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WITCHBUSTERS 
I was not satisfied with the review 
of Witch Hunt in OW 35, I have 
not seen the game myself, but 
from what the reviewer said, his 
comments appeared to reaffirm 
the old saying, "You can learn 
more about a reviewer than the 
subject he or she is reviewing," 

I do not know if the game suc 
ceeds, but I think Mr. Petersen 
based h is review mostly upon the 
game mechanics (as important as 
they can be) and less on the flavor 
and fun of playing in that time 
and place. He almost seems to 
deride it for its appl ication to 
orilv one particular place and 
time. 
It's the theme that makes a 

game terrific and memorable-not 
its mechanics. 

Martin Wixted 
Danbury CT 

BEER DRINKING CHRISTIANS 

Of Cthulhu scenarios. And having 
recently purchased Champions, I 
really got a kick out of the 
Special Superhero Module-"Star 
Devourer," indeed! 
Another Call Of Cthulhu article 

I enjoyed was "Death Scenes," 
but I think Designer Sandy Peter 
sen needs a vacation. No offense, 
but all the people in our gaming 
group thought that the descrip 
tion of the demise caused by 
Shub-Niggurath was a tad ex 
treme. I mean, " ... a single sup 
purating sore, red and blue with 
glistening serum."! It's not that 
the other descriptions were less 
qraphic or anything, it's just that 
this one sort of leapt up off the 
page at us, Did Mr. Petersen make 
these up all by himself or did he 
use original scenes from the books 
as a primary source for his 
inspirations? 

Spiros Skouros 
Kingston, Ontario, Canada 

-Editor I really enjoyed OW 35. Being a 
Call Of Cthulhu fanatic, I appreci 

HIGH TECH, ANYONE? ated the three articles dealing 
with the various aspects of the 
game ... Congratulations are espe 
cially due to Larry DiTiliio for his 
well-written article dealing with 
the finer points of creating Call 

Sandy says "Both." 

"Magic & Social Structure" in OW 
36 was a mighty fine article, and I 
hope rnanv gamemasters will read 
it and take it to heart. 

I n my own (now abandoned) 
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WELL, 1 N A f=lGHT 1'51- CHARACTER 
IS A MAD-DOG KILLER!I" (TR~t_L':Ci8e~T) 

AO&O campaign, clerics were 
common, but high-level magic 
users few and far between. The 
rationale was that magic-users 
would be unpopular with the 
common people and subject to 
mob violence. When a cleric's 
spell doesn't work and some disas 
ter befalls the village the cleric 
can always fall back on divine 
wrath, "The will of the gods." 
When a magic-user's spell fails, 
what can he do except admit that 
he screwed up? So while virtually 
every ruler had a court magic 
user, the higher level independ 
ents tend to live at least a full 
day's hard ride from the closest 
habitation; usually in a swamp, 
desert, or other inhospitable 
neighborhood. In my current 
campaign, based on RuneQuest, 
the opposite view has been taken, 
that magic is commonplace and 
this has affected the progression 
of technology. For example, there 
is no known method of making 
fire without magic; fire drills, flint 
and steel, etc., are totally un 
known. Many men and virtually 
all women know the Ignite spell, 
or the related spells of F irearrow 
or F lameblade (a bit costly, 
having to cast a 4-point spell to 
start a campfire, but better than a 
tinderbox that might be lost). 

The local dwarves have a sub 
stance equivalent to gunpowder, 
and within the past centuries have 
started carrying what a person of 
our society would reconize as pis 
tols. However, these pistols have 
no moving parts. They are brass 
tubes, open on one end and 
closed on the other, with an at 
tached bone or ivory grip. The 
user charges the tube with pow 
der, shot, and wading; points it at 
his target; and cast an Ignite spell 
on the powder. No misfires, no 
"flash in the pan," and no messy 
intrusion of hard-to-find materials 
such as spring steel. 

I hope that th is example will 
provide a starting point to anyone 
who wants to design a high-magic 
society. Remember also that tech 
nology is not just our modern 
widgets, again for example, the 
latest technological advance in my 
campaign is wheat. "Growing 
food where you want it to be, in 
stead of gathering it where the 
goddess wills it to grow? Stupid 
idea, and probably blasphemous 
as well." I'm afraid that range 
wars are just a few generations 
away. 
Thank you again for a thought- 

provoking magazine. D 
Anthony Breaux 

Tucson AZ 
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The Gamer Editor's 
Views 

STAR RATINGS 
Starting this issue, the "Game 
Reviews" column will have star 
ratings. The ratings are based 50% 
on what I thought of the product 
and 50% on what the reviewer 
thought. The star ratings are given 
by me, the editor, and not by the 
reviewers, for the sake of consist 
ency. The ratings are based on the 
four-star· system used by movie 
and theater reviewers: **** Superb *** Mighty Fine ** Good * Flop 
We are proud of our "Game 
Reviews" column. The feature has 
steadily grown in size from issue 
3's one review of Bushido to this 
issue's critique of 13 products. 
Over the years OW has reviewed 
over 200 adventure-gaming 
products. Issue 35 has an index of 

all game products reviewed up to 
and including that issue. 
The reviews are one of the many 

fine features that have made OW a 
favorite among adventure-gaming 
devotees. The reviews are concise, 
but not merely a listing of the 
parts and contest, and are 
designed to help the gamer make 
informed judgments on their 
game purchases. It is a service no 
other magazine does better. 

I n the next few issues expect to 
see reviews of The Avalon Hill 
Game Company's RuneQuest 
and Powers & Perils, TSR's Marvel 
Super Heroes and Indiana Jones, 
FGU's Other Suns, Chaosium's 
Elfquest and Stormbringer, and 
Steve Jackson Games' Toon. 

Happy gaming, 
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Sword Of Hollywood I t has been said, 
The pen is mightier than the sword. 

How about celluloid? 

By Larry DiTiliio 
Hallelujah and ya-hoo, oh raving 
fans of 24 frames per second, 
Things are zipping right along 
here in good old Lost Angels, as 
the masters of both the big and 
small screens cook up more treats, 
thrills, and turkeys for your kind 
delectation. Ye Of' Sword has 
plenty of inside scoops for you 
this month, so hold onto your 
helmets and let's plunge right in. 
KEEP"ON TREKKING: Star Trek 
/II is history and already the 
wheels are in motion on Star Trek 
IV. Herve Bennet will again pro 
duce and write, Leonard Nimoy 
will again direct. As to subject 
matter, well it's much too early to 
tell, but let me give you a clue, 
the tentative title is The Trial of 
Admiral Kirk. And in fact, the 
film will OPen on that event with 
our favorite Admiral up before 
Starfleet on a whole passel of 
serious charges, stemming from 
his adventures in Star Trek /II. I 
know you can't wait, but I'm 
afraid you'll have to for at least a 
year, probably more like two. 
However, take heart Trekkies, for 
while the picture is in progress, 
Paramount is sending a whole 
bevy of new prints of the old tele 
vision series to syndicated stations 
allover the country. The tele 
vision episodes will be our old 
favorites but with a new look. 
The color in particular will be 
much more vibrant and alive 
(remember how all the colors on 
Star Trek seemed kind of washed 
out and pastel?). Watch your local 
TV listings for when these epi 
sodes will air and sit back and 
enjoy the saga all over again. 
STILL HOWLING AFTER ALL 
THESE YEARS: The Howling /I 
is currently underway in Prague. 
It's a sequel to the crazed were 
wolf film of a few years back, but 
this time heading the cast is none 
other than horror headliner 
Christopher Lee. Chris will be 
joined by none other than the 
Queen of Action, the luscious 
Sybil Danning. That's quite a lot 
to sink your teeth into, eh? 
LAND OF THE RISING 
MONSTERS: Speaking of sequels 
and remakes, catch this bit of 
news. Currently lensing in Japan 
is none other than a new version 
of Godzilla. Naturally, given the 
current technology, this rendition 
should be ten times more spectac 
ular than the original film. On the 
other hand, King Kong didn't fare 
so well the second time around, 

so let's all keep our fingers 
crossed for the success of our 
giant lizard friend. By the way, if 
you haven't ever seen the original 
Godzilla, do so. Unlike the flood 
of terrible sequels with actors in 
lizard suits, the original Godzilla 
has a true horrific feel and is very, 
very well done. 

UNDEAD VERSUS UNDEAD: 
Less A ngles is about as famous for 
lawsuits involving the making of 
movies as it is for making movies. 
And there's a nifty one in the 
news right now. Director George 
Romero, who gave us the creeps 
in Night of the Living Dead and 
Dawn of the Dead, is creating a 
third picture in the cannibal 
zombie series to be called Day of 
the Dead. However, at the same 
time, producer-writer Dan 
O'Bannon (Alien) is shooting a 
film called Return of the Living 
Dead that follows Night of the 
Living Dead in inspiration. What 
happened was that George 
Romero never copyrighted the 
Night of the Living Dead, there 
fore, its material is usable by any 
one who wants to use it. I n an 
attempt to correct the mistake, 
Mr. ROmero is threatening to sue 
Mr. O'Bannon, hoping to prevent 
him from usingthe "Living Dead" 
title. Since the wheels of civil law 
turn rather slowly, the likely out 
come is that in about a year, we 
will see the simultaneous release 
of both Living Dead pictures, 
which should make for some neat 
confusion as to who's got the real 
living dead. Of course, one can't 
have too many zombie pictures, 
can one? 

TERROR TO STALK THE TINY 
SCREEN: Though we have had 
plenty of horror and fantasy and 
science fiction in movies the last 
few years, television seems to be 
lagging behind in this area. How 
ever, that is about to change in a 
big, big way. No less than three 
fantasy-horror anthology series 
are currently underway, and wait 
till you hear what they are. Wait, 
wait, okay, you're tired of wait 
ing, I'll tell you. First up is 
Amazing Stories, created by none 
other than Steven Spielberg. 
Amazing Stories will be a half 
hour show dedicated to fantastic 
tales of all sorts. I t will be very 
close to Twilight Zone in that its 
stories will center on quite ordi 
nary people dropped into amazing 
circumstances. I n fact, Mr. Spiel 
berg wanted to do another Twi 
light Zone se'ries, but he COUldn't. 

Wanna guess why? Right, because 
producer Philip De Guere already 
has bought the rights to do a new 
Twilight Zone series, and that is 
our second treat for the future. 
The makers of the new Twilight 
Zone are currently trying to 
decide whether to make it an 
hour or a half-hour series. As for 
the third entry in this sudden 
interst in fantasy, I once again 
invoke the name George Romero. 
Mr. Romero is putting together a 
show called Tales from the Dark 
Side, but unlike the two previous 
shows, this one will be strictly 
devoted to horror stories. More 
good news is that the King of 
Horror Authors Stephen King is 
hard at work on a teleplay for the 
series. Given the people behind 
these shows, we fans should find 
ourselves with plenty of good 
stuff to gawk at come 1985. I'll 
stay on top of all three efforts 
and fill you in as I know more. 
DRAGONRIDERS, TO YOUR 
MOUNTS: Well fans, it looks as if 
Dragonriders Of Pem is about to 
hit your theaters (well, in a year 
or so anyway). Diane Duane, 
author of two Star Trek novels 
and the popu lar science-fiction 
novel A Door into Fire, spent sev 
eral weeks with Anne McCaffrey 
in her Irish householdIknown as 
Dragon Hold) working up a plot - 
line for a big budget animated fea 
ture on the Dragonriders. It's 
obvious why Ms. McCaffrey and 
the producers opted for anima 
tion, since working models of 
three hundred or so dragons can 
only be done in that format 
(unless, of course, you have a 
budget of $1 billion). Pre-produc 
tion on the film should be in 
progress just about as you are 
reading this. 
MORE DUNE: Dune will be hit 
ting your theaters this Christmas, 
and word is that producer Dino 
De Laurentis has already made 
commitments for two sequels. 
Oh, goodie. I hope. 

GREMLIN SPAWN: In the Grem 
lins vein, director Richard Donner 
(Superman) is shooting a flick 
called The Goonies. It will have 
the same comedy-horror emphasis 
as Gremlins, though with a differ 
ent band of little guy nasties. 
Look for it toward the beginning 
of the new year. ' 
ANIMATION BLUES: Over a 
year ago, I reported on a dandy 
animated feature from Nelvana 
called Rock & Rule. Well, Rock & 
Rule is complete, but don't count 

on seeing it too soon. Nelvana, a 
Canadian-based animation com 
pany, is having one heckuva time 
trying to find somebody willing 
to distribute the film. The final 
straw in this matter was that the 
producers of an animation festival 
in Canada refused to allow the 
inclusion of Rock & Rule, stating 
that the festival was limited to 
films under thirty minutes. Rock 
& Rule has been screened at other 
animation festivals in Canada, and 
if we're lucky, someone will take 
a gamble and make it available to 
the general public. 
DISCO BOND: From a View to 
Kill, the next Bond epic, is now 
shooting. Joining Mr. Bond will 
be none other than the ultra 
savage disco queen Grace Jones, 
who knocked 'em out left and 
right in Conan the Destroyer. 
Bond may have a rough time with 
Grace. Also in the cast are Tanya 
Roberts (Sheena) and Patrick 
Macnee (The Avengers' John 
Steed). 
RED SONJA SURE LOOKS 
FAMILIAR: Catch this one, gang. 
A her an exhaustive talent search 
to find some unknown to play the 
flame-tressed she-devil, the pro 
ducers came up with none other 
than Sandahl Bergman, who 
played Valeria in Conan I. Of 
course, after watching Sandahl's 
swordplay in Conan, I can't argue 
with the choice. Still, I think they 
cou Id have saved themselves a lot 
of time and money. 
STAR WARS RETURNS: And 
you thought the saga was over. 
Silly you. The fact is that shoot 
ing has already begun on the next 
installment. Title will tentatively 
be either The Old Republic or 
Clone Wars. This time around, 
special effects will include the 
computer-animated starships such 
as were viewed in The Last Star 
fighter. Yes folks, there were no 
models in that flick, every ship 
was a collection of expertly 
programmed computer graphics. 
Of course, Lucasfilm will put 
their own touch on this. This . 
again is a long wait, but gee, isn't 
it worth it? 
RAY HARRYHAUSEN'S BACK 
TOO: Yes, the old master of stop 
motion animation will be tackling 
another film, this one entitled 
Voyage of the Trojans. It's a fol 
lOW-Up to Clash of the Titans 
based on the classic Roman epic 
The Aeneid. By the way, Mr. 
Harryhausen is working with 

Continued page 39 
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New for 
Fall·Xmas '84~~~ 

#8572 RUNEQUESY (Gamemasters BOlt) $25 
Specially designed for gamemasters; includes 
those components of the deluxe version not 
found in the Players Box. Comes with Game 
masters Book, Creatures Book, Introduction to 
Glorantha Book, Game Aids and full-color Map. 

Retail 

#8582 YETI SANCTION 
$10 Retail 
The second in a series of 
adventure modules for 
Lords of Creation (ownership 
necessary); comes complete 
with Adventure Book, 
Gamemaster Screen, and 
Player Aid Cards. 

#8521 TOWER OF THE DEAD 
$8 Retail 

The first of the Powers & Perils . 
adventure modules (ownership 
of P&P is necessary for play); 
includes 56-page Adventure 
Book and 24" x 11 " double 
sided Reference Control Screen. 

The Avalon Hill Game Company 
4517 Harford Road * Baltimore, MD21214 
301-254-5300 

For credit card purchasing 
Call toll-free 

(800) 638-9292 
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GAMES OF 
STRATEGY 

An Explanation of the I mprovements to Runetjuest" 
By The Chaosium Staff 

The Avalon Hill Game Company version of RuneQuest is a complete 
rewrite of the Chaosium edition. Staff and play testers contributed 
hundreds of hours of work to make the new edition better than the 
original. 

The new RuneQuest is the same game that you have come to 
know. Over the six years since we first published RuneQuest we have 
collected your comments and suggestions and made many revisions. 
You sent rules changes and additions to the fondly remembered 
Wyrm 5 Footnotes magazine and to the respected Different Worlds. 
We studied fanZine contributions. At conventions we hosted dozens 
of games and took note of what went right and what went wrong. We 
argued endlessly among ourselves. 

We signed the deal with AH for the chance to improve upon our 
best-selling fantasy roleplaying game and to craft the game that we 
wanted. We approach every product that way: if we like it, if we 
have fun playing it, experience shows that you will like it too. 

What Is the 
Avalon Hill Deal? 
The Avalon Hill Game Company prints and 
distributes RuneQuest. We do all the writ 
ing, editing, and production work. We do 
what we do best, then plug into AH's facili 
ties and immense distribution network. 
Thus a better RuneQuest appears in many 
more stores than before and is available to 
thousands more players. 
When our authors complete a manuscript, 

our production people edit and mark it with 
typesetter notes. Then it is sent to AH, 
There it is typeset, and the galleys are mail 
ed back to us. We at Chaosium assign the in 
terior art, the cover art, and do all the paste 
up work. We read the galleys again, marking 
final corrections on them, and mail those 
corrections back to AH. They typeset the 
corrections, and return them to us. We send 
the camera-ready material to AH. They 
photograph it, and then send us proof 
copies. We review the proofs, indicate the 
final, final corrections, then rush the proofs 
back to AH. They make the printing plates, 
print, collate, box, and shrink-wrap the 
product. At last it is sent to the distributors 
who sell to the stores. 

How Will 
RuneQuest Be Available? 
RuneQuest will appear in three forms: the 
Player's Box, the Gamemaster's Box, and 
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the Deluxe Edition. 
PLAYER'S BOX: This one-inch box con 
tains the 88-page Players Book, and 60-page 
Magic Book, 16-page Players Notes, and all 
dice needed to play (2020, 108,306). 
GAMEMASTER'S BOX: This one-inch box 
contains the 48-page Gamemaster Book, the 
48-page Creatures Book, and 32-page 
Glorantha Book, a full-color map of 

Alternate Earth, and the 16-page Game 
Aids. 
DELUXE EDITION: This two-inch box 
contains everything provided in the other 
two boxes. 

What Did You 
Do To RuneQuest? 
The following is a detailed, book-by-book 
look at some of the improvements to 
RuneQuest. There are five books. 

The RuneQuest Players 
Book contains all of the 
basic ru les needed to play 
the game. This is the only 
essential book. All of the 
other books add to or 
expand these rules. 
INTRODUCTION: We 

1 : 
Players 
Book 

collected all Gloranthan information into a 
separate book (described later), and we add 
ed an alternate earth where future Rune 
Quest supplements will be based. Rune 
Quest was rewritten with a broader perspec 
tive and can now be played in many uni 
verses. Our old friend Ruric has been re 
placed by Cormac the Pict, a red-headed 
lout who learns much of the world and the 
ways of magic in the many adventures that 
lace the RuneQuest rules. Cormac is aided 
by Nikolos, a tubby sorcerer from Byzan 
tium, and by the independent-minded 
woman, Signy, of the northern Germanic 
tribes. 
CREATING AN ADVENTURER: The 
seven characteristics (STR, CON, SIZ, INT, 
POW, DEX, and APP) have been slightly 
changed. CHA is now APP (appearance). 
Charisma is not quantified by any single 
number. It is a function of an adventurer's 
accomplishments, social position, and 
personality (the player). SIZ and INT have 
been revalued somewhat, to provide a 
broader range of numbers at the low end of 
the scale. The value of an adventurer's INT 
and SIZ will increase. The adventurer does 
not actually grow or get smarter. 
There is now only one form of POW. That 

term refers exclusively to one of the seven 
characteristics that define all creatures. POW 
is never used temporarily. It can be perma 
nently sacrificed (lowered) to gain some 
spells. 
That quantity used to power spells and 
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wh ich is lost temporarily is now called 
magic points. An adventurer's maximum 
number of magic points is equal to his or 
her POW. When the magic point tally falls to 
zero the adventurer falls unconscious. 
The skills list has been revised: Communi 

cation and Agility skill categories are added. 
Bonuses for each category were retained, 
and are much easier to determine. There are 
two previous experience systems. One is 
much quicker (5 minutes to complete), but 
generates much less detail. The other takes 
longer (20 minutes), but includes four cul 
tures and 60 occupations. 
GAME SYSTEM: We kept the resistance 
table and the use of skills system. Gaining 
experience remains roughly the same, 
though adventurers gain 106 percentiles 
rather than a flat 5. 
Skills training has been thoroughly modi 

fied. Anyone can teach a less-skilled person. 
The time required to qualify for a skills in 
crease is equal to the student's current skill 
percentile expressed in hours. Once this 
amount of time has been spent in training, 
the student acid 106-2 percentiles to his 
trained skill. 
Research has been added. Th is is self-help 

or self-tutoring, requires time as does train 
ing (above), requires an experience gain roll, 
and provides a 106-2 percentile increase. 
The effects of damage have been exam ined 

and modified, the formula used to deter 
mine the number of hit points per location 
has been changed to work better for bigger 
creatures, a spell/missile hit location table 
has been added. 
Simple fatigue rules have been added. This 

measures tactical fatigue during a melee. An 
adventurer's maximum fatigue points equals 
STR+CON. Each melee round, 1 point of 
fatigue is subtracted. Each negative fatigue 
point subtracts 1 percentile from every skill 
roll, resistance roll, or characteristic roll. 
This reduction also decreases the chance for 
special and critical rolls. 
Encumbrance has been changed. An ad 

venturer can carry as much as he or she 
wants. Each point of ENC carried subtracts 
one point from the adventurer's fatigue 
point tally. Encumbered adventurers get 
tired faster. 

COMBAT: Nothing happens on strike rank 
zero any more. A melee round still equals 
12 seconds, but it now contains 10 strike 
ranks. This eases play, especially when 
sorcerers, who can cast 20 point (or bigger) 
spells, are in use. 
Various maneuvers and other rules have 

been added to combat: Knockback, Stun 
ning, Mounted Combat, Run Around, 
Disarm, and other fine points. 
The expanded weapons list includes Asian 

weapons (naginata, shuriken), prim itive wea 
pons (a tlatl , bolas), exotic weapons (whips, 
kukri) , and missile-firing or stone-firing en 
gines (including a trebuchet doing 1206 
damage). 
You can now buy suits of armor, based on 

your adventurer's SIZ. You can still buy 
armor by the piece. Armor prices have risen. 
The penny is the standard currency, and is 
equivalent to the Gloranthan Lunar. An 
average person earns 4 pennies per day. A 
small suit of plate armor (SIZ 6-10) costs 
5400 pennies in a city. A large suit of plate 
armor (SIZ 16-20) costs 8100 pennies in a 

city. A knight walks about with a fortune 
on his back! 
SKILLS: Some skills have been renamed: 
Move Quietly becomes Sneak; Pick Pockets 
becomes Sleight; and the old Defense skill is 
replaced by Dodge. Some skills are rede 
fined: Spot Hidden and Spot Traps disap 
pear, replaced by Scan and Search. Some 
skills are added: Boat, Martial Arts, five 
Lore skills, Shiphandling. 
THE WORLD: Aging rules are added. An 
objective game system is introduced to mea 
sure heat damage (melted silver does 906 
damage) and wind strength (STR 8 wind 
equals a breeze) for use in magic spell ef 
fects and in sailing. 

RuneQuest now has four 
complete magic systems, 
compatible yet separate, 
to provide great flexibil 
ity for your personal 
campaign. There are over 
150 spells in the game. 
One of the best features 

2: 
Magic 
Book 

in this book is a section in the Introduction 
called The Three Perspectives. A practition 
er of each of the three main magic systems 
(spirit, divine, and sorcery) answers these 
eight fundamental questions: 

Where did the world come from? 
Where did we come from? 
Why do we die? 
What happens after we die? 
Why am I here? 
How do I do meqic? 
How do we explain the existence of the 
other cultures? (usually 2 questions). 

Players creating magician adventurers should 
read and understand the answers to these 
questions. 
Spirit magic replaces Battle Magic. Spirit 

spells come from spirits, not from vague 
teachings. All spirit magic spells have a 50- 
meter range and a duration of 5 minutes. A 
spirit magican has a chance equal to his 
POWx5% of successfully casting a spirit 
spell. Some of the old battle magic spells are 
dropped (I nvisibility), some are added (Con 
trol [Species], Endurance, Second Sight, 
Visibility). 
Divine Magic replaces old Rune Magic. The 

role of the priest in the community is clari 
fied. Rune Lords no longer exist in the basic 
RunetIuest Divine Magic rules, but they still 
exist in Glorantha. Temples are extensively 
treated, and now include automatic spell de 
fenses. Twelve generic religions include the 
Agricultural Goddess, the Ruling Deity, the 
Sea God, the Trickster, etc. Divine spells 
work as before, but the different religions 
use different mixes of the divine spells. 
Certain spirit spells are available to the 
religions. 
Sorcery is a skill-based magic system, new 

to RuneQuest. All sorcery spells cost 1 
magic point to cast, have a range of 10 
meters, and have a duration of 10 minutes. 
Through the use of magical skills, a sorcerer 
manipulates the intensity, duration, and 
range of a spell (also increasing the magic 
point cost). He can also combine the effects 
of several spells. A sorcerer is lim ited in 
manipulating and combining spells by his 
Free INT -that quantity of characteristic 
INT which is not used to remember spells. 

All of the sorcery spells are new, including 
Tap (permanently drains characteristics 
from a victim and turns them into magic 
points), Create Familiar, Protective Circle, 
Teleport, Smother, and other sorcerous 
magics. 

Ritual Magic is also new to Runetluest, 
but is not an independent system. Rituals 
are available to practitioners of the other 
three magic systems. One ritual provides a 
method of increasing the chance of spell 
casting success in exchange for time spent 
casting the spell. Other rituals allow a magi 
cian to summon and control creatures, or to 
enchant people, places, or things. 

The AH edition of Rune- 
3: Quest provides cornpre 
Gamemaster hensive help for the 
Book gamemaster, especially 

novice gamemasters, in 
making campaign deci 
sions including how to 
run a game, how to de- 

sign a scenario, and how to plan a campaign. 
One section covers languages in roleplay 

ing. Another includes encounter tables for 
five terrain types in the Physical Plane, plus 
three tabels for the Spirit Planes. 
The Civilization chapter assembles back 

ground data for a medieval society, and in 
cludes functional definitions for group sizes 
(town, city, clan, tribe, etc) and social class 
es (slave, commoner, rich citizen, noble, 
etc.l. The price lists contain entries for com 
mon treasures, weapons and armor, and vari 
ous services (mercenary troops, spell-casting 
services, freight costs, boats and ships). 

Eleven types of ships, plus simple and ef 
fective rules for using ships in a roleplaying 
game occur in the Ships and Sailing chapter. 
The Money Tree is a complete scenario, 

ready-to-play. Novice adventurers are asked 
to trek to a secret cave, wherein grows a fab 
ulous coin-sprouting bush. 

Creatures that rely on in 
stinct have Fixed I NT 
(not to be confused with 
the sorcerer's Free INT). 
Humans, who can reason, 
have normal I NT. Crea 
tures are also classified as 

4: 
Creatures 
Book 

being Complete or In 
complete. Incomplete creatures lack one or 
more characteristics (a wraith is an incom 
plete creature). 
About a hundred animal species are de 

scribed and quantified, ranging from the or 
dinary and common (horse, deer, dogs) to 
wild animals (bears, lions, crocodiles) to 
monsters (dragons, dinosaurs, werewolves, 
giant ant) and otherworld creatures (disease 
spirits, pain spirits, hellions, elementals, 
ghosts, nymphs). 

All previous RuneQuest 
information has been col- 
lected and expanded 
upon. The Glorantha 
Book contains approxi- 
mately ten times the in 
formation available in old 
RuneQuest. For the first 

time a map and notes on the whole world 
are given, including the southern continent, 
inhuman races, pantheons, and details on 
the long-awaited Cult of Ernalda. Rune 
Lords are explained. Statistics are provided 
for dragonewts and creatures of chaos. 

5: 
Glorantha 
Book 
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CASTLES 
(Bantam Books, $29.95) By 
Alan Lee, text by David Day, 
designed by David Larkin 
Reviewed by John Nubbin 
As a subject in general, castles 
hold a magic fascination for most 
of us. As the latest hardback re 
lease from Bantam Books, they 
become a staggering wonderment 
as the pens and brushes of artist 
Alan Lee give them a shape and 
power unknown in modern illus 
tration. For anyone interested in 
fantasy art, th is book will be a 
must. 
Castles starts with the picture of 

a once great fortress now in ruins. 
Alan Lee feels this is important. 
His theory is that ruins force one 
to create the m issi ng parts anew. 
He feels no one can look at a field 
of tumbled classical masonry and 
not wonder what shape it original 
ly took. 
The ruins quickly leave the 

scene, though, turning the reader 
over to a feast of words and pic 
tures which continually inter 
twine, complimenting each other 
endlessly and effortlessly. The 
text, added by author David Day, 
was not begun until Lee was near 
ly finished with his numerous 
paintings and pen & ink, and pen 
cil drawings, but the book flows 
as if the text had actually come 
first. The book is an amazing 
achievement, and one that many 
adventure gamers will be wanting 
to add to their collections. 
Most gamers already have a 

book on fortifications. They 
know how and when to use 
moats, the proper placement of 

Books & Gaming Reviews of books with interesting 
world settings useful for creating 

imaginative role-playing campaigns . 
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murder holes, where the stables 
should be, etc. If that was the 
subject area of Castles, there 
would be little point in going on 
about it here. The book is not an 
historical look at castles, however, 
but a study of the myths and 
legends which surround them. 
Castles were the magnificent 

realizations of the best minds of 
their time-generated in a burst of 
extraordinary engineering prin 
ciples and architectural creativity 
at least as great as the imaginative 
splendor of those towering struc 
tures. The stories surrounding cas 
tles, both real and imaginary, have 
stayed with us since their first 
tellings. What Castles offers the 
adventure gamer is a chance to ex 
plore the best of the thousands of 
tales wh ich have centered arou nd 
castles since their very beginning. 

The book is broken into three 
sections, The Age of Myth, The 
Age of Romance, and The Age of 
Fantasy. I n The Age of Myths, 
such subjects are explored as the 
castle of the Valkyrie, Odin's 
Hall, the Rainbow Bridge, and the 
Floating Tower. A number of 
Faerie structures are discussed 
and shown, as well as those from 
the very beginning of forts, the 
caers and halls of the early Celts 
and the Romans. 
In The Age of Romance, a large 

portion of the section is naturally 
given over to the castles of such 
figures as Arthur, Lancelot, and 
Morgan Le Fay. But, even though 
the Arthurian legends dominate 
th is part of the book, it still 
makes room to cover other impor 
tant figures like Seigfried and 
Charlemagne. 

Saving the catch-all chapter for 
last, The Age of Fantasy gives us 
everyone from Atlas and Oberon, 
to Sleeping Beauty and Jack-the 
Giant-Killer. Here can be found 
Castle Dracula, the castle of the 
Red Death, and such wildly diver 
gent buildings as Kafka's castle, 
and the castles of Tolkien's 
Middle Earth. 
Of course, every castle ever 

mentioned is not present; they do 
not have to be. What has been 
presented in this new volume is 
the feel of castles. What makes 
them awesome, and the stuff of 
their greatness, is what is being 
explored. The effort is being 
made to make the intensity and 
power castles a tangible thing to 
the book's readers. And, there 
may be no better artist for the job 
than the one who was used here. 

Alan Lee has had a life-long love 
affair with castles. As a child, he 
pasted together towering edifices 
of cardboard, burnt them, and 
then rebuilt them from their ruin 
ed ashes. Later, he avidly read the 
great romances and myths in 
which castles always figured so 
prom inentlv. When he began to 
draw, they began cropping up in 
every third or fourth scene. 
When he took h is sketches and 

watercolors to designer/editor 
David Larkin, Larkin was instant 
ly impressed. As he tells it, "One 
afternoon, a slim, unassuming 
chap came into my office carrying 
a small, black sketchbook filled 
with the most beautiful drawings 
and watercolors. All displayed an 
enormous talent for drawing and 
draftsmanship combined with a 
love of storytelling and history. I 
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was so impressed that I wanted to 
encourage this man (then work 
ing as a park-keeper) and immedi 
ately found a cover for him to 
illustrate." 
That was in 1969. For the next 

ten years, Lee tu rned out a steady 
stream of paperback covers. 
Toward the end of his paperback 
days, though, he began to branch 
out. His work appeared in the 
Peacock Press title, Once Upon a 
Time, along with that of other 
top contemporary illustrators. In 
1978, he collaborated with artist 
Brian Froud to produce the inter 
nationally acclaimed bestseller 
Faeries. After that, he went on to 
The Mabinogion (a Dragon's 
Dream volume which is hard to 
find, but worth anyone's money). 
Then came Castles. A project 

which took three years to com 
plete, it is a breathtaking collec 
tion of Lee's finest work. The 
legends within are told in a clas 
sic, fantasy manner. Day's text is 
warm and flowing, always moving 
at just the correct pace. And, 
hardly any more can be said of 
Lee's work. It is as dynamic, as 
vibrant, as anyone could hope for. 
The fact that the book was print 
ed in Italy, using the Pizzi Offset 
Company's special five-color press, 
only makes it more of a wonder 
in th is age of shoddy, second 
hand bookmaking. It is almost as 
if Bantam set out to make a book 
as beautiful and yet long-lasting as 
its subject matter. 
Perhaps the last paragraph of 

the book holds the answer: 
So, well into the twentieth cen 

tury, the creators of dreams are 
Continued page 35 
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Secret Assassin a murderer or killer, esp. a fanatic ocieties who kills a prominen~ p.erson. 
. - The Random House College Dictionary 

Part 1 
"I name the Assassins, who are to be 

cursed and fled." FIRST IN A SERIES -A medieval priest 

vasions of the 13th century-almost all 
knowledge of them had come from 
second- and third-hand sources. Most 
of what passed for the truth about 
them was the product of wild specu 
lation. 
The Assassins captured the imagina 

tion of the West almost immediately. 
Within a hundred and fifty years of 
their founding, the name "assassin" 
had acquired the same general meaning 
it has today. 
Probably the most influential report 

on the Assassins was that of Marco 
Polo, who journeyed through Persia in 
the 13th century. In that jouney, he 
came upon the Assassin stronghold 
and longtime headquarters at Alamut. 
According to the famous traveler, the 
Assassins had enclosed a valley be 
tween two mountains for their specific 
purposes: Within this enclosure they 
had created the world's most wonder 
ful garden, with every kind of fruit 
imaginable growing in it. Spaced 
throughout the verdant splendor were 
beautiful palaces and pavilions, and 
running through it were streams of 
"wine and milk and honey." Beautiful 
women were constantly in evidence, 
and danced and played musical instru 
ments. Meanwhile, at a nearby for 
tress, potential recruits to the order 
were being informed of the delights of 
Paradise by the resident Assassin lead 
er. Then the recruits would be drugged 
with a mysterious potion that made 
them fall into a deep sleep. When they 
awoke in the Assassins' garden, they 
naturally assumed that they had some 
how entered Paradise-and for all they 
were concerned, they were correct. 
The recruits were allowed to stay with 
in the valley (according to the chroni 
cler, none of them ever wanted to 
leave) until the chief Assassin wanted 
someone killed. He would then have 
one of the men drugged again and 
brought before him. He would promise 
the new Assassin that he would be re 
turned to Paradise if he performed one 
simple act-a murder. According to 
Marco Polo, this method worked to 
perfection. 
Modern historians universally regard 

the preceding story as pure fantasy. 
Contradictions fairly leap out at the 
reader, most notably, why would the 
highly secretive Assassins divulge their 
deepest secrets to a casual traveler, and 
a Christian at that? Almost certainly 
the Polo story was a local legend or 
combination of legends which he tran 
scribed as fact. This serves to point out 
how little we truly know about the 
Assassins-even today. 
Virtually all our knowledge of the 

Assassins and their customs comes to 
us, as with the Polo story, from out 
side-and usually hostile-sources. One 
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"The Strangest Sect 
in History" 

By E.S. Erkes 

With this article, I'm beginning a series on famous secret societies. I'll 
be writing the series for the general reader, but with the prospective 
gamemaster in mind. With a little imagination, a gamemaster can fit 
any or all of these societies into any modern real-world role-playing 
game: Call Of Cthulhu, Mercenaries, Spies & Private Eyes, Chill, Illu 
minati, and so on. Even the superhero games might benefit from the 
intrigue that these organizations can provide. Some of the older soci 
eties, like the Assassins, could even be maneuvered into Chivalry & 
Sorcery. 

These will not be encyclopedic examinations of the various socie 
ties. They will, I hope, be informative overviews. Nor will I be exam 
ining all the well-known groups. I have generally avoided the strictly 
political in favor of the esoteric and the occult. And, though much of 
this material will be new to many readers, all of it comes from 
research at an ordinary college library. One of the paradoxes of the 
modern secret societies is that so much information on them is 
readily available. 

WHAT DO WE KNOW ABOUT THE 
ASSASSINS? They arose at the end of 
the eleventh century, in Persia. They 
spread to other parts of the Middle 
East, most notably Syria. They kept 
their headquarters in large, nearly im 
pregnable castles. They performed 
selective assassinations-hence the 
name-of local nobles and military 
officers. They used the dagger exclu 
sively for their killings; they abhorred 

poison, rope, and other methods, even 
though the practice of knifing in 
creased the chances of being caught. In 
fact, the Assassin was almost always 
caught after the killing; most observers 
believed that the sect considered survi 
val of a mission dishonorable. In any 
case, no captured Assassin ever reveal 
ed the secrets of the order. By the 
time the movement came to an official 
end-overwhelmed by the Mongol in- 
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contemporary story about them said 
that any Assassin who revealed the 
secrets of the order to his mother 
would be killed without mercy. An 
other story claimed tha they traveled 
always in disguise, and were able to 
perfectly mimic the customs of other 
peoples. They would sell themselves to 
anyone for a price, said another tale, 
and had no compunctions about kill 
ing anyone, however innocent. Several 
travelers through Persia recorded inci 
dents where the local leader, while 
entertaining guests, would nod and 
induce one of his followers to leap 
from a high wall to his death. (This is 
the basis for the similar scene in John 
Milius's Conan The Barbarian film.) 
There is certainly more truth in most 
of these tales than in the Polo account, 
but we will most likely never know 
how much. 
Many of the most vociferously anti 

Assassin accounts came from Islamic 
writers. Most of them depicted the 
Assassins as heretics from Islam, as 
eaters of pork, and occasionally as 
even worse. The Spanish Arab Ibn 
Djubair wrote in 1183 that "in the 
mountains behind Lebanon are the 
castles of the impious [Assassins], a 
sect who have seceded from Islam, and 
claimed divinity for a certain man 
devil, who has deceived them by vani 
ties and false appearances, so that they 
have taken him as a god and worship 
him, and give their lives for him." 
The charge of idolatry is almost cer 

tainly untrue, at least for the early 
Assassins, but it underscores their real 
purpose. The Assassins, like nearly all 
the serious secret societies, were at 

heart a political movement. Their only 
real goal was to disrupt and depose the 
Sunni Moslem hegemony in the region. 
They were a subsect of the Ismaili sect 
of Islam, which itself was an offshoot 
of the Shiite movement. Very much 
like today's Iranians, they hated the 
dominant Sunni Moslem faction, and 
were willing to go to any lengths to rid 
the Middle East of the Sunnis. 
Almost all their victims were Sunni 

Moslems. Thost most likely to be kill 
ed were Sunni authorities who tried 
too strenuously to exert Sunni influ 
ence. One story has it that the great 
Arab chieftain Saladin, a Sunni, awoke 
one morning with a poisoned Assassin 
dagger on the pillow next to his, as a 
warning. The sect had been in exis 
tence for over fifty years before it kill 
ed its first Christian Crusader victim, 
Raymond I, Prince of Tripoli. 
In general the Assassins left the Cru 

saders alone as much as possible. Their 
argument was not with the Christians, 
and they reasoned that for every Cru 
sader they killed, another would take 
his place; the loss of an Assassin in the 
attempt would therefore be useless. In 
deed, the Assassins are known to have 
paid tribute to the Templars and Hos 
pitallers who occupied the Holy Land. 
That the Assassins' targets were almost 
always Moslems did not stop Western 
speculations about them. Soon after 
their appearance, every murder in 
every Western court was credited to 
them. Every court in Europe grew sus 
picious of visitors. Every king assumed 
that his political enemies had hired the 
Assassins to do him in. Even their mur 
der of Conrad, Christian king of Jeru- 
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The Assassination of the Nizam al-Mulk , (From a Persian manuscript of the Jami al 
tavarikh of Rashid ai-Din, in the library of the Topkapi Palace Museum, Istanbul. 
Early 14th century.) 

salem, was said to have been on a con 
tract from Richard the Lion-Hearted. 
The origin of these stories lies in Chris 
tian ignorance of the differences be 
tween Moslem sects, who were all gen 
erally lumped together as "Saracens." 
In summary, the Assassins did not tar 
get Christians, and completely avoided 
Jews and non-Sunni Moslems. 
The Assassins, for the first half of 

their known existence, were definitely 
not hired killers. All their murders 
were committed out of political ideal 
ism, and carried out in an intensity 
that can only be described as religious. 
The almost sacramental quality of the 
assassinations suggests that there may 
have been a ritual, with consecrations 
and invocations. In the absence of 
hard evidence, we can only speculate 
on this. Whatever the background, all 
accounts agree that they were remark 
ably successful at their specialty: 
murder. 
Actually, the Assassins' work usually 

benefited Christian Europe. With most 
of the victims being Sunni Moslems, 
the sect was furthering Christian ambi 
tions in the area. In many cases the 
Christians and the Assassins shared the 
same common Sunni enemy-but this 
was only circumstance; the Assassins 
collaborated with no one. A typical 
"common enemy" was Nizern al-Mulk, 
Grand Vizier of the Seljuk Turk sul 
tanate in Asia Minor. At age 75, he 
finally wrote down all the wisdom he 
had learned in his years of statesman 
ship. The result was the Sisyasat-nama, 
or The Book of the Art of Rule, a 
work which is still read serious today. 
Unfortunately for Nizam, the work 
also contained a passage deploring the 
presence of Christians, Jews, and Shi 
ites in the government, and particular 
ly castigating the Ismailis as a divisive 
force. Shortly after, an Assassin posing 
as a disciple stabbed him to death. 
The sect was founded by one Hasan 

ibn-Sabbah in 1090. Hasan, a Persian 
Shiite who converted to Ismailism in 
his adulthood, established himself and 
his movement in the strategic fortress 
of Alamut ("Eagle's Nest") in north 
ern Persia. From this stronghold, he 
gathered recruits and watched his 
movement grow in power. The prime 
educational tool here was absolute 
obedience. The Assassin, according to 
one 19th-century source, taught that 
there was little difference between 
right and wrong or even heaven and 
hell-the only thing that mattered was 
complete allegiance to the will of 
Imam, or spiritual leader. 
Hasan proved to be the most com 

mitted kind of master. He is said to 
have lived continuously within Alamut 
for thirty years, going outside only 
twice in all that time. He enforced an 

NOV IDEe 1984 11 



iron code of conduct, going so far as 
killing his only two sons. 
He established ranks within the sect. 

Lowest on the scale were the Lasiq, or 
laymen: Those not fully admitted to 
the order. Above them were the Fidai 
("devotees")-the murderers. Next 
came the Rafik, or Fellows of the 
order, followed by the Dais, the sect's 
religious and political representatives. 
Above them were the senior Dais, or 
recruiters. The top rank was reserved 
for Hasan: The Old Man of the Moun 
tain. This ominous title captured Euro 
pean imagination right away, but for 
the Assassins it was simply the equiva 
lent of the Arabic sheik ("old man"). 
In 1094, the Assassins began seizing 

other castles in the region; eventually 
they firmly established themselves in 
Persia and Syria, and reached as far 
East as India. The other castles had the 
same heirarchy as at Alamut, with 
each having its own Old Man-though 
all acknowledged Hasan's leadership. 
As they expanded, the Assassins be 

gan performing political murders, so 
much so that they came quite quickly 
to the attentions of the Sunni leader 
ship. By 1102-when the Syrian prince 
of Emessa was murdered on his way to 
a major battle with the Crusaders-the 
Sunnis realized they had to act. The 
Seljuk sultanate launched an offensive, 
and by 1105, the Assassins no longer 
existed as a mainstream political force. 
They now remained isolated in their 
castles, and their open proselytizing 
ended. The Assassins had now entered 
the phase in which they became world 
famous: As utterly secretive killers. We 
can assume that their open defeat by 
the sultanate made the Assassins more 
covert than ever. Where they had once 
sought to sway whole areas of the 
countryside, they now began secretly 
approaching local Sunni leaders, 
threatening them one by one with 
assassination if their policies became 
too pro-Sunni. This "protection 
racket," as it has been called by histo 
rians, lasted for the rest of the Assas 
sins' known history. 
Soon after, the legends began to cir 

culate about the order. How one 
fidai's mother rejoiced when hearing 
that her son had died in the successful 
commission of a murder. When the re 
port proved false and the fidai was 
found to have survived, the mother 
put on clothes of mourning. Several 
stories allude to "a certain hidden 
law" which no Assassin could speak of 
to anyone except to their children 
when they reached adulthood. What 
this law pertained to remained un 
known. 
The mystery about the order even in 

cludes its name. The word assassin is 
derived from the Arabic hashishi, 
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meaning "user of hashish," and most 
historians have assumed that drug 
usage was common, or even ritual, 
among them. But other historians have 
noted that the word hashish is an 
ancient Arabic word that only in later 
centuries came to connote Indian 
hemp; originally it meant any sort of 
herbage, and the sect may have gotten 
the name "Assassins" as a term of con 
tempt from the Sunni population. The 
Assassins, for their part, called them 
selves Nizaris, after an early Egyptian 
patron. The question of drug usage 
among the order will never be re 
solved, but it should be noted that vir 
tually all the drug usage stories come 
from Western writers like Marco Polo. 
The next great turning point for the 

order came in 1124, with the death of 
Hasan at Alamut. After the passing of 
their founder, the Assassins lost all 
claim to a unified orthodoxy. In the 
late twelfth century, Rashid Ad-Din 
Sinan , a Syrian Old Man, is known to 
have begun selling his fidai for hired 
killings, something which Western 
opinion had believed in all along and 
which Hasan would never have permit 
ted. Several Mountains of Assassins 
actually rejected Islam and turned to 
paganism in various forms. The only 
constants were secrecy and killing, 
only now the killings were not restrict 
ed to outsiders. Hasan's chosen suc 
cessor was murdered by his brother-in 
law in a religious argument. 
Here is where a gamemaster can 

easily work the Assassins into a sce 
nario. After Hasan, they splintered 
into entirely different groups in their 
separate castles; an imaginative game 
master has the freedom to use these 
different groups of Assassins in virtual 
ly any setting, supporting any belief. 
Getting them into modern times is 
only a slight problem. 
The Assassins pass from history in 

the mid-13th century. The rampaging 
Mongols of Hulagu, grandson of Gen 
ghis Khan, overran Persia in 1257. The 
Persian Assassins surrendered their cas 
tles, even Alamut, to Hulagu after 
brief negotiations. The Mongols are 
said to have slaughtered every human 
being in the castles. The Syrian Assas 
sins survived only a short while longer; 
the Egyptian Sultan Beybars, whose 
victories over Hulagu may have saved 
both Islam and Christendom, slaugh 
tered the Syrian order in 1272. 
The easy destruction of this fero 

cious sect seems more than a little 
curious, even to the casual observer. A 
gamemaster would not be stretching 
reality too much to theorize that the 
Assassins chose that moment to go 
completely underground, as it were. 
This is not an illogical conclusion; the 
order tended to grow more secretive as 

it grew older. In this way a gamemas 
ter could create 20th-century Assassins 
-a sect surviving unknown and un 
noticed by history since the 13th 
century. 
At the beginning of the piece I said 

that I would be concentrating on the 
occult rather than the political secret 
societies. So why have I begun with 
the Assassins, who are almost a text 
book example of the secret political 
movement? Because of the influence 
they have exerted on history. That the 
word "assassin" has existed in most of 
the European languages with the exact 
same meaning it had since it entered 
those languages in the 13th century is 
only part of the story. The idea of the 
Assassins is what is truly important 
about them: The idea that they could 
strike at anyone they wanted, any 
where, anytime; the idea that they 
could secrete themselves in their cas 
tles to practice their secret rituals; the 
idea that they could live and travel in 
virtual invisibility. For the 13th-cen 
tury man, this was awe-inspiring. It 
would have been more surprising if the 
word had not entered the language at 
that point. For the generations that 
followed, the idea of the Assassins was 
a continuing fascination. Books and 
manuscripts continued to appear on 
them. The order-the idea of the order 
-influenced some Western thinking of 
the Rennaissance and the Enlighten 
ment, and led in part to the creation 
of the famous Western secret societies. 
Though the direction and outlook of 
the Rosicrucians and the Freemasons 
were entirely different from those of 
the Assassins, they would not have 
been the same without the Assassin 
example. 
Beyond that, let me justify this arti 

cle by saying that some of the splinter 
Assassin groups must have experiment 
ed with the occult, at least. This is 
likely, I believe, because of the very 
ancient traditions of mysticism in the 
area, and the likelihood that heretics 
from Islam would have encountered 
them sooner or later. And, of course, 
occult Assassins would be more inter 
esting for role-playing-game purposes. 
"The strangest sect in history," as the 
historian Will Durant has called the 
Assassins, could add depth and in 
trigue to any role-playing game. 
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Part 
Two 

Guardians 
o 

"I always feel that beneath this green umbrella must lie something 
like a second Angkor (the ancient ruined city which lies buried in the 
jungle of Cambodia)" the artist H. R. Giger said of forests he played 
in as a child, far from the Amazon, but then a jungle is a jungle is a 
jungle, and it describes the way outsiders tend to view jungles-wild 
and fantastically exotic places that totally overload all the senses of 
those not familiar with it, you can't see the forest for the trees, no 
matter how hard you look, and it seems to be hiding something. 
Entire cities can be lost in a jungle. Surely there's something in there, 
something fabulous: treasures, strange animals, utopian societies that 
have never contacted the outside world, some Holy Grail or Maltese 
Falcon ... the stuff that dreams are made of. The stuff that enflames 
the imagination and desires and sends you searching. Dreams that 
make the real-life nightmare labyrinth of the jungle irresistable. What 
Charles Waterton in his Wanderings in South America called, "Ludi 
crous extravagances! Pleasing to those fond of the marvelous, and 
excellent matter for a distempered brain." 

And beware, that distempered brain can develop into what French 
colonials call le coup de bambou, tropical madness-for which the 
treatment was often exorcism. 

By Ernest Hogan 

O f course, even natives can catch 
this madness, in F. Bruce Lamb's 

Wizard of the Upper Amazon, Xumu, 
chief of the Huni Kui, told of how he 
saw a grayish-white howler monkey 
twice as big as normal, "I had a sudden 
impulse to have his white robe as a 
trophy," but the tribe of brown and 
black howlers would always create 
diversions to let their leader-the 
"white ghost"--escape. Xumu would 
dream of the white ghost, and go to 
the places he dreamed of, but was 
never to find him. Finally he would 
only see the white ghost in those 
dreams, where his deep-throated roar 
echoed. 
So when the Europeans came to the 

jungles of the Amazon, they searched 
for the stuff that dreams are made of. 
And why not? Reports of the New 
World by early explorers were full of 
such things: Columbus mentioned 
mermaids; others described gens bea- 

tissima, a race of extremely happy pig 
mies; people who lived hundreds of 
years; snakes greater than crocodiles; 
ox-bodied beasts with noses like ele 
phants; ox-headed, four-legged fish 
with warts and tortoise shells; giant 
fish that could eat men whole; Carib 
tribes with ears like elephants, or arm 
ed with poisoned arrows so deadly 
that the victim's flesh dropped off the 
bones within 24 hours if the remedy 
wasn't applied. All ancestors of tales 
of apparitions, ghosts, the lobishomen 
(werewolf), the headless horse and the 
old woman with a death's head that 
are still told around Amazonian camp 
fires. 
It was such dreams that drove the 

conquistadors, for the Americas were 
as strange as another planet, or the 
sort of places they read about in their 
favorite books, Amadis of Gual by 
Garci-Rodriguez de Montalvo and 
Sergas de Esplandian , its sequel by an 
other author. These books were tales 
of fantastic adventures in far-off lands, 
similar to today's sword & sorcery, the 
sort of popular reading material that 
drove Don Quixote mad and sent him 
tilting with windmills-officials con 
sidered them to be a corrupting influ 
ence on young minds, the Spanish 
queen banned them for export to 
Mexico in 1531 and curiously banned 
them again five years later. 
These factors caused the conquista 

dors to come to the Amazon with 
minds containing, according to Walker 
Chapman in The Golden Dream: Seek 
ers of El Dorado, "a cauldron of 
dreams ... lifted from the printed 
page to the receptive mind and then 
into a sort of potential reality that was 
ever on the brink of being fulfilled." 
They were playing an ultimately dan 
gerous sort of fantasy role-playing 
game. 
They scoured the jungle for a prize 

greater than mere adventure, or the 
discovery of wonders, or guaic, a drug 
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made from the great oak-like tree and 
used to treat syphilis (that the crew of 
the Pinta brought to Europe in 1493), 
or the hallucinogenic yage vine that 
others would search for in the 20th 
century, or even the glory of being the 
first white men in an unknown land. 
They were after gold, riches that they 
believed to be waiting in the jungle to 
be snatched up by whomever had the 
nerve to find and take it. 
It had to be there. After all, Cortes 

found his Aztec Empire, and Pizarro 
his Incas, both laden with gold that 
they didn't even consider valuable! 
Surely, in the greatest jungle on Earth, 
in the vastness of the New World, 
there could be another treasure-king 
dom waiting to be looted, maybe over 
the next hill, in the next valley, some 
thing worth all the pain and suffering 
of trudging through Green Hell, some 
thing incredible ... something like 
El Dorado. 

In a land called Cundinamarco, in a 
kingdom beside Lake Guatavita, on 
the Bogata plateau, on a special day, 
each year a fabulous ritual would take 
place. The king would take off all his 
clothes and annoint his body with tur 
pentine, then roll in gold dust until he 
was completely covered and looked 

like a living, gleaming statue of gold. 
He would then march to the edge of 
the lake, followed by all his subjects 
who played music and filled the air 
with song. The king and his nobles 
would then get into a canoe and pad 
dle to the lake's middle where the 
golden man would throw offerings of 
emeralds and gold to sink to the bot 
tom, then he would get up and hurl 
himself into the lake, causing a bright 
flash that would cause his people to 
cheer. When the king returned to the 
shore, with all the gold dust washed 
off his body, a festival would start, 
and all would drink, dance, and sing. 
This is the true story of El Dorado. 
That's right, true. It really happened, 

every year, carried out by a people 
known as the Chibhas (or Musicas). 
Long before the Spaniards came near 

to that plateau, they heard of el 
dorado, the golden king. But of 
course, the story was never heard first 
hand, and some embellishments were 
added, a legend grew, and underwent a 
process of exaggeration and mutation. 
El dorado the man became El Dorado 
the kingdom of gold, a city so rich 
that they threw away gold, richer than 
anything found in Mexico or Peru, per 
haps the richest city in the world. 

Maps drawn in the 17th century would 
show a huge lake on the equator, be 
tween the Amazon River and Guiana, 
and on its shore would be the city of 
Manoa, or EI Dorado, even though no 
one had ever been there. Rumor soon 
had the ritual being performed every 
day. 
Surprisingly, the real El Dorado was 

discovered early on, only the seekers' 
expectations had grown so large that 
they couldn't recognize it. The Chib 
has/Musicas were more advanced than 
the Indians of the lowlands, but they 
were not the equivalent of the Aztecs 
or Incas. Undaunted, the conquista 
dors went to look elsewhere, and El 
Dorado began to move further and fur 
ther to the east, from Columbia to the 
Amazon basin to the Guianese jungle, 
and failing that, it went south. The 
Indians aided and abetted in this 
migration, when armed strangers 
would show up at their villages, de 
manding their gold, they would say, 
"Sorry, we do not have the gold that 
you speak of, but we do know of this 
city-El Dorado-where they have 
much of it. We have visited it often. 
It's that way ... " and send them away. 
This defensive myth-making spawned 

a number of fantasies and started quite 
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a few quests and strange beliefs. An 
excellent example is a tale told to Lt. 
Lawrence Keymis by an Indian guide 
who, while aiding in a search for El 
Dorado offered to take Keymis to a 
mountain of precious stones 15 miles 
away overland. He didn't take the 
Indian up on it, but wanted to check it 
out on a future trip, so the Indian said 
he would start a rumor of a dragon 
that eats all who come near the moun 
tain, and offer to, in exchange for 
some strong wine, charm the dragon so 
it would let them pass. 
Another myth told of Amazons in 

the New World. Men looked for them 
in western Mexico, Central America, 
and, of course, the Amazon basin that 
was named for them. 

The first New World Amazons were 
mentioned in fiction, the then popular 
Sergas de Esplandian, They had black 
skin and wielded weapons of gold. 
Their ruler was Queen Calafia, and 
their home the mythical island of Cali 
fornia-my 1626 map of the western 
hemisphere shows California as a huge 
island off the coasts of Newe Spain 
and Newe Granada. 
Rumors of Amazons were sparked by 

the tendency of Indian women to fight 
alongside their men, a fact that made 
later Spanish historians consider ex- 

plorer Francisco de Orrellana's claim 
to have found the Amazons to be 
treacherous, feverish imaginings due to 
the adventurer's tendency to hyperbo 
lize. Since Amazon literally means 
"without breasts" in Greek, most re 
ports were careful to point out that 

the Amazons of the New World did 
not burn or cut off their breasts to 
make using the bow easier. 
The most detailed descriptions of 

Amazons was made by Friar Gaspar de 
Carjal, who was with Orrellana when 
he discovered the Amazons, or more 
correctly, they discovered him, since 
the encounter was in the form of an 
attack: "These women are very white 
and tall, and have hair very long and 
braided and wound about the head, 
and they are very robust and go about 
naked, with their privy parts covered, 
with their bows and arrows in their 
hands," which could be a description 
of Indian women, except the Indians 
of South America are neither white 
nor tall. De Carjal has his Amazons 
fighting as much as ten Indian men, 
and being able to shoot arrows hard 
enough to make boats look like por 
cupines. 
In 1533, an Amazon rumor swept 

through Spain: It seemed that the 
Amazons had heard of the valor and 
virility of Spanish men, and decided 
they would make excellent mates. So, 
many told of seventy large vessels 
docked in the ports of Santander and 
Laredo, that had brought ten thousand 
Amazons seeking ensemination. The 
deal was that each Amazon would pay 
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a man 15 ducats for making her preg 
nant, she would stay in Spain to give 
birth, if the child was male she would 
leave him with the father, the girls 
would be taken away to be raised as 
Amazons. Sadly, eager Spaniards never 
found the ships of the Amazons. 
And the Amazons weren't the only 

strange things you could run into on 
your way to El Dorado, the jungle 
spawned tales of other strange peoples, 
monstrous lost races, the pre-Space 
Age equivalent of Martians ... 

In the first century, Pliny the Elder 
had written of the Blemmayae of 
Africa, a people with no heads, and 
eyes and mouths on their chests. In 
the 14th century a collection of medi 
eval myths published as the supposed 
travels of a Sir John Mandeville des 
cribed, "foul men of a figure without 
heads, and have eyes in either shoulder 
one, and their mouth round shaped 
like a horseshoe, y-mist their breasts." 
In the 16th century the existence of 
such beings with "eyes in their shoul 
ders and their mouths in the middle of 
their breasts, and a long trail of hair 
groweth backward between their 
shoulders" in South America was re 
ported by none other than Sir Walter 
Raleigh. 
Raleigh never saw any headless men 

himself, but he had heard so many re 
ports of them from Spaniards and In 
dians that he felt confident that these 
people, who's nation according to Lt. 
Lawrence Keymis was called Chipare 
mai by the Caribs and Ewipanomo by 
the Guianians, were real enough to in 
clude in his own report. 
Keymis also wrote Raleigh of "a sort 

of people more monstrous, I omit to 
mention, because it is not matter of 
difficulty to get one of them, and the 
report otherwise will appear fabu 
lous." But, apparently catching one 
was more difficult than Keymis 
thought, so there is no way of telling 
just what he was talking about. 
It might have been the much noted 

big-eared people, or perhaps what 
Charles Waterton said was widely be 
lieved in the Demerara part of Guiana: 
A nation of Indians with long tails. 
Described as "malicious, cruel, and ill 
natured," it was told that the' Portu 
guese had to keep them penned up in a 
certain river to keep them from run 
ning amok and spreading terror 
throughout the land. 
After a while, with the import of 

slaves from Africa, superstitions devel 
oped that even pitted the goat-sucker 
bird against white outsiders. Blacks 
and Indians refused to kill these birds, 
for they were under the command of 
both Jumbo, the African demon and 
the Yabahon, the Demerara Indian 
devil. They were inhabited by the 

souls of evil-doers, sent by the devils 
to haunt cruel masters. If one was to 
cry near a white man's door he was ex 
pected to waste away with a long, slow 
illness. 
But not all the guardians of EI 

Dorado were imaginary. Many tribes 
had fierce warriors, who, painted for 
battie, with heads sporting either 
feathered headdresses, falcon's down, 
or hair slicked down with red achiote 
paste, armed with bows and blowguns, 
their darts and arrows dipped in the 
deadly curare, attacking with a blood 
freezing roar could strike fear in the 
hearts of most foolhardy jungle ex 
plorers. Many sets of 16th century 
prints depicted Amazonian cannibalis 
tic practices-the capture, killing, and 
butchering of the prisoners, women 
dancing with severed limbs, the boiling 
of the bodies in a characteristic caul 
dron, and the final consumption in 
such detail that they probably weren't 
far from the thoughts of those who 
braved the jungle. 
The peoples of the jungle were super 

stitious, but sometimes supernatural 
beliefs can make for powerful war 
riors, like the Tupi-Kawahib who play 
shooting games that are supposed to 
bring a magical death to those who hit 
the supporting post rather than the 
dummy target, or like the Jivaros, who 
have never been conquered. When a 
Spanish viceroy demanded gold, they 
gathered all they could find, tied the 
Spaniard up, melted the gold down 
and poured it down his throat! 
Besides the belief in the tsentask , or 

magic darts of their shamans (that are 
supposed to be inferior to the "white 
man's" tsentsak of the Canelos sha- 

mans, that give the power to become 
possessed of the souls of the dead and 
act as a medium, and send demons to 
possess others and manipulate their be 
havior, and of course, the owners of 
these darts can't be killed by ordinary 
means), the Jivaros believe in three 
kinds of souls, wakani. Besides the 
nekas wakani, the "true," "real," or 
ordinary soul, there is the artuam 
wakani, or acquired soul, and muisak 
wakani, or avenging soul that is gener 
ated under special circumstances. 
An artuam soul is acquired by wit 

nessing an artuam, a particular kind of 
apparition or vision. An artuam can 
come in a variety of forms-a pair of 
giant jaguars fighting and rolling over 
each other towards the observer, or 
two anacondas doing the same, or a 
single huge bodiless head, or a ball of 
fire coming through the jungle toward 
the artuam seeker-and appear only 
occasionally and exist for less than a 
minute, but the soul it creates exists 
forever. To possess one artuam soul is 
to be immune to death, except from 
contagious disease. Acquire two 
artuam souls and you can't die from 
any cause. 
The problem is that the artuam soul 

makes it owner want to kill, and when 
he gives in to the urge, he loses the 
soul and all its protection. He must 
seek another artuam, another appari 
tion. The cycle starts all over again. 

When a person who has seen an 
artuam sometime in his life is killed, a 
muisak is formed. It leaves the corpse 
through the mouth, which is why a 
victim is usually turned face-down, the 
head cut off and made into a tsanlsu, a 
shrunken head trophy, with its lips 
sewn shut, imprisoning the muisak in 
side. If the muisak is not trapped in a 
tsanlsu, it can travel as far as it likes 
and will change into one of three kinds 
of iwanci, or demons whose purpose it 
is to avenge the victim's death. 
The three forms an avenging demon 

can take are that of the mankunci, a 
poisonous snake, the anacondaor boa 
constrictor, and a large tree that falls 
on the murderer and crushes him. 
Sometimes the iwanci will appear to 

the murderer in his sleep, as a man or 
jaguar. If the sleeper doesn't grab a 
gun or lance and kill the apparition, it 
will eventually succeed in its mission. 
If the demon only wounds the mur 
derer, he will become a permanent 
invalid. 
When the demon finally avenges its 

master's death, it appears in a dream 
to one of the victim's relatives, in 
human form, with a shrunken head 
trophy hanging from its neck, and 
says, "I have killed an enemy. Now I 
am going away, where my relatives are. 
I am going far away to have a feast 
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with them," then disappears ... for 
ever. 
Did any loved ones of El Dorado 

seekers have such dreams? 
Such are the ways the jungle deals 

with those who don't treat it with the 
proper amount of respect, but how 
does it deal with such disrespectful 
outsiders in this age of chainsaws, 
napalm, defoliants, nuclear weapons, 
and planet-wide pollution? 

Solar eclipses scare the Kraho, be 
cause it may be a sign of the return of 
the "long night," an ancient time 
when humans had to feed on bark and 
leaves and were attacked and killed by 
all kinds of animals, including mosqui 
toes and grasshoppers. Many commit 
ted suicide during this time. 
In Guiana, the Lolaca and Atabaca 

fear lunar eclipses, because if the 
moon dies, all domestic fires will go 
out, so they hide burning sticks, just in 
case. 
The Chiriguana believe that a pro 

longed eclipse of the sun will cause 
half buried logs to become green again, 
there would be no more dead wood, 
gourds would have to be burned, and 
the "long night" would be starting. 
Pretty far-out, huh? But wait. There 

has been a lot of talk about the Green 
house Effect lately, increased carbon 
dioxide in the atmosphere trapping the 
sun's rays, raising temperatures (the 

same process makes the surface tem 
perature on Venus about 800 degrees 
Fahrenheit) and causing other changes 
in climate. The polar ice caps would 
melt, playing hell with coastlines and 
beach front properties, and evaporat 
ing a lot of water, throwing more 
moisture into the air, making it a lot 
more humid in a lot more places. 
Tropical humidity will spread, South 
ern California, where I live, will go 
from a reclaimed desert to a tropical 
rain forest, a jungle. 

If Mohammed can't come to the 
mountain ... 
Plants would grow in places that 

were recently too dry, like moss 
making dry logs green again, which 
would make starting fires harders, and 
there would be more animals roaming 
around, more insects-like mosquitoes 
and grasshoppers. A thick, jungle-like 
canopy, like the one that hides most 
buildings and telephone lines as I look 
out my window, would form. That 
and more clouds, rain, and mist would 
make things darker, like we were ex 
periencing the beginning of a long 
night. 
Hm ... wasn't California described 

by early explorers as being greener, 
more tropical, more like the i.sland of 
Queen Califia and her Amazons that it 
was named for? What if a "long day" 
is ending, and things were just getting 

back to normal again? What if this is 
just the jungle's way of reclaiming 
what belonged to it all along? 
Meanwhile, as you search for your 

own personal El Dorado, remember, 
it's a jungle out there. 
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V.YlP.B.N.L. The abbreviation stands for 
"Void Where Prohibited By Natural Law." 

A discussion of superpowers in superhero role-playing games. 

Hello. My name is Quentin Long, 
and I've been writing for Alarums 
& Excursions for three years or 
so. One regularly recurring section 
in my column (titled "The Other 
True Way") is Void Where Prohib 
ited By Natural Law, in which I 
do unspeakable things to poor de 
fenseless superhero game systems, 
mostly Champions. I was sur 
prised when Tadashi wrote to me 
that he'd like me to do something 
similar for 0 ifferent Worlds, but 
what the hey, I'm chaotic ... 

THE JOY 
OF AUTOFIRE 
By Quentin Long 
Autofire is a strapping young 
Power Advantage in the Cham 
pions game sy stem wh ich gets far 
less use and attention than it de 
serves, poor thing. This lack of at 
tention is caused largely by the in 
junction that one normally should 
not use it for building characters 
(Revised Champions, p. 64). But 
if you look at it, you begin to see 
how delightful it truly is, and nor- 
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and contains 10 complete adventures. Each increasing in difficulty and complexity, as they illustrate 
various aspects of the game. and provide first-hand experience of how to run a campaign. The 
Character Model Booklet provides 16 base illustrations to allow you to draw your characters. The 
entire contents come as a boxed set. for $15.00. (US currency). 
Super Squadron is available at selected stores or you can write direct to us at: 

Adventure Simulation •• , P.O. Box 182, Mitcham 3132, Victoria, Australia. 
All orders are postage and packing FREE. 

Distributed in America by Gamelords, Ltd. Distributed in Australia by Jedko. 
Coming soon to the USA. Multiverse. the Australian RPG magazine. 

malcy be damned- 

Autofire is +40CV versus one 
target. .. A standard burst of 
Autofire is 10 shots. For every 2 
pts. the Attack Roll is made by, 
the target will take one hit. 

Revised Champions, p. 53 
Alright, let's see what we can do 

with Autofire, eh? 
How about Autofire Find Weak 

ness? Oh, sure the book says you 
shou Idn't put Advantages on 
skills, but it also says that if the 
gamemaster lets it through it's 
perfectly alright, so get off my 
back. Anyway, the clause about 
"for every 2 pts. the Attack Roll 
is made by" doesn't apply, since a 
FW roll is not an attack roll, so 
you get one level of weakness on 
your target for every pair of pips 
you made your roll by, and who 
cares if he had PO of 79 when 
you're dividing it by 32 or some 
thing? Autofire Find Weakness is 
how to write up Karnak of the I n 
humans. He's got a FW roll of 
about 97 or less on 306, so he 
doesn't care ... 

Autofire Missile Deflection is 
areat when some clown is tossing 
Autofire attacks in ycur face; you 
avoid the irritating -2 off your 
roll for each separate missile you 
deflect--at least for the first 10 
deflections, anyway. 
Autofire Force Field is useful 

for those times when you abso 
lutely must be protected from the 
outside world. Since laying down 
a Force Field is not significantly 
more difficult than, say, picking 
up a salt shaker, it is clearly a triv 
ial matter to be able to put up all 
10 FFs at once, -2 OCV per 
"shot" or no. How you cope with 
the 10-times-normal END cost is 
your business ... 
Autofire Growth or Shrink is in 

teresting. Try Usable on Others 
with the Shrink; it does wonders 
to your opponents, particularly 
the non-flying ones ... 
How about Autofire Running, 

Flight, Teleport, Superleap, or 
Tunneling? "When it absolutely, 
positively has to be there over 
night ... " 
Autofire Flegeneration is won- 

derfu I for bringing characters 
back from the dead, particularly 
if you plug Usable on Others into 
it ... and since Regeneration does 
not burn END in the first place, 
who cares about decuple END 
cost? 

I recommend Autofire Area Ef 
fect Endurance Transfer. It's prac 
tically impossible to avoid ending 
up with more END than you 
started with, particularly if your 
targets are all bunched up ... 
And what do you do about 

those pesky bricks who keep on 
demolishing your strongest Entan 
gles with a mere shrug of their 
hypermuscular shou Iders? Why, 
you Autofire your Entangle, of 
course! Let's see how strong he is 
against 10 layers of webbing ... 
By now you're probably getting 

the idea, but let me leave you 
with one last item, the Octopus 
Attack. 
This is nothing less than Auto 

fire Extra Limb with Usable On 
Others At Range, and one "zap" 
turns your target into an octopus. 

o 

c)HPEH c)0HlIllH0R •• 
The Complete Supe:rhero Role-Playing Game System 
THE PREMIERE AUSTRALIAN GAME,IS NOW AVAILABLE TO AMERICANS 
Super Squadron is an easy-to-play game. where participants create imaginary characters 
in a contemporary environment. but with abilities far beyond normal men! 
Characters begin with a number of extraordinary powers. There are over 75 different 
powers available, utilizing almost 200 different abilities. all of which are detailed and 
ready for use. The players then take their characters through adventures in a world of 
Superheroes and Super-Villains. taking either role for their character. They can 
develop their abilities as they progress. 

$15.00 Made in Australia 
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ORllMITED 

THE MOST COMPREHENSIVE HERO AND SUPERPOWER GAME ON THE 
MARKET!!! 

STERANKO COVER! 

GUSTOVICH INTERIOR ART! 

YOU'VE PLAYED THE REST. 
NOW PLAY THE BEST!!! 

$14.95 (post paid) 

Palladium Books 
5669 Casper 
Detroi t, MI 48210 Nuff' Said 

THE PALLADIUM 
ROLE-PLA YING 
GAME: BOOK TWO 

$14.95 (post paid) 

The Palladium Role-Playing Game 
BOOK TWO: THE OLD ONES 
By: Kevin Siembieda 

The most extraordinary book of cities and adventures 
ever published!! The entire Kingdom of Timiro with 
30 cities/towns and 18 forts are all individually mapped 
and described. Cities vary from populations of a few 
thousand to 100,000 with specific rulers, villains and 
attitudes noted. 

In addition this book contains dozens of encounter 
tables, campaign notes and tips, the illusionist and monk 
occupational character classes and full information on 
the dreaded Old Ones. 

NEW!! 

You demanded it ... so we are glad to announce 
the release of the Palladium Game Shield. The Palladium 
Game Shield is a concise reference tool for both game 
masters and players alike. This attractive shield mea 
sures II inches tall with three panels, each 8~ inches 
wide. 
$3.95 (post paid) 

THE ARMS OF NARGASH- TOR 

This Palladium RPG adventure combines all the 
best aspects of wilderness, town, and dungeon adventures. 
Villians include Kobolds, Ogres, Druids, Dragons, and 
bandits. An excellent adventure by award winning author 
Randy McCall. 
$4.95 (post paid) 

THE PALLADIUM 
ROLE-PLA YING 
GAME $19.95 (post paid) 

THE PALLADIUM ROLE-PLAYING GAME unleashes 
a fabulous fantasy world the likes of which have never 
been seen. Dragons, Wizards, Knights, Orges, Orcs, 
Trolls, Fairies, Theives, Rangers, Mystic Circles, Rune 
Magic, Demons, Devils, and endless adventure await 
you!!! 

Send 501l (postage and handling) for our complete 
catalog of Palladium products. 

Palladium Books brings your imagination to life! 



________ ThePowerGamer 
The VVargamer 
The Role-Player 
The Storyteller 

The r- 
By Greg Costikyan (with apologies to Glenn Blacow) 

For those who might otherwise be mystified by the following, this 
article describes four characters. Glenn Blacow's seminal article, 
printed in Different Worlds 10, describes four basic role-playing 
styles. These were the power gamer, the wargamer, the role-player, 
and the storyteller. All adventure garners are a little of all of them, of 
course, but many campaigns concentrate on one aspect to the near 
exclusion of others. These characters are meant to be archetypes-or, 
perhaps, each of the role-playing styles taken to illogical logical 
extremes. 

THE POWER GAMER 

Name: Fred Mighty-Thews 
Home: His Castle (built in the shape of 
a geodesic dome to resist aerial attack); 
automated fire-ball throwers installed; 
seventeen magic detector alarms oper 
ating in a one-mile radius surrounding; 
contains a garrison of 10,000 5th-level 
fighting men; impregnated with magi 
cal protection against all elements, 
magic, clerical magic, scrying, and 
nuclear explosions; area one-mile 
around castle is posted with signs read 
ing: "DANGER: Minefield. Keep to 
Marked Paths. Keep Your Hands in the 
Air." 
Profession: Lord, adventurer, con 
conqueror. 
Hobbies: Acquiring new magical items; 
killing local upstarts. 
Last Book Read: How to Become a 
Minor Dark Lord in 17 Easy Lessons. 
Latest Accomplishment: The mass des 
truction of 23 orc villages. "Even at 5 
experience points per ore, that really 
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adds up!" 
Why I Do What I Do: "I like to win." 
Profile: Do something for him, he'll do 
something to you. People who go on 
expeditions with him tend to die: "Is 
it my fault I can take a 142-die fireball 
and you can't?" 
His Drink: Whatever he wants. 
STATS 
(After Dungeons & Dragons. "You 
don't play D&D? Huh! Let me tell you 
about my 78th-level fighter-magic-user 
cleric-thief-assassin-druid! ") 
Strength: 18/00 
Intelligence: 16 
Wisdom: 16 
Dexterity: 1 7 
Constitution: 18/00 
Charisma: 4 ("Who cares?" 
Level: 78 
Class: Fighter /magic-user / cleric/thief/ 
assassin/monk/druid 
Alignment: Neutral 
Equipment: 42 assorted magical wea 
pons; 14-die fireball projector; armor- 

ed flying carpet; ring of invulnerability 
to fires; ring of invulnerability to cold; 
ring of invulnerability to water; ring of 
invulnerability to air; ring of invulner 
ability to earth; ring of invulnerability 
to normal damage; ring of invulnera 
bility to good; ring of invulnerability 
to evil; ring of invulnerability to 
magic; 142 "cure-all" potions; force 
screen projector; Imperial Warrant 
("Assist the bearer as he desires regard 
less of the cost in treasure or lives"); 
membership card in the Minor Deities 
Association; one of each of the book 
magic items. 
Bank Balance: The Bank at Haven no 
longer bothers to keep accounts; they 
simply present a bill at the end of each 
quarter, in the full knowledge that it 
will either be honored, or the bank 
will be destroyed (again). 

COMMENTS ABOUT 
OTHER CHARACTERS 
The Wargamer: "Smart guy-but I can 
beat him." 
The Role-Player: "Pain in the neck 
wastes time on expeditions." 
The Storyteller: "Real pain in the 
neck. Always wants to talk to them. 
Shoot first, then use Speak with Dead 
so they can't lie, and Raise them if 
you shouldn't have killed them in the 
first place, that's my motto. Anyway, 
I can beat him," 

THE WARGAMER 

Name: Character G7 ("I'll think of a 
name, just give me time!") 
Home: Horseback 
Profession: Mercenary, freelance ad 
venturer, tactician. 
Hobbies: Learning to use new wea 
pons, killing things. 
Last Book Read: Clausewitz's 
Strategy 
Latest Accomplishment: Slew the 
King of the Dragons with nothing but 
a fire-hardened pointed stick and a 
hastily-improvised poison made from 
the sap of a yew tree. 
Why I Do This: "The proper occupa 
tion of members of my class is fight 
ing. The only legitimate goal is the at 
tainment of desired objectives through 
absolute economy of force." 
Profile: A lead of men, a superb tac 
tician. Incapable of small talk. 
His Drink: "I don't drink. One has to 
maintain concentration." 
STATS 
(After Chivalry & Sorcery. "C&S con 
tains much of this medieval frippery, 
but it also has the most sophisticated 
and realistic combat system, capable 
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Name: Timmy Trollkin 
Home: A large, well-upholstered hovel 
outside Boldhome. 
Profession: Dilletante and packrat. 
Hobbies: Collecting shiny things, bab 
bling. 
Last Book Read: Morgenstern's Color 
Selection in Galactic Pantography 
Latest Accomplishment: Acquired a 
complete set of wisdom teeth from 
each of the major herdbeasts of the 
Plaines of Prax. 
Why I Do This: "I like to go on adven 
tures because you meet all sorts of in 
teresting people and there are always 
loose bits of string to pick up and you 
never know what interesting things 
you will find in the most unlikely 
places and anyway the mules need to 
get out every once in a while and any 
way my friends need me, they'd al 
ways be without the right tool for the 
job if I weren't around, so I really en 
joy ... , etc., etc." 
Profile: Foolish; eager to please; great 

of the greatest range of strategic detail 
and tactical finesse."} 
Strength: 1 7 
Dexterity: 16 
Constitution: 20 
Personal Appearance: 14 
Bardic Voice: 14 
In telligence: 19 
Wisdom: 16 
Charisma: 17 
Alignment: 6 
Size: 15 
Body: 39 
Fatigue: 39 
PCF:34 
Class: Nobility 
Equipment: Minor barony containing 
several thousand assorted serfs; Great 
Horse; innumerable weapons, generally 
carried by a serf hireling in a "golf 
bag" ("Harold, the Number Seven 
Sword, please."); Palladium Book of 
Arms and Armor; Practical Siegecraft; 
A Handbook of Monsters and Demons; 
The Boy Scout Manual. 
Bank Balance: Enough to equip a 
small army. 
COMMENTS ABOUT 
OTHER CHARACTERS 
The Power Gamer: "No finesse." 
The Role-Player: "Head in the clouds; 
no sense of the real world." 
The Storyteller: "Nothing wrong with 
him a few years in the infantry with 
cold showers and a good drill sergeant 
wouldn't cure." 

THE ROLE-PLAYER 

fun or a major nuisance, depending on 
your disposition and the weather. 
His Drink: Absinthe. "It has the most 
interesting effects ... " 

STATS 
(After RuneQuest. "Skill-driven sys 
tems are the only way that anything 
other than combat becomes important 
to the game.") 
Strength: 4 ("I like to play extreme 
characters. ") 
Constitution: 10 
Intelligence: 14 
Power: 16 
Dexterity: 8 
Charisma: 7 
Skills: Climbing 25%; Hide Item 92%; 
Jumping 20%; Lock Picking 5%; Map 
Making 0% ("Can I map? Huh? Why 
don't you ever let me map?"); Riding 
40%; Swimming 0%; Trap Set/Disarm 
78%; Listen 25%; Spot Hidden Item 
105%; Tracking 10%; Camouflage 
10%; Hide in Cover 75%; Move Silent 
ly 5%; Pick Pockets 95%; Oratory 
10%; Pluglunk 50%; Sling 25%; Hat 
Pin 105%; Evaluate Treasure 0%; Read 
Own Language 10%. 
Equipment: 10,048 assorted pieces of 
string; 1 set complete automotive re 
pair tools; 1 blacksmith's hammer, 
with anvil; complete set silverware; 14 
assorted pots and pans; mosquito net 
ting; shark repellent; 1000 paper bags 
of various sizes; butterfly collection; 
873 pebbles, sorted by size and color; 
1 Groaci nose-flute; 1 copy De Mys 
teriis Vermiis, by Ludwig Prinn; 1 
copy Victorious German Arms, by E. 
Gary Gygax; 1 copy Why Magic Can 
not Possibly Work, by Grumpen Mos 
tal III; 142 icons, idols and religious 
symbols Oust to be safe); various items 
far too numerous to mention; 10 pack 
mules to carry it all. All of it. On every 
expedition. 
Bank Balance: "Bank? You mean like 
a river?" 

COMMENTS ABOUT 
OTHER CHARACTERS 
The Power Gamer: "He's no fun." 
The Wargamer: "I told him the one 
about the twelve Mostali and the 
naked elf women, and he didn't get 
it." 
The Storyteller: "He's okay when you 
get a couple of beers into him." 

THE STORYTELLER 

Name: Gronfel mar de yap Frandek of 
the House Stolwin, Seventeenth of 
that Line. 
Home: "Home? I suppose my home is 
far on the distant shore of the Shining 

Sea, in the little keep of Frandek. Ah! 
There the crimson flyers flock in the 
springtime, when snow recedes and the 
petals of the snowgleam break from 
winter's fastness. There, there, my 
heart yearns in the spring, when the 
clean whiff of nascent life wafts over 
Farom's battlements. But of late, I 
make my domicile in this fair city, far 
from my beloved land, but the place 
to which my destiny has called me. My 
flat leans over Fenster Street, above 
the Soaring Guppy Tavern. It is a 
modest place, perhaps not fully befit 
ting a scion of House Stolwin, but one 
makes do with one needst must." 
Profession: Dandy, poet, philanderer. 
Lastest Book Read: F. Gwynplain 
McIntyre's Bestiary of Absurd and 
Fantastic Creatures 
Latest Accomplishment: The conquest 
of Damselle Melliflue, flower of 
Farom's court and wife of Baron Sark, 
a man known for brutality and a habit 
of killing younger men in duels. 
Why I Do This: "Why? Why, man, ask 
why the wind blows, or why the stars 
their stately circuits make. 'Tis life!" 
Profile: Not to be relied on over the 
long term, short attention span, unable 
to hold onto money. 
His Drink: Glenfiddich, when he can 
afford it, which is rarely. 

STATS 
(After Tunnels & Trolls. "I like simple 
systems. That way, numbers and dice 
don't get in the way of the game.") 
ST: 15 
IQ: 15 
LK: 16 
CON: 14 
DEX: 10 
CHR: 13 
Kindred: Human 
Class: Warrior 
Personal Adds: 7 
Height: 5' 11" 
Weight: 150 lbs 
Level: 5 
Equipment: Broadsword, 2 dirks, 
leather, buckler, elaborate wardrobe, 6 
bottles of excellent Gistonian wine, 
patent of nobility. 
Bank Balance: None, 75 gold pieces on 
hand. ("Something will turn up.") 

COMMENTS ABOUT 
OTHER CHARACTERS 
The Power Gamer: "A monster of 
greed and arrogance. Were I king, he'd 
soon know his place." 
The Wargamer: "An utter bore, fit 
only for the guardhouse." 
The Role-Player: "A fool, but an 
amusing one." 
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IITurn Right At the 
Next Oasis ... " 

By Brad W. Foster 
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Alien ~orlds _ 
Every world is a universe. 

Every world is a unique and com 
plex environment, and there are 
thousands in the Traveller universe. 
Traveller boxed modules are designed 
to demonstrate the immense scope 
for adventure of a single world, 
described in detail. The world of the 
first module, Tarsus, has a gigantic 
axial tilt and a year only 70 days 
long, a diverse population with a 
lengthy history, and much more. 

BeltStrike is the newest module; its 
subject is the sparsely settled Bowman 
asteroid belt, a lawless collection of 
(potentially valuable) rocks. It in 
cludes detailed information on 
Bowman's history, inhabitants, 
and mysteries, plus extensive 
rules for prospecting and mining the 
asteroids. Also included are a map of 
the asteroid settlement Koenig and four 
folders with scenarios ranging from a 
claim-jumping attempt to an archeo 
logical dig. Each boxed module is $12. 

Alien Minds _ 
In Traveller, aliens aren't just 
people in funny suits. 
They're different in the way that's 
important to a roleplaying game: 
they come supplied with their own 
highly unusual thought patterns, 
customs, and civilizations. 

Each Traveller alien module 
describes one race in detail, in 
cluding extensive explanatory 
material, a complete character 
generation system, and an alien 

adventure. AsIan covers a race of carni 
vores, with males and females divided 
nearly into separate cultures: males 
are warriors, fighting ritualized clan 
wars, while females take care of 
almost everything else. K'kree (or 
Centaurs) are militant and aggres 
sive vegetarians, their society strict 
ly controlled with a complex caste 
system. Their social unit is not the indi 
vidual, but the "family" with members 
of several castes; each player controls 
a "family". Each alien module is $6. 

Alien Mystery _ 
The Secret of the Ancients: known Ancient site is different, as if 

there were hundreds of independent 
Who were the mysterious An- super-races, each with its distinctive 

cients? They appeared suddenly technology, but everything fits the 
300,000 years ago possessed of hands and bodies of the Droyne, 
unguessably high technology, ruled an unassuming race inhabiting 
the known universe for a few thou- a few worlds in the Spinward 
sand years, and then destroyed Marches. Who were they? Why did 
themselves in a great war which left they disappear? A band of adventur 
behind the shattered remains of ers has the chance to find out as they 
worlds. They carried humans to the discover a functioning Ancient base. 
stars, created the Vargr, and left The Secret of the Ancients: an adven 
behind a few puzzling artifacts. Each ture for Traveller. $ 5. 

TRAVELLER_® - 
GDW Game Designers' Workshop 

r.o. Box 1646 
Bloomington, Illinois 61702-1646 

Write for our free catalog. 



Game Reviews Ringworld/ChilljViliage Of Twilight/Lords Of Creation/ 
Rolemaster/Stormhaven/ Asian/The Klingon Empire/ 

The Federation/Bad Medicine For Dr. Drugs/Blizzard Pass/ 
Startown Liberty/The Island of Doctor Apocalypse 

**** RINGWORLD 
By John Hewitt, et al 
(Chaosium, $25) 
Reviewed by Jeff Seiken 
Picture an immense ring almost 
one million miles wide and 597 
million miles in circumference 
spinning around a sun slightly 
smaller than our own. The total 
surface area of the ring would 
encompass approximately three 
million earths. Now populate the 
ring with 30 trillion inhabitants, 
plus innumerable types and vari 
eties of flora and fauna. Disrupt 
the ring's delicate ecosystem with 
at least one calamity known to 
have struck over a thousand years 
ago and the possibility of others 
that may have occurred further 
back in the dim history of the 
ring, causing mutations and 
bizarre evolutionary develop 
ments among the ring's lifeforms. 
Finally, add clues and perhaps 
answers to some of the most corn 
pelling mysteries of the universe. 
It would be difficult to imagine a 
better setting for a role-plavlnq 
game. Such is the world of 
Ringworld. 
Ringworld is based on the Larry 

Niven novel of the same name, its 
sequel The Ringworld Engineers, 
and his collection of "Known 
Space" stories. The two novels 
take place about 900 years in the 
future and chronicle the adven 
tures and discoveries of the first 
two expeditions to Ringworld. 
Ringworld the game comes boxed 
with a striking cover painting by 
artist Ralph McQuarrie. Its corn 
ponents include four rulebooks 
total ing over 180 pages, character 
and reference sheets, cut-out 
figures, and assorted dice. 
In Ringworld, players assume 

the roles of Known Space scien 
tists and explorers journeying to 
R ingworld in pursuit of know 
ledge, glory, wealth, power, or for 
some more individual sense of 
purpose. Like most of the other 
Chaosium role-plavinq games 
which owe their heritage to 
RuneQuest, the mechanics of 
Ringworld combine a comfortable 
mix of the familiar and the inno 
vative. The rulebooks also contain 
considerable amounts of back 
ground information to help game· 
masters in their construction of a 
campaign milieu. 
The Explorer Book covers all 

aspects of character generation, 
skill use, and combat. Explorers 
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roll dice to figure their starting 
characteristics in eight categories 
ranging from strength to educa 
tion; age, defects, and the 
explorer's home world are also 
determined randomly. Due to the 
existance of boosterspice which 
has eliminated the effects of 
aging, beginning explorers may be 
well over 100 years old, although 
still quite young in physiological 
terms. An explorer's age, as well 
as his intelligence and education, 
affect the number of occupation 
points which the explorer initially 
receives. Occupation points trans 
late into percentage points which 
may be applied to specific skills. 
The rules allow considerable tree 
dom in the selection of skills and 
explorers can conceivably spread 
their occupation points over a 
wide range of areas, but the svs 
tem for skill use encourages con 
centration in a selected number of 
skills; otherwise, explorers will 
often find themselves frustrated 
when performing even rudimen· 
tary tasks. The Explorer Book 
details over fifty different types 
of skills. I n addition, when a cer 
tain level of expertise is reached 
in some skills, a branch of study 
must then be chosen and skill 
increases subsequently affect only 
that selected branch. For exam 
pie, an explorer may have a qen 
eral skill of 30% in chemistry; 
when the explorer's skill level 
reaches 35%, a specific branch, 
such as industrial chemistry, must 
be chosen. Thereafter, the ex 
plorer will have a 35% skill in 
industrial chemistry and 30% in 
all other types of chemistry. 
Thus, the actual number of sk ills 
which a character may choose 
from in Ringworld is much larger 
than fifty, permitting a cortes 
pondingly greater degree of spe 
cialization and individuality 
among explorers. Provisions are 

also included for the creation of 
Kzinti and Puppeteer explorers. 
Combat is handled in a rnoder 

ately complex, though detailed, 
manner. The basic unit of action 
is the impulse, which equals about 
one second. Explorers possess an 
action ranking based on their dex 
terity: the action ranking deter 
mines the number of impulses 
required to perform a major 
action, such as aiming a ranged 
weapon or attacking with a melee 
weapon. Minor actions, like firihg 
a ranged weapon, can be perform 
ed in a single impulse. Hit chances 
are based on the explorer's skill 
percentage with the particu lar 
weapon being used. Modifiers for 
range, movement, and aiming can 
also influence the die roll. In 
actual play, this system works 
smoothly, provided that players 
clearly state and keep track of 
their actions. As a playing aid, the 
gamemaster may want to draw up 
several impulse charts numbered 1 
to 50 or 100 so that the impulse 
when actions will be completed 
can be recorded and each elapsed 
impulse marked off. A summary 
of combat ru les and modifiers on 
the reference sheets would also 
have been helpful (only modifiers 
for ranged weapons and moving 
vehicles are given) and certainly 
could have been included at the 
expense of some of the less rele 
vant items like the cold exposure 
and protection tables. Fortunate 
tv. the rules for combat cover less 
than two pages of rules and can 
be quickly assimilated after a few 
battles. 
One potential glitch does exist 

in the combat system, but this 
problem can be eliminated 
through a carefu I reading of the 
rules and the application of a 
little common sense. A melee 
attack takes a full action ranking 
-usually four impulses-to carry 
out, yet the target of the attack 
(i.e., the defender) is in no way 
limited from moving during this 
period. Thus, the defender can 
simply move away from the 
attack before the action is com 
pleted. However, the rules under 
the subsection Human Speed state 
that a character, while moving not 
more than three meter per irn 
pulse, may also perform one other 
action. A logical extension of this 
rule to the mechanics of combat, 
then, should allow an explorer to 
conduct a melee attack as well as 
move up to three meters per im 
pulse. This resolves the dilemma 
of the defender freely skipping 

out of the way of a melee assault, 
since the attacker can now ad 
vance and keep his target within 
reach, provided that the defender 
does not actually run away (move 
farther than three meters in an 
impulse). An even more logical 
extension of this rule would be to 
allow an attacker to make a melee 
attack while moving up to his 
base movement rate. I n this way, 
extremely swift hominids like the 
Herders (base movement rate of 6 
meters) could attack even running 
humans, thus reflecting the advan 
tage possessed by an attacker with 
superior speed in a battle or pur 
suit situation. 
T he second ru lebook details the 

technology of the 29th century. 
Generators, computers, medical 
equipment, tools, vehicles, wea 
pons, and protective devices all 
receive ample and comprehensive 
coverage. The section on vehicles, 
for example, ranges from descrip 
tions of one-man lift belts to 
interstellar starships. Full infor 
mation, including mass, volume, 
energy used, energy supply, and 
any other pertinent stats, is given 
for each piece of technology. The 
Technology Book also provides 
hit location charts for all listed 
vehicles, a nice example reflective 
of the thoroughness and attention 
to detail exhibited in almost every 
aspect of the Ringworld package. 
The titling of the third manual 

in the Ringworld quartet, Crea 
tures Book, is somewhat mislead 
ing, although creatures may be 
the best term to encompass the 
broad variety of lifeforms found 
in Known Space and on Ring· 
world. This rulebook supplies des 
criptions and stats on the promi 
nent alien races of Known Space 
and the various types of horni 
nids, animals, and flora which 
populate Ringworld. Again, thor 
oughness is the catchword here; a 
listing of the skill base chances for 
every alien and hominid race is 
even given to help gamemasters 
and players create gamemaster 
characters and non-human ex 
plorers, respectively. The Crea 
tures Book, however, also con 
tains one of the few discordant 
notes in an otherwise remarkably 
consistent design. The text states 
that, in some cases, it was neces 
sary to add details in order to 
flesh ou t the basic material in 
Niven's novels and in the section 
on animals, this clearly shows. 
Although the animals themselves 
are fairly standard and not too 
exotic, their names-like flob, 
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hueti, and zongo-sound closer to 
leftover from TSR's Fiend Folio. 
Additionally, the table of rumor 
ed animals includes not a single 
line of information concerning 
the nature of these reputed 
beasts, nor can anything be gar 
nered from such nonsensical 
names as anxaoma, munil, and 
varmot, which makes this listing 
superfluous. 
The Gamemaster Book consists 

chiefly of essays on various as 
pects of Ringworld, plus "The 
Journey of the Catseye," an intro 
ductory scenario. "Catseye" is a 
good starting adventure and sets 
the tone of role-playing in the 
world of R ingworld-the search 
for information or materials, 
encounters with new races and 
cultures, and the need to coexist 
and cooperate with the Ringworld 
natives. Ringworld is a difficult 
game to run in that it requires a 
skillful gamemaster to keep play 
(and the explorers) under control. 
The demands of running a cam 
paign world roughly the size of 
three million earths compressed 
into such a small area are enough 
to tax the abilities of even the 
most experienced gamemasters. 
True, the settings of some science- 

*** CHILL 
By Gali Sanchez and Garry 
Spiegle (Pacesetter, $12) 

VILLAGE 
OF TWILIGHT 
By Gali Sanchez and 
Carl Smith ($6) 
Reviewed by Keith Herber 
One of two initial releases from 
Pacesetter, the game of Chill 
allows its players the opportunity 
to explore the worlds of gothic 
horror first described in such 
novels as Dracula and Franken 
stein and later exemplified in the 
Hollywood monster movies of the 
30's and 40's. As members of 
S.A. V.E.-a secretive, interna 
tional organization-the charac 
ters are asked to investigate (and 
usually destroy) manifestations 
from the mysterious "Unknown." 
Using skills ranging from Model 
ing to Explosives to the psychic 
based "Art," the characters will 
face an array of Iycanthropes, 
vampires, ghosts, and ghouls, all 
who seem to draw their evil 
power from the same mysterious 
source. 

I nside the box are three ten 
sided dice, two books, two 
smaller booklets, a multi-colored 
world map that reverses to pro 
vide a battle board, and a sheet of 
140 colored cou nters depicting 
various characters and creatures. 

fiction role-playing games may 
encompass multiple galaxies, but 
most travel takes place in the fea 
tureless void of space. In Ring 
world, with explorers routinely 
traveling at speeds of 7000 km 
per hour across an ever-changing 
landscape, the gamemaster needs 
to be flexible and able to impro 
vise quickly. Moreover, although 
the rules claim otherwise, game 
mastering a Ringworld campaign 
requ ires at least some scientific 
background on the gamemaster's 
behalf. Many of the skills are sci 
entifically oriented and the use of 
these skills in the course of game 
master-directed research projects 
will form a significant part of 
play. When a gamemaster must 
handle explorers with skills like 
embryology and petrochemistry, 
a little more than high school 
chem will prove helpful. On the 
other hand, it is easy to imagine 
Ringworld adventures with 
themes less lofty than the ad 
vancement of scientific bound 
aries. F or example, a scenario in 
the spirit of Rudyard Kipling's 
short story "The Man Who Would 
Be King" in which a team of 
Known Space mercenaries set out 
to conquer a primitive part of 

Ringworld is merely one of the 
many possibilities. A single piece 
of advice to any potential game 
master: read the two R ingworld 
novels first before attempting to 
run a scenario. While the rule 
books provide all that is needed 
to conduct an adventure, it is the 
novels which show how each sepa 
rate feature of R ingworld fits 
together to form one complete, 
complex, and interacting world 
picture. 

As mentioned previously, the 
rulebooks contain numerous 
essays devoted to specific facets 
of R ingworld to assist the game 
master in constructing a suitable 
(and viable) campaign. These 
essays are both well-written and 
invaluable. I n fact, as befitting a 
product which owes its origins to 
a literary source, Ringworld 
stands out as an extremely literate 
role-playing game. Digesting the 
extensive amounts of factual in 
formation presented in the essays 
may demand a significant com 
mitment of time and energy on 
the part of the gamemaster, but 
then the rewards of role-playing 
in the world of Ringworld will far 
outstrip the effort. 0 

These counters are also printed on 
the reverse side with black & 
white depictions of furniture, 
automobiles, and other objects of 
use in a Chill adventure. The two 
larger books are titled "Campaign 
Book" and "Horrors from the 
Unknown," but one of the 
smaller booklets is clearly marked 
"Read Me First." This four-page 
booklet provides an introduction 
to role-playing in general and 
Chill in particular, while the sec 
ond, "Terror in Warwick House," 
is a 16-page introductory adven 
ture into a haunted house. For 
ease of use, this scenario offers a 
set of pre-generated player-charac 
ters that can be used and the 
adventure itself provides but 
limited choices for the players 
the results of these choices being 
clearly spelled out for the benefit 
of the novice gamemaster. While 
this does lead to a more or less 

predictable conclusion, the pur 
pose of the adventure is to 
demonstrate the rules of the game 
and this it does admirably. It also 
proved to be one of the best 
introductions to role-playing 
games I have yet seen. While I 
might question the saleman's 
claim that a group of beginning 
gamers can be playing within 
fifteen minutes of opening the 
box, it is certain they could enjoy 
an exciting first time with role 
playing on the same evening that 
they purchased the game. 
One of the more unique aspects 

of the game is the Chill Chart-a 
single reference used for resolving 
nearly all aspects of the game in 
cluding armed and unarmed com 
bat, poison and disease, human 
and animal reactions to players, 
along with nearly everything else. 
By cross-referencing the results of 
the attacker's (or active charac- 

ter's) dice roll against a specific 
defensive column, a code letter is 
found. Referring to the proper 
table, this code letter indicates 
the amount and type of damage 
caused. Everything from light 
damage to critical wounds and 
knockdowns are I isted on the 
combat charts and the system also 
allows for "called shots" with 
which a player can try to accu 
rately place a bullet or strike a 
blow. Research and knowledge 
rolls, pertaining to professional 
skills such as Archaeology/An 
thropology and Police Forensic 
Pathology, are also handled by 
the Chill Chart, with the results 
indicating different degrees of 
success. Using straight percentile 
rolls, simpler, general checks can 
also be made. 
Combat and professional skills 

are chosen by the player to suit 
his or her character's taste and 
may be increased by garnering 
insight points, awarded to players 
for the successful completion of 
Chill adventures. Characters begin 
at Student level in each skill cate 
gory and progress through the 
ranks to Teacher and finally 
Master. These ranks represent 
bonuses that are added to a base 
skill chance derived from the aver 
age of one or more of the player's 
abilities. Players may choose to 
spend their insight points as they 
wish, to increase existing skills or 
to purchase new ones, although 
some skills, such as Legend/Lore, 
are only available to players who 

. have achieved specific levels in 
other, related skill categories. 
Ability scores, which number 
eight and range from 26-80, can 
also be increased by spending 
insight points. 
Combinations of other ability 

scores produce figures for Unskill 
ed Melee and Sensing Unknown. 
The former allows for characters 
to pick up and use any weapon 
regardless if they are skilled with 
it or not, while the second allows 
them to detect the presence of, or 
the work of some being from the 
Unknown. Additionally, charac 
ters possessing certain minimum 
scores in Perception and Will 
power gain the ability to use "The 
Art," a form of psych ic power 
available to the players of Chill. 
The character's version is limited 
to restorative, healing, and com 
munication forms while the type 
available to the beings of the 
Unknown is called "The Evil 
Way" and consists of many ter 
rible powers that can be used 
against the emissaries of S.A.V_E. 
Descriptions of the various disci 

plines of the Evil Way are con 
tained in the Horrors from the 
Unknown book which also gives 
descriptions and stats for some of 
the animals and monsters encoun 
tered in Chill. Only ten monsters 
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are outlined and considering the 
play style of the game, this does 
not seem adequate. One of the 
central points of Chill is the Fear 
check, a dice roll made by charac 
ters when first encountering some 
terrifying being. The results of 
th is roll can cause a character to 
temporarily lose large amou nts of 
Willpower while being forced to 
flee or h ide for the space of one 
five-second rou nd. A her th is, 
provided the character's Will· 
power has not dropped below 20, 
he may rejoin the action. Once a 
certain type of monster has been 
destroyed or overcome by a char 
acter however, this individual 
need not roll a Fear check when 
he faces the same type of monster 
in a future encounter. While per 
haps realistic, this does reduce 
some of the initial advantage the 
monsters may have, causing the 
gamemaster to continually devise 
new types of "frightening" mon 
sters for the players to deal with. 
For example: If the players suc 
cessfully complete the introduc 
tory adventure, "Terror in War 
wick House," they will have met 
and defeated two different types 
of monsters making them imper 
vious to the Fear caused by 20% 
of the monsters listed in the 
book. Certainly horror movies 
and books can provide a lot of 
material for gamemasters to draw 
new ideas from, but expanding 
the list contained with the game 
to cover maybe fifteen or twenty 
different monsters might be an 
aid to newcomers. 
Aside from this minor com 

plaint, the authors should be com 
plimented on their general thor 
oughness and attention to detail. 
The 54-page Campaign Book con 
tains much information regarding 
such things as visibility in differ 
ent types of terrain and weather, 
along with their effects on move 
ment, either on foot or by other 
device. Transportation, as well as 
weapons, is covered from a 
modern standpoint, but stats for 
items used in a Victorian period 
setting are also supplied. These 
two time periods are especially 
recommended for conducting a 
Chill campaign. 
Combat moves fairly quickly 

with character who possess fire 
arms skills allowed multiple shots. 
Damage from guns can be devas 
tating and characters would be 
well-advised to avoid shootouts 
with gun-toting gamemaster-char 
acters. A note on damage is in 
order here-Chill contains two dif 
ferent kinds, wound and non 
wound. Non-wound damage is 
generally caused by unarmed 
combat and characters can regen 
erate lost Stamina points fairly 
quickly. Wound damage, however, 
is much more serious and requires 
lengthy rehabilitation time. This 

type of damage is most often 
received as a result of gunfire or 
armed melee and this factor keeps 
players from assuming that com 
bat is always the most effective 
approach to the situation. An 
other point somewhat unique to 
Chill is the lack of damage listings 
for different firearms, or for that 
matter, any of the weapons. The 
amount and type of damage sus 
tained is dictated by the Chill 
Chart and the difference between 
the weapons is based more on 
how effectively they hit, maxi 
mum ranges, and so forth. The 
final result is that almost any wea 
pon has the potential to kill in a 
single blow. 
Reviewed in conjunction with 

Chill was Village of Twilight, 
the first Chill scenario to be re 
leased by Pacesetter. This 28-page 
book takes the players to Mexico 
City where they will meet Dr. 
Jose S. Guevara, a long-time mem 
ber of S.A.V.E. In 1959, Guevara 
led an expedition into the Mexi 
can jungle where he discovered 
evidence of a strange race of were 
jaguars. Recent reports from the 
jungle indicate that these beasts 
have been lately seen again and 
the players have been asked to 
investigate. After meeting with 
Guevara in Mexico City and being 
given the chance to research the 
issue in the doctor's library, the 
players travel by jeep to Veracruz. 
Here they will meet with their 
guide, eventually to plunge into 
the jungle. If all goes well, the 
party will emerge a few weeks 
later, intact and with the mystery 
solved. 

I found the adventure to be well 
laid-out and little time was spent 
fl ipping through the pages in 
search of a particular fact or char 
acter. The authors also made 
liberal use of "boxed descrip 
tions" that can be read word-for 
word to the players by the game 
master. This, along with a thor 
ough introduction, greatly eased 
the load of the gamemaster. 
Considering the size of th is sce 

nario however, it played rather 
quickly. This was due, in part, to 
the limited number of player 
choices within the adventure. 
Most events led very pointedly to 
the next and little time was spent 
in players discussing possibilities 
or exploring different avenues. 
Most like the game but felt that 
the adventure was a little static. 
On the other hand, a group of 
slightly younger players roundly 
applauded the scenario and felt 
that it provided just the right 
amount of mystery and suspense 
mixed with the opportunity to 
slug it out with the various evils 
that confronted them. 
While Village Of Twilight offer 

ed a lot of action and adventure, 
it is hoped that future scenarios 

will also exploit the many oppor 
tunities for investigation and re 
search which the rules allow for. 
In the game's defense, it seems 
that a gamemaster/designer can 
carefully emphasize either aspect 
of Chill to find a balance that 
suits his particular group of play 
ers. An example of this would be 
the organization S.A.V.E. This 
covert group provides an easy way 
to introduce the players to each 
adventure and is there to provide 
them with funds, equipment, and 
other aid that they may require. 
This is meant to facilitate getting 
quickly down to play without a 
lot of fuss and bother. On the 
other hand, this could grow repe- 

titious and prove "too conveni 
ent" for some gamemasters. 
S.A.V.E.'s role can be reduced or 
left out of the campaign entirely, 
leaving the gamemaster to devise 
his own introduction to adven 
tures. You can have it either way. 

I found Chill to be a well 
thought-out, well-presented game 
that simulates the world of horror 
as represented in (particu larly) 
the movies. The rules are flexible 
enough and complete enough to 
allow a gamemaster to set what 
ever tone or mood he desires his 
campaign to have and there is a 
large amount of written and film 
ed material from which to draw 
adventure designs. 0 

~tr*i 
LORDS OF CREATION 
By Tom Moldvay 
(The Avalon Hill Game 
Company, $12) 
Reviewed by Jeff Seiken 
With the role-playing market in 
such a crowded state, it would 
seem logical that new entries 
would purposefully address them 
selves to specific subjects or 
themes in the hopes of appealing 
to a gamer's particu lar interests 
and thus capturing an audience. 
For this reason, upon superficial 
examination, The Avalon Hill 
Game Company's new role 
playing game Lords Of Creation 
appears to be a step in the wrong 
direction. Lords Of Creation has 
no specific subject, or, more accu 
rately, it attempts to encompass 
virtually every subject under the 
sun (and beyond, too). However, 
Lords Of Creation is not a generic 
role-playing game; rather, players 
take the part of some very unique 
individuals in a multiverse quest 
to become one of the Lords of 
Creation. 
For so broadlv a based role 

playing game, Lords Of Creation 
has been rather compactly distill 
ed into two 54-page books 
packaged in the standard AH 
bookcase format. The first 
manual is the rulebook and con 
tains all necessary rules of play. 
The second is the Book of Foes in 
wh ich can be fou nd stats for over 
450 different types of foes for use 
in scenarios and campaigns. 
Players start off as Neophytes, 

generating their basic ability 
scores for Muscle, Speed, 
Stamina, Mental, and Luck by 
rolling 2010. The sum of these 
scores also determines a player's 
Personal Force points, which play 
a crucial role in the game. As a 
player earns experience, he may 
increase his ability scores which, 
in turn, will affect his Personal 
Force. As Personal Force rises, 
the player gains new levels or 

titles. Eleven possible titles are 
included and when a player reach 
es the eleventh plateau, he be 
comes a Lord of Creation. Each 
title carries with it an innate 
special ability (Neophytes have 
Dimensional Sight); additionally, 
for every title attained above the 
first, the players may select one 
special power. More about this 
will be said later. 
When creating a character, play 

ers also purchase skills equal to 
their number of Personal Force 
points. Twenty-one different skill 
categories consisting of five skill 
levels apiece are listed, with each 
level conferring a greater range of 
capabilities and expertise in that 
particular category. Players face 
only minimal restrictions in 
regards to the initial selection of 
skill categories and levels, except 
for one important limitation. The 
fifth level of most skills allow the 
use of the skill in a futuristic or 
magical setting. For example, a 
character with skill level five in 
the category of Street Criminal 
would be able to defuse a magical 
alarm system, avoid or disarm 
magical traps, and so on. These 
skill levels, however, can only be 
gained after a player actually par 
ticipates in an adventure set in a 
futuristic or magical world. 
The combat system in Lords Of 

Creation emphasizes simplicity, 
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although the rules include a num 
ber of optional provisions which 
add a layer of detai I to the proce 
dures for resolving combat. The 
basic sequence breaks down into 
three main phases: the parties roll 
for initiative, movement is per 
formed in order according to initi 
ative, and attacks are conducted 
again as per initiative. A turn of 
combat represents six seconds and 
individuals can both move and 
fight in a single turn. Realism 
ta kes a back seat (but then, ad 
mittedly, how much realism can 
you expect-or even desire-in 
a game like this?), but the 
system allows battles to be re 
solved quickly and easily. Unfor 
tunately, the non-integration of 
movement and combat (i.e., 
everyone moves and then every 
one attacks) can create situations 
that defy not only realism but 
that which is of far greater signifi 
cance to any role-playing game 
logic. Consider the following: 
Hans Solitaire, equipped with a 
Proton Beamer, encounters a laser 
armed Starnomad at a distance of 
one hundred feet. The Starnomad 
wins the initiative and runs ninety 
feet toward Solitaire, who decides 
not to move. During the ensuing 
attack phase, the Starnomad, still 
possessing the initiative, blasts 
Solitaire at point-blank range 
before he can respond. Presum 
ably, Solitaire was distracted by 
the sun glinting off of the Star 
nomad's armor, which explains 
why he allowed the Starnomad to 
dash ninety feet and then fire 
without shooting first. The rules 
already permit a combatant to 
fire upon a charging foe intent on 
engaging him in close combat, so 
no reason exists not to devise a 
similar rule covering ranged com 
bat. When a combatant moves far 
ther than his base movement rate 
and then conducts a ranged 
attack, simply allow the target of 
his attack, if he has not moved 
himself, to fire once at the attack 
er first. As an added bonus for 
remaining stationary, you may 
not want to assess the penalty for 
firing at a moving target if the tar 
get moves directly towards the 
firing individual. I n the above ex 
ample, then, not only would Soli 
taire get in the first shot, but he 
would also not suffer any adverse 
modifiers for firing at a moving 
target. The Starnomad, in con 
trast, wou Id be affected by the 
modifier for firer movement. 
Neither of these suggestions will 
unduly complicate the basic com 
bat sequence, but they will en 
courage a little more realistic be 
havior on the part of characters 
and foes alike. 

A character's chance to hit in 
combat depends on the average of 
his Muscle, Speed, and Stamina, 
which is termed the Physical 

Score. As a player's Physical 
Score increases due to the bene 
fits of experience, he gains the 
ability to make multiple attacks 
in a single combat turn. Some 
role-playing games try to discour 
age weapon-play by making com 
bat particularly swift and deadly. 
This is not so in Lords Of Crea 
tion. The average first level char 
acter has about sixteen Life 
Points; when you consider that a 
rifle does only 2-12 damage 
points (and in the course of a six 
second turn, this actually repre 
sents firing the weapon multiple 
times), then it becomes obvious 
that characters can su rvive more 
than a slug or two in the arm. Of 
course, some of the futuristic de 
vices like the Gamma Raygun, 
which hits for 6-36 damage 
points, can be quite deadly in 
combat, but higher level charac 
ters should be able to survive even 
a couple of blasts from weapons 
such as these. 
Once a player reaches the level 

of Apprentice, and for every title 
thereafter gained, he may choose 
one special power. Powers are 
similar to skills, but, as the name 
implies, considerably more useful 
and destructive. Like skills, 
powers come in twelve different 
categories with five levels of pro 
gression each. Powers are also 
classified according to type 
magical, futuristic, and psychic. 
Depending on the setting, certain 
powers may operate at reduced 
effectiveness or not work at all. 
For instance, in a 20th century 
setting, futuristic and psychic 
skills would function at half effec 
tiveness and magical powers 
would be completely impotent. 
Choosing a power is great fun be 
cause of the tremendous range of 
capabilities they bestow upon the 
player, from the invoker's ability 
to summon elementals to the 
cyborg's surgical implantation of 
a weapon in his arm. 
Advice and tips on gamemaster 

ing fill a full eight pages of the 
rules. This includes an extensive 
example of play and guidelines 
for designing adventures in any of 
the eight possible types of settings 
-fantasy, science-fiction, science 
fantasy, time-travel, parallel 
worlds, pocket universes, alter 
nate dimensions, and terrestrial 
(i.e., present day). Each setting 
provides a list of appropriate in 
habitants taken from the Book of 
Foes. Reading through this sec 
tion brings to mind an article I 
saw several years ago criticizing 
the way many gamemasters were 
running their Dungeons & 
Dragons games. The writer com 
plained that the boundaries of 
fantasy were frequently allowed 
to blur and all manners of crea 
tures and items, like Martians and 
Panther tanks, which had no busi- 

ness being in a fantasy setting 
were popping up in campaigns. 
However, not only does Lords Of 
Creation permit this sort of blend 
ing, but, in fact, even encourages 
it. For example, the rules describe 
a gamemaster constructing a sce 
nario set in an enchanted forest, 
complete with grizzly bears, grem 
lins, and the possibility of an en 
counter with Davy Crockett! The 
final portion of the Lords Of 
Creation rulebook consists of 
seven sample lands of wonder 
which can be used as adventure 
settings. The Land of Ulro, a sci 
ence-fantasy world based on the 
works of the 18th century English 
poet William Blake, is particularly 
fascinating and demonstrative of 
the manifold sources which an in 
genious gamemaster can draw on 
for inspiration. 
The second book, the Book of 

Foes, is just that-a compendium 
of monsters, aliens, mythical crea 
tures, historical characters, and 
whatever else seems to have 
struck the designer's mind as suit 
able for inclusion. Each entry sup 
plies an illustration, narrative des 
cription, and stats. Providing an 
illustration alongside every type 
of foe is a nice feature, but they 
do take up room and force the 
text to be necessarily brief. In 
some cases, due to insufficient 
detail, confusion may arise over a 
foe's exact method of attack 
(melee or ranged) and any appli 
cable restrictions (range limit, 
ammo, etc.l. 
Lords Of Creation would appear 

to be the ideal role-playing game 
for gaming groups that meet infre 
quently or on an irregular basis. 
Since adventures will most likely 
take place in a wide variety of set 
tings, Lords Of Creation lends 

itself perfectly to the adaptation 
of a modular approach. Adven 
tures can be designed so as to be 
playable to conclusion in a single 
session and only a bare thread of 
continuity need connect the dif 
ferent adventures from week to 
week. AH has already published 
an adventure supplement The 
Horn of Roland (originally in 
tended for inclusion with Lords 
Of Creation) and announced plans 
for two more: The Yeti Sanction 
and Omegakron. I n addition, the 
premiere issue of AH's role 
playing magazine featured a survi 
val-in-the-maze-type adventure for 
Lords Of Creation written by 
Tom Moldvay. 

I nterestingly enough, when a 
player reaches the title of Lords 
of Creation, he gains the ability to 
create worlds; in other words, he 
can gamemaster adventures in set 
tings of his own devising. There is 
a peculiar, though somehow ap 
pealing, logic in the idea of a role 
playing game in which the play 
ers' ultimate goal is to become 
gamemasters themselves. The rule 
book, however, fails to address 
one central question-just who or 
what are these would-be Lords of 
Creation? They obviously do not 
qualify as your run-of-the-mill 
humans, but the two books at 
tempt to provide no rationale, no 
raison d'etre for these individuals, 
and gamemasters will have to sup 
ply their own explanations. I n the 
absence of th is very basic ele 
ment, Lords Of Creation stands as 
a game without a conscience, 
seeming to advocate in its place a 
si mple message of adventu ring for 
adventure's sake. Nonetheless, I 
can think of far worse reasons 
to spend an evening role-playing. 

o 

** ROLEMASTER 
By S. Colman Charlton, et al 
(ICE, $38) 
Reviewed by Troy Christensen 
ICE's fantasy role-playing game is 
an attempt to recreate and vitalize 
the fantasy genre. Although the 
idea was to revive the exciting 
Tolkien mythology and adventure 
found in the Hobbit and Lord of 
the Rings, ICE's game rates too 
low for the price tag. Rolemaster 
is another fantasy role-plavinq 
game trying to find the magic 
which brought role-playing out of 
the dark ness. Like most of the 
systems present today, the game 
lacks the special spark that sepa 
rates it from the crowded base 
ment of games. 
Rolemaster can either be played 

as a separate game or used in con 
junction with the more popular, 
well known games. The game 

retails for $38 though each book 
of Rolemaster can be purchased 
separately. Rolemaster contains 
the following material: one 52- 
page "Character Law" book, one 
23-page "Claw Law" book, one 
44-page "Arms Law" book, four 
23-page "Spell Law" books, and 
an assortment of reference sheets 
and a pair of 20-sided dice. 
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The problem with Rolemaster 
involves both presentation and 
development. Although the rules 
for creating characters, fighting in 
combat, and casting spells are 
included, they lack continuity 
and originality. The game con 
tains far too many tables, and far 
too little examples and rules. To 
be used with other games, many 
systems presented in Rolemaster 
would have to be drastically 
changed to fit any particular 
system. Playing Rolemaster also 
proved to be difficu It as combat 
and character generation is 
agonizingly slow and requires 
many charts with tiny print. 
"Character Law," which is the 

book which brings the game into 
a complete system, can be bought 
separately for $10. The book con 
tains all the information needed 
to create characters for the game. 
In Rolemaster, characters have 
ten attributes to define their 
abilities. I found many of the 
attributes to be so closely related 
that I wondered why they were 
differentiated. For example, the 
game includes intuition, memory, 
reasoning, and presence for 
attributes. This all could be 
reduced to one score. I also found 
that although there are many 
character classes, all contained 
little helpfu I information for play. 
There are eighteen skills which 
proves too small for completely 
detailing characters and all their 
possible actions. In Rolemaster, 
ICE presents players with five 
races to play. All of these crea 
tures have been used in other role 
playing games and add nothing 
new to character generation. 
"Character Law" is rather disap 
pointing to those who hoped for 
some new ideas and rules. 
"Spell Law" is the largest part 

of Rolemaster and this system can 
be brought separately for $17. 
Out of the entire game of Role 
master I found "Spell Law" the 
only set of rules which could be 
beneficial in other games or as 
part of the Rolemaster series. 
"Spell Law" is composed of a 23- 
page main book and three spell 
books, each containing hundreds 
of spells. The only problem I 
found with the system was that 
many of the spells performed the 
same function as other spells. 
Many of the spells were mere 
extensions of another (D isarm I, 
Disarm II, Disarm III, etc .... ). 
The rules presented in "Spell 

Law" are concise and helpful. The 
three spell books each cover a cer 
tain field of magic. The first book 
covers the magic art of channel 
ing. Wizards using these spells are 
known as clerics, healers, and 
ana mists. The second book covers 
spells dealing with "Of The 
Essense," the spell users of these 
spells are called magicians and 

The fumble chart is also printed 
like the critical charts and con 
tains the same eye-blurring faults. 
I n both cases, the entries and 
rules concerning the charts are 
very simple and probably took 
less time to design than it did to 
write this review. I considered the 
combat slow and sluggish, and 
although ICE advertises that only 
one roll is required to resolve an 
attack, the eye strain of the charts 
makes up for any number of extra 
rolls required in other games. 
Most of the charts in the game 
had to be modified for use with 
other systems, sometimes these 
modifications were extensive. 
"Claw Law" is the smallest of 

the books presented in Role 
master and can be bought sepa 
rately for $6. "Claw Law" is the 
companion to "Arms Law" and 
gives rules and charts for attack 
ing monsters, hand-to-hand 
combat, critical strikes for grap 
pling and martial arts, and charts 
fer little insect-like monsters. 
Also found in the book is one 
hundred creatures with little 
information on behavior or 
functions. 
Critical hit charts are presented 

in "Arms Law" fashion with small 
print and hand-written entries. 
Each attack table presented 
covers a certain type of attack. 
Attacks range from beak/pincher 
to trampling. Also presented in 
the book are two martial arts 
attack tables. I n all, the book con 
tains two pages of rules, one page 

alchemists. The last book contains 
spells for the mentalists and the 
seers, magic spells that draw 
energy from the mind. 
"Spell Law" can be a welcomed 

addition to most fantasy role 
playing games if the system is 
used with careful guidance and 
application. 
"Arms Law" is the thickest 

book in the series and it can be 
bought separately for $10. "Arms 
Law" contains nine pages of ru les, 
four critical hit charts with each 
chart covering a specific types of 
attack, 26 pages of to hit charts 
for each different type of weapon 
presented in the game, one 
fumble chart, and two charts 
detailing dragon critical hits. 
"Arms Law" is a set of rules 
detailing melee and missile 
combat with critical hits and 
fumbles. 
The largest problem with "Arms 

Law" is that many of the charts 
in the book are set in incredibly 
small print. To compound this, 
each chart contains one hundred 
rows and twenty columns. This is 
sure to cause blindness to anyone 
who uses the charts for very long. 
The second flaw in the game is 

that all the critical hit charts are 
printed on yellow parchment 
paper with hand-printed entries. 
A Ithough the designer has legible 
writing, it is so small that game 
masters will have to squint to read 
them. I found some of the entires 
in the charts to be harsh, and 
sometimes downright gruesome. 

of abbreviations, and eighteen 
charts. 
The attack procedure in Role 

master is a complex system 
involving percentiles and modi 
fiers. Combat is resolved in a 
series of steps which begin with 
who or what attacks first. If mis 
sile weapons are present, they 
automatically gain the initiative 
and are permitted fire. Once all 
missile weapons have fired, a table 
is consu Ited to find the highest 
initiative score in the participating 
attackers. Each person has a chart 
which will differ depending on 
the weapon being used, by rolling 
percentile dice, the person 
inspects his chart and finds his 
score. Many of the tables have 
abbreviated keys which must be 
remembered or translated. Once 
the persons finds his score on the 
chart, he will be able to determine 
if he missed, hit, or done some 
type of critical hit. Overall, I 
found both combat books useless 
in other games, and boring to use 
with Rolemaster. 

I found ICE's game lacking the 
special magic which distinguishes 
a good game from the bad. I 
found it just to be another high 
priced game with tiring, over 
used rules. I cannot recommend 
th is game to any serious role 
player, I can suggest that it might 
be worth your while to purchase 
"Spell Law" if you are interested 
in gaining new spells for your 
present role-playing game. 0 

***..;, 
STORMHAVEN 
By Michael A. Stackpole 
(Blade, $9.95) 
Reviewed by William A. Barton 
Stormhaven is Blade's first game 
mastered scenario for its excellent 
Mercenaries, Spies & Private Eves 
modern role-playing game. And it 
is designed so as to be equally 
playable with any of MS&PE's 
three main character divisions. In 
fact, it would be difficult for any 
modern player-character types 
not to be able to fit somewhere in 
in the multi-scenario possibilities 
of Stormhaven-from sophisti 
cated secret agent to wacked-out 
occult investigator. All game stats 
are given both in terms of MS&PE 
and in Hero Games' Espionage 
system, thanks to a cooperative 
agreement between Blade and 
Hero, making it possible for char 
acters of either system to play the 
scenarios included. Plus all des 
criptions of the settings and char 
acters of Stormhaven are written 
generically enough, the game stats 
being in a separate section, that 
the scenarios can be used with 
almost any other modern role- 

not the least of wh ich is the AT 
secret laboratory beneath the 
manor grou nds. The scenario pack 
describes and includes layouts of 
the island and all its major struc 
tures, from the manor itself to the 
security center and command 
post of the Tigers, AT's elite sec 
urity force, to the hidden smug 
gler's cave beneath the island and 
the ancient altar of a forgotten 
god on a hill of stunted trees. Var 
ious inhabitants and guests on the 
island who figure into the several 
scenario possibilities are outlined 
sufficiently to allow the game 
master to easily portray such 
characters as Allard himself, Tiger 
Security Chief Benjamin Warde, 
head chef (and treasure hunter) 
Pierre de Lyons, Irish folklorist 
Seamus Cromwell, socialite Lady 
Victoria Burke-Jones, and several 
others-few of whom are what 
they really seem to be. There is 
even a character who may-or 
may not, depending on gamemas 
ter preference-be the prince of 
darkness himself, Dracula. And of 
course there's Friday, Allard's 
robot guardian/lab assistant, 
whose presence should please the 
science-fiction/high-tech gamers 
who give Stormhaven a try. 

playing game, from James Bond 
007 to Call Of Cthulhu, from 
FGU's Mere to Tri Tac's Stalking 
the Night Fantastic, as long as the 
gamemaster doesn't mind a bit of 
extra work translating stats into 
his own system. 
Stormhaven involves the people 

and locations of Savage Island in 
Lake Champlain, the site of 
Storm haven Manor, home of 
Kenneth Allard, president of 
Allard Technologies, a multi 
national corporation rivaling IBM 
in size. Storm haven and Savage 
Island hide a number of secrets, 
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The scenario is packaged qu ite 
nicely. Its two books-a 56-page 
one containing all personalities, 
descriptions, and scnarios and an 
eight-page book of maps and floor 
plans-and two sheets of card 
board heroes that depict the 
gamemaster characters, personali 
ties, security troops, and others, 
of Storm haven are held in an 
open-pocketed folder that in 
cludes additional maps on its in 
terior sides. The cardboard 
heroes, used by perm iss ion of 
Steve Jackson Games, are an espe 
cially nice touch, providing color 
ful miniatures of the chief partici 
pants in the pack's scenarios for 
those who like to use such in their 
gaming. The folder itself, unfortu 
nately, is a bit flimsy and may not 
stand up to the repeated uses that 
the myriad gaming possibilities of 
Stormhaven offer. The scenario 
book is quite well conceived and 
executed, with some nice illustra 
tions that include most of the 
major personalities of the manor 
and island. The maps in that 
book are all nicely detailed with 

actual furniture, appliances, lab 
equipment, plants, etc., all depict 
ed in miniature, and includes a 
key to all such fixtures and ob 
jects so there's no question as to 
what is where. (A welcome relief 
to some games in which one has 
to puzzle out just what the heck 
that square little thing with the 
squiggles in the basement really is 
anyway.) My only complaint here 
is that the blue ink everything is 
printed causes my eyes to ache 
after a while. I'd have much 
preferred good 01' easy-to-read 
black. 
The wealth of detail concerning 

Storm haven and its environs and 
inhabitants makes this scenario 
qu ite a valuable package for the 
gamemaster who's looking for a 
well-fleshed-out backgrou nd for 
running scenarios of his own 
devise, or who can maximize the 
potential adventure in the sce 
nario outlines included with the 
pack. Three main scenarios are 
thus outlined, from a mercenary 
strike or infiltration mission (de 
pending on how players and 

gamemaster handle it) to a con 
frontation with ancient evil with 
definite Cthulhoid overtones (in 
fact, with a change of name, the 
Celtic Crom could easily become 
Cthulhu and the situation a 
modern-day Call Of Cthulhu sce 
nario with little alteration). Notes 
are included on devising several 
other scenario possibilities based 
on the locations and personal ities 
of Savage I sland-and even on 
combining the above two men 
tioned main scenarios for the 
more daring of gamemasters. I did 
find a couple of the scenarios a 
bit sketchy in places, but with all 
the background provided and a 
group of enterprising players, a 
sharp gamemaster shou Id have 
little trouble filling in what gaps 
are left. 
There are a lot of other points 

about Stormhaven that I really 
like, but to reveal more of these 
would spoil too many surprises 
for those who will have the plea 
sant opportunity of adventuring 
in and around Storm haven Manor. 
Even should the gamemaster not 

wish to use the backgrounds and 
data of the package as a whole, he 
could easily find any number of 
goodies to borrow for his own 
scenarios for MS&PE, Espionage 
or any other modern role-playing 
game. And the book is quite a bit 
of fun just to read in itself. 
Author Mike Stackpole displays a 
keen sense of humor in his 
writing, of which I, for one, never 
tire (especially after struggling 
through some of the humorless 
except unintentionally-writing 
some companies insist on in their 
scenarios and games). Fans of the 
pulps and movies of the 30's will 
pick up on a number of in-jokes 
in some of the names, etc., in the 
package-Savage Island, Jennifer 
Renwick, and so on-but those 
who aren't needn't worry, such 
tributes are not intrusive on the 
scenario at all. 

I n short, I give my highest rec 
ommendations to Stormhaven for 
all who enjoy modern role-play 
ing-with potential twists-and 
especially MS&PE fans. D 

*** 
ASLAN 
By J. Andrew Keith, et al 
(GDW, $6) 
Reviewed by Terry Mcinnes 
When Traveller first appeared in 
1977, this new role-playing game 
system appeared to have every 
thing a science-fiction fan could 
want-except for one thing: the 
aliens that are the key compo 
nents to many a science-fiction 
adventure or novel plot. 
Over time, GDW worked to fill 

this void. The first hints of a non 
human culture appeared in 
Supplement 3, The Spin ward 
Marches, when GDW mentioned 
the Vargr in passing. GDW then 
slowly unfolded their alien con 
cepts-first in seminars at game 
conventions-then in "Contact!" 
features in The Journal of the 
Travellers' Aid Society, in more 
detail in Supplement 8, Library 
Data A -M, which included virtual 
reprints of The Journal features 
on Asians, the Hivers, and the 
K'kree; next in Supplement 11, 
Library Data N-Z, with its treat 
ment of Vegans, Vargr, Vilnani, 
and Zhodani; and finally in The 
Traveller Adventure with its de 
tailed look at the genetically alter 
ed Vargr can i nes. 
There have also been repeated 

hints of a separate publication to 
come totally devoted to aliens in 
the Traveller universe. Book 6 was 
originally planned to be devoted 
to this subject. Next, a volume in 
the now apparently defunct Trav 
eller hardcover series was to have 
been an encyclopedia of the al ien 

races. But apparently neither for 
mat would have enough room for 
the detailed treatment of the six 
major alien races, not to mention 
the thousands of minor ones. 
Finally, however, GDW has 

come through. Alien Module 1, 
AsIan, is the first of a series of 
game modules covering the major 
and some minor alien races GDW 
will producing at regular intervals 
over the next few years. 
AsIan was worth the wait. It is 

an exquisitely detailed look at 
Asian life, customs, psychology, 
government, society, and much 
more. It enables players to gener 
ate and play Asian characters in 
any Traveller character generation 
system. And it includes an Asian 
campaign that enables human 
characters to interact with the 
aliens for an extended series of 
adventu res. 
AsIan comes packaged in a new 

module format with a 40-page 
book wrapped within a full-color 
detached cover. It is divided into 

three elements: a detailed discus 
sion of all aspects of the Asian; 
the charts needed to generate 
Asian characters, deal with Asian 
encou nters, generate Asian words 
and names, and conduct combat 
with Asian weapons; and finally 
the Asian adventure. 
The inside front cover includes 

anatomical drawings of a typical 
male Asian compared with a 
human male, while the inside 
back cover contains a chart of the 

_t.slan H ierate and nearby sectors. 
The module begins with a look 

at how the Asian evolved on the 
planet Kuysu (previously named 
Kuzu by Terrans) as intelligent 
carnivore/pouncers into the 
youngest of the Major Races. A 
look a their racial psychology 
then follows, with emphasis on 
the mental and physical differ 
ences between Asian males and 
females. The first section con 
cludes with a description of Asian 
social structure and their equ iva 
lent of government. Duelling, 
feuds, and clan wars are a major 
part of this discussion. 
If you want to speak Asian, the 

next major section will tell you 
how. It allows you to create Asian 
names and words for your cam 
paigns using strict rules governing 
the frequency of consonant and 
vowel patterns. Spoken Asian is a 
gutteral, breathy speech that is 
difficult to create, and difficult to 
both read and pronounce. Al 
though the Asian language was in 
cluded to aid play, it may ironi 
cally turn out to be the only 
stumbling block of this module. 
The module's middle section 

consists of every table and chart 

you could possibly need to gener 
ate Asian characters and manage 
them during their adventures. In 
cluded here are character genera 
tion systems found in basic Trav 
eller, Supplement 4 Citizens, 
Book 4 Mercenary, and Book 5 
High Guard, all adapted to the 
Asian services and culture. 
All of the previous Traveller 

skills are recapped, and new ones 
added. Many are restricted to 
members of a specific sex, follow 
ing Asian social and psychological 
practices. "Pilot," for example, is 
a male skill. "Naviqator" is a skill 
for females who are generally 
more cerebrally and technically 
oriented than the males. There 
fore, in the Asian ground forces, 
the action-oriented males are the 
infantrymen, while the female 
technicians make up the artillery 
crews. 
Also in this section are weapons 

and range matrix tables for per 
sonal weapons unique to the 
Asian ranging from the combat 
boomerang to the multiple-maga 
zine Asian autorifle. Human 
developed weapons modified for 
Asian physiology such as the laser 
carbine and laser rifle are dealt 
with on the standard Traveller 
weapons and range matrix. 
The charts and tables section 

closes with new encounter and 
reaction tables to be used with 
Asian characters and gamemaster 
characters. The reaction tables are 
tailored to include challenges and 
duels, which happen often in 
Asian society. 
Before moving to the included 

adventure, the module describes 
key Asian sh ip classes, and dis- 
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cusses world generation in the 
H ierate and elsewhere in Asian 
space. A detailed description of 
Kusyu is also here, as is a discus 
sion of both Asian living and 
working in the Imperium, and 
humans living on Asian worlds. 
The adventure "Syareahtaorl," 

meaning "Quest," opens in the 
Spinward Marches where an Asian 
sh lp with a dep leted crew hires 
human adventurers to help them 
in their pursu it of a male relative 
whom they wish to pursuade to 
retu rn to his fam ilv. 
This adventure is extremely 

complex and should be adminis 
tered over at least ten sessions by 
a highly skilled and dedicated 
gamemaster. "Syareahtaorl" is no 
beer and pretzels "Amber Zone." 
It is nearly the equ ivalent of a fu II 
Traveller adventure booklet. It 
will lead human characters into 
close and prolonged contact with 
Asian characters and society as 

Ship Recognition Manuals: 
THE KLiNGON EMPIRE 
THE FEDERATION 
Both by David F. Tepool 
(FASA, $6 each) 
Reviewed by William A_ Barton 
Of all the recent supplements 
FASA has released for its Star 
Trek: The Role-Playing Game, the 
most colorful and visually attrac 
tive are its Ship Recognition 
Manuals. Two have been publish 
ed so far- The Klingon Empire 
and The Federation-with a third, 
The Romulan Confederation, in 
the works. Each of the two now 
available feature illustrations and 
data on 14 different ships of the 
respective states, printed on slick 
stock paper with about half the 
pages in full-color. The cover of 
each features a beautiful painting 
of a head-on view of, for the 
Federation, the U.S.S_ Reliant 
from The Wrath of Kahn, and for 
the Klingons, three 0-7 battle 
cruisers in formation. The first 
interior page, after the credits, 
contains the various damage 
charts for the ships in each 
manual, keyed to a letter with 
each ship description, for use in 
ship-to-ship combat. This is fol 
lowed by a two-page color spread, 
each page covering one ship type, 
then a two-page black & white 
spread listing more information 
on the two ships, this being more 
game-oriented than that on the 
color spread. This alternating 
color/black & white format, each 
spread featuring two ships, is fol 
lowed throughout the rest of each 
manual. 
The color page for each ship is 

laid out as though the ship and 

they range into Asian colonies 
spinward of the Imperium and 
ultimately across the Great Rift 
into the Hierate. Battles will be 
fought, assassins dodged, trade 
deals made with Asian merchants; 
and surely humans will duel with 
Asians before the "Quest" is 
fulfilled. 
As a rules supplement, the 

adventure includes a new naviga 
tion system used by ship's crew to 
find their way through uncharted 
space. "Navigation" skill comes 
into vital playas adventurers 
attempt to locate star systems in 
the six sectors of a giant hex sur 
rounding their present position 
be it at a star system they wish to 
leave or in a deep-space hex. This 
system can be used by any party 
of adventurers who leave the 
known starlanes to venture into 
the unknown void during a cam 
paign. It would be an excellent 
addition to an adventure using a 

Leviathan-class merchant cruiser 
out to open new trade routes 
beyond human civilization. 
This reviewer could only find 

two minor faults beyond the lan 
guage problem discussed above. 
First, the cover should be stapled 
to the paqes. Nothing is gained 
with a loose cover, because the 
anatomical drawings and the Hier 
ate sector charts are each on one 
page. A loose cover is awkward to 
handle and easy to lose. Without a 
cover, the inside pages could be 
easily soiled and damaged. 
Future modules should also 

include a table of contents. There 
is a mass of information in the 
module about many diverse sub 
jects that a £Iamemaster might 
need to locate in a hurry during a 
campaign. A table of contents or 
index would be a great help. 
Otherwise Asian is an outstand 

ing achievement and a must-buy 
for the serious Traveller player. 0 

pertinent information were being 
called up on a computer screen, 
visually a clever idea. A top screen 
shows the ship in outline from 
various angles, in red for the K lin 
gons and blue for the Federation. 
A lower screen reads off the data 
on the ship in question. For the 
Klingons, this is crew composi 
tion, weight, range, cruising and 
emergency speeds, weaponry, 
length, breadth, and height. The 
Federation data, oddly, omits the 
crew composition data, but adds 
hull number, vessel type, contrac 
tor, cost, deck ceiling height, and 
cargo units to the rest of the 
information provided. A small 
inset screen between the two 
main screens lists the ship's name 
(class name or type), and the 
screens are surrounded by multi 
colored lights, buttons, dials, and 
a computer keyboard, all in color. 
The black & white dossier page 

for the various ships concentrates 
more on information of use to 
players in actual ship-to-ship com 
bat during play of Star Trek. 
Here, the two manuals differ 
quite a bit. Each has a paragraph 
or two about the ship being cover- 

ed-notes on how the ship is used 
by its fleet, variants, history, etc. 
-with the Federation ships receiv 
ing a somewhat more extensive 
treatment here. I n the K lingon 
manual, the data from the color 
page is repeated, but to this is 
added game information of use to 
the various players in engineering, 
helm, navigation, science and 
communications for the ship-to 
ship combat phase of play. The 
Klingon manual also prints the 
charts, taken from the Ship Con 
struction Manual, for engine and 
superstructure damage due to 
stress and the firing charts for the 
various weapons, showing range, 
to-hit rolls, and damage adds. 
In the Federation manual, infor 

mation from the color page is re 
peated only for two ships, the 
Karekh-class Vulcan exploration 
vessel and Laweya-class freighter. 
For the rest of the ships depicted, 
the data is restricted primarily to 
gaming information and other 
items such as the number of 
shuttlecraft carried, transporter 
capacity, and passenger facilities. 
The game data for the Federation 
ships is broken down mainly into 

mobility data on the engines and 
weaponry data on the deflectors 
and ships weapons. There are also 
notations on damage to the ship. 
Rather than including the charts 
for weapons fire and stress 
damage right here, however, the 
Federation manual instead refers 
one to charts contained in the 
Ship Construction Manual-a bit 
unhandy if one doesn't own that 
book, or at least does not have it 
at hand. I assume the reason for 
the different treatments is that 
the Klingon and Construction 
manuals were released at about 
the same time, while the Federa 
tion manual came a couple of 
months later. So while it was pos 
sible that players might have pur 
chased the KI ingon book and not 
the Construction manual at the 
time of release, the designer and 
FASA obviously believed that by 
the time the Federation manual 
came out most players would 
have the Construction manual 
already. Not an unreasonable 
assumption. However, it does 
require a bit of extra page turning 
from book to book in play. Ah 
well. It should be noted that even 
here there is no brea kdown of the 
Federation crew roster into 
officers, enlisted men, etc., as 
there is for the Klingons. A curi 
ous and somewhat annoying 
omission. 
The ships chosen for inclusion 

in the two manuals offer a wide 
range of types for use in a number 
of possible situations. The Klin 
gon vessels are mostly warships, as 
is typical of that race's martial 
nature. Featured are the old fami 
liar 0-7 (called a light cruiser here 
rather than a battlecruiser), the 
D-18 destroyer, a K-3 gunboat, 
L-9 frigate, 0-10 heavy cruiser, 
K-5 patrol craft, S-8 mobile dry 
dock, K-23 escort, K-26 escort, 
W-2 warp shuttle, 0-11 destroyer, 
K-6 gunboat, S-4 fleet service 
ship, and L-13 battleship. Most of 
the ships here show the old boom 
neck configuration from the 
series, though several don't-main 
ly the smaller ships-and the 
manual states that the boom con 
figuration is qoinq out of style in 
the Empire. Since the addition of 
the photon torpedoes to the 0-7 
is mentioned, it can be assumed 
that the phasing out of the boom 
neck ta kes place at a later date 
than both the series and the first 
movie, for those running games in 
that period. 
As befits the peaceful nature of 

the Federation, a number of non 
warships are mixed in with Star 
Fleet's ships of the line in the 
Federation manual. Ships in 
cluded are the Bader-class scout, 
Karekh-class Vulcan exploration 
vessel, Brenton-class cruiser, Sun 
shine-class liner, C'Iaih-class long 
range shuttle (a Caitian design), 
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Derf-class exploration ship, Baker 
class destroyer, Chandlev-class 
frigate, Loknar-class frigate, 
Ranger-class scout, Overfield-class 
freighter, Laweya-class freighter, 
Enterprise-class heavy cruiser (the 
redesigned ship from the movies), 
and Reliant-class research cruiser. 
Of interest here is a note concern 
ing the Rei iant being destroyed in 
the "infamous Wrath of Kahn 
incident." The freighters provided 
should especially come in handy 
to players who have created mer 
chant characters from the Trader 
Captains and Merchant Princes 
rules supplement, but who wish 

to use ships larger than those gen 
erally provided in that book, yet 
don't want to design their own. 

All the ships covered in both 
manuals are quite well-conceived 
and could conceivably be of use 
in some aspect of a Star Trek 
campaign. There were a few 
glitches evident in the books, 
though most are minor. In the 
notes describing the Klingon L-13 
battleship, it states that most Fed 
eration reports on the vessel come 
from intercepted Gorn reports 
concerning clashes between Gorn 
and Klingon forces. Yet most 

maps of the Star Trek universe, 
including that in Trader Captains 
and Merchant Princes, show the 
Gorns on the other side of Romu 
Ian space from the Klingon 
Empire. The most notable error in 
the Federation manual is that the 
ship's data on the Derf-class 
exploration ship and the Loknar 
class frigate, a much more heavily 
armed ship than the Derf, have 
been exchanged on the color 
pages of their sections, making 
the Derf seem much more formi 
dable a ship than it actually is on 
a casual glance of the information 
there. Also, although it is listed 

on the back cover as being in 
cluded, the Larson-class destroyer 
from the basic game is missing 
from the Federation manual, as is, 
too, the Nelson-class scout 
though these are the only basic 
game ships omitted. 
Overall, the Ship Recognition 

Manual series should prove quite 
useful for Star Trek players and 
gamemasters if future offerings 
follow the pattern established for 
The Klingon Empire and The Fed 
eration volumes. They are wel 
come additions to the Star Trek 
universe, and I feel confident in 
recommending them as such. 0 

** BAD MEDICINE 
FOR DR. DRUGS 
By Ken Rolston 
(Chaosium, $6) 
Reviewed by Russell Grant Collins 
Bad Medicine for Dr. Drugs is the 
first supplement Chaosium has 
released for Superworld. Due to a 
marketing agreement with Hero 
Games, it also gives Champions 
stats for everyone, making it play 
able in that system as well. 
The idea of the adventure is that 

Warren G. Harding High School 
has a drug problem. Our heroes 
are students there who first be 
come aware of the problem when 
an old friend of theirs dies from 
an overdose of heroin. They must 
trace back the source of the drugs 
and stop it. This will bring them 
into conflict with Dr. Drugs, who 
discovered his superpowers and 
those of his girlfriend through 
taking drugs, and now feels that 
he should help others in the same 
way. And he's backed by the 
Syndicate, who, of course, have 
supervillains of their own. 
This isn't your typical superhero 

adventure, although it has prece 
dents in the comics. The heroes 
are doing something on a more 
personal level. There's no earth 
shaking menace that they have to 
defeat. If they fail today, they'll 
get to try again tomorrow, be 
cause this kind of menace is 
always there to be battled. It's 
important, but in a different way. 
The adventure comes complete 

with six sample heroes, detailed 
for both systems, but obviously 
written primarily for Superworld 
and translated into Champions. 
Furthermore, the translator 
apparently didn't have access to 
the text descriptions and other 
material in the module, because 
he had to resort to a "Conversion 
Bonus" to balance the Champions 
versions when other disadvantages 
occured to me from reading the 
text material that weren't reflect 
ed in the Superworld stats. For 
one thing, the "Unwritten Code" 

that all teenagers are assumed to 
adhere to, especially the heroes, 
prohibits revealing one's super 
powers to an adult or anyone you 
cannot trust completely amongst 
your peers. This would seem to 
me to be a good definition of a 
Secret Identity in Champions, but 
only heroes who have Non-Super 
I Ds in Super world are listed as 
having Secret IDs in Champions. 
The other problems with the 

conversion system used include 
that no mention is made of Break 
ing Things in Champions terms, 
although with the charts in that 
game, this isn't too big a problem 
since there aren't any particularly 
strange items in this adventure. 
Also, the sidebar on designing 
teenage superheroes is completely 
system specific, with no mention 
of how to design such heroes in 
Champions. Indeed, the heroes 
provided range from 173 to 268 
total points in Champions, which 
lessens their usefulness in that sys 
tem where starting heroes are 
often held to a certain number of 
points to try and keep them bal 
anced. Still, this is a Superworld 
module usable with Champions, 
so all this is understandable. Per 
haps now that Champions III is 
out, conversion of certain powers 
will be easier and some of Super 
world's more unusual powers can 
be used in modules which are 
usable with both systems. 
Th is adventure can be used as 

the basis of a campaign set in a 

high school environment. In fact, 
the designer recommends that if 
the players are of high school age, 
they substitute their own school 
for the one in the scenario, which 
would indeed give the players a 
better feel for what the characters 
know about their hometown and 
their school. The only difference 
would be that our heroes have 
superpowers. If the current cam 
paign doesn't have such a back 
ground, though, it might be hard 
to work this material in, although 
the heroes in such a case might 
come into conflict with the vil 
lains in this adventure if they try 
tackling the drug problem from 
another direction. In most cases, 
it would make more sense to start 
a new mini-campaign, perhaps 
with a different gamemaster, to 
play this adventure. 
This adventure plays well, al 

though only if you get into more 
than combat. The heroes have to 
figure out who's supplying the 
drugs to the school and how to 
stop them. This leads to combat, 

of course, but it is possible to 
play an entire session using this 
adventure without once having 
any combat. This is a plus, in my 
opinion, but some people prefer 
punching out anybody who gets 
in their way. This will stop that 
person from distributing drugs, at 
least until he gets out of the hos 
pital, but his source will just find 
a replacement for him and the 
problem continues. 
There are many small touches 

that I like in this adventure, parti 
cularly the aforementioned 
Unwritten Code section and the 
fact that in the first showdown 
between the heroes and the gang 
distributing the drugs at the high 
school takes place in a situation 
where the heroes must avoid dis 
playing their powers openly, but 
still stop the thugs. 
All in all, I would recommend 

this scenario to people who play 
Superworld or Champions, espe 
cially those in high school. It's 
quite a good change of pace from 
the usual superhero slugfest. 0 

**"'" BLIZZARD PASS 
By David Cook (TSR, $?) 
Reviewed by Anders Swenson 
Solo adventures have always had a 
place on the fringes of our hobby. 
The most successful solo adven 
tures, of course, are the cele 
brated series published by Flying 
Buffalo, now Blade, for use with 
the Tunnels & Trolls rules. Solo 
adventures have also been publ ish 
ed for Traveller and for Rune 
Quest, and other publishers have 
released solo adventures com 
patible with the Dungeons & 
Dragons systems. 
Solo gaming appeals to those 

who can find some enjoyment in 
the non-role-playing aspects of 
adventure gaming. There is a 
chance to enjoy a dip into a fan 
tasy situation, to win glory or go 
down from a rashly chosen wrong 
move. Often, the text of a solo 
adventure is better considered 

than the mumbl ing narrative of a 
late Friday-night gamemaster, and 
the scenarios better constructed. 
And, of course, you don't have to 
wa it for the other players to 
finish their business before you go 
on. Finally, solo adventures pro 
vide an opportunity for a player 
to playa character between live 
games to obtain experience need 
ed to keep up with other players' 
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ter is a low-level thief who accepts 
employment with a caravan. 
While crossing the mountains, the 
caravan is ambushed by some ban 
dit monsters, and the player-char 
acter thief and some gamemaster 
character companions are abduct 
ed and incarcerated in a cave in 
the mountains. The bul k of the 
adventure is involved with the 
escape of the characters from the 
mountain. 
The adventure itself is well-con 

structed. While I have not been 
able to explore every paragraph in 
the adventure, due to the limited 
patience I have for filling in end 
less numbers of invisible in k para 
graphs, those branches of the 
adventure I have played through 
are well thought-out and interest 
ingly-written-certainly up there 
with any solo adventures by other 
publ is hers . 
Now, back to the invisible ink. I 

suppose that the idea is to dis 
courage would-be players from 
'peeking' and avoiding bad deci 
sions for their characters by read 
ing ahead. I find this whole idea 
to be entirely childish and the 
apparently blank pages in the 
adventure irritating, to say the 
least. However, it is not entirely 

bad-I decided to start my play 
testing of Blizzard Pass with my 
older children-an eight-year-old 
boy and a girl of six. They went 
through the adventure by decid 
ing together what the player-char 
acter thief would do, and they 
just loved the invisible ink para 
graphs. This adventure provided a 
pleasant introduction to adven 
ture gaming for them (of course, I 
acted as gamemaster for them, 
reading and moderating the 
game). I suppose that there are 
older gamers in the hobby who 
would like the invisible ink, too. 

Blizzard Pass ends with a plea 
sant surprise-after the solo text 
ends, there is a short adventure 
which is the same situation set up 
for regular group-play. It is short 
enough for an evening's enjoy 
ment. I played it using RuneQuest 
game mechanics, improvising as I 
went along. 

This is an unnecessarily expen 
sive item because of the funny 
pen and ink. If you are fanatical 
about solo adventures, or have 
small children, or if you like invis 
ible ink, it will be worth the price 
as it is a well-constructed and 

characters who may well see more 
play than one's own. While some 
game masters may equate solo 
game experience with merely 
rewriting the character sheet to 
reflect a higher level, solo play is 
seen by many players as a valid 
activity. 
Blizzard Pass is the first entry 

into D&D solo adventuring by 
TSR. There have been D&D solos 
by Judges Guild and by Balboa, 
but this is the first of its type 
from the originating publisher. 
The book takes the by-now 
famous form of a 32-page book 
slipped into a cover folder with 
adventure maps printed on the 
inside cover. The whole is shrink 
wrapped inside a clear plastic 
wrapper with a marker pen. 
The reason for the. marker pen is 

that half of the programmed text 
paragraphs have been printed in 
an invisible ink which is devel 
oped by chemicals in the marker 
pen. My initial reaction to this 
feature was extremely negative, 
but more about that later. The 
adventure itself is set on the 
Expert D&D campaign map print 
ed in Module X2, in the Cruith 
Mountains, north of the Five 
Shires. The solo adventure charac- 

Each section has one or more 
encou nter tables for the random 
determination of events. The 
table indicates the number of 
individuals encountered, their 
general reaction number and the 
die-roll necessary for the charac 
ters to pick up on the situation. 
These are followed by descrip 
tions of the encounters. Each 
gives some general information 
about the encou nter and most 
offer a list of randomly deter 
mined possible events and out 
comes of the encounters in man 
ner similar to that used in 76 
Patrons. For example, the victim 
of an attack that the characters 
run across in an alley may be 
truly grateful, mistake the player 
characters for h is assailants or 
serve as a lure for the real attack, 
depending on the die roll. 

Especially interesting are the 
descriptions of the classes of 
drinking establishments found in 
Startown. Each I ists the cost and 
availability of intoxicants of in 
creasing potency. and has a sepa 
rate encounter table. There is 
even a short set of drinking rules, 
which allows the gamemaster to 
simulate the effects of too much 
imbibing. 

complete adventure. o 

**~ STARTOWN LIBERTY 
By john Marshal 
(Gamelords, $5.95) 
Reviewed by Tony Watson 

tiate or advance the course of the 
scenario. Given the ubiqu itous presence 

of Startowns around starports, 
the fascination they hold for 
player-character, and their utility 
as a place to start or continue an 
adventure, Startown Liberty is a 
useful supplement indeed. As the 
designer suggests, the encou nters 
listed in the book can be used as 
red herrings, a means to interject 
an important bit of information 
into the course of a scenario, or as 
the starting point of a new adven 
ture. Just as important, Startown 
Liberty serves as a tool to provide 
a little "local color" to a playing 
session, giving the players a true 
feel for a "wretched hive of scum 
and villainy." 0 

TRAVELLEI\ 

Aptly dedicating this volume to 
"Greedo and the whole cantina 
gang," the designer turns his 
attention to describing some of 
the encounters possible in Star 
town. He divides the book into 
three main sections: "the Streets 
of Startown," wh ich describes 
possible street encounters during 
both the day and night; "Enter 
tainment Tonight," centering on 
the various sorts of nightclubs, 
dives, and casinos, as well as their 
clientel, that characters are likely 
to frequent; and "Criminal En 
counters," a listing of the shady 
denizens of Startown. 

STAR TO WN 
LIBERTY 

Gamelords of Gaithersburg MD is 
fast becoming a major source of 
playaid materials for GDW's sci 
ence-fiction role-playing game, 
Traveller. Like FASA, to whom 
Gamelords and their line of prod 
ucts bears some resemblance, the 
company seems intent on offering 
a diverse and quality array of ad 
ventures and supplements. (Also 
like FASA, Gamelords items are a 
bit overpriced.) 
One of the interesting things 

that the company has been doing 
is producing some different sorts 
of playaids. Their line of environ 
ment guides are innovative and 
useful. Related to these are their 

by John Marshal 

detailing the island fortress of the 
evil Doctor Apocalypse, best 
known for being the mastermind 
behind the nastiness in an earlier 
FGU adventure, Death Duel with 
the Destroyers. This scenario is 
intended to pick up where the 
previous one left off, but it's easy 
enough to use th is product on 
its own. 
The Island of Doctor Apoca 

lypse provides all the details you 
need to know (and several you 
don't need to know, as well) to 
run a superpowered assault on 
Doctor Apocalypse's lair. The 
book provides separate maps of 
the island for gamemaster refer 
ence and player use, as well as sev 
eral smaller maps detailing instal- 

THE ISLAND OF 
"encounter" series, which con- DOCTOR APOCALYPSE 
centrate on the perils and possibil- By Bill Willingham (FGU, $6) 
ities of inhabited locales. 

Reviewed by Paul Ryan O'Connor 
Why do all the great bad guys 
hang out on islands? Dr. No, King 
Kong, Fu Manchu, Blofeld, Dr. 
Moreau, Godzilla, Mr. Big, The 
Yellow Claw, Han, Mordillo, and 
Gilligan have all operated on an 
island at some time in their infa 
mous careers. How many seeming 
ly-innocent islands laying just off 
the shipping lanes can there be in 
the world? 
Apparently at least one more 

than we know about. The Island 

Startown Liberty presents the 
Traveller gamemaster with a num 
ber of encounter tables and des 
criptions that take place in that 
most interesting of places, Star 
town. The bars, warehouses, 
hotels, and other establishments 
around starports serve a similar 
function in most Traveller cam 
paigns as the docks and wharves 
in pulp adventure fiction--a dan 
gerous, somewhat exotic area 
where the heroes pick up clues or 
items or meet individuals that ini- 

of Doctor Apocelvpse is a 20-page 
Villains And Vigilantes scenario 
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lations on the island. Stats are 
given for Doctor Apocalypse and 
a pi Ie of robots for both the new 
and the original V& V (of which 
the latter is now nearly forgotten). 
The product is text-heavy, and 
lacks the abundant artwork com 
mon to other V& V adventures. 
The comic book art that is pro 
vided greatly adds to the product, 
and I would like to have seen 
more. 
The text is free of the usual 

pack of FGU editorial errors. I 
didn't have any trouble finding 
where th ings were, and the book 
is laid out well enough that 
page-turning in the midst of an 
adventure is kept to a minimum. 
Less study is required to run The 
Island of Doctor Apocalypse than 
is needed to run most canned sce 
narios. The gamemaster must 
familiarize himself with how the 
island's defense system operates, 
but from there on in the game 
master need do little more than 
react to what his characters try. 

I have mixed feelings about this 
product. As a role-playing adven 
ture, The Island of Doctor Apoca 
lypse is pretty much flawless. A 
great deal of space is given over to 
detailing the island, its history, 
the natives that live there, and the 
means by wh ich superheroes can 
attack the place. Doctor Apoca 
lypse's plot is as detailed as any 
comic book masterplan, and the 
Doctor's powers and methods are 
about what you'd expect. There 
are no major flaws or contradic 
tions in the text, and Bill Willing 
ham provides lots of loose ends 
for enterprising gamemasters to 
expand upon (such as a super 
natural cult located on the island 
that really has only a passing con 
nection with the adventure). 
So what is missing? The Island 

of Doctor Apocalypse lacks the 
good natured sense of humor that 
is so refreshing in other V& V pro 
ducts. It's not that The Island of 
Doctor Apocalypse takes itself 
too seriously-it's just that the 
author does not seem to have 
enjoyed writing this product. It 
looks more like a chore than a 
labor of love. This adventure just 
doesn't read like a comic book-it 
feels more like a James Bond ad 
venture or, strangely enough, a 
Traveller scenario. 

I think this is due to the space 

the designer had to devote to the 
"technical" details of the island. 
As it is hard to anticipate how 
characters will go about attacking 
this place, the author had to pro 
vide details on how every little bit 
of the island works. In a comic 
book adventure, we can assume 
the bad guy was behind it all 
when missiles are launched at in 
com ing superheroes. I n an adven 
ture of this sort, the author has to 
detail where the missiles came 
from, how many there are, and 
how the characters can deal with 
them. 

I realize this is more a criticism 
of the genre than of the product, 
but stay with me. What all this 
needed detail does is monopolize 
the page count and crush the 
character descriptions into the 
last few pages of the book. Th is is 
the reason the product feels dry 
how much humor and umph can 
you put into the description of a 
shuttle system? To compound the 
problem, there isn't room left to 
describe more than Doctor 
Apocalypse and his robots. This 
place really needs a team of super 
baddies to patrol it and add 
needed color. 
There is a lesson to be learned 

here, and I think it applies to any 
role-playing game. The interesting 
thing about any scenario is the 
characters you encou nter. You 
can be exploring the most original 
and fantastically detailed location 
a gamemaster can come up With, 
but the adventure is going to lack 
something if there aren't some 
interesting people around to inter 
act with. The addition of just a 
few more characters would ele 
vate The Island of Dr. Apocalypse 
from being an average product to 
being an outstanding one. 

I recommend that you purchase 
The Island of Doctor Apocalypse 
if you're interested in seeing the 
wayan island fortress cou Id be 
layed out. If you intend to use 
this product for a V&V adven 
ture, be prepared to inject a little 
more of your own gamemastering 
personality than usual to add to 
the flavor of the adventure. If you 
are looking for a free-wheeling ad 
venture in the mold of previous 
FGU V&V efforts, then pass this 
one by ... or better yet, write 
your own! V&V could use a few 
more good support products. 0 

BOOKS & GAMING 
Continued from page 9 

finding new meanings in old 
forms: the allegory still expands, 
its form mutable, changing to fit 
our needs, the powerful central 
concept remaining steadfast. 

The castle, and all it represents, 
will always be with us. Once it 

was born, once the stone was 
made living, the repository of 
power made real, the idea could 
never be unmade. Even if all the 
castles of the world were destroy 
ed, in the minds of men they 
would be built anew; the wizard 
called imagination would raise 
high walls and towers out of 
ruins. 
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rvt_A Play-by-Mail rIlle Fantasy Game 

Trines of Crane 
Bound only by the Imagination of its players. 

The game of fantasy, ambition, 
diplomacy and conquest. 

A unique correspondence game allowing for 
interaction between players and the fantasy world of 
Crane and each other through a continuous game 
that may be entered at any time. From the leader in 
Play-by-Mail with over 250,000 turns processed. The 
longest running, gamemaster moderated Play-by 
Mail game is now available in hobby and toy stores. 

For a catalog of our games, send to: Schubel & 
Son, P.O. Box 214848, Sacramento, CA 95821 
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By Paul Montgomery Crabaugh 

D eltans are a seldom-seen but great 
ly respected race of the Federa 

tion, and it seems logical to include 
them in FASA's Star Trek: The Role 
Playing Game. 
Physically, Deltans follow the stan 

dard humanoid pattern, except that 
they are entirely devoid of facial, cra 
nial, or body hair. 
Deltan culture is extremely sophisti 

cated, on a par with Vulcan culture. 
However, where the Vulcans have 
made a sect out of logic and do every 
thing in their power to eradicate emo 
tion, Deltans have gone in the opposite 
direction, venerating sensation and 
emotion above almost anything else. 
These two otherwise-similar races are 
thus somewhat suspicious of each 
other. 
Deltan characteristic modifiers are: 

Strength -5, Charisma +10, Luck -30, 
Psi -10. 
Physiologically, Deltans differ from 

human-normal in one major, key fac 
tor: they can manufacture sex -attrac 
tant pheromones, causing sexual arous 
al in members of the opposite sex 
across a broad range of species. This 
ability is under semi-conscious control; 
Deltans will not normally release the 
pheromones in the presence of other 
species, out of politeness and consider 
ation for their (to the Deltans) inex 
plicable discomfort with sex, but 
under conditions of stress, especially 
when surrounded by strange members 
of the opposite sex, Deltans tend to 
release the pheromones in large quanti 
ties, equivalent to a human sweating 
from nervousness, but with somewhat 
more serious consequences. 
Deltans have limited telepathic 

powers. The only telepathic ability 
(actually a combination telepathic and 
telekinetic ability) which Deltans uni 
versally possess is a form of empathic 
healing, absorbing and dealing with the 
pain of another. The Deltan must be in 
contact with the sufferer (and cannot 
heal himself/herself in this manner). A 
roll is made, unmodified except by 

K 
specia I decree of the gamemaster. (F or 
example, attempting to heal a Vulcan 
might well present particular difficul 
ties, especially if the Vulcan is a 
stranger to the Deltan, because of the 
Vulcan psychological resistance to 
empathv.) Success allows the Deltan 
to heal up to one-third of the damage 
i nfl icted on the sufferer. Note that th is 
is mitigating the effects of shock; the 
ability may only be used on persons in 
a state of shock, who have passed their 
unconsciousness threshhold, or who 
are in obvious agony. Thus, phaser/ 
stun damage and most diseases connot 
be healed. The Deltan absorbs non 
permanent damage equal to the 
amount of damage healed, and perma 
nent damage equal to one-tenth the 
amount of damage healed. 
The Deltans have additional tele 

pathic powers not available under nor 
mal Starfleet conditions. (I n Deltan 
culture, they are available almost any 
time, anywhere.) Specifically, during 
sexual congress, Deltans ach ieve a 
form of mind-meld. Any time a Deltan 
engages in sex, he must roll as if at 
tempting to mind-meld. (If two Del 
tans mate, both roll, and the highest 
state of mind-meld achieved is used.) 
Consult the chart of telepathic modi 
fiers; the most potent form of mind 
touch that could have been successful 
with the roll made (excluding mind 
alteration) is the state of mind-meld 
achieved. In further matings with the 
same person, this is the minimum state 
attained and further rolls can only in 
crease the state attained. In addition, a 
permanent bond is forged, a constant 
low-level tele-empath ic bond at a state 
one less than the highest state of mind 
touch attained during sexual congress. 

N eedless to say, sex with and be 
tween Deltans is one of the most 

intense emotional experiences known. 
Because of the permanence and depth 
of the attachments formed, and the 
fact that Deltan sexual partners cannot 
act with much reason and dispassion 

when it comes to their paramours, Del 
tans serving with Starfleet must take 
an oath of celibacy-which is quite a 
sacrifice, about like requiring a human 
to keep his eyes shut during his entire 
term of service. However, Deltans, like 
Vulcans, have a strong sense of honor 
and invariably abide by the oath. (For 
those running non-Starfleet campaigns, 
no such oath is exacted of Deltan civi 1- 
ians ... ) Needless to say, the gamemas 
ter may well set up situations where a 
Deltan player-character is required by 
some greater priority of honor to 
break the oath. Because of require 
ment of the oath, most Deltans have 
no desire to serve in Starfleet. As with 
many races, Starfleet therefore be 
comes, for the Deltans, a refuge for 
those unable to deal with the restric 
tions of their society-in the case of 
Deltans, this probably means those un 
lucky at love, which for a Deltan is 
equivalent to a human who is unlucky 
at breath i ng. 
Despite the difficulties implicit in 

Deltans serving with Starfleet, they are 
highly regarded for their powerful in 
tellects and considerable technical 
skills. In addition, they are regarded 
by some planners, notably Vulcans, as 
a useful stabilizing influence, almost as 
efficient at pointing out non-violent al 
ternatives as the Vulcans themselves. 
From the point of view of role-play 

ing, Deltans present some challenges, 
mostly in things not to do-jump the 
bones of anything that moves, for 
example. Deltans with Starfleet wi II 
tend to be restrained, and may well 
seem cold and unresponsive to those 
who do not know them-such behavior 
is a form of defense. They will tend to 
be more interested in the emotional, 
sensual, or psychological aspects of a 
situation than in the physics or politi 
cal angle. Deltans will tend towards 
the medical or scientific branches of 
Starfleet, but can be found almost 
anywhere. (They wi II, however, tend 
strongly away from Securitv.) They 
tend to be somewhat patronizing 
towards other species, regarding them 
as emotionally immature-especially 
Vu Icans. However, they are extremely 
polite and friendly about it, which 
takes the sting out of their presumed 
superiority. 
What a Deltan male (or female, for 

that matter) would think of an Orion 
slave-girl is an interesting question. 
And when it comes to breaking the ice 
at parties, Deltans are even better than 
Finite Improbability Generators ... 0 
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Your Newest Adventure 
Lies on the Horizon 
Visit any of our fantasy and adventure 

game headquarters today. Or call toll free 
to order games and accessories. At THE COM 
PLEAT STRATEGIST you can put your imagina 
tion in flight. 

For prompt mail order service call: 

800-225-4344 ~;~~: 

THE COMPLEAT STRATEGIST. INC. 
11 East 33rd Street 

NEW YORK CITY, NY 10016 
(212) 685·3880 685·3881 

THE COMPLEAT STRATEGIST 
320 West 57 Street 

NEW YORK, NEw YORK 10019 
(212) 582·1272 

THE COMPLEAT STRATEGIST 
215 Grennoge Ave 

MONTCLAIR. NEW JERSEy 07042 
(201) 744·6622 

IN FLORIDA: 
THE COMPLEAT STRATEGIST 

5406-8 Stirling Road 
DAVIE. FLORIDA 33314 

(305) a; '·5660 IN MASSACHUSETTS: 
THE COMPLEAT STRATEGIST 

[STRATEGY & FANTASY WORLD] 
201 Massachusetts Avenue 

BOSTON. MASSACHUSETIS 02115 
(617) 267·2451 

IN PENNSYLVANIA: 
THE COMPLEAT STRATEGIST 

254 West OeKalb Pike 
Valley Forge Sboppmg Ctr 

KING OF PRUSSIA. PA 19406 
(215) 265-a562 

IN VIRGINIA: 
THE COMPLEAT STRATEGIST 

[STRATEGY & FANTASY WORLD] 
103 E Broad Street 

FALLS CHURCH. VA 22046 
(703) 532·2477 

THE COMPLEAT STRATEGIST 
[STRATEGY & FANTASY WORLD] 

2011 Walnut Street 
PHILADELPHIA, PENNSYLVANIA 19103 

(215) 563·2960 
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WHAT'S NEW 
Continued from page 43 

renegade Gorn sh ips ... threatens 
to jeopardize the peace. The Gorn 
have told Star Fleet the location 
of the planet where the renegades 
have their base. Your destroyer 
... has been dispatched to carry a 
Gorn Ambassador to meet with 
the renegades." A 48-page book. 
Orion Ruse (FASA, $7) by 
Patrick Larkin. "The Captain of 
TransSolar's Eridani Star was not 
a happy man ... A Federation 
merchant ship had disappeared 
near the Daros system, and some 
one in Intelligence was convinced 
that the Eridani Star would make 
an excellent spy ship." A 48-page 
book. 
Sourcebook Update (FASA, $7) 
by Guy W. McLimore, Jr. and 
Greg K. Poehlein. This 48-page 
book contains a timeline of Star 
Trek history, descriptions of gov 
ernments and Star Fleet Com 
mand, a starship recognition file, 
a Star Fleet personnel file, and 
the adventure "Lost and Pre 
sumed Dead." 
Game Master's Screen (FASA, $6). 
A 25Y:,"x11" playaid printed with 
charts and tables, comes with a 
16-page book of playaids and 
character sheets. 

FOR SUPERWORLD 
(also Champions and V&V) 
Havoc (Chaosium, $10) by Yurek 
Chodak, et al. "Defeat Diabolical 
Villains in 3 Action-Packed Ad 
ventures." This 80-page book fea 
tures "three complete adventures, 
rules questions answered, rules 
revisions discussed, fascinating 
new powers, and full Superworld , 
Champions; and V&V transla 
tions." 

FOR THIEVES' GUILD 
Thieves' Guild 10: Bandit Gangs 
and Caravans (Gamelords, $5.95) 
by Kerry Lloyd, et al. This 36- 
page book provides ru les on ban 
dit gangs and caravans and a cat 
bu rglary scenario. 
Haven: The Free City (Game 
lords, $20) by Richard Meyer, et 
al. Formerly titled The Free City 
of Haven, this boxed edition con 
tains a 12-page An Overview 
book, seven books describing the 
boroughs of the city, each from 
4-32 pages, a 16-page Random 
Street Encounters and Character 
Descriptions book, a 34"x22" 
city map, and ten 8Y:,"x11" dis 
trict maps. 
FOR TIMEMASTER 
Timemaster Screen (Pacesetter, 
$6). A 25"x 11" playaid printed 
with charts and tables. Comes 
with 4 character sheets and an 8- 
page Missing: PT 109 adventure 
by Carl Smith. 
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FOR TO 
CHALLENGE TOMORROW 
London By Night (Ragnarok, 
1402 21st St NW, Washington DC 
20036, $6) by David F. Nalle and 
Eric Olson. Comes boxed with a 
20-page Adventure in a Victorian 
City booklet, a 12-page A 
Gamer's Guide: London in the 
1890's, and a 17"x22" map. In 
cludes four scenarios, two dealing 
with the supernatural. 
FOR TUNNELS & TROLLS 
Solo 19: Capt if d'Yvoire (Blade, 
Box 1210, Scottsdale AZ 85252- 
1210, $5.95) by Steven Estvanik. 
" ... you were made prisoner ... , 
chained by the evil Duc de 
Binaire. Left to rot in a filthy cell, 
you have only your wits to help 
you escape the strange Castle 
d'Yvoire. Eluding the guards and 
servants will be difficult, but 
worse yet may be the dark forces 
rallied by the Duc ... !" A 36-page 
book. 
The Isle of Darksmoke (Blade, 
$9.95) by Larry DiTiliio. "Jour 
ney to the fabled land of Zind, to 
the enchanted isle of the mighty 
warrior-wizard Darksmoke, an 
ancient and subtle master of 
arcane arts and fell toxins ... 
Only the clever, the stout of 
heart, and the strong-willed ones 
pass the Swirling Forest to reach 
the Dome of Darksmoke. And 
fewer yet return ... " A 56-page 
book. 
FOR WI LD WEST 
Trouble on Widow's Peak (FGU, 
$4) by Patrick Stevens and 
Timothy Johnson. This 16-page 
book describes adventures which 
takes place in Widow's Peak and 
its surrounding area which in 
cludes a small town, a lumber 
company, a gold mine, and a 
cattle ranch. 
FOR YSGARTH 
The following are all published by 
Ragnarok. 
Supplement 3: Expanding Worlds 
($3) by David F. Nalle. Th is 28- 
page booklet covers Y sgarth and 
its two nearest regions, Jahannam 
and Arojika. It also contains the 
mini-scenario "The Gardens of 
Alferai Kantiss." 
Supplement 4: The Old Powers 
($3) by David F. Nalle. This 20- 
page booklet covers history, the 
Wrath lords, demons of the abyss, 
runists, bards, cryomancy, etc. 
Adventure 1: Uchelglan- The 
Blood Tribute ($2) by Jon 
Schuller. This 12-page adventure 
involves the party being chosen as 
human sacrifices to "an ancient 
mage of great age, a master of 
Necromancy, Sorcery, and Dark 
Enchantment." For character 
levels 1-3. 
Adventure 2: Ynisare- The Lost 

Colony ($2) by 7. This 12-page 
adventure involves a search for a 
lost colony. For character levels 
2-4. 
Adventure 3: Baelnok-Holy City 
of Arberth ($2) by Jan Mierik. 
Th is 16-page adventu re puts the 
adventurers in "a world of politics 
and intrigue in a major city." For 
character levels 3-5. 
Adventure 4: Cynfelyn-Prince of 
Prydein ($2) by Dave Nalle. This 
12-page adventure involves the 
adventu rers "in the world of 
international intrigue and espio 
nage between neighboring coun 
tries. For character levels 4-6. 
Adventure 5: Ptolemeias-Street 
Shadows ($2) by David F. Nalle. 
This 16-page adventure is "An in 
troduction to the largest city of 
Y sgarth and some of the dangers 
and challenges to be fou nd 
there." For character levels 1-4. 

Jahannam 9: Hills of Binazmia 
($2) by David F. Nalle. In this 12- 
page adventure, the adventurers 
"have the choice to join or betray 
a group of fanatical rebels." For 
character levels 5 -8. 
FOR ANY SYSTEM 
Pieges de Grimtooth (Jeux 
Actuels, $7) edited by Pau I 
O'Connor. "Une aide pour tous Ie 
meneurs de jeux de role." This is 
the French edition of Flying 
Buffalo's Grimtooth's Traps. A 
68-page book. 

PLAY-BY-MAIL GAMES 
Company Commander (Schubel & 
Son, Box 214848, Sacramento 
CA 95821, $5 for rules) by Russel 
D. Norris and Peter A. Dorman. 
" ... a Squad-level ... war game 
of diplomacy, production, eco 
nomics and conquest, allowing for 
both tactical and strategic deci 
sion-making." Comes with two 
booklets: a 52-page Rules of Play 
and an 80-page Unit Listing 
Booklet. 
Starmaster II (Schubel & Son, 
$8.50 for set-up and 52-page rules 
booklet) by Duane C. Wilcoxson. 
"A ... game of galactic exp lora 
tion, diplomacy and conquest al 
lowing for interaction not only 
between each player and the 
worlds of the galaxy, but also be 
tween the players themselves." 

MAGAZINES 
The Chronicles of Chaos 2 (Mike 
Jarrell, 8721 McNair Dr, Alexan 
dria VA 22309, $1.50). New 
address of a fanzine for 
Chaosium's Stormbrinqer game. 
The Game Trader 3 (The Game 
Exchange, 61 Midland Ave, Stam 
ford CT 06906, $1.50) edited by 
John Farewell. This 8-page issue 
contains articles on collecting 
wargames and 3M games, and fea 
tures mail bid sales of wargames. 
Gaming Universal 2 (Irnaqascaoe 

I ndustries, Box 437, Howley PA 
18428, $3) edited by Bob 
McLain. "The Magazine of Play 
by Mail Adventure." Bi-monthly, 
this 48-page issue contains reviews 
of Moneylender and Silverdawn, 
an interview with the president of 
ECI, an article on mapping Star 
web, etc. 
Omniverse 1 (Quartz Lords, 5 
Roylencroft Ln, Rose Vly PA 
19065, $1) edited by Daniel Ges 
sel. Th is 20-page premier issue 
features a new game system that 
will be published in pieces in the 
magazine. Other articles include a 
Traveller subsector, a Call Of 
Cthulhu scenario, and a Dark 
Cults game review. 
The R'Lyeh Text 3 (probably 
from Sean Stidd, 22570 Neston 
Wy, Los Altos CA 94022, $?). 
This 16-page issue of a club-zine 
has, among other things, tips on 
building Champions heroes, a 
science-fiction story, and a James 
Bond 007 game review. 
BOARD GAMES 
Star Trek III: Starship Combat 
Game (FASA, $12) by David F. 
Tepool, et al. Same as Star Trek 
II: Starship Combat Simulator 
with an additional 8-page I ntro 
duction to Starship Combat book. 
The Last Starfighter: Combat 
Game (FASA, $12) by Jordan 
Weisman. Based on the movie of 
the same name, this tactical space 
game comes boxed with a 24-page 
rulebook, 78 counters, a 17"x22" 
map, a pad of plotting sheets, and 
dice. 
Star Trek III: The Search for 
Spack Game (FASA, $6) by 
David F. Tepool and William 
Cardwell. Based on the movie of 
the same name, it comes boxed 
with a 32-page rule booklet, 7 
playing board pieces, dice, 76 
event cards, 88 triangular mark 
ers, and 25 square markers. For 
1-4 players. 
Star Trek III: Struggle for the 
Throne (FASA, $6) by David F. 
Tepool and Jordan Weisman. 
Comes boxed with a 32-page rule 
booklet, 7 playing board pieces, 
76 action cards, 88 triangular 
markers, 24 square markers, and 
dice. For 3-6 players, each vying 
for control of the Klingon 
Empire. 
Star Trek III: Starship Duel I 
(FASA, $6) by Jordan Weisman. 
For 1- 2 players, th is tactical space 
game comes boxed with a 32-page 
rule booklet, 4 navigation wheels, 
3 sh ip stat cards, 75 markers, and 
dice. Simulates an engagement be 
tween the Enterprise and a 
Romulan Bird of Prey. 
Star Trek III: Starship Duel II 
(FASA, $6) by Jordan Weisman. 
For 1-2 players, this tactical space 
game comes boxed with a 32-page 
rule booklet, 4 navigation wheels, 

DIFFERENT WORLDS 



2 sh ip stat cards, 75 markers, and 
dice. Simulates an engagement be 
tween the USS Reliant and a Klin 
gon L-9 Sivista class frigate. 
The Last Starfighter: Duel In 
Space (FASA, $6) by Jordan 
Weisman. For 1-2 players, this 
tactical space combat game comes 
boxed with a 32-page rule book 
let, 2 navigation wheels, 2 star 
fighter stat cards, 25 markers, and 
dice. Simulates an engagement be 
tween a Star League Gun Star 
space fighter and a Ko-Dan Deck 
Fighter. 
The Last Starfighter: Tunnel 
Chase (FASA, $6) by Jordan 
Weisman. For 2-25 players, this 
tactical space combat game takes 
place inside a tunnel asteroid. 
Comes boxed with a 32-page rule 
booklet, 7 asteroid map pieces, 
dice, 25 starfighter markers, and 
64 record sheets. 

may lead to treasure, but not be 
fore you encounter many dreaded 
creatures. But you gave your 
word to fulfill your quest ... " 
Book 19: Conan the Undaunted 
by James M. Ward. " ... you must 
deliver the dead knight's map to 
Aquilonia. The March Riders ... 
know you have the map and have 
vowed your death! You might be 
able to escape them by going 
through the evil Black City of 
Wizards-but do you have the 
courage to face the dreadful 
magic creatures rumored to haunt 
the city?" 
Book 20: Conan and the Proph 
ecy by Roger E. Moore. " ... you 
... are rewarded with a strange 
prophecy that predicts adventure 
and danger ... for you tonight! 
But where will the prophecy lead 
you to-a slaver's keep? One of 
the forbidden temples? The tower 
of a powerful sorcerer? And will 
you have the courage to face 
whatever befalls you in this city 
of thieves?" 
Book 21: Duel of the Masters by 
Chris Martindale. "A Dungeons & 
Dragons Adventure Book." "You 
have chosen to help the mysteri 
ous stranger whose city has been 
taken over by the evil Kashkar, a 
master of the martial arts. Armed 
with only your staff and your 
skill, can you-a master of the 
martial arts yourself-hope to de 
feat the powerful Kashkar?" 
Book 22: The Endless Catacombs 
by Margaret Baldwin Weis. "A 
Dungeons & Dragons Adventure 
Book." "You are ... aware of the 
wizard's curse placed on the 
dreaded Endless Catacombs. Now 
the curse is beginning to spread its 
evil throughout the land. Do you 
dare accompany the strange band 
of adventurers into the catacombs 
to attempt to remove the curse?" 

Mission: Space pirates are after 
the Gravitron-a world-killing 
weapon! Can you and your robot 
companion, 2-Tor, save the uni 
verse from this ultimate 
terrorism 7" 

go mad. Can you and your robot 
companion, 2-Tor, detect the 
danger-and stop it?" 
Book 4: The Exploding Suns. 
"Your Mission: Suns are disap 
pearing in Space Sector X-7793A! 
Can you and your robot compa 
nion, 2-Tor, end this mysterious 
menace?" 

Book 2: The Android Invasion. 
"Your Mission: Armies of 
androids are on the attack. Can 
you and your robot companion, 
2-Tor, stop them before they 
conquer the universe?" 

SOURCEBOOKS 
Weapons and Assassins (Palla 
dium, $4.95) by Erick Wujcik. 
This 48-page booklet contains in 
formation on the Order of Assas 
sins, the Thugs, the Ninja, poi- 

Book 3: The Cosmic Funhouse. 
"Your Mission: The Cosmic Fun 
house is no fun for visitors! Some 
space crews disappear, and others o sons, etc. 

a deal to release Supergirl, 
starring Helen Slater, this sum 
mer. Tr i-Star picked up the 
option, and so the Girl of 
Steel will fly anyway, come 
th is Christmas. 
And since Ye or Sword has 
hacked his way to this final 
page, it's time to bid you a 
fond good-bye. Keep those 
dice rolling, and hey, if you 
got notnin' better to do, go 
see a movie! 

HOLLYWOOD 
Continued from page 4 

I ndustrial Light and Magic on 
this one (the same folks who 
did the effects for Star Wars) 
and has redu bbed the process 
Go-Motion. 
SUPERGIRL, WHERE ARE 
YOU?: I don't know, but it 
must be something, because 
Warner Brothers backed out of 

COMPUTER GAMES 
Wizardry (Sir-Tech, 6 Main sr. 
Ogdensburg NY 13669, $?) by 
Andrew Greenberg and Robert 
Woodhead. "Proving Grounds of 
the Mad Overlord." For I BM PC 
& PCjr. Comes boxed with a disk, 
map sheets, playaids, and two 
booklets: a 12-page guide for IBM 
machines and a 48-page rulebook. 
"Starting in the safety of the 
castle, you ... explore the magic 
and mystery of the ten-level 3-D 
maze." 

o 

OTHER GAMES 
Muggerhunt! (Firebird Ltd, Ann 
Arbor M I, $?) by Kevin Dockery. 
" ... a solitary game you can play 
alone or with a group. You are 
playing the part of a hunter who 
has decided to go after muggers. 
The resu Its can range from receiv 
ing a hunting license, ... to en 
forced retirement from receiving 
too many muggings or being 
caught and put away by the 
police." A 10-page book. 

ENDLESS QUEST BOOKS 
Collectors Set 3 (TSR, $8). A 
boxed set of volumes 9-12. 
Collectors Set 4 (TSR, $8.50). A 
boxed set of volumes 13-16. 

FANTASY FOREST BOOKS 
Collector's Set (TSR, $11.70). A 
boxed set of volumes 1-6. "Pick a 
Path to Adventu re." 

~~~ 
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FIGHTING 
FANTASY GAMEBOOKS 
Deathtrap Dungeon (Dell, 1 Dag 
Hammarskjold Plz, New York NY 
10017, $2.25) by Ian Livingstone. 

Each of the following pocket 
books are 160 pages long (TSR, 

!~·:e5n~~~:.~; "Pick a Path to "Unknown horrors await you 
down in the twisting labyrinth of 

Book 17: Captive Planet by Mor- Fang ... Devised by the devilish 
ris Simon. "A Star Frontiers Ad- mind Baron Sukumvit, the laby- 
venture Book." "Because of your rinth is riddled with fiendish traps 
computer skills ... you have been and hideous creatures of darkness 
selected to accompany Brim to trick and test you almost be- 
Darkstar and his ... team of yond the limits of endurance!" A 
troubleshooters to the planet New 200-page pocketbook. 
Pale ... to discover why all com- 
munication has been cut off with STAR CHALLENGE BOOKS 

Each of the following pocket 
books are 128 pages long (Dell, 
$2.50) and are all by Christopher 
Black. "Do you have the right 
stuff to be a Space Ace?" 
Book 1: Planets In Peril. "Your 

the Frontier's most important 
supplier of food." 
Book 18: King's Quest by Tom 
McGowen. "A Dungeons & Drag 
ons Adventure Book." "The map 
given to you by the dying stranger 
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Game Cons Game conventions are the best place to meet new gamers. 
Organizers should send details of the convention at least six 
months prior to the event for announcement in this column. 

If you wish to see your convention 
announced in Different Worlds, simply 
provide us with the event name, dates, 
location, where to contact for more 
information, the number of attendees 
expected, and the number of attendees you 
had last year. There is no charge for this 
service, but please, game cons only. 

WinterCon Gamefest 84 
November 3-4,1984 

Dearborn Civic Center, Dearborn M I 
Metro Detroit Gamers 
PO Box 787 
Troy MI 48099 

UTHERCON IV November 9-11,1984 
University of Texas at Austin 
UTHERCON 
3212 Red River (109) 
Austin TX 78705 

U-Mass Con December 1-2, 1984 
U-Mass Campus Center 
PO Box 117 
Amherst MA 01002 

Son Of Pandemonium January 19, 1985 
Ryerson Poly technical Institute, Toronto, 
Ontario, Canada 
Du ngeon Parties Inc. 
PO Box 67 Stn F 
Toronto, Ontario 
Canada M4Y 2L4 
(416) 924-1989 

DunDraCon IX February 15-18,1985 
Oakland Airport Hyatt, Oakland CA 
DunDraCon Inc. 
386 Alcatraz Ave 
Oakland CA 94618 

ORCCON 1985 February 16-18, 1985 
Pasadena Hilton Hotel at Grosvenor Plz, 
Pasadena CA 
Strategicon 
PO Box 758 
Bellflower CA 90706 

PACESETTER: 
New Dimensions 

In Role- Playi ng 

CHILL'"-The most fun you'Il ever 
have being scared 

TIMEMASTER~-A great time any time 

STAR ACE'"-Light years beyond other 
science fiction ga mes 

Send $12.00 each plus $1.50 postage and 
handling: to: 

PACESETTER. Ltd. 
Dept. M 
PO Box 451 
Delavan. WI 53115 
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CoastCon VIII March 8-'10, 1985 
Royal d'Iberville, Biloxi MS 
CoastCon 
PO Box 1423 
Biloxi MS 39533 

NEOCON IV March 24-26, 1985 
University of Akron, Akron OH 
NEOCONIV 
PO Box 4045 
Akron OH 44321 

CONTEST II March 29-31,1985 
Tulsa OK 
CONTEST II (send SASE) 
Tactical Simulation Society 
PO Box 4726 
Tulsa OK 74159 

CAPCON '85 April 5-7, 1985 
East Ballroom, Ohio Union, Ohio State 
University, Columbus OH 
Paul T. Riegal 
c/o War Game Designs 
PO Box 629 
Reynoldsburg OH 43068 

GOLD CON III April 27-28, 1985 
Omni Auditorium, Pompano Bch F L 
John Dunn 
Omni Box Office-BCC North 
1000 Coconut Crk Blvd 
Pompano Bch F L 33066 
(305) 973-2249 

Hatcon 3 June 7 -9, 1985 
Ramada I nn, Danbury CT 
Kennedy Poyser-CT SF Society 
108 Park Ave 
Danbury CT 06810 
(203) 743-1872 

OZARKON I August 3-4,1985 
Ramada I nn, Joplin MD 
OZARKON I (send SASE) 
PO Box 2151 
Joplin MD 64803 

For further information, contact the 
convention organizers directly. 0 

The Good 01' Days I 

The Good 01' Days II 
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WhatsNew New products and publications for the adventure role-player. 
Game companies are encouraged to send samples of their 

new releases for announcement in this column. 

NEW SYSTEMS 
The Adventures of Indiana Jones 
(TSR, Box 756, Lk Geneva WI 
53147, $?) by David Cook. For 2 
or more players, ages 10& up. 
Comes boxed with a 64-page rule 
book, an 8 page Evidence File, 
24"x 11" gamemaster screen, 22" 
xl1" double-sided map, playaids, 
and dice. "You could be searching 
lost ruins for fabulous treasures, 
recovering stolen artifacts from 
foul Nazis, or racing through 
jungles to escape from hostile 
natives." 
Boot Hill (TSR, $?) by Brian 
Blume & Gary Gygax. New cover 
art. 
Heroes Unlimited (Palladium, 
5669 Casper Ave, Detroit MI 
48210, $14.95) by Kevin Siern 
bieda. A 160·page book, this 
superhero role-plavinq game in· 
eludes rules on robotics, bionics, 
mutants, psionics, aliens, insanity, 
and the adventure "Betrayal." 
Jorune (Sky Realms, 796 19th 
Ave, San Francisco CA 94121, 
$14) by Andrew Leker. "Leave 
Your World Behind." This 176- 
page book describes a fantasy 
role-playing game based on an 
Earth-like planet reminiscent of 
those dreamed-up by Edgar Rice 
Burroughs. 
The Morrow Project (Timeline, 
$?) by Kevin Dockery, et al. 
Third edition. 
Paranoia (West End, 251 W 30th 
St. New York NY 10001, $?) by 
Daniel Seth Gerber. "Terminal 
Insanity." Comes boxed with a 
24-page Player Handbook, a 64- 
page Gamemaster Handbook, a 
52-page Adventure Handbook, 
and dice. The game is "set in a 
darkly humorous future. A well· 
meaning but deranged computer 
desperately protects the citizens 
of an underground warren from 
all sorts of real and imagined 
traitors and enemies." For 2-9 
players. 
Psi World (FGU, Box 182, Roslyn 
NY 11576, $?) by Del Carr & 
Cheron. "Role Playing Game of 
Psionic Powers." Comes boxed 
with a 32-page rulebook, a 20- 
page adventure book, a 25J!.,"x 
11" gamemaster screen, a charac 
ter sheet, and dice. Takes place in 
the near future where psionic 
powers have appeared in a small 
portion of the human race. Plav 
ers play the role of either Psis or 
government security personnel. 
RuneQuest Player's Box (Avalon 
Hill, 4517 Harford Rd, Baltimore 
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MD 21214, $20) by Steve Perrin, DL2: Dragons of Flame (TSR, $7) 
et al, Third edition of Chaosium's by Douglas Niles. For character 
"Fantasy Roleplaying Adven 
ture." Comes boxed with a 16- 
page Players Notes, an SS·page 
Players Book, a 60·page Magic 
Book, and dice. "Be the coura 
geous kn iqht on a boid quest into 
the unknown. Be a wolvish bar 
barian exploring the strange realm 
of civilization. Be a wiley thief ... " 
Thieves' Guild (Gamelords, 18616 
Grosbeak Ter, Gaithersburg MD 
20879, $15) by Richard Meyer, et 
al. "Completely Revised Second 
Edition." Comes boxed with a 40- 
page ru lebook, a 32-page Bandit 
Scenarios and Highwaymen Ad 
ventures book, a 32-page Basic 
Character Creation book, 4 pages 
of scenario maps, and a character 
sheet. 
Toon (Steve Jackson Games, Box 
18957, Austin TX 78760, $7.95) 
by Greg Costikyan. "The Cartoon 
Roleplaying Game." A 64-page 
book. "Toon brings you a world 
where crazy animals talk, fight, 
carouse, and always act silly. Been 
punched? Blown up? Steamroller 
ed? Don't worry-you'll bounce 
back in the next scene, ready for 
more!" 
Tunnels & Trolls (Jeux Actuels, 
BP 534, 27005 Evreux Cedex, 
France, $?) par Ken St. Andre. 
"Jeu de Role et D'Epopee Fantas 
rique." This is the French edition 
of the Flying Buffalo game. A 
1 OO·page book. Comes with an 8- 
page Castle Ward adventure and a 
16-page Chateau du Buffle solo 
adventure. 

FOR AD&D 
CB1: Conan Unchained! (TSR, 
$?) by David Cook. For character 
levels 10-14. "The greatest hero 
of the Hyborian world leads his 
companions against danger and 
death among the outlaw bands of 
the Vilayet Sea!" A 32-page 
book. 

levels 5-7. Second in the Dragon 
Lance series, this campaign 
module describes the world of 
Krynn which is threatened by the 
domination of the Dragonlords 
and their inhuman minions. A 32- 
page book. 
MV1: Midnight on Dagger Alley 
(TSR, $?) by Merle M. Rasmus 
sen. "Welcome to the dark alleys 
of ... Goldstar. You're about to 
set out on a thrilling adventure in 
a dangerous section of the city. 
Only your wits and your weapons 
can help you." This is an 8-page 
solo adventure with a 32"x21" 
double-sided map, and comes 
with a magic viewer for reading 
entries blocked by red ink. 
UK4: When a Star Falls (TSR, $?) 
by Graeme Morris. For character 
levels 3-5. "Hurled like a blazing 
spear from the night sky, the 
shooting-star wou Id shape the 
fates of many-so it was written. 
Yours is the chance to reforge 
destiny. There is everything to 
gain ... or to lose ... " A 32-page 
book with a 17"x 11" double 
sided map. 
UK5: Eye of the Serpent (TSR, 
$7) by Graeme Morris. For 1 st 
level characters. "The adventurers 
are captured by a pair of roes and 
deposited at the top of a mou n 
tain. Left alone for a while, they 
must escape and survive the harsh 
journey to the plain below, drawn 
on by the lure of the 'Serpent's 
Eye.'" A 32-page book. 

UK6: All That Glitters .•• (TSR, 
$7) by Jim Bambra. For 5-8 char 
acters, levels 3 -5. "The lure of 
gold has drawn many adventurers 
through the ages. Now a cryptic 
treasu re map has come into you r 
possession. Are you a match for 
the jungle and the unknown lands 
beyond?" A 32-page book. 

1 

WG5: Mordenkainen's Fantastic 
Adventure (TSR, $7) by Robert J. 
Kuntz and Gary Gygax. A 32- 
page World Of Greyhawk cam 
paign module, it describes the 
three dungeon levels of Maure 
Castle, four magic items, and five 
new creatures. 
AD&D2: Player Character Record 
Sheets (TSR, $7). "Keep track of 
all the important information 
about your character, including 
gold, hit points and magical items 
with these (16) comvenient, easy· 
to-use record sheets." Comes with 
instructions. 

FOR CAR WARS 
The AADA Vehicle Guide (Steve 
Jackson Games, $7) by Scott 
Haring and Jim Gould. This 64- 
page booklet includes: 129 vehi 
cle designs, 133 options, an index 
of weapons and gadgets, hints on 
customizing vehicles, new rules of 
off-road combat, and design and 
combat rules for the killer three 
wheelers. 

FOR CHILL 
Highland Terror (Pacesetter, Box 
451, Delavan W153115, $6) by 
Garry Spiegle. "Through the 
years, the legend of Noch Ness 
has faded into child's tale: now 
tourists buy postcards near the 
banks of a lake which once held 
an ancient civilization in terror ... 
But soon the power will be un 
leashed, as the shores of the loch, 
the land of Scotland itself, fall 
victim to the Highland Terror." A 
32-page book. 

Chill Master's Screen (Pacesetter, 
$6). A 25"x11" playaid printed 
with charts and tables. Comes 
with 4 character sheets and an 8- 
page Castle Dracu la adventure by 
Gali Sanchez. 
Things (Pacesetter, $8) by Carl 
Smith. In this 64-page book 
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"you'll find a dozen new Evil Way 
disciplines, 15 new animals ... , 
and more than 50 new creatures 
from the Unknown to liven up (so 
to speak) your Chill adventures." 

FOR C&S 
The Dragon Lord (FGU, $?) by J. 
Andrew Keith. This 20-page book 
comes with two 8)1,"xll" maps. 
The adventu re involves "a quest 
to rescue a kidnapped princess 
and to end the depradations of a 
dragon that has the region at its 
mercy." 

FOR DAREDEVILS 
Daredevil Adventures 3: Super 
natural Thrillers (FGU, $6) by T. 
A. Dowd, et al. This 24-page vol 
ume features three scenarios: 
"The Body Vanishes," a murder 
mystery; "The Forgotten Manu 
script," a search for missing pages 
from a manuscript by an occult 
novelist; and "The Case of Miss 
Brookmeyer's Murderer," an in 
vestigation into the death threats 
directed at a young woman. 

FOR D&D/AD&D 
3-D Dragon Tiles (TSR, $?). "This 
package includes 51 3-D figures, 
featuring characters, walls, and 
doors. Two sheets of 84 two-sided 
feature tiles, showing traps, trea 
sures, furniture, and special sur 
prises, are also included." Comes 
with an 8-page The Kidnapping of 
Princess Arelina adventure by 
Garry Spiegle. 

FOR D&D BASIC SET 
B7: Rahasia (TSR, $7) by Tracy 
and Laura Hickman. For charac 
ter levels 1-3, the adventurers 
must protect an elven maiden by 
destroying an evil human cleric 
and three witches hiding in a 
secret cavern under a temple. A 
32-page book. 
BSOLO: Ghost of Lion Castle 
(TSR, $?) by Merle M. Rasmus 
sen. A 32-page solo adventure, 
one adventurer journeys to Lion 
Castle, reputed to be hau nted by 
the specter of its dead owner, 
Sargon, the greatest magic-user of 
all time. 

FOR D&D EXPERT SET 
X6: Quagmire! (TSR, $?) by 

Merle M_ Rasmussen. For charac 
ter levels 4-10. "To the rescue! 
The murkey sea is swallowing an 
exotic spiral city, and you are its 
only hope! But who are these 
creatures that want you to fail?" 
A 32-page book. 

FOR D&D BASIC 
AND EXPERT SETS 
Set 3: Companion Rules (TSR, 
$7) by Frank Mentzer. "Ideal for 
3 or more advanced players, ages 
10 and up." These companion 
rules comes boxed in two books: 
a 32-page Players Companion and 
a 64-page Dungeon Masters Com 
panion. For character levels 
15-25. 
CM1: Test of the Warlords (TSR, 
$?) by Douglas Niles. For charac 
ter levels 15 and above. "The king 
requests your presence in the 
honorable kingdom of Norwold. 
If you're worthy, you may be ap 
pointed lord of a dominion filled 
with friendly villages, sturdy for 
tresses, and raging band of mon 
sters ... Raging band of mon 
sters?" A 32-page book. 

FOR INDIANA JONES 
IJ1: Indiana Jones and the Tem 
ple of Doom (TSR, $?) by Tracy 
Hickman and Michael Dobson. An 
adventure pack based on the film 
of the same name, it comes with a 
24-page book and a 34"x22" 
double-sided map. 
IJ2: Raiders of the Lost Ark 
(TSR, $?) by Doug Niles. An ad 
venture pack based on the film of 
the same name, it comes with a 
32-page book and a 17"x22" 
map. 

FOR JAMES BOND 007 
You Only Live Twice (Victory 
Games, 43 W 33rd St, New York 
NY 10001, $7) by Neil Randall. 
Based on the film of the same 
name. "Where is the missing space 
lab and its cargo of death?" 
Comes boxed with a 56-page 
Gamesmaster's Guide, a 16"x11" 
map, and an Agent's Briefing Dos 
sier with 8 Mission Sheets. For 
1-4 players. 
Live and Let Die (Victory Games, 
$?) by Gerard Christopher Klug. 
Based on the film of the same 
name. "Is death in the cards for 
more M.1. 6 agents?" Comes box 
ed with a 64-page Gamesmaster's 
Guide, an 8-page Map Booklet, an 
Agent's Briefing Dossier with 8 
Mission Sheets, and a 16"x11" 
map. For 1-3 players. 

FOR JORUNE 
Maustin Caji (Sky Realms, $4.50) 
by Andrew Leker. "Hundreds 
strong, they would have contin 
ued to destroy Burdoth if not for 
the intervention of Sal rough 
Gomo, Thriddle Seer of the 
North-West Woodlands. Thirty 
years later, a man missing and pre 
sumed to be their last victim reap- 

pears, unaged-join him in his 
journey to the lair of the Maustin 
Caji." A 56-page booklet. 

FOR JUSTICE INC_ 
(also Call Of Cthulhu, 
Daredevils, and MS&PE) 
Trail of the Gold Spike (Hero 
Games, 92A 21 st Ave, San Mateo 
CA 94403, $?) by Aaron Allston. 
"Death Stalks the Lost Mine!" A 
32-page book. "Battle the insidi 
ous Condor from the bowels of 
the earth to the skies over Colo 
rado! Can you end h is reign of 
midnight terror and rescue the 
beauteous Beth from his 
clutches?" 

FOR LOST WOR LDS 
Halfling with Sword and Shield 
(Nova, Box 1178, Manchester CT 
06040, $?) by Alfred Leonardi. 
This "Fantasy Combat Book 
Game" is 32-pages long and 
comes with a playaid. 

FOR 
MARVEL SUPER HEROES 
MH-l: The Breeder Bombs (TSR, 
$?) by Jolly Jeff Grubb. "Mag 
neto's back in town and deadlier 
than ever! Can even the X-men 
stop ... the Breeder Bombs!" A 
16-page book with a 17"x22" 
double-sided map. 

MH-2: Time Trap (TSR, $?) by 
Bruce Nesmith. "Can a planet be 
saved after it's destroyed? The 
Avengers travel through time to 
save the Earth." A 16-page book 
with a 17"x22" double-sided 
map. 

MH-3: Murderworld! (TSR, $?) 
by Jeff Grubb. "Someone wants 
the (Fantastic Four) gone, perma 
nently! Will Murderworld be their 
last stop?" A 16-page book with a 
17"x22" double-sided map. 

MHAC-l: Judge's Screen (TSR, 
$?). "A full-color Judge's screen 
with important game tables! A 
short tour-gu ide to the stomping 
ground of the world's mightiest 
heroes! All this and a map of 
Mighty Marvel Manhattan, too! 
'Nuff Said!" A 24"x 11" playaid 
printed with charts and tables and 
an 8-page A Hero's Guide to New 
York by Jeff Grubb. 
MH AC 2: Avengers Assembled! 
(TSR, $?) by Loose Bruce Nes 
mith. "Now, all the Avengers and 
their most dangerous enemies 
have been collected into one ex 
haustive, official encyclopedia. 
This book features complete in 
formation on 30 past and present 
Avengers, 22 of their fearsome 
enemies, the Avengers Mansion, 
and S.H.I.E.L.D." A 32-page 
book. 

FOR MIDDLE EARTH 
(also Rolemaster) 
Hillmen of the Trollshaws (ICE, 
Box 1605, Charlottesville VA 
22902, $6) by Jeff McKeage. This 

40-page book details the lands of 
western Rhudaur. "Adventure in 
the rocky highlands near Cameth 
Brin, where Trolls and the ghosts 
of Petty-Dwarves haunt ancient 
caverns," 

FOR PRIVATEERS 
AND GENTLEMEN 
Decision at Djerba (FGU, $?) by 
J. Andrew Keith. This 20-page 
campaign module describes the 
area around the Barbary city of 
Djerba on the North African 
Coast. "At stake is the British 
blockade of Egypt, the recapture 
of Malta from the French, the 
protection of Sicily, and even 
British control of the Mediter 
ranean." 

FOR RINGWORLD 
Ringworld Companion (Chaosium, 
Box 6302, Albany CA 94706- 
0302, $10) by John Hewitt, et al. 
"New Hominids, Adventures, Ar 
tifacts, and Aliens." An 80-page 
book. "In this book are two full 
length scenarios, 11 new hom i 
nids,6 new aliens, 21 newani 
mals, a page of plant descriptions, 
new Human Space and Ringworld 
technical items, game errata, and 
more." 

FOR STAR FRONTIERS 
SF4: Mission to Alcazzar (TSR, 
$?) by Douglas Niles. "The 
mining operation on Alcazzar was 
one of the Frontier's best-kept 
secrets, worth millions of credits 
until somebody wiped it out. 
Now you're here, to set things 
right." A 32-page book. 
2010: Odyssey Two Adventure 
(TSR, $?) by Bruce Nesmith and 
Curtis Smith. "In 2001, the Dis 
covery mission to Jupiter ended 
in disaster. Now, 9 years later, 
you must recover the Discovery 
and solve the mysteries behind 
the monolith." Based on the 
movie of the same name, it comes 
with a 32-page book and a 32"x 
21" deck plans. 

FOR STAR TREK 
Demand of Honor (FASA, Box 
6930, Chicago IL 60680, $7) by 
J. Andrew Keith. " ... a band of 
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A Letter from Gigi Adventure gaming news and gossip 
from the nosiest gamer-reporter 

in the world, Gigi D'Arn. 

Dear Tadashi, 

gang. 
Another rumor tells that Games 

Workshop will publish a role-play- 

ing version of their Doctor Who 
boardgame. 
GDW will have their second 

role-playing game out soon. Titled 
Twilight 200(), it will be a WW III 
/post-holocaust game. 
Congratulations to Steve Jack 

son Games for their sh ipment of 
their hundred-thousandth copy of 
the Car Wars game. Inside that 
landmark copy will be a certifi 
cate, for one lucky customer, 
good for every product in the SJG 
line-a retail value of $525.00 ... 

yet to release their statement on 
th is matter. 
Some Chaosium news: The Geo 

cultists should have a Superworld 
Companion out late this year. 
Their latest project is an Elfquest 
Companion. They will also be 
working on a Stormbringer-based 
role-playing game about Author 
Michael Moorcock's Runestaff 
series. 

Is West End negotiating for the 
game rights to GEORGE 
MacDONALD FRASER's 
Flashman series? 
AARON ALLSTON has been 

designated the full-time editor of 
Hero Games' Adventurers Club 
magazine. Probably why the next 
issue is late. Hero Games, mean 
while, is working on several 
projects: Enemies III, due any 
month now; a new edition of 
Champions with a new cover; a 
new edition of Espionage!, 
retitled Danger International; and 
the Champions IV supplement, 
due out next year. 
Now that Bunetluest 3 is finally 

out, is Chaosium going to design a 
Thomas Covenant role-playing 
game for West End? 
Rumour reports that publishing 

rights to Eon's games are up for 
sale. West End seems interested in 
Cosmic Encounter and Quirks, 
but Eon feels Borderlands, a dip 
lomacy game, is their best design. 
Eon may be right, but Border 
lands needs a better map and a 
better title. 
KEN ROLSTON reports that he 

will be going to work for West 
End as role-playing games editor 
at the end of the year as soon as 
he finishes a couple of TSR 
projects and the two-part Storm 
bringer module, Trail of the Black 
Sword, for Chaosium that he's 
been working on for two years 
now. 

French Editions of Tunnels & 

Trolls and Grimtootn's Traps are 
out (see "What's New" this issue). 
Should be a shot in the arm for 
financially-troubled Slade-their 
LIZ DANFORTH and MIKE 
STACKPOLE have been free 
lancing quite a bit lately. 
Release of French edition of 

Chaosium's Call Of Cthulhu by 
Jeux Descartes is imminent. Is 
there a German edition in the 
works? 

My favorite song this year: 
Rockwell's "I Always Feel Like 
Somebody's Watching Me" (back 
ground vocals by Michael 
Jackson). 
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The winners of this year's Strate 
gists Club Awards presented 
during the GEN CON Game Fair 
at the University of Wisconsin 
Parkside are: Mayfair's Dragon 
riders Of Pern for Outstanding 
Boardgame; Victory Games' 
James Bond 007 for Outstanding 
Role-Playing Game; Nova's Lost 
Worlds for Outstanding Game, 
Open Category; TSR's AD&D 
module, Ravenloft, for Outstand- 
ing Game PlavAid: Grenadier's Winner to be liable for any taxes 
Fantasv Lords for Outstanding due, etc. 
Miniature Figure Line; and TSR's Schubel & Son announces that 
The Dragon for Outstanding boxed editions of their play-by- 
Gaming Magazine. Congratula- mail games Tribes Of Crane and 
tions to all the winners ... Better StarMaster will be published by 
luck next time, Tadashi. Games Workshop of England. 
Now for the gossip: Ads are out Look for it late this year. 

for Mayfair's DC Heroes role- Sleuth Publications has a 
playing game, but where's the $10,000 reward for the first per- 
game? The mid-level superhero son to solve the mystery of The 
role-playing game was designed by Queen's Park Affair, their second 
BI LL FAWCETT but Rumour set of cases for their Sherlock 
tells me Developer GREG Holmes Consulting Detective 
GORDEN did most of the work. game. The contest ends January 
Mayfair has lined up several prom- 15,1985. 
inent freelancers to work on Is Chaosium designing a Sher- 
modules for the game, notably lock Holmes role-playing game for 
MI KE STACKPOLE (working on Sleuth Publications? 
a Batman module), RAY GREER The Avalon Hill Game Company 
(Atom), and DAVE ARNESON. reports that sales of Runetluest is 
TSR seems to be sinking fast. the highest they ever had since 

Latest rumor has it that their Squad Leader came out years ago. 
bank has placed an operations Any numbers yet? 
man right under President KEV IN Mayfair reports that their dis- 
BLUME, effectively cutting Kevin pute with TSR over the use of the 
off any important corporate deci- Advanced Dungeons & Dragons 
sion-making. No reports of purges tradename on Mayfair's Role Aids 
yet ... Another source reports modules is over. Mayfair's press 
that in the future TSR will not be release announces that, in a meet- 
supporting their slower selling ing attended by the presidents of 
games like Boot Hill and Gang- both companies, an agreement 
busters unless a sudden influx of was reached that will allow May- 
gamer-interest develops. Start fair to continue the use of the 
sending articles on your favorite tradename with certain placement 
role-playing games to The Dragon, and color restrictions. TSR has 




