGLAND, 4 pounds or $15 per year. Offset, digest-sized.

■ A BRIEF GUIDE TO OCCASIONAL ABBREVIATIONS FOUND IN A&E

■ Offset, slick.
, Kent, CT14 7PU,

, Cheshire,

D% percentile dice HP ■ Hit Points RQ Runequest
D# f-sided dice HD Hit Dice D&D Dungeons & Dragons
SP Spell Points L Level VD&D Variant D&D
2H Two-handed K Thousand AD&D Advanced D&D
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 Exiperience Pts OS Other Suns '

, f

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

RAEBNC = Read and Enjoyed But ’No Comment ct = comment

A&E Alarums & Excursions DW , Different Worlds UD 1'Jhite Dwarf
TV/H The Vifild Himt TD ' The Dragon EGG E. Gary Gygax

PLEASE express all HP or damage ranges as dice! instead of numbers.
That is s say 5D10 - or - 5xD10, but NOT 5-50. Thank you.

NOTE for those puzzled by A&E's Table of Contents: -
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

V/h White 
YE Yellow



TAMTIVY
by Lee Gold, (213) 306-7456

SPELLING; About half of the stuff I typed thish was proofread by the computer.
typos on such pages are due to my laziness/ignorance or the computer's 

inability to notice that the word may be legitimate but doesn't belong where it is.

WARNING; I have spent the last month working about 30 more hours a. week than 
usual. Comments will be short (and I'll try to keep them sweet). ,

TALES OF SCIATHOS

t(, ; -The crowd went back to the Bee Goddess's Temple, where the surviving 
priestess thanked Brimus and gave him the dove cote for his "adopted son."- They 
went back tO; thp. Centaur school to waited for Thera. She eventually returned from 
her outing with^the Maenads, her face blood-flecked. She happily told her husband 
that they might'soon be bibsped with Dionysus's child. .He tried^to look thrilled.

The next day they bade the Centaurs farewell. The school head told Brimus he 
could send his first human son to them. They got back to their ship in the harbor 
on the afternoon of the following day..

The captain turned the ship towards their new home of Sciathos, but the dove 
suddenly flew far out to sea.. Brimus instructed the captain to follow him. There 
was a rumble. Thunder? An earthquake? Brimus, a priest of Poseidon, called on" 
his god for proteotion, but some of the other Hellenes prayed to Zeus.

A mountain on the shore began to belch smoke, and people turned their prayers 
to Poseidon, Shaker of the Earth. Brimus asked the deity to protect Sciathos - and 
(for his friends' sakes) the boat. A gentle swell lifted up the boat a moment, 
then flowed smoothly under it and away. The dove headed back towards Sciathos, and 
the ship followed it.

 ̂ They landed to find the island's fishing fleet in dry dock (usual for that 
time of day) and the harbor deserted (unusual). They headed for the palace, with 
Brimus planning a special service of thanks to Poseidon for protecting the island 
from earthquakq and tidal wave. And one of his friends reminded him they were 
trying to raise Athene's prestige on the island (as a goddess who was loyal to the 
gods) 5 he might do. well to thank Athene too - perhaps for inspiring him to ask 
Poseidon for help,, • ^
 ̂ They were met at the palace by Linus, who had been adviser to the previous 

king of Sciathos. He ushered them to a guest chamber, and asked how they had come 
to know his name; he'd never seen them before.

 ̂ Surprised, they asked him who ruled here. Linus told them that the Queen was 
Helike, who was married to King Pleisthenes (the old queen's brother and the war 
leader). What had happened to Philomena (Brimus's wife)? Oh, she'd died of a ' 
sudden fever four days ago. So had Crottus, her brother (the Hellene's candidate 
for replacement war leader) and a number of other high ranking people (who turned 
out to be most of pepple the Hellenes .-trusted).

 ̂ And what about Philomena's other sisters? Linus said they were all dead but 
Helike. And her .sister Thera? Linus said he didn't recognize the name (and Thera 
had to be pulled off him before she injured him).

Linus told them their guest baths were ready. They thanked him but said 
they'd take them later. They wanted to mourn their dead friends. He asked in 
surprise how they could know these people when they'd just gotten to the island.

They checked the Temple and found it guarded by the warleader's band. The 
guards told them.the funeral games for the dead Queen and other plague victims 
would be held soon.



kineshiD^^ ^°'^eht Crassus for the
ngship. (The altar he had built there was gone). They went down the beach to

the cove where they had beaten back the invaders and set up a shrSe to S e n e
b S  invLers had been S a g g e d

S S S  r %  ^̂ ®'' noticed they were being spied on.)
' +V, p With the aid of magic, they went invisible and sneaked but into the'water to

e far side of the stoned boat. Brimus invoked Poseidon and asked for help And 
was answered, -They have murdered no one yet, but I can help you a liSle! S t S e  
whole island is against you, nor has forgotten you." Thera broke in to d;manrthe

: s r b L a S :  S e ^ - ^ r  ^^® ^

Illusory Blindness on the watchers, as Brimus 
and the others went back to the beach and followed the dove to a path that lead
TrirKina an ambush ahead, and called on the men to surrender to the

..True King, .hen they followed tne dove,on to the tanning vats. And found a vat
: S S  m i n t :  °“- i  '""“ r "“"y found Grottos, tied up "ith r o p e r  S  S L

' H e U h e ^ d  n : i r t r : : ) “ n ‘S i

(sight/smell) were affected, but they didn't think things out; they panicked and 
S a  ^  captives, rather than let them die without orders! While they

siszers, brimus called on them to surrender. They fled.

Brimus and Philomena then toured the island, calling for people to ioin them
S a L  out t^ob '.vould be holding to Poseidon and Athene. Crowds
came out to cheer them. They returned at last to the Temple, followed by a

peasants (armed) and a train of animals to sacrifice. And found that 
Pleisthenes and his friends had left the island.

lnstsa?of aud dressed as a princess once more
retMnfd shf !? i? v ah°ft>ah =i=ter took her aside. (When shereturned, she still had some of her hair left.)
+b« V. annomced they would now hold an impromptu celebration in honor of
the returned queen^and for Poseidon's, protection, "fie also have a s h r L ^ t f  
restore," said Phi.uomena. "and I need a bath." ■

i RESPONSES TO A&E #104. . .

' 4̂ ° haven't tried getting this computer to accept files directly
'pir;Jvr?u?? ^ ^^senet. Once we've checked out that it's possible,
■,t«+ f h ‘̂ ■̂‘̂ ails on how to send zines that way.//Have worked out a chahacter
tat inheritance system (for the Asteroid Belt). Basic system is to split each

fither ^ChiMren ^^If and minus the same amount to the
fptn^pc S  K random combination of parents' haplo-stats (except for
fetuses bred in bio-tanks).//SEAN CLEARY says that Elves who can't use ferrous 
weapons often keep Rust Monster pets.

Assume these herbs grow inWIXTED; The herbal was primarily for England, 
the northern are.a of the temperate zone.

the ATT^onm!,\ only insects Barry likes are butterflies.//Our information on 
the ATT computer was ALL wrong, and the source won't be trusted again.
enerm. Qrv̂ ii'ŷ ’ ^ ^ PBM.//Agreed that duration adds something to an
energy spell s power (and therefore raises its level). And certainly energy spells 
that move about are more powerful (and should be higher level) than L s e  f L ^ s t a y



ROBILLARD: Filk is used in Science Fiction fandom to mean a song with a SF
or fantasy theme» Originally such songs were usually folk songs with new words 
(mutated folk song, therefore filk'song). Nowadays.people sometimes write them to 
rock-tunes. And some people evOh white their own music»//lf the assassin wore 
robes and had a shaved head, he wks a militant Bud.dhist priest. If he wore a
' kimono with bound-up sleeves and 'hakama "pants," he was a ninja. Tongs are indeed’
a phinese institution, 1 not ,a Japanese ,oriel//The series''is a fairly good , ‘ i
re|>resen‘tatioh Of that era's Japanese culture.,,̂  BUT it is not history nor e'vbn ' *
reaSonab,ljr accurate historical fictioh, , 'r'' , '
■ ' ■ li, , '■ ■ ' ■ ■ . _■ ~ ^

BOOK ilEVIEW:' I recently bought the first? three books of the True Game series by 
Sherri Tepper (Kings Blood Four. Necroinancer Nine, ahd Wizards Fleven). This is 
not only a well-written, original, and interesting fantasy series, but also has 
lots of ideas for a GM running a fantasy or SF/Psi campaign. '

I've found one area in the LoA rules that needs clarification: the integrated' MOV
Attack System. But first a little badkground....LoA alldws a limited number of •. 
Specialized Skills. PCs begin with an average of 11 - and then add one more at the 
end of eadh gaming session until they reach an average of 22. Each type-.of MOV 
Attack is normally-a Specialized Skill (e«g» Kick, Punch, Head Butt). All this 
seemed to make the martial artist-type almost impossible in LoA. So...

I wrote in-,i/he integrated MOV Attack System (9.5). This allowed combining 
several MOV Attacks (depending on MOV Plating) into ONE Specialized Skill. (The 
Skill is HARB,--;'ho.b Normal like a usual MOV Skill.)’ Thus a martial artist type with 
Agility, Prude,nae, and. Strength averaging around 15 would have a .MOV Rating of 
around i0%, allowing him to combine four MOV Attacks (e.g. Punch, Kick, Head Butt, 
Grapple)rand'treat them' as one Specialized Skill. That would mean: , ^

, i. Less Prior Experience Pts Needed: Raising..four Norjoial’.MOV A'ttacks from
to'75% requires libO PEP; raising one Hard MOV Att Sys requires 135. The- 

beginning PC hasr'900 PjEP to allot among ALL Specialized Skills.
2. Mbre Specialized Skills (in this case, three more).
3. Faster but more ekpensive Skill training. Training four Normal MOV 

Attacks from A0% to 52% (for a peYson of INT 11) takes 12 sessions of nine days 
each at 10 credits a day (108 days, 1080 Cr); training one Hard Moy Attack as high 
would take four sessions of, fourteen days at 25 .credits a ddy (56 days, 14.00 Cr).

4. Faster Skill improvement by experience, since ANY such improvement caused 
, by use of ANY of the four skills helps imf^rove all three others.

A FEW COMMENTS ON A6E #104 l j

BROOKS; You can also get to be a vampire through bad luck. Back in the' 
Middle Ages, merely having a cat jump over your coffin before you were buried would 
make you a vampire. (Given such beliefs, I''d bury any corpse with a wooden stake 
appropriately placed, just to be-on the safe side.)//I've known LOTS of non-boring 
Dwarves. In our initial crowd, they tended to be stolid/phlegmatic types (often 
Highly Lawful but undemonstrative about it until push came to shqve). They weren't 
greedy for gold, but they did assume they knew more about it than others.

The Engrand campaign placed Dwarves living in Scotland (with the Hobbits 
living on Shetland Island). The Dwarflands were under the nominal Engrish ’ 
supervision of the Lord of the Northern Marches, who was held responsible by Her 
Majesty for the behavior of any Dwarf in the southlands. He in turn had oompacts 
with the Dwarf Council.

This campaign had two notable dwarves. One was Kha: low verbal skills but 
S#t*R*0'̂ N*G. He was a good Weaponsmith, with a talent for Spot Hidden Item, He 
spoke little to non-dwarves except in emergencies, and then they learned to listen 
to his harsh but sensible words. The other was Aurick son of Barron the Mighty 
(who had fathered an incredible number of children). He rode a war-pony and used 
to have jousting matches with this guy who guarded a ford. Both were Lawful.



DIFFERENT WORDS (SAID IN DIFFERENT WAYS)§ Glorious Issue #1A ,
(c) Ivan Towlson, 1 Christchurch Crescent, Radlett, Herts., England. Retyped by 
Lee Gold from stencil backing sheet. (I wrote Ivan asking for stencils (not merely 
the backing sheets) or for enough money to retype his zine - and got no reply. So 
Instead I'll print parts of it - as long as Ivan's money holds'"but.) •

I'm age 16, mathematician, classicist,vVic-20, anything by Gharrette Hume,
Stephen Donaldson Is, the Greatest Writer This Century, Yes, Even Better than Robert 
Anton Wilson, oh, Vienna, the power and the glory/till my kingdom come, DEX 3» 
Typing BCS 7+1 finger. Well, here goes....

Elemental Systems? TANURYL (my proto-game ̂ system) usds a seven-element system', but 
I have seen (and, invented), several others. To begin my liSjîfĵf apahacking career, a 
summary of FRP elements; r : > ’

"REAL" (X):
RQ (5); ,
CHINESE (5); •
SWORDBEARER (7)5 
TANURYL (7)s <■
DUODECIMAL: •

WaterAir, Earth, Fire.
AEFW'+ Darkness i
..Fire, Metal, Soilf-'V/ateri, Vlood ■ '
Crystal, Fire, Light, Metal, V/ater, Wind, Wood '
AEFVJ ,f .Darkness, Metal, Wood ,
Tanuryl + Attitudes (Good, Evil, Law, Chabs") the 

, , Underlying Principle (Time) - ■ ■ +
DD î . ;.a ,rather invenlfed system. It was my first attempt at so’nrethiing original and 
preceded Tanuryl. . Am I the only one to have vnoti'ced'that nb 'r'eal'̂  system uses ,, 
Light/Darknes.s.? r.. ; . i .  '■ _ , , it)

I suppose. I flatter myself when I claim that.'in̂ u,Tripartite rSystett dqes a 'good 
impression of -the rep.!, thing, but I'll mention it-anyWay-, Uses' only Earth, Fire 
and Water; 'Air .is viewed as "cold fire." Since three, fs often a . mystic) number, 'it 
seems aesthetically (pleasing to use the, E3 system,...but I don't....Of course, 
there are also three,primary colors: • Fire=yellbw', Water-blue, Earthl^'redsy the ) 
color-coded elementalisti mage, is now possible, 1 ^

El 3 = DD + Electricity, Actually tbis cPuld’Tif ).heafl̂ ^̂  elemental system 
(E3 would view it as part of Fire)1//if I make acid a sub-element of Water, v̂ here 
do I put alkali? I don't like grouping two mutually opposed substances together, 
even if they do combine to give "water."// ‘ ' ' ’

In the Tanuryl system, Air=Ag, Darkness=Pt, Fire=Na, Earth=Fe, Metal=mithrii, 
Water=Hg (thanks to JTS for that one); Wood has no element because it is opposed to 
metal. Opposed pairs-are air/earth, fire/water, metal/wood; allied pairs are 
air/fire, earth/metal, water/wood; DARKNESS has nothing.

SKILL VS SKILL; BUSHIDO players have a solution built into the game; Effect 
Numbers. (Effect # = how easily you made the roll = # Required minus # Rolled #.) 
The arithmetic is no hassle because BCS is on D20.) AFTERMATH/DAREDEVILS also uses 
"effect dice", based on the Governing Attribute, (Of course, the RQ skills system 
is so mind-numbingly simpleton-biased you couldn't develop a similar system for Rq 
in the time it takes to convert effect dice to BUSHIDO...oops, have I said 
something wrong?). ,

COMMENTS FROM THE DISTANT PAST . '
WOOLLEY (95): Re armor proficiency in VD&D; How -about letting someone

proficient in Brand X armor use magical armor up to 3 ACs different? Or having 
proficiency in an armor bulk class (DMG)— e.g. fairly bulky. Doesn't AC get 
penalized for using armor you aren't proficient in? ,

WOLICOFF (96); Your ^PRPG fails to give monster DEX, or the cost of items, or 
how many power points you get. ,

YSGARTH QUERY TOjDFN; When a spell has 2 TYPs (e.g. Fireball JC), which do 
you use for fumbles/interactions? , ’ .

SHORT (96): Absolutely! I agree entirely. '
MURRAY (96); ASTRADYNE on IFltravoxi VIENNA (Chrysalis Records).



SHAPLEY (96)1 Dispel Ore3 Congratulations! You have just provoked...
Campaigns I have Obliterated #1

Starring me as a LI Bard (F7, Tf7— yep, one of Those Campaigns) and Nick (evil 
grin) G**^a^t as a L7 cleric, and with peripheral mention of The Big M, playing in 
a parallel campai^ and providing us with a convenient way! to kill a god....(The 
DM, or Dreaded Munchkin, v/anted to give us the god Poleaxe as'an associate, but we 
declined! I already had a self-recharging RING OF V/ISHES...). ^

: We started off by wishing the golden doors to the dungeon were teleported 
home as GP, for a respectable level bonus. Then we met a ki-rin that ĝ ave us each 
a Book.of Infinite,.Spells and let, us take all the GP in a room (literally) full of 
them.? : The .DM guessed about 10K GP, but my calculator guessed about 7m, each.

The DM: Ah,.. .er,. .oh.
Nick (grinning evilly): Is there an Artifact and Relic Shoppe nearby?
The?DM (recovering, since he is ready for this): Yes.

So we bought just about every,-,useful magic ite^, in the DMG. Meanwhile, the Big M 
reported that, in the, parallel campaign the neutral good Poleaxe had been zapping 
poor dumb animals, so we Plane Shifted there (having ruled that Poleaxe had turned 
CE and been stripped of his godhood - by inverted roleplaying, eh, NJL?). There, 
hiding in our new tank, we burned him up with a Staff of Withering. (Polar bears," 
even INT 24 ones like P., don.'t have very Ipng lifespans.) Then we emigrated to 
the 666th plane-of the Abyss and dispelled everywhere else. Then, in the 
afternoon.... .j

Pehr (94)! ct PESCHEL: I found Covenant 2 as good as 1, if not better.
ILLEARTH WAR was the least impressive of the six books (but that could be due to 
omitting Gilden-Fire (now separately available), w M c h  told of the journey to 
Seareach). WGW is the best, and I don’t see how anyone could write Covenant 3 
after the last chapter of that. (WGW is ’,!incomplete" because it was written from 
the points of view of Covenant and Linden Avery; what they don't know, the reader 
doesn't know. What's more, rebuilding the Land would be difficult to turn into a 
story. 3RD writes about people, not politics,) ,

TELLER (96); WGW: starring a corpse? I doubt it. (See above).

P. PETTINGER ct MURRAY (94): TSR products are generally well-known and well,,,
presented (except sometimes for artwork). But DScD is the third worst game system 
I've used. I feel D6D is a well-known and simp̂ !̂ il(̂ !)!̂ e game, and so it's the best 
way to introduce someone to gaming. (Tell them about RQ and they'll say, "?"; 
while if they love D&D, you just say, "Of course, there are much better games than 
that," and switch to C&S.)

A. PETTINGER; minimaxing; In the words of the poet, right on.
JOSEPH: I'll go for the loud raucous laughter. Anyone who wastes time 

trying to make RQ work deserves it. ? (Rats! ,I must apologize to anyone who has the 
misfortiine to like Q. I hate it more than even AD&D.) ...eoe,; '

r- A COMBAT SYSTEM,
The Extended-Attack-Sequence Combat Resolution Module (who thinks up these names?)

This is a prototype combat system based on the philosophy that if you try to 
wallop.someone, he tries to stop you. Meanwhile, you have fooled him and carved up 
a different bit,...but he executed a superb maneuver and dodged nimbly out of the 
way, into the path of your secondary strike (etc.). '

In game terms, you wait for your strike rank to arrive, spend a
few action points, and pray* The defender then tries to react to your attack. If 
he fails, he receives the attack. If he succeeds, move on to the next SR. .-.Now you 
as attacker must react to his tactics. Make your roll.̂  He tries to avoid you 
again. Next, SR you react and so on. Every time you react, it costs you another 
Action Pt), but you can break off the attack sequence at any time to iconserve AP?̂



The defender has more flexibility. He.reacts on a 1/2 Defensive Reaction 
save. If he takes the Defend action (a AP/SR), he gets the full DefR ST. Defend 
may be combined with many othpr potions (e.g. Attack, Move, Defend with Parry 
factors iri your weapon skill), but prevents most combinations and costs more AP.

Let's say you got past his defenses. (I'll ingore the effects of critically 
successful or fumbled reactins for now.) You now try your weapon BCS (like the "to 
hit" roll of D&D/C&S/RQ/etc). Blam! You hit him. Ahem. yes. The bad news is 
that your weapon might— just might— bounce off his armor. (Don't worry; this only 
happens when lightweight wimps attack,tanks with daggers.) If it doe'&, you otlll 
Bash him. (Or, if you're using a point weapon, get to try to out off of his
armor.)  ̂ ■ ' • '''

Got past his armor? (This is beginning to sound like BASIC ROLEPLAYING.)
Good. Now just resolve your damage, subtract his absorption value, and YAHOO!
You've injured him. Ahem. Well, you^might have fatigued him instead. It depends 
on the weapon. Anyway, you now get a,chance to Bash; him. This is a die' toll by 
weapon weight and can have dire consequences if used against: weaklings.t

■'' ' ' . . . .  '■ b. 'i- ■
A final point; at many stages of the attack sequence, you can convert APs to 

+s on youir side (e.g. armor penetration), normally on a one-to«-one basis^ -‘As for 
crit/fumble reaction to''''t-ney stop the other person's chance of reaction/■ let 
}rin w«.iiiiange AND get a little extra...

. . ■ ,r ; ’-.■■■f i''
VISIONS IN BLUE (comments on A&E 9V) , , .. ̂ '• • ' a: •

SHAPLEY (filler), Rosset; ct Burchett; Few. people find knowing the ending of 
a novel too conducive'to intellectual stimulation. I agree with everything said in ' 
the filler, but I'd rather not see plot summaries at all, unless necessary to my 
understanding something (e.g. Donaldson's "What'Hs,s Gorie Before" pieces). i

LEE ct A Pettinger; Seconded
GILHAM; illusions; TANURYL uses an ultra-complexified (?) YRS variant. 
LARTER; I don't think QUINTET is appropriate to A&E, but I'd be intested in 

it (though I haven't seen the film). Roleplaying boardgame? Wow.
DIEN; It's a bit long, isn't it? (But then with four people taking A7 

pages, maybe that's not worthy of comment.) ,
PATTERSON; On the BALTIC? (Is this an aside reference to "The Prisoner"?) 
BURT; Gee, I thought it meant 5.5-sided die.//Ct Hein; RAESNC = Ray-bink? 

Absolutely not. AE is the vowel sound ih "high" as any Latin scholar will tell 
you. As for the rest,..;//Arcane sigils incomprehensible; what are they?//C02 more 
plentiful than, oxygen? I thought it was about 80/20/not a lot.

DA SILVA; Computer networks are not intelligent part of the time. "None" is 
more like it/ • '

D S RAY; Korik was a Bloodguard (see LORD FOUL'S BANE, ILLEARTH WAR, 
GILDEN-FIRE)

BURCHETT; Good stuff. I must try to adapt it for BUSHIDO.
PATIO BLOCKS: Will STNF become available in the UK in awhile? I realize you

probably don't know,,..but could you tell me the price anyway.//l like Spiders, but 
I don't think they'll fit SWC. There was very little "conventional" warfare during 
the Ruin (20 Days War).

DAWSON; maths wiz (ahem) replies; Let %Hit be H, %Def D. The first method 
(Hit = H-D) means the chance to hit can go negative; with HxD, it can't. They 
aren't the same, because H-Dj^HxD (except occasionally).

NEXT (possibly); New career(s) for advanced character generation (CG) ,
I have nothing more to say on the matter except ^

e**i.pi + 1 = 0  Take that, you fiend! +++in vere terminatur+++ ■i

Or, in the immortal words of Aristophanes, "Err, can I go to Hell?" <



THi: CnoniCLES of fHE AI CIEi'T ,/3 January 11, 1983-
by i att otevens . . , .
20 Hailbweii Rd. % x b o r o i l g l i s 02035* (617)5̂ 3-6.23̂ '' . , •
’■ell,/this'is ..third contribution. , I re'c.bntly got Ac.B y/lOl in the mail, so'.this ''zine will feature a fev;' coraniehts in it.. . •
So, if <5;uess I'lii: fbre.'To any .raore intiroduction. • ' , ;
go; EFPS or Ars./ioi ' /
JO’l’ ■■AB̂ AITArSOrs Actually, I fthinll'-that combat tends’to. be the.  ̂
slowest at the ber;inlh" of PC. development., v/h.en everyone., haa,'. .'
20v; or So vrith each weapon. fhen there' s/p^ly about a 15/>', Chance 
of an attack having any effect, .hen both!'participants have 
60> skill, the ĉ iance is more like 25/̂ .//l"’igtee that sanity 
rolls would be Useful in PAP. Sanity rolls make, these monsters . , 
seem more ' “ horrorfin''̂  then they are presented in the , '
rules. Besiues, how me.n,y people does one knpw. that. Ĉ -n keep • . 
their cool when faced with a r'ep-Otyu:̂ !!? . ,' '' - ̂ '
CHT3ES KEII; rv-kfiSihiY . .URRAY (Psy'dhadelic Crohicles) ; The skil̂ .' list certainly is extensive. Some of the' skills, however, . 
don't look all that important to PCs. 1 dpn,’t knovn.too many..,̂  ̂
adventurers who'd rush out <. get training in .iiasketileaving /;; 
or Chpese; .iaking. Oh, well, hach campaign to its .own. . .. ,
jENPY KEIii: Ba'ckgrourid system is interesting. i do,think that---'w/ 
there should be a greater chance of rolling: a noble Pcv As 
I think’I have said before, most of the heroes in ..'garth's old k 
legends were 'T'eat kings or nobles. Also', ± think that a \/o 
skill increase is pretty.:n'egligent. -fhese are- just some bf • 
my ideas; I'm, not demandin'^ that you lisen to them.// I do like the fact that most of your skill bonuses were determined 
by only l.paticular attribute, so that manipulation bonuses 
are determined by D2X only. I alvrays thought it v/as silly 
how, forinst.ance, manipulation bonuses were determined by STR,
DBX, INT and PO'l, while, in practice, only DEX should have 
any effect., '• ,
JOH’-' T. SAPIEITZAs Like all'of your material, your essay on the 
suicide lav/suit v;as very intelligently '.done. .. I know tv/o Dc.D 

who have : , attempted suicideboth of them, ̂ 1 A -S'-!-  ̂̂ » + Trt n  ̂ *4” 1/* *1 T

. t*'

players 
hoY/ever, didn't start playin' 
themselves.: I think that', the 
high only because it attracts 
Intellectuals,

until after they' tried to kill ' 
suicide rate 'amoung Dc.Ders is so 
an intellectual audience. ^

_____________ who are ‘often shunned from' society, tend to kill
themselves more often then’ other people do.//Actually, I don't . 
see why RQ combat skills: aren't translated into D20 levels all
together. It v;ould make- it easier to translate from Ik .D to 
RQ, in some vrays. See my article later on. (1 forgot to tell 
jrou; this comment reflects your ct to STEVE JOriEo),.
..ARK GALEORTIs Re yor cf to 30E 'SLL .OODs Steve C-ilham did some
thing like this in ARE /76. Using a, fairly complex formula, ' 
he resoned that 751'=200(Cc:S)s.p.,=50(D.jj)g.p.//Re ct to ALAS- 
DAIR LCIPTOS:.!: I, also, will rarely kill, off PCs. This atti
tude is a reflection of my earlier, D. p dayŝ ; back then, i v/ould 
-ret heated'..arguments wiienever I ■ 'j-killedll off a player char
acter V



I think that v/ill be it for coriments. i ov;, on v/ith v;hat I promised.
THE' D20 nUi'EQUEST CO. BAf SifSTS. ’
One complaint that I've heard a lot lately is that IQ slows down 
a bit once PCs reach hi<^h skill levels. Indeed, xi when both 
combatants have skill levels of 80/i in their weapons, then there 
IS only about a 16'/j chance of a blow actually doing damage. It 
is for these resons that I made up the ;groundv;orks for the below 
combat system.. Please comment on it; this is only experimental. , '
^ For this system to work, all skills must be translated from ' 
;̂ >ages to D20 format. Ihis shouldn't be too hard; in xlUneQuest. 
all skills are grouped in iheremants, so that each 5̂/a can 
be translated to 1 point on the D20 scale. Ihere might be some 
problems with games such as StormbrinTer. MSoiKk' in v/hich skills 
run the entire range from 1 to 100.

 ̂ Anyway, on to the combat system. For the purposes of this 
article, strike rank remains unchanged, as is the damage system.
The only real change v/buld be in the process of hit determin
ation. 'hen someone attacks someone else, the attacker should 
roll 2D10, add his skill level with the v/eapon he is using, 
and subtract his opponent's skill level with the parrying v/eapon.
If the total is 11 or more, then the attack is successful, and , ,
it \/ill do dai.,â e. If the total is 10 or less, then the blow '•
was parried ̂ and/or simply missed the target . ■ '

 ̂ There is sx a chance, in this system, to roll fumbles, 
criticals, or special hits (i.e. impalements, slashes, or crushes.) 
hether or not one rolls a critical, fumble, or special hit .. 
depends on the dice rolls and the skill level of the attacker. . 
(rote that I'm ignoring criticals A fumbles for parries at the ' 
moment.) See the belov; table. i . . .
Skill Level 

1 
2
3
4
5 
6'
7
8 
9
10 
11 
12
13
14
15
16
17
18
1920 
21 
22
23
24
25 +

Special. Roll on 
. 202 

.... 19,20
A 1:9,20 ,

. ' ' ' 19,20 , .

■ . 18 , 19,20 .

18 , 19,20 .

13. 19.20 ■
18. 19.20 

17, 13-,19,20
- - . 17, 18 , 19,20 r

17, 18, 19,20 
17, 18, 19,20; ^

16. 17. 18. 19.20 :
16,17,18., 19.20 ^
16. 17. 18. 19.20
16. 1 7 . 18 . 1 9 .20
16. 17. 18. 19.20

15.16.17.18.19.20 
• 15,16,17,18,19,20

15.16.17.18.19.20 
15, 16, 17, 18., 19,20.
15.16.17.18.19.20
15.16.17.18.19.20

14,15,16,17,18,19,20

Critical on 
20

. 20 
j 20-

■ ' 20 
20

1 20
19.20
19.20
19.20 ^
19.20
19.20
19.20 -

18.19.20
18.19.20
18.19.20
18.19.20 '
18.19.20 - 
18,19,20
1 8 .19.20
18.19.20
18.19.20
18.19.20
18.19.20 .
1 8 .19.20 

1 7 ,1 8 ,1 9 ,20,

Fumble on 
2 , 3 A
2 .3.4
2 .3.4
2 .3.4 
2 ,3 ,4

2,3
2.3 - -

2.3
2.3
2.3
2.3
2 - 
2 
2

- 2'

• '2 
-2 ■
2
2 ■ ■
2 ;

. - 2 , .
■ -2 ,.
2 
214, 15, 16, 17, 18, 19„2.0 ___________ _ „

-Remember that the above numbers refer to the. die rolls them
selves; not to the final total. J



The dim alley ended in a seedy door, lit aboue with cheap neon uncertainly 
proclaiming, "The Î ONTI^IORILLONITE Club." Spade pushed the door, and it swung 
freely open. The chamber beyond was empty sawe for a large knobbed bludgeon, 
restling lightly cobwebbed in one corner. He went over and picked it up; the fine 
dry clay felt p.eruersely moisty in his sweaty palm. .

"I’ll take that!" rasping from behind him broke his rewerie, and the Fat f'̂lan 
waddled in from an unseen; door, glowing profusely and waggling a .45 menacingly in 
Spade’s direction. , , , . . : . ■

Quick as a flash. Spade flung the club at his aduersary, but it flew wide - 
and, crashing into the wall, shattered into a myriad shards? a heavy object 
contained within its center fell unharmed to the floor with a solid clunk.

’ The Fat ('̂an shot twice, hearing the satisfying rending as lead bit into 
flesh, ; Then he awkwardly stooped down to retrieve the statuette? the, I'laltese 
FlAN-O-UiAR BIRD was finally his. : . .

Installment the Eighth actually, for A&E î̂ 05; compiled 11/2/84 by and (c): ,
Nick barter of Silwood Park, Ascot, BERKS, England. Metamorphosis courtesy of Lee,

A&E 102

UINCENT FOSTER? Your remote T\i channel changer didn't harmi my infravision, 
but myfunnybone will never be the same again.

D00GLA5 R. LOSS: Your piece, "The Last Role-Playing System," succinctly,sums;
up: the dialogue several advocates of free-form rolegaming and myself have been ; 
having in these pages in recent issues. : ,

STEWE GILHAM (re ct to QUENTIN LONG): I couldn't agree more with your — ,
observations on old Lemuel and his sonic whatnot. : ;, ' ' ■ ■ J ' ' ii'

SIMON: Your comment reiterates my suggestion that alchemists might often be . ■
found in association with giant arthropods. Sound-producing types might make 
formidable adversaries at these high atmospheric pressures.//Whilst on the subject, 
did, your giant Embioptera bit ever appear. I had a quick look just now and . 
couldn't find it, but some of my A&Es are currently out. After their mega-  ̂
successful debut Friday, I think I will cobble together a few notes on giant 
Ant-lions for a future ish. , ,, ,

ERIC SADOYAMA (re magic and the tactics of war): the first bit,of Lyndon 
Hardy’s Master of the Five Magics has what I think are some neat ideas on this:.//. A 
couple of lines on the book itself. Its magic system is well thought out, and: the 
tale is well plotted. Ho.wever, the style is totally without suspense and at times ■ 
glaringly predictable. Worth reading for information only.

: QUENTIN LONG (re agnostics); In my system, I think I would tend to discour- ' 
age these from being played, although I certainly wouldn't forbid if someone really, 
wanted to. There are several ways I could rationalize one of such a persuasipn, ' 
1) By making the character a wanderer from some backwater across the planes that 
had never quite woken up to the idea of "supreme being(s)." 2) To, have the errant ) 
soul within the existing, religious framework but having slipped through the net-and 
thus escaped the wrath of his prote.ctor in some way. It is easy to imagine a.v/ery 
busy god like Odin overlooking the odd one or two. Moreover, there are precedents 
for Odin going out of his way to create mortals not bounfd to the gods in any way, 
as in some versions of the story of the Uolsungs. He will do this as only these 
totally’ free agents are capable of fulfilling certain acts, as they are--in a 
sense— outside Fate. . ,

I can well imagine a mischievious god like: Loki letting the agnostics that he 
has been charged with live just for the hell of it. In some pantheons, there might 
also be the option of one of the more compassionate deities being unable to do in , 
his/her charges, despite their wicked ways. This is probably less likely in the 
Norse pantheon, with the possible exception of .the Uanir. :



THE THIEUES GUILDS DEBATE . /

STEV/E JONES (re ct to DAUID NALLE): nipe to see somebody lOlse in approximate
agreement as to hoiu these bodies should operate. As for what ue should call these 
people^ perhaps I should start pushing the term Secretary a bit more.

An opening comment to bring the term Secretary into the fray then and to deal 
with the feedback my little piece on them had. Harry Robertson thought they looked 
interesting (you're right, Harry; they are). Peter Clarke ujas worried about my 
concept of them as a new class, and Ronald Tlark Pehr would prefer an explanation 
without reference to Eddison (chiz). ,

First, I will do the exact opposite and elaborate on the explanation accord
ing to Eddison. In his'Zimiamuian trilogy, there are two Secretaries. One is Dr. 
Uandermast; he fills the post first to King f'Oezentius and, after the King's death, 
to his bastard son Barganax. The v/enerable and verbose Uandermast is something of 
a seer and mystic, has a lifespan approaching immortality, and a penchant for 
nubile female lycanthropes. He acts chiefly as an ad'/iser and confidante (at least 
for Barganax), and if there is any dirty work to be done, one suspects he will 
dispatch one of his more than capable females to do it. The second Secretary is 
the insidious Gabriel Flores, who fills the post to the evil Uicar of Rerek. Kiuch 
of the time he is merely a batman and dogsbody, but he also proves his worth as an 
accomplished assassin and con-man par exceHence.

All this builds up the role of the. Secretary as a right hand man (or woman) 
to a person of some status. It is clear that the Secretary should be versed in a 
wide range of skills and highly proficient in at least one sphere, though what this: 
sphere should be will depend on the requirements of the person served. I would 
regard the advisor/confidante role as particularly important, as aspirants to power 
will usually need somebody to lean on but could well do without a whole gaggle of 
bickering aides.

The above thus lays out a useful first definition for the "class" Secretary:
i.e. a jack of all trades cum right hand man. This brings me on to some of Peter 
Clarke's reservations on my description of the Secretary as a class, many of which 
I hope have been resolved by my excursion into character generation, in A&E 100. I 
think he and I employ a slight difference in terminology, which is regrettable. I 
have now pointed out that the four classes I use (flagiq Uspr;, Fighter, Cleric and 
Secretary) are in the main only convenient labels, describing pepple who deal with 
matters magical, physical, spiritual or a, little bit of each, respectively. There 
is probably also room here for a label for someone who deals predominantly with 
matters mental.

I do not mean, however,: to suggest that the classes are interchangeable. To 
illustrate this, a few lines on my concept of how an adventurer develops. At the 
outset, all adventurers can do a little bit of everything; they are, if you like. 
Generalists. Kiany will eventually show a preference for one of the disciplines 
outlined above and start to channel the majority of their energies in one direc
tion; they will become Specialists, and of course their degree of specialization 
may far exceed the four rather wide classes that I describe. The people of whom 
Secretaries are made, though, remain Generalists. Hence a rather incomplete but 
accurate description of most Secretaries would be K|agic-user, but to describe most 
Flagic-users as Secretaries would be whpHy inappropriate.

To ascribe the background I have to Secretaries raises a rathec ugly.dilemma, 
however. By definition, they are all quite strong individuals, and one might, often 
think also loners^ but I have been implying;that a Secretaries |Guild is a rather 
powerful, dedicated tegni. This is a situation which musf be .^resolved, and I
consider that tfip spj.ution I' , now postulate daals..,.with it 

In the early days of adventuring, it wan customary.
well..- , ;.
for dudding heroes to

attach themselves to an established party and thus obtain training for their



particular v/ocation from others of that ilk uithin the partys at least in the case 
of I'lagic-Usexs and Fighters. It might be more usual for Clerics to attach them
selves to the local seat of spiritual learning rhan to pick up their trade on the 
road. In any case, looking after newcomers means a lot of time and effort for the 
trainer, and so a trainer will want to be fairly sure that a protege is going to 
stay in the business. A promising young Fighter who announces to his mentor that 
he intends to go off and learn magic for a few seasons had better be prepared to 
try out all the things he has just learnt! Similarly, any adventurer who announces 
to his prospective trainer beforehand his intention of picking up a little bit of 
everything is unlikely to te taken on.

Nevertheless, these jacks of all trades will turn up from time to time. And 
once trained across the board, the iables are turned somewhat, as these people 
become eagerly sought and highly paid by leaders with enough ambition and power to 
require the services of the very best kind of Secretary. f'Oost Secretaries will 
have had a hard long slog to get to this position, meeting a lot of resentment on 
the way, in the form of disillusioned trainers. A particularly enlightened party 
of adventurers might pool their training to set newcomers up for this type of post, 
but in general potential Secretaries were rare in the early days and the corollary 
is that somewhere, sooner or later, a group of people are going to get into Secre
tary production in a big way--satisfying a demand at a healthy profit. The 
archetypal Secretaries Guild has hence arrived.

These early Guilds could function in three ways. Firstly, young aspirants 
who had come into money could pay for their own training, perhaps with a view to 
hiring themselves out afterwards. Secondly, the local bigwigs might send likely 
candidates to the Guild to be trained at their expense— and add the new Secretary 
to their own staff (normally for life) on completion of training. Thirdly, th6 
Guild could train up likely candidates at its own expense and then try to find a 
"buyer" afterwards. In all these cases, the Secretary's loyalty should be totally 
to his employer, after leaving the Guild. In fact, future contact with the Guild 
would be very limited. Perhaps there might be refresher or advanced training 
courses available, or perhaps Secretaries employed near the Guild might be called 
in to help train newcomers on an occasional basis.

The next step in the Guild's development occurs when its elders realize that 
their little concern is now large enough, rich enough, and respected enough to 
start doing things for its own ends. Whether this includes underhanded things will 
depend on the circumstances of the individual guild, but in general two things now 
happen. First, the Guild starts to retain Secretaries as employees. Secondly, 
Secretaries in the employ of others will be expected to provide intelligence on 
things that might be of interest to the Guild; perhaps concerned with the employer, 
perhaps not. In the latter case, the question of the Secretary's loyalty comes up: 
is he loyal to his master or the Guild? The answer is not simple and will depend
on the motives of the Guild, but in general, my premise will hold that close to
home the Guild is benevolent, with shady deals going on at a nice safe distance.

Close to home then, the Secretaries in the employ of local dignitaries will
gather intelligence on their travels; while useful to the Guild, this is not 
calculated as being harmful to the employer. Secretaries newly insinuated into 
domiciles farther from the Guild will be expected to gather intelligence on their ,; 
boss, possibly for trading deals that the Guild can bend to its favor, possibly 
blackmail or worse.

%anwhile back at the Guild, there has been a subtle shift in .the doctrines 
being taught, with absolute Ibyklty and obedience to the Guild demanded. Thus the 
new Secretaries will keep the Guild's interests at heart wherever they are 
employed. At the same time, the number of Secretaries working at the Guild will 
continue to increase, and the Guild will be in an increasingly strong position in 
local affairs, eventually supplanting any existing police force with its own 
superior brand of militia, objections to this long since swept away by the local 
dignitaries whom the Guild carries more and more influence with.



Finally, in this rambling discourse, a ocrds on rny oun i^ilitary Secretar
iate at Bocon in Zamor, which has now reached a position of influence and power far 
exceeding that described aboue. Regular. ..eadisrs will hawe encountered this body jin; 
some of my campaign'writeupsj ’cind it will feature.,even more .in., future ones,,;:,, i n t

Constitution; this comprisfes two, cone;,sely sbated aims and a u|^bning to members. ,
(i) The Guild undertakes to oreserve the freedor of,the state of Zamop, from 

all foreign invasion or subversive influence, and to govern,pell within this aegis., 
(This indicates that the Guild'is the true'-ruler,of Zamor.' Zamor's various knights 
and lords dre 'Present merely for showi.ahd though capable of free action with the 
blessing of the Guild^ particularly with respect to the warding of the marphes, and , 
defense against the Swariri, they remain subservient to'the heads of the Guild.)

(ii) The Guild undertakes to subvert foreign powers apd to reach a position
where the-gainful exploitation of such powers, to bring revenue and prosperity,to 
Zamor, can be practised. (Such subversin can range from assassination and 
extortion, through^ thievery, to semi-legitimate trade, especially the smuggling of 
"sensitive" items.)''' ' !

(iii) T'lembers are reminded that any act which may be construed as treason 
towards the Guild is punishable by death.

Ranks at the Guild .
T. Novitiate: no uniform . ,
2. Ordinary Guildsman: awarded after completing Novitiafe's training.

Receives uniform of a plain sky-blue belted tunic. ,,,
3. Full Guildsman; awarded after having successfully perfopmed a specific 

task that will further the ends of the Guild. To uniform is added a red sash, : 
fastened with a buckle showing Guild insignia (crossed spears on shield). ; :

4. Lieutenant; awarded on merit after a minimum of five years as a Full • 
Guildsman. Two silver stripes added to shoulder of tunic.

5. Higher Ranks. . ; ■

For the time being, I think it only remains for me to say that the Zamor Guild is, 
in my scheme of things, the most powerful body of its kind in the whole of the 
Known Universe. ,,

CAIVIPAIGN REPORT ■ . ; ■
In which Alkar goes away, and the others meet the warrior Skidthane and.embark on a 
strange journey into the abstract.... . ^

Our heroes hurry, away from the Jousting Plain, apparently straight for the 
impending Whacker, buit the terrib.le storm never materializes where they are. They 
eventually reach the'Coaching House safely, though the journey has taken its toll ; 
on the vastly huge Lyra. The landlady takes ;them in, and they arrange the hire of 
rooms dvBt''''‘some food and a pint, though Lyra is put on a crash diet immediately,

(Oh a'"Point of Terminology;, look,'guys, ypu're at the Coaching House. The 
what house? 'How,many coaches have you seen since you started on this little trip? 
How many coaches have.you seen ever, come to think of it? Qo you even know.what a 
coach is? Frankly,'. I dbubt it. Doesn't the name arouse any burning curiosity at-
all? Oh well..L;--NJL) V ' ' ' / ■ .. •

Over the next few days, the party rests at the Coaching House. Lyra slims, 
Alkar copes with his magic coming back, and they all feel a lot older and wiser . 
than the short stay of 15 days at the Jousting Plain ought to have left them, (is 
that a ^rey hair, Estel, at your age?) The only visitops at the Coaching House ,
during this time are’a party of blue-liveried militiamen,' with whom Gustayius ■ :
disappears for a short while. . .

One day, however, a stout fighter by the name pf .Skidthane arrives. He seems 
a decent short of chap and falls in with the party. . He 45 well; iknpwh. to t-he,'T,:.i .

..i ! ' ■1 ‘



landlady. It seems that he does a lot of work with the dwarwes in the (''lountain of 
Black Fire (known to the dwarves as the Peaks of a Thousand Flines), and it is from 
there that he has just come. He tells too of a magical subterranean working to the 
south-east, deep under one knoll of the precipices of the Black Chasm. He 
periodic- ally goes there, seeking his fortune, and is accustomed to invite along 
any hale and stout travellers he meets on the way.

Nothing exciting has happened to the party since they arrived at the Coaching 
House, so they assume that the information of which the Sage spoke may well lie at 
this excavation. All agree to go with Skidthane except Alkar. The latter now 
tells of a tranquil lake in the lowlands between the Coaching House and the 
Northern ('larches, which the landlady has told him about. Herbs grow there which he 
must get, he says enigmatically, and will proffer nothing further when quizzed on 
it. The others can only assume it is something 'he neeos to rectify his recent loss 
of magic. Anyway, the next day Alkar sets off to his lake, and the others take the 
road to the Black Chasm with Skidthane.

Early on the second day put, the great rift finally comes into sight, and 
they reach it by midday. A great bridge takes the road across the chasm, but 
before they reach this Skidthane heads off down a rough track that soon begins to 
wind giddily into the precipitous murk, eventually transforming itself into a 
rudely-cut set of stairs. The stairs lead quickly out onto a knife-edged ridge 
decked in swirling fog, and it is all the party can do to spot where to put their 
next step. Faintly scuttling sounds come and go all around.

With alarming suddenness, the fog clears; and they find themselves at the far 
end of the ridge, facing a stout-looking door. Skidthane opens it with a push, 
however, and they head in down more stairs, which in the eerie glow emanating from 
the walls can be seen to be of excellent workmanship.

The stairs soon lead out into a room dominated by a raised-up shield motif 
set in the middle of the floor. It depicts a black cross on a white ground, and 
Skidthane says that it is a travelling device; at any rate he is very careful to 
walk around it as they cross the floor. (Actually, the shield is only the standard 
of I'levrien the ('Eighty, the original builder of the place, but....NJL)

The glow from the walls has now stopped, so on the far side of the room the 
party lights up, and at once perceives a circular construction set in the wall, 
which Skidthane says is the next door. It consists of a number of metal segments 
arranged like an iris, each segment hinged to the wall at the far end, with an 
elaborate catch in its center. The construction is held rigid by an appropriately 
sized metal ring that slips into the recess of each catch. After a lot of 
tinkering, Estel eventually fusses this out and opens the door.

The next room is another bare affair, but there is a door leading out of it 
that is soon determined to be magically shut. Estel gets to work on the lock, but 
a beam of energy shoots at him, and a rune momentarily glows on the face of the 
door. Lofty, fed up with this, goes up to the door and kicks it in (so it was a 
one-charge rune); and the group emerges in somebody's bedroom, dominated (shock, 
horror probe) by a large bed. The room is in good repair but does not appear to 
have been used in the last few days, nor do the living quarters attached to it.

Skidthane sets about rifling the mattress. After pulling out a bag of gold, 
he is latched onto by a great blg-fanged worm. This he dispatches, though not 
without becoming envemoned by the beast, a state of affairs swiftly rectified by 
the expertise of Lyra, fortunately for him.

Just then the sound of marching becomes faintly audible, and the rhythmic 
clatter of iron-shod feet waxes steadily louder, until the lighter items in the 
room rattle up and down where they lie. As suddenly as it came, the marching 
drifts away, and all is quiet once more.



Eventually our heroes leav/e the ouartera they have just ransacked by the back 
door, and soon find themselves in an open area uith several cages, the ceiling 
supported at intervals by large pillars. Two cages contain a couple of very 
disheveled-looking lowlife cutpurses, whom the party releases in response to their 
entreaties. Resting in one ,corner, under a large blanket, is a heavy amphora which 
Gustavius and Estel just manage., to determine is magical, -ujhen the iron-shod ' 
marching returns, and a tearn of hobgoblins on patrol bursi;s in and lays into them,̂

The party just manages to defeat them without fatality, when another of the ■ 
doors to this hall bursts open, and a party of adventurers piles in,' They;ares inot 
hostile, however, having merely been attracted by thej.apuhds (3f melee. Havihg " 
exchanged recent information on the movements of forces within'the,.earthwork, the- 
two groups depart their separate ways. i. ' n' , ■ d

Estel and Gustavius now return their attention tov the: iaraphora.h , A little' ' 
magical good fortune enables Gustavius to communicate with a sea captain sailing' 
upon the icy waters of the domain of Harragon, who is apparently in some way within 
the a m p h o r a . . . y .

jj;. Lofty apd Skidthane express a desire to taka, the amphora, but the others 
think it best not to. The two persist, but the vessel quickly becomes very heavy, 
and the pair resign themselves to the fact that they cannot carry it. (Another 
neat bit of successful conjuring by the- two secretaries.)

By now they have all taken a number of passages leading away from the. hall of 
cages and pillars, and have, discovered; they have been through one.or more : : ■ 
dimensional inconsistencies,'as their map does not tally, even though-they have- , 
been most careful along the way. .

The passage eventually winds into a dead end, blocked across by; aigreat, i 
mirror. In a flash of inspiration, Estel elects to.try and walk through it. It 
smashes, and he gets cut, BehindT-ha mirror is aovalcove with ai ladder leading 
upwards--and a small lever which activates a. mechanism that slides the mirror out 
of the way for anyone standing in the alcove. Examination of the fragments of 
glass reveals that the mirror was functioning as a one-way mirror. Lofty and Estel 
cut partially through the bottom rungs of the ladder, and the group gathers in the 
alcove and waits. ;  ̂ ^  ^

Sure enough, it is not long before footsteps are heard coming down the ' ’
ladder, and a religious-looking type lands at 5k.’dthans.'s faet. The latter quickly 
advises the former not to try anything, but the cleric .does not appear unduly put 
out at the tampering with his ladder or mirror. He introduces himself as Yeftaj a 
cleric of Tyr? being a charismatic soul, he soon gains the party's confidence.

Yefta invites them up to his abode and proceeds to explain something of the 
organization:of the part of,the complex they have so far explored and what lies 
farther on. Thus they learn that they are near a victualling place, Yefta tells 
them the way there is simple; his ladder carries on beneath the alcove, with access' 
via a secret trapdoor.. The passages beneath lead to a damp marshy area,' and the c ' 
party should follow the way to this. .; ; ' - f

. So they prepare to set off again, Gustavius: returns the astfologyr;tests that 
Yefta had passecl^him for quick perusal, and they hsad for the ladder. As 'they i ■- 
leave, Yefta makes a couple, of predictions; firstly that;Lyra will shortly brdak. 
an arm, and secondly t^at Skidthane will he bitten by a spider and lose the sight - 
in one eye,a^,.a consequence. .... ' . ; . ."i'l;'.;

.One the way,-back d,p,wn [Y.efta.'s-ladder,, Lyra steps on one of the sawn-through 
rungs that, had^npt been broken. ., She falls and .breaks her arm. Fortunately she is 
quite capable of administering to,her immediate needs with respect to this. ' : ’ :

They find the trapdoor and carry on down a second iadder which emerges into 
an open prea with three cages. In ;one is a small flask made of blue- glass,' with a 
fish design-engrave on i,t. Between, all their efforts, the party manages, to 
retrieve tdis. . .... : , c-, a ./> ,; vj-.. -■■■' '



f'leanuihile, Sicidthane is sulking as he has just seen one of Yefta's predic
tions come true and has remembered the other one. After a little concentrated 
thought, they;decide that maybe those weren't really predictions at all, but some 
sort of disguised curse conjured up by the double-dealing acolyte. Lyra elects to 
try apdjrempue the curse. The ritual is in due course performed, but in uiew of 
the lapk:of information as to the nature of the curse, Lyra cannot be sure whether 
she has succeeeded. With mixed feelings, the party carries on towards the 
tea-room, the way to which they had been told by Yefta.

to be continued

WONTivipRILLONITE (VIAN-O-WAR BIRD, OCCASIONAL ARTS SUPPLEIVIENT 

LOVECRAET AND CTHULHU ON FILIyI

~ the Shuttered Room; dir. David Greene; ■
with Gig Youhg, Carol, Lynley, Oliver Reed and Flora Robson

Not naving reao m e  original tale by Uerlett.________  ̂.......... .
position to compete it' with the plot of the film, which develops as follows, .i. '

Susannah Whately lived as a small child in a mill house on Dunwich Island off 
the New England'coasti' Her parents keep some ''horror" locked away in the'shuttered 
room at the top of the house. Her parents die, and she is sent away, only to 
return yeSrs later with her new husband, intending to turn the now derelict mill 
into a summer home. They find that none of the locals will go near the place on 
account of the tales of the "curse of the Whatelys," which the enigmatic aunt
Aptha has been spreading. The couple nevertheless defy local advice and begin to 
clean up the mill.... ^

updatino it^tn^thP^Rn^ m  cinematic license in the story. Apart from^
updating it to the 60s, there is the introduction of the obligatory gang of local
o b ^ ^  of _ loose female hangers-on, developing i n ^ H ^ e  e g i S j
us on t H h e i r  reLnge husband, leads

S i ;  L%-e?t^we\^^^S^;^ -

? h \ ^ J ^ L T o n e  O f
deputizing nicely for New England^" Even th locations in Cornwall ,
Lovecraftian horror well, the tale fin thP^f*^?^ carries the spirit of
CtHW.. ..at ta:

hl’inH^^h °^^9inal,. and the liberties it takes are nnt^f ’ 1 oan compare
londe heroine is added. Wilbur Whatelv is Fran r standard vulnerable

and erudite Svengali from the simpler uolier f into a charismatic, dashing
grimly determined Dr. Armitage becLes a ltth/r suggests, and the 
hpf changes the denouement, so that li/i homely bumbling type,
before the horror really starts) is ^here a f  thp . ,
the ''Jill unfetter his brother on the the final touches to

'“ n^iontation. I-p concede, however' that closes in: for
a dumb M  film is unbelievabiriamp Qood cinema. :
A r l S o e  Pnt returning the Necronominnn tn ^ith Wilbur conning
eventnan ^  into lettino (goodness knows why
t h r w S i  S' stops him. Wilbi^ then OP? f read. Armitage

li/ilhiiT- ^ tails under his s d p I I  ('li-t-r, stay the weekend,
to uoeo .et as a 3aori«crL“ l ‘̂ t t 1 f L r S , - ‘- ” P;;icaU,). ' , ^

□uny? L-droi Lyru.Byj uxivsr nBso snd riors Kobson* ' • ‘ 
having read the original tale by Derleth and Lovecraft, I'm "not' in 
o comhdte it'with the olot of the film, which develons as fnltdWs.i



The first half of the film is diiartod pretty sloppily; but when the horror 
starts to manifest itself* the director seems i.o bepome more sure of his material, 
and the second half is very well done for the most The manifestations of
Wilbur'sPtujin rely mainly on bursts of colortjd light accompanied by eerie hdises, 
but are neuertheless highly effective. .

Thê  real strength of the film is its obv]ous. fondness for Cthulhu detail.
Thus we'.find that Wilbur wears a ring that is clearly an interpretation, of the , 
Elder Sign, i • The. Whately house is full of Red Indian arcana,, strongly s.uggestiue of 
the worship of Yig. The rituals Wilbur performs, both .when burying his grand- . 
father and during the final summoning, are well observed and elaborate, whether 
based on fact or not. The real gem of these touches is the table,decoration, 
constructed of the Glass from Leng, which gives visions of primeval cultists.

Also noteworthy is the way in which Armitage, for all:his homeliness, per
forms his investigation. Thus we find him visiting the local newspaper office to 
peruse old press cuttings, interviewing the country doctor alleged, to have deliv
ered Wilbur, visiting Wilbur's mother at the asylum where she now resides, etc.

Strictly speaking, the Dunwich Horror is no more than an average film;,; even 
by pulp horror movie standards. But for anyone part of a Cthulhu campaign, the 
last two''aspects make it worth watching, and'the end's'™ t  bad either .

Mdxt a'hote bulled from my special H. P.: Lbvddraft issue of Heavy nnetal. It 
cbhtains' among other things an extract of' a hb\/elization '(by David Hurd' and William 
Baetz) from'an allegedly forthcomihg film, "ThfC Cry of -Cthulhu" (billed with a 
release'date of Summer, '8l). I can find'‘no ihformation on such a film ever being 
released in my' records, though I'm still diggihg. And this or any other 'marriages 
of Loveciaft and the cinema that I come across will appear' in later ishes of

Finally a note on whippoorwills. These are supposed to cry out every time a 
Whately die's. In the Shuttered Room, the birds do indeed (to my admittedly 
untutored ear)'‘sound like whippoorwills, but in the Dunwich Horror they sound more 
like Canadian geese. Oh well.... .Cthulhu fhtagn! (until, the next time). i..;

FRED PATTEN in APA-L noteg that CBS has decided that the D&D animation series must 
be revised. "To please the powers that be in TU children's programming,' each 
episode has involved the kids performing some good deed, so even if they haven't ' 
gotten back home, they hae learned pn Important iToral Lesson--and the Dungeon 
master has stated that when they have had their characters improved enough, they 
will get to go home. Unfortunately, this...has blown up in the TU censors' faces, 
because it's made it clear to the most naive young viewer that' it's.the friendly 
Dungeon master himself who's keeping the kids prisoners in this world. (You can , 
hardly blame it on Uengor when he's doing his utmost to get rid of them all the 
time.) So the Dungeon master is to be downplayed. ■ ' ,,, ,,,

"At ths same time, emphasis is to be maintained that the kids'do have some • 
benevolent spirit guarding them, and...will get home eventually, so the TU viewers 
won't become too emotionally disturbed about the plight of six children lost in a 
world of magical monsters.: i Emphasis is also to be continued on the 'learning 
experience' in each episode, but the kids are...forbidden to be shown as having 
ever learned anything. That is, their; personalities cannot change in any way."

§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§5§§§§§§§§§§§§§§§§§§§§§§§§§§§§
J.)

And some British A&Eers ,;Off hillclimbing in the Lakes District sent a postcard, 
noting that a pub is warmer than snowy hills (Daniel) and that they climbed Scafell 
Pikes,'BWgland's highest peak (Dave). In parting, .they'sent love ang ^isss 
(Simon), cheers (Daniel),: jeers (Pete) and howls‘arid derisive larter (Dave). Oh 
yes, there's also a note that USA does NOT equal Union of Sonambulist Aardvarks.
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February 28, 1984

My old Selectric printer died a month ago, so I went out and bought 
a Smith-Corona TP-1 daisy-wheel printer, which has fully as fev/ 
features as the Selectric did. It was cheap, though, and it works®
I hope it does stencils well. [1]
CONTENTS 2:

1. Yet more on my magic system,
2. My campaign lives! . :
3. Comments. . r - . .  v

JU. YET MORE ON M ^ I C  SYSTEM
This is not, alas, going to be the last installment of my magic 
system. I intend to do a full-blo^-m force-baSed magic system, but I 
have yet to work out a system that isn't needlessly complex. Recent 
progress is discussed below.
The source of magical power. As you may recall (these 'zines are 
spaced too far apart, so you probably don't), there are two main 
sources of magical power, (or "mana"). These are the Aether, which 
is characterized as a field or wind of magical force, and mana 
contained in persons or objects.
Normal spell-castihg^ goes something like thiss with an expenditure 
of physical and psychic energy, a mage bends the mana to his will.; ■ 
He uses the power from the rnana source to power the spell. Result? 
one successful spell, and one tired mage.
Efficiency. Magic wastes mana. Most spells are far less than 50% 
sffiGient, which means that if you had a spell that moved mana from 
one place to another, less than half would reach its destination? 
the rest would be wasted, ■ ‘
Mages are also inefficient. Ideally, the mage would only use the 
mana around him, and use none of his o\m vital force to power his 
spells. > In practice?, it doesn't i^rk that way. For instance, a ■
run-of- the-mill mage will be providing 15/̂ ~25/,! of the power

1. For those who care, I'm double-striking lower-case letters, 
and triple-striking capitals and numerals.
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himself? the rest will come from external mana sources. A really 
top-notch mage (Merlin,, for instance) \rill expend only about l/o 
himself. , .! ‘

• ■ •• IAnyone who crosses the boundary frora losing-power ^rith each spell to 
gaining pov/er is called a "god.” .
Spells ar̂ c fatiquinci in proportion to the amount of energy the mage 
himself must put into them. A mage who contributes 20b of a lifting 
spell's energy, can lift five times as much \/eight as he can without 
magic. ' Mages don't like this kind of sharp limitation, so most 
spells use tricks to get around this kind of massive physical 
effort., , .

TYPES OF SPELLS ;
There are several broad categories of spells, listed according to>, 
the general method used to get things done. The ones I've come up 
with so far are?
Hypnotic/Suqqestive spells. These spells work on the subconscious, 
and are very cheap in terms of mana (since they aren't energy
intensive) [3], though they often require a great deal of skill. A 
typical hypnotic spell \/ould be used to put someone to sleep., make 
someone afraid, or create simple illusions.
Qrqanid: spells. These are very tricky spells, but easy on the spell 
fioints. These spells alter organic reactions slightly —  usually by 
working on hormones or enzymes. V/hen you take biological spells 
into the realm of genetic engineering, you see how monsters are 
created. .
Maxwell' s demon. Another cheap way of doing things is to, affect tlie 
outcome of random events. ,In addition to obvious applications with 
dice, energy can be channeled by the use '‘Maxiv^ell' s demon, " a 
hypothetical field that is permeable to high-energy air molecules, 
but no\T low-energy ones (or vice versa) . The result would be a . 
sharp 'rise' in temperature in the inside of the field. You can get , 
any temperature you, .want this way, .though it takes time to capture , 
enough high-energy molecules to achieve r^^lly high temperatures. , 
This is the preferred way of producing flames, ice cubes, and 
fireballs. ,
Elemental spells take advantage of adjacent planes of existence that 
have a low energy barrier for transporting iaatter, energy, or ,,
spirits. For instance, gating in a few thousand cubic feet of 1500 
degree air from the fire plane is much cheaper than heatipg it up, 
yourself, ' . ,. , ‘ ,
Transportational Spell_s move objects from one place to anpthier.- The 
cheap kin'd allows the transported mass to be' scrambled in transit.

3. All references to spells being "cheap" or "expensive' 
referring to their cost in terms of spell points.

are
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which is no problem with water or sand but is embarrassing with 
people. Much more costly are tjie spells that inhibit the 
homogenizing effect. Distance is not a factor, but control is.
Mass spells such as religious rites allow the mage (or god) to draw 
on the vitality of the participants to provide power. Deities burn 
up a lot of mana, and need their congregations if they want to 
remain powerful. They dwindle in power as their support dwindles, 
sometimes to the point of becoming mortal and dying of old age.
Human and animal sacrifices drain the vitality of a creature to fuel 
spells. Draining a creature completely (by killing it) generates a 
great deal of power. .
Brute force spells convert mana and the caster's ovm strength . 
directly into useful work. Levitation spells are usually of this 
sort. They are simple, easy to control, but fatiguing,

COMING ATTRACTIONS
The actual mechanics of the spell system will be based on assigning 
metarules for the point cost of various classes of spells, and the 
actual methods of performing different kinds of spells. For 
example, a fireball can be done by brute force (using magical energy 
to heat up air). Maxwell's demon, elemental magic, or teleporting 
air in from the inside of an active volcano. All of tliese methods 
have their good and bad points.
This means that I finally have a speili system i/here people can 
reasonably expect to design their ovrn spells from knowledge of the 
v/ay magic works, rather than dumb luck and die rolls.
Before I'm done I'll need to work out a way around requiring 
engineering calculations for each spell, I want to keep it simple.

2.?. MX CAI4PAIGN LIVES !
I re~started my Camelot campaign a, month ago, with two people who 
had played in it back in bregen^CKaren Black and Lance Murray), and 
a nev/coraer, the ineffable Quentin G. Long. Marc Winner put in an 
appearance once, as well. *
(I|m not going to do a campaign writeup, partly because the whole 
thing has gotten pretty convoluted, and partly because I don't feel like it.) . p ,;
My campaign is, of course,/;based on my ovm modified-beyond- 
recognition HIGH FANTASY variant. The unfinished state of my magic 
system is neatly sidestepped by Ivaving no spell-casting player 
characters. I improvise constantly, anyway, so if my rules were 
complete I'd just ignore them...
As usual, I can't keep up v/ith my ovm campaign, so I have other 
players run THEIR campaigns some..of the time. Lance has an AD&D
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campaign, and I'm trying to get vQuentin to put his mummery where his 
mouth is and start a CHATIPIONS campaign.
We run every Thursday at 6?00 pm, and everyone is welcome (just drop 
ins I'm chaotic and I don't care). Coffee, soft drinks, and food 
of some sort are provided, unless we forget.
We ran Lance's campaign last week, which was the first time I got to 
play (rather than GM) in about,a year —  a welcome change. Karen , 
and I ran old familiar characters, which was fun, and Quentin rolled 
up a new one with my AD&D character generation program.
The run was interesting, nasty, and somewhat profitable. While I 
enjoyed it, it also reminded me of why I gave up on AD&Ds crazy 
rules, and too many of them. Still, I can exploit them, and I can 
role-play at the same time, so what the hell.

COllMENTS
(bl02) , ^  .

■ fr'- . . ' ■ ['
LEEs Pain points? A Pain table? Pain points lost per hour? It 

seems awfully cumbersome. Telling a player that his character 
is writhing and screaming has always seemed much more effective 
than telling him to check off six pain points,

SIMON J, CORNELIUSs You didn't like SILVERLOCK? So far as I know, 
you're the only one. As for it being perhaps too American a 
work, I suppose it's possible. I've heard that the English v/ere 
bewildered by Araerican humor during WWII (Qs What's the 
similarity between elephants and milk? As They both come in 
quarts.),

(̂ •̂ lOS)
LEE (re your comment to me)s no, I wouldn't really want any 

beginners to just jump into the formless void of my rules 
system, but HIGH FANTASY is structured enough to get people 
started, but still sparse enough to keep them from being 
fettered by bloated rules systems.
Speaking of bloated rules systems —  I think that ADLD: was the 
worst thing to happen to the hobby, ever. When the three ■ : 
campaigns I was involved in were all based on the original three 
books plus GREYHAWK, the rules were few enough to memorize, and 
weren't anywhere near as unplayable and bloated as AD&D, The 
DUircEOM MASTERS GUIDE and even the PLAYERS MAInTUAL made a fairly . 
simple game incomprehensible,

DENISE GERNETHs If you haven't yet received my APPLESOFT D&D 
programs, pester me until you get them, I have a character 
generator, a wandering monster generator, a character sheet 
printer, and a bunch of miscellaneous stuff.
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CONTINDATION OP THE TALE OF THE SECRET SERVICE TEAM
When I suspended the tale last, the team had arrived on yet another planet by way 

of a misjump of the Grom spaceship they currently controlled. A large farming combine 
approached the ship and came to a halt. The occupant of the machine turned out to be a 
^^^~®5f®*®®tric metallic "robot". Several attempts on the part of the PCs to communicate 
with it produced no results for almost a full day.

The PCs called on the iinniaterlal Taadaak to help, but recieved no answers from any
of them, and decided they must have been left behind in the jump, .

Then, a small 1-engine airplane arrived and landed in the grain field neat the
ship. A very human-looking figure emerged in a black business suit, and addressed them 
in some eastern European language, then in English! He identified himself as Zee! 
Sadovnik. He wanted to know where they were frtMn, and when the PCs said "Barth", he 
wanted to know what country. He then asked why they were here and where they thought 
they were going. The PCs said they were trying to go to Arizona, but got lost. The PCs 
said, "...if we're not on Earth, then where are we?" Sadovnik said they were on 
Mirzakhanian, then returned to his plane for further orders.

At this point 7 Tolkatar flew in and landed. These appear to be 20'?-meter long red
dragons with a fan jet engine on their backs, as an integral part of them. Conversation
became strange, as Sadovnik could speak both Tolkatar and English, but the humans and 
Tolkatar could not communicate directly. Heghann could understand the Tolkatar through 
her special psychic power, but not speak their language, and she kept these facts 
secret. She could not understand Sadovnik when he spoke in Tolkatar, and she gradually 
figured out that he was unliving, like the Kayrotal (the metallic robots).

Meanwhile, Billy, Valerie, and Ed had come down with a mysterious disease (which 
was really the one the Poppers infected Billy, with). For a while this was thought to be 
due to Billy's addictive plant, but Nell (the medic) deduced it was not, though it was a 
complicating factor in Billy's case. They were quarantined in the Grom specimen room, 
and the plant was frozen in one of the ship’s cold-sleep units.

In order to facilitate communication, 3 of the Tolkatar built a large blue glowing 
disc by a process that appeared to be magic (complete with chanting and gestures). This 
disc translated the speech of two sentients on opposite sides of it. At some point it 
is revealed that the Tolkatar believe the Kayrotal know how to go to and from Earth. 
Meghann and Kassandra (the only humans that Sadovnik and the Tolkatar have seen) 
promptly screamed and collapsed. Sadovnik tried to get to his airplane, while warning 
the Tolkatar that the humans must have a deadly contagious disease. The Tolkatar 
detained and questioned him, so they saw Neil rush out of the Grom ship, backed up by 2 
heavily-armed PCs. He examined the fallen, and quickly extracted a small poisoned dart 
fr<»n each of them. He confronted the aliens with these, demanding to know who is 
responsible (while Tom and Carl manned the ship's guns, ready for a fight).

Confronted with the evidence of Sadovnik's perfidy, the Tolkatar became willing to 
risk some d^age to their long-standing relationship with the Kayrotal in order to forge 
a new relationship with the new visitors. They cast a "spell" that linked Sadovnik, 
Heghann, Kassandra, and a Tolkatar named Khalsnt with glowing beams. Thus they healed 
the humans of the poison, but Sadovnik exploded, revealing lots of plastic parts.

The 7 Tolkatar got into a considerable squabble that turned into an aerial brawl. 
{Unknown to the PCs, they siblings, all of one litter. Khalsnt, Saltaa, Nilsst, and 
Talsekh wanted to secretly assist the humans in finding their way home, intending to 
discover that_route in the process. They hoped to corner the market on travel to a new 
world for trading or hunting purposes. Sakhat, Tulstakh, and Lakh disagreed, and 
thought that their parents should be consulted and given the humans. Khalsnt eventually 
intimidated the opposition into reluctant cooperation.]

At this point, Lokar and the other Taadaak were heard from again. [Actually, 
unknown to the humans, the Taadaak have not been heard from lately because they have 
been dragged aside by another race of non-material beings native to the local universe, 
who explained to the Taadaak why they must keep knowledge of their existence limited to 
only a very few material beings. They should also bind those who know so that they 
won't tell others. The reasons for this may never be clear to us mere material beings]. 
They wanted each human to undergo a hypnotic-like treatment to insure they would not 
reveal the Taadaaks' existence to anyone else. The PCs negotiated for terms, and were 
granted various super-human powers;

* Thcxnas gained strength (4 times human) and combat reflexes.
Kassandra gained steusina and endurance
CJ Downs gained the beginning of an ability to project images of himself.
Neil could perform miracle cures by laying on hands.
Billy s pain resistance improved.
Meghann held out for later assistance getting home.
Sam gained the power to improve other's psychic powers.
Carl got many weak pychic powers.
Hilliam got weak mind-control.
Steve developed dispassionate thinking and full self control.
Jim learned to self-develop super-powers (slowly), and began with fire.
Ed could detect lies, and gained a psychic leadership bonus.
Bill could improve his strength or endurance, and reject shock effects.

Note; Billy, William, and Bill are 3 different characters. '
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. concerned with his [iraagined] need to frequently practice his
B '^®"ted to go to the mountains, the only place he could teleport

from. He used his "resist pain" power to fight off the disease symptoms so he could 
argue p t  being let out of quarantine. This request was denied by Meghann. He managed 
to sneak out during a lapse in player vigilance, and arrived at the air lock just in

t "Are you of Kaskiy or Hodat?" When he said no, the
Tolkatar bellowed. Blasphemy! , and a new fight broke out among the Tolkatar. When 
that settled down, the Tolkatar presented a whole bunch of questions concerning the' 
humans creator and boss. '

There was SOTe discussion among the players as to whether they wanted to tell^ them 
or current Christianity, or scanething else. They were worried about the prospect of 
having to discuss the Crusades. jt r

Meanwhile, Neil used his new curative and damage-detecting powers to heal the
some of the PCs, and had been incubating in the 

’ 1 '̂̂ ° sleep (this was related to the fact that
their players had dropped out of the game). Also, Sam used his engineering skill and

improvement power to repair the engines, and to help them adapt to the alien 
physics of the universe they were now in.

The PCs had left the air lock standing full open for a while, and were suddenly 
K ff® t 3toup of Steron run out of the ship! They were stowaways, and the PCs
^ d  been unable to capture them. Some of the PCs managed to persuade two of the 
Tolkatar to chase the Steron.

1 , A finally struck for Nilsst to take Billy to the mountains, and for him to
tell NxXsst about human religions during the trips to and fro. When he got there/ he 
discovered that his interstellar sense now showed stars as little circles instead of the 
dots he used to see in the Grom's universe. Also, one star appeared as a fuzzy circle.

to pop to that one, and arrived in a really weird place. He found himself 
* narrow ribbon in space, with strange uninterpretable objects floating all 

aTOut n i ^  There was nothing that looked like ground, a sun, or stars. He wandered on 
the ribbon a bit, then returned to Hirzakhanian, and found himself in a new mountainous 
area, with no sign of Nilsst. (He already knew that points near each other on on an 
origin world ate not near each other on a destination world).

Billy was not even sure he was on the same world until he encountered -a Kayrotal 
forestry worker. Here, he again encountered the Kayrotal tendency to stand still and 
watch, when confronted with the unknown. Time passed up to its transmission and 
reception time slots, and it then proceeded to question him, and got enough infromation 
to verify he belongs to the other group of humans.

Meanwhile, the PCs have g[uecled the Taadaak on the Steron plans. They learned that
®̂ ®*̂ ®** that stowed aboard ate hoping to find a world they can "colonize*^ in 

symbiotic relationship with the local sentients. The PCs were deeply suspicious of that 
"symbiotic" claim.

Poppers ate really sadistic!]. Neil 
and then performed the "miracle cure" to speed

The Kayrotal in the farming combine climbed out of it, walked up to the ship, and 
*'”® to stop transmitting the radio-frequency noise. As soon as they

verified that they understood his message, he quietly walked back to his machine. This 
made s^ e  of the players worried, so they now began deliberately trying to jam the radio 
transmissions to and from the satellite. [I never did figure out quite what the players 
thought they were going to achieve thereby].

Neil studied a Grom in cold sleep, and discovered that there was some artificial 
device surgically imbedded in him that Neil's medical super-sense percieved as harmful. 
He thawed '’ut the Grom, and discovered that the alien doesn't know anything about the 
device, • [Unknown to anybody else, the Poppers planted it in him when they gave him 
teleport training. It is a shock device designed to hurt but not kill the Groms on the 

 ̂ It was to give them an alternate explanation for their strange symptoms, so they 
T t discover that they were infected with a long-incubation debilitating disease 

until they were on their home-world. The “ ‘
surgically removed the device 
post-operative recovery.

Meanwhile, more Kayrotal had arrived in airplanes, offloaded a great pile of metal 
struts, and began building a framework around the ship. The PCs, very bothered, 
discussed this w i ^  the Kayrotal, and discovered they were building a Faraday cage to 
keep the radio-frequency noise in. The PCs then turned off the jamming, but the 
Kayrotal just kept on building the cage. (Kayrotal have a very high persistence rating, 
once a pr^ram gets started in their electronic brains, it won't be shut down unless it 
becomes actively detrimental to their welfare).

Lakh, one of the Tolkatar, then invited the humans to come to his home. At first 
they were reluctant, but then decided it would be a good first test of the engine 
repairs and would take them away from- the incomplete Faraday cage.

TO BE CONTINOBD... . '

For those of you who have wondered what rules this game has been run under, the
?®”®:  ̂ •̂ ®®” handling everything by referee decree. For

example, if a Secret Service agent shoots at scanething, he hits it, unless the
situation is just ridiculous (Secret Service agents are good with 
formal system I used was the system for alien psychologies'^Rat I 

wrote up in NfRF II-3. I had to do that because it seemed that all my aliens had 
entirely too much of my own personality in them.
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7^ -V-, YufiShan Shanlu; by Ediuard Wilson
.3700 Massachusetts Aue. //528s Washingtons
D.C.s 20016? (202) 298-8252

 ̂ This is being retyped by our favorite editor, Lefe Gold. As I've been unable 
to contribute regularly., I'll be keeping the comments to a minimum. Deserving ' 
persons will get at least a RAEBNC.

COMMENTS ON //101 . 
DIANA SHORT:': "CHARCOAL DOl/E" was very-good. It's one of the better bits of

fiction I've read in A&E. The characterization was particularly well handled.
PETER SHARLEY: re SR20: Spelling reform is a terrible idea. An Alabaman,

Maine Yankee, Cockney, Scot, Irishman, Australian and BBC annobncer would all spell 
differently in a system based on spelling by pronunciation, (Everyone would spell 
in his or her native dialect rather than in a mutually comprehensible standard 
fprm,* : I have, seen the problems this sort of system can cause, because 1 did up a 
rather nice -(if I say so myself) alphabet for my world with onb symbol' for each 
sound, t gave a copy to a friend (with?the same sort of accent) so he-could wtite 
me notes in it. Often I couldn't figure out words in his notes, or he words in 
mine.//Actually I'm just mad; that-you called my favorite letter, y, redundant.

CHRIS MURRAY: Your weapons-system looks interesting, but you seem to-have
left out a lot of explanation, -: Before I can evaluate it. I'll need-'the/abswers to 
a few questions. Is the To Hit Base on DIDO or D20? What does Fire Capacity 
Rating (in m)" mean? What does Range Effect modify? (The to Hit Base On t)100, I'd 
guess). I can't figure out the::Category to Strike numbers. Both pike (very long 
and heavy) and-dagger (very short'and light) are A? this confuses me.

RAEBNCs: Wilson Heydt (tough humans), Uincent Burchett (CENCON report),
Scott Turner (story, rule system), Laurence J. P. Gillespie (Norse Dwarves), Peter 
;Shapley (filk),Wes Ives (intro, gaming discussion). ■

COMMENTS ON ft̂ 02
ROBERT SAUNDERS; I liked the way the CoC writeup was done, but I noticed a 

majo;r discrepancy in one of the accounts. Oliver W. Caerlion is described as ah 
ex-cop from the south but begins his account with '"around teatime"!'? We colonials 
don't,.have teatime. Now if it had begun "list a spell before Miiler Time,...."

OAUID M. UNION: Hello to a new A&Esr. I must say you have ah exceptionally
chaotic I and. disjointed format. The heavy use of illustration was-a nice change.

SIMON J„ CORNELIUS: re the dearth of C&S stuff: jl still -use C&S. In fact,
it's the only set of rules I've ever used (though I am in the throes of a-majPr 
campaign reconstruction which may bring great changes). C&S doesn't appear in my_ 
zine much, because I try to keep my articles general. I bought G&S-II a little 
while ago, but have waited until I had time to test it in play before reviewingcit. 
Do you have C^S II? If not. I'll do a review of it. If you do, I would be more 
than happy to do a review/airing of views on it for discussion. The new edition 
has major revisions; some terrific, some terrible.

JONATHAN AIRD: Hi, welcome to A&E. I like your shep legend. Every time I
try to write up something like -that, it seems to come out sounding corny rather 
than eerie. ^

, ERIC SADOYAMA; ^102 seems to have ushered in quite a few new contributors? 
glad to have you aboard. As for. the effects of magic-using on warfare, one must 
first decide how many mages there are and of what levels and types. Also one must 
decide how available magic items are. These decisions will be much influenced by' 
the rules used. The capabilities of mages varies considerably from game to gaWe,- '

Ag,a,wargamer from way back, I've, been wanting to figure out what changes 
would occur due to magic. Some other questions to be -considered are hoW many mages 
would want to participate in combat on the battlefield. In small skirmishes, mages 
can pe cl,ew3Ptating, but in a mass battle they might easily be overwhelmed.'



And would honor-consciousj, glory-seeking knights or samurai want mages coming 
in and spoiling their heroic, man-to-man contests of arms? Look how knights 
reacted to the first musketeers| they considered such weapons cowardly and unchi- 
v/alric. There's much more to the problem than a straightforward analysis of fire
power. After I get my new magic system thrashed out, I plan to work on this.

TWO CENTS ON WHAT FRP GAWES ARE ALL ABOUT
Lately, quite a feu A&Eers have been giving their opinions, sometimes■too  ̂

heatedly, on just what roleplaying games are all about. In certain quarters,
OTWism (in the guise of style snobbery) has reared its ugly, head. Now., brandishirig 
my typewriter, I shqli make my own modest foray into the arena. The ideas 
presented herein are my personal opinions, not dictates. v;.

I have generally favored the story-telling style of game, both as Gfl and as 
player. To my mind, the whole pcint of rcleplaying games is to let you go on an 
Adventure. I would never ask my players, "Are you going to be roleplaying with us 
this weekend?" but rather, "Are you going to come adventuring with us?" In FRP 
games, one gets to do things one never could possibly do in the here-and-now; 
battle monsters, do magic, explore fabuloLis places, etc. The ref gets to ham it up 
and entertain his friends with an exciting, wonder-inspiring story set in a 
fabulous far-off land fairly bursting with strange and exotic things. The players 
get to participate in the story: i.e. to be characters in it. To do so, they roll
up an individual persona who;-is an inhabitant of this fantasy world.

Like most of the players I've known, I am mostly interested in being part of 
the excitement, challenge and adventure which the^GFl generates--and am not all that 
interested in crgfting three-dimensional, in depth characters. Either they are 
what I call "sleepers" who sit off to the side and just listen in on the story, 
taking an active part only when;they must--or they want to experience the adventure 
personally. I have found that most people' (including myself) can get into the game 
better if they just play themselves. They may add color to their PC by adopting a 
different race, sex, alignment or some such, but the PC's personality is still 
basically their own. If one crafts a totally different personality, one spends 
more time trying to figure out ihow this other person will react to each situation 
than in taking action.

Real ROLEplaying, rather than rolePLAYing, always seems to add to the work 
and put a barrier between the player and the action. You have to do what the 
character would want to do and to pursue his goals, I had always thought that the 
whole idea of FRP gaming was to allow you to go into the adventure to follow your 
own goals.

When people ask me what "D&D" and fantasy gaming are and how they're played,
I use the analogy of a novel. The Gfl is the author; he sets the plot, setting, 
time, secondary characters, etc.; but you the player take the part of the hero. 
Instead of juSjt watching, it is YOU who is there making the decisions.

When my players (and I) play themselves, it is much easier for them to place 
themselves in the action, to "be there" in their imagination. Emotion comes more 
naturally into play as the players handle situations. Playing a fully-developed 
character seems to replace this with cold-blooded mental calculation as to how : 
what's-his-name would react. This seems to defeat the purpose of the game as I 
understand it: to enjoy the escapism of personally participating in an Adventure.

When I noticed how many A&Eers seemed to put Acting the character of a truly 
different and distinct person before straight out Adventuring, I was quite sur
prised. It is only in A&E that I, have heard such sentiments voiced. Perhaps I 
don't fully comprehend how one ROLEplays instead of rolePLAYing, I've tried craft
ing PCs with personalities different from myself, but the extra work rarely was 
balanced by extra fun. But that's just my opinion, and if you have fun playing 
some other way, then go ahead, as long as you don't sneer at my playing style.

As long as I've got the ole soapbox out, I think I'll have a go at another 
hot topic of late: intra-party conflicts and party unity.



 ̂ haue the feeling that part of the difference of opinions here may stem from 
confusion on each side as to why the other side feels as it does. Those uiho feel 
party unity must be enforced do so mostly to keep hack-n-slash/pouergamer types 
from victimizing other players. Those who like to allow inter-character conflicts 
o evelop fpely are looking to play out their characters' personalities and have 

tun through the interesting interactions which will develop. Both sides are 
working at cross-purposes and have gotten mad, mostly due to misunderstsanding.

_ ''ly view stems from my basic conception of what FRP gaming is for: you're
playing a GAfviE. Games are meant to be f^. As Gfvi, 1 get as much pleasure from 
entertaining my players (who are usually my friends) as from acting and story
telling. So if the other players are unhappy, I won't be too happy either; ' ’
ard-core roleplaying can produce a lot of exciting interaction. The problem comes 

f whatever reason, spends most of his time trashing
other PCs. That player is ruining the game for the others. They create characters 
they would like to play and develop, and the offending player kills them off.

The personality clashes between characters which lead to similar clashes 
between players stem from the unnatural way in which the PCs come together to form 
the party. In real life, people are drawn together by mutual interests and out
looks. For a time they may fall in with people who don’t have the same interests, 
but eventually they will find a group of friends--and leave the first group for the 
second. Adventuring parties are formed from a grab bag of assorted individuals.
In real life, many of these agglomerations would never have formed, but once the 
players have decided on their PCs, then that's who's going to be in the party. It 
would really be surprising if,all the characters' personalities did mesh right off.
_  ̂ The only way I can think of to avoid having games ruined through a player' ■
insisting on playing PCs so as to annoy or enrage other players would be during
character creation. If all the characters are created together, the players can
decide on the general tone of the PC party and work within a loose, general limit.
If the player and Giv] consult separately on each PC before the game, the can 
advise the player of any problems that may arise. Having the players clear PCs 
with the Giyi before starting play to insure compatibility with the campaign isn't a 
new idea. If a player is putting together a PC to replace one just lost and knows 
the other players and PCs still in the game, it shouldn't be too hard for him to 
come up with a character he likes but who will fit in with, the group.

_ For me and many others, gaming is a social, activity. I get together with 
friends to play a game and have fun. Granted there is a difference between FRPing 
and other games; one must keep a separation betwep: the real world and the game 
world and should try to stay in character and in the game world for good continuity 

K still there to have fun, not to stick stubbornly to a course
of behavior, no matter how much irritation or enmity it arouses. One should have 
some consideration for one's fellow players; you can't just say, "Well, that's just 
ow my character acts. Just because you don't like him isn't any reason for me to 

change his personality; and if you don't like it, you can go f’̂“-”- off." But this 
doesn't mean you can't have a PC with a somewhat abrasive personality, or that bll 
possible inter-character conflicts, however minor, must be suppressed. Just have 
consideration for your fellow:players'.desires to have a fun time playing too.

As I mentioned at,the start, I think the problem in this dispute over PC 
personality conflicts and party unity is one of misunderstanding. Those who want 
to damp down conflicts and require unity are seeking to keep the "I'm a Chaotic 
Evil Assassin, and so I can kill everybody off if I want!" type player from ruining 
everybody else's game. They want to concentrate on the story and group goals 
without having to worry about whether the hack-n-slasher across the table is qoinq 
to go for their character.

continued in three pages--at the pnd of THE WOE FANCIERS' IRREGULAR



THE WOL FANCIERS' IRREGULAR . .. . i : . L -  ̂ ‘
by (''legan Dansie, 386 Unley Road,j, UnlayiParks SA 5061 , AUSTRALIA; (08) 272-3969.'
Air iviail only.//Sea l̂ lail to 17,Wilson ̂ St.,, î lansfield Park, SA 5012, AUSTRALIA.

Hi! I'm back after a break with a zine of my wery own. (What? You ne\/er ''' 
noticed I was missing?) All sorts of things hawe been happening to me in the last 
few months, whiph hav/e-i made it hard to find the time to write. However, I'Oe beeh ■ 
shamed by Jenny, Hein;'s perfect record into taking up my pen again. ' n ' r 

Theiinost important:,thing that happened is that I've gotten engaged! * The‘ 
u t m u ' t u t  , very. wonderful, person is Toby Stankiewicz . He is an IBÎ  Systems 
Engineer, _lopal;T1aster of thei Lists (SCA), ahd a Dl'l with a truly appalli'rtg coldt 
sense. He has also just hadiglandular fever, which all ties into why we'rb not' 
going tO;the US (see below). We are getting married on Sept 1st this year/ but my 
family is mqying house just ,after Easter--hence the two addresses. The second is 
Tony's. I just hope all my mail eventually finds me. I must admit to getting a '
kick out of getting lots of mail--sD keep those cards and letters'Comihg, folks!"

HOW ALL.pGCASJDNS ,D0, JNF0RIV| AGAINST r/]E— or, r/|y Trip to the USA That Wasn't
I haven't yet received the issue in which Lee ‘put in my "notice of intention 

to visit." I know it went in, however, becasue of the many replies I received, 
most arrived during.my exams, and I know I've lost at least one, so even though I 
may have written personally. I'll say a public thank*you to LEE GOLD; JOHN 
SAPIENZA; QUENTIN LONG and his. amazing stamp; TODD D. HINTZ who lives in mN but was 
postmarked Denyer,I. CO; DAVE HARGRAVE and the HEYDTs and the person who wanted a 
slouch hat,like, those ,ip "Gallipoli" (sorry, I'e misplaced your letter--please * 
write back),. ,, It is quite, wonderful to receive welcomes so warm from friends by 
correspondence,. Tony and I, really regret not coming to see you all, but we intend 
to visil .the US as soon as we can get the time and money after we are married.

I had intended to travel to the US in February '84 for almost a year now. In 
October, I happened to mention this to Tony (at that stage only a SCA friend), 
while driving from an SCA event. He said he loved to travel but hated to do it by 
himself, and asked if I minded, if he came with me. I said no, and we made plans 
and wroteilots.of people,in FRP fandom and the SCA.

In November we got engaged (quicks*, aih't it?); a few days later Tony was 
diagnosed as having glandular fever. He spent eight weeks home from work and is '' 
still not 100^. liie decided not to risk: his having a relapse by travelling in ' 
February. Besides what his boss wbuld'say after eight weeks sick leave! So we had 
the heartbreaking task of tellipg all the good people who wrote us that we couldn't 
come, t can't tell you how great it was to'hear from you, and I hope 'to keep 
writing to as .many of you as possible. , ' ■ "='■

To answer the next question--noj. we aren't going to the US for our'honeymoon, 
for many reasons, tie feel it wouldn'it be fair on either us or our hosts to have 
the sort of ,)fcrash with friends" trip; ,we'd like at such a private time. So we are ' 
making plans for .a few years; hence. '' ? ' i -. '■ ■

This, has.turned out to be a rather long account/ but I wanted to explain'to 
all my friends, in A&E why,;I seemed to change my mind so quickly.- When you'rd''"'-' 
engaged* it's hard to remember that your private life is probably not as thrilling 
to others as to yqu. So .I'd better.... , i'* ■ ' i* * ' V'"" '

i i

■'V-'

A&E il/98

SUWON LARGE SENTIENT TREES— Come, Entsf

GOLD; Your WiW storytelling session; love it! love it! They only showed a few 
episodes here. The last one was the FIRST part of a TWO parter (grumble). It 
looked like the pilot episode, becase Vector had his monocle stolen and some of the 
characters hadn't quite jelled yet. Please tell me how the episode ended. Better 
still, if you've got a plot summary of the series, I'd love to have it.



I'lost of the SCA/FRPers I knouj lowed it. liJhat a pity it was cancelled. I 
suppose it needed more time to establish an audience than the studio could afford. 
It certainly fulfilled the cliche thdt all the money was up on the screen.

SAPIENZA; See thanks abowe.//Keep those TStaR Wars coming, I find it wery 
interesting. It would almost be amusing if it didn’t inwolwe people's careers, 
money, not to mention product guality, I worry especially about younger gamers who 
don't know what is happening to the company that is, to them, f̂lt. Olympus.

BAflBACH; I'm impressed. It's amazing what some people will do for fun (like 
sitting up till SÂ l rolling funny-shaped bits of plastic and mowing tiny metal 
people). Good.; Itick with your index. What time-frame are you working on? You are 
surely-’niat going to index ewery issue of ewerything since they began publishing! I 
look forWard to progress reports.//Re ct LONG? Steeleye Span; only the best.
They are touring here Feb 1st. I'll giwe a report of the concert. Be assured that 
in these colonies, they’re well known,//Re ct to EUERYONE; Do you realize how much 
you'd be welcomed to an SCA (Society for Creatiwe Anachronism) group? A good 
researcher is a waluable resource. Welcome to A&E, ^

FlURRAY; How dare you liwe one block from me and not wisit, curse you! Why is it 
that CoC makes me want to run for the old brandyyyy? Actually, the number of 
characters who hawe lost their jobs after a "bad" experience makes me think the' 
Cthulhu mythos is all a communist plot to discredit the gowernment by increasing 
unemployment. .

HEYDT; See thanks abowe re your letter. The more I hear about LEGENDS, the more I 
like it. Can I get a copy? If it isn't published, perhaps Harry & Ray would like 
a sort of "blind" playtester in Australia? I'd settle for more details on the 
rules. The whole skill system seems to make so much sense. 1 want to buy it! 
Please pass that on to the authors*; i:i'

SIFIPSON; You'we summed up my feelings on some of the so-called marketing 
practices wery well. I stopped buying modules when Judges Guild started to go down 
the tubes. The first year I subscribed, I got a Christmas card signed by the whole 
crew. The npxt ysar I didn't, ewen get a subscription renewal notice.//l can't sub
scribe to DW because they hawe an Australian agent, who doesn't ewen know Adelaide 
exists (it's a capital city). I know I can get any zine through Lee, but that's 
hardly the point? is it? Without the prozines, I hawe little information about new 
releases, Ewen in my JG days, I had to shop by mail and trust to luck. I don'tf ; 
want boxes an*d gloss--giwe me contents. . . ' ; ■

JONES; re ct to WILLNER; what's an irwing? ,
GILHAF); Enjoying Tiphareth. I always knew mages were entitled to lowe ■- 

liweS too. .
HALSEY; A belated welcome to A&E. :■
DIEN; Found your world background wery interesting. I am trying to work one 

of my own out and am constantly astonished at how much better at it almost
eweryone else is than me. ■

WIXTED: I tend to fawor magic being fatiguing, but agree that using STA and
fatigue is a bit much. I hawe the Difficulty Dice method correct (see below), I' 
would favor Fiethod §2i letting Fumbles giwe STA loss, F

EUERYONE; Will someone please explain Difficulty Dice to make it clear to 
those of us who hawen't followed ewery word of the discussion? ; ;

BROOKS & FLIN; Lowe the cliches. The prqduct of a "mighty 'intellect that 
throbbed behind [your] domed forehead"?//! found your Fiiddle Earth; writeup wery 
interesting and enjoyable. Keep it coming.

PHILLIES; . I would li|<e to add my small woice; to the multitude declaiming 
your writing talent. , ,



ELLlilOOD; The Easter Islanders didn^t die out? the ’’long ears” very nearly did (see 
Heyerdahl's AKU-AKU), The Tasmanian abotigines did die out--thanks'‘to a campaign 
by the mhite settlers along the smallpox-on-the-blankets line. There are still 
some'‘part-blood Tasmanian aborigines left but no full-blood. ones. I can' t tell if 
you are correct' about their lev/el of technology. I suspect that some of your 
sources' inforhiation came from 19th century white propagancte. Neil Fraser should 
be able to giwe you more accurate information. ' ' _ . ' " ,, , ■

Re silly:■l''1oments; I was once in a dungeon fuil p.f̂ life-sensitiv/e apti- 
personnel'mines. The party's solution was to put a box on a IQ' pole ahead pf usv 
In it^uas a plant, but ue didn't haue any animals. We did hav/e a roast chicken. 
Solution; Raise Dead on thd chicken. Next time I'll remember guinea pigs.//Neil 
once had an ore in Jenny Hein's world who claimed to be Jewish and had a pet pig»
He was with a party of' neos who couldn't quite cope when he later ate the pig!//We 
also used to outline secret doors with blue chalk for a quick getaway and to speed 
up later expeditions. Until the resident ores got some blue chalk of their own,

LOUTZENHEISER; A very interesting, timely and well-researched piece, It's , 
something lu'e wanted to see for a long while. . .... /

DICK; Fiarsupial-'dwarueS? Loue it! Now, what happens if you cross a dwarf: >
with a kangaroo? '^Snicker’'

HEIN; Public congratulations to Dennis and you. I enjoy the long saga of 
Gwynne, After spending months hearing snippets, it's nice to hear the whole story.

ROBERTSON; Melbourne in '85 is the 1985 Science Fiction Uorldcon.

I'v/e run-out of both time and money for thish. Next time, more me and less 
comments. I'ue finally started to GW a campaign. It is uery unfinished, so I'll 
be printing some of my ideas and writeups, interspersed with cries for help.

Nev/er GW your first combat run with RQ! rules when your players are a RQ! 
minimaxer, a DragonQuest neo, a very experienced UOD&D DW/player, a rules ^
nitpicker, and a total gaming neo, Aargh! ’

Real Uikings do eat quiche! (I've got the photos to prove it.)

Yunshan Shanlu--cbntinued by Edward Wilson

Those who allow or encourage PC personality conflicts and view party unity as 
a barrier to roleplaying full-blown characters seem to haye several views. Some 
feel a player should play the character as created and just let events take ,their 
course; the 'f̂Un is derived from in-depth roleplaying and the resulting flow of , , 
events. Others feel that strict party unity will chain the PCs together and oyerly 
restrict the players' scope of action. If the group must always stay ip one bupch, 
then many opportunities for independent adventuring;Wiil be lost, ̂ and t‘h,e game will 
be far less exciting and stimulating than It could be. ’ ’

So much for m^''iittle comments on that Subject, 
interesting; * animal research. ' '

Now it’s time for something more

Recently I visited the Natural History Wuseum here in DC. It was a very, i/ 
enlightening trip. I was surprised at how many animals were either much biggeiT or 
much smaller than I had thought. Wost pictures of animals don't give you a good , 
idea of their*Sl2e.' For instance, I had always thought musk oxen were bison-qized, 
but they are really Shetland pony-sized. Uisit ydu local zoo and natural history 
museum and take a goSd iUbk at 'just how large each animal is; you may be surprised.

Okay, I think you've all suffered enough. So as the sun sinks low, casting the 
shadows of the peaks across the lands at the foot of the Cloud Wountains, I bid you 
farewell.
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Bejjig the work cf one Jemy Hein̂  10/72 George St, Norwood, 506?, South Australia. 
ODD SITS AND PISCES

Wizards and ’Warriors: Yes, the ID station Dailed its Put—episodes—in—order ro ll and 
put the firs t epidode on last. I  was sure i t  couldn't start with the rescue of 
Ariel. Not to mention v/hat they did with the t it le . Wizzards v/asn't a typo by me, 
that v/as v;hat they were advertising i t  as I At least v;e finally got to see Vector 
v/ith his monocle.

■...1 - near where I  work.

"Life is just one damned 
ilendars are great sourcesl)

DM Crash Repairs: Yes, Little old Adelaide sports this 
The mind boggles, doenn’t i t  I ,
In case, like me, j'-ou ever wondered where i t  came from: 
thing after another," Elbert-Eubbard. (Public Service C
SPAKE CQMllETS AAB 101 '

LEE: (re Shapero) Just for the record, I  would like to poiit out ttVtt there do 
exist cultures x/here there is an elite Ir.nAuage. Tlxai is one. 9CX/ of the people (or 
thereabouts, x don't Ictiow xhe real figuresj speal: conviou Thai (a'ud lots of dialects 
also get in there somewhere), tne nobility speak Royal Tliai, which is a totally 
different language. In fact the nationoi anthem is only understandable by those v/ho 
speak aoyal ihai (is  was \7r it t 0n by the King.) People usially learn Common Tliai i f  
tney speak a less common tongue (rarely the other way round) or use an interpreter, 
A slightly di-fferent situation than Sliapero suggests, but not an impossible extrap
olation. '
L îSERT: I t  i s  now some time la te r ,  Rob is  sa fe ly  married o f f  and has 
disappeared with his lo ve ly  small typeface typew riter, I  have moved 
in to N e il F raser's  spare bedroom ana can now ///// ///// // /// ///// 
crawl in to  bed at the end o f a hard n igh t 's  ///////// gaming instead 
o f haying to head home. For those who missed ±z, the new address i s  k/ 
1 Oh Sixth Ave, St. Peters, 5069, h2h4b9» i; hnve also been w riting for 
A&F for two years and have missed only two issues (both due to back
logs , not la z in ess ). Tiiis includes three o f Tales From the Northern 
V/oods, one Perilous Dreains and one shoi't story, mal-cing 2^ zines in

Hand the lady a banana*.

agree

to ta l.  Wheeeeeeel
COMMENTS ALE .102 .
L ^ :  Like your pain system//(Re .nein & Murray) Oddly enough, I  ̂
v ith  a l l  o f your critic ism s. Note that for creating quick characters 
and NPCs in  pa tticu la r, D&D is  by far the eas iest system. N itpick back 
“ except for a fev; mistakes, i t  was alphabetized. The mistals:es occ
urred in  trying to alphabetize ( i s  that a word?) d ire c t ly  onto sten
c i ls  from a non-alphabetized l i s t ,  adding others as I went,
Yjt_FQC/'ER: (Re me) Thankyou. I'm glad someone lik ed  the f i lk ./ / I  loved
the o ffb ea t weapons. Unfortunately my FRP world does not have such 
things as a TV remote conti'ol un it. Can you imagine .the fun you'd have 
i f  characters found one in  a treasure trove?
M. FORRESTER et a lia : Loved the____________ in e  t i t l e  .//Welcome to A&E//Loved tin
5P®^_l®tter to Roleplayers. I 'v e  always wondered v/hat would happen i f

over.//RAEPNC on Drearntime.//All in  a l l  an exce- 
had .0 be. I  don't usually do RAEBNCs.)

the PCs and NPCs took 
l le n t  f i r s t  zine. ( I t

get 
I  ll£

a copy?' re fe rs  to "The 
ven 't the fa in tes t idea

/(-«-..FOSTER (aga in ): I  think your 'where do I
Ultimate Threshold". I f  so, tne answer is ,
I  got mine from the school lib ra ry  yeairs ago.
At la s t , another submission from the Wizard o f Aus: a quote froai some 
one you know, not me, I wasn't there and he's g iv ing no clues; "She's 
got a CHA o f 11, so she's not a to ta l dogl" I f  you hassle him enough 
he might actually  corae back again. (L isten ing Braddon?)



STRAY GOi-I 'TS oti.or -̂jjjxi;lO
J, TELLER; What's happened to LOT? ATter turn no. nothing. If-you ' 
a rea 't  going to continue with i t j  cai' I  have a refund please.
J. KUDDLESON: dWhat' s happened to Fanghaxni? The two month turnabout is  
w ell and tru ly  over'. (Though yours is  free  and I shouldn't complain 
too loudly about i t . )  .
On the brighter side, may I h eartily  recommend R. ELV/OOD and P. da J 
SILVA'S PBMs. Both free  and lo t s  o f .fun. You might even get to meet mel
THE SAM SAGA Part 2 ’

Frey a was a beautifu l lady uith long dark hair, a purple crysta l 
mail sh irt and tliree leopards. Berik hailed her in  the pass and to ld  
her about the things follov;ing us. She decidedto go o f f  and figh t them 
'so she’ d have a chance to d ie . ’ Oddi

I  found out the story much la te r  when she caught up. v.dth us again, 
We’-d camped for the night in 'th e  va lley  and she’ d come sauntering in  
to Kralnor’ s curtain wall - he has a curtain that opens up into a 
room. He can use i t  to te leport anywhere that he has been before and 
opened i t  up or can just close i t  and end up in  some odd, inaccessib le 
plane . Freya -vandered in  - i t  was open - v/ith her leopards and dumped 
my bracelet and book on the tab le. I claiiued them as miiie, though the 
others were a b it  dubious. A more greedy or motivated lo t  might have 
tr ied  to claim i t  as cOi-amon goods but I -wasn't going to g ive the s tu ff 
up and they Vi/eren’ t prepared to push i t .

One o f the othe 
my books. Admittin 
appear too cut up 
was a novice Witch

i t  came up, but Freya o ffe red  to find 
my spe il and one o f the leopards .got 

the bed and put si peer over my r igh t breast, claws out. I'm 
told  them aboyt my Job on the Turanian Prince and how I  was 
l ik e  my skin the way i t  is ,  or x'aihr- w'as.

I  can’ t remember exactly how 
out who I r e a lly  was, I started 
me against 
no hero. I 
a th ie f .  I

leopard 
to being a T liie f 

bouc i t ,  but being 
n honed l ik e  h e ll

i t .  

I

Th

tore open my pack and the Uruk went thro' 
was one chiiig, and they didn’ t 

•’ iVyiiipui \;as another, I  sard I 
they didn’ t know'anything about 

I  can t e l l  you,le t  i t  go at that and I creathed ea,sie3 
Later Freya teilked to me p r iva te ly . She saiu to be carefu l on ho¥/ 

used my s jje lls  and o ffe red  to get md o f the so ld iers  that v/ere fo l- 
for me, i f  I dececrated a te.mplc for her. At that stage I

f f  ana I  assume she
lowing me
was agreeing to anytiiing and 

■ “ Sh
3 arc OK. ijie v/ei t

She seemeciob lite ra ted  tne so ld ier 
never saw them again. Not that I v/as trying 

Berik learn t o f ây bargein and v^arned me

ble o f i t ,  and I certa in ly

30
had looted the temple o f the Cat god KAr 
in to  leopards and cursed them never 
ment and not to die u n til the time 'wa

oOO years

mrud you.
. Freya and her tl-iree sibs

ina Vih. He'd turned the sibs 
know love , pleasure or f i l f i l l -  
r igh t ( ciiat rs , Uj-itrl tht; sod 

l e t  them.) Frey v;as about l,oOO years old by then, which explained her 
su icidal tendancies.) She was also forced to serve him ana protect his 
temple. Course, i f  someone else dececrated i t  and they weren't around 
to stop them...

I  sorta decided to back out o f the bargain. No way do I want that 
sort o f thing happening to .me. Even Damon wouldn't expect me to honour 
i t  now. I ’ ve met Kkrrana Vih. He's not a nic person. Thretaned to 
curse me i f  I  d id n 't l e t  him out o f the box. But that was recently , n 
not two years ago when th is was happenJmig.

There was.ageneral drscusslon about v/hat
idea was that I would come wxth them then.
leave th eir company. They told  me 
foo l believed them “ a fte r  a l l  th 
What they rea lly  meant v»as that i  
exact loca tion  o f their camp and

do do with me then. The 
IS i t  wasn't safe for me to

, I poor 
out there.

F is t ) ,  th eir strengths 
espec ia lly  i f  they

I 'd  be much,..safer -with them 
e black 'men' were s t i l l  
t was safer fo r  the;:!. I  now knev/ the 
destination (a place ca lled  M itra 's

and 
figured

wealccnosses, 
out who I 'd

I f  the black guys captured me 
been with, the trouble v/ould



d idn 't need any o f that. Not more than they had 
n„ 0“ ly_Servrus tr ied  to t e l l  me v,hat yas fo ing on and tried to s L
o f \ i  ■them. Hrj said some tiling about how one
w L  covered “ “ ■Suddenly Servlus 's head
tSo a black f i r e .  I t  took some time to put out even in
the snot and wit,; Damon trying. Black f i r e ,  Serenting 's f “r k
myself i n t k  n® ® explain what I 'd  gotmyself in to . I  -uess by noe noonc hasn-t heard something about Serent-

drest in  Damon. I'm notingj the Hand. For some reason he took on intt
J p e k a * f k i k k i i ° ° k k k r ‘'‘’ “ * “ r.mal men, there's somethin
with h ln ^ S o k k io  n“ i  ‘“■“ ■̂ saylu„ that cause I'm hitched up

d̂ diriy pi'ople, important people, have said he's c.-ot o-rpat
aS ™ v " "s c re n tL r ''^  ttiings ne can do. But why?wind n? ^  f  started researcinrie, Damon's true name. Damon got

^n d  o f th is  and got oervius to help him change i t .  Serenting got hold
him^frn'\f^^ to find the Ring o f Thoth-Amon. He gave
S  him <tidrrt Damon's soul would be fo r fe i t
to him. le  also asKea Damon to jo in  him. Cute. 'Do th is or else by 
the way dear chap, do come and jo in  merry band.' ’ -■

companions at various noint .-̂ aong the y.-ay. From

nmo In  ̂  ̂ 3-1-̂  ho.d PGS-ouiis o f tiiGir own to coino cilons Knpl
e S n s f  hrm“% f^ y ? f serenting and wanted to use th^ ??tg f F "
Ring didn't fan  into Sharecnar were there to make sure the
to be hid k r k k t i  ‘ was out for the goodies
k L w  knt, ?ha?k f k ' ' ' ’ “' ai ay.  w eii, who
l i k i n g k n r k i l n k  i ®F‘ out he seemed to have got some strange
i f  t e u l S k  S k f l k k  °u t. wait for i t ,  to furthr the ca,Aesm. Believe i t  ex’ noc, he was seriousi
to Qpf^MrJf^ ^ î-' '̂^^ser-Re ™ a sage in  Thunderhold - who sent them
a uiamond D raeo^ ’ 'nhpv'^^^^t Tarakainalasian,
waj thx°Sush went^to her island and proceeded to carve their
u!\: ougn the t^aps, mansuers and ether greeb lies  Kuardinp the ni-pp
“  L L 1  “ k l h " k k f o " " " H ' '  k " ’ s a v e k e k k  f a k S  i f e m k r * * -

■ as in  the Dearie Tower in  Red Moon Pass. And tn a t's  where I came in .
a story lo r six months work, in  fa c t tho whole thing

come CO v/rite i t  up, but i t  i s  two 
excitement o f i t .  Though I must

Not much o f 
doesn't make much o f 
years ago now and tiin 
admi t , I

story now i  
lessens the

Too much excitement iswas scared to death most o f  th 
bad for you, I  thinlc I'm in  troublei
avpLLpH pLL^  in  the va lley , fartner away from us was a Turanian car- 
tn L L  P'^tadin of Ish tar, Mumchandar. iVe went over to talk
f i r  LV  L ? ?  much. They k icked 'h a lf o f us out
wi prri Tnbn gods. Must admit somi_ o f them v;ere pretty
m e ia . John 'lesley said he worsiiipped xiLs mother, wliich throw me. Now
I come to think o f i t ,  he may have meant Mother Earth, but who knowL

funny c r it te r s .  I almo.st got kicked out too. I
o f B liss  v/ould go down so 

I o f  a fo llow er v.’hen I did 
whatever I ’ d said. But I y/as 
accurately u n til K ifyen put 
Ishtar and got carted o f f  for

the goddess
for sure. Wombats i  
weren’ t too sure how Shanlmar,
I said I didn’ t fo llow  any, J v;asn't muc 
worship her, so I t  d idn 't" make much i i f f  
needed as translator and did i t  none too 
paid to that. I  pretended an in te res t in

L"'®  du ll s tu ff. 3 t i l l ;  I  got some grub
o f Tc^btL L  il to.pass my.'cclf c i f  as a du tifu l fo llow erOi ish tar, I  could do i t  no sweat.

®x Mumchandai' said i t  was la te  in  the
wiJf ? L  trading but they wanted to make a fast buck or two and 
were taking a snortcut out ~ "
dead in the Pass as i t  had 
ed without a trace in  i t .  He

f  furan. Nor.'iiallb they wouldn't be caught 
a bad reputation, whole caravans disappear— 

was p re ity  sure o f himself though and



thought he 
Kralnor

could make 
closed the

w e ll,
could

I  reckon, 
have l e f t

cause
early or somotliing, 

We went o f f  in to  M itra 's  * 
had passed i t  on the v/ay in
(Ed’ s note. Foi’ those who 
adventure, I  re fe r  you to

i t  t}'u''oug:j,. S i l ly  sod.
curtain wall tnat night, just in  case. Just as 
the next morning the caravan was gone. Oh, i t  

but I tl'iink th a t's  un likely . 
F is t. M itra 's  curse Servius c a lle d it .  I 
Grotty l i t t l e  v i l la g e .

want a fu l l  description o f the area and 
"Dark Tower", a Judges Guild publication by 

Paul Jaquays. N e il d idn 't changt; much and I ' l l  only put in  here s tu ff 
that was unusual or necessary for the story to avoid boring you.)

The v illa ge  had two towers, a black one that had no doors or v;in- 
dows or anything we could get in  thr-ough. The other was a grotty 
temple o f Mitra that had a bad fe e lin g  to i t ,  according to Servius.

We sent Kifyen back la te r  on to check out the towers. She d idn 't 
come back for some time and the search party found her ha lf dead.
She'd got into a figh t with a ci'ossbow bo lt and 
mountain. Not a pretty  s igh t. Some o f cm carted 
in  K ra lnor's  curtain v;all to get healed while I 
the others and twiddled my thumbs and thought.

cr 
her 
sat

-^Rhlandet 
o f f  to 
V\i 111 a

. into a 
someone 
couple o f

we so far but then i t  was them and 
figured i t  v;as safer and cause they couldn 

trust them and they d idn 't 
out into the cold cruel wo

me. I  was 
' t a fford  

trust me. I was 
Id (not knowing

Now I ' ve been saying 
there because I 
to l e t  me go. I  d idn 't 
scared they'd chuck me
th eir  reas-.ns for having me around), so I decided to seduce Damon. He 
was the nominal leader o f th is motley crew and seemed to be the type 
who'd fe e l an ob liga tion  to any g i r l  he wont fo r a r o l l  in  the hay 
with. When he got back from depositing Kifyen he v/ent o f f  by himself,
I  guess to think about the whole s ituation . I followed him, did my ' 
s tu ff (a Nymph's tr ick  that th a t 's  part s k i l l ,  part magic) and you cai 
guess the res t.

He looked pretty  devestatod a fte r . I t  tlirew me. I v/asn't sure i f  he 
was an^ry or what an., even then Damon angry v/as a force to be reckoned

to the camp and then went o f f  by liia s e lf,
Saren from a bar o f soap and I didn' t care. I

with. He sent me back 
'Then I d idn 't know

know noŵ  
to remain 
Damon had

"^ren's pretty touchy on who you foo l .around with. You've got
fa ith fu l to v/hoever
been planning to do

you f i r s t  
that with

sleep with 
me. in

and I don't reckon
 ̂ „ -U' re  supposed

to be married to them or intending i t  at le a s t . Damon was a v irg in  
when I got to him and that meant I 'd  .suo-ceeded muc'' mere than I 'd  
ever hoped to. I thirlc he w;ent o f f  to pray about i t  and I  guess Saren 
to ld  him i t  was OK cause he bumbled back to camp looking fa in t ly  
happen. So much for my ir re s is ta b le  charms.

Krcilnor and Damon v/ere at a v/ary truce at th is  txme. Kralnor was
to see how far he could go. Tonight he o ffe red  to clean 
and proceeded to pee on i t  to clean o f f  the muck. Damon 
and la te r  Kralnor chall^-nged Mm to a figh t, just to 
beat Damon. I cas-.. a sp e ll to prevt.nt Mm drawing his 

ant them carving each other up. Kralnor rea lised  what

always pushing 
Daraon's armour 
laughed i t  o f f  
prove he could 
sword. I d idn 't
I 'd  done and made me remove i t .  He ’was l i v id  but at leeist I 'd  broken 
up the figh t.

I t  was about th is tiiae he revealed that l ik e  Freya, he knew I  v/as 
Nymph. He made me promise by :ny true name that I wouldn't harm any 
member o f the party without physical provicatiwn from tnem. And i f  I 
were to help him out and maybu give Mm the ring when we got i t  then

cl

he'd reward me w e ll. I agreed, though not necessarily to la t te r
b it .  Just as v/ell, Shareenar at one point Mnted broadly I was a whore 
My kM fe almost got out o f i t ' s  sheathbefore I  remembered the promise, 
Co'wardly bitch, sheltering beMnd Burilr.
More next time. In case you d idn 't gues.s and have just 
is  a Nymph ' '
Tov/erl (NB,

tuned in, Sam
(H ouri)/TM ef belonging to me. Next installm ent; The Dark 
Mistakes courtesy an i l l i t e r a t e  (almost) Sam. Wes thu hali
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V/ellj I'm not too sure which issue this goes into, 
not to mention which number of 3D6 this happens 
to he, but neverthenonetheless it's time for 

^ , another 3D6 from Don Del Grande, 142 Eliseo Drive,
Greenbrae, CA 94904—1339, USiilNET address <> ♦ o. lucbvaxlucbcory:cc—04 
(or however you^access account cc--04 on uchcory, v/hich is connected
to ucbvax. NOTE that I gi’aduate sometime this May, at which time I lose this account

First off, I am trying to find some way to make it to ORIGINS in 
Dallas, but I'm already set to go to Baltimore and New York in,,early • 
June, so I can't afford it at the momenf* I am also working on ray 
LoA adventure ("Time Thingies" - a combination of of Doctor Who Meets 
the Time Bandits Playing "Time Tripper", more or less - you get the 
Idea, anyway) for PACIFICON, assuming I get a job in the Silicon Valley 
where somebody needs someone like me - everybody can't be THAT hard up 
if I've been turned down by who-knows-how-many companies* ' > : -

Enough said about me,,...nor for TliE COMiIENTS^, beginning with number lOOi. ° q .

OLEG ZACHAROV; Nice cover. I expected something more "Spectacular" 
for nuinber 100, though - more along the lines of MARTHA WIXTED, but not mentioning A&S per se,
STEVE JONES: Did you intend for page 2 to come before page 1? (Lee* * 
did this occur in all issues or just mire?)
MICHAEL Ac. JOtEifSON: The lines at PACIFICON v/ere faster in 1983 than in 
1982? You either got there lat-e, or you were in the wrong lines!
And I seem to remember tnat the j ACIFXC ORi GINS lines opening no later 
than 30 minutes after the scheduled time, vtiereas in 1983 it was well 
past an hour. (The lines at PO were M'JGH longer.) Maybe I'll see you 
at this year's - if it's held, that
NIALL SLAPERO; Just v/hat every OTHER SUNS pJ.ayer needs — but isn't it 
strange that all weapons are based on Earth technologies? Didn't aliens 
make submachine guns as well? And they could have made their own ammunition, you knew.
ALASDiilR MeINTOGH; dVILI-tjATION is showing signs of being a cult game ■ 
over here. The object is to progress one cf nine civilizations (e.g. 
Italy, Illyria, Crete, Thrace, Africa) from 6000 to 250 BCE (aka BG).
In order to get there, players must trade cards representing different 
commodities (eog. Hides, Ochre, Grain, Salt, Gold; additional cards 
are available from Avalon Hill) to earn enough points for Civilization 
Cards (some aid the player directly, like Astronomy, which allows 
shxps to move acr*oss seas rather than follow the coasts; others, like 
Mysticism, count as extra points to purchase other cards). .
ELifES SIMPSON: In game stores out here, the exchange rate seems to be 
near $3 to the pound - it's called "shipping charges". The actual 
rate, last time I looked, was around $51.45 to the pound
OK, noiv on to A&E number 101..,,,
JENNY HEIN: liLEM! Australia's Cup? Please call it by its correct name. 
Sven I know that "America's Cup" referred to the boat which wrested 
control from the previous oivner - thus the name should be 
"Australia II's Cup”. Besides, it wasn^t as much America's as 
Nev/ York's cup. But enough of that....not much of a "takeover", sizewise.



HEIN, AND MURRAY: I can think of one you forgot: it takes skill to be 
able to sense amounts of time passage without timekeeping devices.
(Some people "know" when three minutes have elapsed, wiiile others 
don't know. 10 minutes from 45.)
JOHN SAPIENZiA JR. s If the students didn't use a dungeon and didn't 
have any dragons, could they change the name to "Generic-brand 
Roleplaying (in a white box)" and get around the rules? >
PETEIl SHAPELY: If there was no such thing as luck, there wouldn't be 
dicel A fumble is not based on skill, now is it?
And now, one or two fast comments on A&S #102 .
PETER MURRAY: It must be Berkeley Game Company, because Games Of Berkeley 
is a retail store on Addison between Fulton and Shattuck. (Speaking 
of Berkeley, Grove Street has been renamed Martin Luther King Jr. Way)
S.CQTT BAISSR — You want words? Try the file /usr/dict/words at your 
friendly neighborhood UNIX system.
Enough comments for now, I suppose - let the others handle it.
Anyway, it-* s time for yet another of the TALES FROM THOSE WITH 
THIRTEEN FINGERS, since people with thirteen fingers know that 6 x 9  
= 42 (in base 13, this is true), whereas the question of Life, the 
Universe, and Everything is "Vfiiat do you get v/hen you multiply six 
by nine" and the answer is "42",

This is going to be a little shorter than usual, because of yet 
another 5D6 special feature. This time, it starts out on one of 
those stupid archeological expeditions to some unknown asteroid in the 
middle of some galactic nowhere - but this is moye than that. This 
happens to be the REAL, CORRECT, UNALTERED story of the legendary 
"Seargent Ore" - accept NO substitutes.

Anyway, Seargent Ore wasn't an ore at all - he was, in fact, one 
of these thirteen-finger types you hear about, and he was indeed a 
seargent (actually, it's roughly equivalent to a Master Seargent in 
the U.S. Army) in the Galactic Federation's Own Space Marines, and 
there's some law about having an NCO present at every dig because if 
a weapon was found, it could be handled correctly; besides, it gave .
the soldiers something to do between the major campaigns. During the 
dig, -the science-types came up with the usual assortment of fossils, 
mostly stuff that was already stocking a lot of museums everywhere, 
but one or two items that would make the expedition a success. Near 
the end of the dig, in one of the deeper holes, somebody came up with 
what appeared to be an ordinary diamond - ordinary, that is, except 
for the fact that it happened to give off a faint glow of its own, 
and that it was rather large for a diamond (it was spherical with a 
radius of 15 mm). Figuring that this may have been the power source . 
of some past weapon, they gave the thing to Sarge Ore like they're ? 
supposed to. But our hero knew better than that.

A long time ago, when the City-States fought it out, there was '
a legend about a princess that won a battle by casting 2000 illusions 
to outnumber 1000 troops. Originally, people who heard this story 
didn't believe it, and most people thought "rightly so". Even I didn't, 
and I wrote it I But Seargent Ore knew. After all, he got his name „
by leading the famous "Ore Patrol" (no, they weren't ores) in'the " 
Battles over the City-States (long after they crumbled into dust). '
He knew the truth about the stone- He realized that nobody could come
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up with that mejiy figures in such a short tine without a little outside help - mainly, said gem*
' Maybe it was a legend after all. Maybe the stone was a powerful , 

weapon - or a trap. Why not try it? He concentrated on....a rare ' 
fossxl not found within 10 light-years of the area. Suddenly, there 
was a shout — what appeared to be the fossil of something that hadn't 
een found wxtnin 10 light—yeais, had been uncoveied. The chief scienceguy was shocked, "I don't bei.i.eve it 1". > . . .

I *** POOFl *** '
The fossil disappeared, "Key, what hapjpened? It must be a case of space hysteria, or something like that I""But we all sa’.v it." ; .
"That's the wo.rst kind.!" h .
Anyway,^nobody heard much about Seargent Ore after that, until 

the Middle of Nov/here campaign in the streets of some major city on 
the Pete Tamiyn planet, wherever that is. Things were going bad - 
heavxiy outnumbered and all that - so Sarge broke out the stone, and ' * 
thought^up.,., 2000 of the Space Marines finest ,' plus a few tanks and 
things to spare. The enemy ran, as expected. The good guys made their 
ttcivance^toward the capitol buildings. It may have worked - except for 
tne fact tl^at they passed the house of Mr. and Mrs, Z-Attu-27 or 
sometning xike that which doesn't translate very well. They happen 
CO oe late sleepers, so all of this noise - running, tanks, shooting,'’'"''"''̂ 
irxena.ly death sdxeams — aroused them. "Go see what the racket is."
>jo sne got up, looked out the window, and - "Uh - it's - I - I don't believe it I"

* * * POOF i * * *
That'^s why they're called illusions. ToughUuck. '

Not or̂ e of the better stories, true, but the 13-fingered guys were up 
untxl 1  ii&i at the time. Besides, that wasn't the main event.
Everybody remembers how 3D6 started in late 1980 - discussing the 
i a t e s P R P G s  and all that. Well, back on February 22 or so, I got a 
package from your friendly neighborhood UPS guy (mine must have been 
sxck or something - if you were expecting a package that day and didn't - 

now you know). Insofar as the label said F M T A S Y  GAMES 
^ idng-aiyaited LAI>IDS OF ADVENTURE,(.The next day, LoA arrived at GAÎ JES OF BERICELEY.) Nice, colorful box j 

o y ^  ^ open the -box up.,,,let's see, there’s a white rules book, a 
whxte Greece/England culture packs booklet, and a white character

o were two (green?!) six-sided and two (one green,
one v/hxi.e) 2o-sxded dice. Finally, the all-impcrtant FGU order blank.

rules b o o k l e t (36 8 1/2 by 11 pages, which includes 
cover, xndex, and two character sheets - one corresponding to the 
examples and one to locate the rules sections corresponding to each part of the sheet,)

In order to generate a character, it takes 6 D20s and 5 DlOs
human wxth no options), plus 2 or 3D6 for height rolls. 
Talent, appearance, and Strength are straight D20 v/ithout 

nv. ®&txons, lake SPI's (e.r, TSR's) DiiAGONQUEST, the characteristics 
^ e  maxnly used to determine skill percentages, which are the mainstay 

he game. All skxlls are divided into 10 categories, including 
oramunxcatxon. Magic, Miracle, Movement, Persuasion, and two kinds 

>. eapons s k x IIs (Melee, Missile). Note that every character will



have a magic skill percentage; the average is about 38%, which means, 
for example, that an Inhibit Behavior cast 10 feet away for 12 seconds 
duration with stande^^d intensity has 38% eheince of success; if cast for 
5 minutes, the success rate is 28%. Unlike magic, however, miracle 
skill ratings must be higher than all others or they become zero.
(OOPS - a correction: the comparison to DRAGONQUEST should have been 

to UNIVERSE — I think DQ uses characteristics over skills.) r
The end of the book has a few, well, let's say "interesting” 

subjects: Superior Spirits (Daemons, Deities, and Demons), How To Name 
Your Deity, Miracles, Thauraaturgists (combination of Mage and Priest), 
Diabolists (priests to demons?), and, of course, Animals, Humanoids, 
Spirits, and v/hat kind of FRP doesn't have Dragons?

There is one thing I don't understand: if it's supposed to cover 
all time periods, why is the basic weapon list restricted to pregunpowder era?
 ̂ The two cultures — Mythic Greece and Medieval England - are combined 
intp one 28-page booklet. The culture packs do not represent separate 
sections of the rules as much as replacements to the rules; the 
numbers are the same as for the main book with a letter in front (for 
some reason, C is for Greece (Children of the Gods?) and M for Medieval 
England. Not knowing very much about the cultures, I'm not in a position to comment. v

The combat—as—a—skill system is going to take a bit of getting 
used to, and the idea of everybody using magic (just like DRAGONQUEST) 
sounds a b i t  crazy, but other than that (and the limitation of weapons, 
which can be overlooked v/ith a little research on my part), LQA looks
food — especially with the relatively low price for such a "complete" that might be stretching things just a bit) system. Besides, I can 
always read about improvements in A&E,...
Hey, ivhat's this about ARES folding? (Actually, I know it's true, 
because I got a form letter from TSR.) Subbers can transfer to 
either S&T or THE DRAGON, or take cold hard cash money on the barrel 
head. I wpn't miss the new ARES — not that I would have missed the 
old ARES very much, either. . '
Excuse me, btit there's a knock at the door.. ..yes? Your name is what? 
It's EGGhead? Gotham City is that way....oh, not that EGGhead. I know 
ARES has been stopped - divine right? I don't believe you.
I ' ' . *** PpOFI ***

ir/ell, so much for this time - untile than, you know the bit about 
growing three fingers and all that.

r'



HERESY & BLASPHEW jj2
by Ian L, Strausj 2208 S. Fifth St.
typed by Lee Gold (thanks, Lee)

'̂103, Austin, TX 78704

Factors Contributing to Roleplayinq (making it easier, more likely or customary for 
players to play PCs with personalities distinct both from their bun and from 
auatars of Kali).

1.
2.
3.
4.

In A&E §98, my original ’four factors were; '
Roles must exist in some detail (e.g. RQ’s cults make it easier to roleplay). 
Examples of other players produces roleplaying. ,
Indiv/idual character background produces roleplaying.
Time produces roleplaying. (An individual player's progress from pouergaming; 

to roleplaying,) : ' ,

This drew the following comments/additions to the list;
1. (Lee Cold, in §99)% DETAILED CHARACTERS; The more characteristics, the 

more detailed skills, the more detailed background to individualizes the character, 
the more the PC is seen as and played as a unique person. Similarly the more 
cultural background (in contrast to existence only for dungeon crawls), the more 
apt PCs are to be roleplayed. And the harder it is to Gl̂ , both harder to handle 
the background and to produce NPCs, Rule-derived classes are inferior, tending tp 
produce stereotypes,,..Some people have, used horoscopes to individualize PCs.

2. (lilesley C., Ives in ^1D1); INCENTIUE; The Gi'l can "tempt, cajole, or 
force" his players into roleplaying,: Foster:, require, reward it. Use "verbal . 
encouragement" and maybe cut a little slack for characters who stay in character.

3. (John T. Sapienza in //101); "BRP uses example heavily."
4. (Dawson in //101); DETAILED NPCs; The game system cannot strongly 

motivate the players to roleplay. The burden must be not on the mechanice but on 
the scenario'and the roleplaying abilities of the referee. The referee's use of ,, 
fleshed-out NPCs for the PCs;to ; interact wrth can provide role models for the PC's.

5. (da SILWA in //l 01 ) i: jVI think background is the answer." (Provide the.
campaign's pseudo-historic setting to the players.) , ‘

I appreciate all these comments, and I'd like to see a second round of them.

Note that a game system's rules provide (or fail to provide)'guidandd to the 
Gl'l as well as the playsrs. I don't believe that Gî s are-born and riot made. , ' _
Whatever the best do to encourage roleplaying can be learned and described and V ' 
systematized. If those methods are incorporated into rulebooks, the resulting ’’ 
system will tend 1;o produce games in which PCs are .played in an individual and 
pleasing manner. .Gl̂ quality will still vary, but rliost .games' will be improved.

I can think of a few items which help and guide GPIsin the right direction:
' . ■ ■' i
1. The NPC record provided on page 60 of Griffin ^lountain is a handy, : 

Xeroxable form which makes it easy for a Gîl to flesh out NPCs. It has a list of 
character trait continua (e.g. "Impulsive...Cautious"; "Curious...Incurious"); a 
list of possible interests, and a block for classifying attitudes towards family, 
equals, strangers, children, trolls, et al....This form provides a mechanical aid 
which makes it easier (and thus more likely) for the Gf'l to follow the pattern which 
Gold and Dawson believe encourages roleplaying.

2. Following Ives' idea, the choice of character advancement system
certainly affects roleplaying. An EP system: which only rewards killing misses a 
chance to motivate players to roleplay. ‘

k



AD&D’s prescription of loss of a lewel (eff-activel> loss of EP) for extreme 
out-of-character actions is not effective in ceontering that effect, since ,thp - , 
rewards are constant while the.punishment is rare and erratic. TFT's addition of 
EP for succeeding in difficult die rolls iwhich occur in use of both combat and 
non-combat skills) was a step in che riglit direction. Runequej.t's skill-based, 
non-EP system obviously encourages non-cnmbat actions, .But there is a natural 
limit to such encouragment, since 90‘̂ skill levels are'necessary to advancement to' 
Rune level and can only be reached through combat. A published reward system/. . . 
character advancement system which provicecJ the Gl̂  with examples of incentive for 
roleplaying would tend to encourage roleplaying, wouldn't it? .

3. Similarly, rules which give, the Gi'O a tested system for-| tracking brodn^a 
points and state that the Gîl should cut well-played characters a little slack on., ; 
bad die rplls, as Ives suggests, would- introduce an improved reward system,
(Someone in a recent A&E deserves credit for this one, including the term "brownie 
points," but I can't find their piece again. Too bad.)

What other examples have you-thought of? Have you;seen any new rules sets 
which prov^cie such guidance to the Gi'̂? . , . : : . ; ,,

COlvilviENTS #10.1
.vrr

GALEOTTI; Re yr ct on flLWOOD and Social Level/Expense.Table: why not define the
Standard Currency Unit;,in . terms of j.what p ̂ character who has been played three 
sessions or an HPC can,earn in a job? For instance, the; going wage for.mercenary 
recruits. That's a ,little Flarxist, but.in campaigns which have economies, it might 
translate to PC effort. Note that, in Glorantha, according to the RQ rules appendi
ces, chaacters with a mercenary papt made about k Lunars a day in Sartar, while the 
Borderlands pack gives total,co^npepsation of 10 L a day to more experienced 
characters, and .in Balazar 2 L is wore than most of the natives can expect. ;

DAWSON:;:-., I like to see the party; and, its goals created by the,players rather than . 
handed to, them by the GW. I have had mixed success in that line, and I often try 
to design adventures which fit two or more PCs. Let those players try to recruit 
the others. The players often ignore the leads I give them or fail to recruit each 
other, which tends to waste scenarios and leaves me improvising.

I can see that you have been deeply annoyed by gamers in your area who carry 
on other conversations to the detriment of,the roleplaying. I even sympathize with 
you. But non-game considerations are not mortal sins, and some acknowledgement of 
the objective world tends to support a campaign. Note that the GW must manage the ; 
campaign both as a fantasy and as a real-world institution, which means adjusting i 
to player?' failings and preferences.//Re inter-character conflict; Okay, I 
believe it can add to a campaign. BUT prove you're not just power-tripping. ,

SAPIEN/A; Re Shields; as I understand it, large (full-body) shields were not used 
for parrying but as portable walls. They stopped missiles and light hand weapons./ 
/Do you know if any SCAers have tested shields and armor vs arrows? I suspect a 
shield will-not only slow but also deflect an arrow which penetrates it, and will 
give more protection than armor of the same material. ' Friction of the arrowrshaft, 
against,the shield means the arrow slows even after penetration, unlike.aibulleti f 
It's time for a,field test! There's nc use being Aristotelian,and theorizing - that-, 
heaviefi/od^ects .fa].! faster, when you can be Galilean and experiment. i-

GILLESPIE: Re single character adventurers (yr ct to SAPIENZA): I agree theoret
ically. I don't like running a universe in which PCs appear in quanta of four or 
five. Passing a note or stepping into anotfier room has worked just fine for me (as 
player and GW) fbr brief events. For longer private functions,,.,! designed a form . 
for players to list private activities which might bore the group as a whole. I 
work through the forms between sessions.



Goods I would like to see more.//On the other hand, I don't think telling ^  
players to pass the time by rereading the rules is an acceptable Gf'ling moue.

COWEIMTS #102

LEE GOLD; Good filk song! Good idea re Pain too. So far only TFT has had 
rules on transient reaction to injury? -2 DX for one turn when 5 points damage is 
taken, and an extra -3 DX as long as ST is reduced to 3. Could you simplify your 
Pain system to minimize calculation and bookkeeping? .

HEIN500; RAEBNC ’

SADOYAmA; Re your "magic and War" discussion-starter;
1. Flight, both magical and by dragons/gargoyles, would lead me to build 

aerial obstacles on castles. Tall poles supporting cables; fliers would run into 
them or at least be slowed down. Flak towers would also be a standard part of 
defenses. As for troops in the field— phalanxes might NOT be abandoned. Trial 
engagements ubing TFT show that seueral pikemen can take out an aggressive dragon. '

2. Effects of teleportation would be similar to those of paratroopers or 
helicopters. Noth that thd. worldls.̂ .;nagic level, would make a tremendous difference. 
At the level I prefer to play, it would not be practical to teleport a whole army 
any more than it is practical for us to paradrop one.

3. magical communications would make the biggest difference. This is what's 
called a "force multiplier." Dispersed maneuver in several columns would be prac
tical for ordinary, non*-genius generalsnot just Napoleons, the maximum practical 
sizes of empires would also be increased.

A. magical espionage, if reliable and complete, would reduce uncertainty; 
make long wars rare and quick coups easy. Otherwise, it might change very little.

5. mass'-kill spells would promote dispersed troop formations like modern 
field artillery. No difference. ' ■

Summary; Increased firepower slows things down becase it's hard to keep a 
decisive mass. Increased mobility promotes blitzkriegs. Improved communications 
promotes*lat^ armies and dibpersed operations. The total effect depends on the 
magical'systam. Rich D&D magic with many Wizards should produce modern war.

A further question is the extent to which a magical world would remain 
low-tech. A magically frictionless cart wheel bearing would make it easiesr to 
feed mass atmies. 'A magician might summon Djinns for a corps of engineeers, 
improving mobility and supply by building smooth, straight roads. ‘

'' FORRESTER III; Dawntime is more interesting for the setting than‘the rules.

ELLISON; RAEBNC : n ’!-

I'lIWI-BOOK-REV/IElii; Imaro and Imaro II by Charles R. Aunders (pub. DAW) are sword 4 
sorcery set in an alternate Africa. I have no background for judging their use of 
African myth, but they are interesting and show a potential alternative to the 
usual FRP setting of 'generic European myth.



Through tulgey ujood and, ouer uabe they came...

T O E  RATHS )l/'2 '
(graciously retyped by Lee)

Erjic ^adoyama ,,, 
2020 Cedar St. #T 
Berkeley, CA 94709 
U15) 841-5754 ,

Well, I'll be at this aiddress through, mid-f^ay; then it*s hoWe to Hauaii for ttjie 
summer! (oioat, gloat) By the way,, anyone who dares make a collect call ujill be 
summaFiTy drawn and quartered. (And if anyone's interested, my summer address is 
942 Hoomoana St., Pearl City, HI 96782? (BOB) 455-4276.

The game system for my upcoming campaign is Variant Aftermath!, but since I prefer 
to run fantasy campaigns, I'ue had to come up with...

, , YET ANOTHER kiAGIC SYSTEkl 'tAFTERf^ATH!-BASED)  ̂ , , '

First [all the releu^nt inforjfnatiqc, then ccnvnenta, on changes/reyisions/additions.

klaqical Skill , , Innate . Aptitude . ^ost . i)1aqical. .Skill,, Inhpte Aptitude Cost 
EJen)Bntal (Vlagic,I.NJ+WLL+klqgj^cal 10 , , Spirit Nagic ,,, WLL.-t--INT+k)agiqal 10'' .
Illusipn. . ,I(\lf+DEX+klaĝ cal 10 , i Ifhaumaturgy INT+WLL+kjagical ' 10 .

There are,10 levels of spells*
The basic unit of magical proficiency ip .klagical Ability (klA), , .) i ,,

klA , i = Innate Aptitude + Skill • ...  '
klA/5 (up) = Spell Points , . ’ ■ j..
-lyiA/lO (up) = klagical: Shock Factor (HSF)̂ ' : : ,

_ ,;iyiA/20 (up) = P,ower. TO;learp;a spell, Power ,>̂ that spell's level. /
iyiA/40 ̂ (up): = klaximurp. Spell Action ,(klSA) . This is used like ('INA ip, DAT. 

klagical Saving Throws = klagical Talent + Power - Level of Spell cast. , j .
A spellcaster may increase .his save ,by +1 , per 2 SP expended. L. .„
A spellcaster may also extend his own save to a 6' radius at 4 SP per +.

If a spellcaster has insufficient SP to cast a known spell, he may use ,HP instead 
at 2 HP per SP needed. , NpTE: He must have at least 1 SP to cast a spell; HP
alone will not suffice. ,, : . . , , ,

Character's: chance of betecting kiagic = .klagical Talent + Skill + Spall Lave! ,
Character's,chance of Identifying kiagic = Skill in that f'lagic. ,,

*'If more SP are expended in a single spell than the k)SF, a HLH AST must be made at 
a minus of j the .exceeding SPi j otherwise the caster falls unconscious foP;tber||; 
exceeding SP in minutes. ...

Unlike normal skills, magical skills' scores start at 1, instead of at some Initial 
Score;,based on the character's Attributres and Talents.  ̂ .r,

For esthetic reasons,; I've rPOarned .WT. as INT anp DFT.as DEX, klagical Talent r? ,5 
new Talent, added to the existing seven. The, skill costs are even higher thap they 
seem, since my Learning Rate = Governing Attribute Group/Skill' Cost, instead of 
just equalling WT Group.

ELEklENTAL klagic has to do with control of the four elements; fire, air, 
water, earth.

ILLUSION is self-explanatory.
SPIRIT klagic has to do with the mind and the soul.
THAUklATURGY has to do with the direct warping of reality. Actually, it's a 

catch-all for a lot of spells I thought were fun but couldn't fit in any other 
category.



I'\/e purposely omitted specific spell lists, because I've always been bored reading 
other people's lists. In general, a spell will cost its level in SP. These spells 
are of relatively short casting time. ,

I've set aside a separate type of magic within each skill called (thanks for the 
name, Lee) Spellweaving. Spellweaving i§ a non-combat type of magics it's more 
powerful, takes longer, and has a chance of backlash in the event of mistakes. 
(Normal spellcasting has no backfiring or klutz factors.) I haven't fully worked 
out the details of spellweaving yet--I'm still open to suggestions.

COkIfviENTS #^00 ' ' ■ ;i

COVER: Beautiful ■
LEE: I avoid the entire first/last/Christian name problem by referring to

them as GIVEN names (as opposed to family names).//Your old notes on Nyosa sound 
deliciously disgusting. Love 'em!

STUKEY; The problem with PC/NPC magic item sales lies in the incredibly high 
availability of magic items in AO&O to begin with. It seems that any town big 
enough for^two taverns has a magic shop. One wonders how such a place is guarded 
at night.*,. . . : .. , , ,

,NALLE: ' True, compared to heroic fantasy, there is much too .'much magic in^-most 
FRPs. But isn't it great to stage a Duel Arcane every now and then? FRP without ,, 
magic is somehow less fulfilling. Besides, I don't think my players would,stapd^ 
for it. ' , : ,

,.ELLUI00p; Why the Strandworld. in the first place? True, it makes for Igt^ ,of 
but I think the strangeness of the environment would detract 
The Strandworld would be the, star of the show instead of the

Hal Clement has based his SF career on.strange .in fact.

fun■pseudophysics 
from roleplaying.
PCs. This is fine in SFj 
but plausible settings. But in FRP the ultimate focus should be on the characters.

I^CINTOSH: re ct GALEOTTI: Restricting armor and weapons in sections of a
city is .easily done and usually done, especially in the high-class and/or 
religious^districts. But how does one restrict magic use? Or more pertinently, 
how does .’one enforce that restriction? That's why mages are feared so much by 
commoners— they can be bare-handed and unarmored, and still blast the living 
daylights out of you, no problem. : .

SIlviPSON: RAEBNC. f . ''

ViT!

C0WENT5 #101

C. IVIURRAY & J. HEIN: Why so many tables? I appreciate your efforts, but I'd
have'found a lot more use in those pages had they been filled with design/ ,
philosophy essays instead. Aside from that, bravo. I liked the fiction!

, HEYDT: Good God. Could I have a copy of that newspaper article about the
grizzly? I don't doubt your sources, but now that you've said your piece, how in 
hell are we supposed to account for this stuff with respect to FRP systems? I'm 
out of ideas. ,

COWENTS |l02

SAUNDERS: l̂ly main objection to games like CoC is that the players know that
they're, playing a Horror RPG and are thus prepared for the worst. Whaf I like to 
do is to take an ordinary FRP campaign and unexpectedly inject a horror scenario 
into it, taking the players by surprise. Of course, one can't,rely solely on , 
gibbering blasphemies to frighten/hdrrify the players, pipce their PCs undoubtedly 
meet weird-logking monsters oh a regular basis. The main objective is to convey a 
sense of utter, all-powerful'evil to the players, „ What fun! „ .



UNION; re P'RP combat system; I’m not sure what you mean. Tell me if I’ue 
got this right. What you want is role-played combat? (Huh?) That isj something 
able to simulate the kind of combats seen in mouies like "Robin Hood5" "The Three 
f'lusketeers," an^ modern samurai films? (Am I right? Oh well.., ,E\/en if that's not 
what you meant, I for one would certainly like to see a system that could do 
that,)//Re campaign outlines;, I'ue had this idea subconsciously for yearsj but 
you're the first person I'ue seeh to spell it out. Thanks for the help.//l believ/e 
that the game's name is Spawn of Fash^n. DRAGON //BO had a review of it? which I 
think mentinoed the distributor*

CARSON & WATERS; For a desert-dwellihg species., try Insect-men with under
ground hives. If you really want to get weird, read George Flartin's Sandkinqs.

FORRESTERS & LOSS; Bravo! Unionization hits FRP.
GRIFFIN; The data on lock types was invaluable. I have several diehard 

burglars in my campaign with itchy fingers. Thanks. ’

COWENT^ 03, (which arrived today, 27 Feb 8,4) , , ' '

HPBLRT: The dihner conversatidn kt Zphkd’s is priceless. I've had evenings
like that. .  ̂ ^

, STEWENS; Having preceded you by one issue, I hope I have enough seniority to 
welcome you tP A&E.//Re divine realms; would you place all gods in one area, as 
with Olympus khd Vaiinor? Do different''pantheons have different realms, or is it 
all just one big divine realm? ' '

DUNHAi'’!; I like your printer. Your zine is one of the few printed by 
dot-matrix .that has a tolerable type-face. '

BRp.pkS' \ FLti\): Once again, I must give praise to ybur Fliddle Earth writeups.
What system is the game run under? ' " ' '

*1̂ 4000; Your undead discussion was thought-provoking. No comments yet; I'm • 
still thinking. '' ' . .

JOHNSON^, Welcome to A&E. f ' ' ' '

STEAD:* Welcome to A&E. I agree about onionskin Scenarios. However; Co'G is ■ 
not the first place I've seen them. The onionskin scenario is integral to most 
mystery fiction, including (and especially) detective fiction. I've played in a 
Bladerunneresque Traveller campaign that made extensive use of the onionskin 
scenario. In this case it was very appropriate; the PCs were Psi Police hunting 
down psionic criminals,//However, I can't see how the onionskin approach works in 
relation to magic item research. Explication, please? '

SAPIENZA; re qt NALLE:A I agree with the idea of starting characters at a 
reasonable power level. For years I've played in low-level, Ibw-pdwer campaigns. 
For years I've Gl̂ ed low-level, low-power campaigns. '1 want a change.

This summer I intend to start a campaign with characters beginning at ' ' 
master-level, as you, suggested. Unfoituhately, I've played low-power games for so- 
long that my imagination won't easily' stretch to interesting higher-power 
scenarios. As a result, I'm busy months in advance trying to concoct decent 
3dv/©nturss •
§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§

NOTE FOR WORLD DESIGNERS— from Lee Gold’ ' ' ' / " ,
Science 84 (April) hks a brief article on "hot-blooded" plants. .One. bfi them/ 

even produces and metabolizes lipids!) The skunk cabbage blooms in near-^TTeeZing- ' 
temperatures, but the air ineide its"hdbded bloom is 72°F. One philodehdton's/i 
flowers reach 100‘̂F.' 'the flbwet's' 'warmth seems to attrkct insect pollinatord*

Such plants cah‘be used by both SF and Fantasy GF|s. A hydroponic room ckn 
supply your strship not only with oxygen but with ivarmth. And then there's the 
thought of the Fire-breathing Snapdragon.

i:ia



AN ANGL0-SC0TTI3H CHRONICLE (Financial Supplement)
written by Peter A. Clarke of 3 Beddington Grove, Uallington, Surrey, SM6 SLB 
and typed by Lee Gold

This is to be a mainly comments issue, so without more ado,..
COia-iENTS on A&E , '

LAURENCE GILLESPIE? re ct to HASOU JONES, on exchange rates. It is true that in 
many cases, societies in the Middle Ages vrere concerned about the bullion content 
of the coins. In Scandinavia, before a native coinage v/as established in the 11th 
century, hoards of foreign coins (including coins from England and Arabia, and 
points in betvreen) also included "hack silver" (bullion cut from arm rings or other 
sources to standard vreights). This certainly suggests that the coins v/ere only 
valued as being a convenient form of bullion. Even where currency was used, 
foreign coins may usually have been valued at their v;eight in gold or silver.

But in England, the situation v;as rather more complex. From the.middle of 
the 10th century, coinage was strictly controlled by the Cro™, Coins vrere 
reissued every 3-6 years, v/ith the older coins apparently being demonetized. This 
implies that English coins, at least, had a value greater than their silver vjould 
account for. Otherwise, there would have been no point in the people regularly , 
changing their coins, v/hich undoubtedly cost a proportion of the silver that was so 
changed. Naturally both the king and his moneyers made a profit from these 
transactions. Foreign coins did not .circulate in England; they must have been 
changed at one of the many royal mints. Perhaps foreign coins had a better rate of 
exchange than simple bullion, to encourage exchanging them for English coins, n

Beyond this, it is very likely that the exchange rate between the precious 
metals would vary considerably between different areas, depending upon the relative 
scarcity Of each metal.^^ If you have a campaign in which the characters travel 
v/idely, they might vrell find that their stock of gold v/as vrerth much less than they 
had imagined— or that they could be richer than their vfildest imaginings. (This 
goes double for travel between worlds, of course, although Nick barter has a 
different a.pproach for the travel betvreen his planes.)

Oh yes, I .should mention that it is only v/orthwhile to forge coins when their 
value is greater than the bullion they contain. The English kings strictly con
trolled the production of .coin dies, v;ith dire punishments for forgers. On the 
Continent, coins vrere produced by almost any lord. They probably did not command a 
higher value than their bullion (except v/ithin a very limited area), and unusual 
coins would be tested for bullion content and valued accordingly. So attempting to 
forge coins— by putting in too little bullion— v/ould be a risky, business.

THE USUAL SUSPECTS? re "Davmtime"
First, some nitpicks. Your HUNTER group skills do not allov; for trapping . 

large game. It is better to have a large, fierce animal fall doTO a pit, v;hilst 
more herd animals can be killed if they are driven over a cliff or into a series of 
nets or fences. Camouflaging a pit or being able to drive animals in a particular 
direction could be useful skills.

In the GATHERER skills, I presume that "identify" also covers "find." After 
all, everyone ate the gathered things, and so could probably identify them if they 
saw them. linowing v/here they grovif and when they.are in season is another matter. 
And why pick out the weapon skills as automatically specialized? Children vrould . 
almost certainly have spent their time helping gather and prepare the food, v/hilst 
they vrould no doubt be warned about the dangers of poisonous plants.

As for the TOOL-MAKING skills, there are a couple of omissions: making bone
tools'and using fibers for rope and tv;ine. But toolmaking should not be a hit-or- 
miss skill, at least not at this level of technology. After a fevi/ hours practice, 
shaping flint to make a useful blade is not difficult, but making one usable for a 
balanced axe-head might be less easy. Nevertheless, an axe could be made.



The difference between success and failure in the skill v/ould be in the 
efficiency of the item produced. If tool-making is to be assessed as a skill 
(rather than just taken for granted: my comments on training in food gathering
while young probably apply to tool making as well), then the results should not be 
success or failure but varying degrees of success. A bad axe might lower fighting 
ability; an excellent one could increase it.

But my main worry is what further scenarios you might suggest. Life in 
Dawntime was finely balanced between survival and disaster, which would tend to 
militate against innovation and in favor of conservatism in all fields. There 
would be few opportunities for advancement or adventure in such a simple society, 
in which each person's place v/ould be well established. Just surviving does not 
give much incentive to a game.

One book to add to your list is THE QUEST FOR FIRE. I don't have the 
author's name at hand, but it was written at the turn of the century by a Frenchman 
or a Belgian. In the story, the clan's fire is stolen or lost after an attack by 
another clan, and two groups of hunters are sent out to find a new source of fire. 
They meet a variety of animals and other clans in the course of their quest. Each 
clan seems to have a different physical and cultural background— which is probably 
v^ry inaccurate, but would provide many chances for the players to use their 
communication skills.

As a last thought, it might be more realistic to split skills into groups not 
by function but by habitat: different skills are required by forest dwellers than 
by plains dwellers— and not all groups would have river-based skills. V/ithin each 
group, most people in a clan would have skills for their area but few skills for 
another clan's special preserve. Plainsmen would not have fishing or swimming 
skills. Finding food in the forest might also be beyond them, because they were 
unaware of the different foods available in that habitat. This would make 
travelling outside one's own area a dangerous adventure.

WILLIAM KEYES; I have some reservations about the amount of detail in your 
proposed system. I suspect that even using a computer to calculate some of the 
details would slow things down too much during a game. I would prefer a more 
abstract system, even though it would undoubtedly result in less detailed realism. 
In this respect, games like TFT and RUKEQUEST have an important advantage, since 
everything can be calculated using just one or two basic systems, and simple 
systems at that. They are not ideal, but no system ever will be. So I would 
emphasize the playability of the system more than its realism. On the other hand,
I agree on your points concerning the importance of a consistent background, even 
if this is more the province of the DM than that of the rules designer.

On skills, your suggestion is an advance on RQ, but there is one anomaly. 
Taking the example of the two trees; one requires 20% for automatic success; 
another 50%. If young Jim comes along (Climbing Skill just 15% because he was born 
with two left hands), he has to roll to attempt to climb both— but one is just as 
difficult (or as easy) as the other. If you are going to have a Difficulty Die as 
well, I think you would need a modifier on that as well for the relative difficulty 
of the different trees. I may present my own (current) thoughts on skill systems 
in my next zine, so I will reserve further comment until then.

QUENTIN LONG; re ct to STUKEY and others; TANSTAAFL may or may not be true, but 
even if you have to pay for your lunch, you don't have to be overcharged! Balance 
can only be achieved if this aspect of reality is ignored. (Why bother to spend 
time and effort developing something no more effective than a hand-gun?) In cases 
where game balance conflicts with reality, people are bound to come down on 
different sides of the argument.

Well, that's all for this issue. A&E #103 should be coming through the door in the 
next few days, and I wouldn't want to be too current with my comments.
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TBRHST MUJIBISS i Comraenta on No 102
GUiLBSPIE ! I've been running lay pRp oaspaign

on “‘’T f«ot*for over aon and off), with no involvement with «agiolc> 
There hae been no efforts in the direction of 
epell aoqittleltlon by the PCe ao far. The only 
aupteetlon that supernatural or mystical effects 
exist hae been an encounter i*lth a werewolf.
(Or was It ...) Thai incident soared them 
ehiaieea, since they were engaged In a "simple" 
burglary.//Wl^at you say regardtng-to tally 
Mstruotured magiok: appeal a to me^ «a I'm tending 
towards a playing style involving iainlmal 
intrusicif of game mepba*ica. Effectively, the 
only"rules"needed during play are on the char
acter sheet.//re Hersog's mythic oonaoious- 
h***» 1 really oooldn't agree more. Have yon 
seen P.W.Murnau's 1922 original of "Koaferatu"?

GILHAM i Thanks for the silly puestlon answer. 
(Also thanks to Quentin long)//! think any 
interest I have had in TO la fading rapidly, 
mainly due to financial diffioultiee, which 
restrict my visits to the games shop. 1 thought 
rsosnt issues wars rather lousy as well.

P05TSR j liksd the etuff on offbeat weapone, 
eepeoially the TV channel changer.

COHHBIIIJS I re ot to Karieva. Restricting 
EC aooeat to magick ie really very simple. I 
mention some ways in , I think, T?6. I find 
that limiting the literacy of the PCs la a rdther

.   _ _ _  TJ. ..  - I . . .  _ • 4 .iijKlaeaawa s>si Ilia wile*, . - - - - . Ktaa lntea<aatt«gii— ,
spin-off benefits. Illiterate PCe oan't send 
letters or comprehend sign-posting etc..//I’ve 
not played C4S la ages, possibly 2 yeeurs, 
though therg seem to be an increasing fraotlan 
of A*E dontrlbutore who do. I dlelikod it mainly 
beoauee I felt the meohanloa were too Intrueive. 
Ourrentiy I uee chunks of C&3, mainly as source 
material, fused to asVaRQ aystem. I've skimmed 
0*8 II, and wasn’t mightily impreesed. As a 
counter comment, how many people actually play 
30? : V • ■ ■

LARTBR t Tile Pookio tape, aton.'t be forth-, 
ooalng, at least in the near future, as I^had a 
bit of trouble doing tape to tape.//Where did 
you get hold of "Dream Quest"? Por that matter, 
is there anywhere 1 can get H.P.Doveoraft 
books, preferably in paperback?

CLARKE 1,1’ve' got preparatory work under 
way oottoerning the Domesday England RP setting.
I finally okoss Sussex as a starting pSfht, for 
no really ooncrste reasons' other than the - 
Blso of the Phillimors edition! Jt doee have the 
advantage of a ooastline, and my brother ts ' 
a student there, eo I oan actually visit the 
place. .

The swjor problem is working out how beat 
to organise all the data in a readily acceea- 
Ible fotts. Currently I'm transferring details . 
of each, settlement to Index cards, whioh la , 
time' ooBsuming, but simple. The referenoss I’m 
finding the most nee at this stage are the 
Wslldon fihn "Introduction to DB", "and Darby’s 
"Domesday Geography of Englsind."; which seems to . 
have a wealth of inforawtlon on Buoh" things 
as locations and distribution od various fsat- / 
urea such as fisheries, mills, pastures ato....

3fy plans for this when It la running are that 
PCs Bhouid bo looser landownere (at leaet at fist, 
until I get used to running it), with a certain 
amount of geographical mobility. Play would bo, 
al first, based in the -ansa ̂ ’m working on presently, 
with events extending the action further afield.

Could ycu euggest at some poini a good source 
for information on societal etruotur# in this 
period? At the moment, I’m fumbliitg blindly about 
in the University library, and one thing I’m not is 
a historian.

Yictorlan Adventure
VA le the only game 1 actually got around to 

playing at Gamas Day back In Ifovoaber. Harry 
Robertson bought it, and reviewed it in Ho 102.
An account of the only play session we've had with 
it to date le to appear In his xine in Ho 105, but 
I thought I’d say a Id,*tie about it from the play
ers point of view.

Tbs scenario we used was from the rjtlebook 
Itself, and involved a bit of rather unlikely plot, 
involving a biihch of serpent worshippers. That 
being said., th% eoenatrio itself was ra-^er fun, 
though a bit deadly for only throe PCa. '

The character sheet le a bit grotty looking, 
with non-'otandard ability abbreviating, whioh I 
found difficult *0 keep track of. It ie however, 
well laid out. The PCe themeelvee do feel right. 
Quite a lot of character background le built into,;' 
the ohsuracter generation system. I ran three PCs, 
my favourite going' by the name of- Charles Walker. 
Charles ie a Biologist; 30 years of age, and rather 
too poor to be a Tlotorlan solentlat. He lA. by the 
way, a committed Evolutionist, which should’ - 
provide a lot of Intereetlng interesting intar- 
aotlOns'with HPCs s( the gasM is set Just, after 
publication of "Origin of Spacles"). He is singly, 
attractive, if of slight build. He’s of middle 
class origin, and gained a degree after, winning a 
eoholarsblp to a public sohool.

: Play went rather smoothly, though I thought
some of the meohsinios were rather odd^ (But I can't 
recsAl any preoise Anetanoes^

____ ^  ooiiolnslon from a, p̂layer'a point of view is
'TraSTtnS 'gSS# li*TC wortoikttr-purohase. It la prob
ably ir\x» that the game is most suitable for - .. .
experienced gamera, though the rules seem to 
encourage role-playing very effectively, largely 
due to the character background generated.

A he^ty thumbs up from a plpyer. -

• s * t
; . s
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Matth(sw P. Pertor, 177 Jeffersan St. 
Franklin Square, LI,NY 11010

"T# the future *r to the past, to a time when thought is free, when 
men are different from one another and do not live alone — to a time 
when truth exists and what is done cannot be undone...."

— George Orwell, 1984 '
Probably just a ommentzine this time, folks. I shall present them 

in an attempt at reverse chronological »rder, se that I can weed *ut t 
the Irrerevant and outdated ones. .■
A&E 102

STEVE JONES: "By h#ek «r by creok, we shall." ’
LAURENCE GILLESPIE: re ct Sapienza: F«r enacting "private adventures" 

I usually try to play/GM "one-on-*ne" sessions. I find them quite enjoy
able, but only as a fraction of the potetlal of rolegaming.// re ct 
Saunde.rs: Limiting magic to NPCs i^ what I*ve done} in effect if not 
in decree, in my AErenth carapaigh. At this point the encounters that 
the PCs have had with magic have fostered a less than favorable opin
ion,

STEVE GIHAM: I enjoyed the writeup. Do most heroquests make such 
use of symbolism';:// I'M A GENI? Maybe I'm easily amused, but that had 
me laghfng quite merrily for five minutes,

ROB HEINSOO: Thaks for the bits from the Histories.// Your D&B exp, 
rationale is strejhing things a bit. But, this seems to be what D&D 
requires.,..

SIMON J. CORNELIUS: I agree that the PBZ is taking up to much ofA&E»
JONATHAN AIRD; (Dolor me stuffy, but I can't say that deaths, ? ' .

"classic" or otherwise, are my idea of "fun," They certainly aren't at 
the pinnacle of rolegaming, '

NICK BARTER: re ct FLIN; with vour bit about the "crude oil organ
ism" youve got one helluva rationale for the Pheonix!

ERIC SADOYAMA:re "Magic and War": I see the influence of magic as 
being quite the same as the influence of technology. What one side has, 
the other is bound to get, usually sooner as eppased to later.// re 
gods; if the sxxn and moon are the same everywhere, then why can't the 
gods be the same? Of course, the names and beliefe attatched to the 
gods would/may be different, just as the words for "sun" and "moon’’ 
differ from culture to culture.

RONALD PEHR: re Paranoia: I agree that much of the public's opin
ion of D&D/RPG is twisted somewhat. A local bookstore whichcarries D&D 
has placed the shelves of rulebooks and rooduals right by the section 
of astrology/occult books. True, they'ro also not far from the humor/ 
recreation section, but still.... .

FORRESTERS ^ +L0SS: the "Open Letter" was quite ammusing.// Dawn
Time looks Great. I can't wait to play it.// You might do well to be 
sure that you identify the writer(s) of each piece in such a joi^zine.

DAVID S. MALLINAK: rc Storrotreoper Armor: I think I've discovered 
the reason why ST armor seems so Ineffectual. It isiit damage reduction 
armor, but rather a damage amplifier. You see, the Imperial troops don't 
want to be hampered by carrying around wotmded men, and itwould be ris
ky to leave them behind to reveal Imperial secrets to the enemy. So, 
any shot that would normally wound a trooper causes the suit to kill
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U.S MALLINAK, con't.: the wharer. By the way, I ’ve been told that the 
M16 is designed not to kill but rather to seriously wound; that way 
three men are taken out of action...*

TODp D. HlhTZ: yesi-I can Imagine a basic set of rules which may 
be uspd as the basis for . whatever systems one requires; we’:ve been-'play
ing ,by ̂ them for several months. My ''card file" RPG.is all based u|>fn 
one stable and,the. use of-basic stats. This groitndwork is the-source >'for 
combat resolution, magic, skills from storytelling ,to leiimbing to ••ai- 'chemy, etc. etc.etc. . .

SCOTT BAUER: .'■..or, '"Another one bytes the dust'V Nice 'piece «n c«m— , puter games. - ' " • ' • • ; _ i :
P-ETER A. CLARKE: re ct Smpson: There certainly arc possibilities ..VA 

for modern millitary RP adventures. One need look no further than the 
movies: Kelly’s Heroes, -Tho Great Escape, The Guns of Navartne, etc,.

_ QUENTIN LONG: re ct LEE: Your definition *»f the 
S.ei»c:i.on is identical to my own. However, I must protest that the past  ̂
tense and Stan 'Trek do’ nOt go together! . ^

Rousing Raebn'cs for #102 goto Sapienza, Saunders., Carson&Waters', 
Griffin, Cliffords, Keys, et al. ‘ ...
A&E LQl , .'A '
LEE: The.alien generation system is-great. Thanks.// Pleasd accept a ^
continuing Ra EBNC for the herbalism information, game writeups, etc.

ADELAIDE: a mega-RAEBNC.
JOHN T. SAPIENZA, JR. : Very good essay oh !'The Elements of Rolegam- 

ingv It would appear that you and I agree as to what we l«»k for in 
•ur games, although as far as style is c .-neerned I tend to lean moreo 
heavily towards cinema than novels. .... .

DAVID DUNHAM: Interesting flora and fauna. Might y*u have sources x. -' 
for these which you could share with us?

JOHN L. T. PATTERSON:Vvear your Enoch Powell award with pride. Act
ually, I am sorely temped to agree with you re. the Midwest, Now, if 
the Original Thirteen-were to secede (taking DC with us),...
’ LAURENCE J.P. GIllESPIE: Nice work on dwarves. Great timing also, 

as I'm just starting to detail the culture of AErenthian dwarves,
VvAYNE SHAW: re ct Nhlte : The campaign which I GM uses my *wn high

ly free-form system-, and I am the first to admit that it reflects my 
own prejudice and,, if you like, ignorances. It dees this nO' more than 
a film, novel, comic, or whatever you please reflects the personal 
tastes and knowledge of: the artist. I see nothing wrong^with this; I 
see rolegaming as an areform long before I see it as an*tbjective sci
ence. . . .  '

PETER SHAPLEY: I'm not sure what--ycrumean by "formally re cognized''* 
bad luck,;- but -I have ideas for-, such thing? h»tblack cats, and esgcially 
Friday tha- Thirteenth. They- are not set down on paper, but. then much- 
«f my. game" is'not^. . j ■:u. . "

PETER DA SILVA :re 'ctT'Bnrt /.and-’̂  I: was gaing to comment' on an. . 
earlier issue/: 1 don't know ab.o-ut Texans, but, L  certainly don't speak 
17th century-English. The language we use is American, 'also referredt# • ' 
as American English.' I-t is- based upon 17th"0, English,?., but it has evol
ved therefrom, with influences from practically every language on the ' 
planet, .' -

RAEBNCS to Ives, Heydt, Turner et. al. -r -
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A&E p o  ;  ̂ ^ '■ -

ftayy Gygax: I agrs^e completely with what you’ve 'written 1
SEVEN & WOGELEY:'-An interesting idea, In,.:fact, '“Fate Role" is not 

unlike that which^my brother and I 'played when we had heard of D&D but , 
had n»ver seen the rules, I must say however, that,for an audience ' 
such as A'&IT, at least, y-'ur writing style seems a little bit bombastic,2* 
I Should hope' that our readers dud wrxters-^do not need an introduction ’ 
to role playing games.

*EiOW'A*RD MAHLER; While I thank ybu for the information on death by 
old age,. :I could, never use such a syste-m as written, I never liked the 
idea of a. character with 18 SIR and 18 CON just keeling over because 
his time had ̂ ome'. I':d much prefer an aging system which allows for 
the re^uct^pn^ .Df“'Btats until death Comes due to decreased resistance 
to diaî s'd*, etlr,'̂  ̂ . '■

. , -i - . . . .  ■MYSELF; As though it weren’t obvious,, for "Literary-Simulation" - 
read "Literary and Cinematic Simulation,// While I ’m at"it, I may as 
well note that I can’t do ligattires on this typewriter; use your ima
gination when I type"AErenth',' ■ • ■

DAVID NALLE; re. TEU#50; I still like the title you used in A&E#84,^,
©IMA-SHORT; I've enjoyed ypur-bits of-j strangenessj. I don’t under.- 

stand, them a whit, but i ’ye enjoyed them,// re. Analysis; Call of '
Cthulhu has rules for psychological/psychiatric treatment. If ever a 
game required it, CoG does. • ’
“ r o y a l  RAEBNCS to GILHAM, SAPIENZA', ROBERT, BURCHETT, LOUTZENHISER, 

LARTER’, CLARKE*,'SIMPSON, e%'al. ' " ' '
- * r • - , . t ■

A&E ^9
BILL'KARIEVA; The best tjjings in life aren’t frbe; they're price

less gifts. j  ̂ "
JOSEPH W.‘TELLER; "Protectors of.Power" looks very goody but some

how incomplffete'. Am l missing something? ' . ' ' .. •  ■  « •  • ' ' . * ^
PETE TAMLYN; I think that much of the dispute re. "Skill in FRP" 

lies in^the'fact th&t the'term "game"'is used'for lack of a better word.
DANIEL JAMES; Your piece on planetary generation looks very good 

and well researched. However, I have the urgent need to jump up and 
down of one inaccuracy ; ■ MARS IS NOT AN AIRLESS-WORLD! . V/e ■ would have 
been pretty silly to put*<rQeteoroiogical instriiments aboard the Viking 
lander if it were,; Some stats on the Martian atmosphere;- .
Surface Pressure-; 7.7 mbars (about 1/125 atm.) ^
Temperature range? -122^F to -22'F Average surface windspeed; I5MPH' 
Composition; 95%COp; 2-3%N; ,l-,4%02 (simillar to that of Venus and 
the early Earth) ^There are treraenaous d’ust storms when Mars is at 
its orbital perigee. Water vapor content is less than l/lOOO that of 
our own atmosphere.o This information is from a course in compar4rat- 
ive planetology, or "astrogeology" which I took at Hofstra Univerity, ..
A textbook which I recommend is The New Solar System edited by Beatty,
0'Leahy ahd'^Cha.ikln (Sky Publishing iorp.^ ,19827Tsecond ed.).

•ROBERT SAUNDERS; Planets rotate and revolve because of angular mo
mentum left over'from the cloud-from which the solar system formed,  ̂
and because ■■ of' gravity and inertia 'in the case of revolution, Venus is I : 
the only planet which rotates opposite from the direction of the ethers. 
Above re. ct, Gilhara.
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At long lasts I manage t*.finish this story. Nick Larter- I thank y»u very much 
•r your comment xn 103 and ap^l.gise f«r n«t being here for three months or s*.

io« m n y  troubles and third year Engineering at university t* contend with now!! I 
For n«w, I present

SHARGOiiL DOVE (part t w )

The envoy began to scream; .
and I began t« "metamorphize", painfully.

. "Metamofphize"...that word is not quite correct - what happened was a massive
exp^sion of awareness. The personality which up to then I had been showing to the 
w«rld and which was all that I was aware of, was in reality a mere fragment «f all 
that was within me. (The main part was blocked off for reasons I will explain later), 
io expand, I needed a literal rebirth through fire, and it was only with that fire 
ture instant - that I became fully aware of relative past, present and fu-

And I had to act.

First I ’threw' a screen about the envoy, an invisible screen to keep the heat 
out and allow him to breatc> cool air until Icould rescue him.

Then I flared, the flame blossomed with mjr anger. I was elemental, I was the 
salamander; I stood rejoicing in my power for a minute (like a child with a nww toy)

e ropes burnt, the chains glowed red, I snapped what was left of my bindings and 
stepped forward, -

A small digression. I had been a child, I was becoming an adult. I was human, 
but I wash t - if you can understand my meaning, and I was gifted with vision, in
tuition, prophecy and feeling; I’m still learning how to use all this.

And I am gifted with power. At the time, it was all I could use.

The audience had been watching, with bated breath (a little piqued that the env«y 
had stopped screaming) and were someihat taken aback with my action. I ’m not meant 
to be able to step out of the fire I
^ I stood still a moment or two, burning red^ then threw a flame or two in t?ie 
^rection of an earnest guard v/ho came rumiing up vath what looked like a pitchfork. 
I he wanted to push me back into the fire, but, I was now in control. He stop
ped a ruptly when his pitchfork started burning rather fiercely.

I calmed myself down and the flames died; the audience waited.

I looked at everybody wondering what to do. 1 was reeling from the sudden onset 
of iiiVmrlYTHlNG and to know what was sensible to do was very difficult, so I decided 
to concentrate on letting them feel peace, it seemed like a good idea at the time.

My flames changed from scarlet to blue-white, spreading out from me to a dis
tance of several feet. These people had been to« .stunned to move in the two minutes 
since I stepped out, now they didn't understand v/hat was happening and sat in their 
seats semi—paralyzed.

They felt peace, some of the great peace that is beyond understanding (you may 
not understand it, but if you can feel it you can project it). I thought I would 
give them a taste of peace and then let ihem choose v/hat they would prefer.

Doesn't always work though...pity. '

The strain of keeping the great peace began to tell on me so I eased off and 
passed down tiirough their emotions to that of friendship and stopped. I was bent
over, hands on knees like an athlete catching his breath, my flame a bare flicker 
of crimson. '
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The people remained seated and immobile, I had a few minutes grace.
I stood up, stretched and looked at the envoy leaping against the p#st. The 

wood still burnt yet had n» effect oh him. I went oyer> snapped his chains (the • 
ropes* had already burnt through) and picked ?iim up...again; then walked out of the 
amphitheatre clad only*in flame and refracted light. •

Through the pass and out to the track that ran to the main road. l/we hurried, 
for though I was very tired, there was not much time before they would chase - and 
that, despite the peace, was alAost certain.

..peojile don't like having their minds tampered with; even nicely.

A few more details: some centuriesago,' my overs.cul/spirit, call it what you will, 
had been gp-ven a 'purpose', a job to do, which 1. had baulked at and committed sui-* 
cide in‘order to evade - hence committihg myself to a seemingly endless cycle of 
lives until I did it (th^ gods are cruel). Well the cycle of time had precipitated 
the world once more into a phase when I could do my job and be released. '

This was just the beginning.

we came onto the main road and I despaired slightly, we had to get away fast 
but the road to the town was too long and it_would be too easy to be captured there 
again. So I darted into the brush on my left hand side with the intention of getting; 
out of sight of the main road, stumbling upon a sheep-track in due course and wan
dering down the curve of the mountainside.

I walked and ran in stages as the day iui'ned into late afternoon, then twilight 
(to think we'd only arrived in the tov/n that morning) . ..e were in the foothills 
with a half-moon rising befsre I heard the first search-party overtaking us. This 
was both distressing and,useful (energy). T. stepped off the path int* the trees, 
laid.the envoy - fetar don in the shadows (’fortuneately he was unconcious), and hid 
myself,.waiting for the party of five men to come close enough. I had just enough 
energy to throw-a glamour aver the men so that they stood in the pathway hearing and 
seeing nothing,-unaware that they were unuer a spell. 1 crawled back onto the path 
to touch them and absorb all their energy, rendering them unconcious.

I threw them into the shadows of the trees, liidden well enough or so I thought, 
fo» anyone else to miss seeing them in the darkness. Collected Petar and continned 
down the pathway. Several hours later, after midnight, we were fairly well out of 
the foothills when 1 sensed two large groups of people in pursuit. One from behind - 
the unconcious group had been found, anotiier from my right, the side of the river 
and several large villages. They must have had some warlocks vd.th them,, their commu
nication was too good for ordinary inen'.

I couldn't battle these so I stopped and began to inscribe with fire, in the 
ground and in the air, the correct patterning, sequence to teleport myself and dark 
burden to the portal in the grounds of my house. Then tapped into the hatred and 
fear energies that were v/ell broadcast by our hunters. Then I stepped into the -
centre of the pattern with Petar and disappeared. The portal disappeared with me, 
leaving only a slight tang o£ ozone.

I'd had partial memory of my lives always, in mj'' years of being various eccen
trics - I'd always come to this house at about the end of adolescence, the time de
pending on how well or how badly I had been teeated as a halfwit. And I had full 
knowledge ('instinct') of how to use and maintain the equipment etc. Sometimes, in 
happier times, I was born to the peasants nearby, or further north, or to the wild 
folk of the forest. All over the place in facti And not always the same sex.

ii»ith rebirth I knew evei-ything, automatically as an adult - though I didn't lose 
ny chiid's mind as you might expect, and it took some time to become re-aquaiirted 
with myself.



Di Short. .3. CHARCOAL DOVE II.

On arriving at the portal at my house I imagine we produced a strange sight. An 
ora^e flash and myself in different form stumbling out of midair, surrounded by 
white light and carrying a burnt and twisted bocy.

I took a few steps then crashed to my knees, half-blinded in transit. Then I 
was surrounded, covered by hands, hands taking Petar, hands lifting me up, then I 
blacked out myself. Iwoke washed, dressed and lying on my own bed. Night, still? 
again? I felt as if I d slept 34 hours, yet was still a little delirious. So many 
things running around my head. I felt like asking 'bhat happened' to the ceiling.

I rolled over and came face to face ?jith one of my forest friends, who helped 
me up and told me I ’d actually slept a mere 30 minutes or so. They had combined 
and fed their excess energies into me so that I could heal Petar. I was amazed 
but should have known that they'd understand viiat was happening, on accept it, as 
they held me in regard as a god. I didn't bother trying to understand at the time,
I obviously knew why, somehow, but I'd leave delving into my own mind til later.

 ̂ Petar was washed and suspended on straps in a small tank made of glass, filled 
with tepid water (you wouldn't believe w/iat's in that house). I wondered if I'd told 
them to do that while I was asleep, it was just about the best thing to do under 
the circumstances.

Now to heals I shook my head, it's not my best attribute but no choice here. I 
cleared my head and focussed on letting my conciousness reach down into and through 
his nervous system, through the blood and the lymph checking what had to be repair
ed. major work; I started on his facei the torch had been tlirust with force searing 
his eyeballs, the rignt more than the left, and buriiing off a considerable amount 
of his eyelids plus injuring his nose somewhat. I speeded the rate of mitosis to 
fix the eyelids and nose, then 'personally' repaired his eyes.
 ̂ The other major job was his feet but before I started on them I felt his con

ciousness beginning to stir, so 1 blanked out the pain receptors in his brain as 
well as putting a block on his conciousness so that he'd stay under.

In his feet I repaired the veins, then the .arteries, then the burnt flesh out 
to the skin to leave as few scars as possible. Next through the rest of his body, 
slowly, slowly catalyzing the Iiealihg factors and making them move extra fast to 
heal the other burns,clots etc. working from his feet to his head.

At long last, I pulled out cf his body, v/hat was left could be fixed by natural 
mechanism. I slumped back in the chair and had to be carried back to bed. it was 
late morning.

borne weeks later - about a month ago, Petar and 1 sat down and faced what we 
had done. I ’d really started things with a bang! Petar's original mission as an en
voy was forgotten, the king, obviously didn't agree anyway. Now we hsed a job to do, 
and Petar was in this as much as I was.

Our job is aefined in words - still defined in fact in the same way as it was 
centuries ago when I tried to get out of it. To put this idea into practice however 
is rather more difficult. WE literally have to start a nev/ religion herej a combin
ation af all that has gone before to try and satisfy all. Hideously complicated.
 ̂ hut for now, wre just sit and plan, we are twê  yet there will be two others arri

ving in the next few years. A man and a woman - who? I don't yet know, though I do 
Kn»w that the man will become my life pa.rtner and the woman, who I assume will be 
black also, will be Petar's. In this interim I am teaching Petar all I know of psy
chic power and exploring fui'ther... I am the pivot point now, and I can't escape it 
this time!

Also, to break the monotony (well not only that) I am having Petar's child. 
k»e can work fast ocasionallyi.

See you again soon. Byeeeee Diana.
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Comments 102 

Vincent Posters The incentive to tcclmolO;'.y would coma through the rel -asc of
opulation increas 
central funding of

lohour from mu;iically taû .yiented o.griculture, .and the ;envarr..l pooula,tion increase:
that could be sustolned, just .as in this world. Tiicro iras no 
resGOJTch in pre-1930's times s the groat .advances of the Cl3 were- primarily duo to 
the tinkoring of people with private incomes, or otherwise freed from f ull time 
work. Only in the lâ st fifty y.;a;rs ho.s the need for cr.pitn,! equipment risen so tha.t 
only governments com afford it,

dopplation pp:>owch would o.lso foster oxplcro.tion. /md who/fc else are "Wilderness 
o-dv ntures" thorn exploration. I'm not saying that there a,ro nc self-consistent 
gome settings, just tho,t .they are few, .
Wes ' Temperature and albedo; Albedo acts to reduce the bodĵ  from Tglo,ck to 
So the abaarbecl energj'" goes o.s (l-A ) inhere A is the albedo in the visuoJ. vjhere 
most of the input enrgj?" comes. The rod.iated energy is reduced by (l-A.), vxhere 
xl. is the o-lbedo n a,r 10 microns where planetary temoveraturos pealc. fee effect 
on the black-body temperatnjre given in AoF 3l is to cliouge it to

T - Tg, ( (1-A,)/(1- A p dV '

note that exieonent - it is missing from e.g Traveller Book 6, This la,tter 
q notes a syst cm for xd , but 
ideas?' v' i'morcs A. - i’vc no roa,l data on A.‘ either. .'Iny 1 1

Carson and Waters; dhai-mMd. sjoms a bit drastic, but it's the only real desert 
bee,stie of any note in pF tha.t I can reca.ll off the top of my hea,d.
Griffin re Wasterss Log(t) for levels is just a way of giving people unusual
characters (viio a,re thus qualified to do unusual things) with:.’ut just brevetting 
them 5 a quick method of growing <a high level character with some bcOckgroTind, who 
can then expect to be a duko/g:eneral/v.az".rd/bishop. Wot the exponentiaJ ,;rowth 
that -is powergamiing. ‘ '
LFB; nice filk. ..
xlichacd Bchwcall; vehicle and. ba,sc design rules as the ,
'Sidekick* superpower. Just knox'jing a,bout the Ghajnps procedures is then enough,
I agree that ca sentenc ejqalicitl̂ r pointing out the the povjer can be used for
vehicles or ba,ses would have been useful.
Peter daBilva? Pol.ydice B6s are ranely if over proper d.ice, ’Uy ovm ' set has 1 
opposite 4, for 8xample//re dlllvrood a vertical Imi should suffice- if the strand 
has mountains, as it were, regions ca,t higher gra.vitational potential - fiohiiy 
gravity need not be uniform. There is, after all permanent snox'j on the equator on 
mount Kenya//re rnc - fireball is a better missile wepon than thrown dynamite — 
closer to a, riflergrena.d.3 incendia.ry. The ' 6" ' range ba.se for a. BS;I) fireba.ll is 
quite some way in tge ovcrgracund 1" to 10yd scale.
Bill Keyess I .guess that's got tha.t out of the sĵ ŝtem, then. It’s nice to sec those 
ideas properly worked out ( I tride qpmo years d)ack but lacked the data,bace) 
Definitielj'" one for machine implono-ntations^ though,//HG xhaderson's book on planets| 
if it's the one I zsaw a.bout lOyrs aco, it's not ac u.p to da,te (and in places •
frequ ently wrong) as Doles 'habitable planets for Wan' (watorerd doxm version in 
collaboration with Asimov caAled. 'planets for Han') v'hich itself datec from '65.
For example xlnddrson trots out the old. chestnut about lack of stable orbits .in 
binary syst.ems, which Dole is able to rofu.te.//.For Hanual D^xtoritjr, thd vrord 
'Deftness' abbr, DBF exists.
Plamondons Fine idea, but you'll ha.ve, to stop the, players using stereotyped spells 
v.to fully breaJc the cook-book mould. If the players still ;go rbeaxl and do the
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same old list of spells5 tho ro.tionalo doesn't matter r, damn. On the opor.ationa,! 
level, one fireball (or teleport, or levitadO':,- or dot. na>elc) is much the same as 
tho other.

I/hile Glorantha:n ;ainoma-'0ic is run bv simple cookbook system, the cxistauce- - ----  - ... ---- ---- -  ̂ -- - ----...y
Sf (.smaJl) defined lists at loa.st produces scope for vo.rioty between spoil-users. 
Given the choice of Pireball or Transform Hieada.s a, spell, the formef viill be chosen 
9 times out of 10. Limit the choice, and "ifferent ma.a’ics are used, (tharc is of 
course no dofenso a.a;aunst players who a.ll opt for the sa.me list, however.

If you ha,vo ma.na,ycd to prevent this playor sa,b:rt: 
bfoakthrouo'h.

it x̂ ill be a, CSiinp

H arry ilo b e r tto n ; rc  L ia .stors. Havin.;: sp en t a. pa.jo ta-king g lo ra n th a . ou t o f  RQ, ju s t  
th e  o th e r  i s s u e ,  i t  sh o u ld  be p o s s i b l e ,  b y  a .nalogy to  c o n s id e r  T r a v e l l e r  vnLthout 
th e  Im p eriu n , I f  we compa.re T rav a s  i s  t t o  ORd+Ihiture-dJorld, 0110 may e x tra .c t  th e  . 
BSP e q u iv a .ie n t . The Tra.v mâ ĝic system  th e n  f u  I f i l s  p a r t  o f  th e  r o l e  o f  th e  I la g ic -  
w orlci b o o k , e n a b lin g ’ one to  run J33;D—ty p e  g;ames w ith  Tra.v m echam ics.

H owever, s in e:: oven w ith  th e  Imp' rium , th e  o n ly  d i f i o r c n c j s  betvreon using:
T rav forSPRPCr in  th e  imperium a.nd a s  a  Hr ilid ship m aii ilorn b lo w or /game i s  th e  la b e l s  . 
o f  th e  s h ip s  and gTninory. S o c i a l l y ,  th e r e  i s  v e r y  l i t t l e  d i f f e r e n c e .  A system  tha.t 
Gail run TBav a.s IHsi) would need o n ly  a  few  ch an ges to  th e  m u ste r in g  ou t ta .b le  t o  bo 
usua.ble in  th e  Imperium (eg: Ba.rba.ria.ns in  'C i t i z e n s  o f  th e  Im p eriu m 'o

Tlio o th e r  ch an ges ,you p o in t  ou t anc th e  i i i ‘ .v ita ,b le  ' s o a s o n - to —t a n t e ' xAiich 
a.ny mag;ic system  r o q u i r ; s  w hich  moans th a t  no rnag’i c  system  can be a p p l ic a b le  to  
a l l  campa.i'gns. T h is  problem  makes i t  v ir tu e ,!! ','' im p o s s ib le  to  d-osign system s o f  
meri'c f o r  gen era.l u se  ; a . l l  p u blish er'. sgrstvVAS a,ro e i t l i e f  c a n tr id g c -s g D e lls  (nrcD, 
Runema.gic) o r  p r im it iv e  s p o l lp o in t  syst':-ms (B attlem a,;ic ,O c'; 1 ) , w ith  enouggh Chrome t o
fit the dosigyiers ta.stes. The cliromc is then x-jh.a.t 'people like or dislike ( tumc-
ma,;gic being an ob'virus example)? I can't forosoo vrhich of the D6 choices you offer 
tha.t you vrould taJee, let a.loii'e v.'hich :r rticalan vaniation. Any system vjould either 
have to make a vaiaidnt attempt at the whole range or declare a specific interest, 
((This has turned into a genera,! extension of the 'problem with magic s.ystems'essay 
Istarted addressing to -dlamond.on) )//r'' radishes (101) — the cla:isical Gr :eks had 
another idea about radishes? they even had a special verb for the insertion of a, 
radish through the anus ( a punishment for ad.ultery). It's better, I sup  to s 9 than 
the Aztec use of chilli to control their women - those caught looking at other men 
had chillis rubbed in their eyes. Don't even think about what they did to those 
actually found to have been unfaithful.

Planetary Temperatures2 I've been having a look at these theoreticall.y, since the 
topic came up a fex’i issues ago. ■
' simplest, model considers the. planet to be at a unifonn temperatin'e (that

is "to say that it is perfectly conducting), and balance incoming and outgoing 
radiation. This is the lavj that wives ‘

1,. p , ,

*̂ avg ~ (Lyi^'O vdiere L is the star's luminosity vjhere '3un=1
. r n  the plateray orbit radius in .iU

The nesrt level of sophistication is to assume that each band of latitude 
is in equilibrium, ■ but with no interaction betvreen them. The temperature as a 
function of latitude is then ’

: : '̂̂ '̂ '̂ avĝ  (4cos(lat)/pi)-
This factor is equal to 1,06 at 'clie equator, and zero a't the i3oles, A further 
increa.se in sophistication can be gained ly'' including planetany inclination and 
eccentricity of.-orbit. let us define terms. Consider a planet with inclination I 
moving vj'itli period T in an orbit of eccentricity e and semi—ma.jor axis a,. If we 
start the yea:(? at an equinox, at a.n angle xv from the periastron (closest approach 
to the star), then at time t the sta.r is at longitude



^ — 2pi,t/T + 2e sin(2,pi.t/T - w) (a,nplos in ra-dians)
The effective inclination of the :p_ianGt is i v/here sin(i)=sin(l)sin(L) 
aspect factor for tamnenature is 0‘"' whore . so the

Q = (4/pi) (sinci,cos(lo,t) .cosi + qsin(lat)sin(i))
::os(lat+i)/ cc
i'hc sha,oo of the orbit makes a factor

where q is the ill™inated arc, vjith 1+cosq=cos(lat+i)/cos(lat)cos(i) 5 q=pi/^2 for 
latijudes above 90-i and zero below i-90°. 
of R-- where.

= (1 +e.cos(L-w))/(1-3^),
('0 assumes the ellipse can be approximsdecl by an off-centre circle, which is a good 
approximation for e below 0.25, ■ ,

Both-these hov^ever suffer from obsclutc- zero temberatur’e' at the nole, where 
no light- falls. For the simple latitud; model, the io.tth (T =23'3k ) has
ad 0 30 50 60 ->3  ̂ Tavg is 150=5953 This model also lacksa Gulf Streams
 ̂ 305 294 271 257 I0':- I live at 5.2h, and. I rarely have to put up v/ith below

32 21 -2 -I0 -89 freezing toinpera;cures ( no mono than 2 months a yea.rhave
90 69 28 4 -I28 any chence of this temperature consistently).

A simple approximation to conduction xarould be to sot

-k d^T/dl^ .,+ pi.T4 4-
= 4T „ cos(l) for la,titud.e 1 avg

which vrould havebut it needs numerical work to solvof k here is the conduction ra,te,
to be determined by fitting to tho lerth. Trying to put in thermal inertia would
make the whole thing hideously compl'icated, - onlv recall3'- for the computer sonhisti ates out there, . . .  "

The simple model isn't̂  too bad.W/tha I.06 fa,ctor applied, to a, planet with ■ 
insolation O.65 of Earths gives an eouatoria,! t :mperat ure just above freezinp, 
which is consistent with Dole's criterion for the ed.go of the eoosphere being both 
at 0,65 insolat ion and when 10/j of the pleaist ho,s temperatures above freezing oh 
average 5 the inner edge (l,35 insolation, lO; planet below 36F) assuming zoro 
inclination gives

'̂av,'̂ - 310k 36F=303F .0, latitud.ds above 4 !-'”" babi±,a,ble and.
_ bolov; 62°

"totalling about 255-’ land area^ so our predictions are a bit optimistic in compa,rison.
 ̂ 2he inclinod. model gives, for i=I, summer in one hemisphere, winter in the . 

other, Extreme daily temperatures (i,e, mee.n daily s'ammer and. mean daily winter 
temperatures can thus be derived),. The limits dm these a,re I.1.-IO4F0

highly inclined planets must be closer to be hadoita.ble ; a,t 75° "thG insolation 
mus-b be 5*3 to 1,9 relative for habitadoility, and. then only manginal (1O—20/'o) 
habitability results a.t best compa,red with 9O—isbffor earth ; the main fa,iling of 
the model is arctic regions tha.t fa.ll to absolute zero d.uring winter.
And there it can rest, A closing comment for the la,st five lines?
Bimon Cornelius re JTSi I ha.ve a.lways been under the impression tha.t rigid armour 
was essentia.lly custom fitted, any—way, certainly for nobles — any il5D tjuje fighter 
would be able to afford that 5 chain on the other hand, only relies on ha.ving ,
shoulderd^- women would, just need to use a little bandaging to avoid, a serious case 

jogger s nipple. In other words, tho price difference should be minimal.
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Comments .txC 103 ' . :

'■"'PProach to take for those who want such a sĵ stem is to 
ro 1 the dice, and only make the calciviation if the result is not olovious. This 
procedure can result in a suhsta,ntial increase in play ahility.
JTSs You get the first 'hice person of the Iionth' award for thish, for sayiny nice
st̂ 'ofy ""'"the T '  very little to add to the Colour magics in they hQ basic setting ana. the cyclic dominance I stole from the SPl Sorcerer
game, with names changodg what one could do with a magic varied by the ee-rson - som̂  vjere better at achieving subtle faon som.3ffectsa. j. o o, others in the gross use of power; the colours 

"-ifferent soi,niific di.ciplinL - thysios^
thpp ™  '‘“I t  a lattioo of effects aptitudes vs colour aptitudes. Fromthen on, everything very much went by fool. .

parson of the Month' award. I am beginning to 
o -nou^h laeas to start writing notos for the next chanter of that story ; I just hope you'll like it as much. j . jusu

St cutout P^+-iri o- Jtounds disorientation is usually enough to
Oh^dear'  ̂ teleport. Of course demon teleport doesn’t have that disadvantage

Nick luarters flour suspended in a,ir makes a good bang when ignited - enough to be a ■
^  consider producing thesame eifect from the airborne spores of a yeast or fungus there's ^another wa.y of 

reducing the number of arsonists, in the s?imo manner as Firesliind.
i fe,rk Gale ot t i s I'lumber 3 ■ice Guy award coming up , . ..In interest ing sot of id.0 a.s,„ jChnornagic. I nuito freel,- admit to not even trying to exhaust all the

" Merely severly restrict the discussion to situations in 
cadventuring could tak,. place. Ond general point, however, is 

in'war would reciuire oithor ploughing ba,ck into growth,squandering
P,"  ̂ 1 r distributing lo the lower classes in order to enable them to consume the
+V, society. The third pa.th is the one that ha.s been taken in most of
! worlG. today, though nuimber 2 counts for a substo-mtial chunk,. Ihipe number 1 has 

p t  to be unstable. J3ut vjhatevor you do, the society does chcange - the real vrorld 
industrial revolution could only occur when there were enough people freed from farm 
labour to work in the cities. ’ ‘• '

 ̂Gifectively view magic as a likely catalyst first, and an alternative 
-chnolo^gy second, .pw who.t would. ho.ve happened with magic around, from 20+l<yr a,go,,?

ifeil JTrasers Ae ms re ,.., ; .lajj - but there didn't seem to be cany stcars aseound-
- ■tNfv got made a few pa,ges latcr./jenjij'- xlein - try .agzelch etc using 

-n overbar and a single note that it moans a long vowel.
c.vic. Dunnc.m. well, you have now. .Inothor dice Person award, on its wpjy to you,//0n 
^mmortals - the only insight I can give is the one I gain d from playing one in .

? illayne game. In that, thore Wess-a dofinite beginning to things, and 
the visible signs of slow decay of the mortal wo rid. The tiro most heavily played . 

araro ocejne ho nourable, vindictive- if cheated, .and decreasingly world.ly while
xie munchxCins stayed m-unchinks who couldn't be kill:.wl off,
ovid riirio Going back to basics, Ilorgoth went in for industrial uollu tion in a 
g-way in .higband, although we didn't see e nough to jiidge what he was doing. But 

yes, It was earuraan who pofiularizcd. it during the "11.
Iferry Robertsons Hot only Traveller, but -̂ vory other IF and modern R.̂ G will cover 
^nsxvs swords, (l!y own favourite is the now unavailable Worlds of bonder), but hwat 
they don t cover is sensible play - the use of the knife and garotte in commando - 
raids, just as in modern warfa.re vrould enable some of the , evil weauonry to be / 
bypassed or oven - horrors - cr..ptu;.rod for u s .:.//Usg up half a line’eand a / for b .
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S“£ “~£?;E;"ethis was msini,r a source, they should try to maintain consistency -
their M'3 packs “l iioJc' S' garbage being put about by ICE in
Tolkien L t  s’svtnnt^^ also quibble that technology is not the source of evil in 

^ an easy path, simply booau se destruction is easy and
and othJr^uSJleasSicos^//LSli?rS'^^^ Thermodymics - for destructionthat unpieasouices.//re Ilichael Johnson - it has started to cease to surnrise me

Of c a r e l e s S b s s r S ^ a t W n l y  products that you make accusations

,uePie..//P.pL.p3 PBZ ^

tropW/Bioe to see somo DQ stuff. I havs

?iook in p ^ t t i r o l T a  «  " I -
them - where are C&S or Arrh ■ well established big names ( and not all of
backfire table, s s o S c i ^ l W ^ h  t h r ^ f T i  ^  S  ^̂ sree about triiming the
time, which isn't jusb orLy, Jt's leShSJ the

 ̂ --1^ even
has any sort of con^^LtoLf^^SS i ^
with the rolling present Juoh oom'se there's alivays the problem
unspecified number af ycoars (w-s.^it 7̂ or 17 or/)lI rather
the SB with a limited ch + ̂  ' 17 •) .//Marksmoan should damn qell just buy
talcing into acoo^^^t L  p S p i n ^
trying to buy some a4imo Shile the Impiarsible ^ S c ^ i r h o ^  ""  ̂ imagine
in the shop with you.-. .) ^  ^  - l^^e

mercetoJj^as^f Playe^'"’̂ necessary ? I confess to not being terribly
the othS; pLayers I ^ P h i l l  ^ horrified one of
expenses a fair de-1 whil^ hô "'̂ " er game by thinking 5k a head and reasonable 
equipment to;')" "h^on; t L "  I " quater-meg to spend on ^
it nothing but a p̂ în o J T  of coinage I found
a night af inn! ’ overblown book-keeping exercise just to got a room'for

5^000^notfira l ^ b ^ u r ' ^ ' S ^ ^ '''' everyday coinage - there's no way that 

possibility ( amsssing^hem !s cuSefent) Thi!'T!“ f
what x-jould happen llkn is an intriguing discussion. Now
g y o u  set t\Trapie\^‘'-e"!r:al.t ' '
I expect to bo different if T TfiSu-i- a lu 4. • ■'Tiat, as an outsider, would
shock strikes aga.ini' ^   ̂kibitzed the tvjo possible campaigns ? PRP culture

-  - l -  l.P0Pta„t, aud so is the

rviSd ,
.P3PU . . . i C a l t l ^ ^ t p ^ r r  ? f e ^ ™ r S e r “  i £ , t T L l f h ? a : W
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population I star synt om, loiir on, but -;ith some noticeablo ojnount of metals -

stars - say 7«yr,-and entirely lacking in significant amounts of anyt hin̂ j much hoaveir than Alt
-re- with^whfob^-' 395K fi£,aire is for a clisk( roxliatos thru tv/ice the
Anosn^-le ? ! î  ;̂ .osorlDes) compared with the fi;.̂ .re for a sphere (a ratio of Asl).

noxhing: significant. iec also the earlier essay section.//aCRPTA 
thoAl ' A  is ca constraint in the interaction between
S t A  A  t A  implemented a simple version of
th-t A c  In??' •'̂+ A  machine with 12k free after Basic should do),
TtA •“ A A  results on the lines of Bole's Habitable Planets
o t S r A S "  " P—
m e c h i n r b ? t i ? ? r A ' i n t e l l i g e n t  machines (like specialized intelligent 
Asian-d ??? f-'* counter that move, (by Bill I mean one that is
f o A S A b ? !  o A  A"''""'" -transitional step between the-c.,  ̂ .rperc oyotems, and a lully aware being) They'd not wrnat to be 'ffeed'from their only purpose in life
I - heaving to work for -'uc' a,s 3;ar s slavery goes — how free are you or

living- is only a diluted form of serfdom. I forget which
bAthemsel'veA^^^ poinced out that slavery xTOuld last u ntil the looms wove

the h m ! A  machines could not be consumers in the s.aTie sense as
denencA'A A  i economy was geared - tte existance of a RICH society
r A t -1 lihk possible wealthy consumer class j human slaves would destroy
Al illLl fh Gconom-. Also, blTuitly, ̂ no-one would build Production line

production lino AI to got the
that machinA^???!"?!-AAA* huinan_ morality has always boon fickle enough
''fraicAs " _cipg like us) would be quite acceptable slav:s - why else were
■ A m ? i ?  o? plentiful supply of peasants in the'-uj.ciain oi £̂ 50 oclf' years a^o ? .

A A  Upsetting the status quo by accident can be very easy - merely tgyin- 
b A f  starving by improving their yields wil/ceus; thof cuAuxi A
relloZ generations (2-3). Once that sort of thing starts, trying to
looks lik-"^thot^t! popular (gonicide and famine). It also
mapps A  lAo sit too heavily on unpredictable adventuore

o.cr, not b.ie immediau e necessi^ of change in a 
a Ala^oci;'^d?7r‘;rt;“ r S l l ' t a . r n I S ^  ro ,in iv o sOh. - A A A  without the benefit of hindsight the IRIs aren'taT-rpT's nf +>va ■ 1 ,7 — OI ninasignt tiie liUs aren't
you re.-li!?AoAo-!!">r^+, overpopulation was in this wo rid. It's only when 
easily'stop ?hp? ^t?cr the oveni that you’ve, sot things in motion that you can't 
then AerAci A A  A'iA  A f ' to sustain the old st atus quo, and even
those whAwanAd t o A  d!!!tTA A A  was-amiss,

things aroAoving. At Jbis st??!°?her?°n>?!AAT^? interes-ting to game in, bu* 
either ma-ic-1 o^ i  ̂ toclmological innvoation by
economy, Aiat vroAd ro-iAt population boom and its oiTfocts on the
I m e , A d v 7 i 7 l 7  „ 7 ? " 7  = “W a  'ains of oli»intting famino yoars -
mo.£a,c h 7  b o o 7 i 7 7 7 L  ° 3 f r d ' '  >>-nel= for thomsolvos in that. oSoo
m ^ y C  S 7 a r o 7  - 7 7  « »  « < *  f  history, iloro food, more
poDUlotion to the ,’,e'17" hnbour more food, until thoro is surplus
A s o  (ie . 7 7 4 7 7 1 7  r  Pogiculturo.. This produoos on inc oaso in tho inhstrio.1
one i  7 7 7 7 7 4 7 7  - Phaln to nttnok is tho firstntoicci agriculture.( antrono else can take this comment too).
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Paul I'Ja1;Grs5 Incloer', very little could have proopod up (lado) Imporial .Lome — but 
wlmt about lomo at the height of the lepubliCj the n {gaining magic ?,
John "a,pienzas Misogyn3'‘ the UX; ll-io most likely cxplancation I can see is the 
pandering to the 12-1d yep.r olds who aren't so likely to bu,y.girlie magazines vjhon 
they want to see some skin. Gamers s,lso tend not to bo the types who a,otua,lly get 
real girls at that age either, ,

I thinlo it vjas some simila,r pcychologicaJ mecha,nism tha,t tended to make .the 
bulk of our PCs female, even in groups where all or nearly all the players, wore ;male:, 
back at Cambridge (3—1 sox ratio, you see, v.fith all the problems that loads to), , *■
Pi^4t Genorations Just boforo Xmas, oji IBM PC was insta,llod in my office, vrhich 
meant I suddenly had acoess to a, ma,chino fiat I didn’t h.avo to account for tho time 
I spent on it. So, in response to baniol James' bit in 99? f finally started to'put 
a version of Dole's plajiet groiring progara together, 'llie simplified version I've 
ended up with is about 200 lines of ■‘̂a.sic, a, qua,rter of w.hich is iryterpreting the 
raw resu Its., and it turns out systems quite like Dole's published' ones.

The extra. tha,t rn.3'" program ha.s over his is the ability to ta.ko into a.ccount 
o-ifforent stellpr raa.sses. I do this by incroa.sing tho sca.le of the surrounding ’ ‘
cloud by the cube root of the ma.ss, .".nd tho total ma.ss of the cloud in proportion, ' 
preserving the centrn.1 density'"* '̂ tars in the 1,5-0,63 radge, whone we exepet'to 
find suit able planets, ha.ve systems much like our own, .and so gener.ally do sma.ller 
sta.rs, a,lthough for M t.̂ rpe (say 0,4 sola.r ma.ss or less) there onljr tends to be one 
or two rocl<y worlds inside the ga,s—gia.nts, Por ma.sses 3—5 times the Buns ( 5 is the 
upieer limit for the consistoiicy of the pro .gram as it sta.nds), hovjever, the habitable 
range of toinpera.hurGS have moved out to betwaoen 10 a,no 25 XU rosoectively, Horo, the 
va.st sweep of the orbits meads that — even f o r a broaxl range of choices about how the 
cloud scales v;ith the sta.r - thene tend to bo ga.s-gia.nts,.and only rarelj/' rocl<y worlds. 
In those systems, habita.ble worlds would have to be moons of ga.s—gia.nt wonlds. For 
exarpple, a_^gystem gê er̂ ..̂ Gd for a star of 5H®,

Temp(c)
250

unit- ’
Wo. orbit raxlius
1 7.7
2 10.3
3 13.9
4 26.1
5 36.8
6 50

Mass 
1,1  . 

1.9 
330 
8.6 

24.7 
.05

Type
roclqy

:t

gasgx
It

roclcy

Yoar
9.5 
■1 %8 
23.2
59.7

100.0

175
113
8

-36
-70

in c lin a t io n  Sz
9.2 3

1-5.5 9
. 6.1 L
29.2 3
43.2 3
7.1 3

g ra v ity  
10,2m/s 
13,3
30.0 :
1-3.0
16.5

 ̂ 2.3

^̂ rith a. planet la.rger than Jupiter closer to the sta.r khan the ecosphe ro. Only 
planet 4^is in the ecosphere. (Szis size for Tro-veller, L=large,3=sma.ll gasgiant).
Or there s a system fo r  a. s ta r  o f  3 sola.r ma.sses where p lanets  1 and 2 a.re about 
ha.lfway between Weptuno and 'liit,urn in  s iz e , 3-5 are roclcy, a.t ksebaxM 3 .3 ,2 ,8  a.nd 1,6 
-iiarths, another Jaturn in  s lo t 6, a vro’ald a.t 1 ,6 la rth s , a.nd another Saturn, w ith  
the Gcosphero conta.ining p lanets 2-.i, pla.nGt 3 being the same temperaturG as Farth . 
(5110 is  type about B5 , 3M© about A()), so th e re 's  not much need to® go h igher ) .  ■

The program a lso  computes sun t id e s , and Gstimatc.s tho length o f  the p la n e t 's  
day, but those wouldn 't f i t  on the pa.ge, and need raoro expla.na.tion.

Quote of the Month 
them alive,"

"In my ca.mpa.ign, 
I th

the gods used up a.ll the manna which kept
handing out to the morta.ls. . . I’ll not embaL.ra,ss the person responsible further

and manna was ju st fo rItinny, I thought it was ambrosia tha.t gods at̂ .,
. I’ll not embanaLSS the person :

so will omit to give his name
Dax;k to p^anetss Given that .lirmus is about 2o..1-M®, the results of my program would 
SGom to iDaok up La.rry Hiven's'choice of ha.bit bio for that system. I'Tov.f a.ll. I need is - 
cj. mechaitism: for grovjing moons, se.a.s a.nd a,tmospheres ( and clima.tos) a.nd. I'll ha.vo a ■ 
complete SGt-up, .Pity the sta.te of the art doesn't seem quite tha.t axlvane.>d,.- still, 
there s always Traveller or Universe, should I ever run some 3F.
(Tho Implausible Thunk appeans courtesy of Phil ILasters a.nd is Ĝ() 198-I- to him )



THE MURDERED MASTER MAGE
by George Phillies, 1225 Island Dr. #204., Ann Arbor, MI 4,8105; (313) 995-4126 

Fire in the Morning Part Seven .

 ̂ "Now, Cameron," said Pam, "I need your thumb and right eye." He lurched to 
his feet, every move driven by a compulsion mesh, his face contorted. He faced the 
weapons banks. "I've keyed everything in," she continued. "All I need is your 
body scan to arm the warheads."

"How?" he asked.
(I used your mind. Or did you think you have working screens, you creep?)

Her words were singed with hatred.
 ̂ His hands touched the controls. Status markers began their count-downs. The 

displays showed the ship's missile batteries, all targeted on Naseby. "You'll kill
millions," he whispered. "You'll never get away with this, even if you flee beyond 
the end of time." '

(I? Kill? No,) she answered. (V/hen the Nuzeem spawn, they cleanse the 
ground where the seed will fall. Those people are dead already.) For an instant 
he felt her shake with tears for the departed. "I was with each of them," she 
choked, "as they died. That was the Nuzeem answer, you see." Cameron knew she was 
very close to tearing him apart.

"We have a few moments before we fire," she went on. "You'll be in stasis, 
Cameron, where you can't make trouble." She tapped a button.

"I have no choice," she told Mumford. "They've killed everyone on the North 
Polar Cap and are seeding it. Their next step will be the rest of the planet. The 
only way to keep them from killing everyone on Naseby is to use force, killing them 
and their seedlings. Fortunately the ship has enough torpedoes and disruption 
bombs to do that.

"This, Mumford, is the real difficulty." She waved a small box at him. "The 
Nuzeem will be dead in twenty minutes, but there's in between to worry about first. 
When they see the missiles launch, they'll corns after us, looking for this box.
The ship has psionic control circuits, and this is the master control unit. If the 
Nuzeem j-each it, they'll just abort the attack." '

"A good sledge hammer?" suggested Mumford,
"It's gpt backups, also psionic and equally vulnerable to Nuzeem control.

r* >1.  L i.  ̂ T  _ _ _ _ _  _1_ 1 I I  ^ * _They're scattered the length of the ship. .Some are armored. We can't 
them, and I can't possibly protect a whole ship from a Nuzeem forest.

Putting the control unit into,stasisI can protect anything from even one Nuzeem 
won't work either— the,̂ backups will turn on

"How do the Nuze.em know what to do? I didn't know the TPC had psionic

smash all of 
I'm not sure

control^cir.cuits for their spaceships, and that'
"They dominated him.

part of my job.
Enough that they are sure to know

Cameron said they could get

"Cameron," she said, 
how his ship works."

"So, how do we keep them from grabbing it? 
through a ship's screens."

I protect it. You'll be in stasis, and I will be behind the toughest shields 
I can drive."

Pam! I saw what Cameron thinks of the Nuzeem. They can turn mechanical 
screens into cole slaw. You can't— not even you— can hold up against that."

(Now, don't you worry about me. I don't chop up all that easily. Besides, 
Nuzeem are a whole lot better against machines than against people. Anyway, I have 
some advantages. This ship has good mechanical screens. We are a long way from 
Naseby. Now, no more talk.) She touched another button. As temporal precession 
carried Mumford into stasis, his last words came as "...one class body...." She 
snorted gently.



Mow she had only to face her own thoughts. She was frightened. When the 
Nuzeem knew that their death was inevitable, they would try for revenge. On her, 
if they could reach her, and on humanity if she hid away. Even if the ship had no 
psionic control unit, she told herself, she couldn’t have hidden in stasis. She 
had to stay where she was and give them a target, or she would be responsible for 
more mass murder belov/. her mother's murder, in particular. For now, her con
science would be her only company. Mumford's cynical comments about governments 
brought tears to her eyes.

She sat down, folded her knees against her chest, and waited. The control 
unit was'cradled in her arms. A flurry of indicator lights marked.missile firings. 
The tactical display showed scarlet sparks edging their way towards Naseby, She 
fingered the sides of the box and waited. .

(Cameron,) came a pale voice, (CAiiERON. OTHER VERMIN. TRAITOR!) it .
shouted. The Nuzeem had saturated the ship's psi-barriers. The air around her 
flickered slightly. The.Nuzeem knew the ship and were looking for the way to stop 
the attack. All they found was inert metal. ,

(YOU,) came the shout. (You have the control. We can see it,  ̂ Give it to 
us. We are the Nuzeem, and we are strong. We are the Nuzeem, and you must obey. 
Obey, or die.) .

She sealed her mind against their ravings, then shivered slightly at the 
thought of their strength. She had gone around the ship's screens5 they were 
coming straight through them. They said they could see the controls. If they 
could actually see the master control unit by scanning through her personal shields 
without her even being aware of it, her resistance was going to be very short. She 
hoped that they v/ere only tapping a psionic link in the ship's security system.

The Nuzeem attack came as a wave of pressure, the tolling of a great bell 
lost in ocean's deep, the fire of the newly risen sun. Pam hardened.her bubble 
around herself. For a moment the more jarring sensatinos faded, .Already the 
pressure was sapping her strength. Three years ago, a single Nuzeem had come close 
to killing her. Now she faced a forest of them.

She told herself that her age would make a difference; her previous foe had 
attacked her in ways she couldn't really block at the time. She hoped she v;as 
right. So far, they had used only familiar methodss a lot of energy, concentrated 
on a few bands, without anything beyond brute force. If they tried some of the 
more exotic psi effects, she could still be in trouble. She could block an attack 
on any band she had ever encountered, but the side effects from some blocks were, 
almost as bad as the attacks they countered. ■

The pressure rose more swiftly. She had stood off the great psionic machines 
of the TPC, but never anything like this. Her screens glowed blue, gently at . 
first, then as brilliantly as if she stood within an enormous unfaceted sapphire.
So far her shields v/ere solid. She began to tremble. Lines of light, each as 
bright as an electric arc, burned their way across her inner vision. Her body 
screens were saturating. The Nuzeem couldn't put coherent commands through at her 
yet, but that moment was approaching, Pam closed her eyes, wishing she could shut 
out the light. From some place she found further reserves of strength. Then she 
fell into a.maelstrom of fire, ,

She found herself back in her parents' garden, holding hands with a., 
boyfriend. "Pam," he said, "Pam, don't hide from me," He took her by the v/aist. 
"You're beautiful. All of you. Join with, me." He moved to kiss her. She felt 
his mind press against her shields, waiting expectantly for her to lov/er thpm so 
they could share the moment completely. Share.,the moment. All she had to do was 
lower her screens and...

"No!" She managed to pull back. A trap! The few fellov/s she had dated were 
all non-telepaths. She had never really cared enough for any of them to share 
minds with them, not when she would have had to do all the work. The illusion 
shimmered and faded.

[Probably to be concluded nextish]



SHARDS OF TIME
by Wayne,;Shaw, 964-̂  Lundahl Dr.,- Pico Rivera, CA 90660; (213) 9/V9-444.8

As you,,have noticed, I have given up. Having observed the rotten way my last two 
zines came out when I did my own stencils, I think I'll just have Lee do them 
awhile. Appearing about every other month, the cost isn't all that painful.

COMMENTS ON #102 ’ .

GOLD: I find your’ comments about thi RQ Skills system a demonstration of
tunnel vision. V/hile the skills approach in, say, LoA does make it easier to 
estimate neWj skills, I don'x see hoŵ  it makes it any easier to create quick NPCs, 
as one still has estimate how much experience over the baseline the NPC has.
And there are-many of us who don't feel that all skills which do similar sorts of 
things are as easy to do.- For example, there's a difference between using a 
broadsword and a greatsword.//For what it is worth, RQ III seems to deal with some 
of your complains as to training and quick NPC generation.

SAPIENZA; I'.m afraid that my group .pi’etty much agreed with the Chaosium 
players, John. .After all, you quickly get a feel for what a special (impale) hit 
is, and how often are you going to roll in the crit/fumble ranges? Our latter-day 
sheets didn't have spaces for tne special results either.//As for Shield Blocks vs 
Shield Parries, I've heard comments from a couple of people, that if people did flat 
SCA-style blocks with shields in a real battle, they wouldn't have them long. 
Perhaps some of the SCAers would care to rebut?//,0ften we wouldn't bother to keep 
track of total HP. Most of us got so we could judge when we were getting close and 
would just do some quick addition in our heads when the character took a new wound.

GILLESPIE; The problem I have seen with letting the dynamics of play solve 
party unity problems is that people‘start getting into ruts. For example, let me 
describe two of my otherwise good players. One seems to run almost s-U bis 
stealth-oriented characters (about $0% of his characters) as compulsive high- 
graders (that is, people who try to get to the treasure firpt and pocket any small, 
highly valuable items). The second, a high-quality player in most respects, is 
also our most thoroughgoing rulesbender and dicelord. He tends to have one of the 
most powerful characters in any group. He also tends to view items he has been 
using for the party welfare as "his" after awhile. These tv/o have caused a third 
player to start acting like a cavalry paymaster with most of his characters.

And these are all good players. They illustrate my biggest objection to 
playing characters with goals significantly cross-purposed from the party: it
seems to start producing cycles of stereotyping behavior. After awhile, most . 
people seem to feel the other side is being unreasonable in running the same kind 
of characters. I've seen this get into some really unpleasant vicious circles in 
two or three groups. • ,

Now the proper answer is that all of this is an example of bad roleplaying, 
and of course it is. , But it seems to be a process which leads to thip sort "of ■ 
thing entirely too often for my taste. It can also slop over. The high-rgrading 
player got into his habits while playing D6D with examples of rampant, miinchkinism 
and has had trouble breaking it. And the paymaster player has gotten so he has 
been burned so many times that he reacts that way even around players who don't do 
this sort of thing as a matter of course.

I admit that where I am coming from, the private adventure looks terribly 
impractical. The only time I have done much in this direction was with people I 
could get hold of outside our normal gaming period.

KEYES: Very intersting. A long time ago, my ex-roommate Roger Land, Charlie
Luce and I sat down and broke down characteristics into what we considered the 
ultimate set. There were about 28 of them, and many of the ones you.include were 
on the Isit.



i=!  ̂ ^ sea as to your comment to DAVID.,¥EBB. .P0¥
e x t e S L e  ef?^^t” ^ INT has much moreextensive effects. What is wrong with the idea that someone with a very strone 
spirit IS going to have a slight edge? ^  sfrong

GILHAMt With a little imagination, any number of explanations can be devised 
to get around the self-replicating probe idea. Defective probes, steUar goveS 
ments with laws against that sort of thing, even basic paranoia (do you reflly want 

invite the neighbors into your home without checking them out first?).

GORNELiUS: Even given that your comments were mainly made as a ioke T tVrinV

custom-fitted. Given a culture where females buy armor often enough the armorers 
know how to make it, this is not going to produce a noticeable pSce Sffe^enL

LONG; The biggest thing that point balance in Champions does is to prevent 
continuing point inflatino. Even a colleotlon of players who are a U  r o L S a y S g  
well can get into a "who is the biggest kid on the block" shtick. At a certain 
point, paying vigorous attention to the disabilities can forestall this.

COMMENTS ON #103  ̂ ■ i ' '' - •

GILHAM; Have you considered the amount of nuisance continually doing damage 
really is?//But you did miss the note that statL tha? Hero 

oints acquired by Power Disavantages cannot exceed (Cost of the Power -1).//An 
interesting discussion of the question of death in a RPG campaign. I value^the
Lmrin^low'^de  ̂ from life-or-death situations, which creates some prob-

campaigns. Usually the only deaths in such campaigns come from 
people who have screwed up thoroughly. Given that I am confident of my own • ■ 
tactical abilities— and those of most of my characters— these iust produce a situa
tion where smart characters are obviously the winning way. I'm not saying that 

should not have an edge-but in both the real world 2 d «ost 
S f a  sometimes die, while the stupid but lucky sometimes live. It's
all a matter of taste, but one which can cause real problems if you have people 
with opposite tendencies in the same campaign.

PIXLEY: It's nice to see someone else who does Aftermath stuff. If I have '
t h r C i L n  7 and ends at the end of this.//The administrators of

e Giant Amazon project must have been out of their minds! Such obvious Homo 
perior types wouldn't be safe to have around even as freemartins. Improving 

umanity should either be done globally or selectively. The latter might be ^ 
immoral, but at least it would be relatively safe.

often S f f t v ,  who write rules from which they expect to make money
metion their_ownprejudices and consult others who can fill in missing infor
mation. People doing house rules rarely do so. 2) This is both an appallingly
7 7 7  attitude. There is not an unlimited supply of either
to anyone who refuses to compromise deserves
to discover this the hard way. 3) An otherwise good GM is quite capable of bad
decisions. Overly freeform rules merely eliminate checks and balances on him. •

ivbr, Your observations on The Hobby amused me quite a bit. Having been ■
long what IS- sometimes referred to as a fringefan in US SF parlance, I had ,
occasionally made much the same sorts of observations about them. I like, many as 
individuals but they rather aggravate me as a group. Comic fans are even worse.

everv Projection does not'take your body along. Moreover, virtua'liy
every user of the power I have seen seems able to use at least mental attkeks.//



Clairvoyance can be done as M-ray Vision and Telescopic with a point of view limit 
but still looks a little strange.//I've seen George's Splitting. In its current 
form, a character using it to produce more than two duplicates isn't worth the 
power to blow him away relative to other characters with comparable active points. 
//Cosmetic Shapechange should be a Power, not a Skill— and allow you to do things 
you can t with Disguise.//.Actually, according to_ George, Combining is unnecessary, 
unless you insist on also being able to use the pov/ers independently.

Since I said I was probably going to do soj here is:
AFTERl'iATH MISGELLAHIA

My campaign was primarily the consequence of a bioagent containment accident. One 
xoagent had a very atrong mutagenic effect on anthropoids and some arthropods.

One of these effects produced some rather bizarre giant ants, otherwise konwn as:

THEM , , .

Bite WDM: 2 LBAP 15 . Bite BCS: U
MNA 3 Damage Die: 2D6
PCA 5 . >
DMA 1 : : .
AV 8 
WDA 2
CDA 2 , . ,,
DRT (2D10+10)x4. Mass: 50
SF 30

These creatures behave much like many scavengers, 
man-made structures (e.g. shopping malls). However, when queen hatching time 
arrives, part of the nest will take off with the new queen like some bees, rather 
than following the usual ant pattern.

They love large abandoned

One of the most bizarre communities encounters was a group konvm as. well. uh...
THE BLUE OYSTER CULT (size: 800) , ’ ’
MILITARY STRENGTH; 80| ,5 ME-262 jet fighters . , ■
RESOURCES; Numerous ground, water, and air 'vehicles in good working order. Also 

have stocks of food and luxuries. Go out of their way to induct psionic 
Changes. Have some supplies of■ the drug called PSI.

TRADE; Will trade luxuries, food fuel or vehicles. Give 1.8 value for ammo and 
1.3 value for weapons. Will buy slaves. .

GENERAL REACTION: -20 ■ . . .
BACKGROUND; Started by a group of• half-crazed psychedelic experimenters convinced 

that the musical group had some "hidden-konwledge." Now operating as sort of 
a half-baked Illuminati. .

The Cult has developed an artificial psionic booster drug called PSI. They 
extract the its basic ingredient from reasonably fresh human pineal glands. It 
temporarily activates one psionic function on a normal v/ith a strength of 4.D10 (if 
he does not have an appropriate talent, this:'.will do him no good) or adds AD10 to 
the abilities of a functional psionic. Unfortunately it also acts as a 
hallucinogen if the taker does not make a VJL CST.1 It lasts 4.D3 hours per dose.

_ The individuals who collect these "third eyes" for the Cult and generally do 
t eir dirty work are-known as Haryesters of Eyes* They dress’rather bizarrely; 
they are armed with two sai and.an odd weapon called the Harvestman machine pistol. 
They wear a full 30 locations of mesh' armorplast and are Supierior-Veterans.

The Harvestman machine pistol's proeprties are:
BBL; SNUB//Action: AL-AB//MAG: Box 18//DUR: 1//ENC; 0.21 
Ammo: 5 mm. Magnum, normally hallucinogen-tipped.
The hallucinogen can be treated as a poison with the following formula:
S-N-V/T, WL-1 combat turn -3-i combat turn-None.



When doing search situations, 1 
to be adequately dealt with. So

ran into about 
1 I did my ovm

five environments which 
chart for them.

did not seem

Class of Find Educational Military Government Medical Recreational
Food 01-05 01-10 01-10 01-15 01-15 '
Luxuries 06-10 11-15 11-20 16-20 16-35
Weapons 11-20 16-30 21-30 21-25 36^45 '
Fuel/Power 21-30 31-40 31 -40 26-30 46-50
Clothes/Armor 31-35 41-55 41-45 31-35 51-55
Topls/Kits 36-45 ■ 56-60 46-50 36-45 56-"60 ■-
Medicine 46-55 61 -65 51-60 46-65 61-70 '
Data/Communication 56-70 66-70 61-75 66-75 71 -75
Transport 71-75 71-80 76-90 76-85 76-85
Environment 76-85 81 -90 91-95 86-95 86-90
Survival 86-00 : 91-00 96-00 96-00 91 -00
Utility Modifiers: Military +1; 
Task Point Constants: Education 

Medical 1D6; Recreational

Recreational -1; all others +0.
3D6; Military 3D6; Government 1D10; 
1D10

Vehicles are an important part of the campaign group's resources, so perhaps a 
couple of their finds would be appropriate.

AH-1S HUEYCOBRA 
Fuel System; 
Mileage I 
Structure:
Damage Resistance;

Classification; Combat Aircraft, Soft Target 
Aviation Fuel Capacity; 814. liters
1.05 km/liter Maximum Speed; 259 kph
3 Area; 14 x2 = 28 '
42 Safety Devices; crash harness

Barrier Value;. Window = 15| Body = 2 0  
Capacity: 1 (pilot)
Notes: Armed with a 20 mm. Vulcan autocannon (1000 rounds); 8 TOW;

and -7-19 light rockets (VDG 10) -

PASSENGER HOVERCRAFT 
Fuel System 
Mileage:
Damage Resistance; 
StrJLicture;
Safety Devices;: 
Special Features:

Classification:
Hydride
1.8 km/charge
12
2 - : ,
Safety harnesses 
8 man capacity -

Off-road Hovercraft; Soft Target 
Capacity; 250 charges '
Base Safe Speed; 160 kph 
Maximum Speed; 80 kph 
Area: 3x4 = 1 2  -
Barrier Notes; Windows 10; Body 30 

or driver and encumbrance up to 70/Huge 1

Well, I believe I will leave it at that, as I can see the Chaos beyond starting to 
show through this Shard. So, until next time. •

AND SOMETHING COMPLETELY DIFFERENT (...from Dave Flin)

Following a number of complaints that random rolling of attributes of 
characters,can lead to the player being stuck with a hateful PC, here is my 
preference. Roll the dice for a stat, then allocate it to the attribute you 
prefer. Repeat. If a specific set of attributes is desired, it can usually be 
obtained, but there is a random element.
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It's in the air. Been there for some ti'oe 
too. Meta-rules and rules primitives, 
LISP-like magic and FORTH-like gaming 
systems. Where is all this leading us?
To extend the metaphor, roleplaying games 
are leaving Pascal behind and entering an 
actor-oriented paradigm. Goodbye tiumber 
crunching and hello AI!

"Not that AI junk again*," I hear you 
mutter in disgust. Well, you're right... 
that stuff will wait until next time.
Instead j I wish to take a look at tl 
future by expanding on the present. So 
this time I will be' presenting a brief 
look at the "state-of-the-art" in FRPGs - 
Lee Gold's LANDS OF ADVENTURE. Of course, 
my comments are based on a playtest draft 
of the game that Lee was kind enough to 
send me rather than the game as it ap
pears in its final form. And, of course, 
since I will be looking beyond LoA to the 
future, it is quite possible that I will 
not cover some areas of the game, and 
underplay other areas which, while good 
in and of themselves, do not quite match 
my personal vision of the game of the 
future. Please keep this in mine as you 
read on — it is definitely unfair to 
compare an actual game to one that only 
exists as a vision of what might be...and 
I would not do so if I was not certain 
that LoA can stand sturdily on its own 
merits. { Indeed, at the moment it is the 
only system I have interest in Qling. } 
What follows is first an attempt to 
skip a generation in game design, and 
only secondarily a look at LoA (because 
it is the game that inspired the view 
that I express herein.)

GENESIS

In the begining was D&D, the first 
generation. It is characterized by grab 
bag, catch-all systems for simulating a 
limited number of human abilities in a 
very limited "world" domain. For the 
former we are given a few characteristics 
and character classes, and for the latter 
a few encounter tables that differ (just 
a bit) depending on "terrain" (for which 
one should read "level".) All the world's

a dungeon, and all NPCs in it merely mon
sters. '

And D&D begat C&5, and tfsere was wonder
ment among the players. C&S attempted 
(and often succeeded) to correct the 
flaws of the first generation. Thus the 
formula FP = KILLING + GOLD of the first 
generation is replaced by the better EP = 
APPROPRIATE ACTIVniES : Fighters fight, 
Mages cast spells, etc. And systems are 
introduced for such things as castles and 
towns, feudal economics, etc. The world 
of tte campaign does become a world 
rather than a place to rest between 
dungeon runs. While welcome, many of the 
changes introduced fail to address the 
cause of the flaws they they correct -
the grab bag approach of discrete rules 
for each and every discrete situation.
And C&S begat RQ!, and cries of joy were 
heard to echo throughout the land. The 
underlying structure of the rules are 
addressed by the changes introduced by 
the third generation of games. Instead of 
the character class (with its collection 
of related abilities advancing quantumly 
all at the same time) as the basic human 
structure, we are given individual skills 
and spells which must be learned individ
ually. Rule systems used by the game are 
more structured and interrelated than in 
games of the previous generations ( tile 
rolls to decide many different things, 
catagories of skill types, cults; all are 
examples of this. )

And RQ! begat...nothing! Weeks passed 
into months and months into years and no 
innovative games apf>eared. Until now, 
when we have reached the next generaion 
of games with LANDS OF ADVENTURE! Like 
RQi, LoA is a skill based game. Unlike RQ 
though, LoA presents its skill system as 
infinite in game terms, rather than infi
nite in theory. Let me explain this - in 
RQ! skills are infinite, except that 
a small sub-set of those skills are pre
sented as standard to the game. Because 
of this presentation, the use of non
standard skills is all but prohibited; if 
a cult requires a certain set of skills.
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and if another set has survival value, if 
the standard skills are tied even more 
closely to the game by being expressly 
defined in the rules and set down on the 
standard character sheet, then given that 
one can only learn so many skills in a 
finite time it should be obvious that for- 
all intents and purposes we have a finite 
skill system. In LoA there are very few 
standard skills; indeed, the only one 
that I can think of is WALK SUREl.Y. In 
presenting the various types of skills,
Lee has also made sure to call attention 
to the fact that the possible skills are 
infinite, and that ti« suggested skills 
are suggestions, not standards — in
deed, few if any of the suggested skills 
are treated seperately or f̂ined in 
specific game terms. And while I have no 
proof that Lee ever thought in the terms 
I am going to suggest, I ask you to con
sider tfte way in î ich the skill cata- 
gories are handled by the two games. In 
RQ! the skill catagories seem to me to be 
an umbrella covering certain types of 
skills, whereas the catagories in LoA — 
though often the same in name, seem to me 
to have been built up from the skills 
beneath them. I'm not at all sure that I 
can pinpoint a reason for this feeling — 
indeed, given that the catagories in RQ! 
only provide a small bonus to the skills 
that fall under them, while in LoA the 
catagories provide a much larger share of 
the skill %age { providing all of the 
skill %age for the vast majority of the 
infinite skills }, one can make a case 
for tte exact opposite being true. I 
suspect that the feeling stems from the 
way in which the two games handle simul
taneous skill usage - RQ! not at all {the 
skills are discrete entities} and LoA by 
a very elegant system taking into account 
the number of skills involved and the 
degree of difficulty of each skill. When 
skills are discrete and few they seem to 
be under a "master" skill; w!ien skills 
are many and work together, ttey seem to 
join together to form the catagory.

"Wait just a minute there! This sounds as 
if LoA is less structured than RQ! So

how come you’re calling it a 4th genera
tion game, howcome howcome howcome?" You 
may well be right...LoA is less struc
tured than RQ..on the surface....But... 
wlio says that structure is what deter
mines a new game generation? Let me di
gress for a moment and try afsother tack.

EXODUE
4th (and 5th) generation games do .not 
appear from nowhere; they arrive as the 
result of a long road that has been f./ 
tr'fivtited, with much travafT New games 
grow out of old ones, and the earlier 
gaaes, perhaps because of their very all
inclusive nature, will often have a fea
ture 0?" two which point ahead to the next 
generation of games. Let us look at a few 
of these features from earlier games and 
see if they lead us anyw'-iere.

Let us start with C&S, and one of its , 
most admired features, the magic system.
In particular I would like to mention two 
things. First, note that while C&S has 
many discrete spells (many more than, D&D, 
for example) it divides its magic system 
into smaller units by having specialized 
mages. Second (and more important), C&S 
has Basic Magic, where the very spells 
are made up of elements that can be com
bined and recombined into many and varied 
types of magical effects. , .

Now a brief stop at RQ cults. As we all , 
know, there are nc. character classes in ; 
RQ..but gosh, don't the cults achieve a , . , 
similar effect by their recombining of 
low-level elements (skills) into higher 
level structures?

And look over here, it's Champions! { And 
my apologies for giving short shrift to 
Champs in the LoA intro earlier. I feel 
that it was the one innovati've game 
released between RQ! and LoA; the trouble 
is, it's a 3.5 generation game! } If one 
subscribes, as I do, to the views of a 
certain LONQ-time a4e writer in regards 
to Champs, one finds that from tbs powers 
that exist in the game, one can simulate 
almost any othtcr power that is desired.
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So much for our whirlwind tour - where 
have we gotten? If we look at the above 
we find that they seem to share one thing 
in common, what I call the ATOMIC THEORY. 
Instead of "Wall of Fire" we have FIRE + 
FORM(Wall); instead of fixed (and limited 
in number) character classes we have 2 
WEAPONS + 2 KNOWLEDGE + 1 OBSERVATION; 
instead of having the Hulk we have STR + 
ARMOR + JUMPING/FLYIN6. High-level game 
structures are created from lower-level 
game elements, which can be recombined at 
will to create new and different struc
tures.
Which brings us back to LoA. The i.oA 
magic system uses this approach (probably 
inspired by Lee's previous work on LRS 
and its C&S descended magic), with four 
types of spells and various factors con
trolling area, intensity, duration, and 
range, which can be combined to form var
ious kinds of spells. LoA also has a 
special movement skill option, the MOVE
MENT ATTACK SYSTEMS, which allows one to 
combine various types of movement attacks 
into one attack skill (thus allowing the 
creation of made to order martial arts, 
as an example). It is the prescence of 
such systems in LoA, and the fact that 
the philosophy of design apparent in such 
systems lies beneath the entire game 
design, that makes LoA a 4th generation 
game. Nowhere is this philosophy more 
apparent than in Lee's concept of the 
Culture Pack. Not the CP itself; many 
other systems — RQi perhaps tfie foremost 
with Griffin Mountain and Trollpack — 
have done Culture Packs before this. It's 
the way tliat the Culture Pack has been 
implemented. There has been much talk of 
non-specific gaming systems in the past, 
but prior to LoA all systems have been of 
two types : those that have some basic 
cultural assumptions but forced (?1s to do 
much of the work of creating a culture by 
themselves (D&D for example, where there 
is a definite "medieval" feel to the game 
even in the old boxed set, though a 
medieval culture as such is not presented 
with the rules), and those that come with 
a culture built into the rules {CBS and

RQI are the primary examples here). While 
not entirely free of basic assumptions in 
the rules (no firearms, for example), LoA 
is the only game where these assumptions 
have been deliberately kept to minimum 
and the Culture Pack has been conceived 
from the beginning as an integral part of 
the game. By this device, the LoA rules 
themselves can concentrate on the lower- 
level aspects of the game, with the Cul
ture Packs providing the higher level 
structures. (It is of some interest to 
note that the Chaosium designers were not 
content to sit still, but have moved in 
this direction as well witii RQ3.)
While LoA is a 4th generation game, it 
is not a perfect example of one. The 
"clerical" system, for example, offers 
much, "ess in the way of "Atomic" systems 
than ne combat O’" magic systems do, and 
the drafts of the Culture Packs that I 
have seen offer a bit less in structure 
than I would like to see (of course, in 
trying to stick to the Pacts of histor
ical cultures - rather than Just the f̂ el 
of a culture - the structures that Lee 
can use are limited). But despite the 
holdover of some past generation systems,
I believe that within LoA, a 4th genera
tion game, it is possible to discern the 
seeds of what the Fifth Generation of 
games will be like.

REUELATIQri”

LoA has STP and KF as stats, and it is 
in tkie relationship between these that we 
get a glimpse of how the 4th generation 
will evolve into the 5th. Lee uses WT 
and STR to derive another statistic,
FREE LOAD, which is used to determine 
the ENC that the character can carry, as 
well as the amount of force that the - 
character can exert in pushing things.

In pact gasnes (such as C&S) we have seen 
one more stats used to derive still 
further stats. In other games we have 
seen stats have direct effect on game 
actions (such as the D&D ability to bend 
bars). But it has been somewhat rare to 
see the two of them combined, and rarer
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still to see thei produce a simple system 
for giving direct simulations of effects 
rather than arbitrary die rolls. Rare, 
but it did happen. The revolutionary 
thing occurs when you look at such a 
system in the context of a 4th generation 
game. ,

We have seen how the 4th generation takes 
low-level systems and combines to form 
high-level structures. Tfie 5th generation 
does exactly the same thing, except 
that it does it with a vengence. The;
Fifth Generation game will not relĵ ' on 
the tools of past generations, such as 
skills. Instead, it will try to create 
tools of its own out of elements formed 
at the lowest level possible/practical.
To postulate what some of ttese elements 
might be, perhaps we should all pause for 
a moment, dig out A&E 102, and reread 
BILL KEYES' 'zirie in that issue. Go on, 
rn be right here when you finish.

Back so soon! reading this anyway,
Evelyn Wood? Well.... In describing how 
best to go about simulating reality ( by 
using specific, low-level details — for 
all of you who've managed to misplace 102 
for awhile ) Bill is discussing not the 
4th generation that he suggests, but the 
5th generation of games. By the use of 
low-level "primitives" taken from reality 
a better picture of reality can be devel
oped. I'm not quite sure that Bill's is 
the way that I would go about it however; 
so I think that a more concrete example 
of what we have been discussing might be 
appropriate.

Let us start at the physical level, by 
asking : Who is a better athelete, a 
world class weight lifter or a world 
class gymnast? I'm not at all sure that I 
know which is better, but I do know that 
they are quite different from each other. 
One tries to generate more strength than 
flexibility while the other has to make 
a compromise between the two. Certainly 
the body of the weight lifter, even when 
both weigh the same and are the same 
height, will developed differently than 
the gymnast's. And if one is trying to
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maximize strength or maximize flexibility 
the difference will be much greater. What 
we need, then, are to create low-level 
stats with which we can describe this 
physical difference, as well as such 
things as the speed of a sprinter vs. the 
stamina of a marathoner. And, of equal if 
not greater importance, to link these 
low-level stats in such a way that com
promises such as those of the gymnast, 
will occur in the game as well. If you go 
for the "human tank" you take away from ■ 
the "swashbuckler"; just because you can 
run fast over a short distance does not 
mean that you can last for 25 miles, 
must be able to describe such differences 
at the low level in such a way that they 
do not give invalid results on the higher 
levels.

But low--level primitives do not apply to 
physical abilities: only. What is a skill?
Let us coffsider MOVE QUIETLY as an exam
ple. It is certainly a movement skill, as 
the name suggests. But is the physical 
movement the only element 1n the skill?
Is it moven?ent which tells you not to 
step on a dry twig;: is it movement which' 
allows you to see the dry twig in the 
first place? Or consider a communication 
skill such as STORYTELLING. You need to 
know the story you are going to tell, of 
course. But how about those subtle 
changes in voice and stance during the 
climax that make your version of the 
story so miich more effective? While there 
are exceptions, most skills are composed 
of elements of knowledge combined with v 
elements of physical ability and/or 
combined with elements of pefception. In ^- 
this sense, a skill is a higher-level 
structure formed from various low-level 
priffiitiyes. Perhaps the major benefit 
from this is the ability to construct a 
truly infinite amount of skills by the 
various combinations of the primitives.

Few would argue that tte system is with
out benefits, but most would say that it 
is filled with problems as well They 
would certainly be right. On the one hand 
the designer must beware of getting i.
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bogged down with the low-level structures 
of the ganie. One could conceivably con
tinue to develop lower and lower levels 
of priiitives until there are simply too 
many to handle. The designer must decide 
at what point the complexity of tlie sys
tem overrides the power that it offers. 
Does one really need a seperate stat fot' 
eye-̂ color, for example? A case can be 
made that, at some point ({>erhap£ in 
dealing with the natives of Barlaka, 
where eye-color is not only an impor
tant indicator of social status but re
veals the type of psi ability one has in
herited as well) one might need such a 
stat. But instead of placing it in the 
basic game design, one should provide the 
tools and interfaces so that eye-color — 
or any other stat -- can be added easily 
to the game when needed. On the other 
hand, while "primitives" are powerful, 
they are also much more complex to use. 
The Fifth Generation game must hide such 
complexity behind the higher structures 
that it creates from the primitives. 
Ideally, to its players, the 5th genera
tion game should appear very little 
different than a 3rd generation game. As 
well, to the "lazy" GM that lurks in the 
dark corners of us all (the one that 
whispers how much easier it would be to 
buy a scenario pack, or to just use the 
rules "as is" rather than change that one 
little piece of the combat system that 
has been hugging you), the 5th generation 
game should be about as easy to use as 
LoA or any other 4th generation game that 
should appear in the future. In other 
words, when you take the game and a 
Culture Pack out of a box you should be 
able to play it "as is", just as you 
would do with a 3rd or 4th generation 
game. { The one possible exception to 
this — and it is not much of an excep
tion — is in the area of initial 
character creation. I expect that, de
spite the best efforts that will be made 
by game designers, character creation 
will continue to slow down. But, like 
anything else, you get back in propor
tion to what you put in. And, if there is 
one area that computers are very telpful, 
it is in rolling up characters. } To the
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average user, the 5th generation game 
will appear not so very different from 
what has gone before. It is only when the 
advanced user, the type who does create 
his or her own scenarios and can't resist 
making that one modification which would 
make the game better (in other words, the 
typical Â Eer), wishes to take advantage 
of its powerful features that the 5th 
generation game will shine. Why? Let me 
return to tfe metaphor I opened with.

The generations of games are like com
puter languages. IMD is BASIC, it is 
fairly easy to use and gets the simpler, 
game-related jobs done. caiS; is like PLl 
(and AO&D is like ADA) ; to* achieve more 
powerful tasks, such as model frig a world 
and/or running a campaign features have 
been added. They do not always perform as 
one might expect, and a few may be re
dundant, but they allow one to do power
ful things. RQ! is Pascal - highly struc
tured, more unified, easier to pidt down 
for a few months and come -back to later. 
Not quite as powerful in processing, but 
still capable of nice things.

But these languages (and these gaR̂ s) 
have a certain outlook fn commori. Tĥ y 
are procedural languages one hands 
over a Job to a certain section of the 
program (game) and that section works on 
ft a while before handing it back to you. 
So wiien you enter combat you ffiove to the 
combat system, if someone wishes to cast 
a spell you turn to the magic system. The 
trouble does not lie in the seperation of 
these procedures (because seperation is 
often desirable) but in the way the 
procedures perform. The data used and ' 
the procedures that manipulates the data 
are treated as if they are independent of 
each other, wfien in fact they are not.
This is kiarfflless in isolation—  we don't 
really care how an accepted/implemented 
coiBbat system works as long as it does 
the job (such as making sure HP are 
deducted if someone is wounded.) But...it 
13 a very poor metaphor to have as the 
underlying philosophy of the game, be
cause it makes the testing of change--' to 
extend/improve the system much harder.
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And it lakes the larger systei of the 
gaie lore complex, and much harder to re
integrate changed systems back into, as 
well. But to me, the most destructive 
aspect of this metaphor is that it mis
represents the true nature of the game, 
since most of the situations that one 
should come across during the game 
are situations that involve role-playing, 
not combat; the passing of information, 
rather than direct effects. Instead of a 
procedure-oriented paradigm, we need one 
that is actor-oriented (or object- 
oriented), which involves the sendi?ig of 
messages between actors. This is what we 
begin to find in LoA, and what we will 
find even more in Fifth Generation games. 
After all, the basic activity of tfie game 
is not passing back-and-forth character , 
sheets with the (3i; it is communication. 
Once this paradigm is established, pro
cedures take their proper place as a 
means, of grouping related actions/infor- 
mation, rather than just a means of 
generating effects. The primitives can 
thus be seen as a means of providing the 
essential information needed by the 
higher structures of the game. And the 
integrated nature of such systems that 
the primitives present (since the 
primitives themselves are used to create 
the higher structures) makes fine tuning 
by the user much easier, more direct, and 
more powerful. { But it is not just the 
existence of such primitives that will 
create this paradigm-, it requires the 
designer to establish it in the higher- 
level structures as well. }

I seem to recall hearing somewhere that 
from some amazingly small number of LISP 
primitive functions — CAR, CDR, CONS,
COf®, and l\RJLL come to mind, though 
surely EQ, AT(X1, and LJ\MBDA roust have 
been included as well — one could create 
every other function available in LISP.
I'm not sure that this is true, but it is 
probably not much of an exaggeration. If 
the 5th generation game achieves half the 
power of Lisp it should be something. And 
I believe that it will be.

To end this discussion I will borrow from

an article by Daniel H. H, Ingalls in the 
Aug. '81 issfis BYTE, in which he writes 
about tfie design principals behind the 
Smalltalk-60 language : v.

TERSONAL MASTERY : If a system is
to serve the creative spirit, it 
must be extremely comprehehsible 
to a single individual....Any bar- 
Tier that exists between the user 
and some part of the system will 
eventually be a barrier to crea
tive expression. Any part of the 
system that cannot be changed or 
that is not sufficiently general 
is a likely source of impediment.
...We can thus infer a general . 
principle of GOOD DESIGN : A sys- 
tern should be built with a minimum 
set of unchangeable parts; those 
ppts should be as general as pos
sible; and all the parts of the 
system should be held in a uniform 
framework."

'UNIFORM METAPHOR ; A language [or a 
game] should be designed around a 
powerful metaphor that can be 
uniformly applied in all areas. 
Examples of success in this area 
include LISP, which is built on 
the model of linked structures?
APL, which is built on the model Y 
of arrays; and Smalltalk, which 
is built on the model of commu
nicating objects. In each case, 
large applications are viewed in 
the same way'as the fundamental ' 
units from which the system is V.'Y 
built. “ '

"CLASSIFICATION i A language [or 
game ] must provide a means for 
classifying similar objects', and 
for adding new classes of objects 
on equal footing with the kernel 
classes of the system."

Itiese are the principles which will be 
used in designing the Fifth, Generation 
FRPG. It is to Lee's credit that many of 
them already seem to have b^n followed , 
in the design of her 4th generation game
LANDS OF ADVENTURE. _
Approx. 4200 .words.
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An u n c o n s c i o u s  c h a r a c t e r ' r e s t s '  f a t i g u e  p o i n t s  an^ f a t i g u e  ’Voun'^s
a t  t h e  r a t e  o f  + l / r o u n d ,  n o t  +1 / c h a  r  a c t  e r i  s t i  c / r o u n r ^ . E a c h  t i m e  a

a r a c t e r i s t i c  i s  r a i s e d  f r o m  z e r o  ( b y  r e s t i n g  o r  h e a l i n g )  t h e  ^ o l l s  
r  6 against the nmter of non-zeroefl characteristics. i roll le-s than 
that number means that the character has regained consciousness!

BOOKKEEPING" F a t i g u e  a n d  C h a r a c t e r i s t i c  wounr^s 
o f  1 t o t a l -  i s  c o u n t e d  o f f  s t a r t i n g  f r o m  b F ,  a t  a r a t e
o r d e r  T f  c h a r a c t e r i s t i c ,  t h r o u g h  t h e  c h a r a c  t e r i  s t i  c s* i  n
^  e f f e c t  p o i n t s  l e f t  o v e r r a f t e r  a n o i n t  h a s  b e e n

c o u n t e d  o i f  f r o m  A - , t h e n  t h e  p l a y e r  b e g i n s  a g a i n  a t  b F .  F a t i g u e  ;
j u s t  a s  - a t i g u e  - o i n t s  a r e  ( n o t e :  e x c e p t f n g  f o r

’ ' 3- t i g u e  r u l e s ) ,  w i t h  a c i r c l e  a r o u n d  t h e  h i g h e s t  n o n - m a r k e d
n u m b e r :  o n  t h e  c h a r a c t e  r i s t i c  n u m b e r l i n e .  C h a r a c  t e r !  s L  c X n d f a r e

h i g h e s t  n o n - m a r k e d  o r  c i r c l e - m a r k e d  n u m b e r  ( w h i c h e v e r  i s  
h i g h e s t ) , . w i t h  a s l a s h  / .  I f  a c i r c l e  i s  m a r k e d  o v e r  t h e n  t h e  p l a y e r
m u s t  c i r c l e  t h e  f i r s t  n o n - m a r k e d  n u m b e r  b e l o w .  ' B e l o w '
t h e  n e x t  c h a r a c t e r i s t i c s  i n  o r d e r .  F a t i g u e  
t h e  r a t e  o f  + l / c h a r a c t e r i s t i c / r o u n d  r e s t i n g  
h e a l e d  a t  t h e  r a t e  o f  + l / d a y ,  s t a r t i n g  v^ith AP

c a n  r e f e r  t o

f o r e  IN 
l a s t  1 P 5  s e c o n

0 one x a o e  o i  + i / a a y ,  s t a r t i n g  w i t h  AP . A?  m u s t  be  h e a l e d  b 
c a n  b e ,  a n d  so o n  ( n o t e :  c h a r a c t e r s  h e a l ' b a c k w a r d s ' ) . f t u n s

v o u n d s  a r e  r e s t e d  b a c k  a t  
C h a r a c t e r i s t i c  w o u n d s  a r e  

m u s t  be  h e a l e d  b e -

P i s a b l i n g  a n d  M o r t a l  w o u n d s
cm h, -vounds c a u s e  bF t o  m a r k e d  t o  z e r o  w i t h  F a t i g u e  W o u n d s .  B o t h
. T  andAG a r e  r e d u c e d  w i t h  o n e - h a l f  o f  t h e  e f f e c t s  t o t a l ,  t h e  r e m a i n i n g  
Y ni  s t a r t i n g  f r o m  t>x . T h e s e  woun-^s a r e  m a r k e d  w i t h  a n
X o n  t h e  h i g h e s t  n o n - X - m a r k e d  l u m b e r  a v a i l a b l e  o n  t h e  numb. -r  l i n e -  I f  
a s l a s h  I S  . m a r k e d  o v e r  t h e n  t h e  s l a s h  m u s t  b e  r e - m a r k e d  o n  t h e  ' f i r ^ t

t h S  i s  t h a r ' ' % % ' ' '  l i n e .  I f  no n u m b e r  i s  a v a i l a b l e  t h e n
t h a t  I S  t h a t .  I f  a c i r c l e  i s  . ma r k e d  o v e r  b e c a u s e  o f  a d i s a b l i n g  o r

Ttu l  wo u n d s  c a u s e  a n  a u t o m a t i c ’
s t u n  f o r  1 P 6  s e c o n d s ,  m o r t a l  w o u n d s .  1 ^ 6  r o u n d s .  d i s a b l i n g  wou n d s
c a u s e  d e a t h  i f  n o t  t r e a t e d  w i t h i n  1D6 h o u r s - ,  m o r t a l  w o u n d s f  1 ^ 6  squa re d

a n d .  so o n .  T h e  _ A 1 t e r n a t e  "'^eath a nd  v. oixc o
t r e a t m e n t ,  d i s a b l e d  o r  m o r t a l l y  w o u n d e d  c h a r a c t e r s

t h e  t i m e  f o  d e a t h  ( i n  m i n u t e s )  b y  t h e  t o t a l  o f  
t h e  c h a r a c t e r i s t i c s  m i n u s  t n -  t o t a l  o f  X ' s .  T h e  t i m e  i n t e r v a l  fo un d i s  
u s e d  t o  s i m u l a t e  b l o o d  l o s s .  A t  t h e  e nd  o f  e a c h  t i m e  i n t e r v a l ,  u n l e s s  
t h e  c h a r a c t e r ,  h a s  o e e n  s u c c e s s f u l l y  t r e a t e d ,  t h e  i l a y e r  moist  maVk x 
o v e r  a n  a v a i l a b l e ,  n u m b e r  o n  a n u m b e r  l i n e ,  s t a r t i n g -  w i t h  ET a s  t h e  
f i r s t  c h a r a c t e r i s t i c  t o  b e  so m a . k e d .  I f  a n u m b e r  l i n e  h a s  a l r e a d v  * 
b e e n  z e r o e d  t h e n  t h a t  t i m e  i n t e r v a l ' s  X i s  a p p l i e d  t o  t h e  n e x t  a v a i l a b l e

u n c o n s c i o u s n e s s  r u l e s  a o p l y .  A f t e r
. „ ---------  -----may ' r e s t '  a n y  F a t i 

g u e  a t  n o r m a l  r a t e s ,  a nd t h e y  b e g i n ,  t o  h e a l ' a t  + l / w e e k ,  ( s u b j e c t  t o  r e 
l a p s e  o r  e v e n  d e a t h ,  r o l l e d  f o r  a s  p e r  t h e  d i s e a s e  l u i e s ) .  A s  w i t h  ' 

a t i g u e  a n d  C h a r a c t e r i s t i c  w o u n d s  h e a l i n g  i s  d o n e  b a c k w a r d s .  '

, , t h a t .  A l l  c o m m e n t s  a r e  w e l c o m e ,  e v e n  f r o m  f o l k s  who
a t e  3 ? 6  s k i l l  r o l l s .  The  i d e a  b e h i n d  t h i s  s y s t e m  i s  t h a t  a l l  s k i l l -  

b a s e s  a r e  f i g u r e d  f r o m  t h e  a d j u s t e d  c h a r a c t e r i s t i c s .  A w o u n d e d  ( o r  
f a t i g u e d )  c h a r a c t e r  p e r f o r m s  l e s s  w e l l ,  a n d  b e c a u s e  t h e  ER i s  c o u n t e d  
o f f  s t a r t i n  f r o m  bF ( o r  ST a n d  AG f , r  mor e  s e r i o u s  w o u n d s )  f o r  e a c h  ne w 

t h e  m o r e  phy s i  c a l  c h a r a  c t  e r  i  s t i  c s ' t  e n d  t o  h e  t h o s e  m o s t  d a ma g e d . '  
t o  s e p a r a t e  t h e  i d e a  o f  t h e  s e r i o u s n e s s  o f  t h e  wound f r o m  t h e

t o  h e a l  o r  t h e  f o r c e  p u t  i n t o  t h e  a t t a c k  b e c a u s e ,  a f t e r  a l l  * 
1 1 a s  w e l l  a s  a . 4 5 .  The  n o n - d e a d l y  wound f r o m a  r a z o r  

b e f o r e  t h a t  f r o m  a p i s t o l ,  h o w e v e r .  A n d ,  t h e  b l o w  f r o m

w o u n d ,
I  c h o s e  
time needed 
a r a z o r  c a n  
w i l l  h e a l  l o n g
t h e  r a z o r  i s  mu c h  l e s s  l i k e l y  t o  d r o p o ne i n  o n e ' s  t r a c k s .  T h e  d i f f e r
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e n t i a t i o n  b e t w e e n  l i g h t  a n d  h e a v i e r  w e a p o n s  a s  c o n c e r n s  t h e  ' "ound R o l l  
i s  made o n  t h e  a r m o r  c h a r t .  L i g h t  w e a p o n s  c a n  n e i t h e r  c r u s h  n o r  h a c k  
a n d  t h e r e f o r e  d o n ' t  do a s  w e l l  a g a i n s t  a r m o r  a s  t h o s e  w e a p o n s  w h i c h  c a n .  
T h e  o p t i o n  o f  a d d i n g  ■ t h e  s k i l l  r a n k  t o  t h e  ’fR w i l l  f a v o r  t h e  m o r e  
h i g h l y  s k i l l e d  o f  t h e  c o m b a t a n t s  i n '  a f i g h t ,  w h i c h  I  p u t  i n  t o  r e f l e c t  
t h e  i m p o r t a n c e  o f  t r a i n i n g ,  n o t  j u s t  t o  h i t  ( w h i c h  a n y  c h a r a c t e r  w i t h  a 
h i g h  e n o u g h  s k i l l - b a s e  c a n  do)  b u t  w h e r e  t o  h i t  t o  do maxi mum d a ma g e  
w i t h  • ne f e  w e a p o n .  .

I  ad' ^ed . the a l t e r - i a t e  d e a t h  r u l e  i n  o r d e r  t o  s c a r e  d i s a b l . e d  a n d / o r  
s t r o n g l y  ' e f f e c t e d '  c h a r a c t e r s  o f f  o f  t h e  f i e l d  o f  c o m b a t .  The  p l a y e r  
c a n n o t  r e c k o n  o n h a v i  n g  ' a l  1' o f  t h e  c h a r a  c t e r i  s t i  c s . a s h i t  p o i n t  b a n k s ,  . 
t h e  PC m i g h t  d i e . o r  g o  u n c o n s c i o u s ,  e i t h e r  f r o m  f u r t h e r  w o u n d i n g . o r  
b l e e d i n g  w h i c h  r e d u c e  o n e  o r  m o r e  c h a r a c t e r i s t i c s ,  t o  ? ; e r o .  T h i s  p r o 
d u c e s  a n  e l e m e n t . o f  d o u b t  w h i c h  g u a r a n t e e s  t h a t ' h e r o i c s  a r e  r e a l l y  g o 
i n g  t o  b e  h e r o i c . .  I  h a v e  f oun' ^ t h i s  ’Vound C h a r t  a v e r  ■ u s e f u l l  t o o l  i'^ 
p r e v e n t i n g  u n n e c e s s a r y -  c o m b a t .  . .

THE FURTHER ATVEUTURES OF TOR -^UUHAM'
The  n e x t  m o r n i n g ,  T o r  w e n t  t o  m e e t  t h e  G r e e n /  m i e r c h a n t  a n d  f o u n d  

h i m  r a t h e r  u n e a s y .  T h e  t r a d e r  e x p l a i n e d  t o  T o r  t h a t  p e o p l e  ha-” b e e n  
a s k i n g  a b o u t  h i m ,  a n d  t h a t  i t  w a s  n o t  s a f e  t o  b e  a r o u n d  T o r .  T o r  t o l d  
h i m t h e  t r j j t t h  o f  h i  s  ̂s i  t u a  t i o  n ,  ( w h i c h  t h e  G r e e n y  h a d  s u s p e c t e d )  a n d '  
a l s o  h i s  r e a l  n a m e .  T h e  m e r c h a n t  t h e n  s e n t  T o r  a c r o s s  t h e  r i v e r ,  g i v 
i n g  h i m a s i x  s a y s  s u p p l y  o f  t r a v e l - b r e a d , a map t o  Mew V i l l a ,  amd a 
s m a l l  p a c k a g e / l e t t e r  t o  d e l i v e r  t o  a c o u s i n  i n  G w i t ,  Z h u l i n  Ma z .  On 
t h e  o t h e r  s i d e  o f  t h e  r i v e r  i t  w o u l d  be  e a s i e r  t o  s p o t  e n e m i e s ,  t h o u g h t  i 
t h e  t r a d e r .  A s  T o r  s t a r t e d  t o w a r d  t h e  r i v e r  he  s a w  t h e  gre- .  n - c l  o t h e  d 
man o n c e  a g a i n .  R u s h i n g  t o  t h e  b a n k  h e  c l i m b p ' ” i n t o  a w a i t i n g  b o a t  a n d
w a s  r o w e d  o v e r  t h e  r i v e r  b y  a n o t h e r  G r e e n y ,  o n e  o f  t h e  d a r k - s k i n n e d
t y p e s .  - ,

A c r o s s  t h e  E s t e l i n a  R i v e r  f r o m  - s t e l  P a l l s  i s  a s m a l l  c o l l e c t i o n  
o f  h u t s  kno' wn a s  G o b l i n  H o c k s .  G - b b l i n  H o c k s  i s  t h e  f i r s t  s t o p  o n  t h e  
s m u g g l e ' r ’ s p a t h  f r o m  ' ^ i s t r i c t  S i x '  t o  Tii s t r  i ' c  t  S e v e n .  I t ' s  j u s t  a s h o r t  
d e t o u r ,  o n e  d a y  s o u t h  a l o n g  t h e  l i n e  o f  t h e  b o u n d a r y  c l i f f s  ( t h e  b o r d e r  
o f  f a l l e n  Z i m b i s )  t o  t h e  G r e e n y  t o w n  o f  V a r x i m ,  t h e n  a n i g h t  r i d e ,  b y
c a n o e  w e s t w a r d  down t h  e N o r t h  Im C r e e k  t o  O l d  L a k e  i n  S h o r t  V a l l e y ,
w h e r e  l i t t l e  m e n  l i v e .  Pr om O l d  L a k e  t h e  s m u g g l e r  w a l k s ,  dn t h e  v a l l e y  
t »  B o n e y a r d  a nd t h e n c e  t o  t h e  f e r r y  a n d  a c r o s s  t h e  E s t e l i n a  t o  Z i m b o n e . ■
T a v e r n .  T h e  w h o l e  i d e a  i s  t o  a v o i d  t h e  "^uke ' s C u s t o m s  i n  K i m p l e ,  a . 
h a m l e t  f i v e  m i l e s  t o  t h e  w e s t  O f  E s t e l  F a l l s .  O f  c o u r s e ,  T o r  k n e w  n o 
t h i n g  o f  t h i s ,  b u t  h a v i n g  o n c e  f o u n d  h i s  w a y  t o  V a r x i m . he  wa s  t a k e n  
c a r e  o f  a s  . v e i l  a s  a n y  o t h e r  ' c l i e n t ' ,  t h a n k s  p a r t l y  t o  t h e  n o t e ,  t h e  
G r e e n y  h a d  g i v e n  h i m ,  a nd w a s  w h i s k e d  o n t o  t h e  c r e e k  a f t e r  p a y i n g  f i v e  
s i l v e r  p e n n i e s .  A f t e r  a n  u n n o m f o r t a b l e  r i d e  t h r o u g h  t h e  r a p i d s ,  he  w a s  
o r d e r e d  t o  s l e e p  b y  t h e  b o a t m a n ,  v;hen h e  a w o k e  t h e  b o a t  wa s  b e a c h e d  a t  . 
O l d  L a k e . . ’
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Oh, there you are. Well get settled in because this ’zine is going to 
be packed with all sorts of stuff. There probably won*t be any comments 
thish,,though if A&E 1^3 gets here in time I may tack a few on at theend, '
Armor Damage Absorption for AD&D,

Yes fans, it is' possible. You may not like it, but in a few moments it 
will; be history. Long have people complained about the way AD&D handles 
armor classes. Armor absorption v,-as tough to do because of the low dam— 
9-gC- done by most weaponss often by AC9 or so wearers would be invulnerr- 
able to all non—magitral melee weapons(at least in the various other 
attempts I ’ve seen),
AC 9-8 2:^ 5-4 3:^ 1-0 . ’ ■
pts,absorbed 0 P  1 14 2 2 4- '
It’s simple, easy to memorize( ” look Ma, no chart si”) and gives good . results, r* ’
While I am on the subject of combat rules, I may as well say a_bit on 
the SO tables for combat. They are not well organized^ there are no  ̂
^ i c k  reference charts provided and all '^e necessary ones are scatter
ed throughout the book, First I tried xeroxing the pages with the charl 
and tables I needed, but this just gave me a thick sheaf of stuff to go 
through in the heat of play. But here’s how I changed hit resolution' 
from 4 to sbnetimes as'many as 51 rolls on 4 separate charts'to 4^to 36 
rolls on 3 separate charts.
Put the hit location chart and wound chart together on one'page. The 
lay out is thus(l’ll just give the first three lines):
dlOO Location VLt. Lt* Mod. Ser. Grit, I*D.
1-6 Left calf 1-6 7-14 15-17 18-19 20 -7-12 Right calf 1-6 7-14 15-17 18-19 20 -13-19 Left thigh 1-4 5-10 11-14 15-17 18-20 -
At the bottom of each wound column you write in the DP loss roll for 
the appropriate wound type and note whether a Shock roll is necessary. 
This puts location, wound type and DF loss all neatly organized on one 
page. On the other side can go the To Hit table( with the ^ th hit at 
each range) and the modifiers to the basic chance to hit. Actually, if 
you feel competent enough to fudge .all the To Hit modifiers, you can 
squeexe everything onto one side of .a page. That way everything is . " ' 
right in front of you. The To Hit roll and location rolls are combined 
by first rolling dlOO to hit. Let’s say it's a 43, If it is a hit, keep 
the dlOO roll in front of you and reverse the two numbers. In our ex
ample, the-43 hits and the location is 34, the Abdomen, At very low hit 
percentages this method ̂ scsrews things up a bit but my experiences with 
SO show the necessity of speeding things up.
Now suppose the PC is using a burst-firing weapon. He gets 3 To Hit 
rolls, which all are done as outlined above. Then there's the d6 roll 
to see how many rounds hit. Don’t roll the location of each round. Keep 
the original To Hit roll(with multiple rolls as with burst^firihg wea
pons you can note, them down) and use it( reversed as above) As the loca-̂ ' ' 
tion of the first round of;the 3, The second round, if any, will hit : 
the location just above that one and theSrd will strike the location 
just below the first round’s, •
So if, as in the example above,-the To Hit roll is 43, roundel hits 

the abdomen, §2 hits the stomach and #3 will hit the right thigh. This 
won’t give totally accurate results, but it is a lot better than hav
ing to do a possible 9 To Hit and 9 location rolls per automatic wea—
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pon per combat round. In a firefight irith a dozen or more participants, 
eaqh with SIviGs and vrea.ring armor, one round could take 20-30 minutes to 
resolve.. As a wargamer of long standing !■ love the rules as ‘is, but asa GM I am apalhe,d, . * .< . ■ .
In A&E 102j Qur favorite editor (’’Yes, it is in fact Lee Gold; two 

points for those of you who guessed correctly,) complained abolift t M ' ‘ 
tendency for oEiiPGs -̂t© publish long lists of present-day weapops', l̂ ianv 
others have complained about this as-wellvrl.ell I agree; it is 'bettet 
to make up ”genpripj',,^\-eapons and then give rules for modifying them ip 
roakp up differen-tr. model S; and/or brand names of various types* 1 ha-Ven^t 
put together such a set of rules ("Ko, -wait, come back; let toe finish!") 
but I have come up with a sort of checklist of the different elements ' 
which will be combined in weapons,. such .as, propellant, layi out> caliber etc, ’ ■ . ' ' ■ ■■■■ !•' ' V >' .
There are two checklists^ one for projectile''V^eaPonsC Hut not bows,  ̂ ‘
slings, etc.) which introduces most of the various elements and one ‘ 
for energy weapons which,uses some of the stUff froni the first list,'
Generic GFItPG Veapons, Ibart one.
Projectile V/eapons: ' ' '' ' ■

Propellant type; ' ''
-loose powdered chemical for

—no'Wderdd'. chemical - inf̂ ca rtf idge ‘ 
-improved cartridges( at higher TL') 
-improved chemical(at higher TL) 
-magnetic mass driver ■ ‘
-compressed air • ' ^
lissle/Projectile;
-shaped rock/hard mineral 
“'soft metal( lead) ball '
“Soft metnl(lefid)bullet "
—dum-dum type bullet , : :
-steel-jacketed bullet > . .•
-tumbling bullet' , , ; . , /
—HE round , . r .
—APDS round ^ . ,
-HEAT round ' ’ ^ ; t
-incendiary ' , ' / . . , . '
-AP ' ' . "" .. '
—flechette/buckshot,  ̂ ,
-trr. cer ' . \ ' .. . ' , .
-roeket( propel laht/fiipi in̂  be se) 
—fins for stabilization ■
Weapon Action/Operation: ■
-muzzle loader • '■
—revolver magazine ‘ •
-bolt-action . ’ * - .
-break-open

Magazines!cont'd,);
—card(base .glued to card;
. multi-b8,rreled weapons) .
, '—cloth an\mp belt ;  ̂ :
—metal Unit .belt ;

, -box magazine.’ i
—belt in hope or drum attached to 
ireapon,

~—'¥eapom Cohf igu'rAtion/tjayrout: 
'/•—rifle-type .
'’-pi'stbl . . .! .■-£■ • ■ :.-carbine . . .  .
-4/G(MI'Gs r nd lIMGs) ’ ‘ '-SMG. • • •
-"machine pistol" ' * •'-bullpup . . .j

' ' •• • . . "VBarrel Parameters; ,.  ̂ ;
-siiigje barrel, , , , ,
—multi-barrel(fixed or,rotating) 
-Smooth or rifled bore 
-length(i"-id8" or. more)
Projectile Diameter;Galiber: 
-3to25mm (usually use 3,5,7,9,10, 
• 12', 15, 20 and 25mn),
‘"Eire Oontrol";
-nCne '
.-1edf sight ,:
-adjustable leaf sight

improves with
--- . . , , -aajusxaoie lear s—pump/lever/bolt—i’ction with ma-gazine —telescopic sight{

-cra^ ■ . ' . better optics .at higher TL)
/ - ’scope vrith minicomputer image-lullyautomatic^various rates of fire) enhancement .

—fully or semi-automatic I  ̂ —laser target designator .
Peed Mechanisms/"Magazijfie" s; .• ,. “le ser/electronic range .finder
-hopper \ ' . , . !  “P-ndigrav compensators for wt.,
-strip! round’s like teeth on a comb) and recoil
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Boy, t h a t -was fun to typei Y o u ’ll notice that the elements in -each I” 
list are in a rou'Thly "chronoloA'ical” order, Though I d i d n ’t note -it 
in e v e ^  case,to save space, most items will* improve in duality at 
each" each succeeding tehh level. A  musket might first appear at TL-4 • 
or so(Traveller TLsJ but a replica made at TL— 15 would be a much bet— 
ter weapon. The poyrder woxild be of more even -^uality, the barrel would 
have less windage around the ball and so on, ‘ -
I am thinking of randomizing the tables make sure I d o n ’t ."fust, make’ 

copies o f ! present—day and liistorical weapons. Ho w does a. carbine— sized 
double-barreled shotgun ■'‘■ith twin revolver magazines sound? ’ ,
The liext step i s ’tb decide how all'the different elements will inter

act, to produce each w e a p b p ’s particular cha.rp cteristic.s, There are 8 
br sic' characteristics: weight* cost, accuracy, range, rate of^fire,, . 
damage, penetration(vs. armor), and reliability. These will be deter—  
mined by the mix of elements in the vreapon and enhanced/increased with 
advanced TLs. Higher usually bring decreased weight as well.

The checklists for energy weapons a.re the same for caliber,. barrel 
parameters, fire control and weapon configuration.
Energy tiTeapons 
Ba sic Type:

—f lameibhrower/Elanier
—laser
-plasma( gas)
— fusion(plasma gas in fusion)
-stunner
-blaster
-energy disruptor/disintegrator 
-sonic disintegrator/disruptor

■ * ^  ^ /  *• n / •

Eeed mechanism/magazine(and asso 
elated weapon configurations): 

-large battery carried separate?
, ly,for crevr-served weaponClvUviG 
IIMG config.s)

-large backpe.ok(LMG, rifle con— 
fig, s)

-small backpack(rifle,SMG,car—  
bine,bullpup config^s)

-belt pack(config.s as for small 
. 1̂: > • ^ backpack plus pistol)
' , • - , i . . — integral battery/clip( same con
. ‘ ) fig.s as belt pack)

• For aliithe above weapons,K.eiiergy and projectile, modifications must 
fee made in their construction depending on the race/species who will b'e 
using it, Octopoid creatures will design their weapons and tools differ 
ently from*the way-crab-like or humanoid beings will, Also they will 
be scaled -to their user species’ size; not just in size and weight over 
ell but: in ra^agazine^ papa city and caliber, A  race the size and weight of 
rhinoc.eri might very well have 30mm pistols. Weapons designed by a non- 
spacefaring people will be designed for maximum effectiveness on their ' 
homeworld. Modern—da^^'Eapth weapons would be fine as used here, but an 
aquatic race couldn’t adopt them for general use,

A  Semi-Comment.' ‘ '
Not long'ago, someone in A&E noted how, in StarVars, the stormtroop— 

e r s ’ armor d i d n ’t afford any apparent protection. A commenter suggested 
that perhaps they were designed for use against low— tebh weapons. The 
general populace being denied access to energy weapons, they would only 
have less effective weapon^t^pes. The suits might also be primarily 
protective/vr cUum suits and not armor at all, worn'ais much for psych— 
ing-ou^ unprotected opponents. I fopnd a quote from thb StarWars de— 
sign people which seems to bear out this psyimr idea;( speaking about . ’ 
the big AT*AT \mlker tani^s)"It was felt that the snow vralker would be a 
much more awesome weapon if it were made to seem animal like, designed 
by the Imperial forces to terrify the enemy.”



Tunshan Shanlu, page four. .

The Lqng-awaited Return, of the Meraisse Campaign Write-up*
Back’ around 96 or so 1 started a i\'rite— up» I reread one of my 1

first offerings and it seemed to get a bit bogged—do^ra in unnecessary 
details. This time 1 shal 1 . strive to cleave to key points and highri^’
Il»htp; ;»irst,though; the cost of characters ^nd a lead-in to the pre
sent situation,
”Our Heroes"

Aroaret; an elf Warrior-magfe, the black sheep ,6 th son'of a yeoman man-at- 
arms, He had little in the ray of morals apd scruples but ras careful 

to leave his companions unmolested as long a's they were no threat* His 
nature was, by this point> becoming clear to the others in the group. 
Latkal a young dra-rf’ ratrior who had tfalveled do.i.m to the -lands at the 
foot of the cloud mountains to seek fame and; fortune' and prove himself. 
He had' a diso'osition similar to that of Amaret, but was’ especially inr- 
terested In fightin.g and drinking, , -
jL.i.P p h h d ; this bastard son of a peasant had come far a s ’ a. V/arrior/lllu* 
sionxst mage. A rather good-looking young man and,, at 27, the oldest 
and most experienced of the group. He had come*-acrdss five magic rings 
in his travels but had only learned how to use tvfo of them. A'pleasant 
chap, he was^tte nominal leader only because he was the only really 
rational, stable and trustworthy one amongst them,
Xspclesp son of a yeoman freehold farmer and a Power Word mage. Morally 
and ethically a rather neptral individual, his greed nevertheless drew 
him into evil acts. He craved power with which to dominate others but 
was to cowardly to truly succeed. He worshipped one of the 7 Lords, 
demon— gods of chaos and cruelty,
Jjoe_p He had met Amaret and Pinchbd during a nuch earlier adventure (when 
they three and another recently deceased were the party). Previously a 
dangerous Thief/warrior whose only interest was self-interest, now a 
mere vegetable, Am a r e t ’s poor aim with an insanity—producing Eye device 
■̂ vas the cquse of , this, (This bothered him, as Joe had always been ready 
to help him in his depredation^; now he had no such support.)

>_ the last member of our band, his inexperiencec making him the
least in many waySiBorn the blacksheep son of a syndic in the Builder ’ s 
Guild, this plucky Rhira had found a place as a Pai’adin of. the goddess 
%ems. Though plucky and well-intentioned, his lack of pruience and good 
judgement got him into unnecessary trouble. Only his phenomenal luck 
(or maybe the grace of his goddess)kept him whole, ‘ ’’

At the beginning of the adventure, the group had come into posession 
a large gem-like crystal some 6" across. Amaret had taken it td a 

Diviner; i.he mage could onlj*̂  tell him that it was ,magiciQ.l( a,s they sus
pected) , had 12 spells of unknown type but for-soroe reason, had no cap-+- 
acity for any spell charges. With a little help from his god, Melkpr 
(who was called "The Enemy" by decent Elves) Amaret had discovered that 
he could get the ’g e m ’ to manifest random wind effects. This worried . 
the others and the other two mages were careful to"assist"him when he 
experimented so as to be in on all new discoveries. The Rhin and Dwarf 
had turned an arm—wrestling match with a couple mercenaries into a ' ' 
blood fued with a whole company of them. The group was forced to flee 
town in the middle of the' nipht after the soldiers* first attempt to

rare roonfeht of hy'steria, Amaret had spent all his 
nags for transportation out of toim. They headed 
city. As they were looking for a nice spot to * 
dozen robed .skeletons blocked the road before

settle accounts’. In a 
gold on a couple poor 
towards a neighboring 
rest and eat lunch, a 
them, brandishing 
behind,..

scimitars. Five club—wielding zombies closed in
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The g h a s t l y  nndead looked familiar. Amaret, Latka and; Joe had taken' 

the'gem froin isimilarly outfitted skeletons. One skeleton advanced and 
held out its bony hands. But Amaret w a s n ’t giving up ’H i s ’ gem so he 
threw them the empty box it had come in* (Ke had’ the*gem stuff^sd down 
the front of his tpnic, which was more secure but made a strange lump 
in the middle of his chest). A s  they, bent over to peer into the small 
box, he Spurred his m o u n t ,and led J o e ’s horse forward at a.gallop.

The others, meanwhile, dithered as Amaret and Joe galloped away. The 
Elf claimed he'd yelled for them to follow but they maintained that he 
deserted them without yelling anything. But luckily for them the undead 
Cll ran back into the shrubbery on the left, so they galloped to catch 
the two friends. .

Behind them, the skeletons and two similarly robed humans appeared 
riding i n ‘hot pursuit on some low-lizards. A  short way down the road,; 
the Rhin spotted a stockaded .village. The group galloped in before the 
peasants could shut the gates on them. Y/hile the villagers scattered to 
defend their cottages from these intruders, our heroes barred the gates 
and manned the crude eartlien ramparts. The zombies were no^di ere in sig 
sight but their fleshless fellows galloped up on lizard—back. The two .̂ 
humans, apparentl.y mages, sat astide their mounts about 2 0 0 ’ off. ‘

Y/ilth the assistance of three peasant lads who fetched la,mp oil and 
manned the gates, our six companions beat back the first assault. Eighty 
skeletons were destroyed and' all' the lizards sdared away by the flaming 
oil, Isocles was cut a.nd put out of action bri'efly, a peasa.nt l^d kill-
ed,
the

200 'Latka overwhelmed and left unconscious and bleeding. From 
enemy mage had put Amaret to sleep.

Peveli,, I socles and Pinchbd held a quick council. Y^ith Joe still use
less, Amaret out, Latka hors-de-combat and Isocles barely on his feet, 
they had little hppe of victory^ But they felt their opponents.to be ’ 
too nasty to give the gem to, and if they kept it Amaret migh^t even! ’ 
tually learn its secrets( they still couldn’t trust him). They decided * 
to Tiave Isocles hide it in his saddlebags and to leave the village by . 
the gate on the other side. They would tell Amaret t h e y ’d giyen the gem 
up and that if he wanted it back h e ’d have to go after it al o n e , ’

They travelled to a hill some miles away and rested^ Amaret awakened
and his first words were"V)'here ’ s my gem?". Pinchbd told him the 
th e y ’d.-concocted. They said it had'been a unanimous decision(

it had
I . .

there 
story
(which it had b e e n ) , but the Elf swore h e ’d find out w h o ’s idea 
been and have vengeance.

Two battles and two hard rides in the space of some 12 hours after a 
sleepless night forced them to spend the afternoon and night resting. ’ 
About an hour before sundown, a powerfully built man rode up. His wa r-  
horse, mail hauberk and fine weapons marked him as a fighting man and 
of some means( He re a new player joinee). He gave his nane.as Boris 
but was evasive regarding his background. His sincerity and their need 
of able-bodied compam ions convinced them to invite him to jointthem.

After dinner, the seven bedded down for the night. It was to be an 
eventful o n e . ,

Yifhile at his turn on watch Amaret heard his name called softly behind^ 
him. He turned" slowly to face a strange creature. It was 5 ’ tall''and 
some 30-40’ long,. The upper body was like that of a gorilla, with two 
extra long thin arms; one bird-like and clawed,; the other like an in—  ! 
sect's with a'pirtber.' The head was crocodilian, with a lion's mae..
Its large eyes' giOwed with a Tslue light as it regarded the Elf. Amaret 
correctly assumed it to. be a demon. He answ^'ed cautiously-,. ready to 
rouse the others. It said it knew where his gem was and that it could 
help him get it back— and. more. The shrewd little Elf asked what the * '
catch was. The demon required him to become a bonded vassal, the pact
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to be sealed by Amaret writing his name with his o^m blood on skin torn 
Iroro the body of a still-living persom* Amaret thought fpr a moment, 
then agreed. He went nuietly over to J o e ;  the demon followed, shrinltinr 
down to a yard in height* Then the spirit offered a magic dagger ('The 
iirsb of mueh to come'.), which the avaricious Elf took gladly, Amaret 
put a saddle blanket over Joe's face. As the half-wit struggled, he 
cut a strip of flesh from J o e ’s arm and then plunged the nev/ dagger .in
to his heart. After writing his name on the strip, he gave it to the 
demon .who pooped it into his toothy mouth. Aroaret asked the demon what 
Its ^.me was. You may call me LJerrdecai,"it replied. '* • ,

leaving the Elf with a bloody magic dagger and a 
mutilated corpse, Thinising f’uickly, he put away the dagger and went* »x 
over to the still-sleeping PinchBd* Waking him be whispefed that just 
now, as he came back from checking on the horses, he saw a strange : 
humanoid standing over Joei It had horns and a tail and was holding a 
dagger. They awakened the others, and aften examining Joe, put wood on 
the fire and all stayed up on guard to gether.

A&E #103 arrived in the ole mailbox so I ’ll.do a couple comments*! i.

^ I I M  .your League Cosmos Traveller ideas. 1  own both 
1 1  ^ m not too happy with either. I ’ll have to study it

+ ^ thinicing about adapting it for my campaign. The sys
tem it self IS good, but., it seems to share T r a v . ’s problem of giving 
characters too few skills. I'd suggest moving the base points up from 
, ^ perhaps Trav. PCs , should get lDplus3 or so 0 level
skills in things like computer, gxound car, and sufch, ' * ‘

nitpick is the buying of stats with a pool of points. If one 
rolls2D for each stat they could get all-12s, or have all rolls very 
high. But^^with a pool of 48, it is impos.sible t© have all high. A PC 
who IS a brain , has a qollege degree antd oomes from am upper cPass 
ramily must be a clumsy wimp;- and any o are fantastic athletes must 
be Ignorant cretins from the wrong side of the tracks. Besides, rolling 
sxaxs randomly is’ more funi . * ^

Instead of a pool,, roll 2D-1 for each stat and then roll 2D for a 
small pool to distribute. Or, roll 12D for the pool of points. Or, 
roll 6Dplus36 for the pool. Or roll ID for each stat and 6D for the  ̂
nool of points. My favorite method'^is to roll 2D seven times, drop ohe ‘ 
number and place the remaining six in the stats desired. Of course if 
you are happy with it as is, feel free to ignore,the above,
ATT., STEVENS; Your *Heroquest' character geheration system is fascin

ating. i look forward to more* Welcome to A&E,
JOHN G . RO ^I L^ ra ; I like your '?ihe titles. I can just picture Erik 
what s-hts-ax in the prow of his longship as it nears the coast; one 
foot up on the side. He turns to his crew and says "Vardhuset"Spak- 
vinnans d r o m ’.'" They cheer. (Needless tO say, I have no idea what any 
or that foreign gibberish means).

g e n e r a l  COMMENT TO FILK-1,'RIGHTS ' .
When you do a filk to a tune by a professional group or artist please 

tell us not only the name of the song but also the artist. ;^i-t^ei^a few
filk%^Tfke*^+ recognize off hand. When someone does up a
p l k  I like to read it through with the song on, but without more ' ■

^ through. You may be quite
familia-r with the song/artist but others may not. even listen to that - 

t ^ e  of music generally. Pilks are so much more fim to read if you can 
have the music to go with it.

That s all from the foot of the Cloud mountains for-now. Bjre. '
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THE MIDDLE EARTH V/RITEUP

WHAT HAS GONE BEFORE ^
Twenty yearo ago, Sauron regained the Ring, smashed the Armies of the VJest on 

the plain of the Horannon, and:proceeded to conquer much of the lands of the V/est, 
Some parts held out longsr than others. As our story begins, Rohari still

resists, while Gondor has lopg; been conquered, Minas Tirith razed, and the other
cities taken after worthy but doomed defenses. The populace, decimated and 
demoralized by war, famine and the brutality of their Sauron-appointed rulers, is 
in little condition to rebel.

In this, the. city of Dol Araroth was no different from the rest of Gondor.
VJhen.three brothers arrived from the north and started rebellion, the rulers of the 
city were taken off-guard and all were slain.

Naturally, news of this reached the Dai-k Lord, and he dispatched two small • 
hosts to deal with the rebels. But the delay before the armies arrived enabled 
defenses to be made, and/the city withstood a siege of seven days. When the city
fell, the surviving defenders escaped to a ship v/aiting off the coast. The morning
before the city fell, a flag was raised by the defenders; black, with silver tree, 
stars and crown..

The seemingly suicidal bravado of these acts has a simple reasons once 
again, Sauron's eye must be kept from the true threat to him, and what better way 
to attract his attention than a declaration that the heirs of Elendil yet survive.

Characters
ANTAR:
ARAMIS;
ALDARIN:
LINRAEL;
ROLANDS
MIRDAIN;
MORGENS
CYGNIL;
LEEAs
GWINDORs

eldest of the brothers, skilled swordsman
second brother, died in the siege 
youngest brother, sorcerer and warrior 
Aldarin’s wife, now pregnant
a devious trickster, with a fondness for frogs
Big, strong, and simple; Roland's best friend.
From south Gondor; a warrior and sorceress who controls bolts of flame. 
Scion of. the noble house of Dol Amroth; in love withs ' 
Elf maid, from Mirkwood
Warrior from Gondor? killed a troll with his bare hands

ROLAND ,
Well, we only just got out of Dol in time, an' most people was hurt, so I did 

my best to spread a little happiness. 'Cause of my broken arm, people didn't like 
to hit me, eithqr. .

Some people vjas spending altogether too much time in bed to be just sleeping, 
so I got Mirdain to hang some of their clothes off the mast. Well, I just happened 
to be in the room, and bhere was the clothes unattended, so I thought they dight 
have lost them, an' they'd be able to find them if they was somewhere conspicuous.

People seemed very het up about some flag too. Can't say I'd noticed it.
Then we had a storm. People were falling over everywhere lookin' greener

than my frogs, so I got Mirdain to sway from side to side when he was talking to
them. That seemed to help a lot.

After the storm, a couple of pirate boats attacked us. I didn't se^ ‘much of 
the fight, being downstairs at the time, well, someone had to prot̂ Qif̂  the ladies, 
didn't they? . I did see Morgen burn one boat down just by looking at it‘.. The other 
boat didn't take the hint an' attacked. After that, it was noisy for awhile, an’ 
when it quieted dovm, it turned out we'd now got a nev/ boat, only slightly usedV

ie



lot in bhe PinnathAfter a few days, they started letting folks offs Antar’s 
Gelinj Aldarin an' Lin and Cygnil an' Leea near Edhellondj Gwindor's lot further 
east. It wasn't till the first two groups had gone that I got told they weren't 
letting me off. Seems Mirdain wanted to be a sailor, an' they expected me to look 
after him. I don't mind that, but mo? A sailor? No vronder they didn't tell me 
before. I'll get them yet.

ALDARIN _ : ,
We were landed near Edhellond and travelled northwest by night for several 

days. VJhile the other groiips were intending to continue the hesa.stance. to t.he Dark 
Lord's forces throughout Gondor, our purpose vjas rather different. I wantpd to- go 
to Minas Tirith to try to gather information or knowledge on some of the items of 
power that were lost during the Great Wat. I had had a dream which appeared to. 
indicate that this course would be correct.

After a few days, however, I began to sense a heaviness, a wrongness in the 
air. It affected Linrael too. She awoke one day with a nightmare of a lightning- 
shrouded black figure, searching. I tried a scry to discern the source.

For a time I seemed to be surrounded by a dark swirling mist which blocked my 
scrying vision. Slovirly, carefully, I tried to penetrate the darkness to see the 
evil presence which I could sense beyond. The mists loomed about me, engulfing me, 
and it was a considerable strain to push through them. As I travelled, the sense 
of evil and dread grevĵ  then suddenly, with a sickening certainty, I sav; the source 
of the evil. A black-cloaked figure, one of the Nine, and it vras searching for me. 
It seemed to sense my presence, and it started to look about, striving to trace me 
through the link I had established, I moved to retreat, to break the link, when 
its eyes locked on me. It recognized me and tried silently to force me to reveal 
where my physical body v;as located. I refused, fought and finally succeeded in 
breaking the link. I lay, exhausted and trembling, beside my orb.

Over the next day or so, it became deal’ that the Ulair still sought me. The 
feeling of wrongness grew a little stronger^ I began to realize that we vrould not 
easily lose it. But the only alternative would be perhaps less easy still. I 
risked scrying again, with Linrael standing by to knock the orb from my hands, 
breaking the spell, should any sense and assail me, _

I sought the future and what might be the results if we continued to Minas 
Tirith directly, or if v;e took the other route....At Minas Tirith, the three of 
us— myself, Linrael, Cygnil— were standing about a newly raised cairn. My brother 
Aratar and the others in his company arrived, and as night fell, the dark figure of, 
our foe approached... .The scene shifted, and the four in our group approached a i 
wall of darkness and through it, into the tunnel oeyond. I was wounded î ith a long 
cut down my face. Behind us stood our foe, unable to follow.

It was clear that for the saving of Leea's life and the secrecy of Aratar's 
mission, that we would have to attempt the Paths of the Dead.

LINRAEL _ .
Long ago, it seems like it xvas lifetimes ago, when Aldarin thought I'd be in 

danger from the Law in Dol, he was going to take me out of the city and meet up 
with the others of his conspiracy. We nearly made it, till v/e walked into some
thing like 4-0 ores. Aldarin made me go on while he held them back, and he gave me 
a brooch to look after for him or to keep if he shouldn't return. Later, he gave 
it to me properly, at least until one of our children should be ready to have it.

tt had been given to their great-great-grandfather Arador by the Lady of the 
Wood and inherited by the younger son since then. It was palm-sizeds a black 
stone in the shape of a swan, in a silver molint with a star and tree. I'd got 

1 Aldarin to look after it for the journey. Now, for the first time, he x-rore it.
Vre pushed onwards as fast as we could. Even I could feel the terror behind 

us, ahd Aldarin v/as under a lot of strain. Finally, on our tenth night of travel, 
it began.



There war- a thicl. black •ally crld; the air heavy, silent and
still. It v&s an effort to move, to keen going. Aldarin's brooch flickered with 
light, but its light was sucked up by r.he fog. ^

. From one side and ahead came wolf-h.ovfls, and from the other side the- sounds 
of ores' and a captive’s cry for help, but Aj.darin said they were only deoeptions^, 
to slow us up. - • . :

The fog came in thicker, and the effort of moving was harder, and a soft 
voice said that we'd move quicker after a rest. But ohere ^̂fas no one there. ^

The ground grev; steep, steeper, I could hardly move, yet when Aldarin spoke 
to me he was no higher than me, though ahead. Behind me, the ground was level, and 
when I concentrated on the brooch, the gTound ahead was'level too.

Though' it tried to slov/ us, after a timeless time we were near our 
destination. But Aldarin was growing weary; he had to keep us going and was 
fighting some inind battle with it too. '

Then from just ahead came a piercing wail, chilling, unspeakable. For 
moments I was unable to move, frozen vdth terror. Gradually, the light of the 
brooch heartened me, so that I was able to carry on.

An last the fog started to thin, and \̂ e ^̂ rere under a gloom oftlhck trees, 
ahead of us a great mountain. A hollow place opened at the mountain’s root, and in 
our path a single mighty stone, raised like a finger of doom.

"I'm afraid," whispered Cygnil, and the v/ords hung in the still air.
"Afraid" roiled around the mountains as if in mockery.

"Beyond the stone is a short journey, and then we come to the Dark Door. Not
far now. It will take but a moment to pass the stone," Aldarin sounded tired.

As we approached the stone, with a whistle the fog behind us swirled, and a 
sibilant voice whispered, "Stop," _

My legs wouldn't obey me, or I'd have blindly-fled, A dark figure stood 
there, a horrotj''invincible. Aldarin said a word, arid the brooch flared up like a 
star, shattered the fog. Another v;ord, and we could move again.

The shape threw back its cowl; it had no head but red fires shone in place of
eyes. It drew its sword, and flames ran down the blade." It laughed. I don't like 
to remember its laugh. "You will all know death. Death is at hand, slow and 
painful and terrible." And it advanced on Aldarin slowly, step by step. ■

A sudden wind blew about us, but it did not move the fog. Out of the fog, 
diving straight for Aldarin, came a horde of batlike creatures. A word, and the 
brooch glowed brighter, and they vanished.

"So," it hissed, "a piece of elvish glass, and you think you can stand 
against me. Yoiif case is hopelessi-"-.Xygnil was to one side of Aldarin, Leea to 
the other, and I was behind him, but it ignored''us.11*I could feel the battle of 
wills between Aldarfn and it.' It took ajiotlier pace forv/ard, and a band of star
light appeared about its head. i -

Cygnil threw a knife at it. As the knife flew, an inky blackness surrounded 
the Nazgul, swallowing the starlight, and the knife v;ent into the blackness. Out 
of the blackness stepped the Nazgul, now only ten paces away. Aldarin stepped 
forward and drew his svrord. '

"Come no further. Return to the abyss that av/ait's you," said Aldarin, voice 
ringing, eyes fiery, his will stronger than iron. 1 '

"Fool, You Sre but a child playing v/ith tricks you understand not."
In almost a Single movement, Leea fired three arroWs, but they fell into 

nothingness inches from it, as with a lightning’'swoop it cut at Aldarin. Sparks 
flew as their blades met, and Aldarin staggered. Another arrow clanged off the 
Nazgul's blade, and it stopped, gestured, and Leea. was covered in a blackness. She 
fell, and it retreated from her, leaving her lying still as death. Meanwhile 
Aldarin struck at the distracted Nazgul and connected; he winced, and I felt a 
flash of his pain. Cygnil hit at it from behind. His blade stopped dead inches 
from it and shattered into thousands of glittering shards. The Nazgul rounded on 
the defenseless Cygnil and its blade licked out. Cygnil ducked, and the blade 
caught his Swan Helm, bowling him over, and he too lay unmoving.



Two blows Aldarin parried; a third sliced into his face as his parry barely 
held the blade back from crushing his skull, and he was knocked over by the force 
of the blowo I suppose I went crazy, but after all I had nothing to loseo As it 
leaped forward to kill Aldarin, I flung myself at its feet, shrieking, tangled its 
feet in my hair-wire and sent it sprawling., The three of us regained our feet at
the same time. _ v, i n

Aldarin's mind touched mine with a tired whisper, "Give me strength, love, 
and as I tried to will him on, the brooch burst again into brilliant light. I put 
all my strength and concentration into this, and the sword of the Nazgul -wavered 
slightly. Cygnil pushed himself to his feet and wove< his way over to the fight. He 
stabbed with a dagger; it pierced the Nazgul's darknessy and Gygnil fell again, : 
The Nazgul launched an all-out attack on Aldarin, and his sword went flying._ But 
out of the mist Came Antar's voice. "Ho! Aranruthe for Gondor, Aranruthe for
Aldarin!" ■

Unable to face the two of them, the Nazgul fled, vanishing like darkness 
before the sun. Aldarin staggered forward. The fog blew away, but no Antar 
appeared. Aldarin shook his head. "A trick, like those it pulled on us,"

Leea woke, \msteady but alive. Cygnil was unconscious but not badly hurt, 
Aldarin had a gash on the side of his face from temple to jaw vjhich would scar, 
were all tired, but then the next part wouldn't be anything to worry about. Most 
of the Dead were gone anyway. Their only power was fear, and we'd already faced 
that. We were with an heir of Isildur, 
how could they hurt us?

We

After all, ghosts couldn't touch us, so

A couple of notes from the authors; • ■
Aldarin has an empathic link with his brothers. When one is hurt, he feels 

pain as well. This happened at the death of Aramis in the siejge. (A&E 100), He 
also has a two-way link with his wife Linraels each feels the other's pain..

While,the, idea of someone tripping a Nazgul with a hair band, may seem weird 
to the pointy of being ludicrous, it may help to realize that it w^s a concealed 
weapon: a stranglewire. Weapons had been banned in Gondor. ■ : .

ALISON BROOKS ON A&E #101 ^

WILSON HEYDT: I don't understand your comment about the Knights of Ascension.
Elucidate? Incidentally, the other two Wizards— the Ithryn Luin who went into the 
East— were Alatar and Pallardb (cf Unfinished Tales).//Your essay on humans had me 
alternately freaking out (he stabbed a bear) with an arrow?) and in hysterical , 
laughter (beating a leopard to death with another leopard?) The leopard as melee 
weapon?). However, I suspect the other 99 people in the same situation made good 
meals for their respective carnivores. Note also that none of these people were 
without weapons, be it only a stone or a leopard. y

PETER DA SILVA;A Thanks for the kind words.//I read and enjoy your comment section 
titles. I meant to say so but hadn't got round to it,//But I couldn't concentrate 
long enough to read your "spelling test."//Tolkien admired Hitler?. Not according 
to letters. "Vulgar and ignorant little- cad,.,.ruddy little, ignoramus." He also 
refused to make the declaration of Aryan descent necessary for publication of a 
German edition of The Hobbit. Though his racial (and sexual) attitudes do leave 
something to be desired, he's not as bad as all that. •;

STEVE GILHAM: I think we agree on character classes. You don't like needless
"Thou Shalt Nots"; neither do I. Nor do I like the formless "Sure, do everything" 
of RQ. I'd like something in between. At about the age of a beginning FRP 
character, I ^  have areas of specialization. I also have the ability to do things 
outside my "character class" and to improve in them, but I'll not be as good as a 
professional in that "class," unless I were to change "classes": i.e. professions.
I feel D&D comes a bit closer to this than RQ. Clear?



MIKE DAWSONs Are you suggesting that we si oalO backstab our friends for personal 
gain? In which case I have no sympathy. Or that PCs backstab MFCs but not PCs?
If this has been your experience, I'm sorx’y. Not all of us do this. If the party 
must cooperate to save the universe, it is the GM's job to make them realize this 
(e.g. tell the PCs; most people, having a vested interest in their universe, vrould 
do their Ijiest). And it is the GM's failure if the players find they have no excuse 
to cooperate, tour have a valid point that personality should not be violated.
The options for antisocial characters remain solo runs, postal play, or runs that 
agree to alllow backstabbing. ifnere coopera'.ion is needed, take a different 
character and/or design your characters to be more sociable.

Backstabbing when least expected can (sometimes) add to a game, but it is 
unfair to expect players to game thereafter with a character they know to be 
treacherous. Characters Who know a character is treacherous \rill react according 
to personality. But a treacherous player is just a bloody nuisance.

CHRIS MURRAY; Gofeh, are the Seven Ages of FRPing going to become a standard? 
^Blush* : '

JOHN T. SAPIENZA; Hey, look, I pay for LUAFS (not a very pretty acronym 
what/), and I do most of the vrork on it, so I figure I deserve most of the credit! 
However, point,taken. I'll try to make things clearer in. future.//RAEBNC "Elements 
of RP" essay.

\IESLEY'IVESs Well, thank you for your thanks! But I will challenge those 
who claim that belief is science and present as "evidence" lies and distortions.

JENNY HEIN; 5'6" is not short! You v;ill notice that those v/ho think that 
being tall is a sign of superiority have nothing but their height to commend them. 
(I'm 5':5" and I'm OK.,. )//Liked Bunyips. Have you seen "On the Tracks of Unknown 
Animals" by Bernard Heuvelmans (my copy is in Paladin) which includes bunyips.// 
Loved your quote of the month! I know the feeling.

LAV/RENCE GILLESPIE; On dwarves; thanks. Enjoyed. I just wish the relevant 
sagas were more accessible.

DAVE FLIN'S COMMENTS ON A&E 101!!! DAVE FLIN!!! DAVE FLIN!!! DAVE FLIN!!!

Assorted RAEBNCS; Weil Frzer (Node), 
JT Sapienza (Elements of Rolegaming),

"J Murray & C Hein" (Life begins at Death), 
J Hein (Dum dum arrow).

MARK GALEOTTI; Yes, judging FRP is difficult or impossible. That was the point. 
Some people try, v/hich was v/hy the point v;as..raade. . .

Middle Earth: Magic Rare? Regarding mages; yes, absolutely. The three in
our Fellowship were Chosen because they were mages, and the whole purpose of their 
quest is to get a mage close to Sauron, and they're expecting casualties on the 
way.//Concerning magic items; I am staying within the tradition of items being 
given rather than being ripped from the still-warm bleeding bodies of their former 
owners, but let's look at the magic present in LotR. ■

a. Definite magic within the F3llô ^̂ ship; Anduril, Glamdring, Elessar,
Sting, hobbit daggers from wight's tomb5 Anduril's scabbard, Phial of Galadriel. 
Three elven boats (won't sink no matter hov; laden). Ent drink. Sam's earth.

b. Pseudo-magical, debatable; eight elven cloaks, Boromir's horn, Gandalf's 
staff, mithril chainmail, lembas (all.owed JRRT to forget food except when it suited 
him), elven rope.

c. Other magic; Palantirs, the Three Rings, Gates of Moria, Orthanc, 
Galadriel's mirror, the mithril helms of the guards of the Tower of Ecthelion, the 
Watcher at Cirith TJngol, the Paths of the Dead, the Nine Rings.

d. Oh yes, nearly forgot. The One Ring.
[The typist would like to put in a word fop athelas.— LG] •

continued in five pages— at the end of AZMADIAN TALES



AZMADIAN TALES #20
Bill KeyeSj 2733 Sacramento St., Berkeley GA 94-7C2; (4-15) 54-0-7097

Greetings. DunDraCon VIII ran quite veil. We had just shy of 1000 paid attendees. 
I was in charge of volunteers and security,, and both ran well. We had a little 
problem with the hotel, which had not told as they were remodeling. The main cor
ridor was rather messy, and th-e bathroom-s on the main floor were closed. Otherwise 
things went fine. I sav several A&E contributors, (HAL HEYDT had an A&E party I 
was unable to attend, due to a game. Next year we will be back at the Dunfey.) '

REALISTIC ROLEPLAYING RULES (see Azmadian Tales #19 in A&E #102)

I have learned that the average adult male's body is 43% muscle, 18% fat, and 
39% bones and organs, xvith 3g liters of blood. The body has about 50 pints of 
watery losing 7 pints can result in death by dehydration. I am sure someone has 
figures on what percent of the body is bone. Presumably you could get percentages 
of muscle, fat, bone and organs for each body area (arms, legs, head and torso).

We can thus take the Weight/Height formula (WT=2xBLDxKT^'^2) and subdivide BLD 
into BLD=FRM+MSL+(FAT/10) , The average male will have MSL 5.4si FRM 4»9, and 
FAT 22.5. For standard numbers, we could redefine BLD to equal -MFRI-i+MSL+FAT/2), 
yielding FRM 9.8, MSL 10.8, and FAT 9, for an average male BLD of 12.5 (using 
metric units.) With LBLD = MFRM + MSL), we have an average LBLD of 10.3.

Taking Lee Gold's suggestion to heart, we can use hit locations with a number 
of different types of Hit Points. Each location would have muscle points, bone 
points, and fatigue points. Special hits could damage nerves, tendons and internal 
organs. Woulds would bleed, and the body as a v/hole would lose blood points. The 
body would also have overall fatigue points.

A thrusting bloxj to a limb would normally do fatigue and muscle point damage 
along with bleeding, unless a bone hit were rolled, A certain amount of muscle 
damage would have to occur before the bone was reached. Bleeding could be deter
mined as a function of muscle damage, unless a special hit had a hit artery result.

Since the system would be on a computer, the hit locations could be further 
refined for more accurate determinatinos of results. Thus an arm would be a hand 
(fingers and palm), wrist, forearm, elbow, upper arm and shoulder. A leg v;ould be 
a foot (toes, arch, heel), ankle, lower leg, knee, upper leg, and hip. The head 
would be the face, sides, back, top, and neck. The torso would be the chest and 
abdomen (front, back, left or right). Thus v/hile head damage would apply to the 
head, the effect would vary depending on whether the blow hit the side (possible 
ear damage), back (nothing special, or front (eyes, nose, mouth, jaw). The ribs 
would be reached after a minor amount of muscle damage| in turn, they would absorb 
damage up to their break point, shielding the organs behind them.

A crushing blow to the upper torso xjould automatically involve the ribs. A 
slashing blow would have a small chance of bypassing them. A thrusting blow would 
have a much better chance of bypassing them. The three types of blows would have 
different muscle and bone damage effects, and thus different blood loss effects.

As a result, the body's basic physical structure could be programmed into the 
computer. It would keep track of each character's physical state, adjusting it 
with each blow or attempt at healing or first aid. The chances for a special hit 
could be programmed into the damage results. Thus a player could determine that he 
had hit I the computer would tell him what location had been hit and the observable 
effects. ' The victim would be told he was hit in a certain location and ’jhat the 
immediate effects were.

I envision the ultimate version as having each player sitting at a terminal.
At each round's bookkeeping, the computer x̂ ould print out a status report of how 
the character felt. Detailed physical status would only be available to the Ref
eree, unless the party spent time examining the character— or the character was



able tc self-diagnose. Thus a wound could cause pain (Save vs Pain to continue 
functioning), faintribss (loss of blood and fatigue), and lessened ability (loss of 
strength through muscle damage and fatigub— and-the effects of damage to bones, 
nerves, tendons, etc.). The character would not know immediately just how bad the 
wound was— and neither should the player.

One advantage of the computer keeping track of the details is added 
realism— including hidden effects, like poisoned weapons. The computer would knovj 
that an ore's arrows were poisoned and include the poison's effects each round 
after the arrow hit. The player would have to figure out about the poison from the 
changing results. This is far more realistic than immediately knowing because the 
DM has had to tell everybody the arrow is poisoned. Poison could thus act 
realistically (over time) instead of doing instant damage.

' ' The instant damage used now is mainly due to the availability of poison 
antidotes and Neutralize Poison spells. If the players know a PC has been poisoned 
and'the poidon acts over time, they will try to neutralize the poison as fast as 
possible, often much faster than is realistic. . ‘

The hidden effects vjould also apply to spell effects. The computer would 
allow Messages to be exchanged between the Referee and a single player \irithout the 
others knowing. The Referee could thus inform one player that his characer'was 
Charmed and ordered to attack the party, without the others knowing.

Having seen'the^new Macintosh computer from Appld v;ith its.hand-controlled 
cursor (the MbU'se), I'ban foresee a time when each player would have such a cursor 
and a screen. The mouse could be used to indicate a PC's movement, actions, the 
foe being attacked, or a'spell's area of effect. Each player's screen would show a 
the PC's 'view of the immediate area. The player'%ould indicate the actions of the 
character.' Fben all playehs had done so, the computer would process the activities 
and show the effects of that round, moving the figures on the screen and depicting , 
the actions. A printout would then show the character's status.

This would work' very v/ell for a solo adventure. Given the current trend of 
technology and the' growth of gaming, I predict we will .see the first versions of 
such a system within the nexc five years, beginning with a solo dungeon program for 
the Macinto'sh' or a similar computer. .

For those who feel such a system would be difficult to apply to non-humans, 
let me add that there has been a lot of study of the physical structure of animals 
— and extrapolation as to what extraterrestrial animals would be like, given . 
various changes, Bonnie Dalzell had an exhibit on extraterrestrial animals at the 
Smithsonian a few years ago. Somebody is bound to write a computer modeling pro
gram for designing animals. A rules system based on reality could quickly adapt 
such data-for new monsters. ' ' '

COMMENTS ON A&E #100 . .

LEE GOLD; Congratulations on reaching #100. Keep up the good work, 
you for -typing my zines and for making this whole thing possible.

Thank

SCOT FRITZj PBZ, Move Two: The period' of a pendulum is given by
t=2Pi(L/g)-*^*^, where L is the’Length and g is the acceleration due to gravity. 
Assume L is 1'. Since t is 2.9, seconds, then g is 4-,69’/sec^ (or 0.1#6 Earth 
gravity). This is similar to gravity at, the Moon's surface. I recheck my timing 
to see if there was an'error.//The 18°/hbur sweep of the shadow of the sun means 
the sun will transverse 360° in 20 hours, so a day is 20 hours long.//Arrow’s fly . 
about 15% farther. Air resistance'is minimal for streamlined objects like arrows, 
so this change must be due to different gravity. The distance an arrow travels if 
shot horizontally from a height Ti" is given by d = v(2h/g)^^-g, where v is the 
arrow's velocity when fired. Since h and v have not changed, a 15% change in d



corresponds to a 24.%,change in g, indicating .76 Earth gravity (about 24'/seo^). 
This should have given a period of 1.28 seconds for the pendulum. ■

The 0° angle on the shadow shows we are near the equator. Thus there will be 
no seasonsj although there may be wet and dry periods. From the look of the 
desert, I suspect it will be mostly dry and hot. We should be wary of flashfloods 
if it ever does rain. Sandstorms could be a real menace. The sun seems larger 
than Sol, Either it larger or the planet is closer to it than Earth is to Sol; 
that could ,mean a heavier level of UV. I put on sunscreen and offer it to the 
others,; . We had better keep covered. :

There are two moons, so the tides'will be more complex if we ever get close 
to the sea. Eclipses will be more commori. I compare the angular width of the 
moons tp that of the s\in to see if total eclipses are possible on this world, the 
les,serr^ravity seems to have resulted in a lower atmospheric pressure and thus a 
lower. p^tial presure of oxygen, this is confirmed by our shortness of breath and 
the difficulty of keeping the matches lit, I think back to the jump through the 
gate to see if my ears popped. I open a bottle of water to see if it was under a 
higherfpressure than the outside air. (The air in it was at Earth atmospheric 
pressuro.) ■ : r.

The sun sets at 7s38 PM. Since we are at the equator, there should be 10 
houra of day and IQ hours of night. Thus the, sun ehould rise at 5:38 AM.iylf^nit 
does,, this will confirm the 20 hour day. We will need to change our watches four 
hours every day to compensate. c •

. The first moon rises at 7t5$ PM and is';gibbous; the .second rises at 8:05 PM 
and is half. The second moon is separated from the first by 20°. This means the 
first moon traveled 17° in 10 minutes, it thus has an orbital period of 3.529 
hours. Kepler's Law says that in a grayitetional well, R'';'̂ 3/T*->̂ 2 is a constant, 
where R is the radius from the center of the,.well and T is the period. Kepler's 
constant is 2,437**3 per second squared. This gives the first moon an orbital 
radius of 7327 miles. If this planet's radius is the same as Earth's (3975 miles), 
the moon is 3352 miles above it. From its angular width, we can calculate its • 
diameter. The same sort of calculations can be made for the second moon after we 
time its angular velocity across the sky.

The sun would appear to rise-in the "north" and set in the "south.»J I look 
up in the sky as we march to look for planets (i.e. bright stars that do:not 
twinkle). I count them and try to time;their transit across the sky. . (If magic 
vrorks, 'then astrology probably does too, and knowing the planets would be useful.)
I use my binoculars to get a better look at the moons and the stars,, aind try to 
pick out useful constellations. I attempt to locate a pole star. This helps pass 
the time as we walk. (I probably stumble a few times due to not watching my feet.)

When we get to the city, I will follow the lead of Jason our leader. I tell 
him that it looks as if a party member has gone ahead and been captured after doing 
something stupid. We should pretend ignorance and go peacefully, as there is no 
point in fighting a city. We want to be uelcome and to learn about matters here.
We don't do this by breaking the law and getting the guard raised against us. '

As least we have a translator in the scarab, I suggest that Ms. Clifford 
stay close to,Jason, . I suggest that Jason look leaderly and aristocratic— rand that 
the rest, ,of,,ys form up as if we were his guard and retinue. We want to make a good 
impress’ipU. , ■

... I look to see if there are any native women visible. How are they dressed? : 
respect to the men? This will indicate what sort of culture 

we arqr-.ih,...,,If, the women seem to rule, then Ms. Clifford should appear to be our 
leadei’.,.If .^omeri,seem equal, then we act as we are. If women seem subservient, ■
then the ,women,,i.n, .our party might want to mimic them to avoid seeming barbaric— or 
however such .different behavior might be taken by Inhabitants of the city.



be :that a l l  w il l  work'out w ell. ^  ed a t . I pray to the powers that

Y o u r .n S ^ \ o :e ' : : i L r f  to rep ly .

I suggest you speed up the p a r t^  L  ;v fw in  !o^n. ? moves every two years.
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spout “ ™ fh u m b r?h i°  “ : e ‘ ' ; o u f t t a r ' 'a : j  and plugging the.
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then / h ™ p u y " g ™  o r fd S "  “ “ f j  before Ray and Harry
D100 r o l l  too . ihe b e t te r S o ^ e s J  I r ^ ,  idea / / I  p refer using the resu lt o f a
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a ffe c t  cold  resistance The extra f a t i p e ,  e t c . / / l  agree that FAT would



I don't think Vital Points are the way to go. Each .major organ should have 
Its own points, damapd only by special hits at its location: Thif w o S ^ n o r m S l y

a thrusting attack like a spear or arrow, though a slashing attack which 
penetrated muscle and bone could get to the organ. If an area's muscle and bone 
points were exceeded, any remaining damage would affect the organs underneath.

JOHN REDDENS Generally the results of changing game systems in a continuing 
campaign depend on the players'.willingness to adapt PCs to the new system and ^ 
learn the ,new_rules well enough that rule quibbles become infrequent. - If the  ̂ ^

referee studies the changes well, then the 
 ̂ accomplished fairly simply. The main thing to keep in'
system used should be secondary to the story told. ^

fact (Angleland), I Incorporated into the theology the
the?r^^«i Neutrality had forged a great pact to play
their pmes of life and death with mortal agents according to a set of rules
t h o s r S S  themselves.. These rules were revealed in part to the priests of

hhe rules were laid dovm• arbitrarily by the gods, they were often 
llogical and sometimes contradictory and incomplete. This was all part of the 

game to the gods. The mortal agents just had to cope as best they could.
An important event in the history of my world was the Year of the Grey Hawk

rules. (Later on I switched to AD6D, and the priests’ 
had to tell their followers of another change in the rules.) In this manner the 
history automatically included the changes. An old mage could tell a. young
today^ days the fireball spell worked differently than ft did
§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§gggg|gggggg|ggggggggggggggggggggg

LEAGUES UNLIT AND FOUNDERED SHORES— continued by Brooks and Flin

DM SHORT: Good story. But why couldn't it have been expanded. It was
ntalizingly underdetailed, and the action moved unevenly. I'd like to see more.

alcohol of the masses: it reminds me of^the burglar
a f  "bJeakinf " ^'^^hodist church. It was reported in the pfess

the dnnks cabmet."//Tournament sex: censored by Alison as not
pertaining to the better traditions of A&End other allowaM^ playing aids,--------

NO MORE COMENTS! MOOPEE! ,
Hey, what's thisj oh look some leftover comments from A&E 100, by Alison.

SIMPSON: It would aid reading of your zines if you'd head paragraphs,
rather than just numbering them. paxagiapns,

habit Irritates me slightly with your stories; your
a S  genfrau) ’’If ‘his were a s t o r y . . W h i l e  the plats
also breaV mv .1 * • are implied in subsequent action and unnecessary. They

m S haS  S s l / ° " n  ih forcibly that this is a storl
India’ I did hi=>ar of' about the variant Christianity in
rSlllouJ f)? inti J hn isolated Xian sect in the South American Andes whose 
etiif H  * mutated! Christ riding on a llama and cherubs clinging to draperies 
since they were obviously too heavy to fly. These things fascinaL L .  '‘''“P^bies,

AND NOW FOR SOMETHING COMPLETELY.... .

as o r c f S r f S ^ f v ^ l ^  Tolkien got it wrong? That the beings refered to in LotR 
fw . ... tually humans, while the humans were something else? After all

I T l t u  “ “ 3 -  P r l c l p a u i n  o? ilans
tbbture and mass destruction; a great

tacuity for forming moblike legions of vast, warlike tribes forever Lt e L h  
others' throats when not faced by a common fL. forever at each



THE FNORD 8
by Mark Galeotti, 5 St. John's Rd.,,Hampton Wick, Kingston, Surrey KT1 4-AN, Britain 
Greetings and salutations from the Fnord-Lord. Two A&Es to comment on, so into the 
fray....

. COMMENTS ON A&E 102

LEE (Tantivy): I agree that the cost of something as mainstream as a sword
may be more immediately relevant; originally I thought of something along those 
lines. What diverted me to the humble loaf of bread, however, was the difficulty 
of ascertaining the price of an ordinary sword. Indeed, what is a "standard 
sword"? Even after we exclude all the obviously sub- or super-standard weapons, 
there are still vast quantities of falchions, glaives, swords and blades to choose 
from, and I eventually decided to use the loaf of bread because it was a smaller 
basic unit,and because on the whole there was far less variation in prices of 
various loaves once the fluctuations due to crop returns had been averaged out.

I didn't look at your Pain rules closely (I prefer to look at the system as a 
whole— I'll wait for LoA), but state of mind is also important. Although it would 
be more complex, how about having Psychic Pain: accumulated by losing comrades-
in-arms, failing in a mission, etc? This would lower' ;determination to resist pain 
and perhaps contribute to fainting or fleeing. An interesting offshoot would be to 
allow Palh ,'SpellSi or a low power Fear spell to generally lower resistance. Even 
better, though, would be the opportunities for alleviating Psychic Pain, perhaps by 
counseling and talking things over, (a new role for clerics?) or mind-linking to 
share the loss. All these offer lots of new roleplaying possibilities.

JENNY HEIN (Northern Woods 2): Thanks muchly.

LAURENCE GILLESPIE (Heimskringla 8): Thanks for replying. Your Icelandic
rolegaming sounds as if it would be a very good way of learning or teaching a , 
language. How did it work, out at Hamrahlith High?, How about some of those 
writeups?//!, totally agree about the value of private adventures.

VINCENT FOSTER (Otyugh Obit 2): Thanks for the sources,//lsn't AFTERMATH
great? (Well, yes, of course you think it is, because you say so, but I just 
wanted to say, you know....) . , .

THE FORRESTERS & LOSS (RUtUS): Lovely title— hello and welcome. I liked
your zine a lot, especially "The Last Role-Playing System" and the "Open Letter." 
Power to the PCs!

MARTIN ELLISON (Stuffing 2): Interesting info on India. Thanx. .

SCOTT BAUER (Pittsburgh Gate 12): I don't know if I regard hack'n 'slash
Monty Haul as rolegaming at all; just wargaming. However possible it may be to ■ - 
develop computers able to GM at this level, is it worth it? Surely we should try 
and increase the rolegaming element of those gamers rather than concentrating on 
creating more poor GMs. Besides I can't see gaming being as enjoyable played with, 
a machine as with a human. You can't really swap in-jokes with a VDU (even in your 
future CyberGM program). Similarly a human GM can make the sort of assessments and 
decisions a computer cannot. A human, for example, can tell when the players are 
getting bored and throw in a random encounter with some slavers; can a computer?
Or can it tell when the players are not in the mood for a serious game and arrange 
for them to be Gated into Count Sweetmeat's Candyfloss Castle?

If anything, I think it might be a good thing if games played on computers 
stay relatively unsophisticated (fat chance!), so there is a definite gap between 
rolegames and computer games. Otherwise people may get the idea even more strongly 
that killing and looting is all there is to the Hobby.



. ROBERT PLAMONDON (Ouroborus 17): I've been.trying to get my thoughts on
magic organized so I can dispense with rules as much as jsossible, and your article 
has certainly set me thinking. Many thanks.

Well, well, what an anemic set of comments; no blood, no vicious assaults, no 
furious invective..In short, I'm not living up to my responsibilities as an 
A6Eer. Oh well, sharpen my teeth, tank up on bile, charge my spleen, and...

COMMENTS ON A&E 103
Well, nine pages in one A&E, the equal of John Sapienza 6 Denise Gerneth! ■

JOHN SAPIENZA (Dragonsgold 21): I'm not sure if I agree with yr ct to ARLEN
WALKER. "Free Enterprise"vois .rarely free and so may not lead to true competition 
for prices. As some of HARGRAVE's zines in the 50s (A&Es, not years!) show, big 
companies can exert pressure to block oi’ kill smaller ones without lowering f)riees 
one cent. Compare a big company's resources with those of a small one. Big compa
nies often have guaranteed initial sales, preferential rates for printing and 
materials due to size of operation, etc. Someone may think he could produce some
thing cheaper with similar resources , but how can he compete without those 
resources?//Anyway, what about copyright? If I think D&D is too expensive, I can 
buy RQ or YRS fpr lesS:— but what I wanted was D&DI//A company may give you some
thing for your money, but then a cardsharp could give you an entertaining game of 
cards: as he fleeced you.

ADRIAN BOLT (Death Stars 1): Hello.//No, I haven't seen that particular
issue of DW since it had all sold out by the time I got round to going to a game 
shop. (Anyone care to send me a photocopy?)

MATT STEVENS (Ancient Empire 1): No need to be defensive about your social
status table and monetary system. I like them a,lot. The idea bf using "bags of 
silver" gives the game a very nice feel. I'll have to think about it more.

WILLIAM PIXLEY (Cpt. Patio Blocks): Interesting Amazons, but when you say
that some were special agents^ I hope you didn't mean secret agents; there's not 
much secret about a 2.2m woman!//Agreed over the value of SF/NSS games for 
beginners: how many have seen "Hawk the Slayer" or "Dragonslayer" compared with
"Star Wars" or "The Longest Day": (or "A Fistful of Dollars" or ....)?

LEWIS STEAD (Noldaparma 1); Welcome to the weird and wonderful world of 
A&E.//Does your title have any particular meaning?//As for the NaziWorld, I'll see 
what I can do. Watch this space. ,

BROOKS & FLIN (Leagues Unlit 8); Heh heh..ilittle do you know<that I am a 
psychic vampire and leech ideas from the heads of unsuspecting— What's that you're 
holding up— a TSR logo? No, no, help!...(Shrivels into wizened little ball and is 
instantly given a Life Peerage.)

PHILLIP ADAMS (Stormtrooper 1): I'll put some AFTERMATH stuff in my next
Dragonewts' Dream, unless I forget. What sort of Ruin do you presuppose - I have 
used a limited N-War between North and South some twenty years hence?

i ■
VINCE FOSTER (Otyugh Speaks 2); Urh, I don't know where you got your infor

mation about London (surely not first hand?), but yr ct on Piccadilly Circus is, 
well, off-beam. I've been there often without club, knife or trusty minders, and 
wasn't bothered or even worried. In fact, my job means I do a lot of message 
delivering, which often means I am in the areas of London'generally seen as the 
"rougher parts", but still I have had no trouble. I don't really believe that it 
was my imposing appearance that scared off whole armies of muggers.

Right, that's the first comments which occur to me. I really must actually 
get down to doing another DD. I've got most of the stuff written down on rough; 
just haven't had time to type it up. Ave atque valoy - Mark.



FROM BEYOND THE RIVER STYX //16* .
by Vincent Burchett, EXERCISE ^  ONE/DCOTj USIiTR., AFO NY 09038 (Riyadh, Saudi 
Arabia); 24. Feb 84-.//’'I can’t seem, to reiiember ^he actual, number, but this is close 
enough.//***Retypoed from Arabic by Lee uith my thanks.

Here I am once, again to dispell the rumors of my demise in the sanids of the Middle 
East. .Actually I was going to v/ait to contribute until I returned from here in 
sunny Saudi Arabia (getting a good tan while you all are freezing your tails— and 
other appendages— off!) around April, but I was spurred on by receiving A 6 E a  
few weeks ago. (My mail is sent here only if it's First Glass like A&E.)

I'm beginning to believe that I'm the most travelled FRPer in the world. .
I ve been through most of the US, Japan, Korea, Hong Kong (there are some D&Ders 
there!), Grenada (although IHasn't there to play), and now Saudi Arabia. I got an 
assignment to Germany in July (from there I can visit all of Western Europe), and 
around September I'll visit my Israeli penpal. (Shov/ing pictures of her in her 
army uniform around here has proved to be hazardous to my health!) I think I'll 
continue on v/ith the rest of this zine before I run out of time.

■ . DSD in .Saudi Arabia . ' ' ‘ '

I've been here a month and a half how and, as far as I can tell, DS:D is 
exclusively played by the Americans I'm here with, I'm sure some of the'oil field 
workers play too, but they're too far av;ay. I haven't, played any yet, but some of 
the AWA,GS people here do. On occasion I've borrov/ed some of the books from a guy , 
to write up scenarios to use later, so my time wasn't wasted here doing pothihg. I 
would've brought my, own books, but a month before I came here I lent my FF tome and 
MM vol II (autographed by EGG, Frank Montzeh and Kim Eastland— grumble, grumble, 
GRUMBLE) to a friend, but he left for an extended tour to Greece and (ahem) 
accidentally took them with him. I may not see. them again unless he mails them , 
back. It seems as though my equipment does more travelling than I do!

As for the .Saudfs playing D&D, I believe they would be rather good at it 
since their country is, largely medieval, but selling it here may be tough. I don't 
know any Moslems that play, but I assume it's not against their religion. Some of 
them may react like our more orthodox Christians tov/ards concepts like spells and 
devils, but they may be in the minority.

The culture here is very interesting, to say the least. I see some of the 
features of fantasy villages and towns right here every day, and I'm keeping my 
eyes and ears,open. I've bought tv/o of their distinctive headdresses so far (one 
is red and white, the most common here; the other is black and white, commonly worn 
by the PLO— and there's a lot of them in tovm too!). And I'm gathering carpets, 
jewelry and perfume, which is very cheap here. (Prerecorded cassettes of the 
latest music can be bought for 5C' cents each, but I believe they violate our 
copyright laws.)

On the job here, I've gotten some outstandingly detailed maps of the area.
So armed with those and the things I'm learning here, I should be able to get some 
outstanding desert adventures and scenarios together for the myriad RPs I play..

Unless think of something else to type (I usually do that too late), the 
rest of this zine.shpuld.be cojnments on A6E //102. I really wish I weren't so busy 
so I cquid type rapre often like in my earlier days, but'my job (defending democ
racy, etc.) is morq important. But if I can spare a few hours every now and then,
you'll never see the end of me. ONWARD! ...'' '
4. March 84.: COMMENTS ON A&E #102 from Sheikh Vincent of Arabia

CA 22.6% UK 21.3% DC 10.3% ICELAND(!) 8.0%
No coup this month; it, seems as though CA and the UK are always jockeying for the 
#1 spot. It is interesting to note, however, the surprise solo coup attempt by LJP 

on behalf of Iceland. Even though he came in a respectable fourth, he 
deserves a bow for the effort. (But I vrin first place for .the most isolated.)



SCOT FRITZ; VJhatever happened to you all of a sudden?

LAURENCE GILLESPIE; I Icnov/ how you feel at being a FRP missionary.//The New 
Mexico school district may have banned D£D due to alleged teachings of rape, 
muhder, gambling, lying, etc., but vfhat did it propose to do about the real world 
where such things are everyday occurrences? Ban the whole v/orld? Shelter the kids 
from impure influence (i.e. themselves, the parents, the nightly news, etc.)? It 
seems as though some people never grovr up and get in touch v/ith reality.

ROB HEINSOO; You'd be amazed at hov/ close your CoC ritual is to an actual 
occult ritual. ' . .

JONATHAN AIRD; ‘Thanks for the zine reviev;. 
collecting some day soon.

I think I'll get back into

DOUGLAS LOSS; A D&D Players Union? Let's be serious for a moment,, (Or 
maybe you meant your open letter to be ironic.) The old way still works. If you 
don't like a DH's style, just find another. If any of my players vjere to call a 
strike, I'd just find others. I guess I'm just anti-union. Just tell Rurik
the ^Rejistless to do what I do on occasion; play AD&D solo. Is there a better way 
to practice being a DM and a player at the same time? . r

MARTIN ELLISON; Gautama Buddha? I'll look that one up, I haven't gotten 
the Hythos article typed up yet. If I find him. I'll include him but I ^on't-.want 
to include anything without at least one published reference. [Gautams is the ,,, 
Indian king-turned-philosopher who became Enlightened and founded Buddhism.— LG]

SCOTT BAUER: Interesting data bn computers (pun intended), but before I lay
out the money for one I'd like to find something as inexpensive as a Commodore 6/. 
(i.e. under $500) with a dual disk drive,of 1Mb or more. I worked on a GMing 
program on a friend's computer once, using most of the tables in ,the back of the,
DHG (and it would've been *HUGE* if I'd finished-it, controlling thipgs like . 
I'/ilderness and dungeon mapping, encounters (monsters, tricks, traps, etc.), and 
combat, all with reasonable detail). I'd like to try it again someday. ,, ,,

URGENT! URGENT! Is anyone out there going to GenCon this August? -I won't 
be able to make it, and-I hear the nen PHB is' coming out there as î ell. as some RPGA 
goodies. Please vn’ite ASAP to my Oklahoma address as seen in A&E /̂ lOQ. Thank you.

That's all this issue. Shabat shalom! . ;
§§§§§§§§§§§§§§§§§§§§§§§§§§§P§§§§§§§§§§§§§§§§§§§§§§;§§§§§§§§§§§§§§§§§§.§§§§§§§§§§§§H

• f • ■ ■ ■
BOOK REVIEW by Robert J. Clifford . , ' ,

For those'interested in a rip-roaring adventure' set in the Middle Ages,, ,I 
heartly recommend THE IHilTE COMPANY by Sir Arthur Conan Doyle. I.read this , 
immediately after A DISTANT MIRROR. It gives a very good representation of hoî  the 
common people felt in the area. And what can you say against a story v;ith a 
defrOcked monk, a professional soldier, and an impoverished, monastery-raised noble 
set on the road of'adventure. There's even,a touch of the supernatural tossed in.

The story reads'as though it could be a campaign vrrite up. It has some 
characters that beg to be stolen, and used as NPCs in your own adventures. It,is 
definitely a good source of scenario ideas as well as colorful incidents that can. 
be used as rumors or barroom stories. And no one can accused Doyle of being a poor 
story teller. I am now combing the libraries of the Mountain State ..for other books 
by Doyle set in this period v;ithout success (so far). I am ashamed to admit I had 
not previously been aware of this book.
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COMMENTS ON #103 .

JOHN SAPIENZAs Erin ^  a systeir. with skill advancement. The %s given are
Starting %. Sorry I didn't make that clear. I have previously responded to the
idea that one second = a combat roand.//Under the system I proposed, yes, Great- ,
swords and Greataxes would be +4,/2B6/Best; 10 sec; and yes, that would not be
realistic. I have changed the system slightly, using A&Eers' comments (both in 
person and in print). The feedback has helped me solidify several aspects of the 
game.//Incidentally, note that Erin has a STRUCTURE, so it was easy for you to 
extrapolate extensions bo the system.

NICK LARTER; I am surprised, shocked, overwhelmed and pleased at the 
reception you gave my Roundless article in #99.//I have included the updated 
version, incorporating further ideas on the subject.//please feel free to present 
stats for Erin, based oh contemporary weapohs. , . i :

VINCE FOSTER: Yes, I agree that DEX affects an action's speed. Thus
(STR%+DEX%)/2 = Weapon %. In Erin, Weapon % determines the weapon's speed.//Thanks 
for the feedback on my system.//Your note on Punching speed is v/ell taken. Best 
Speed on a Punch is now 1 sec. (A tolerable compromise?)

DAVID R. DUNHAM: ^  bow data is not wrong. I have no bow data, as bows were
not in use in Ireland (except for the Daoine Sidhe, "Thee-na=shee," the 
Fairies/Elves). The weapons chart with bows w^s SCOT FRITZ'S— and listed as .
belonging to him.//Your bow information is correct. X-bows are simpler to operate 
than others. I do not know why SCOT has them as more difficult. SCOT?

DAVID FLINs #100's bacover reminds me of a drawing that includes a flying 
ship! (Funny— The Artist) Glad you liked the cover (a Martian front cover!)

DAVID UNION: RIGHT ON ALL COMMENTS. THANKS FOR THE FEEDBACK.
STEVE GILHAM: Que? Inspiration? Did I say something I don't know about?

By the way, my last name is WIXTED, not Wixtead. Thanks.//My system still does not 
allow for martial artists killing three men in 0.9 seconds. But then the martial 
arts were not available in Ireland in the dark ages. I do not claim the perfect 
system, nor did I intend for this to be one. I designed a system I like. The 
system is not Loa, and therefore is not universal.

LEE: Help! If a human character, Mr. Joe Average, wants to learn a martial
arts-type Movement attack, how many attacks can he make in one Round (12 seconds)? 
What is it based on in LoA?//if Ed Excellent has MIRACLE as his highest Rating and 
chooses not to be a priest, what happens to MIR? The rules don't seem to mention 
thatj it only says that MIR must be the highest or zero.//[LoA MOV Attack Speed 
depends on body part weight (Kick = Heavy, Punch = Light; see 9.4-)• Joe can do one 
MOV Attack/phase (six per round)...at 5 Energy Pts per Kick or 1 EP per Punch. Or 
Joe can do multiple Attacks/phase (as Simultaneous Skills; see 15.5) at -5%, -20% 
and -35% respectively— and get even more tired.// Ed's MIR stays his highest Rating 
until another passes it; then it falls to 0%, v;hether he's a priest or not.— LG]

PAUL WATERS: I am not particularly concerned with types of attacks (chop
ping, thrusts); I am more concerned with the illusion of combat than the actual 
gritty reality. If I wanted realism, I'd sign up v.'ith the Armed Forces and meet 
exciting unusual people and kill them. Legal murder does not excite me, thank you. 
I play FRPs to get out of my system those aggressive aspects of my personality that 
are socially trained into all males as "acceptable, proper" ways of life. (Why can 
you go into a toy store and see replicas of items designed to murder people? We 
tell people that it is okay to kill.)



FRPe have stressed coubat for mucLi too long. It is time to get into other, 
better aspects of the game, and tone down the combats. War will,be/around, for■a., ; 
long-time. FR]?S; are : great for interest;,, and, I like a good fightias much as the. :■ 
next player (as I, eagerly present another combat system belov;)., but we don't have . 
to kill, "To wish for victory in war is to wish rhe other side death."

The possibilities of FRP in attitude-shifting and history teaching are 
amazing. The possibilities are awesome,’ learning that talking is better than 
fighting, learning that blacks andr.homosexuals are just like everyone else, 
learning what life. v;as like lo, those man„ years ago. Roleplaying can expand to 
different, situations. There is a game .oiit that deals with ,roleplaying different ■ ,i 
contemporary scenarios as a parlcxy .game. The game jitself ,is, a deck of=;Cards. Tv/p 
people pick, with items like ."You ,are a teacher who. just found -out your student is ■ 
lying to you" or "Try to.,sell a;vacuum clear to a "hQuaexi/ife," Jlyen though; the 
game, is stereotyped, it,-.seem® to b.e,ifun,.; ., - . : . : . , -

PAUL, the preceding tirade was not di;rected at you per se. Please ignore 
your name at the head of it. Thanks., (The man has finally flipped o.utl?,: .
Morality? In FRPs?; Ron't be absurdl?) I'Jhat I think I was trying to say to you is . , 
that‘I don't want ,to know that "half my:-intestines are spilling out, the gash in my ,, 
stomach; my liver is nov; vying for space near my rectum," I am more than content ; 
with "a wicked slash to the stomach; take 4. STA points." ,

THE MODIFIED FRIN SYSTEi'̂ I
Melee Stress ■ ..T . • •. Best . Speed SPEED.OF WEAPON IS BASED
Weapon .H Points .Damage , Speed Penalty ON SKILL IN THAT WEAPON
Grapple . - '., varies 1. - (Plus any Speed Penalty)
Dirk . k DA ... - Skill % Speed in Sec,
Garrote . , .; 1. D5 ..-2, ..- +1 01-19% 6 , .
QStaff (2H) , 6 D5 2 ,! .... +1 20-39% 5 ,
Club , :. 6 D6+1 ■ 3.. , +2 kO-59% k .
Handaxe . - . 6 D6+1 3 . ■ ...; +2 . 60-79% 3 •
Shortsword 6 D6+1 . .:3 / +2 80-99% 2
Spear 3: D6+1 3 .. • ,+2 100%+ . 1
Battleaxe (2H) 8 2D6 ' k +3
Longsword (2H) 8 2D6 ,A +3;
Sling (2H to load) 1 D6 ■ 3 . +2

DEFENSE with the Erin system is either Parry or Dodge, taking one second
each. While small weapons are faster to interpose, longer weapons haven't so far
to move.

• If, two skills are used at once, both are halved, So if a character both
Attacks and Dodges, both Skill %s are halved. There are three basic ways of ,,
combat! 1) All Out Defense by parry or dodge; ,2) All Out Attack, using full Attack 
% with no attempt to parry or dodge; and 3) (the most used) Attack whpn you can and 
Dodge or Parry when needed, I realize that parrying should, prevent,.the, Attack, but 
I prefer halving Attack as it can fall under the rule for using two skills at once. 
Note that any two skills used at once are halved, not just combat skills. . .,

OPTION You can take twice normal speed with your skill at,the regular %, or .you 
can split the penalty at 75%/25% depending upon v/hat skill you want to emphasize.

MAGIC AND THE DRUIDS m m  M t

The following is an excerpt from the forthcoming ERIN game,., .Those v;ho took;., 
advantage■of my. offer for parts of the game can just take this section out of.A&Rj, 
and use it in your campaign. This section, deals with ERIN's magic system and.is. p, 
(c) Martin Wixted, 198k, The second half will appear in a future issue, ■ , ,,,
delineating the individual virtues (mostly standard-type spells)i ‘



DRUID lillTIATIOi;' RITES .

After the Triennia.l Feis in i/hich candidates are chosen for acceptance into 
the Druid faith, each candidate is indoctrinated individually, one at the beginning 
of each month a The order of the initiations is random.

On a specific night, the initiate proceeds to e. select glen on Tara Hill and 
waits for the Druid processional. A quiet group of Druids will enter the grove. 
There will be three Druids acting as guards and also the Revealer of the Dccrets,
the Raster hard, and the Chief ’Uld. The Revealer will ask the initiate, if he or
she is prepared for the test, for the attempt to gain favor with the mother i_oddess 
and to be elevated above normal nen into the spiritual favor of the Goddess.

The initiate will tiien remove all clothing and receive a tricolor robe o:: 
blue, green anc> white, open doim the front to symbolize extreme poverty and v;ill- 
ingness to hide nothing from the Goddess. The Revealer v/ill crov/n the initiate 
vdth an ivy ufreatli and administer .an oath not to reveal the mysteries , that are 
about to be shovrn.

The initiate x/ill then be instructed to pass through the Tolrnen (a holed 
stone) as an act of ritual purification and preparation for rebirth into a ne\i 
life, in preparation for great and important truths.

The Revealer then requires the initiate to take another oath not to reveal 
any secrets of the Druids under pain of death. The Revealer then places a cold, 
gold adder's egg in the initiate's hands. The initiate must go into the Dolmen (a 
tomb) for three days and nights, to discover the mysteries of the Goddess, to find 
the faith and strength vrithin him or herself, to use the Adder's Egg as the judge 
of success in finding these truths. .

The Revealer says, "If you discover the mother Goddess, you v/ill. Icnov/ it. 
lou are not permitted any sustenance except for the faith and guidance offered by 
the Goddess. You are not to exit the Dolmen until called forth, back into the land 
of the living. You are to speak to no one." .

The Revealer v/ill ask if the initiate is ready. Then the Raster Bard v/ill 
ask if the initiate is ready. Finally, the Chief Druid v/ill ask if the initiate is 
ready. The initiate v/ill be led to the Dolmen and left inside. The Druids v/ill 
leave. The Dolmen is on Druid hallov/ed ground and v/ill not be disturbed. _

IHSIDE THE DOLREN
There is a stone shelf for reclining, along a side v/all, av/ay from the open 

doorway. There is an air' hole in the ceiling. There is a dirt floor--and cold 
stone walls. Here the initiate v/aits for three days and nights, conscious of the. 
Adder Egg placed in his or her possession. .

The lack of food and. Vvater and the silence of the Dolmen enable the initiate 
to gather inside him or herself; to explore unknov/n aspects and to push,past many 
self-imposed limits. There, the great transformation may happen. The Mother . 
Goddess may enter into the candidate's spirit— or the candidate v/ill be shtuined, . 
unv/anted by the Goddess. . .
-.. The Rechanlcs '

The character has three tries to make a ilIL% saving roll to s.vicceed (there 
being three days of the ritual). If all three rolls fail, the iiother Goddess has 
not chosen the candidate. lie or she v/ill be asked to return the egg upon exiting 
the chamber, given his or her ov/n clothes again— and then must leave. There is no . 
shame in the refusal, only despair at not being one of the chosen,. There is no . 
second chance. The Goddess has refused you.

THE THIRD DAY '
Sometime before dav/n, the procession v/ill return to the Dolmen and.call forth 

the initiate. Should the initiate has succeeded, it v/ill be evident. (The 
person's attitude alone v/ill shov'/ the ansv/er the Goddess gave.) The candidate v/ill 
then be asked if he or she kept all the cor.mandmer.ts as directed. If the initiate 
kept them, the processional v/ill proceed av/a‘‘ from the Dolmen, the ritual finished.



The Mechanics; The Revealer of Secrets has Deteco Lie 200%, so lying will 
not help the candidate. If the candidate has spoken to anyone, eaten, or drunk 
any thingthe Revealer will proceed'to'the Temple at Tara. A ceremony will ..
commence, ending in the Keeper of Secrets putting the initiate to death. ; '

THE VERIFICATION ;
' The initiate will be blindfolded and directed along, towards a small lake to 

one side of the Tarahonge. ' The initiate is then forced along a narrow path caused 
by twelve-Druids who stop him or her— and then throw him or her into the lake.
This ceremony is accompanied by chants, hollers, '*dog liarking," horn blowing, 
cries, and thunder. The initiate may then take off the blindfold and is directed 
back to shore. ■

• At^the point the sun begins to come up, and the rays will bathe the initiate 
walkings into the sunrise. Upon regaining land, the initiate will be greeted with a 
ring of wood, blazing away. The initiate will be directed to take the final step 
and walk through the fire. Once all this has been done, the procession will turn 
towards the Temple and lead the candidate into it. ,

The Mechanics; The water will keep the candidate wet, to protect him or her 
when walking through the fire. The noises are made by the Druids, to intimidate 
and distract the candidate.

j - ' ' ■ ■ ' ' ' ' '

THE INVESTITURE .
In the Temple sits the Arch Druid and the other members of the Inner Circle. 

The Arch Druid will tell the candidate that he or she has successfully completed" 1 
the rites of passage and is now worthy to be called an Initiate,

The Arch Druid w ill  explain that the h a ll o f Druids was 'the p er ils  and 
temptations o f  e v il  a f f l i c t io n s ,  that the immersion o f  water symbolized the water 
that encircled  the Earth. As Hu (or Ceridvren), the candidate came forth  from that 
flood a new person. The trial by fire symbolized the fire that is to encircle the 
earth; as in the trial by water, the candidate has passed through it and gone on,

A'teacher has been chosen for the candidate and will now be presented. They 
will be told to prepare for learning from each other, dnd the -Arch Druid will 
Instruct them to retire to the forest to study, to condition their bodies and 
minds, to learn to use the gift of the Goddess; the Dreams'tone.

The Mechanics ''
The Arch Druid sel^pts the teacher; it will always be a same-sex sitpatipn.
The initiate spends the next game year in training. If the character ma’jies 

the appropriate Saving Roll, that ability is +1 (and +5%, so that: IJIl 10/^0% goes 
to 11/55%). The Saving Rolls are:. WIL%, STR%, AGI%, STA%, APP% (the persqn has a 
greater air of authority and power)', and V0I% (the person will be trained to sing).

‘The follov/i'ng Skidds will be .added to the character's skills; Advanced . 
Numbers (INT%), Law.(lNT%),, Pdss without Trace (WIL%); Sling (STR%/DEX%), Quarter- 
staff Attack' (STR%/DEX%), Quarterstaff'Defense (^STR%/DEX%); and any four Herbal 
Skills (INT%/WIL%). (If the character already has one of these skills, the ne\i 
skill level is (1.5 x Old Skill Level). The Quarterstaff and Sling are marks of 
the Druid; other weapons are not advocated. , , .

Most important and above all else, the initiate will be trained to use the 
Virtues that live in the Dreamstone. Known by non-Druids as Adder'p Eggs,' the 
Dreamstones are called Goddess Crystals by the Druids. There is a finite .npmber of 
these Crystals. The magic used to create them is no longer made available to the 
world by the Goddess. They are gifts of the Goddess and bestow magical abilities 
on their owner.

■ A Crystal contains the memories of all its past usage and enables the present 
wearer to use its knowledge as he or she sees fit. Crystals are knovm as ,
Dreamstones (especially by the Daoine Sidhe), for the memories of the stone ,
occasionally touch an ovmer's mind v/hen asleep. _



Each Crystal has D4.I-2 m a g ic a l abilities 
called Virtues (and determined secretly by the 
GM). Using a Crystal involves three types of 
actions; Binding, Tuning, and Aligning,

Binding the Crystals liJhen the initiate is 
in the Dolmen three days, the three wTL % rolls 
are attempts to attract the Goddess's attention. 
On success, the Crystal awakens and joins with 
the initiate, bonded for life. The initiate 
can use the awakened Virtues latent in the 
Crystal as long as in physical contact with it.

-X-i it * % * * % # # if it
« CRYSTALS .
* The size of an Adder'sj ;
 ̂Egg with properties depending 
upon their activity.

* Sleeping Crystal); Unbound 
^Like a very cold gold egg.
* Bound Crystal; like a warm 
*gold egg,
* Active Crystal:
* Crystal in use,
* and transparent.
* Dead Crystal; _
* color and very cold; icy and 
empty

: A Bound
It is warm

Smoky-grey

it it it i t *  it it it it it it it it it it if it it it *  it it it it *  it it i t *  it it it it

Tuning the Crystal; Once the initiate 
bonds with the Crystal, the character sees hov; 
many Virtues awaken. [The player should never 
know how many Virtues were asleep in the Crys- 
"tjUl. The GM should have the player roll 7 WIL% Saving Rolls (more than necessary 
so as not to reveal the number of Virtues), The GM will already have chosen or 
rolled the Crystal's Virtues— and will inform the player how many were awakened.]

For example5 Simon has binds a Crystal and rolls 7 WIL Saving Rolls, making 
all but the second. The GM has determined the Dreamstone has five Virtues. Simon 
has awakened all but the second ope (for which he failed his WIL% Saving Roll).

Aligning a Crystal . .
Virtues are magical spells, which are treated like any other skill. Each 

Virtue's skill level is (INT%+WIS%)/2 + 2D20%, This is the owner's ability to tune 
into the Crystal, Spell skills increase or decrease just like any other skill.

You use your WIL Rating (not iJIL%) when using the Virtues. You align an 
amount of your WIL to a Virtue. For each WIL point aligned to a Virtue, the Virtue 
effect will last 10 seconds with no attention from the caster, affecting one person 
or creature or thing (like a tree. An extra WIL point aligned to a Virtue can be 
used to increase duration by 10 seconds or to increase area of effect by one 
person/creature/thing. .

WIL can be aligned to different spells, A person with WIL 7 might align it 
as 3 to a Glamour spell, 2 to an Enchant spell, 1 to a Shield spell, and 1 not , 
aligned to a Virtue, Doing this does not expend WIL, but just directs it to do 
different tasks. After the spell is over, you are free to-use that WIL again.

Extending Duration :
The caster can extend one Virtue's duration merely by concentrating upon it. 

This concentration excludes anything else involving a lot of thinking/concentra- 
tion. Walking, eating, and talking are routine actions. Carrying on a length 
conversation, casting another speln, physical combat, or sleeping would break 
concentration and end the spell. When a spell ends (when the caster stops 
concentrating— for whatever reason), the WIL that has been aligned to it is 
exhausted, and the caster cannot use tha/t V/IL until after a full night's rest.

So if Simon with WIL 7 aligned 2 WIL pts to a Command spell and extending its 
duration past 20 seconds, he would have temporarily exhausted those 2 WIL pts. He 
would still be able to use his other 5 WIL as often as he wished, but would need a 
full night's sleep to regain the use of the 2 exhausted VJIL pts, ■

Magic Resistance; WIL not currently aligned to a spell nor exhausted is the 
only WIL available to the Druid to use as Magic Resistance. In the above example, 
Simon's MR would be determined by hi^premaining 5 WIL at $% x available WIL, which 
for him would be 5x5% = 25%.

continued in one page— at the end of FIGHTERS, MAGES & SAGES
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FIGHTERS, iiAGES & SAGES- ' ■
by Sean i-iclachlan, Glenwood La«, Katonah, HY 10536 
This is my :first zine, so T £,uess I'd better introduce myselfo I'm H  and play
AD&D, ;G1J and. TRAVELLER, 
enough reasono)

'I also like A&E, which is why I'm writing this. (Good

• •,iOO
■C0i#iENTS-0i'T A&E #98 :

DIElTs re Svrords S.Shops I. iiORES '
BAMBACHs Zeppelin's address \.i-as Laurence Gillespie; 

Halifax, Nova .Scotia:, Canada B3L 3G9. '
EVERYONE ELSE# RAEBilC

23 Robert Allen Dr,

COUMEHTS Oil A&E #100
GOLD; . Bacover arts Yay!
JONES (re Sevrer Sharks)? 

tried to eat me in my bath this morning. ' ■
I-IALLE (re limiting magic)? liagic's fine the vray it isi In FRPs, 

wouldn't be able to survive v/ithout magic and healing pov/fers. Besides; 
boring not to be able to shoot spells or find m&gic treasure.

ANYGNEs Heed a' PBZ player? ' ■' ' ‘

iir3ssy white pages? Booo! v. i-’. ■
I'n holding yob personally responsible fob vrhat

'humans . 
it would be

TRAINING COSTS IN AD&D  ̂ (All 
and Monks get free training, 
go on missions for the church 

ALL Classes?
Clerics ■ . -

. . : Druids ' w , : ■
, Fighters -I i. i
. Rangers . '
MU (or Illusionist)s 
Thief (or Assassin)? 

I'll finish this next, month.

the costs are supposed to be in Gold Pieces. PaladihS 
because they're supposed to do good for the i-rorld and 
or monastery.)
Learn nev; weapons 100 , -
LI-4 100/LVLs L5-8 2OO/LVL5 L9+ 400/LVL .
LI-2 100/LVL; L3-6 150/LVLj L7-8 250/LVLj L9+ 400/LVL 
Ll-8 IOO/LVL5 L9+ 500/LVL 
Ll-7 120/LVLj L8+ 500/LVL
LI-4 100/LVLr L5-8 I5O/LVL5 L9+ 300/LVL ; .
Ll-3 150/LVL? L4-9 200/LVLf'D10+ 300/LVL \
Till t h e n .. . .  - ' ' ■ ' ' ' '

§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§

Continued from THE DARK;AGES PAGES— by MartinHJixted

Countermagics A caster can cancel a spell presently in effect with a 
Counterspell. The success chance is (Skill in Virtue - 100%). Thus if Simon had 
Glamour Virtue 156%, he v/ould have a Counterspell chance of 56%. 'A- Counterspell 
only takes 1 NIL pt. Each Virtue requites its own Counterspell5 an Glamour . . 
Counterspell vron*t work on an Enchants' A Counterspell does hot exhaust the NIL pt| 
it can be reused and realigned. .

Spell Range and Casting Times The -range of any Virtue is line of sight. If 
a caster Can see something, he or she' can affect it. 'It takes about 5 seconds to;' 
cast a spell. It is cast verbally; the caster may just' whisper if desired. '

Fumbles; If the.caster rolls a Fumble, roll again.’ 01 means the Crystal has 
burned out and died. The caster must make a NIL% Saving Roll or reel from the 
shock and fall uncons-cipus for 5-60 minutes. In either case, the caster vfill 
become disoriented and feel pained and saddened.

:: - Possible Virtues ? There seems to'be a rhyme and reason to most Crystals.. ■ . 
They share many spells in common, and most seem to have 'the same Virtues. The, GM '' ' 
should roll or choose the number of Virtues in a Dreamstone before any character 
goes through the rites of Initiation, ,

End. Part 1; VJes; Thu Hal



ZINE WITH NO NAME ins Godzilla heets Dirty Harry

Dreams of Vishnu Reports February 27th _ . _
I have now reached the halfway point in the final typing into the silly 

computero I estimate eight more v/eekends to finish that, and two more weekends for 
the final picture pasting, last minute edit, rearranging, and all that bushwah. At 
the moment, I have a target date of May 26th (my birthday), and it looks as though 
I might make it«

To whet the appetites of those x/ho want more information on the thing, here s 
an abridged Table of Contents s ■

The Multiverse
Creation (expansion of A&E #84) .
The Fourteen Worlds . . _ \ nu•i•
Hunas (Huns), Yavannas (Greeks), Shakas (Chimerians, Scythians, etc«), Chi in

(Chinese), Aryans (East Indians),
The Four Goals of Human Lifes salvation, love, duty and wealth/fame/pox^er 
Castes^ Kshatrya warrior .code (see Abyss //23) • _
Hashaseen (assassins), Thuggee (human sacrificers), Dacoits (bandits). ^
The. Four Stages of Life (child, householder, student, retired, and mendi

cant) [Yes, I know those are 5 stages5 I can count that high even if I do use PI-3 
for estimates!). Vyasadev and Manu always refer to them as the U Stages, however. 
They also call Ribhu, Sanatana, Sanat, Sanaka and Sananda the Four Kumara Brothers. 

Women (I guarantee an insult a paragraph to woman libbers)
Manners, Customs, Dress; Food and Drink; Music, Poetry and Dance; Science 
Time; calendar, yugas (eras), history, holidays
Cities, .Villages, Housing, Extended Family; Government (and how to become it) 
Vedic Literature and Religion 
Attributes; Humours (see A&E yfSO); Skills
Money (yecch! vile stuff!); Salaries, Jobs; Taxes (even worse yecchy stxiff)
Experience \ v, +
Simple Combat; Advanced (or should I say "overly complicated"?) Combat 
Vlar; Four. Branches of the Army (Infantry, Cavalry, Elephants, Chariots; 

Medics, Engineers and Spies' Field 6 Siege Warfare
Healing , \ •e• X
The Eight Yogas; mantra (prayer), karma (good deeds), raja (sacrifice),^

hatha (body control), samkhya (medittion), jnana (study), bhakti (devotional
service), and wild (and it is too!).

Boons, Sidhis (spells. Blessings and Curses _ . . ,
Romance, love, marriage/married life, child bearing. (This section is longer 

than you think and covers not only wooing but also keeping the wife/wives happy 
till death, retirement or insanity do you part.)  ̂ ^

Reincarnation (also leaving the material world for the spiritual one).
Aging
Weather
Magic Items; Gems and Jewels and their origin ^
The Devas (demigods, saints, angels, see Abyss #21); Ashuras (anti-devas) 
Heroes, Villains, Sages and Weirdos (over 200 of these three last listings) 
Animals, Plants, Drugs, Poisons, Natural Events 
Other Intelligent Species 
Philosophy and Timing of Encounters^
Adventure Suggestions 1+
Sample Scenario (can be played with a group or solo (if solo, don t cheat;
A rather large and tedious dictionary of all the Sanskrit names and name 

parts I could find (500-700), so you can name your characters intelligently.



All in all, 4-35 pages of manuscript at last count. Since I keep adding 
details, short stories and other things that pop into my head, it could be even 
longer.

As is easily seen, a good 85% of the game has nothing to do with violence.
The combat system strongly resembles RuneQuest, but is based on an Action Poin̂ i 
system rather than Strike Ranks. About the only new thing in the combat is the 
Feint. This option causes the opponent to have to save on IQ or be out of position 
for a number of phases. Of course, if he isn't faked out....

The magic system will frustrate a few. Instead of instant power or spells, 
one has to practice the eight yogas above to gain the spells and power to cast 
them. You wanna throw a Fireball? Sure. Just meditate for six months....

I admit that 75% of the people who buy the game will drop the mechanics and 
use their own favorite system and use the scenarios and the vast information on the 
world and the things running about in it.

One quick word of semi-warning for those who don't get along well with 
Christianity (no, there are no Christians in the game): I have decided to hand
over all profits and proceeds from the game to support Christian missionaries in 
India. I won't be making a cent on this game. I figure that since I spent five 
years here preaching Hinduism, I might make up for it a bit by helping return the 
favor. So if you have any qualms about that, I thought I'd be polite and warn you.

BOOS AND HISSES, HUGS AND KISSES ON #103 '

NEIL FRASER: Fink! How dare you come up with such a good zine t i t l e  and not
let me have first use of it? Just for that, 
fjord through your living room!

I'm gonna have Slarty B artfarst dig a

JOHN T. SAPIENZA: Ouch! Okay, I admit I was a bit too sarcastic in ray
review; I even wrote Dave apologizing. However (sarcasm aside), I do think the 
reviev; was accurate.//Speaking of accuracy, don't forget that engineers built 
bridges, domes, arches and other round objects for’ millennia before Archimedes 
discovered PI=22/7. And even more bridges before 22/7 was settled as being 3.14 
for general use. And I can't recall any ancient engineer having any problems with 
his bridge or dome or arch staying up. In fact, most of the bridges I have seen 
were based on the oval rather than the circle, and the same goes for domes. And 
geodesic domes are based on hexagons.//Well, pass along my thanks to Jaffee for his 
swell analogy on the gem.

DAVE NALLE: A rebuttal: First, do you have a license to practice mind
reading at long distance? Didn't think so. Then perhaps I can supply some facts 
to replace your out of state telepathy.

I did indeed read all through the rules. (I had to, or how could I have 
found the faults?) I agree that I overdid the sarcasm, but I had no other reasons 
for disliking the game besides the ones I gave in the review.

Finally, I never stated that attributes should have nothing to do with 
skills. I stated that I thought that ESP and rationality had little to do with 
Sculpture. Your pointing out that Dexterity influences Typing hardly answers why 
those two attributes were chosen to affect Sculpture. Why not Dexterity or any 
Artistic type attribute, or good old Education or IQ? That is the problem. Not 
use of attributes, but rather the ones used. ,

Unlike you, I can't say how your playtest groups use the combat rules. I 
only saw the rules themselves. Thus I can't base a review on what somebody does 
with the rules three thousand miles away. I can only review the rules themselves.



Joy unbounded, a dole cheque. This means that I can afford...

I CHING, .YOU CLAUDIUS 6 7/8 ' ' ' / .
by the three-dot king, Harry Robertson of 193 Bruntsfield PI, Edinburgh, EH10 /̂ DQ, 
SCOTLAND Tel 031-229, 4.682 (if anyone r^eally wants to phone from abroad(!), look 
it up in the book),//My father has repossessed his typexv'riter, so this is being, 
typed with all possible thanks by Lee Gold.

Ah well; on v/ith tne show or some comments on 102...
(Mark 3s #1 is about a foot under tne crud on my desk and #2 was libelous; 
again, huh...) . .

try

FOSTER (Otyugh Obitua:fy'J. Yr magical languages? Latin— since it was the 
major medieval written language, surprisingly enough, there was a great deal of 
"magic” written in it. Have you considered Norse as well? As a sidetrack, a lot 
of the runes carved into various parts oi the vorld translate along the lines of 
"Harald Onetooth was here.*' 1‘Jhat's Assurian?//Like the offbeat weapons. The 
spraycan also makes a nifty flamethrower if you put a light to the spray. Roger 
Moore zaps a snake (?) doing this in one of the Bond films..

UNION; Astonishing layout,,.! I'm stunned.//Yr ct to VIEBB: This is pretty,
well what's happened to POW in Robert SAunders' VRQ. (I think we haven't met any 
magic yet .tp .test out part two of the theory.) , . ,

AIRD.; Welcome. Purely as a matter of interest, what's your full address-?
SADOYAMA: Bienvenu a L6S. (Well, Someone wanted a multilingual zine, I : '

forget who though...) . . ,
FOSTER.(otyugh Speaks); re yr ct to me; ■ Sh, you weren't supposed to notice. 

Seriously: indeed they are, and the rea,son is that the; rough notes were lying at . 
the back of my NPC folder for several years, and I plain forget where the original 
sourqe was. My apologies to Mike Ferguson for the unintended plagiarism.

L0SS(?); Yay for the ISPPIC. Chelsea (see Terra Ferreta 5 in 102) not only . 
wants to join,but is prepared.to give bomb-throwing seminars, for when the refs try 
to cart scab NPCs thru our democratically-elected lines.(as they will). Tues & 
Thurs,, 7 pm, her,placp; it's up to you to get to 1921-type Boston, however...

FORRESTER III; Dawntime looks interesting too. . .
HEIN; re ct, to SAUNDERS; Also the way he types it makes it damn difficult 

to read the zine in the typewriter, [ct from R. SAunders: Cheek! I ,can explain.]

LONG: ct to LEE; Blake's 7 was SF. Star Trek was sci-fi. That's my 
opinion....(Obligatory contentious, comment.) ■

Hmm, end of comments, RAEBNCs to everyone else. It was a good issue but I ..
couldn't find much to comment on. BILL KEYES was going to get a lengthy ct, but 
Lee said in 103 what I,was going ,to a helluva lot better than I could', so... ,

. . Let's see if IO3 is any better, shall vje. ,

LBOLT; ct to me; the titles are London's Underworld, Mayhew's London, and 
Mayhew's Characters; publisher; Spring Books, Spring PI, London NW5. They cost 21 
shillings each. I think they may be out,of print though....

HEYDT (ct to JAIffiS re his ct to DA SILVA); (stick with it); But round here , 
"Leslie" is masculine and "lesley" feminine. How about Divineperchildperchild- 
hilary? (As in Hilary Waugh)//Scenario Sources; Shakespeare's well worth digging,, 
into too. For instance, "Macbeth"— where the characters might be sent out to drag 
in the weird sisters to explain themselves further- or hired to make sure Fleance 
really is dead or join the rebellion or...etc. .

LARTER: Interesting and logical piece on firevendors. You seem to have this,
happy knack of making the unlikely plausible, . Stick with.it.//Are .you planning to 
explain Secretaries more fully sometime? They seem somewhat omnipresent in your 
world. .



WOOLLEY; Thanks fo r  the explanations. I think I fo llow  now. BUT yr aging 
(groans). Why does the player get to choose the ch a ra cteristic  that goes down? It 
seems a mite u n rea listic

SAPIENZA; ct to LEWIS; Misogyny? No, but there's an awful lot of MCPism 
over here unfortunately.

REDDEN; I actually  enjoy ro llin g  up Traveller characters and, i f  I'm bored. 
I ' l l  go o f f  and create a couple, so I 'v e  always got a handy p ile  o f  (N)PCs ju st 
ra rin ' to g o ...//M o re  on th is below.

FRASER; ct to BURT re ct to HEIN (confused.,,); 38% of the vote and two 
seats short of a majority? Luxury. You should try living here under dear old 
gerrymandering Maggie T and the archaic British voting system. Consider: Tories 
39% of the vote, overall majority of Well over 100 in 650 seat House; Lib/SDP 
Alliance 23% odd of the vote; about 20 seats. . <

Brief pause for a quote from SAunders' CoC game. ,
GM: There's a glowing blue rune oh the door.
Smart alec PC: If we go thru there, we'll be glowing blue ruins.' ■

Ah w ell, I thought i t  was fu n n y ....
Back to the comments....

FOSTER; Altered Images, new wave? Reacts as per "Cause Acute Pain" spell. 
They're as MOR as they come. Now for real new wave, try UK Decay, The Exploited 
Discharge, etc.

DUNHAM; SAunders' VRQ campaign doesn 't have Healing as a s p e ll , and people 
don' t  die in  vast numers as you p red ict. People tend ju st to get incapacitated, 
then carted o f f  to a Healer to be stitched  up. Something lik e  your "Death in RQ" 
is  a lso in operation which helps a b i t .  '

BROOKS; Re ct to ME; risky, risky, more than my job's worth, y'know.' Oh, 
all right then; just don't tell anyone who sent you.

SELF; Before anyone tells me, I know the American Revolution started in 
1776. My arithmetic just went a bit off-course for a second. [Flunk! 1776 was 
the Declaration of Independence. The Battle of Bunker's Hill (fought on Breed's
Hill) was in 1775, and the First Continental Congress in 1774.«— LG]

MONS JOHNSON: Wilkommen!//yr ct to MUROMCEW; Whilst I appreciate that
you're a squaddie, in my book anyone who uses phrases like "Nuke 'em till they 
glow" has me worried.

End comments. Skims back thru....Ah well, not much on RPGing in there^ What's 
wrong with me just now? (The fact that it's now 6:00 AM and I haven't slept for
about 30 hours has nothing to do with it, of course.,.)

Right on to JOHN REDDEN's League Cosmos Traveller character"generator. This brings 
the number of different systems I have to four. Basic Traveller. Year-Allocation: 
Books 4 6 Paranoia Press's "Scouts & Assassins" and "Merchants & Merchandise," 
and Trevor Graver's "Criminals" from VJD19 and Andy Slaik's Scout Expansion from 
TO20. And finally Robert McMahon's Merchant expansion from "Alien Star" 1. Throw' 
in John Conquest's Alternative system for the Navy and Marines (WD3l)*and John 
Redden's to make the fourth. Whew!

Let's create a Naval character from each system, using identical stats, and then 
create a random one and see how it goes. Ready? Here goes. Stats; STR 9> DEX S 
END 7, INT 8, EDU 10, SA 5. (Basic TRAV = BT, High Guard = AT, John Conquest's 
system = JC, and John Redden's = JR.) Much frantice dice rolling later, the 
results; ^

BT; a non-commissioned 30-year-old with Vac Suit 2 and Medic 2, a blade 
and 10 K Cr '

AT; a dead 25-year-old. First PO v/ith Computer, Carousing and two Gimnery 
Skills.



nnt ^ budding Captain Kirk with a chip on the shoulder, since he was hooted
Teach- Control and Computer at
1 each, and Technician (Engineering) and Medic at Lvl 0 each.

S . ‘5” and*®S'^o: "
would appear to have individual ideas on what being in the 

Navy entails, to judge from'the range of skills on show, but JC and JR ceftainlv 
em o give you a oetter idea of what a character is l:ke than the BT 

number-crunching exercise.

Okay, let's run thru a random characters 
First off the stab and assignation.
■ i . STR DEX

shall we? (Shut up, I'm going, to anyway),

BT
AT
JC
JR

9
9 -
'5
10

5
8
U
7

END INT ED SOG Stab
7 6 9 2 38
7 '9 • 9 5 X7
B' B ' 8 A A3
9 9 • 6 7 A8

All these marines! Honest, that'

Marine .
Marine (Draftee) 
Marine 
Nondescript

TRto^v,„ ■ + u ' ---  " just the way it came out. Already we see that
! T  u distinct advantage in number terms, and that the BT character

IS a ..back-street kid made good. On with the show.

But again the results were somewhatWell, everyone survived this time anvwav. 
different. w

BT-marine managed to get commissioned and in three terms picked up LVL 1 
 ̂ u  ̂ _®l®obronics and tactics as well as Improving DEX and STR by 1

mustering out, the marine was awarded membership of the Travellers 
Guild for no apparent reason, as well as a neat little gift of +2 to height.
Again,_there seems little beyond this other than as an exercise in number- •
crunchings the charact®r is given lttle"body" by the generation system. 
thP character comes over as a gung-ho John Wayne-type. In three terms,
and mPdiT cbt-rifle 2, fwd observer 2, zero-g cbt, wheeled vehicle,
baT and nb the recruiting posters (Recruiting 1) and MCG (and
barj and_MCVF. Oh, and a commission. For this the marine was rewarded with 
membership of■ Travellers' Guild and 12,000 Cr.
of 6 character also received a gratuity of 12,000. Cr and a pension

annum, for only two terms work as a platoon equipment officer with 
skills in Admin (2) and Mech (2), as well as three weapons skills.
OC+ character picked up a grand total of three skills and got

crook (computer, forgery and bribery) at age 28, 
although with_a_FOR of 12 the person might have some sort of magical cfree/ 
ahead— if training is available.

L ■ ■ ■

builTTTh JR both give the player a wide choice of skills, allowing one to
lid a character to one s own specifications far more easily than in AT, while BT 

can be pretty well*,Written off as useless. Whether this is a good thing is a

oonfu^S get

Anyway, till next time, "Keep watching the Skies." Bye,



NOTES FROM A BAD D.M. ,
by Brian Lane, 1550 S. Santa Fe Ave. #11, Vista, CA 92083
as typed by Lee Gold (thanks) . ■

A certain notorious rabbit from Monty Python started some speculation on how 
it obtained a set of "vorpal" teeth. Was the creature an illusion of incredible 
power, perhaps a mutation of the ever popular Thunder Bunnies from Arduin Grimoire?

We decided a much more subtle answer was more likely. The rabbit was nothing 
more than a fighter with a vorpal blade, who had been polymorphed into a fuzzy, 
cute "harmless" Wabbit. The reasoning was thus: our DMing group ruled that all 
possessions as well as the person victimized by a Polymorph were transformed 
(mainly to stop looting by other characters and to lessen the amount of magic 
temporarily available to the characters).

We reasoned that if an item was functioning at the time of transformation 
(such as armor), 'it could function in the new form. Further, if passive magic 
(meaning the beneficiary did not have to activate it) could; function, why not items 
that needed only mental commands? These would include any item that did not need 
to be physically manipulated: eyes of charming, many rings and amulets, and some 
miscellaneous magic items. We specifically excluded any magic item that was held 
unless it was in hand and activated, so the Dagger of Venom in its sheath would be 
unusable. r
. Realizing the immediate results might unbalance the various,campaigns if: 
applied freely, we decided to have each magic item save vs. Disintegration to. be 
allowed to function within these guidelines.

(I realize I haven’t mentioned the specific effects of, say, being turned 
into a dog whilst wearing +5 plate mail,' This was left up to the individual DM.j I 
allow the magical effect to survive the transformation, so that particular dog 
would be AC 7 + 5 (AC 2). This would be an easy way to make enchanted monsters and 
safely "store" magic items.) .

My favorite part of the system is that when a creature dies, the, form remains 
the same. I let the magic item be corrupted along with the corpse when putre
faction sets it. It's a great drain on character resources to haul a corpse back 
to town to have Dispell Magic cast on a monster that might have something useful 
incorporated into it.

This resulted in PCs casting Dispell Magic on new monsters during the first 
couple of rounds of melee. It worked quite well for the early encounters, but r 
after a few dispelled forms were worse than the polymorphed monster first met, 
their habit stopped abruptly. (Oh dear, the dog with Teeth of Wounding turned back 
into an Ogre Mage. Oh dear me.//He-he, he-he!) '

Note: for. those w'ho would quibble, an Ogre Mage may only polymorph to a
bipedal, humanoid form, so I rule that if polymorphed into something not covered by 
its own power, it’s stuck.) '

I like to encourage players to use standard spells in new or different ways. 
I've never been very good about coming up with new uses myself. The only one I've 
used in a new way was Purify Food and Drink. I was running a lizardman cleric at 
the time when one of the players had a favorite character killed. Well, the spell 
was available, and I was willing to risk the wrath of my ghod, so we have la 
Preserve Corpse aka Purify. . ,

For those who’ve been wondering, I am quite new to A6E, having seen only two 
issues. Undoubtedly, much of what I have to say has appeared in earlier issues. 
Nonetheless, I will continue to inflict my opinions and ideas on you hapless 
readers. (At least as long as Lee's patience lasts. A long, long time, I hope.)





From the Toumbes of Netherwhere, the clicking keys of one David Union, 
k Old English Road, Worcester, MA 01609; (617) 755-4-582; (c). Union 1984
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Hmmrain,.. .seem to have misplaced a month or so there (soi^where).

Back from Boskone, had a great time. Briefly met Lee arid a few others and decided
to go to Lunacon. Did manage to miss most of the scheduled events though. I think 
that I will begin with some"sparse notes on A&Es #100 & 101 and then see what 
begins to grow....Re A&E #100 <

RANDALL STUKEY; I like the idea of a COM attack, but in a player group where 
characters have an average COM of 22+ (in a total of three campaigns, about 22 
regular heroes (some alternates)), this might encourage COM wars. I myself cannot 
imagine a person with a 30+, and having a COM of 50 might present an interesting 
conceptual difficulty.

Some of the skills are a bit picky. Detective work does little enough as it 
is, and some of the skills listed are not worth points. And although a Seduction 
roll between two NPCs might be useful (I'd rather arbitrate), it is more fun to 
ROLE-PLAY the seduction and base the result on that. After all, it is a role
playing game, not a roll-playing game.

I too have concocted an "astral projection" power, but am not yet convinced 
that it is necessary. Judging by the comics, the source for the game, your cost is 
a bit high.//Note my comments on Familiars were written quite awhile before they 
saw print. Also, some of the powers you suggest have been accounted for in the 
modifications mentioned by Quentin Long.//Lastly, play-balance is the objective of 
the game designers, whereas "realism" is the objective of the GM. Properly run, 
money matters don't seem to hinder play. But despite all this, I really did like 
some of the ideas.

STEVE GILHAM: We once had a half-plant/half-person lycanthrope in a D&D
campaign. It ended shortly thereafter.

SCOT FRITZ & MARTIN WIXTED: Unfortunately, in much real fighting between two
swordsmen (or women), the direct attack is not too likely to succeed. The feint 
and riposte are more effective, and the attack time is pretty much different. Also, 
real time combat takes a lot longer to play than real-time, making it more 
complicated to match a magic system to it (a "close; to RT" system). Weapon.use 
decision should always come into play, bqt seldom does except in AD&D. I am 
working on this for DQ. ■ ' '

LEE; How about describing some of these plants?
MICHAEL JOHNSON; This may sound somewhat uninformed, but could you sum up 

your intended game, "Dream of Vishnu" in a lion or two?
ROB ELLWOOD; A DIFFERENT world,....Interesting.

NIALL SHAPERO: Although I cannot say I really liked OTHER SUNS (see below),
there is a lot of good source material in it for use in SF rolegaming, and your 
material in #100 is a good example. My main qualms with the system are; 1) It 
seemed to have no underlying principle from which not-covered decisions could be 
made (non-arbitrarily). 2) It seemed to try to make sure that VJill figured into
just about every calculation wrt PC generation. 3) Although I can see where some 
of the numbers came from, they are not neat. It seems as if you found a number 
range you wanted and then constructed some combination to generate it. 4) Somewhat 
silly fumble chart (p 16). But I do really like the alien races, backgrounds, etc.

GENERAL; Greatly enjoyed issue, especially the fiction, and the cover was 
fantastic.

"One became great by expecting the impossible, another by expecting the eternal; 
but he who expected the impossible became the greatest of all." - S. Kierkegaard
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The Why of It, part 3;
womanrvhrsLmS'coSorSteir/"'''^^ particular transcab was an elderly 
Several people qot on and latest best-sellers,
didn't know^anv^of them* intervening stops but Jim
by now she shoGld be home even i? she\ad"^nade'^a''f''^^^r'^ Jean's schedual;

noticing any duplicity.  ̂ guard would be his best chance of
-And ^hTs'^^s'lupSsS^^bi"" ^he transcab.connected with his of fice^^omnui’̂^ be muttered under his breath as he 
munber he was lookina for appartment
entered the appartmSt Suildina''''°J-t thesparsely trafficked road and
urity he vent^^up t r ? L  n f t r ? Io o r  ^ounS^^Sr"^ building sec-
rang the buzzer. He then  ̂ r ^  ^ correct appartment, and
the forth time the  ̂ moments and tried again. After
Jean's vSi^rLspond^^ door-intercom and L  heard

"O.K.7who is^U?" ^ i^oments of waiting the voice returned,
"Jim Alexander."
"Oh, Mr. Alexander. Come in.”

to organize^a^larae*^stack^oe^*^ ^ bathrobe near a desk apparently trying

the launch^^ame^'^Mr''^Alexander through some stress reports onme, Mr. Alexander. I was hoping to finish them by the



end of the week. And lUv sorry about the last set of reports. I
had just starred and I wasn't sure of the format..." Her voice trailedoff.

"That was one of the things I wanted to talk to you about. I 
realize you're new, and trying to make a good impression and all, but 
you were hired as an engineer, not a secretary. Just turn the reports 
over to the clerks."

"Yes Mr. Alexander." Jean responded in a subdued voice.
"And," Jim continued, "Jerry Coruthers should be writing those 

computer simulations himself. That's what we pay him for."
"Yes, Mr. Alexander."
"The other thing is more of 

a political matter. If anyone 
asks you, the official project 
stance on the Vega incidence is, 
and I quote, *We have no more in
formation about the matter, nor 
have we comitted ourselves to any 
opinion. And we are together on 
this.' unquote. This is a favor 
to Bob Sampson. That O.K. with 
you?"

"Yes Mr. Alexander." Jean had 
a slightly puzzled look on her 
face. She queried, "Does that 
mean that we ^  have more infor
mation on the Vega incident?"

Jim answered with flawless 
hesitancy. "Not.,.definitely.
Maybe if you come by my office 
tomorrow I can show you. It is a 
little hard to explain."

Jean stepped into the kitchenette, 
something to drink, Mr. Alexander?"

"No, it’s all right." Jim answered.

I» thi» wh»t" you look like when you wake up In the i-' 
Biomlng7 Are you fed up with tossing and turning all nlght7 
Then give up your old bed for the new EVEiSSUSEP*- Crthocoaeii 
Boiling-Hater Waterbed. Not only will you not feel J'f •• 
sleepy in the norning, but you will save on costly 4Jas 
heating bills. So call or write for full Information sot 
PANDEMOn t OM Inc., Microwave Division, 666 Abysal Road, Nsw 
■ftirk, m -  10019.

She asked, "Can I get you
I have to get going in a 

minute. But there are two more ’ 
things,"

Jean came back into the room 
and sat dmra with her drink, mo
tioning for Jim to sit down. "Oh?"

Jim said, "It has come to my 
attention that you have been working 
overall far too hard since you 
started. After the launch there 
will be precious little besides 
work, and I want everyone ready to 
handle the load. Once under way we 
won't be able to afford any nervous 
breakdowns." He went over toward 
the door.

"Excuse me, Mr. Alexander,"
Jean began, "but I thought you said 
that there were two things?"

"Oh, yes. Would you please 
call me Jim?"

— to be continued--



to go^on’̂ llvino  ̂ P° ’"V <5<3ath, you
to all but C-S!" ® P°""P “ P *=«Pter fate is unKno™-- Socrates
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FATE'S SILENT PARTNER!
"Pod away. Captain." said first leutenent and survey chief 

Sam Connors.
"Good;" Captain Simpson said, "then call me when the pod touches 

down. I’ll be in my cabin. This is the crew listing for the survey 
party. Have evei-yone on it suited and ready by touchdown." With 
that the Captain went to his cabin to rest. The crew was experienced 
and he was not worried that anything would go wrong with such a routine 
operation. And besides that there was little that could be done if 
anything went wrong; another pod would have to be sent down to the 
newly discovered world.

As the Captain slept his crew finished gathering all the infor
mation that they could from orbit. After correcting for an unexpected 
malfunction in the ship’s spectroscopic sensors the crew turned its 
attention to the remote controlled pod that contained the matter 
reciever. There was a lot of information that the pod could collect 
from its position in a relatively close orbit to the planet that had 
been christened Xenia.

The eight crew members that would comprise the survey party 
brought their gear to the disembarkation chamber and the ship’s 
navigator slaved the pod's controls to his console. The pod left 
its orbit and be<^an spiraling down. An hour later the pod’s rocket 
engine flared for final descent,

"Captain," the communications officer’s voice said over the 
intercom, "the pod is landing now."

The Captain responded, "Good. I’ll be at the disembarkation 
chamber in a few minutes. Pipe the video through the screen in there 
as usual,"



G.

The Captain got to the chamber just after the last of the survey 
party that was to go witn him to the planet’s surface. He flipped 
the videocom switch and asked the communications officer why there had
been no picture during the landing. ,"We got most of the instrumentals. Captain, but we had a little 
trouble with the pod's transmitter. Johnson thinks he|s got it fixed 
now. We should be getting a picture about— ah, there it is. That
O.K., Captain?" , .The Captain thought for a minute and nodded, then said, "As long 
as you have a fondness for barren wasteland. I'll suit up now; have 
Sam give me a rundown as soon as possible."The party got suited up and gathered the needed exploration 
equiptment. One of the ship's engineers manned the matter transmission 
unit's controls. Through the radios in their space suits the survey
chief filled them in. ."...and the radiation levels are acceptable. The test insects 
and animals on the pod seem all right. There don’t seem to be any 
motile threats and the pod's matter reciever tested out O.K. with 
both the mice and the survey drone- So you're all set." ^

"Then here we go again." said the Captain. "I'll go first."
One by one the party was transmitted to the pod. Each left the 

pod quickly to hasten the arrival of the others. Kim Langly, the_ 
party's biologist, got out her bacterial samples to run atmospheric 
tests. An extensive array of equiptment was brought into play as the 
planet was analyzed. As new machinery was transmitted to the party 
via the pod the party formed detailed descriptions of theplanet's 
magnetic field, its atmosphere, its geothermal structure,'^ven its age
and geologic history. .Four hours later Sam’s voice once again came through all their 
radios simultaneously. "That’s it then. All evidence indicates that the 
air is breathable, if a little thin. At one time or another there must
have been life here. Captain?" .The Captain replied, "I think that we'll stay in suits a little 
longer. Then you can keep us informed of anything that happens with 
the test animals. And we can begin to explore."

The party assembled the rover that had been sent down in several 
pieces. They boarded and began trageling in a random direction.
Some time later they came to a series of caves.

The Captain asked, "What do think, Mike?"
The Geologist Michael Franklin said, "Pretty typical. Regular— " 
"Hey, look over therel" Bob Fine, the senior chemist, yelled 

and pointed off to the right of the rover.
"Well," Kim started, "I'll be— there is life here.” She had 

turned at the shout just in time to see the small creature run into 
the nearest cave.
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"Then tnat cave," said the geologist, "is definitely warranting of our 
attentiono"

The Captain turned the rover toward the cave and increased speed a little. 
When he got to the cave entrance, he stopped and ran an equipment check. Then he 
took one of the lasers out from the compartment under the seat. He turned the 
lights on and starred up the rover, asknng, "Is everyone all set?"

He rounded a corner as the murmur of approval came over his suit radio. And 
then stopped the rover short. He ca.̂ .led up to the distantly orbiting ship, "Sam, 
are you getting this?"

, '‘We have you on audio, 
Net much at ail„ in fact,

Sam answered 
see any details, 
interfering with the transmission, 
going if it's interesting,"

But vre

tut the visual is scratchy. We can't 
That cave must have some rock that is 

11 get to see the recording later. Keep

The Captain and the biologist went ovei' to examine some of the artifacts.

The voice of the ET expert came over the radio. "Primitive, maybe a trilat
erally symmetrical race. That digging over there was probably either some storage 
area or maybe a sleeping area..,. .If they slept, that is. But the state of preser
vation of these artifacts is excellent. And those bone-like structures! Although 
most have become dust, we may still be able to reconstruct one complete being."

"I admit," the Captain said, "that this does seem to be the find of the 
century. But can anyone tell me what the chances are that any of these creatures 
or their descendants are alive now?"

The chemist said, "Minimal, Captain. 1 think Kim would agree that the 
overall barrenness argues against it. But it would be much easier to analyze this 
stuff if we could take these damn suits off."

"In the absence of any reason not to— why not," the Captain agreed.

The party got some equipment out of the rover and then took off their suits. 
Then the Captain spotted the creature he had seen earlier at Bob's exclamation. He 
fired the laser, but it jumped into a passageway. "My aim must be off," he said. 
"So much for collecting specimens."

"Over here!" called Kim. The Captain went over to see the fungus-like plant 
that the biologist was referring to. When Kim went to touch the plant, it 
disappeared. Both were puzzled.

Then, before anything could be said, the Captain saw another of the 
creatures, drevi his weapon and fired. He should have hit the creature dead center, 
but instead it disappeared.

At the same time, Mike said, "Captain, there's something wrong here. I just
went to pick up one of those stone tools, and it disappeared. 
Mike went to lean against a stalagmite-like rock— and fell.

I don't get it."

By that time, the whole party had realized that something was wrong. 
They went over the artifacts and triea to find something that did not



disappear, Thê '' tried to find something that vas real.
The Captain shouted, "let's get bacK to the rover I" He looked : 

around. Through darkening vxsion he saw the others turn and fall one by one before they could movev
"Instrument malfuctioh, Leutenent Connors. They never had a 

chance." Johnson turned slowly. "They died in seconds."
*  *  *  *

Gears turned and current flowed through its circuits. The machine 
scanned outward from the molten rock at the barren, airless wasteland.., and chuckled.

THE STAR CONQUERORS:
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THOUGHT FOR THE MONTHi It is quite possible that the insects have
' ! beaten man to every invention that man claims:

as his own.
COMMENTS #101;
JENNIFER GOLDFINCH! I liked your poetry. "The Song of the Ages" might 
be nice if set to music. If I come up with anything I'll let you know. JOHN SAPIENZA: Bravo— 100?& (TGD#55) J >
WAYNE SHAW! (re ct to Goldberg); I have always felt that less rules work 
fine for an experienced GM, but poorly for the inexperienced onh. On that 
basis, a beginner's group .would do better with a fairly stiuctured game 
like Champions or i>uperworld, while an experienced group might prefer the



flexibility of Vfi,V.
(Re end comments): Generally I have abandoned campaigns when the
player group restructures (severe change in regular attendance).
LAURENCE GILLESPIE; I have been told by several store o\mers that they 
prefer boxed games over bagged because they are harder to steal (to con
ceal)
GEORGE PHILLIES: I was told that you were in MITSFSj that true? As
always, great story segment...
ON DRAGONQUEST;

Having been practicing sword-play lately (not the SCA type, where 
they use all weapons like clubs) I find that the better swordsperson 
is MUCH better defended. The key factor is that s/he will .have a real , 
good chance to parry any incoming attack. So I propose to add the 
following:

4% for large light weapons
3% for med light weapon,or med weight weapons 
2% for heavy weapons 
1% for real small weapons

to DEF where applicable, i.e. in weapon v.s. weapon combat. Bludgeoing 
weapons go down one catagory, A light weapon v.s. a heavy weapon has. 
a decent chance to break if the added def is used,, maybe +12% (87-99). 
These numbers seem to be pretty much m i n i m u m s . , They are PER RANK, but ' 
still might have to be doubled to achieve realism'. ■

The knockout rule (16.5-New 2nd Ed.) seems a bit extreem. I think 
the simplest way to deal with it is just to give a save of 3*WP+current 
fatigue. Or maybe WP+END+PC Difference (to reflect reaction time as 
part of skill, as evidenced by IV calculation). . Any ideas?

Disarm system is similiarly arbitrary as it does not happen all 
that' often in, anything I have watched (of fencing). Either this should 
be reduced to something like (SC-20°o-4?6*Rank Difference) *15% or just 
give a save of either 3C (and must execute a pass action) or some mult
iple of MD (and can act as normal). Comments by any DQ people out there 
would be appreciated.
' GENERAL QUESTION: A

co-conspirator and I are 
interested in publishing 
a Champions scenario... 
What steps are taken to 
make the attempt? 
b e w a r e  : Next issue of Sf.S
will have the beginning 
pages of a comic book.
If you h a v e n ’t noticed .,1 

$ and time are sending 
this bi-monthly. I hope 
to catch up on comments 
next issue (visions of 
Atlantis rising from the 
ocean, Jesus Christ ret
urning, and Ms Mystic #3 
coming out pass before 
my m i n d ... ). ^
Until next time, ^

Ayu-Bowan 
David Union

(Material (C' 1984 David
Union)



FILLER PRINCE MUMBLES
by Mark Goldberg, 6910 N. Sheridan Rd. ?a301 , Chicago, IL 60626

A&E #100
STEVE GILHAMs Literacy was seldom better than 10% of adult population until 

the printing press spread into Germany. Obviously a minority v;ould have the time, 
talent and temperament to be a spcllcasters— and these would be almost exclusively 
of the Nobility and/or Priesthood, complete with appropriate attitudes/prejudices 
— especially the opinion (held both east and west) that handling money or practis
ing a "trade" V7-as socially undesirable. Nor would 1 in 300 (or more) mages erase 
the vast ignorance and caused plague and famine to decimate the peasantry. If 
mages engage in vendettas and must have quiet, isolation/meditation to function 
(all limited by a political/religious/educational position), I agree a society 
won't be "classically Feudal," but it wouldn't have to be "technomagic" advanced.// 
The local TRAV'puter explanation was that digital systems are destroyed by a jump- 
drive field so (except for certain high tech systems that produce in-solar-system- 
use digitals), everyone uses Analog'puters— and thus a lot of human crews too.

FRITZ & WIXTED; TSR's AD&D "Weapon Speed Factors" have little basis in 
reality, and some of your speeds obviously reflect lack of weapon-skill. As one 
trains and practices, not only does one use a weapon more efficiently (more speed 
and damage) but also with better control to both hit a vulnerable foe location or 
even deflect a foe's attack.

A&E #101 (more comments)
a particularly superb issue for fiction/writeups^ take bows, everyone.

HEIN & MURRAY; Impressive skill list. Ambush is dictated by the terrain and 
the last skilled skulker. Several types of cooking: in a manor, farmhouse or camp
— and for varied numbers. (Feeding a hundred takes a lot of organization!) Many 
of these skills were only taught to offspring as apprentices 5 feiif were taught 
formally but usually in bits and pieces mixed in with other types.

WES IVES; Thrice welcome back. Stick around| we need you too.//"Revised 
D&D" is a step in the proper direction. It also doesn't pretend (a la AD&D) to 
cover everything. Usually a player's only protection vs the all too common Killer 
DM'is his "Not Cheating" (i.e. playing by the rules). BUSHIDO is pretty usable, 
but CAR VJARS is the only easy-to-learn, easy-to-play sorta-FRPG you might be able 
to use as is. (It's also fairly easy to connect with TRAVELLER).//Hmm, if magic by 
its very nature remained individually taught, then you might get the same kind of 
effect as publishing new fantasy v/rlters did in 900 AD, when scribing was a pro
fession and a dozen hand-copied books was a library. Given the eccentricities of 
spellcasters, how could magic ever be put on an assembly line or mass-produced? 
How's the A&E Play By Computer game going?

VJILSON HEYDTs Your zines are much too brief. Hokay, I'll bite. VJhadaya 
mean TRAV spaceships need safety margins?

VINCENT BURCHETT; Gee, you might have my voice on tape, I wandered into the 
Gencon RPGA meeting too. Would love to hear what Mentzer has in mind for RD&D. It 
sounded better than AD&D's 'eventual" rev/rite,

BARTER/CORNELIUS; "Butterfly Flick"? Lola the Leather Ligaturess.
WAYNE SHAVJ; I think Steve Perrin realized that a Thor or Superman would 

detract from the roleplay and make it more difficult for the GM to run (a high 
power) SUPERWORLD. So keep talking about SWORDBEARER and your additions, and 
perhaps it will get played! By Wes Ives.

LAURENCE GILLESPIE; Your real v/orld data is terrific reading, FRPG Title? 
(Sea Wolves? Axes of the Norse? Bersarks?) How much money to advance order? Are 
all PCs human? V/hat "professions" have most of the played PCs followed?

JOHN PATTERSON: "ALTERED IMAGES"/Sheena Easton; are there any tall female 
singers in Scotland or just part-Elven? There are more Brit songs on the US Top 
Forty today than ever before. Note that Boy George and Annie Lennox (he's 
prettier) are what it takes to shock anyone after 20 years of British Invasion.
I'm trying to find MACHIAVELLI locally. Would appreciate your variant's details.



PETER DA SILVAs m  governments create and enforce laws that benefit one 
group more than others. Most pre-modern societies had unwritten cultural limita
tions that were far more repressive than a "government." A hundred years ago, a 
lot of English colleges wouldn’t have accepted you, merely because of where you ■ 
were born, much less because of your name or your father's occupation. I dunno the 
GM set up for "Magnesium Flashrock," but "Magic" is the only likely answer to limit 
carelessly tossing blastspells and oil.

A&E i02
_ JENNY HEINs The new RD&D omits an XD&D monster: SEA DRAGON: AC 1, 8 HDj
Move 180’ (Swim/Glide) 5 1 bite (not poisonous) @ 3D8 OR 1 spit (3/day, 100' range,
20' diameter, 1 round poison, $0% to use per melee round). D/, App. Morale 9.
Treas M. Neutral. Glide on fins for up to 6 rounds. 20% able to talk/spellcast (3 
LI and 2 L2 spells). Apparently can waterbreathe. Green ijith yellow crest.//I've 
never heard "Christian name" used. Most ask "V/hat would you like to be called?"

LAURENCE GILLESPIE: Thought-provoking discussions. How many female players
have you had, and is there a place for female PCs in your Nordic FRPG? A truly 
Barbarian GM was fascinating. I’d certainly like to read another culture's 
descriptions of roleplay. (Apparently roleplay can be viewed as culturally 
independent.) The, artwork for SPI's RAGNAROK made me glad I didn't resubscribe to 
SPI. Were there Icelandic elements in the invasions of Ireland and Northumbria?

ERIC SADOYAMA: Aloha. Sure there can be LOTS of deities. I recommend that 
each deity's power be in direct proportion to the number of devout worshippers in 
each area. Different pantheon deities with similar interests might well combine 
and share power against a rival. ,

War Magic is a BIG topic. The forms of TFT/RQ magic on one-on-one combat and 
lack of powerful mages limits effects. AD&D/C&S has a major focus on mass combat 
with some glaring weaknesses in defending against magic assaults. I'd assume AD&D 
castles would be covered over to limit invisible/flying foes and enchanted while 
built and/or Magic Resistant for protection vs specific spells. Even a dozen 
flying archers aren’t going to hurt a thousand heavy infantry. AD&D also repre
sents a period when large troop units combined several weapons types— and flyers 
are visible targets for all ground archers and mages. Both RQ and Phil Davis's 
VAD6D use Unit Standards with a radius of protection against certain spells.

 ̂ There have been at least three fixes for Fireballs. 1 ) Reducing damage by 
keying to spell level, spell point systems, etc. 2) Reducing blast radius to 10'. 
And 3) Hargrave's method of dividing damage evenly among all within blast radius 
rather than giving the full amount vs each v/ithin the radius.

I also suggest adding a logical LI spell, "Finger of Dispel Magic," which
affect one spell or a 5' radius if an area spell has already gone off. As in 

RD&D, the dispel fails 5%/level the dispeller is less than the caster. Of course, 
Joseph Dien's Variant and BUSHIDO feature spellpoints and spellcasters with innate 
counterspell abilities.

I agree that Invisibility should be at least a L3 spell for D&D mages. Other 
needed spells include Magic-negation and Anti-teleport/telekinesis/telepathy/ 
clairsentience, perhaps as part of Protection vs Enchantment spells. Original D6D ‘ 
set up MUs as limited shot, mobile artillery, and a number of spells would make 
besieging castles unnecessary. Hence a strong king with superior wizards could 
proba:bI^ carve out an empire. But mages are isolationists and fragile.

Top Down Design would indicate you should design at least an entire conti
nent's flora, fauna, cultures and 3000 years of history. Practically speaking, 
look at the number of players and how often you'll play to determine whether you'll 
actually need more than a kingdom and its tovms for scores of games' worth of play. 
With several pantheons, you'll want several kingdom-sized areas. The easiest 
scenarios will arise out of war (raiders, revolt, religious, invasion, etc.), which 
need not cover an area larger than Ireland for even an elaborate campaign.



HANK GRIFFINs Great lock data., For -a long’ tiraej, pepper was worth several 
times, its weight in gold« Ammonia is; mere likely.. ■; , ... i ,: it: ■

R6R CLIFFORDS Fascinating Treasure Trap data, , Combat sounds as though  ̂
everyone flails around until the Ref calls. a halt to count up hits,; the appalling 
lack of,.safety means I vrouldn't ;"play" -without SCA/Martial Arts'armor,.; n; ,

: ; MARTIN WIXTEDs Ireland started acquiring towns in 900+ AD, along v;ith;i 
Norx/egians, less than 300 years after Catholicism invaded Erin,. It was blended in; 
by 900 AD, Lots of Lords all over the British Isles vrere minting coins by 700 AD,

V/ILLIAI'i KEYESs You .might as v/ell factor in fast-twitch;muscle Tiber (spring) 
vs slo^-twitch (marathon):, f And remember that bodybuilders are deliberately 
stripping off body fat. Power lifters, pro wrestlers and;football players all  ̂
appreciate the endurance,, padding and fat-soluble: vitamins* A bodybuilder diet 
would also be expensiye,//Roleplay doesn’t require: complex^gamfe systems. Indeed, 
games where the Gli spends,his. tine looking up fornulae and punching a calculator/ 
puter are more likely slo^ apd boring, (I and many: FRPG friends game to escape 
school/work's complexities,). . . . ,: : . \

Being strong doesn' t mean you can, apply full strength: through'a.; weapon,;-' ■ 
Flexibility is vital too (and skill), which means that;the strong but slov;/clumsy 
"musclebound" figure probably has, a basis in ;-fact.' Until-a reflex is established,
IQ greatly affects recognition/coordination,;although quick thinking and quick 
reacting appear to correlate. So v/hen v/ill your RQ 1000 be available for home 
computers? ,, , ; , :

A6E #103 - ,r . ,: i i ;. : ' r. . : ' :,i , ■■

JOHN REDDEN; Your. LC TRAV is fascinating. Why Jump! as a starting skill? 
Since I'm looking at TRAV as a way to upgrade CAR WARS, your variant is most .
welcome. , -. ,, , :.i

NICK LARTER; Fire Vendors-is excellent;SF thinking, ; k:
STEVE GILHAM; Interesting Super-W'rs vs CHAMPIONSj compare to GOLDEN HEROES? 

See page 35. You can't reduce-Power-costs belov; 1 . ■ Champions is firmly entrenched,' 
around here. One campaign uses around 225 pt Superheroes^ the mother 4.25 pt ones.+:' 

JOHN SAPIENZA; Sup-World has a specific section on Law & PCs (unusual for >-r: 
FRPG). Deeds seem a major attraction of Sup-Hero gahilng*;

DAVID UNION; Word for v/ord memory is extremely'rare, ; If you were the rule 
andnot the rare exception, I'd be-more impressed with comics fanatics.

NIALL SHAPERO? The exact structure of any ultrn-high tech culture is tough 
to predict. I was demonstrating that with certain technology, the PCs need know 
nothing about stsrships to travel,. ;and can thus concentrate on other skills.

. V1AYNE ,SHAV/: Reyiev/ STAR FRONTIERS? Unfortunately, "shoot anything moving" ; 
players who learn caution tend to infiltrate and assassinate the most dangerous 
foeA„ 'J’KEW start blasting— creating (a la Harrison's DEATH WORLD) a world in their 
images armed to the teeth and trigger-happy. Review STALKING THE NIGHT FAWT|AST1G?

, DENISE GERNETHs V7elcome back. I'd like to read more on Witches, g 
Shadovjjacks, etc. Your VAD&D sounds playable to me. Where do-you think you need'1 > 
help/ Shapechanger Elves?!//ln Chicago, Qanta is also known as Kwanza., i Body c.'.. i i 
language can also be culture-dependent. A lot of stats tend to bog ithings. doxm. 
Behavior/roleplay stats might well be very useful, I wouldn't drop an old skiH>
Some skills don't require constant practice to still be of some use years-later.
I'm very pleasured your personal lifq is fun again, and you can contribute touA&E 
"write soon"! :, .. . i .

t o ;  i f i ; r t B i j  

‘"■tr. i.’i.r. .
bi-r.- •!;



THE SECOND SPORADIC VIKING

is a more sporadic fanzine that's made by .
and (c) by Torbjorn Ragnesjo', Fyrisgatan 12A, S-752 22, Uppsala, Sweden. .
Written, in week 11. : . '

■ , I . , , ’ ' ' 1 ■ J V , ■ ' . .
Since I didn't present myself in my last zine, I'll do so now (just as ;if anybody . 
cared): '

_ _ ® sporadic viking of age 26. As my friend John Rebillard (Vardshuset
Snalla Vikingen/ Spakvinnans.drom) I started rolegaming by rollplaying TFT"(with him 
as a matter of fact), about four years ago. After a year or so, I realized that RQ IS 
much better, although I obviously like TFT. I have also tried related games of RQ and 
some AEE-D.

Furthermore, I play in a h^dworking rock group (we've so far released 3 
albums) and to afford^this I work at my dads' company instead of reading 'bout com- I 
puters at the university. I also have a Commodore 54, so if anybody has any useful 
programs for RQ or its relatives (Call of Cthulhu, Stormbringer etc.) I'd be happy to 
know.

Well, on to business. Here's more on my skill-based TFT-system;

SPELLS AS SKILLS: . , '
 ̂  ̂ A wizards skill' level with a spell depends on his IQ compared to the spell
in question when learning' it: -
Spell IQ the- same as the wizards', or one less: the wizard starts with a skill level 
of 8. ■ ..
Spell IQ 2-,3 or 4 less than the wizard's: the wizard starts with a skill level of 9. 
Spell IQ at least- 5 less than the wizard's: the wizard starts with a skill level oflO.

For simplicitys sake, I don't let the players raise the skill-levels of the 
spells when they raise their-IQ. .
 ̂ Non-wizards get a starting skill-level of 4 less than wizards. Also, since

since non-wizards are so unfamiliar with learning spells, I play that they can only 
learn spells-4 IQ below their own.

The limits for raising the spell's skill—level with EP's are the same as 
for weapion^ (see TSV l):

Current level of spell: 5-8 9-12 13-16 17-20 etc. '
EP needed for raise: 125 250 500 1000 etc. . -

I know this means that some spells are_easier to raise than others (missile-spells 
does damage tht you get EP for, while for example Dark Vision gives you only 1 three 
EP's for the strength it costs), but this could be handled by the GM giving EP"'S for 
good use, or why not just 5EP extra per non-combattant spell. ■

Another way of doing this, that I havn’t tried at all but is woth mentioning (or...?), 
is to le-t a beginning wizard get one skill-level for all spelling. A kind of 'general 
knowledge' of magic. Suggested starting level would be somewhere in the range of 8-10. 
In this case all EP's for spelling would go to their one and only skill-level for ma
gic. . , /

I just came to think of another way of creating wizards that I can't resist writing 
down. (I'm really looking forward to comments to all this.) -

• A player who wants to create a wiz gets 40 points instead of 32 fbr hum
ans, and add a characteristic. Magic Knowledge. Still no characteristic may be less 
than 8 for humans and noone could start with an MK less than 8. Since a wiz in this 
case starts as a 40—pointer, he will have a harder time from the beginning to raise ' 
his characteristics • ' Also in -
this case, you have one skill—level for all spelling, but since it's a characteristicj- 
it takes more EP to raise than for a skill—based MK. This also means that a non—wi— • 
zard who does not have this MK characteristic cannot cast spells at all. Automatic 
magic items still works, of course. I like this idea, now .that I come to think of it.

 ̂ For the rest of the rules for magic, see TSV 1. The skill-system for ta
lents will be next time (oops! Line 66. Sorry, Lee.)
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Here are some charts for fumbling with battle ma^ic in RQ. In RQII this means 00 for 
fumbles, and 01 for a crirical. Since some spells are entirely different than othora 

ere are severel charts for fumbling, hut only one was needed for crlticals, Fu — 
thef%ore, I'm not fully satisfied with these charts. Suggestions for changes are wet 
come. Roll the B100 once again to see'what happens.

Critical for all spells; -
1—50' Lose half the POW use; (rounded-up).

Double effect'-'' •
Lose l/4 of the POW used (rounded up).
Lose half the POW used and double effect.*
Lose 1/4 of the POW used and double effect.-* '
Lose no POW. Take back all POW used (not for crystals), double effect,-*

SI '̂̂ O 
71-80 
81-90 
91-99 
Oi -
^double time, damage or as if used with twice the POW etc,

Fumbles (no effect of spell unless specified) 
Disruption, Dullblade, Glue, Harmoni,.e

1 -50 Lose 2xP0W of speTI (not below I)
51-60 'Hit'nearest friend.-*
61-70 'Hit' self,
71-80 Double effect on nearest friend 
81—90 Double effect on self.
91-99 Lose all POW but one. Faint 25-CON MRs.

00 Lose 1D4 permanent POW and as above.
■*POW vs POW if relevant. On self if alone. : ' 
-*̂:-As if thrown with 2xP0W and double damage etc,

Bladesharp, Bludgeon, Coordination, Fanatici-sm, 
Farsee, Firearrow, Fireblade, Glamour, Invisibi. 
lity, Ironhand, Mobility, Padding, Protection, 
Shimmer, Silence, Strrength, Vigor '
1 -50 Lose 2xP0W of spell (not below I)

Thrown on closest enemy. ..
2xeffect on closest enemy,-* i
Lose 2xP0W and 2xeffect on closest enemy. 
Lose all POW but one, and faint 
25-CON MRs.
Lose 1D4 permanent POW and as above (9l)

51-60
61-80
81-90
91-99

00
*2xtime, protection or thrown with 2xP0W' etc. 

Darkwall/Lightwall

1 —50 Lose 2xP0W of spell (not below I)
51—70 As above and random placement.
71-^ Lose 3xP0W of spell (not below I):

Lose 2xPDW and turned opposite way 
for Lightwall, .

91-99 Lose all POW but one.Faint 25-CON MRs. 
00 Lose 1D4 permanent POW.

Detect spells
1 —50 Lose 2xP0W of spell (not below I)
51-65 As above and wrong information.
66-80 Lose 3xP0W of spell (not below I) 
81-90_ As above and wrong information.
91-99 Lose all POW but one.Faint 25-CDN MRs. 

00 Lose 1D4 permanent POW.

Dispel Magic
1 -50 As usuhl. ■ '
51-70 Doubles the effect of spell on ;

. target.-*
71-90 As 1-70.
91-99 Lose' all POW but one.Faint 25-CON 

MRs.
00 Lose 1D4 permanent POW.

-*̂ Time, resistance etc. '

’ Extinguish, Ignite 
1 -50 As usual. .
51-65 Extinguish becomes ignite and 

opposite within 40m.
66-80■ As 1-65,
81—90 Lose 3xpgw (not below I)
91—99 As usual 

00 As usual ;

Healing, Xenohealing 
1 -50 As usual.
51—80 As above, and 'heal' enemy within 

3m'., else only as above.
81-90 Lose all POW but one. Faint 25-CON 

MRs. .
91-99 Makes damage as much as it should 

have healed.
00 Lose 1D4 permanent POW.

Light
1 -50 As usual.
51-65 As above-and wrong placement (bad 

to caster, E.g. on the ground,) 
66—80 Lose 3. POW 
81-90 Lose: 4 POV*/
91-99 As usual 

00 As usual
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Mind Speech Spirit Binding
1-50 Lose 2xPQV used (not below 1) 1 -50 Lose 2 POW*
51-60 Wind Screech'. Caster and ''receiver' 51-60 Lose 3 POW*

disabled 21-INT MRs. 61-70 Lose 4 POW*
61-80 As 1-60 71-80 Lose 5 POW*
81—90 Lose 3xP0W used (not below 1) 81-90 Lose 6 POW*
91-99 Lose all POW but one.Faint 25-CON MRs. 91-99 Lose all POW but one and

00 Lose 104 permanent POW. CON melee-rounds.*
00 Lose 1B4 permanent POW.

Repair
1 —50 Lose 4 POW (not below l) 
51-65 Lose 6 POW •
66-80 Lose all HPs of wepon. 
81-90 As 1-50 and 66-80,
91-99 As usual.

00 As usual.

■**-Not below one.

51-60

Spirit Shield
one).1 -50 Lose 2xP0W used (not below

51-70 Raises spirits POW 2points 
engaging.

when

71-80 As 1-70.
81-90 Lose 3xP0W used (not below one).
91-99 Lose all POW but one, and faint 

25-CON MRs.
00 Lose 1D4 permanent POW.

Multimissile, Speedart 
1 -50 Lose 2xPCM/ used (not below one).

On nearest enemy with missile-weapor 
and within range of spell. Othther- 
wise as 1-SO.
As 1—60.
Lose 3xP0W used (not below one).
As above and 51-60.
Lose all POW but one and faint 25- 
CON MRS.
Lose 1D4 permanent POW.

61-70
71-80
81-90
91-99

00

This chart should be used by the referee, since some results are not visible at oncA 
For example 51-70 in Spirit Shield above.

COMMENTS ON 102

SAPIENZA (tGD): One of the most interesting writb—ups I ’ve read. It was full of usable 
ideas. It must have been a real fun campaign.

LEE; Very interesting herb-lists. I've found several herbs against poison, wounds & 
feavers I'll get into my campaign.

SAPIENZA (TRW); Re to skill vs skill: If using 'roll high'design, where are the li
mits for critical and fumble? As far as I understood, you meant that with this design 
you didn't use the difficulty die.// Shields; this sounds good, but the players would 
have to know their skill and compare their roll to the other one, and this will rather 
slow down combat than speed it up, I think. I've always assumed you want to speed up 
RQ combat. Right?? // Weapon parry; If I understand this correctly, this means that 
if the parrying person is rolling higher than the attacker (within his ^̂ f-age) he gets a 
better parry than if rolling lower?! Is that then a critical parry? What if the attack
er rolls a critical (e.g. 2), then the parrying person just has to roll more than 2 to 
make a perfect (deflecting) parry. Right??

SADOYAMA ( re. to magic and war); In general, I think that powerful magic can be fought 
off by powerful magic. In the case you mention, invisible characters are still vulne
rable to traps, and also to defensive magic like e.g. RQ 'Warding' and TFT 'Ward'.

In the case of airborne archers, why not attack them with the same, or with 
magic that works at long distances? Also, if out of range to those on the ground, they 
would have difficulties to hit by themselves.

In the last case with the scrying magician sending a fireball destroying a 
platoon, I'd think that if magic that powerful exists, someone would surely know a pro
tective spell of the same level. I wouldn't use a magic system that could destroy
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entire platoons in one stroke, though. // Re. to gods: I think there could be bniy one
moon- and sungood respectively under the circumstances you mention, if there is one moon 
and one sun in the planet system in question, --

HEINSOO (re. to 'something completely different'): a' fun and imaginative way to de
scribe the most fanatic hard—rock fans. Just as in so many-other cases, e.g^ politics 
and religion, there are always a few that distinguishes themselves from the mass by mo
re or less fanatic behaviour, and to outsiders not familiar with, or to follow up ypur 
'Blue Oyster-Cult'-description, not 'initiated in' 'hard rock' and 'heavy metal' those 
few becomes characteristic to the hole branch.

KEYES; What is Poul Anderson's book detailing how to construct an inhabitable world 
called? Do you know of any bther books in the subject?// Did you look at a picture 
of me when describing '-looking in a Nordic way'? I have shoulder-length, strait blond 
hair, blue eyes, shaven chin, I'm 5' ID*', 187 lbs., //// fairly muscled, unscarred, and

northener is tanned in the winter unless travelling far south)', 
A t p w t i w H  .PJ Close enough, or..? (even my moustache is light blond.) "

COMMENTS ON 103

FOSTER: I like your musical taste,
have released 4 albums so far.

A Swedish band I can recommend is Heavy Load, that

DUNHAM; Why should an immortal not have a beginning? Even if they can't and will not 
die, why shouldn't they have been born or be able to give birth?

ROBILLARD: A neat system (as if you didn't know I think so). I hope you'll publish it
all in A & E, so that more people than I get to know of it.

E 0 C , . ,

GENERAL QUESTIONS and sillyness

Does anyone have a copy of Interplay 7, or know from where to get it? '

Does anyone have Wyrms Footnotes.-I—6 for sale, or would it be possible to get photo
copies made and paid for? . ‘

Does any of you comic book readers have Warlord Annual no. 1 & 2 for .sale? Do you know! 
what company to get it from if not? . ,

Sillyness in FRP; I have a friend running a very variant D&D -campaign. All the •wan
dering monsters' you can meet are written on one cbtcI each and when the dice tell him, 
he picks the one on the top. His worst 'monster' is "Bjorn Wiklund, game master. Knows 
and can everything. God of the gods. Harshf Harsh!

Well, the hour is late, I can't think of more to say right now, and I have to get up 
early tomorrow, so the rest of the page is yours, Lee. VI SES IGEN. HEJ dA!
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NIALL SHAPERO: fiahe to t e l l  you thl/>. Hut the hlâ ha -Li hot a Ihijeve*  ̂ Qu-tlxL. The hla/LLa hi V 
■f̂ AxileJuxah/-f-OMeleal pseudo-goveywnent mone. akin to a majon. eonponxitlon than to a Qulld 
7hle.vel>. I t  1^ Involved pnlmanlly In a etlv lile^  which would le. legal In a mp/ue open ^ocdeltf^ 
maJttng a Ixuige majonlty 0/ money piom vldtumle^^ cnlme-i, Mich cu> dnag-i, pno/ttitutlon ant, 
gandllng, though protection and other ônjiiA 0/ extcrtl.oa are oI ao major pillar/^ In thi 
structure, however, the typeA 0/ crime represented In Hxte -̂ or Assassin Qullds are not realti 
a major element o-f, the (Mallei, In addition, they are not rea lly  a leneuolent so ciety , as le 
Implied l.y a Qulld, There Is  no Ptalla Hall to  le  lound la any major c ity  ', and hla/ta leaders d< 
not puU ccly adventose th eir position . The la ct that the existence o l the hlalla Is  known doeik 
not make- I t  an accepted puAllc .institution.. I t  certainly Is  an underground organisation, as ^  
i s  not pu&lrc or legal In I ts  a c tiv itie s . If. the Eiafla came out In the open, i t  would I* 
prosecuted and persecuted, and even as I t  i s , i t  I s  only one o f a numler o f criminal leagues.
and corporate organizations, some sp lin ters o f I ts  own lody, many o f  whtch clash from time 
time, ‘j

WAyhE SUM): I  rea lly  should comment on your comment, latjL 'm  running out o f steam, 
can 't discuss PQ. any more, *

Sorry, J

ATToniON svpamoiD mill plm êrs
I t  seems lik e  an Increasingly large numler o f A&Iers are getting  

role-playing games, particularly Champions and Superworld. As I  
currently getting rollin g  on Challengers, a superhero role-playing  
Challenge Tomorrow system , scheduled fo r  release th is summer. So 
development have leen going p retty  w ell, lu t lecause I'm  working with a p la ytest 
shares certain ■utterests and attitu des, there may He areas we are overlooking.

Involved in superheJu 
work In advance, Î i> 

game lased on the Ti 
far the p la ytest am 

group whleJ 
so I  thought

I 'd  get what help I  can from A&E's knowledga&le readenhlp, What I 'd  lik e . I f  posslAle, sa 
some input from superhero gamers oat there on what they would lik e  to  see in  a superhero RPQ, 
S p ecifica lly, what they think i s  &est and most enjoya&le alout the systems with which they or* 
fcmiilsar, what they don 't lik e  and could do without, and what elements would make up the idecv 
superhero game, I  hope that, some o f you w ill He a&le to  help out with suggestions or ideas, 
as we want 'Challengers to surpass the games currently avalla&le, without some o f the fleiWA 
which some o f the pioneering games on th is top ic have. As far as background, we're plannlnx 
to  emphasize heroes with lim ited powers and r e a lis tic  natures, characters on the lin es o f Clooi 

kncght, The Shadow, The Phantom, Black Panther, Batman, . Daredevil, Black Widow, e tc , Tfu 
actual lackground Is  going to  be w ell developed and detailed, with an interesting worli 
situation , Plore d eta il w ill b.e forthcoming In these pages, but any aid would b.e helpful.

ihaJ
wniTiNgroRAByss

I f  any o f you budding young ta len ts out there would lik e  exposure In a medium other 
A&£, we are looking fo r  a rtic les fo r  ABQSS, and from the ta len ts displayed by A&£ers, . yot 
should be a good source. ABQSS publishes a ll so rts o f a rticles each Issu e, usually on falrl\ 
progressive themes. We aren 't afraid to  publish controversial or unusual item s, as we don'i 
have the vulnerable, high-pro f i l e  status o f some larger magazines. While we only pcLy betweeu 
.5  and /.5 cents pê x word, and our circulation i s  only around IOO6, you can reach' a really 
active and in terested  audience, and w rite with more innovation than more conservativA 
magazines. We're also, looking fo r  art, so i f  you have ta len ts in  th is area, give us a try, 
Payment fo r  art runs paraleeJl to  payment fo r  a rtic les . Qou can order a sample copy($7.50) am 
guidelines at the address above.

R£am&ld£D BOOKS
I 'v e  been doing some reading th is spring, and I 'v e  found some good" new books, Oj 

particular note are On A Pale, horse, the f i r s t  o f d new - series from Piers Anthony, - whlcJ 
should be out in  paperback soon, Bard I I , the secfuel to  Bard, by the Australian author Keiti 
Taylor, and Imaro I I , the sequel to  Imaro by Charles Saunders, The f i r s t  Is  one o f tJu 
stranger and more original science fantasies I ’ ve read, and the other two are among the mon 
unusual swords and sorcery works I 'v e  seen, and surprisingly good fo r  sequels. I  won't glvi



a
ciajs. pA-oducing 

avaiixdJbi, and 
ojddJJLLon̂ , and 
ihe. time, thdi 

the wo/itd o/

moee detauJ. 4 0 a/> not to  nuin. the ^a^peme, &.ut I  .'leaommend a lt ttuiee highly.

HISTORICAL NOTE
By my neconning tht/> l 6 the 50th L6̂ ue 0̂  7EIL which I  have done, almo/>t half. OA many oa 

have leen ^^ueA ol AiE, ^omeichene anound a to ta l 0/ 300 pageji 0/ type, tota llin g  oven 
150000 wo/uU, Houieven, in  ho non 0/ thi/, momentoLU oeea.6ion, I  am. ju^t going to  nelax and >̂end 
ih l^ zine in  la te , wnapping up-with nuLi^ive plug/,. Ton Aome neaAon I  Jiu>t don’ t  le e l  moved to  
do something mone Aignilicant.

HEQAPUjgsm!
Believe me,̂  az> an in telligent A&E neaden, you neally want to nead ihtA Aection, lecmiAe 

nowhene eh>e w ill you lind Auch Atantlingly wonden-lul dealA on ineoncieixilly exciting Ragnanok. 
EntenpniAeA pnoductA.

TO CHALLENgE ICmORMM, ETC.
He ne ^xtinly taken with thcA new RPQ, and ane. wonking hand on expanAion Aetf> /.on i t ,  

dealing with a numlen 0 /  pemodA and lackgnoundA, Ton ihoAe who don’ t  know, TCI iA ihe /inA t 
neally venAcitile game to le  put on the manket, with complete nuleA /on play and a AyAtem ideal 
/on  uAe in any pemod /nom the end 0 /  ihe middle ageA on. I t  iA a /le x il le  AkiU-loAed AyAtem 
with ihe emphoAiA on chanacten development and nole-playing. Hhile thene iA a lo t 0 /  
lackgnound incl uded with ihe nuleA, to make ihe game neally uAe/ul, we 
iackgnound p a ^  on vaniouA topicA, The /inA t 0 /  thcAe, Tniad iA alneddy
pneAentA an inieneAting tnaditional ST Iackgnound, including Iackgnound, mile 
ihnee Acenan-coA, London By Night iA the Aecond, and w ill pnolaily He out ly
AeeA pnint. I t  pneAentA an impneAAively complete look at London in the 1890a, ___ ______
Shenlock KolmeA, Dnacula, etc . I t  iA a lange pack, including a numlen 0 /  mapA, a Apecial look 
on lacJcgnoimd detail, and alout 5 Acenam.oA(give on take one). The thind iA not yet availa&le 
/on ond^. I t  iA ChallenqenA, ihe Aupenheno aid mentioned alove, He’ne o//ening iheAe itemA 
oi. a diAcount to A&EenA, {/ou can get Tniad /on  only $3, poAtage included, London ly  Night /on
only $5, poAtage included, and ihe To Challenge Tomonnow loAic nuleA /on only $8 including
pOAtage, SuggeAtionA /on  /unihen Iackgnound expanAionA ane welcomed..

'm ss ,
In an ongoing queAt io  expand ihe neadenAtu.p 0 /  ABySS, I'm  o//ening a Apecial deal to A&E 

neade^, i ^  negulan AulAcniption pnice 0/  $7 /on  6 iAAueA on $13 /on  12(Acmple /on  $1.50). 
^Hy iA ihiA a deal? Hell-, i t  I oo/ca lik e the AulAcncption pniceA ane going io &e going up a 
l i t  Aoon, AO you can get in now le/on e i t ’ a too la te. ABgSS Aont 0 /  o//enA Aomething new. I t  
iA not a loweAt^common-denomonaton oniented magazine lik e moAA manket pu&licationA on ihe 
lineA 0 /  DRAGON on SPACEQAIIER, and i t  iA not ihe pnivaie /onum which you /in d  hene in A&E, I t  
iA a unixpie altennati.ve, /eatuning ihe kind 0/  matune and oniginal inAightA and ideoA which 
you /in d  in A&E in a mone onganized and dinected /onmai lik e the langen magazineA. A lo t 0 /  
A&EenA wniie /on  ABySS /nom time to time, and the antccleA ane moAtly on genenal oApeciA 0/
nole-playing and Iackgnound, nanely wedded to only one AyAtem, Qive i t  a tny,

^SgAKm STUTT
I  m A im  /logging yAganth, ihe ultimate /antoAg nole playing AyAtem, getting mone and 

’luone ultimate oa we neleoAe AupplemeniA which add mone matenial and idecA. I t  iA a 
MCgneAAive AyAtem, uAing AklllA and omented towandA chanacten development and neallAm, 
(hene ane ihnee AupplementA out now, and one mone on. ihe way. The Apecial o //en  hene iA on 
the loxed Aet 0 /  yAgoAih, ThlA includeA the /inA t ihnee AupplementA, ihe nuleA, and a Aet 0/  
cha^cten and QCl necond AheetA. Nonmally, ihlA would le  a $21 value, lut i /  you'ne neading 
thlA, you can have i t  /on  only $18, in the new, mone dxinalle lox. The whole packet comeA io  
?44 pageA, alout 200, 000 wondA 0 /  tex t, ihe moAt complete and developed nole-playing AyAtem on

manket, you can get ihe I oa-lc nuleA /on $12,95 including poAtage(not a Apecial deal). 
The /ounth Aupplement The Ancient PowenA w ill le  out AOon, and covenA Aome 0 /  the Iackgnound 
vvL tnaxtitAon 0 /  the yAganth, aA well ua having Aome Apecial noteA on magic.

Seej^ IIJ^ that a a ll I ’ ve got Apate /on. 1 /  you want to know mone alout thepe on ihe 30 
Y>me othen ctemA we have availalle, Aend /on a /nee catalog. Back next iAAUe, tmN



BEWARE,. oVJorId under Construct:, ca ,t 5
(c) by Robert Loutzenhiser & Bob Guer, 1501 Winfield #3; 
(206) '337-3601

Bremerton, WA 98730

Talk about long absences! These past few months have been very hectic, I had a 
tumor' operations moved to a new apartment, was put on swing shift at work, have a 
new girlfriend, and my gaming store is changing over to videos! Which means I have 
to go to Seattle for gaming supplies. Also I have no players now, so if there are 
any interested persons in ray area,,,.

As you may have noticed, BEWARE has a new addition to its pages; let me 
introduce Bob, He is going to college here at Bremerton arid first learned about 
D&D from fellow students, Vfe ran into each other at the nowvdefunct gaming store,
I was looking at a nice apartment but couldn't quite afford it, so Bob (who hated 
his roommatek helpOd'-me get this place and moved in, Nov; for a warning; Bob hates 
stupid people;' last ^̂ ;eek he chewed out a professor for giving his class the wrong 
method for solving tensors, '

So, having done my share, I turn control of my hand over to Bob who will be 
doing comments. %  thoughts on his comments will be in brackets.

lou have prepared a proposal for the regional director of purchasing for your 
largest customer, If the presentation succeeds, your salas to his company will 
increase by 200%. In the middle of your proposal, he leans over to look at your 
report and spits irito your coffee. You;

A) Tell him you prefer your coffee black, ' '■
B) Ask to have him checked for' any communicable diseases,
C) Take a leak in his "out" basket,

COMMENTS #102

D, UNION (Vampires) [or Voordalak— defined as the human personality devoid of 
the ego (superego), seeking continued life by blood drinking at night from the 
living. The original vampire was turned by garlic or fire. To gain entrance to a 
house, it must be invited in. (Magic Circle protecting the occupants?) A vampire 
was not damaged by a non-magical weapon and could only be killed by an ashen stake 
through the heart, by having the head removed and buried separately, or by being 
totally burned. Any dead human could become a vampire unless it was buried with 
the proper rituals to prevent it from rising.] ' ‘

All that bull about turning to bats and smoke, hypnotism [Mesmerism for the 
purists] and psychokinesis xms added later [much by Hollywood], [How did he get 
his victims without Mesmerism? While they were sleeping!] Quit interrupting!
[Most primitive peoples had demons or ghosts vjhich sucked blood, which was 
considered the source of life. Also there is a disease which gives a person a 
craving for blood, due to an inability to create enough of his own. References;
The Golden Bough, Real Magic (Bonev.dtz), Der Deutsche Volksaberglaube (A. V/utke).']

S, GILPIAM re ct James; [How you did it, Bob is a sixth year Astrophysics 
major,] (L is proportidnal to does WOT mean (L=M**4.)» this formula only
applies ,3 Mo-20 Mo. The increase for luminosity as compared to mass is not a 
straight line graph; rather it forms an S-curve with |,he proportion decreasing as 
mass increases. Try'E = L/(4PI d""). This gives totaf luminosity iriCiderif per 
area, such as a planet surface. Use L = R*̂ 2T̂ ^̂ /(, to get total solar output-, '' This 
is only good for Sero-age main sequence stars (Class .V) and won't'work for Claiss 
lA, ri, lib, III, IV, VI, or VII stars. For other clivases, you haVe''to use^(sigma 
lambda/lambda-nought = GM/Rc’).

Tidal interaction cannot account fully for the reversal of Vends' spin.
There has not been enough time. More than likely, in fact pretty much accepted, is 
the Moving Flame theory, which comes down to having prevailing winds help change
the spin. Uranus*' equilateral change was due to collision, 
planetary and solar wobble? •

Now, what about



Ro SAUNDERS re ct DICKs The Druids could not read but they performed magic 
as did many American Indians. Wliat part of your system requires that they read? 
What if a mage did spell research without booksj maybe with Demons instead?

So CORNELIUS re,ct LOUTZENHISERs [The-system is basic. A hero is one who 
overcomes odds, right? Therefore he needs determination. Use high determination 
to affect conscious and coma rolls. Novj.it's heroic.] .

TOGEVER (Lycanthropes); Change the very form of your body? Wliere do you get 
your blueprint from? '[Hov; about DNA?] Right; and what reads that DNA and affects 
the changes? Even cancer takes a few weeks. [Try mental rapport v;ith a wolf 
instead; with the uninitiated, untrained mind being taken over by the animal's 
passions. Add access to human knowledge, no fear of man, and v;hat do you have?] 
VJerev/olf! [Right] V/hat about trained human minds? [Then the v/olf becomes a 
familiar of a lower type.] That also explains where werebears get J+OO lbs of extra 
mass, totally disregarding E=MC\

, !. V  ̂ ' „J . . •
You are making a sales presentation to a group of corporate executives in the 

plushest office you've ever seen. The hot enchilada casserole and egg salad sand
wich you had fpr lunch react. Your sphincter loses control, and you break wind in 
a mostjconvincing manner, causing three water tumblers to shatter and a secretary 
itio pass out. In the stunned silence that follows yous -

A) Offer to come back next week when the smell has gone away.
B) Point out their chief executive and accuse him of the offense.
C) Challenge anyone in the room to do better. '

COMMENTS #103

SAPIENZAs VJhat would you consider the best type combat system? VJith Arms 
Lav̂  .(T), you have variable damage but have to look it upj with Mars (T) you have 
one damage per weapon but the system is easily used and remembered.

R. SAlftIDERiS; Having players actually look for the spells is better than just 
I giving them out, but what if a player decides to actually create a whole new spell? 
Is literacy required for research? How about the shaman and witches? Do they have 
to go look their spells up in libraries too, or are they allowed oral recitations? 

-̂’1- '
J. REDDEN (re ct Shock); [Glad to help out. Size won't matter. Just 

remember thnt the main variable is pain threshold, and that everything affects 
this. Pain is a personal thing, and v̂ hat will destroy the mind of one person won't 
touch anotl^er.

[I GM:it by saying, OK, a sword svnmg like that will cause 25 pts damage and 
25 ptS: pain, to all creatures. Their ability to take more or less damage and pain 
ie reflected by the level of their body points and pain threshold. Body is the 
physical aspect and depends on size (and somewhat on strength) 5 pain is totally 
mental and is affected by brain sensitivity (a more advanced brain is more suscept
ible to pain), mental training (greater discipline increases threshold), past 
experience (someone constantly in pain builds up resistance), mental state (a 
depressed person has a lower threshold), physical condition (e.g. obesity, sick
ness, and drugs), and genetic factors (depending on you as GMj in the real world, 
brown-eyed, dark-skinned types have higher pain thresholds than blue-eyed, light- 
skimped ones),.//As to two brains, brain sensitivity is important, so you have to 
decide,whether the two brains are like a dinosaur's or are even more advanced than 
a human's. Remember that our brain already requires 2/3 of our blood supply.

[You're right about needing a fairly advanced society to know about shonk 
(196.5'̂ 70 for qs) and its effects. Before our era, shock was the cause of at least 
70% of all injury deaths; i.e. if you didn't die instantly, then shock was ; 
probably the cause. This v/as v/hy I looked into the possibilities of- a system based 
on it. Imagine the player's reaction to having a PC survive a major injury, then 
keel over from blood pressure oscillations six days later. He must;,have been 
cursed when he broke into that tomb.



[I'-/hat you (ano I) i.oeci is to crorate a shock threshold table for different 
creatures. First, decide what damage level your weapons will do| then how many 
times a human can be hit by that weapon. You could also have different damage and 
paih' on the same weapon to reflect its characteristics betters e.g. Sword 15dmg, 
lip and whip 6dmg, 24-p. I figure a human can be hit solidly by a broadsword twice 
before being put out of a fight. Using 15 damage pts per hit gives us-30 Body pts 
and-30 Pain Threshold. So humans will average 30-/40. Upon further consideration, 
Body does not have to equal pain threshold^ it just makes it easier to calculate.

[Animal Type 
Humanoid v 
■Carhivorbds"Mammal 
Herbiyorou'§' Mammal 
Reptile

Pain Threshold Average Body Pts 
about ,1pt per 4. lbs 
about 1 Pt per, 3 lbs 
about 1 pt per 3 lbs 
about 1 pt per 1 lbs

30-/40 '
■ 60-75
50-55 ■
160-200 _

You'll probably say, "How can a little rabbit have the same pain as a deer, when I 
can kill a rabbit with my fOot?" Critical wounds automatically put you into 
secondary shock, bypassing pain altogether.

[By the way, I'm sorry I didn't make it over to see you (Grandmother dropped 
by), .so I hope this ■̂/ill compensate somewhat.]

D. DUNHAM (re ct ME): [When a person is scared/mad, adrenaline flov/s. It
provides instant energy for the'muscles5 it is also a pain killer. It prepares the 
body for a fight/run situation. The reason you shake after a scare is that the 
body needs to use up the adrenaline in the blood system.

[To apply this to the Shock System, adrenaline flov;s only under high 
emotional states: e.g. fear, anger, rage. Adrenaline counters primary shock until
it runs but (when the emotion ends). Adrenaline's effects are increased strength, 
speed,' and resistance to pain and heart stress (but not increased resistance to 
damage or blood loss); shunting blood from outer blood vessels to inner organs and 
muscles; dehydration; and an altered state of consciousness which focuses the mind 
on the subject at hand. When the emotion ends, the person will be hit with total 
exhaustion, pain from damage, and general pain from muscular stress.]

D. NALLE (Undead): Also see cts to UNION & WHOEVER: As an add to the ct to
Whoever: we checked Bonewitz and our conclusion on vampires was the same as his.
He added that silver, which is the only thing v;hich kills werewolves, is a top-rate 
conductor of electricity. Any relation?

[You need to look at the origin of the undead myths. During the Middle Ages, 
people would go into comas and be considered dead. Because there was no embalming, 
the bodies were quickly buried. " A couple of days later, the "body" might come out 
of its coma, fight its way to the surface (6' burial depths are recent) and voila! 
an undead. It would have suffered irreversible brain damage from oxygen 
suffocation and would probably be insane.

[Zombies come from Vbddoo. There are drugs which cause artificial catalepsy 
which stimulates death quite closely. The victim would be quickly buried. A few 
days later, the voodooist would unbury the "corpse" and put it to work in his 
fields. The drug also cases mental damage, so the walking dead would be complacent 
and simple-minded.

[Poltergeists were once considered the most dangerous of all ghosts. No 
more. Research indidates that they originate from frustrated people with unknown 
psychokinetic power. Relieve the frustration, and the poltergeist will leave.]

Ghosts, ha! Read Conjuring Up Philip by Owen and Sparrow. This tells how a 
group of psychic researchers in Canada managed to artificially create the ghost of 
a man who never existed! They put a lot of mana into inventing a complete person
ality for Philip and were rewarded v/ith nearly all the classic survival evidence in 
the mediumistic books. They had psychic phenomena coming out of their ears, all 
suppose'dly caused by this ghost. Ghosts are memories transferred to the collective 
mind of the human race; ffom there they create their psychic effects.



[All the above is nice to know but can'i. really be used in a game, so let’s 
go back to originso Banshees Bean Si (v;ails for the death of an old family5 Bean 
Nighe (washes grave clothes, ghost of a v;oman vrho died in childbirth) 5 Bauban Sith 
(a type of succubus-vampire combination); Caan teach (the wailer); Cyhyraeth (the 
groaner). Those are just the Celtic death spirits,

. : [V/ight; refers to seele (i,e, fairies), A wicked wight was an^UhSeeli'e, ■
'//VJighVis also Anglo-Saxon for "hero,"— LG// Well, that was interesting,/I' Ya',
It shovjs that some originators of the hobby really screwed things u^,- '

[Your breakdown of a person is the same as mine. However,.let mb make it 
clear the emotions and psychic powers go with the spirit; rational and original 
thought to the mind; and the senses with the body,] Ghosts are blind? [Unless 
they have clairvoyance, they are,]

The main power of Undead is fear, [In D&D, that’s the Fear Aura spell] 
cretins, and this is not being handled correctly, I remember one of ray first 
games. "You see a ghost." "Do I make 'my saving roll against fear?" "Yes," "I 
cut up the ghost with my +5/+6 vorpal blade," "It’s dead," ‘ -

[In the game I run, fear is handled differently,] That’s for sure, you 
bastard, [Well now, I will tell them! Imagine Jim? big, strong, the husky type; 
Pain 36; Body /.I and a high determination. Jim is searching a house when he 
suddenly confronts a ghost. Natural fear of undead reduces Pain to 29, into slight 
neurogenic. But being the strong-v/illed type, Jim overrides his fear and attacks 
v;ith his runesword. Running/forward, he swings his great blade and scores against 
the white apparition. The ghost v/ails, semi-materializes and ranks its long 
fingernails into Jim’s face. This attack drops his Pain down to 1i4 (severe neuro
genic), Rolling 09, he remains conscious, but he’s unable to cope with the fear 
and turns to run— -smack dab into a demon's face! (The only light-'is a dim 
lantern.) The horror of the face and what it implies is too ghedt a burden for 
Jim’s already stressed mind,and he is projected directly into cardlbgehic shock. 
His companions find ,him an'hoiir later, dead. On his face is an incredible look of 
terror, and in front of him is a Shaman v/ar mask,,,, / '■ '

[Is that more like the v/ay you see ghosts?] Always hyping shock, areh''*t you? 
[Yep! If it works better, use it,.] i,,.

J. SAPIENZA (re ct NALLE); Perhaps what the game needs is something like 
Rolemaster (TM); advance a starting character through tv;o skill acquisition 
cycles, RM does this to represent childhood and apprenticeship; it also sets up 
the character’s choice of professions. This should bring character age to about 
16, To .give a character a good chance, you could age him to 20, with six cycles 
total, well on his way up the. journeyman ladder, [Hovj about saying completed 
apprenticeship = three skill cycles.and childhood.= one?]

1 *̂*1 have a fev; minutes before work, so on.'tp cts that didn’t get turned in.

R, ELLWOOD (//100) [from Loutzenhiser] s Rigid rule systems? Do your players 
trust you so well you don’t need a set of guidelines for decisions? Do you make 
mistakes? Or do you just have the system so v;ell memorized you don’t need to look 
it up anymore? Do your players get to roll dice, or do you just decide v;hen they 
fumble? What a way to get rid of players you don’t like! Imagine, get rid of all 
the systems; all you need is personality descriptions and you can keep those ih 
your mind. The player tells you what he does, and you tell him what happens, 
right? The ultimate form of story-gaming, (From Guer) Do you play by yourself a 
lot?

Place reversed airfoils on
STRAWDV/ORLDs AH EXPANSION PROPOSAL [from Loutzenhiser]

Rock Bombss Lift rock to zero region using Rocs, 
rocks, to interact v;ith negative region— and sails on long ropes to Use zero space 
winds from end-strand hurricanes. Release rock; wind brings up to sp̂ eed; wings 
drag it down to positive region. Angled rope cuts off firings; rock drops like a 
missile; speech should approach sonic.



Negative region will supportElevators Place pipe from lai<e 
weight. Suction will bring v/ater and crates up.

 ̂ Floating Cities; Place foundation in negative space; hang building in 
positive spacejvbalance weights. '

IVhen is your world going to run out of air?

. .You are on your way in to see your best account when your izipper tireaks, and 
you discover that you forgot,to pUn -on your shorts that morning. . You decide to:

A. Call on the customer's secretary instead. ,
B. Explain you were just trolling for gays. ; '
C. Buy a baggy raincoat and head for the school playground. ^

SHOCK UPDATE (Loutzenhiser): A person below 0% Shock Pts cannot'heal'li'imseif'.'̂ * If
he doesjnot receive blood transfusions and 'healing, he'will did., ' ,

BURNS j('Loutzenhiser) • * ’ 'T'-'.'-'l-
1st degree burns (red skin, pain) are painful but not serious,. Burns over"” 

20% of body surface may cause fever and dehydration. Keep the person well watered, 
cool and out of the sun.

2nd degree burns (blisters) may cause infection; tetanus, streptococcal-'' 
sepsis, or gangrene. ■ x-- :
. : Ird degree burns (charring, unhealable damage) are treated like 2nd degree , j

burns. The burnt tissue cannot grow back, though it may scar over.
. . A 2nd/3rd degree burn under 30% of body surface causes extieme pain (except
where there is charring) and hypovolmic shock (loss of fluid; treat like hemor
rhagic shock for Shock Pt loss). If the patient survives shock.and lost fluids are 
replaced by drinking, he faces infection and will have a nice‘'scar.//If the burn is 
30%+ df body surface, he has 95% chance of dying.//2nd/3rd'''degree burns may also ' 
cripple by damaging tendons and muscles.

Again, this is very simplified but should be easy to game in this form.

Any 2nd/3rd degree burn over 5% is a critical wound; any over 1% is serious. 
Burn Damage Pain; 1% burn = 10 Pain Pts; a critical burn Shock Pt level can 

be stabilized at negative values, since no fluids are lost due to bleeding. If you 
do this (but don't replace fluids), the brain aiid hydrostatic-sensors will die by'' 
suffocation (in hours to days). ’ ’

(Loutz); Well, my bread is almost done, and I must get this- in the mail to Lee.
So, till next we meet, keep ybur sword sharp!//(Guer); So ends ray first zine. It 
has been a most interesting experience, one I hope to do again soon. On that note,

' ■ ■ ' • ' ■ ' ADO! '
§§§§§§§§§§!

STORYTELLING CAMPAIGNS by Christopher Pesl

I don't know yet what the reactions have been to MATTHEW PORTER'S and MARK 
GOLDBERG'S comments in 100 about storytelling campaigns, but here is my incomplete 
list of campaigns I'd knock doors down to get into: '

 ̂ Walt Kelly's Pogo (always my favorite comic strip, probably as i bizarre, 
politics-oriented campaign) ..v -iiiRci ; , .

The Alvin Show (the- old cartoons', not'the current Saturday morning series)
The Muppet Show (I'd love to' do Lev/ Zealand, the boomerang-fish thrower. 
Captain Carrot ' ' i. - ■ ;. ■ ■ : .
Ciltey Buhney and/or Space Gophers. Inc (high'^energy craziness) , .
Rocky and Bullwinkle'ISee. Mr. Porter? Great minds think alike!) ,
any cartoons by Tex'+Avery or VJarner Bros (but the recent made-fpr-TV stuff)
In a pinch,' I'd settle for Cerebus, Monty Python, Beverly Hillbillies, or 

WLRP in Gincinnati. ' " ----^ ’



CARR'S TOMB #1 . . : , ' , .
by Christopher L. Pesl, 714- Odana Lane, Madison, VJI 53711 , typed by lee Gold

By way of introduction ,
I am 24 years old and work in the Madison Public Libraryo My first ejxposure 

to RPGs was as a college student, when I played a couple of games of V&V ^t the 
Dungeon Masters Association, the University of Wisconsin-Madisoh's RPG club. From 
then until about a year ago 1 dropped out of the hobby (except for buying an 
occasional magazine). Then I got into a group where the DM often used to playtest 
the game system he was inventing. In that group I have played RQ| C&Sj Call of 
Cthulhu; Man, Myth & Magic; and various forms of VD&D.
' I currently own RQ, TFT, T&T, Bunnies & Burrows, Champions, the New Ysgarth
Rules (c 1980) and Bruce Galloway's Fantasy Wargaming. I also own A&E 92-100. I 
stopped buying it when I decided to contribute, so I could keep my first zine to a 
reasonable size. If anything I say here is invalidated by what others said in 
later issues, please accept my preemptive apologies. .

Warm Fuzzies " .
In terms of mental activity, A&E is one of the richest magazines I have ever 

read. Even (relatively) dull issues always have comments, essays and discussions 
that make me glad I bought them. John Burt is my choice for Champion Brain-Nudger, 
I don't want to slight anyone. I just don't have the time to list everyone's name.

I have also enjoyed many of A&E's stories, writeups and campaign descrip
tions. My favorites are Kevin Sterner's Fugit (92), David Warner's Avalon (
Dansie 6 Fraser's Shareenar (93,95), Lee's Battle of Sciathos and 'Wizards and
Warriors storytelling run (98), Brooks & Flin's Sauron Won campaign (94,(98-100), 
Jenny Hein's writeup of Chris Murray's culture clash run (95), Sean'Summers' World 
of Shang (95), Chris Murray's "FRP virgins" campaign (96) and his Australian CoC 
campaign (98) (Up with Nannies!), and John Sapienza's Carla (96-7) and Terrania 
(100). Peter da Silva's campaigns should be on this list but I haven't heard 
enough about them (hint, hint). ;J ' : 1

The Good, the Bad, and the Rotten (dedicated to Joseph Teller, whose comment to 
William Pixley in 96 inspired this section)

The Colour of Magic by Terry Pratchett '
If more fantasy were like this, I'd read more fantasy. Four extremely funny 

short stories follow the adventures of a wizards school dropout, a naive tourist 
from the other side of the world, and his multi-legged luggage on a disc-shaped 
planet where the number between seven and nine is very important. The writing 
style is like a collaboration between Jack Vance and Douglas Adams; and the setting 
sounds like a very weird VD&D campaign. Even if this is "only" a series of 
writeups, it's still more entertaining than a lot of "original" fiction.

Battlefield Earth by L. Ron Hubbard
This is the author's first published SF in 30 years and, judging from its 

size, he's trying to make up for lost time. I couldn't find any Scientology, but I 
found just about everything elses evil aliens, banking aliens, extinct obsequious 
aliens, workaholic aliens; Scots, Russians, Chinese, Tibetans, Swiss, Swedish neo- 
Nazis; political maneuvering, Intergalactic economic collapse, diplomacy, protocol; 
architecture, mining, space combat, interdimensional teleportation, multi-vii’al 
lifeforms, wide open spaces; gold, uranium; mausoleums, museums, banquets; 14 
parallel universes (count 'em, l6S), and a young hero who single-handedly saves 
Earth and the cosmos from much of the above. I don't think Hubbard will bring back 
the pulp era, but he will,drive a.lot.of people crazy (especially those who try to 
read it more than once). Recommended only to those with a masochistic' streakv



The Master (NEC, 7PM (ST})
Lee Van Oleef is an Amei'iean ninja;, master who returns to the States to look 

for his long-lost daughtero TimC'thy VanPat&en is a young trucker who becomes his 
apprentice. . They travel around, the country heating up on all the bad guys they 
meet (how original!) and fending off some,other ninja who want to kill Van Cleef 
(another network executive's brainstri'm). , ,, . ,

: Theshov; has a lot of ninja trucks (acrobatics, wall-climbing, smoke
grenades, etc.), but not much else. The dialogue is stilted. Van Patten'p , '
voice-overs are annoying, and,the whole thing is about as true to life as arti
ficial sugar. If the networks want to go Japanese, they should ask Lee Gold,,.for 
the rights to Tplcaldo no Shiiiibun. [How about one iOf the real Japanese ninja series 
Instead? We get them out here subtitled?— LG] , , ...

He-Man and the Masters of the Universe (Syndicated)
This animated TV series can be described in two letters; , P U. . I^.didn't like 

"Masters of the Universe" as a DC comic mini-series, but these.cartoons are worse. 
He-Man now has an obligatory kidvid comic relief sidekick; a maladroit wizard 
named Orko who looks like a pointy-eared Jawa. He-Man's patroness, the feather- 
garbed Sorceress, has one of the wimpiest female voices I've ever heard., (and the 
British accent doesn't help). The animation is stiff, the little moral .mpesages at 
the end cyf each .episode are enough to make you sick, and at the start .of} each show 
He-Man supposedly drives his fist through the TV screen (kids love being punched 
out by the show they're watching). The only good parts are the scenes when Prince.. 
Adam; and: his cowardly tiger Cringer change into He-Man and Battle Cat during an 
absolutely eye-popping light;, show, but that's just not enough. .

i ETC:,, rV . ,  ̂ '
JENNY HEIN (92); Cute wand you have there. How's your pet rock? 

a, LEE GOLD (93)5 re ct LONG; If astrology contributed to the development of 
astronomy, why did astronomy stagnate during the Middle Ages (when astrology was 
popular) .and revive during the Scientific Revolution, (when astrology, declined)?

;] STEVE: GILHAMj (93): re ct DA SILVA: I know offhand of ty/OiiSentient
invertebrate species in FRP; , Phraints (Arduin) apd Octopi (TFT).

BILL ,KEYES. (93)5 Your D&D/Champions conversion system is fascinating.
Awhile ago I tried to use it backward to convert some. Champions characters from DW 
23 (X-Men) and DU 30 (New Teen Titans.) to AD&D. I lost my notes but remember that 
Robin came out as a Ranger/Monk, and Cyclops somehov; ended up as a Paladin.

RANDALL STUKEY (94-) 5 I can only agree with those who say you have put an 
awesome amount of effort into your Arn campaign. . :

DANIEL JAMES (94-) 5 As far as I understand magic, it's a function of the 
conscious mind nn^ wiH» so only a living being (so tp speak) can use it. ; A river 
would have .-to be sentient (maybe a \fater Elemental or River Spirit) to flow uphill.

RPh^HT PLAMONDON (94)5 I will keep your guidelines on combat, rules ,j.n,̂ mind.
: DAVID. DUNHAM (94)s Great filk! I tried to write some verses for TFT, biit, 

the only good one I came up with went like this; , . .
I'm a prootwaddle and I'm real smart. ,
;. ...,.Uhh.. .What' s the next line? , . , , ,. ,

DAVID JOINER (94); Metacreativity and Discontinuity leave, me speechless., , ,.
BROOKS & FLIN (94): re 7 Ages; I think I'm a sterile hybr-id: of 1., 6 and 7.
HARRY HENDERSON (95); Is there any chance of seeing ,one of;your wife's 

stories in A&E? [We've got a six page limit on fiction.— LG]- ,, ,
, , MARTIN ELLISON V95) Re Civilization; Your idea made me ponder df n.nycne has 
ever used SPI's. After the Holocaust to,create a post-disaster campaign background.

-LEE GOLD (96); re W&W; Now I'm sorry I n®''̂ ®r watched it when,I had the 
chance. [If you've got a VHS videorecorder, you- still have -the chance.— LG]
, JOHN BURT, .(96)1; re ct GILHAMs As of RQ2, the D6D class easiest converted to 

a cult is the Paladin. The special abilities can be rewritten with some fudging as 
Battle Magic spells, and the clerical spells become Rune Magic. Monks can be : 
treated like paladins but have little or no Rune Magic. The other classes start 
with either too little or too much magic (although RQ3 may change this).



JOHN BURT (96); You & David Henley have taken Ducks as far as they can go,
LEV'/ WOLKOFF (%): I regret to say that your 1 page RPG struck me as sterile.

. PETER DA SILVA (96)1 How in Tarim's name could you let Cerebus get killed by
something stupider than Elrod and the 1/olveroach put together? . ,,

, BOB HEINSOO (96) ? Smurfs are just the beginnings modern kidvid is lousy .with 
small cute creatures like the Biskitts (try and pry treasure loose from them some 
time!); the Littles (alias "Cold War in a Country V/ainscotting"), and those arbor
eal masters of technomagic- the Monchhichis. How about a superhero campaign that 
includes the Shirt Tales? I'/hich of the Upper Planes is home to the Care Bears? ) 
Does anyone have the stomach to write up Strawberry Shortcake for CoC? And most, 
important, will,anyone still take me seriously after reading this?//I like your B&B 
campaign idea. Exactly what is Strong Time.

LEE COLD (97); Re W&VI and Chaotic/Evil? Maybe you'd better give us the 
whole article; DV/ seems to be sitting on it. [They dedided not to buy it,;'
Sapienza is looking around to see if anyone else wants it.— LG]

VINCENT FOSTER (97)s If I ever iiave to go berserk, at least I'll know how. 
Thank you (I think),

GEOFFREY HALSEY (98) Te Arcane TFT? If a beginning character spends all hir 
IQ learning talents and/orrspells, how does se increase IQ if experience doesn't 
increase characteristics? I can't see v;here se has any room for new talents?

MARK GALEOTTI (98, D's Dream)? re ct JAI'-IES & Vi/EBB? Some of those characters 
might well ^  affecting their worlds. Delta's fleet could be carrying vital 
supplies to some beleaguered community or troops to a secret rendezvous. And those 
Sanitary Inspectors might be trying to stop Kelvin from exposing some big ,,
Illuminatus-style secret. I admit that Pine is hard to explain as anything more 
than the village chiropractor involved In a petty feud (unless the cobbler is a 
secret member of that vile and proscribed sect known as the Chiropodists)..

HARRY ROBERTSON (98)? re MAYHEVI? "If you ever see them, but them...." Ha!
I can't even find them at the library! I hope Judge Dredd arrests you for tortur
ing the reading public (foams at the mouth and starts to chew on his bedroom door),

. JONATHAN WOOLLEY (98)? I found your essay on magic'very interesting (even 
though I don't own C&S). I wish my first issue had something as good.

MIKE LEWIS (99) re ct WALKER? How does a multi-headed baby fit through a 
more or less human birth canal?

Jen ny HEIN (99)? when does Dennis get his o\m zine?
BRUCE EDWARDS (99)?. he GUCs? . Nightmarish creatures indeed.
MARC WILLNER (99),‘'re ct BURT? Miss Blanca is a mouse whose adventures 

(usually centered around organizing prison escapes) have been chronicled by Margery 
Sharpj.and may be found in the children's section of the library.

PHIL MASTERS (99)? HA^^NC except for your question on non-human PCs? I have 
never played anything more exotic; than a Phraint, but the continent I am populating 
for a local campaign includes TFT-style gargoyles (flying rock—eaters), ducks, 
furred humans, and rabbits (not modeled on B&B); I'm considering frog people and 
miniature centaurs. . ;

QUENTIN LONG (99) re ct GALEOTTI? I can see how changing caste would affect 
other people's reactions, but couldn't the GM just play the WPCs appropriately and 
expect the PCs to do the same. V/hy involve the mechanics of the game?

DANIEL NOLTE (99)? When can we expect Eric's next contribution? .
LEE GOLD (100)? re Cover,-99̂  ' I 'believe that's a dragonev/t (of at least 

tailed priest rank) on his demi-birdi  ̂ , ,
STEVE GILHAM (100)? Your techno-Tolkien scenario is appallingly fascinating.

^ Thompson's Fear.and Loathing in Las Vegas recently. His view of,,
Vegas sounds a lot like your description of Middle Earthunder Sauron. I think a 
lot of sf depictions of future tyrannies \rould also be good source material. ,,

DAVID FLIN (100)? re ct FOSTER? Shoot-a-mile! You Brits have all the fun.

continued in tvjo pages - at the end'of TALES OF MAGIC



IALj'jS 01 MAGj.C from "ohs ‘Oempie of Light //A3
by Ronald Mai’k Pebrj 3866 Ari7,ona Ave., Las Vagas, NV 89104.5 (702) 452-3018 

Adventures in the Shattered World
 ̂ Simon Grundy, the young Meinibonean Bard, has been quite popular in the 
uaverns of York. He might be somev.̂ hau less popular if other people besides his 
companion, the apostate cleric Bonz, ]:new he lead a double life as a highwayman! 
However, between the knovm burglai-y of a weaponsmithy and the discovery of a mur
dered woman on uhe King's Highwe.y. the public is becoming suspicious of foreigners. 
Mayhap it is a good time for Sinou to pack up hJs kit and get out of town?

 ̂ The two fast-tra.-ailing thieves, Delvish of Dulcanis and Fairblossora, believe 
they have encounL.ered the 'U-.t.lmate outrage- There are noises outside their 
bedroom, they think someocdj- w-ihto -''.c buigle them*

In the pas H yea.r- the reads have become unsafe, almost as bad as a decade 
ago. Some blame the elves, some s^y it's a plot to overthrow the kingj certainly 
the economic upheava.i causeo. by the earlh-gaake wnick shook the capitol didn't help. 
With great regret I report the oeata of Axilia Tamara La-Fernam. She was ambushed 
by unknevn assai.larits and, although 1 c is believed she gave a good account of 
herself, she died from ;jtab wounds. Although an orphan, Alicia nad become known 
throughout the kingdom in the past three years hind will be mou.rned by many. She 
was buried in-the cemetery at York with the ceremony and honors due a beloved lady. 
Her closest friend, Hardgale the Tracker, has sworn revenge on bandits everywhere.

Goshawk of the Thieves Guild is investigating the forbidden catacombs under 
the city, at the behest of the Temple of the Spidergod. Only his knife-throwing 
skill saved him from a.ttacking women, apparently priestesses of an unknown deity.

Commentarium A&E #103

JOHN REDDEN; I'm not sure v/hat tournament sex is either— except that many 
years ago, one of my D&D PCs encountered a party of Ores during a dungeon-crawl.
The Ores agreed not to fight the PCs if they could "have their way" with an NPC 
female, ihe cowardly PCs consented. Ores and female went into a room| female came 
out 20 minutes later with a smile on her face, lifhen I pointed out to the referee 
that he had said "a dozen Ores," he solemnly assured me that particular band had 
been last year's winners in the North American Speed-F^^king Championships.

Untrained people have landed modern aircraft, under directions from the 
control tower, I read about a inan landing an airliner in Arizona 15-20 years ago. 
Recently a woman landed a private plane when the pilot died of a heart attack. In 
believe the first plane got down unharmed; in the latter case, the woman had to 
make several attempts and damaged the landing gear but was not hurt.

JASON ZALK; IVhile none of us hide the fact that we roleplay, I certainly 
don't advertise it either. Not only does "polite society" consider playing games 
immature; playing rolegames is considered downright freaky.

JOSEPH TELLER; Staves, Wands and Rods were to be names for magic artifacts 
which referred to function rather than size, shape or material. A Staff -would 
channel magical energy, making spells easier to cast. A Wand would have spells in 
It, the energy coming from the Wand itself, A Rod would have spells in it, the 
energy coming from the user. I may adopt your idea of specific materials for 
specific aroifacts as an additional factor. Thanks,

WILLIAM PIXLEY; The x^eapons originally called zip guns had wooden stocks, a 
barrel made of a car radio aerial, and a lock consisting of a door bolt triggered 
by a rubber band. They fired a single .22 bullet,

 ̂ PHILIP R. ADAMS; Liked your LASFASH. Reminds me of the sort of thing Marvel 
comics seems to be doing now.//Qlad to see you in A&E again, particularly as last 
time you v;rote me you didn' b include your nexi; adaress.

VINCE FOSTER; The courts have consistently interpreted the Second Amendment 
so It does not guarantee everyone's right to have a gun. Gun. control laws have 
proliferated and will continue go do so, Yoi. don't like it, I don't like it, but



the government is what it is. Besieges, look at all 'ohe interesting campaign 
material possible in a culture where weapons are difficult to acquire--a reverse of 
the usual FRPG situation where the PCs are far better armed than tne local cops.// 
Mammoths and Mastodons are not believed to have been the ancestors of modern 
Elephants but to have been different species of Elephants, with a common ancestor, 
//"Tales from the Leather Nun" was an "underground" comic of the late lybUs,

PHIL MASTERS; I don't think' CHAMPIONS rules can adequately reflect many 
comic book characters. Why worry about it? There's_no requirement that a playable 
game have characters exactly like the fiction which inspired it, ^

While a society's production capacity indeed limits material compassion, 
several factors prevent the equation; rich - compassionate, A given society may 
encourage generosity so that even if it has less wealth, that wealth gets spread 
around. And greater production capacity mignt mean the methods of compassion are 
less personal (e,g, government .welfare program instead of neighborhooa church 
poorbox), and that people do n.ot display compassion directly in word or aecci,

VJhv is it grounds for complaint if NPCs can do things PCs cannot? If the 
boatload of multi-class NPCs show up, that does not imply the PCs should have been 
multi-class. The boat is from "an unknown land," which may have unknown rua , 
Besides which, if players decree they're attacking-wil.hout knowing what they re 
attacking— well, that's a good way to lose a character, isn't it.

JOHN SAPIENZA: Much as it distresses me to defend D&D, I think the concept
of "0-level" is valid. Since levels relate to combat ability, it makes sense to 
have non-combatants as 0-level. It doesn't imply they're not skilled at 
else they do,//I also think D&D's intent was always to have magic restricted within 
a given campaign* The "unstrat-ed inieni was t-ha-t* magic is rare* n y a b w  s 
could do it. The PC mage had been lucky enough to learn from one of "̂ hose lew. 
^ S r i f l n  contrast to Ihe mnifost intent of RTOEQUEST or THE FANTASY ™IP, which 
presumed that there are many NPC magic users, at least among adventurers, but that 
individual magic spells are low in outright destructive power,

§§§§§§§§§§§§§§§
CARR'S TOMB— continued by Christopher Pesl

NIALL SHAPERO (100); The Sii-ithii are a little too much like Kzinti for my
taste, but your minor races are fascinating, +

MICHAEL JOHNSON (100)'; ct LONG;; At pi=3, circumferences are underestima 
by over 4.5%, which is a little much. At pi=3.1, the error drops to under 1,5%; at 
3 . U  you're only about ,05% too low; and at 22/7 (an acceptable approximation in
many ,math books) you're just over ,04% too nigh, +

ALASDAIR MCINTOSH (100); re ct GALEOTTI; Lucifer's Hammer wasn t just 
pro-reactors but pro-technology; the reactor's electric power was just part oi the 
technology that supposedly made the difference between a relatively high living
standard and a return to superstitious peasantdom. hnvp

HANK GRIFFIN (100); Your character creation meua-rules sound famii ,
you ever played TFT?  ̂ t+ rqT,r,r, mi+

KAY SHAPERO (100); If Kirel's Mirror is typical, I hope you don t drop
of sight again,

FIVE; THE EDITOR STRIKES BACK ^
As of early March, LANDS OF ADVENTURE has been sold out at Pegasus Games,

the local outlet for RPGs, v^argames and (most important) A&E, Nay to go, Lee.

It's 1984,.,.Does Big Brother know where yon are'



BCS 21-25; 
BCS 26+: ..

DIFFERENT WORDS #1B by Ivan Towlson

SKILLS IN TANURYL ■ .

0-19. Tou mSt^roll BCS^r^l"^'^" a Base Chance of Success ofu ly. xou must roll BCS or less on D20 to succeed. In general, 1 indicatP<? a
a l L  20 a furtle. 20 Always fails, evs/lf B?S il S i !  ^ ^ 31.111
also has a controlling attribute, which affects certain D20 rolls 

' Success Level Effects of Ctrl Attribute (CA)
Critical CA/3 saving throw (ST) gives supercritical
Normal none
Roll-BCS ' CA saving throw required to succeed 

: Failure None
Fumble CA/(21-BCS) ST means failure; else you make matters worse
you cannot fumble; a roll of 20 means failure '

,, as above AND;.roll' Of 1 gives supercrit without needing a ST| " '
... ’ a roll of"2 gives an unimprovable critical • ' ' ' ,

less ot lll t T . T  with Skills, the,attribute or
" ~ Like BUSHIDO f+h the Ctrl Attribute is "Attribute Level";- see B&B).

Like BUSHIDO (the system's base), BCS can be jolted over 19 in cWtain 
situatiqns , see. just below table for Kf. This will be due to s i t ^ a u S i  L d s  '
sef'BCS Sriv^^t^?^ behind). There are ho BUSHIDOoid Bonuses in-Tanuryl 

iff® BCS Derivation), In most numerically-based situations (e.g. Tasks) a crit 
gives 2xFX, a.supercrit 3xFX. (Oh yeah, FX = Effects). ’

SDN (Skni ^ (®-g- a i m + weapon) use
Imr.T'n H R ived Number). There are three ways to derive BCS or SDN from Score* 
Improved, Reduced (or Penalized), and Standard (which is referred to as iust BCS)*

“ " "   ̂  ̂ i . r  •
Improved: ((Score gm 99)/K)
Reduced; ((Score gm SQR (Score))/K)

(X gm I = geometric mean = SQR (X x Y); SQR ()= square root of.) ' ■
. Thus, for Score 60, BCS 12, IMP = SQR(59XO)/5 = 15 Red'' "

Tho TMP RPR . = SQR(60xl7.7),/5 = X. *
be g o ^ l f  the character would V
lot wlih RED BC^ h o D  fee Hooris, Agility STs for Acrobats). I haven't done a 
ohLarter'S^ff; lo! "ave used it in vdry adverse situations or if the

at SetaoW;i)°'° soing to do too

a t t r i b S a i e n t ^ S s S ! ’'"**' ̂  Hune and yourself, initial scores will be

WHAT, NO DICE? .

Can one run a full roleplaying game without losing any of the eood nnin+<, r>f>
random n u f b e 7 g e L m o S ?

* L “; r t  intermittently for a year now. and-1 reckon yof^^n; Frex-
Character Generation: Points-allocation with fixed initial aee Initial

money is tased on Luck, CHA and Economic talent. Initial p S u i f a r f f i x S

trate mrrUs/shieids =y=ten is possible. First you pene-

» L S  L i  ;?*h°at?'S r  *i" severity and cr;ss-iL!x S

D ? 2 r !  Dealh if^ iu  h a L L ir a L tf
Skili“^* ?“ t'’“d “f  ' i L l L t i ^  d L t h f p f ^ L L o l ' f p a i n L ^ ’'̂

Thuq +n Instead of a BCS roll, you perform a task to carry out an action

the lock'r^esiitanie^°\?^ ^ minutes until your total exceeds* ■
• his IS a limited and feeble system, I know. Ideas? .



Magic; Use a system a bit like T&T/AD&D, with fixed damage and no saving 
throws. Instead, Effects are divided by the victim's Magic Resistance - or, for an 
all-or-nothing spell, you save if your MR exceeds the caster's MagPts expended.

More to come (POSSIBLY). Comments would be very much appreciated? JTS? 
Point-Allocation Character Generation: Tanuryl uses this system, with random
initial points. There are very, very few breakpoints in the game. (If you're 
interested; 24. attributes + 19 derived + 5 0  subclasses..,.) '

''T

CALL OF CTHULHU; I had 19 pounds knocking around, so I bought it. IT IS RIDICU
LOUSLY OVERPRICED! I can't say I was too keen on the basic system, but the main 
reason I got it was not to play it but to spring a surprise on my unsuspecting 
Daredeveils players. After all, everyone gripes that the PCs will be expecting 
nasties in CoC, but one of my players during DD char-gen, wanted to know why the 
Occult Studies skill was useful. Someone is going to receive a shock in the near 
future. (I've got the Shadows of Yog-Sothoth campaign, and it's Truly Wonderful.)

Mechanics; Statistics are converted to a combination of maths and Aesthetic 
talent saving throws. ' GdC "Psychology" is just a Perception roll (WT CST), 
Astronomy is a new skill, while most others can masquerade as DD skills (e.g. Hide 
& Camouflage as Stealth) ..or are irrelevant (e.g. so what if Cthiilhu Himself has 
Gardening 65%?). Magic will be the stumbling block.

Structure; I intend to run an orthodox DD campai^, but when the PCs are 
back in Boston again. I'll hit them with a scenario from the back of CoC. (Of 
course, I'll rewrite it on A4 so they can't tell it's CoC.) From there, a tour of 
the Far East seems in order (DD Adventures), followed by a return to Boston and 
membership of the hermetic Order of the Silver Twilight, (Before this, I 
mights— just might— have a PC inherit a house and run a scenario based on HPL's The 
Rats in the Walls.) After SOYS, I've no idea. Following Cthulhu Himself with a 
rerun of Maltese Falcon just doesn't seem to ring true.

+++ Department of Irrelevance in Mathematics Official Communique +++
Kindly state if you call the square root of -1 "i" or "j". J indeed! Upstart.

TFT; I've only looked at this in shops, but I reckon that any game that charges 
for spells in $ and cents must have something wrong with it. But three
characteristics.... Hmm,..*.Elementally (see page 1) ST = Earth, DX = Fire and so
IQ = Water. Yes?

Calling All Classicists; In Greek mythology., if someone mortal (e.g. Aeschylus, 
Eurydice) died, went to Hades and got brought back again, were they ageless? Or 
would they die again? Or did they voluntarily pop off again when their job in the 
Upper World was finished? Do you really care? [Judging by Theseus and Alcestis, 
choice two of the above.— LG]

Politics; The SDP is like a d.c. ammeter needle measuring a.c. current; it sits 
in the middle and quivers..,. ■

Satire on J Hein(ous); Where's the hall?

DAREDEVILS. STUFF; Practical Skill; BARGAINING (Wl+Wt+Comm)
When trying to reduce an item's cost, you must get a higher Effect # than the 

shopkeeper using this skill. Reduce your effective score (not BCS) by the % 
reduction you want. If you lose, you must buy the item at full price. (No touring 
all the shops in the area trying to make your roll!) If you win, you get the 
reduction you aimed for, minus the shopkeeper's WL group Effect Die roll (typically 
D6) times base price/100 -(i.e, DR%),

In a foreign country, average this skill with your score in the relevant 
Cultiare Skill. The result may not exceed Bargaining OR language used.
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THE SCRIBE QE THE ELFIN KINGDOMS #3 "
being John Bambach, 1062 Hastings St., Baldwin, NY 11510 ' '
(c) 1984-, Bambach. Ify heartfelt thanks to Lee Gold for her efforts. ’

COMMENTS ON #102 ’ , :

SAUNDERS: How are you coming along with the Domesday listing?
ROBERTSON; Liked the "Realms of Faerie" writeup. As you may have noticed, 

my zine title was derived from Sylvia Warner’s work.
AIRD; Welcome to A&E. Enjoyed the zine reviews.

COMMENTS ON #103

BOLT; Will send you a copy of the Domesday listing. Sorry, I don't have 
bibliographic lists made up and in a filing cabinet. If there's something specific 
I can help you with, just ask. Yes, if you provide title or author, I can provide 
certain bibliographic references, like publisher, year, hard or paper, etc.

TELLER; Some of these questions were answered in my last zine which should 
have appeared in #104.. Woefully, everything is now being done by hand.

FRASER: Thanks for the comment. I must admit, however, to being an
Anglophile. My wife and I honeymooned in Europe 13 years ago, spent nine days in 
London, and I have kept close ties there ever since. Are we still friends?

BATTEN; Although sleeping space is at a premium in my house (there are eight 
of us), I could certainly be counted on to buy a few lunches and/or dinners, 
provide technical/tourist information for the New'York City area, and discuss FRP.

PIXLEY: I think your comment on smies should have been directed to CHRIS
MURRAY, whose zine followed mine in #98. ’

MURRAY; See above in case you missed the comment.
FLIN; Yes, I would be interested in the old fanzines. Please send a list of 

what is available and prices. Actually, I was already middle-aged when I assisted 
with the Domesday accounting, '̂iy first expedition, as a young adventurer, was with 
St. Brendan the Navigator in 570 A.D., when we discovered the New World. I also 
need A&E #63, 65 and 66 if available.

PHILLIES; Although I am sure you have received my letter by now, I wish to 
express my sincere thanks in publish for all your help with the index.

NALLE: In A&E #70, you referred to a zine called "Dragonfields." 'Any '
information on this? :

CORNELIUS; Did V/ill Weir ever produce the Oxford FRP zine you referred to in 
A&E #95?

ROBILLARD; Are any of the Swedish zines you refer to in A&E #101 in English? 
If so, can you provide addresses or other information?

TELLER; What ever happened to "Black Tower"?
ANYONE; In A&ER #73, Harry Henderson referred to a zine called "Othergates." 

Does anyone have any information on this?
AUSTRALIANS: Does anyone have information about "Tau Ceti" or "north

Rhodesian Stoat Breeders Gazette" other than the fact that they are now defunct 
zines?

Thanks to all.
Till next time.
§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§

Flying Buffalo is now the exclusive US distributor of FLAGSHIP, a quarterly 
magazine for PBMers. (No word as to what sort of games are PBMed.) $3/issue, with 
issues #1 and #2 now available.//FBI also announces solitaire adventure #18 for 
T&T; BEYOND THE WALL OF TEARS, 52 pages, $7.95 retail. And CITYBOOK II (Pbrt of 
Call), part of the Catalyst series of playing aids for RPGs, is also out at $9.95o



THE SENILE SAGE ?+3 , ■ , ..
by Robert JClifford, 312 Westmoreland Dr,, Dunbar, \N 250b/,: (30A) IbO-blbO

As a result of our vranderings through Europe, it appears that FRPlayers in . 
the US (as v;ell as Australia) are .at a distinct disadvantage in developing 
realistic locales and buildings. While v;e contend v/ith information gleaned from 
films and books, Europeans (and Brits) can actually see and experience authentic 
castles and cities little changed from the kiddle Ages (the period most used, in my 
experience). This disadvantage is increased because most of the references used 
are wrong or incompletej and the rest generally fail to provide the proper spirit. 
As an example, let's take a quick look at castles, ; ■ ^

I have yet to see a playing aid that accurately represents a castle. And as 
a result, the tactics I have seen used successfully in gaming I'fould HOT iirork 
against a real castle. Not surprising, considering the centuries of experience 
that went into designing and constructing fortifications, (The effects of magic 
against such an edifice would be quantitative than qualitative, a change in-the 
amount of power available rather than a change in type). One feature of castles' 
little—known defenses is that after they are explained, they seem so obvious.

For instance, v/alls around both castles and tovms were ROOFED, usually with 
slate or tile. This provided protection from v/eather and plunging missile fire, as 
v/ell as concealment— and v/ould also help against flying attacks in FRFGs, As a 
last resort, these roofs v/ere used to drop heavy objects on attackers scaling the 
walls' or assaulting a breach. Note that vfhile the wall supports v/ere timber, 
every- ■ . . ^
thing that could be directly hit was non-flammable. Consider how this would affect 
that attacking Dragon or flying creature v/ho could neither see nor hit an enemy 
while being assaulted by missiles from various arrov; slits.

And I'm afraid that Errol Flynn's practice of cutting the rope to lower the 
dravrbridge wouldn't viork. First, the supports were invariably chain, not rope. 
Second, the gates were counter-weighted, so that the rest position of the bridge 
was up5 it had to be winched DOWN, Releasing the windlass or cutting the supports 
would raise the drav/bridge. Finally, cutting the supports v;ould usually DROP the 
portcullis.

Unfortunately for your players, most of their brilliant strategies had been 
conceived long ago, and countermeasures developed. This underlines a problem most 
of us face in roleplaying gamess the people who lived under such conditions were • 
intimately familiar with their problems and had devised solutions to them. In 
spite of any superiority v;e may (erronously) feel, v;e re still examining their , 
problems from the outside. How many Giis have had players winning by strategies 
that are so obvious they must have been used before counters were found? (There 
are ALWAYS countermeasures,) And hov;. did you handle it? Unless you are an ̂ expert 
on the civilization you are trying to re-create and intimately acquainted 'v;ith all 
its facets, you v/ill occasionally make a gaffe, '

And not only must GMs be familiar v;ith such significant details, but players 
must also realize that PCs would be familiar v/ith them too, ky ov/n solution has
been to call a short halt and say, "You realize that.
giving a chance to reconsider, 
roleplaying, '

outlining the problem and
Unfortunately, this does interfere v/ith

AIN'T.
This has grovm so convoluted that I've lost my train of thought, A v/riter I

Anyv/ay, I don't see a solution, since no one can be an expert on everything. 
I guess it's just my military and engineering training that makes me cringe v/hen



patently obvious strategies are allowed to go unchallenged. I'm sure ,each of you 
has your own peeve. I have several others as 'Well, which are not germane to this 

discussion. References to cover those esoteric areas of interst to FRPs 
is sadly (but understandably) lacking. Perhaps the upcoming Culture Packs from Lee 
Gold et al. will help. In the meantime, however,.**

BOOK REVIEW

While visiting the souvenier shop in the British Museum, I saw a copy of THE 
TIME TRAVELLER BOOK OF KNIGHTS & CASTLES. This is part of a series of TIME ' '■
TRAVELLER books on Viking, Roman and other ancient cultures. Unfortuntely, I only 
picked up this one.

The book is written for children and consists of equal parts of mediocre 
illustrations (in color, howeveb) and text. While it only has 32'letter-size ' ' 
pages, it is the best'and most useful introduction to the era I have seen. I only 
hope that future Culture Packs provide half as much usable^ information and the feel 
for the- culture. I have leafed through some of the other bbokS, and they seem ' 
comparable' ih'quality . :

The-series editors are to be congratulated on an excellent job. Text and 
illustratiohs combine for easy understandability. (I believe even Munchkins could 
understand it if they wished; I play to try it on some of the local crowd.) And it 
would be difficult to compress the vast amount of data any smaller without 
sacrificing clarity. ' -

InterSsted in rights and duties of the members of a barony? The means and 
speed of transportation? Means of communications? Makeup of a noble’s caravan? 
Extent of wilderness and hazards? All of this is covered in the two page section 
"Journey to the Castle." Without getting technical, it provides all the informa
tion a player needs and his PC would have.^ "Beyond the Castle Walls" gives a good 
(if not complete) description of the castle defenses as well as a layout of the 
subsidiary buildings and facilities within the castle walls. "Inside the Keep" has 
a cutaway Of a typical keep wiPh examples of the jobs performed in each area.
"Dawn at the Castle" covers' Such things as sleeping arrangements, dressing, and 
bathing. (For those who remember the Opening castle scenes in "A Lion in Winter" 
and thought the vignettes were "cute" but couldn't understand them, these three 
chapters will offer great insight and understanding). '

To keep this review shorter than the book. I'll just mention the remainirig 
sections; Going on a Hunt, Having a Feast (learn why they had those big iron 
cauldrons), Trip to a Building Site, A Trip to Town, the Training of a Knight'j At 
the Site of a Joust, Return from the Crusades (good ideas for setting up a few 
scenarios), and The Castle is Attacked.

The books cost 1.99 pounds in Britain. There is also an American publisher: 
Hayes Books, 81^1 E. /i4̂ th St., Tulsa, Oklahoma. I donH know the American price. 
Unless your players are already intimately familiar with a culture, these books 
will be excellent source material (assuming one is available for your period). I 
definitely recommend them'(even though they do not list magic) and plan to get the 
rest when possible. Even if your campaign is not quite the same as the historical 
period (an excuse I've heard often to justify anachronisms and inconsistencies), ' 
the books are still excellent as a means of instilling the proper feel.

U 5 I ■ PBZ

Under the circumstances, it seems as if Ruie and I should provide more 
biographical information for our leader and the GM. I have a degree in Chemical 
Engineering and 10 years experience as a practicing Industrial Hygienicist, so I am 
conversant with the toxicology, symptcmology, and treatment of moot common indus
trial and commercial chemicals and products, as well as more esoteric data (how 
many readers are aware that nutmeg is a hallucinogen?).



I spent two years in ttie infantry (1/2 Lieutenant) and have never fired less 
than Expert with a rifle; however, I am only an indifferent pistol shot. I have 
been a member of the SCA for 10 years now, but have not fought much in the last 
four years for lack of oppor
tunity. I am a long-time student of mil.itary history, tactics and engineering. I 
can ride a horse albeit poorly and have a smattering of outdoor skills picked up in 
scouting, camping, bivouac, etc. ,

As for my wife (NOTE; Ruie has long since become intimately familiar with 
ALL the puns, rhymes and variations on her name and is quite apt to react violently 
to their use; you have been warned), she has a degree in sociology. She has been a 
councillor of various sorts and a professional student. She has made an exhaustive 
study of the Occult (we have over 200 volumes in the basement). [We have ALL .. ,, 
of our books there— RL] from Astrology through Phrenology (which explains her habit 
of incessantly x:ititing me over the head) to Witchcraft. I am a skeptic. She can . 
ride •well, is a good pistol shot and a better bow shot than I am, and has some . 
martial arts training. She claims some ability as a dowser and greater ability as 
a "Whisperer" (i.e. animals always are friendly to her, particularly equines and 
canines but not geese). I am still a skeptic. She will provide more information 
in her' report below.

Observations & Conclusions .
Apparentj.y the atmosphere is thinner than ours and has a lower partial oxy

gen pressure. This will cause individuals to tire easily today and tonight (longer 
for thosb out of shape; maybe three nights)— and sleep as though drugged. Lots of 
luck waking: up your relief. All of us should be acclimated within a few days.

I don't understand the problem in starting the campfire.L Since we are all 
breathing, there is no normal reason a fire cannot be started. Given the available 
equipment and expertise, the only reasons we wouldn't be able to ignite the fire 
would be magic or some inhibiting substance in the air, (Only fluorocarbons come 
to'.mind as effective enough without being immediately obvious) . ■

Pre-Move Information j '
There are actions I would have taken upon learning the disposition given in 

the last mo-̂ e. I would be wearing my fatigues and combat boots. I would carry a 
broadsword, a dagger, a hidden boot knife, a broken hacksaw blade (my belt is 
stitched double-layered leather; I cut the stitching and insert the saw), 100 
copper pennies and one silver 1O0'shilling piece. I will leave the rifle behind 
with someone who can use it and attempt to borrow a pistol for niy wife.

Move
My philosophy on violence is to'do all you can to avoid fighting. If that

doesn't work. Fight Dirty, Therefore I recommend we go along with the locals. 
Everyone should get comfortable and act unconcerned. I will ask Ruie to strike up 
a conversation with our guard. DO NOT ask any questions about the government,

, religion or other possibly sensitive areas. Assume the inhabitants are 
intelligent. Limit questions to domestic items with a few questions on things new 
visitors would be interested in: e,g. a good inn, local costs, good buys. This is
the best way to allay suspicion and get a feel for the society we are entering. It 
could prevent a faux pas like thdt apparently made by our predecessor.

During this period, I will attempt to unobtrusively examine the fortificatins 
and surroundings. Questions of interest. I’Jhat sort of traffic is indicated by the 
tracks at the gate? Heavy or light? Human? Animal droppings and tracks? Wheeled 
f^3.ffic?//What is the state 6f the wall? Well guarded? Designed for show or use? 
Well constructed? Dressed for appearance or plain? State of repair? State of 
readiness (when battles are imminent, certain constructions are usually added like, 
roofs, gates in the merlins, etc.)? ‘



Is there a. substantial .body of water near nhis city? Have we seen any. 
cultivated fields? The city is likely a trading center and so more tolerant of 
outsiders, willing to let minor violations of taboo pass. If it lacks a navigable 
water access, it is probably 1) a Raw Materials Source (e.g. mine), 2) a Refuge 
(the lack of cultivated land makes this improbable), or 3) a Trading Center. This 
information should give us greater insight.//By the way, how are the people we see 
dressed, and what is their appearance?

I will follow our leader's directions. However, I recommend; 1) we do 
nothing to alarm or antagonize our captors until we know the set up and local 
mores; 2) we pick up all the information possible, especially the trivia; 3) since 
the natives have not shown any supernatural powers, we keep all paranormal 
9-bilities and widgets under wraps. This last includes Tech gadgets we brought. I 
recommend that all watches and such be hidden, using other party members as 
screens. .

If taken before authority, I recommend we tailor our actions by observing the 
natives. If imprisoned, wait till we learn more. Finally, do all we can so as not 
to be separated. ,

Miscellaneous
Six kliks in 2+ hours? I would examine this closely. Either the way was 

rough, the distance was elusive, or someone is playing with the time. 5km/hour is 
average over normal terrain. Even with frequent stops due to low oxygen, this 
appears excessive.//Is anyone getting SLEEPY?

I'll re-establish acquaintance with Lew, the only one in the party with whom 
I am more than passingly familiar. I will attempt to become acquainted with the 
rest of you as we go along. This walk should have been a good start.

Scott has my sympathy. He will have to cope with a number of people, highly 
trained in a wide variety of fields which can affect the adventure. He’ needs to be 
consistent and competent in all these fields. I don't think it is possible. •

GOOD LUCK.

PBZ

My name is Ruie. (Say it like the Spanish "Ruy.") I don't mind the "Lady 
Clifford." IS it for having the courage to marry Cliff? I am 5*7", with long dark 
hair, hazel eyes (glasses) and fair skin.

I do all types of needlework: design and make costumes, knit, crochet, 
embroider, needlepoint, etc.//l ride well and— given rope— can make crude tack 
(halter; with a piece of chain, a rough bridle; the horse won't like it) and bare
back pad with stirrups. I'm a good rifle shot and shoot Expert with a handgun.
I'm very good with a bow (up to 50 lb pull).//l play folk and classical guitar. I
can juggle, not expertly but I don't drop things TOO often.

I've studied the Occult; 'ceremonial magic, palmistry, talismatic magic, 
crystal gazing, witchcraft, Tarot reading. I'm a dowser and what country people' 
call a "Whispqr"; i.e. I'd have a plus on dice rolls for making friends'with 
animals in a IRPG., I also have a limited, danger-sense (i.e. when danger is near I 
feel the way you do when a storm is approaching; I can't tell what it is or where 
it is coming from or when, but the time limit is about 1 - hours).

Before we go to the city, I change clothes. (I came through wearing a long 
dress. I like to wear them around the house.) I put on a dark cotton shirt, jeans 
and one of Cliff's light army jackets (for the pockets), boot socks and knee-high 
leather boots (like the ones worn in THE THREE MU.SKETEERS movies). Over this I put 
an ankle-length black cloak with hood. I'm wearing the Scarab around my neck under 
a dark blue cotton scarf. (Who needs a WITCH scare?)



In the jacket's right pocket is a roll of pennies (to use when punching), 
ve got loose change scattered through the other pockets. There's also a 60"x4," 

black silk scarf, a 54" black square scarf, and two 36" square scarves. My pockets 
also have a Swiss Army knife, black leather gloves, a Bic lighter and four books of 
matches. I ve got a boot knife in my right boot, and a short gold chain around my 
left ankle under the left boot.

Do I get^anything from my Danger sense?
^I'm keeping my eyes open for clues* tracks, etc. At the gate 1*11 ask any

group have. I'll play wide-eyed tourist and shut up 
QUICK if they don t seem to like questions. I'll take orders from our fearless 
leader and NO ONE else. (Yes, Cliff, this means you. "Duck" and "It's dinner 
time don t count.) I'm willing to go into nown with the rest of the prty. But 
I d like to try to leave one person outside the warn the next group. Not the 
telepath; she may be our ace in the hole.

Cliff say we threw my pocketbook through the gate? Go on a trip without 
It. Are you nuts? We have three rosaries (6', 8', and regular (blessed) in the 
purse. Any reaction to them?//Since the scarab is glowing, I check our other old 
pieces: a gold locket over a century old; an ivory necklace 6 1 / 8 x 3  pieces, over
150 years old; a North African cavalry sword with ivory handle and a scabbard with 
brass rams' heads oyer a century old; a Korean sword with red lacquer hand grip and 
a scabbard carved with a dragon on one side and a phoenix on the other, over 150 
years old.

, borrow a handgun, I will have it on the back of the web
belt I'll be wearing under the jacket, out of sight. I put extra shells loose in 
the jacket pockets. I'll also have a long dagger at my left hip. My long hair is 
wrapped on a 6" bini foundation. I have a short pearl-handled dagger stuck in it 
looking like a hairpick. (I've tried this, and it works.) I am NOT a fighter. If 
attacked or ordered to, I'm going to vanish it fast and permanently.

LEE GOLD; I can do a zine on Talismans and/or Gems (not always the same 
thing; if anyone is interested.

§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§§

CREATING SCENARIOS
by Mark Galeotti (in response to a comment of David Dunahm's in #103)

I also base scenarios on the PCs. Some have unusual skills or abilities; 
others have interesting traits ("distrusts dwarves," "will never let a dog suffer," 
etc) or notable magic items. Any of these can suggest scenarios.

One group was made up of three Lightbringers, all Chaos-haters and (being 
Sartarite) fiercely anti-Lunar. When they were contacted and asked to assist some 
rebels transport a cargo to the sea and fight off Lunar forces, they jumped at the 
chance. They managed to get this payload to its destination, battling all sorts of 
Lunar attacks. It later transpired that the cargo was a Chaos artifact, and the 
Lunars were trying to seize and destroy it before its bearers could warp it to 
their own evil purposes. Assuming that the trio were in on the plot, the Ministry 
of National Security put a Hunter/Killer Team on their track.

The three were then obliged to follow the Chaotics and thwart their plans.
Not only did this provide an adventure based on the characters' own traits (so 
anti-Lunar that they might be blinded to the emanations of Chaos on the journey), 
but it also had a moral; Lunars Aren't Necessarily Bad. (After all, they were 
trying to save the world.) Similarly, a dwarf-hater could be saved by a dwarven 
philanthropist or have to trust a dwarf.
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