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DIFFERENT VIEWS 
Send your letters & comments to: 

Different Worlds 
2814-19th Street 

San Francisco CA 94110 

JOIN THE CLUB 
Your magazine has been really 
useful for game information 
and ideas for our club. Issue 38 
has been great for the Call Of 
Cthulhu, Traveller, and Cham 
pions campaigns being run. 
Because of the magazine one 
member is trying to decide 
whether to run a Storm bringer 
or a Palladium campaign. 

The FSU Wargaming Club 
Tallahassee FL 

DO YOU REALLY WANT 
TO HURT ME? 
As a woman gamer I found 
nearly all of Mr. Pulsipher's 
articles on "Women & Gaming" 
(DW#38) to be on the mark. 
However, I do have some addi 
tional remarks. 
He barely mentions women's 

disinterest in wargaming's sub 
ject matter. For me this is a big 
point. Since wargames by defi 
nition focus on amoral killing, 
it's difficult for a woman 
brought up to be nurturing to 
get involved unless it is treated 
very light-heartedly. Add to that 
male b.s. attitudes, ruthless 
competetiveness, and the lack of 
anyone willing to teach strategy, 
it's no wonder most women 

(and many men) don't like 
wargames. 
The worst aspects of war 

gaming's male chauvinism can 
sometimes spill over into some 
gaming universes. The design 
ers of these games have decided 
to ignore historical actualities 
such as crippling taxes, a rigid 
class structure, difficulty of 
travel, paranoia against anyone 
"different," and a brutal selfish 
nobility, yet have retained 
medieval notions as to a wo 
man's place in society. In these 
games, female characters are 
nearly always servants, sexual 
partners of male characters, or 
victims to be rescued from the 
bad guys. It's no wonder women 
drop out of some games. There's 
too much sexism in the real 
world for a woman to want to 
encounter it in a gaming world. 

Finally, Mr. Pulsipher men 
tions society-induced passiveness 
as a reason women might not 
play games, and implies that a 
woman need merely work a 
little harder to compete. T'ain't 
necessarily so. In role-playing at 
least, full participation requires 
free expression of ideas and 
comments. In a recent study it 
was found that in conversations 
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between men and women who 
knew each other slightly, 75% of 
the interruptions came from the 
men. When the couples knew 
each other well, the figure 
jumped to 95%. I still remember 
one frustrating game where I 
tried five times consecutively to 
make a point, and each time I 
was interrupted by the male 
players. Is it any wonder I final 
ly gave up? (By the way, further 
interruptions noted that the 
men rarely interrupted each 
other.) I suggest that for women 
to get as much enjoyment out 
of the game as men, a conscious 
effort must be made by the 
players (backed by the full 
authority of the gamemaster) to 
let everyone speak their peace. 
For women who have been 

subject to this rudeness of con 
stant interruptions, I suggest 
taking over the job of game 
master. It's wonderful how men 
start listening to you when the 
Ii ves of their characters may 
depend on it. 

Diane Grier 
Port Angeles W A 

WISHING WELL 
Two months is a remarkably 
fast period to relocate a maga 
zine. I congratulate you on your 
speed. 

David Dugger 
Talahassee FL 

DITILLIO REVIEWS & 
GAME CREDITS 
Larry DiTillio's review of Toon 
which appeared in DW#38 was 

so flattering that I am chagrined 
to point out even the most 
minute of errors. The simple 
fact is that most of the facets of 
Toon which DiTillio liked best 
were the contribution of Warren 
Spector, the game's developer. 
They include the "Fifty Percent 
Rule," the exhortations to the 
players, and most of the game's 
atmospheric writing. I am a 
believer in the "auteur theory" 
of game criticism, which holds 
that a designer should be held 
largely responsible for his 
games, regardless of the contri 
butions of others. Nonetheless, 
Warren's contribution to Toon 
was so great, so pervasive, and 
of such high quality that I can 
only be embarrassed when the 
game is praised so highly and 
its success attributed to me. 

Greg Costikyan 
Jersey City NJ 

In DW#39, Larry DiTillio 
reviewed our adventures of 
Octopussy and You Only Live 
Twice. We appreciate Mr. 
DiTillio's well thought out 
opinions and would not think 
to refute anything he wrote but 
we do want the right person to 
get credit for the design of the 
adventures. Both adventures 
were designed by Neil Randall, 
one of our best freelancers. He 
was mistakenly identified as 
Neil Sullivan in the review. 

Robert Kern 
Victory Games 
New York NY 
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EDITORIAL 
The 

Adventurer 

AVAILABLE THRU 
SLEUTH 

You are reading the first issue 
of Different Worlds produced 
entirely at Sleuth Publications, 
Ltd. The last issue, though dis 
tributed by Sleuth, was 80% 
produced at Chaosium, Inc. 
During the magazine's tenure 

at Chaosium, we noticed that 
there were a good many garners 
who lived In-what we af 
fectionately termed-the 
"boonies" and who did not 
have access to a nearby game 
store where they could pick up 
new games and accessories as 
well as the old classics and 
those from obscure little pub 
lishers. For those unfortunates 
Chaosium therefore had a little 
mail-order catalog to announce 
and make available its new pro 
ducts as well as whatever was in 
print of the old. But it did not 
have an extensive mail-order 
program. 

Sleuth, on the other hand, has 
been selling an extensive line of 
Sherlock Holmes games, books, 
and associated paraphernalia for 
many years. Among the miscel 
laneous trinkets they have avail 
able are Sherlock Holmes book 
marks and Tvshirts, maps of 
London, other mystery books, 
puzzles, and games. Sleuth's 
main selling vehicle is Sleuth 
Times, a Sherlockian irregular 
that includes a large ·catalogue 
section. The latest issue can be 
gotten for $2 postpaid thru 
Sleuth Publications, Ltd., 2814 . 
19th Street, San Francisco CA 
94110. A 4-issue subscription is 
available for $6. 
Henceforth, for those unfor 

tunate enough to live far from a 
game store and willing to pay a 
little more for mail-order ser 
vice, Sleuth is making available 
thru Different Worlds many of 
the new games announced in 
the "New Games" column as 
well as many of the games fea 
tured in its articles and reviews. 
Use the order form on the insert 
card or on p. 39. As an addition 
al service, related books and 
games of special interest to 
garners and armchair adventur 
ers will also be made available. 
Look for them under the 
"Adventurer's Library" banner. 
Let me tell you a story from 

Sleuth's mail-order department 
about a fan of the author Sax 
Rohmer who was looking for 
the book Master Of Villainy: 

A Biography of Sax Rohmer 
(available thru Sleuth, order 
POP-032·8, $10.00) who had 
req ues ted his local book s tore to 
order it for him. When he called 
a month later, the store claimed 
it had lost the order (euphemism 
for "forgot") and would try 
again. When he called a month 
after that, the store said the 
publisher wasn't in their corn 
purer data base and they 
wouldn't be able to make the 
order for him. The luckless un 
fortunate finally called the 
publisher directly. He was told 
that the last twenty copies of the 
book were shipped off to Calif 
ornia that morning and that a 
reprint won't be available for 
several months. Crestfallen, yet 
determined, the fan asked where 
the books were sent. He was 
told they were shipped to Sleuth 
Publications, Ltd., and was 
given the phone number that 
was on the purchase order. He 
immediately called Sleuth and 
ordered the book. Before the 
dumbfounded person who an 
swered the phone could say any 
thing (Sleuth had yet to adver 
tise the book and the shipment 
had not arrived yet either, of 
course), the caller explained his 
little adventure in tracking 
down the last known copies 
available and could Sleuth 
ship the book as soon as it 
arrived? It was, and Sleuth had 
another satisfied mail-order 
customer. 
Happy gaming, 

Coming next issue 

The Adventures of 
DOC SAVAGE 



plate hauberk plus greaves, and 
a cloak. Hi' holds a large round 
shield and a spare' javelin in his 
left hand, and is throwing a 
javelin with his right. 
The Issaries Adventurer (109) 

holds a large two-handed club. 
He has a full Creek helm push 
ed up so you can see his face; 
his armor is hidden in his tunic 
arrd cloak, but he has greaves 
on his legs, A large' round 
shield is slung over his back 
and he has a sword sheathed at 
his waist. 
The Chalana Arroy Adven 

turess (110) wears leather armor 
with greaves but no helm, and 
carries a shield and staff. This is 
a cult of healers and thus is not 
heavily armored or weaponed. 
It's a lovely figure. 
The Llankhor Mhy Adven 

turer (201) is another Viking 
type in an open helm (but 
without horns) and chainmail. 
He has a short sword and round 
shield and carries a bow over 
his back and a profusion of 
pouches around his body. 
The Non-Cultist Adventurer 

(210) is heavily armored in full 
Greek helm, plus hauberk and 
greaves. He carries a large' 
round shield and is hefting a 
broadsword. 
The Baboon Adventurer (206) 

is an example of one of the 
intelligent nonhuman raCE'S of 
Glorantha. Like' his human 
counterparts. the baboon wears 
an open helm and chainmail 
and is armed with a two-handed 
spear. 
Similar is the Duck Ad 

venturer (207), whose he-lmer, 
breastplate, shield and sword 
are cut down in size to match 
his diminutive height. 
The Dark Troll (102) is 

modeled on an ogre theme, a 
large heavyset human-like 
figure with a large nose and 
fang-like teeth. He wears a 
plate hauberk but no helmet, 
and carries a heavy one-handed 
axe and round shield. 
The Ral Partha adventurers 

are box 10-401, which includes 
ten full-size figures and six tiny 
familiars. The first two create 
an amusing irony-while Troll 
kin is using the cover painting 
from the third edition of Rune 
Quest, on its blister paoks, 
which shows two adventurers, a 
man and a woman, Ral Partha 
has sculpted the two adveruure-rs 
and included them inside its 
box. The man wears studded 
leather armor (01' brigandine, 
it's hard to be sure) plus scale 
for the chest and abdomen, and 
bracers and greaves, with an 
open helm. He carries a round 
shield and broadsword, with a 
sheath OWl' his back, and a 
dagg!'!' and hand axe at his belt. 
This figure is a good e-xample 
of the mixtures of armor depict- 

€'d in the RuneQue.~t'ni.ksfoF 
greater fed of 
woman wears ahou 
amount of armor, including' 
scale' basic protection with 
bracers and greaves. She' has no 
shield because she uses a.two 
handed spear. She WOI.1d actu 
ally be wearing a helmet in (he 
field, but this was left off for 
prettiness in the painting to Jet 
her long hair flow, and the 
miniature follows suit. 
The Barbarian Adventurer has 

a Iine Ce ltir look in the face, 
clothing, and headband and 
armbands. He wears a light 
leather armor and cloak and has 
a broadsword without shield, 
This would make a fine thief or 
rogue figure. The;' Oloranthan 
Adventurer, on the other hand, 
is heavily armored in a mixture 
of armor types and open helm. 
He carries an ornamented round 
shield and a stvlized sword that 
looks a bit like a long spear 
head on a handle. 
The remaining human is a 

sorcerer, regally dressed in 
formal robes and cloak with a 
jeweled clasp, and wearing what 
is either a fancy hat or a 
coronet. He holds a staff in his 
left hand while gesturing with 
his right. This is a nicely 
sculpted figure, although I feel 
that a RuneOuest sorcerer is 
going to be mort' heavily armed 
than its D&D equivalent. While 
the RuneQuest rules penalize 
mages who an' heavily encurn 
be-red while casting spells, they 
also permit mages to train with 
weapons. With this figure goes 
a choice of six familiars: a 
snake, a rat, a frog, a bird, a 
monkey, and a cal. It's a nice 
extra feature. 
The box contains two elves, a 

male and a female. Thev an' 
lightly equipped and ar~on'd, 
in what is probably light leather 
(the male also has a chain mail 
shirt). The female is in the 
process of drawing her sword. 
The male has just shot an arrow 
from his bow. 
The dwarf, as you would 

expect, is fully armored in a 
suit of chainmail and an open 
helm. He: holds an ornamented 
two-handled bauleaxe. The 
duck wears a lighter outfit of 
chainmail and open helm, and 
carries a buckler and a short 
sword. The dark troll is modeled 
on a more porkine source than 
the Citade-l equivalent. He 
carries a large spiked club over 
his shoulder and has his round 
shie-ld still slung at his side, 
apparently expecting no im 
mediate trouble. He wears an 
open helm and plate hauberk. 
The inspiration for this figure 
seems to be the dark troll car 
toons from Wynns Footnotes, 
with strength and dignity added. 
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METAL 
MARVELS 
To paint & play with 

By Ral Partha and 
Trollkin Forge 

Reviewed by 
John T. Sapienza, Jr. 
Competing lines of "Official" 
figures from two competing 
companies may be a bit confus 
ing at first, but they are easily 
explained. The figures sold by 
Trollkin Forge in individual 
blister packs bearing the cover 
painting from the Avalon Hill 
Game Company edition, for 
$1.39 each, represent inhabitants 
of the world of Glorantha. This 
is why most of the adventurer 
figures are identified by the 
name of Gloranthan cults 
featured in the second edition 
volume, Cults Of Prax. (This 
material will be released for the 
third edition of RuneQuest in a 
supplement called Gods Of 
Glorantha.) The figures were 
made by Citadel in Britain 
under license hom Chaosium, 
and are now being imported 
and sold by Trollkin Forge. I 
don't know the sculptor. 
The Ral Partha figures are by 

Bob Charette, and are under 
license in the U.S. There are 
now two boxes costing $9 each, 
one of monsters and one of 
adventurers. This time we'll 
look at the adventurers, and 
save the monsters for a later 
column. Both lines of adventur 
ers are in the same 25mm scale, 
and thus the two complement 
each other more than compete. 
You might as well ignore the 
labels and choose figures by 
what you like. 
Speaking generally, the Troll 

kin figures have a Greek flavor. 
This is because Glorantha is 
modelled on the Bronze Age 
cultures, and Greek armor and 
weapons fit the description. The 
Ral Partha figures, on the other 
hand, are not set in a particular 
cu lture and thus art' more 
generalized. Both are done with 
pleasing skill and attention to 

detail, are well cast with a 
minimum of flash, and deserve 
a dose look by RuneQuest 
players. 
The;' Daka Fall Adventurer 

(101) in the Troll'kin line stands 
holding his spear up in 
challenge, as he holds his round 
shield at the ready. He wears 
chainmail, cloak and bOOIS, 
with a SWOl'd sheathed across 
his back. His helm is crowned 
by a tall pair of antelope horos. 
The Storm Bull Adventurer 

(102) holds a one-handed axe 
and round shield and wears 
chainmail and a helm with two 
short horns. and looks basically 
like the traditional Viking. He' 
has a sheathed sword at his belt 
and a hafted weapon over his 
back that may be' a two-handed 
axe. A typical adventurer, he 
carries many sacks and pouches. 
(This is typical of Citadel fig 
ures.) 
The Waha Adventurer (103) is 

back to the Greek theme in 
helmet design, with chainrnail 
plus bracers and greaves. HE' 
carries a one-handed axe and a 
crescent shield. 
The Eiritha Adventuress (104) 

is full dressed but lightly ar 
mored, with a chainrnail shirt 
plus greaves, and is armed with 
a hefty two-handed bauleaxe. 
The Hurnakt Adventurer (105) 

wears a full Greek helm and a 
round shield slung over his 
back. He holds a rather short, 
heavy two-handed sword. He 
has chain mail plus bracers and 
greaves. 
The Seven Mothers (Lunar) 

Adventurer (106) has a round 
shield and very thick scimitar 
(you can always file it thinner it 
you want). He wears chainrnail, 
a flat helmet, trousers and cloak. 
He has a short bow and quiver 
over his back. 
The Pavis Adventurer (107) 

wears a full Greek helm, chain 
mail, bracers and greaves. tHe 
wears backpack and pouches 
and a small round shield, and is 
swinging a two-handed axe. 
The Yelrnalio Adventurer 

(108) wears an open Greek helm, 



RuneQue!jlt comes in three editions: the Player's Box 
($20), the Gamemaste 's Box ($25), and the Deluxe 
Edition with both ($38). 

The Player's Box contains a unified, consistent 
roleplaying game system: 42 adventurer occupations 
from 4 cultures, 7 Non-Human adventurer types, 11 
armor types, 80 weapons, and over 150 spells. 

The Gamesmaster's BQX contains more on adven 
tures RuneQuest-style: three books on creatures, 
gamemasterS & Gtoranl'tta, plus a super full-color map. 

The Avalon Hill Game Company MI1 
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STRATECY 

©1984 Baltimore, MD All Rights Reserved 

Rune(1uest is CMaosium's trademark .0""'" for its fantasy role-playing game ,n,. )'~. I 
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18.e the courageous knight on a bold quest 
into the unknown. Be a wolvish barbarian 

exploring the strange realm of civilization, or 
a wiley thief, stalking over rooftops. Be a far- 

travelled merchant or an exiled nobleman on a 
rightous mission. This is RuneQuest! 

RuneQuest is here! Over seven years of play testing 
brings the award-winning game from The Avalon Hill 

Game Company. Not just a revision, 
RuneQuest gives you more: 3 magic 
systems, new skills, new spells and 
new combat rules. In addition, the 

world of Glorantha is separate 
from the RuneQuest system, 

opening up new worlds of 
adventure & magic for 

fantasy garners! 

Just Out ... 
Monster 
Coliseum 

To order with 
credit card, 

call Toll Free 
800-638-9292 



SECRET SOCIETIES PART 4 

THE 
CHINESE 

SECRET SOCIETIES 
By E.S. ERKES 

No nation has produced as many secret societies as China. The number and 
variety of organizations, even the ones we know of, are staggering. Their 
names, in English, are striking, fantastic, even delightful: Reflections of 
the Green Lamp, Crouching Tiger Society, Harmony within the Multi 
tude, Milky Way Sect, Cow's Head Society, the Flying Dragon Mountain. 
In the general period from 1890-1930, it was almost impossible to keep 
track of the different societies, particularly in the large urban centers: A 
famous group called the Red Spears gave birth to offshoots like the White 
Spears, the Yellow Spears, the Black Spears, and so forth. To study the 
Chinese secret societies, it would be best-and necessary, to do the subject 
justice-to take all of them as a group. 

Secret societies had seemingly al 
ways existed in China. A well 

known group called the White Lotus 
could trace its origins to the 12th cen 
tury AD, and almost certainly other 
groups had preceded it. China, after all, 
was the very model of a society where 
secret societies could thrive: A huge 
kingdom ruled centrally by a faraway 
dynasty; socially it knew only the strict 

orthodoxy of Confucianism, which 
governed all relations between people, 
including and especially family rela 
tions. In such a rigidly stratified world, 
secret organizations were bound to ap 
pear, and they did: For centuries in 
China, these groups represented not 
only the lone political opposition to 
the ruling dynasty, but also the only 
sources of non-Confucian thought and 

behavior. Feminism, for example, be 
came an orthodoxy of its own for the 
societies, because the servile role of 
women in Chinese society was so firmly 
defined by Confucianism. 
The 19th century saw the country 

ruled by the unpopular Manchu 
dynasty, and it was around this time 
that the secret societies began to grow 
in size and militancy. By about 1840, 
peasant revolts, usually incited by one 
of the secret societies, were regular 
occurances. The Manchus began to 
persecute certain of the societies 
without great effect. It was at this 
approximate time that the single 
greatest catalyst for the growth of the 
societies began. 
That the ruling dynasty was foreign 

-Manchus, and Manchuria, are not 
Chinese-had made the Chinese sensi 
tive to the presence of foreigners. But by 
the midpoint of the century, China was 
being flooded with foreigners from the 
West. Trade in opium and every other 
conceivable commodity had brought 
thousands of Westerners into the 
cou n try. Missionaries es ta blished 
Christian churches and began trying to 
convert the populace. Cities grew 
uncontrollably with the trade as 
millions of poor peasants moved into 
them; most typical was Shanghai, 
which became known as the "Chinese 
Chicago." Innumerable secret societies 
formed in Shanghai. 
Obviously, each of these societies was 

different in some way from the others, 
so it's not possible to be too specific 
when discussing them as a whole. But 
there were enough general character 
istics to make note of: For example, 
amulets of invulnerability were com 
mon. These amulets were usually 
inscribed with the names of various 
deities and star-spirits, and it was not 
uncommon for bearers to charge at 
gunfire. Mysticism varied with each 
group: Generally speaking, the greater 
the amount of Buddhist influence on a 
society, the more prone it was to invoke 
the supernatural. 
One almost constant characteristic 

was the extremely ceremonial character 
of secret society functions. The initia 
tion ceremony for the Triad (also 
known as The Society of Heaven and 
Earth), the largest of China's societies, 
goes on for dozens of pages. An 
incredible variety of oaths for an 
incredible variety of social situations 
had to be memorized. Perhaps the most 
optimistic was a series of quatrains to 
prevent Triad members from being 
robbed or attacked while traveling on 
foot at night. 
The secret forms of communication 

in the Chinese societies are as extensive 
and complex as any in the world. The 
following is an actual method of 
recognition used by the Triad in the 
early 1920s: 

..:.. 

" 
Europeans fleeing from the Boxers. 
Illustration from the Shanghai newspaper Tung-men Houi-p ao. 

6 Different Worlds 



When carrying a stick or umbrella 
between the first and the 20th of the 
Chinese month one finger should be on 
the side of the stick to the front, but 
from the 21st to the end of the month 
two fingers should be to the front. 
There was an elaborate method of 

communication with the arranging of 
teacups. And also with offering cigar 
ettes and matches (or in some instances 
opium pipes), a complex hand-sign 
language, and a peculiar slang ("to 
wash the body" meant to kill, "to wash 
the face" meant to behead, and "to lure 
into the great sea" meant to kill by 
drowning). 
The most famous of the Chinese 

secret societies were the Boxers, or more 
properly, the Righteous Harmony 
Fists. The Boxers sprang up in, North 
China in the 1890s, taking their 
membership from the dispossessed and 
resentful peasantry in that area, and 
directing their hostility at the Western 
foreigners, particularly the missionar 
ies. The Boxers achieved huge numbers 
with the probable help of the Manchu 
authorities; unlike the other societies, 
the Boxers cooperated with the dynasty 
against the Westerners, a move which 
sometimes led to violent clashes with 
rival societies. 
The Boxers got their name from their 

alleged training methods. They were 
said to have performed the motions and 
gestures of boxing for several days 
before their full initiation into the 
order; these exercises were supposed to 
prepare them for the killing and 
hunting-down of foreigners. Ulti 
mately, the story went, the training was 
supposed to enable them, at some point 
in the future, to "become proficient in 
the magical methods by which the 
wind and the rain are summoned, 
clouds are made to disperse, and mists 
to disappear." In addition, youthful 
members of the order were often 
hypnotized ceremonially. Chain letters 
were given to neutral peasants, with the 
notice: 
If you can copy this ten times and give 

the copies to others, your whole village 
will be safe ... If you do not copy, you 
will be killed. 
Equally important to the Boxers was 

the dissemination of anti-Western 
propaganda. Stories circulated to the 
effect that foreigners, especially priests, 
mutilated the eyes and intestines of 
Chinese children; since there were so 
many orphanages run by Western 
missionaries, this was a potentially 
explosive charge. Other tales asserted 
that the foreigners were practicing 
hideous and demonic forms of al 
chemy; given the ancient Chinese 
traditions of alchemy, this was another 
potent rumor. The societies themselves 
are known to have in some cases used 
alchemy and other rituals: Blood 
drinking was a common element in 

most initiations; the Triad was en 
amored with numerology, and gave 
"sacred properties" to various num 
bers; many societies retained their own 
mediums and fortune-tellers. These 
aspects of the Chinese societies always 
remained hidden to the public. 
The Boxers' greatest surge in popu 

larity came in 1898, after four imperial 
powers-Britain, France, Germany, 
and Russia-had secured permanent 
military bases to protect their commer 
cial activities. At this point the Boxers 
deviated from the usual practice of 
attacking Christian churches and 
expanded their choice of targets: Now 
they attacked factories, telegraph 
intallations, and every other kind of 
Western technology they encountered. 
To the Boxers, technology represented 
the most available symbol of Western 
domination, and so it was a logical 
target; in addition, technology was in 
direct conflict with the traditional 
secret-society mysticism. 
Having achieved huge numbers, in 

1900 the Boxers occupied Peking and 
laid seige the city. The uprising was 
brought to a predictable end by an ex 
peditionary force from the Western 
powers, who afterward imposed a huge 
indemnity on China. The only lasting 
effect of the Boxers was the expansion 
of the popular base of secret-society 
membership. 
The Boxer Rebellion had politicized 

the societies as never before. Several 
others aided or joined with the Boxers 
in the effort, and many others were 
generally favorable towards the Boxers; 
the expulsion of foreigners was a com 
mon goal. The cooperation of the secret 
societies would occur again when the 
Manchus were finally overthrown in 
1911, during the Japanese occupation 
from 1931-45, and at the time of the 
Communist revolution in 1949. 
The other great trend for the societies 

in this century has been their increas 
ing association with organized crime. 
This inclination has been ever more 
significant, because it created ties to 
overseas Chinese, thereby enabling the 
societies to survive the onset of Com 
munist rule in Mainland China. They 
still exist today within China, but in 
greatly truncated forms. From time to 
time Communist newspapers still print 
reports of "counter-revolutionary sects" 
that persist in keeping superstition 
alive. From the information available, 
the few still active engage for the most 
part in healing and mysticism. The 
Communist authorities attempt to link 
the societies to the Taiwan government, 
a charge which almost certainly has no 
truth in it. When discovered, the socie 
ties are ruthlessly suppressed, and it is 
safe to say that the day of the secret soci 
ety in China has passed. As for the large 
communities of non-Communist Chi 
nese in Hong Kong, Taiwan, Singa- 

pore, and elsewhere, it is said that the 
societies have survived and are still in 
existence. But we know almost nothing 
about how they operate, or to what de 
gree they have become ordinary organ 
ized-crime families; we can only 
speculate. 
The Chinese secret societies are im 

portant for their variety and openness; 
an average Chinese in the early part of 
this century, assuming he lived in a 
fair-sized population center and was 
opposed to the Manchu dynasty, could 
have chosen from an enormous variety 
of organizations. Each of them would 
have its slight differences from the 
others, each would have its own code 
and secret language, each would be 
radical or social or mystical depending 
on its outlook. If there were only a 
regional grievance, he could join 
groups like the Red Beards, who fought 
the Russians in Manchuria, or the 
Black Flags, who fought the French in 
Indochina. If he was a professional 
criminal, there were societies formed by 
people like himself solely for criminal 
activities like the opium trade. Or, he 
could simply be initiated into his 
father's society when he came of age, as 
was common. 
The Chinese societies were also prob 

ably the most historically significant of 
any country's. Because they were so 
pervasive their influence was highly 
visible: The first strikes in Chinese his 
tory were organized by the societies. 
Almost all peasant revolts in modern 
China were instigated by them. The 
openness leads one to speculate about 
how much we really know about the 
societies. 
For adventure campaigns, the Chi 

nese societies were would be ideal for a 
scenario involving secret societies with 
in secret societies: characters would 
investigate one group only to find 
another concealed within it, with the 
process only ending at the storyteller's 
discretion; an imaginative one could 
create a fascinating and confounding 
scenario based on this premise. 
Generally, a gamemaster could fit a 

Chinese group into almost any real 
world scenario: Given their extensive 
history and worldwide geographical 
reach, they could be realistically 
brought into any situation. It would 
probably be best if the gamemaster left 
them on the fringes of the action, if 
only to avoid comparisons to kung-hi 
movies which would inevitably devel 
op if a Chinese society were in the 
center of, say, a Mercenaries, Spies and 
Private Eyes campaign; these, like all 
secret societies, are most effective and 
most menacing when seen only dimly. 
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venturing in the Worlds of 
R.P. LOVECRAFT 

Part I: The Cthulhu Mythos 
By Keith Herber 

Illustrated by Reed Stover 

potential for a terrifying confrontation 
with the unknown may lie in a situa 
tion as innocent as the reading of a 
moldering book recently discovered in 
the locked, rare-book collection of the 
local university's library. 

Knowledge of the situation facing 
someone in a Call Of Cthulhu adven 
ture is of primary importance. as many 
of the outre beings and monsters are so 
powerful as to be nearly indestructible 
to 'normal' means. A cryptic spell may 
be required to hurl the being back to its 
outer realm, or a specific object needed 
to destroy the thing. More often the in 
vestigators will simply learn how to 
avoid the worst of the situation and 
may be able to do no more than seal off 
the beasts' lair or destroy only the smal 
lest. most active part of an insane and 
inhuman cult. To gain this necessary 
information the individuals may find it 
necessary to refer to such ancient and 
ungodly tomes as the dread Necro 
nomicon, written in 730 AD by the mad 
Arab. Abdul Alhazred; or the forbidden 
Book of Eibon, attributed to a great 
wizard thought to have once lived in 
now lost and forgotten Hyperborea. 
Still darker secrets may lie hidden in 
the questionably-translated Pnakotic 
Fragments, hinted at by some to be of 
pre-human origin. These books hold 
some of the vague and near-incompre 
hensible secrets of the Cthulhu Mythos 
-rumors of alien races and beings that 
roamed the planet before the coming of 
human life and prophecies that hint 
these things will once again claim the 
Earth their province. slaughtering and 
destroying all of mankind in a not too 
distant future "when the stars are right." 

H.P. Lovecraft was born in 1890 and, with the exception of a short stay in 
New York, lived his entire life of forty-seven years in his native Providence, 
Rhode Island. Dwelling with one or the other of his two aunts-his only 
living relatives-he passed a near-pauper's existence, subsisting on a 
dwindling patrimony and earning most of what little money he did as a 
free-lance revisionist for other authors. Over a period of twenty years 
(1917-1937) he produced, under his own name, a mere fifty stories of 
varying lengths, a number of which did not even see publication until after 
his death. Relegated to the pages of the 'pulp' magazines of the era-such 
as Weird Tales and Astounding Stories- Lovecraft found difficulty pleas 
ing even those editors. Discouraged by their frequent 'rejections,' he wrote 
less and less as he grew older, at the same time continuing to critique the 
work of other, less experienced authors while maintaining a regular corres 
pondence with over fifty individuals including Robert E. Howard, Clark 
Ashton Smith, Robert Bloch, August Derleth, Fritz Leiber, C.L. Moore, 
Frank Belknap Long, Henry Kuttner and others. Many of these younger 
writers had first written to HPL as fans praising his work and while a 
number of them went on to far greater heights of fame and success, they 
have all at one time or another acknowledged their debt to his work. Even 
successful authors of the day such as Stephen King and Ray Bradbury 
speak of their regard for the "Rhode Island recluse." Nearly fifty years after 
his death his collected works are still published by Arkham House and 
have been frequently reprinted in the paperback collections and antholo 
gies of horror as his posthumous fame continues to grow. While dis 
paraged by such notable critics as Edmund Wilson and Isaac Asimov, 
Lovecraft has also been hailed by figures as eminent as Jean Cocteau and 
Stephen Vincent Benet. In Lovecraft's own opinion, he wrote but one 
"good" story in his entire career, that single tale "The Colour Out of 
Space." Despite the wide variance of opinion regarding his work, to writers 
and aficianados of the weird, the phrase is: "Poe and Lovecraft." 

I n 1981. Chaosium released the ad 
venture role-playing game Call 

Of C thulhu designed to allow its 
players to explore the eerie worlds 
created by H.P. Lovecraft and to un 
cover the mysteries surrounding what 
has come to be known as the Cthulhu 
Mvthos. Adventure has a different 
meaning in this game and refers not 

only to action and physical risk but also 
to the danger that comes from delving 
too deeply into mysteries perhaps for 
bidden to the knowledge of mankind. 
There certainly exist many possibilities 
for excitement while prowling about 
ancient and sinister houses or while 
uncovering a secret and degenerate cult 
armed with the latest weapons. but the 
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This knowledge, while invaluable to 
those who would explore the Mythos, 
does not however, come without its 
price. As an individual learns more and 
more of the frightful secrets hidden in 
blasphemous books and among the 
shards of collapsed, non-human civili 
zations, the devastating truth of man 
kind's infinitesimal role in the cosmos 
and his ultimate fate in time and space 
begins to impinge upon the person's 
mind, ultimately affecting his sanity. 

The idea of an individual's sanity is 
unique to the Call Of Cthulhu game 
and is particularly effective in simula 
ting the growing feeling of lurking 
dread and fear that so strongly pervades 
all of Lovecraft's stories. As the players 
discover more and more of the secrets of 
the Mythos their sanity begins to de 
crease proportionate to the specific 
amount of knowledge they have gained. 
Large sudden losses of sanity can cause 
a player to lose his mind, the possible 
results of this running the gamut from 
tern porary insanity -expressed as 
mildly as a short spell of fainting-all 
the way up to a major psychotic break. 
Permanent residency in a padded cell is 
the only possible future for a character 
who suffers this last described mental 
breakdown. Some other, milder forms 
of insanity are long-lasting but can be 
cured by the successful use of psycho 
analysis, one of the many skills avail 
able to investigators of the Cthulhu 
Mythos. 
One of the major precepts employed 

by Lovecraft to his own writing was 
that the "weird" story should reflect a 
very normal situation with the sudden 
and unexpected intrusion into this set 
ting by a single violation of natural law . 
The characters of Call Of Cthulhu live 
in such a world. Set in the 1920s, the 
players take the roles of reporters, jour 
nalists, scientists, or others, each pos 
sessing a range of personal and pro 
fessional skills that are, to an extent, 
chosen by the player himself. Such 
characters are usually drawn from the 
Mythos by a variety of devices-an 
archaeologist may chance upon a frag 
ment from a pre-human culture as yet 
unrecognized by science; a reporter 
called to the scene of a murder may dis 
cover startling evidence ignored by the 
police in the form of a slimy track that 
leads to the edge of a nearby wharf; an 
old friend disappears suddenly then 
turns up a raving lunatic that must be 
confined for his own safety; a character 
discovers an old family diary that hints 
of certain 'oddities' in his or her own 
blood line. Beginnings such as these 
will usually lead the adventurers to un 
cover deep mysteries and begin for 
them careers that will lead them to dis 
cover dark secrets as yet unguessed at by 
the vast majority of mankind. 
There are no material rewards for 

those who choose to risk their lives and 

minds discovering the eldritch horrors 
hidden in the darkest corners of the 
world. There are no caches of treasure 
that await discovery by fearless and in 
trepid explorers, nor does fame and 
glory come to those who should defeat 
some being from 'outside.' Those indi 
viduals who would speak publicly of 
what they have learned will soon find 
themselves ridiculed or even worse. 
Exploring the Cthulhu Mythos is a 
more or less solitary pursuit, small 
groups of adventurers only rarely 
coming into contact with others who 
may have some knowledge of the 
Mythos' secrets. Even these individuals 
are usually unwilling to speak too 
freely of what they know and some, 
having lost their minds, may prove to 
be actual worshipers of the hideous 
Other Gods or Great Old Ones. Those 
who would choose to learn too much 
about the Mythos are driven mad, any 
one gaining near complete knowledge 
losing all of his sanity permanently. 
The only motivation to continue the 
exploration of these mysteries is that of 

human curiosity; a desire to know the 
truth, regardless of the cost. This 
motivation is common to both the 
players of the game and the protagon 
ists of the stories. 
As mentioned before, actual confron 

tation with the awful beings of the 
Mythos can be extremely hazardous 
even the least of the 'terrestrial' mon 
sters being a fair match for the average 
single, armed adventurer. Greater 
horrors exist in the form of highly 
intelligent alien beings of terrible as 
pect and native dimensions outside our 
own, a circumstance that often renders 
them nearly immune to earthly wea 
ponry. The most terrible entities in 
clude the Great Old Ones, extra-terres 
trials of cosmic age and immense power, 
so awful that all one can hope to do is 
escape from them with some of his 
mind left intact. Direct conflict with 
the monsters of the Mythos is not only 
dangerous physically, but also psycho 
logically as sanity losses, similar to 
those charged for gaining actual know 
ledge of the Mythos, are often suffered 
when facing these things. These lost 

sanity points can be regained by defeat 
ing the being confronted, but this is not 
al ways possi ble and those who insist on 
continually trying to solve these adven 
tures strictly by force will be short-lived. 
There is room-and a definite need 
for the individual skilled in firearms as 
insane or otherwise devolved humans 
are often encountered within the course 
of an adventure; but unless the charac 
ters are backed up with a certain 
amount of appropriate knowledge and 
preparation, they will be ill-equipped 
to deal with the awesome, unfathom 
able horrors that usually lurk near the 
center of the mystery. 
Lovecraft regarded his writings as 

excursions into what he called "cosmic 
horror" as opposed to the type exem 
plified by the term "Gothic horror." 
Although adventures involving were 
wolves, vampires, ghosts, and other 
such 'normal monsters' can and have 
been incorporated into Call Of Cthulhu 
adventures, the game is perhaps best 
when confining itself to exploring the 
particularly unique creations of H.P. 
Lovecraft and the growing number 
of writers who continue to contribute 
stories, ideas, and various gods and 
creatures to the Mythos. A confronta 
tion with one of the more earthly and 
mundane creations of horror fiction 
might be frightening-or truly terrify 
ing-but, in the tradition of this type of 
fiction, the adventurers may be expected 
to act in a heroic manner, destroying 
whatever great evil has confronted and 
threatened them. This is not so in Call 
of Cthulhu-the greatest of the beings 
of the Mythos are so powerful and so 
alien as to nearly transcend human 
understanding. They are certainly 
inimical to mankind, but distant, per 
haps without any real conception of 
our existence at all. Additionally, it is 
difficult to appear heroic while run 
ning, screaming, from a dark, hidden 
hole in the side of a hill; or when dis 
covered curled up in front of a decaying 
tomb, in a fetal position, drooling and 
babbling nonsense. Lovecraft's horrors 
are far stronger and less easily-faced 
than those monsters faced in the stories 
of many other authors. 
Among HPL's numerous creations 

were the Deep Ones-scaled amphi 
bious beings that live in offshore col 
onies, the most significant of these 
located on a dark reef off the coast of the 
decaying Massachusetts town of Inns 
mouth. The people of this town are 
possessed of blood tainted by that of a 
degenerate cult of Polynesians, brought 
back to this place decades ago by a local 
sea-captain who had made strange dis 
coveries around the distant island of 
Ponape. As these individuals pass 
maturity they begin to develop the 
scales and gills of the aquatic Deep 
Ones, eventually returning to the sea 
where they may reside, without dying, 
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awaiting the time when the black city 
of R'lyeh will rise from the slime of the 
ocean's floor and dead Cthulhu will 
awake to stride forth once again. Love 
craft also wrote of the ghouls-dog-like 
beings that inhabit the older cemeteries 
of the world where their fetid and stink 
ing tunnels lace the ground beneath the 
graves from which they obtain their 
unwholesome fare. He also wrote of the 
Old Ones who somehow, in a distant 
past, winged their way across the aether 
of space to arrive on the barren planet 
of Earth, here to begin the creation of a 
race of a slave beasts and other life 
forms which, through evolution, may 
have given rise to the human species. 
Dark gods, such as Nyarlathotep, have 
visited the Earth at different times and 
places, sometimes to head a cult in 
ancient Egypt in the form of Thoth, or 
another time in the guise of Satan, LO 
persuade and lead the witch-cults that 
once proliferated in Europe; and still 
later, in the 20th century, where it is 
said that he has revealed certain 'secrets' 
to specific individuals-all in response 
to the wishes and desires of the blind 
god, Azathoth. 
Lovecraft obtained much of his in 

spiration-and occasionally even a 
complete story-from exceptionally 
vivid dreams that he had been subject 
to ever since childhood. Beings such as 
the rubbery and faceless Nightgaunts 

were the product of childhood night 
mares while some adult, complete tales, 
such as the "Statement of Randolph 
Carter," came to him in his sleep. Be 
fore Lovecraft came to write the stories 
later known as the Cthulhu Mythos, he 
penned a series of tales dealing with his 
dreams finally culminating in a novel 
called The Dream Quest of Unknown 
Kadath. In this story a sleeping Ran 
dolph Carter enters and explores the 
Dreamworld, a place wherein live 
many creatures of fantasy and myth. 
While exploring the darker corners of 
this land he encounters a number of the 
deities later made famous by the 
Cthulhu Mythos stories. The world of 
dreams has so far been only lightly ex 
plored in the Call OfCthulhu game but 
Chaosium promises in the near future 
to produce a game-or supplement 
that will allow adventurers LO enter this 
enchanted and ofttimes nightmarish 
world. 

H.P. Lovecraft, though perhaps still 
not as well known as other, more proli 
fic writers, still stands as one of the 
major contributors to the body of weird 
fiction. Although the end of his life 
found him in poverty and near-obscur 
ity, his singular understanding of what 
may truly frighten an invindual has 
influenced much of the horror fiction 
and film produced since his time. The 
novels of Stephen King, Peter Straub, 
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and others, along with such latter-day 
classic movies as The Thing and The 
l nuasion of the Body Snatchers, all owe 
much of the terror they convey to the 
original conceptions and unique view 
point of Howard Phillips Lovecraft. 0 
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The Dunwich Horror and Others by H.P. 
Lovecraft. Here at last is the definitive Love 
craft-the first in a three-volume set of the 
collected macabre fiction that embodies the 
author's own thoughts and stylistic prefer 
ences. Based on extensive collation of extant 
manuscript materials, this new Lovecraft 
edition from Arkham House is the only 
completely authoritative text and super 
cedes all previous editions. (AR-037-S 
hardback 433pp $15.95) 
At the Mountains of Madness and Other 
Novels by H.P. Lovecraft. Three short 
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fiction of H. P. Lovecraft. (AR-312 hardback 
413pp $12.95) 
Dagon and Other Macabre Tales by H.P. 
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ment, a tribute to this most influential of 
20th-century American fantasists, by such 
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King, Brian Lumley, Frank Belknap Long, 
Basil Copper, Ramsey Campbell, and 
T.E.D. Klein. The stories in this anthology 
are, thus intended as satisfying contemporary 
entertainments and as a collective testimony 
to the darkly enduring power of this strange 
Rhode Island recluse, the man with the 
cosmic mind. (AR-OS5-S hardback 257pp 
$11.95) 

The Watchers Out of Time and Others by 
H.P. Looecrajt and August Derleth. The 
story themes set forth by H.P. Lovecralt and 
developed by August Derleth, have been 
rollected in one omnibus of post-mortem 
collaborations belonging virtually to every 
period of Lovecrafr's work. For devotees of 
the gothic tradition, this collection is a feast 
of good reading, incurring a debt of grati 
tude to August Derleth for preserving the 
essence of that eldritch world (Tea ted bv 
H.P. Lovecraft, (AR-033-5 hardback 405/)iJ 
$14. 95) 
The Horror in the Museum and Other Revi 
sions by H.P. Louecrajt. Howard Phillips 
Lovecraft eked out his living by correcting 
and revising manuscripts for a variety of 
clients-most of them poets. But among 
them were writers interested in the domain 
of macabre Iict ion-c-Lovecraft's own-and 
the stories se-nt to him by these write-rs inter 
ested him above all the revision work that 
reached his desk. He "had a hand," as he put 
it, in many such tales-and in a very small 
group he had considerably more than a 
hand-he undertook nothing less than a 
complete rewriting of certain favorite tales; 
these have been gathered here for the grow 
ing number of Love-craft collectors who 
must add them to the Love-craft canon. 
(AR-319 hardback 3S3fJ/J $12.95) 
'Lovecraft's'Book 'by Richard A. Lupoff. In 
December, 1926, the German-American pro 
pagandist George Sylvester Viereck sent a 
letter to Howard Phillips Lovecraft. Vier 
eck's proposal was a simple one: if Lovecraft 
would write a political tract, a sort of 
American Mein Kampf, Viereck would 
assure the publication of a volume of Love 
craft's stories as well. Through Viereck's 
maneuvering, Lovecraft was drawn into a 
web of intrigue involving Benito Mussolini's 
overseas agents, the Friends of New Ger 
many, and such nativist radical groups as 
the Ku Klux Klan and Father Charles 
Coughlin's nascent Social Justice move 
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to keep him out of Viereck's thrall were 
Lovecraft's estranged wife Sonia, the Chi 
cago journalist Vincent Starrett, and var 
ious members of the Lovecraft Circle: Com 
piled from recently discovered correspon 
dence and augmented by information ob 
tained from government archives under the 
Freedom of Information Act, Louecrajt's 
Book presents a hitherto undisclosed chapter 
in the life of the renowned Providence fan 
tasist. (AR-151-X hardback 260pp $15.95) 
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into deadly intrigue. Investigators will be 
confounded by four of the most detailed 
scenarios ever published for Call Of 
Cthulhu. (CH-2306 $10.00) 
Masks Of Nyarlathotep by Larry DiTiliio. 
An extensive campaign presenting five 
adventures through which a common plot 
unravels. Settings include New York, 
London, Cairo, Nairobi , and Shanghai. 
(CH-2307-X boxed $IS.00) 
Trail Of Tsathogghua by Keith Herber. 
Three great scenarios that propel the investi 
gators through frozen Greenland to the 
brink of madness, and test their wits in the 
trial of the Haunted House. (CH-230S $10.00) 
Keeper's Screen. (CH-2309 $6.00) 
Supplements from TOME 
Death In Dunwich by Ed Wimble. The 
nightmare continues ... the police aren't 
talking ... the coroner is terrified ... but it's 
business as usual in Dunwich. (TO-02 $8.00) 
Pursuit To Kadath. This scenario involves a 
young student at Miskatonic University 
who has had the great misfortune to become 
possessed by Kingu, a servitor of the Great 
Old One, Yig, father of serpents. (TO-03 
$10.00) 
Whispers from the Abyss &: Other Tales. 
Three scenarios explore the strange events 
that led to the abandonment of Roanoke 
Island, the desperate attempt to recover a 
stolen Egyptian artifact, and the bizarre 
rendezvous with The Ship Without Sha 
dows. (TO-04 $10.00) 
Glozel Est Authentique! Two scenarios 
steeped in the tradition of H.P. Lovecraft 
leads the investigators to France where they 
will try to solve a puzzling archaeological 
enigma and to the depths of the Kremlin to 
probe the mysteries of the early Czars. 
(TO-05 $S.OO) 
Supplement from Grenadier 
The Horrible Secret of Monhegan Island by 
Gary Pilkington. The disappearance of a 
young girl leads the investigators to a small 
island off the coast of Maine. Why do the 
natives act so strangely and secretively? Why 
do they hate "outsiders"? What could they 
be hiding? (CR-701 $7.00) 

Grenadier's 
CALL OF CTHULHU 

FIGURE SETS 
These incredibly detailed 25mm miniatures 
won the H.G. Wells Award for Best Fantasy 
Miniatures Series at ORIGINS '84. They 
capture the spirit and excitement of Call Of 
Cthulhu and will add visual appeal to any 
horror-oriented game. 
Adventurers (GR-6501 boxed 12figures $9.95) 
Creatures (GR-6502 boxed 10 figures $9.95; 
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ADVENTURE 
GAME 

CAMPAIGNS 
How to Start Easily & Quickly 

In this article are guidelines, tips, and an idea of the time involved to help 
you start an adventure gaming campaign. Most of the information here 
applies to the common genres of sword & sorcery, wild west, post 
holocaust, and space fiction. I have not covered spy and comic-book hero 
games thoroughly because they have a somewhat different design nature 
for campaigns. 

P layers enjoy a game that is rich 
in detail. Obtaining this degree 

of detail is time consuming and the 
immediate playability will be traded 
off for detail. Also the details designed 
before play will be decreased by the 
ability of a gamemaster to improvise 
during play. Toward decreasing a 
gamemaster's design work, I will 
present techniques that help increase 
the detail during play without increas 
ing the work before play. 
Many people have floundered in 

their first attempt, or worse, went ahead 
with an inadequately prepared cam 
paign (myself included); this is a frus 
trating experience and can sour poten 
tial players and gamemasters alike. To 
aid you in avoiding disasters like those, 
I have written this article which is 
chock-full of information gleaned 
from years of adventure gaming. 

By George Emery 

The Big Picture 

Right, so how does one begin? Usually 
you will have some idea of the overall 
effect that you desire or some special 

feature to incorporate into the cam 
paign. One way to start is to decide how 
many towns, cities, communities, or 
star systems you can handle during one 
design session and then decide the poli 
tical, military, social, and economic 
ties between them. Another way is to 
draw or purchase the map(s) necessary, 
decide the interaction of regions, and 
finally add the details. Most important, 
don't try to do everything at once or 
nothing will get done. The time to get 
this groundwork finished runs 2-3 
weeks. 
For the first week, you should con 

centrate on placing the terrain, cities, 
political boundaries, places of mystery 
(explained later), and how the land is 
used. I give the following map areas 
and sizes for what can be easily handled 
in your first campaign map. 
I recommend a mapped area cover 

ing 2S0x2S0 miles, up to three major 
cities, and maybe 10-IS smaller com 
munities for a swords & sorcery cam 
paign. Remember that this always 
depends on how densel y populated and 
detailed the particular area is. For the 

wild-west campaign, you will find some 
research into authentic maps of the 
period very useful; working on one 
state (or region similar to a state) at a 
time is easiest. The post-holocaust 
campaign operates best when designed 
with around IS individual communi 
ties in an area of 200x200 miles usually 
centered on the remains of a medium 
to-large city. Space fiction has too 
many variables to give a simple rule of 
thumb, but I'll try: one star system for a 
prime population area (e.g., Sol-Earth 
system) and S- IS star systems if this is 
on the fringes of colonization. Overall, 
the dimensions of any campaign map 
must be at least 2S-S0 inches on a side. 
Basic map drawing takes little time, 

but placing the details suitable for 
campaign use may be more work than 
you will want to do at first. Purchasing 
a ready-made campaign map Saves 
time, but may not produce the effect 
you desired. 
Remember that a perfect map is not 

all of the campaign; a good description 
of the society and environment will 
make even a poor or non-existent map 
worthwhile. There are some game 
masters whose maps are more concept 
than geography. In compiling the des 
criptions of your world, ask yourself 
some basic questions like: what does 
the judicial system consist of? How 
independent are various regions and 
how seriously does that affect regional 
politics? What is the weather? Where 
did the populace originate? When are 
the holidays? May the populace move 
freely? What can be seen standing at 
various viewpoints? 
A good campaign has a detailed his 

tory for the last couple of generations. 
Player-characters mayor may not know 
much of this history, but it is a certainty 
that they will get a glimpse of it during 
play so there is ample reason to go to 
the trouble of devising a history. The 
main things to include in it are treaties, 
wars, major criminal acts, and inven 
tions. Players enjoy having informa 
tion of this sort so they may participate 
in making history of their own. You 
will run your campaign smoother if 
you have a history or central theme 
playing through your mind. 
Titles (Prince, Sir, Boy, Lady, etc.) 

can enliven a campaign. If titles are 
prevalent in the social structure of your 
campaign, do not forget to include titles 
for people of unknown status. How do 
you address the richly dressed man who 
has just entered the ballroom? He could 
be a king, but there are no obvious clues, 
and you must be careful not to offend 
him by assuming too low of a title nor 
lose face from addressing a merchant 
with, "Sire ... " To simplify matters, a 
set of dummy titles would evolve in 
such a society. 
There is one last thing that needs 
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attending before the cities and place of 
mystery are added: random encounters. 
Again, there are ways of dealing with 
random encounters, but they all in 
volve deciding what creatures will 
occur in your campaign (events could 
be encountered as well). Normally, a 
die roll to see whether an encounter has 
taken place is done before the creature 
encountered is determined. The most 
common form of creature determina 
tion is a table with percentage chances 
of the creature being encountered. 
Another common form is an event deck; 
that is, all the creatures listed on 3" by 
5" cards and a card drawn when an 
encounter has occured. A method that 
is seldom used is the gamemaster just 
choosing the encounter. This last 
method required judicious use, because 
garnernasters may pick creatures with 
the sole intention of killing characters 
and that does not make for good play if 
done regularly. 

City Generation 

Designing a city for any fantasy cam 
paign is tiring, if not a real pain. A 
quick, easy, minimal work method is 
called for in generating a city. I have 
discovered the method described here 
eliminates most of the tedium and, 

once the initial setup is finished, allows 
one city to easily be designed in a week. 
Start by drawing a map of the streets 

and special building sites. Draw in the 
buildings, but only label the ones that 
have been predesigned: governmental 
offices, town walls, castles, and reli 
gious buildings are some examples. 
These predesigned, special buildings 
will need to be detailed, so take care not 
to attempt too many of them. The city 
may now sit until the player-characters 
actually move around in the city; there 
is no need to do any more work on this 
particular city unless you have the 
spare time. However, there is still some 
work to do before play begins. 
It is time to prepare 50-200 3" x 5" 

cards (or some other suitable medium). 
The cards will be split into two decks of 
uneq ual size. One deck, called the 
building deck, will have shops, taverns, 
hotels, residences, etc. and the other, 
called the people deck, contains gener 
alized information concerning the 
proprietor/owner, size of establish 
ment, and customers. A list of possible 
items to be included in the buildings 
deck for various fantasy campaigns is 
given in table I; items that are necessary 
to the function of the building should 
also be listed in this deck. The people 

deck gives the gaming stats of the per 
sonnel, some possible names for the 
principal gamernaster-characters, a 
range for the number of rabble/extras/ 
crowd/common folk to be found on the 
premises, and comments on the typical 
behavior of gamemaster-characters. 
The gamemaster-characters will not 
have the trade skills listed since these 
will usually be determined by the type 
of building that a gamemaster-charac 
ter is found in; however, specific skills 
not associated with the building 
would be listed. In table 2 are some 
examples of both kinds of cards. 
The buildings deck may be of any 

size, but a minimum of forty cards is 
usually required to provide some varie 
ty. The people deck really cannot be 
done with less than ten cards, since 
there should be some range of compe 
tency in the gamemaster-characters, but 
probably will never have more than 
thirty. It also is helpful to number the 
cards so that you can make notes like 
building deck, #24-people deck, #13 
on the city map's buildings. The decks 
may be used for all your cities; don't 
worry about making a new set for each 
city, just add more cards to the decks as 
needed. 
To use, when player-characters enter 

Table 1 
The universal list has buildings 
that are common to all genres. 

Universal 
expensive hotel/inn 
average hotel/inn 
cheap hotel/inn 
expensive restaurant/bar 
average restaurant/bar 
cheap restaurant/bar 
expensive boutique 
average boutique 
expensive residence 
average residence 
cheap residence 
theatre 
ph ysician/ chiropractor 
brothel 
church/chapel 
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Wild West 
blacksmith 
general store 
slaughterhouse 
bank 
bakery 
barber 
beauty shop 
stable/livery 
cartwright 
stagecoach stop 
veterinarian 
gunsmith 
lawyer 
locksmith 
cattleyard 
railyard 

Post-Holocaust 
automobile shop/garage/sales 
hair shop 
department store 
supermarket 
pet store 
sporting goods store 
lawyer office 
grocery store 
construction site 
parking garage 
gift shop 
fuel station 
engineering firm 
utility company (phone, 
electric, gas, water) 
power substation 
book store 
record store 
camera store 
building materials outlet 
electronics store/repair shop 
entertainment shop 
bank 
bakery 
furniture store 
travel agency 
library 
metal working shop 
radio/TV station/antenna 
locksmith 
wholesaler /warehouse 
pharmacy 
health spa/raquet club 
laundermat 
plastics fabrication shop 
museum/ gallery 

Space Fiction 
(contains about the same items 
as the post-holocaust list, plus 
these ... ) 
robotics shop 
industrial sales outlet 
personal transportation store 
energy weaponsmith 
hibernation chambers 
environmental suits tailors 

Swords & Sorcery 
jewelsmith 
glassworks 
armourer 
blacksmith 
stable/livery 
foundry 
bakery 
cobbler 
greengrocer 
cartwright 
chiurgen 
warehouse 
candlemaker 
scribe 
sage 
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a city for the first time, just start pulling 
cards from the building deck at random 
(or choosing with a look to the sur 
rounding buildings), noting on your 
city map the building card number, 
and replace the cards that have been 
drawn unless there is to be only one of 
that building the city. If the player 
characters enter a building, draw a card 
from the people deck to instantly popu 
late it with gamemaster-characters that 
have names, purposes, and skills. 
Again, note the number of the card on 
the city map along with the names of 
the gamemaster-characters. If you have 
time and room, make any pertinent 
notes about the encounter for future 
reference. Remember that if there is 

some building or group of gamemaster 
characters that you want the players to 
encounter, then throw that in. Like 
wise, you have the option to wing it 
during these explorations if the city is 
too mundane. 
To speed things up when something 

significant happens, generic £Ioor 
plans should be drawn for each of the 
types of buildings in the building deck. 
Obviously, only one or two drawings 
are needed for all the retail stores and 
offices since they tend to have the same 
sort of layout, only different contents. 
Thus about 15-20 floorplans (not in 
cluding the special predesigned build 
ings mentioned earlier) are needed to 
design an infinite number of cities. 

Table 2 
BUILDINGS DECK 

Robotics Shop 
wash-up basin 
industrial utilities 
technical manuals 
hydraulic press & fluids 
machine tools 
robots & parts 
automatic test equip. 
basic mech tools 
electronic tools 

PEOPLE DECK 

15-20 Iloorplans may seem to be too 
many to attempt at first, bu t believe me 
it is easier than 50-100 unique £Ioor 
plans for a small town! 

The Place of Mystery 

In many campaigns there is a 'dun 
geon.' This is not always an actual 
dungeon, but it is a place for adventur 
ers to try their luck at gaining a fortune, 
do heroic deeds, look for some special 
artifact, or just have an adventure. To 
avoid the misnomer 'dungeon' I des 
cribe it as the place of mystery. The 
place of mystery can be large (a nation) 
or small (a single building), above 
ground or below, or simply unexplor 
ed territory. 
There should be at least one place of 

mystery in every campaign (preferably 
several). Some tried-and-true examples 
are: a giant ants' hill, goblin/ore 
stronghold, barrow-wight mounds, 
dark forest, dragon lair, castle-in-the 
clouds, Indian territory, the town of 
Hole-in-the-Wall, the university 
grounds, a mutated forest, a building 
with an automatic security system, a 
Bermuda triangle area, unexplored 
planet, space pirates' haven, derelict 
spaceship, and abandoned alien facili 
ties. Currently there are many com 
mercial products available for immedi 
ate use. If a commercial product is 
purchased, I strongly recommend alter 
ations to make it a unique item. Mix 
and match ideas as you see fit. 
It is a good idea to make the place of 

mystery have some sense of belonging 
to the surrounding countryside, other 
wise players will not take your cam 
paign seriously. What keeps the mon 
sters fed when there are no adventurers? 
Is there a local political policy regard 
ing the place? Randomness may have a 
place in design, but too much will be 
crippling to the pleasure of play. If it is 
a secret place, then it must be well 
hidden or difficult to reach. 
The idea of a place of mystery is an 

important one and should not be ig 
nored. The development time varies 
directly with the size and complexity. 
For a median, I'd set aside three-four 
weeks. 

A verage Residence 
household goods 
transportation 
food 
furniture 
clothing 
security devices 
4- 10ft. fence 
printed matter 

#22 
Cobbler 
leather 
tacks 
wooden tools 
shoes/boots 
knives 
leather punches 

16 

#14 
expert owner/operator 
3 average employees 
1-2 customers 
small establishment 
front for drug ring 
group will fight if threatened 
names: Lee Lamb, Ace 
McCullough, Randy Coe, 
Edward C. J e££erson 

above average partner 
average partner 
5-10 average employees 
10-20 customers/rabble 
medium establishment 
tough guys #3 & #4 will be 
among the customers 
names: Lily O'Valle, Kern 
Gordall, Jay Miller, Alexander 
Thrush, Mike Yamamoto, 
jacques Oakman, Raynard 
Hillery 

average owner/operator 
1-6 customers, below average 
small establishment 
names: Sarah Lee, Emma 
Kurtz, Vera Smith, Kathy 
Lundgren, Nana juarez, Kay 
juniper, Frita Sturm 

Scenarios 

Scenarios are a way to get a game mov 
ing. If your players' characters have 
been avoiding a place of mystery, a 
scenario can 'nudge' them in the right 
direction. When you want to play the 
game, but haven't completed a whole 
campaign, some form of scenario 
would definitely be appropriate. Or 
you may throw in a scenario just as an 
option for the players. Some adventure 
games rely on a string of scenarios .. 
notably the comic-book-hero and spy 
genres. 
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A good use of a scenario is in the first 
time players begin in your campaign. 
A scenario takes care of how to keep 
players together for a while and allows 
for play to begin easily. 
There are many things that can be 

done using scenarios, but I feel they are 
of such an individualistic nature that 
there are no guidelines. You may keep 
them small at first and gradually in 
crease their scope as the players and 
characters gain experience in your 
campaign. It is entirely possible to run 
a campaign without using scenarios. 
Scenario development time may take as 
long as a month. 

Playing It 

Everybody has created his characters, 
the players have agreed on meeting 
times, and your 'baby' is ready to be 
trod on. Now what? Well, assuming 
you've arranged some creative way for 
the player-characters to begin, play and 
see what happens. In this first session 
try to get the players to view characters 
as individuals and to have a feel for 
your campaign. Explain what is hap 
pening when you scramble for charts, 
dice and rules if this is the first for any 
of the players. It helps for future games 
because good players will help remind 
you of some forgotten rule, keep a poor 
player in line, and help new players 

learn the game. Keep an even, not over 
ly fast pace for this trial run; save the 
fancy stuff for later. 
Game-time of characters is a difficult 

thing to handle satisfactorily. Setting a 
rigid calendar, keyed to real-time, is 
fine if you can keep the players (and 
yourself) on schedule. Using only the 
time the characters have used in actual 
play will work, but often does not allow 
characters to age. Currently, I favor 
using the time a character experiences 
in play and then, when the character is 
in a safe location, use a scale of four 
times real-time. The character is as 
sumed to be living an ordinary, safe 
lifestyle during this downtime scale; it 
is used for character healing, learning 
and improvement. The four times real 
time rate allows characters to age and 
have more campaign events occur. 
There are difficulties with this method, 
chiefly that individual characters may 
be active at different game-times. I'm 
sure you see the care necessary in select 
ing an appropriate method for keeping 
character-time if you are going to bother 
with it at all. 
A day or two later, review the rule 

book and the events that occured dur 
ing play to find any trouble spots. 
Make notes of how to remedy them in 
future sessions. Be forewarned that 
players can be terribly brilliant with 
their characters. Try to channel this 

brilliancy into the proper area; a town 
will burn to the ground, major mur 
derers won't be bothered by the local 
constabulary, and players will com 
plain constantly about bad game 
mastership due to a gamemaster incor 
rectly handling player aspirations and 
suggestions for improvement. 

I've given you the information vital 
for painlessly starting a campaign in 
two-four months. Future additions to 
the mapped area will take even less 
time, since you will have the frame 
work complete. Therefore, once play 
has commenced, the players will leave 
time for you to design before they ex 
plore too much and need more territory 
to roam in. 
Good campaigns and players will 

result in tales worth telling. It used to 
be that nearly all campaigns were 
sword & sorcery; these days a game 
master has many choices and can pick a 
genre that feels best. The people that I 
regularly game with have the follow 
ing campaigns: two space fiction, two 
or three sword & sorcery, one comic 
book hero, and one post-holocaust. We 
have all specialized in what each of us 
does best. How do we play so many 
campaigns? To be honest, we don't. 
But that JUSt gives us more time to per 
fect what we have. So take this article to 
heart, go out and start a campaign. 
You'll be glad you did. C1 

Sleuth Publications, Ltd., 
proudly announces the opening 

of its UK manufacturing 
and distribution centre. 

Sleuth Publications, Ltd. 
16 Andrews Close 

Formby 
Merseyside L37 2YH 
Tel # 07048·72939 
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A RACE OF EPIC PROPORTIONS 

Gather and band together, 
all ye adventurers bold. 
At the foot of Korlinian, 
on the morrow's rise, 
for the challenge of The Run! 

A battle of wits and a test of skill, not only against 
seasoned opponents. but the vicious forces of nature 
as well. Who will reign victorious? Diplomacy, 
and a sharp sword are essential in this . 
designed specifically for the creative OM. 

AN INCREDIBLE ADVENTURE AWAITS ... 

ARE COMING! 
(will J!.ou be ready?) 

Barrowvale •.. Rockeep ••• Wytchwlllow 
Places of Danger, of Excitement and of Adventure 

• Battle a witch coven! 
• Explore a haunted forest! 
• Halt an unholy ceremony! 
• Recover the Orb of Darkness! 
• Defeat the Black Lancers! 
and much more, all woven into a logical 

storyline of your imagination 
Also included is a detailed overview to Deepford, 

home of dozens of adventure possibilities! 

Now available at a store near you, or write for a free price list to: 

34 LANCEFIELD CRES .. 
BRAMPTON, ONTARIO. 
CANADA L6S 2Rc 

CITYCYPHER (wasn't built in a dayt): 
The ultimate urban setting is under construction! The temples, the citadel, the taverns 

and even the slums are all being designed with meticulous care. Gangs are already fighting 
for control of the streets! Hundreds of twisting plotlines and adventure ideas are being 
created. The construction crews are working overtime, watch for further details. 
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BOOK REVIEWS 
SEPHER HA-RAZIM: 
The Book of the My.terle. 
By Michael A. Morgan 
(Scholars Press, $8.95) 
Reviewed by William Hamblin 
Medieval magicians in Western 
Europe are nearly unanimous 
in their claim that their spells 
and knowledge were derived 
from ancient and arcane magic 
albooks, often called grimoires, 
which were often thought to 
have originated in the East. 
Although many of these sup 
posedly ancient sources are now 
lost, or perhaps never really 
existed at all, it is certain that 
there was indeed a Jewish and 
Arabic magical tradition which 
was transmitted at least in part 
to the Western Europeans by 
means of translations of Hebrew 
and Arabic magical books into 
Latin, for the most part by 
wizards of medieval Spain 
where for a number of centuries 
Latin, Arab, and Jewish cul 
tures intermixed. 
One of the earliest and most 

important Hebrew magical 
books is the Sepher ha-Razim, 
or "Book of the Mysteries," 
which seems to have been com 
posed (at least in the current 
form-the origin of the spells 
may be much earlier) sometime 
around 300 A.D. No complete 
manuscript copy of this work 
has survived, but from a num 
ber of fragments and partial 
copies the original text has been 
reconstructed by Mordecai Mar 
galioth from seven major 
manuscripts and dozens of 
Hebrew fragments. An Arabic 
version of this work appeared 
sometime after the 8th century 
A.D. Finally, there is a com 
plete Latin translation, Liber 
Razielis Angeli, or "The Book 
of the Angel Raziel." Thus this 
early Hebrew work served as the 
source of magic spells utilized 
throughout the Islamic and 
Christian civilizations during 
much of the Middle Ages. 
The Sepher ha-Razim, which 

has recently been translated into 
English with notes and an 
introduction by Michael A. 
Morgan, can serve as an inter 
esting sourcebook for adventure 
gaming. It is claimed that the 
book was revealed to Noah b~ 
the angel Raziel (hence the 
Latin name mentioned above), 
and that Noah wrote it down 
on sapphire tablets and enclosed 
it in a golden box. It was trans 
milled down through the ages 

and eventually fell into the 
hands of Solomon who used it 
to compel demons to do his 
bidding. 
The Sepher ha-Razim consists 

of a cosmological tour through 
the seven heavens, a listing of 
the names of the major angels 
of power in each heaven, and 
descriptions of the ceremonies 
and spells required to bind 
these angels to do the magi 
cian's will. Each group of 
angels has power over different 
aspects of the world, such as 
healing, warfare, the weather, 
foreseeing the future, the dead, 
love, riches, etc. By knowing 
the correct ceremony and spell 
and the secret names of the 
angels the wizard can compel 
the angels to perform magical 
acts for him. 
The book contains complete 

ceremonies and incantations for 
dozens of spells, ranging from 
curing a headache, giving 
someone insomnia, winning 
love, starting a fire, and 
winning at horseracing, to kill 
ing an enemy, summoning 
spirits of the dead, interpreting 
dreams, Iorseeing the future, 
protection in battle and con 
trolling dangerous animals. 
Here is an example of a spell 

(p. 38): "If you wish to question 
a ghost; stand facing a tomb 
and repeat the names of the 
angels of the fifth encampment 
(while holding) in your hand a 
new flask (containing) oil and 
honey mixed together and say 
thus: 'I adjure you 0 spirit of 
the ram bearer (Hermes?) who 
dwells among the graves upon 
the bones of the dead, that you 
will accept from my hand this 
offering and do my will and 
bring me (the spirit of) N son 
of N who is dead. Raise him up 
so that he will speak to me 
without fear and tell me true 
things without concealment. 
Let me not be afraid of him and 
let him tell me (for) my 
question, (the answer) I need 
from him.' He should appear 
immediately. But if he does not, 
repeat the adjuration a second 
time (and) up to three times. 
When he appears set the flask 
before him, and after this speak 
your words while holding a 
twig of myrtle in your hand. If 
you wish to release him, strike 
him three times with the myrtle 
and pour out the oil and honey, 
and break the cup, and throw 
the myrtle from your hand, and 
return home by a different 
route." Another spell follows 

which allows the magician to 
bind the ghost to go somewhere 
and do his bidding. 
For a gamemaster setting his 

campaigns in a semi-historical 
version of the Medieval West 
this work can be extremely 
important as an actual book 
which wizards in the campaign 
can search for use as a source 
for magical spells in the game. 
On the other hand, any game 
master or player can find an 
excellent source of inspiration 
for magic in adventure gaming 
no matter what game system or 
scenario they might be using. 
Too often magic is thought of 
simply as something that can 
be turned on and off like a light 
switch, while even a brief read 
ing of the Sepher ha-Razim 
shows that medieval man saw 
magic as a complex activity 
requiring extensive spiritual 
preparations, the proper magic 
implements, complex ceremon 
ies, and a knowledge of the 
secret names of power. 
There are two related articles 

by Charles S.F. Burnett which 
might be useful to those inter 
ested in the forms of medieval 
magic. Both of them are found 
in scholarly journals which can 
probably only be obtained from 
libraries of major universities. 
The first is "Scandinavian 
Runes in a Latin Magical 
Treatise," SPeculum vo!' 53 
no.2, 1983, pp. 419-429, which 
gives a Latin text with an Eng- 

lish translation which describes 
the powers of the signs of the 
zodiac and other astrological 
information, relating it to 
Scandinavian runes as being 
ancient magical letters. It is an 
interesting mixture of Arabic, 
Latin and Norse magic. 
The other article by the same 

author is "Hermann of Carin 
thia and the Kitab al-Istamatis: 
Further evidence for the trans 
mission of Hermetic Magic" in 
the Journal of the Warburg and 
Courtauls Institutes vol. 44, 
1981, pp. 167-9. This article 
gives the Latin text for sum 
moning a demon, an English 
translation, and then traces the 
spell back to an Arabic original 
in the Kitab al-Instamatis. It 
includes an extensive biblio 
graphy with references to a 
number of interesting works, 
and clearly demonstrates how 
magical spells could become 
corrupted in transmission and 
translation. The reception and 
use of faulty spells by wizards 
in adventure gaming could lead 
to a number of interesting 
situations. For example a wizard 
might find a magical text which 
correctly gives the spell for 
summoning a demon, but in 
correctly translates the part for 
releasing the demon. Thus the 
poor wizard who tries the spell 
will be able to conjure up a 
demon and then find to his 
great dismay that he can't send 
it back. [J 

Doctors, Diviners, and 
Magicians of Ancient China 
BIOGRAPHIES OF 
FANG-SHIH 
By Kenneth J. DeWoskin 
(Columbia University 
Press, $12.50) 
Reviewed by 
William A. Barton 
The [ang-shih (pronounced 
something like 'fong-scher') 
were diviners, sages, and oppor 
tunists of ancient China, who 
flourished in the period 200 
B.C.-A.D. 500. These influential 
individuals were considered 
learned in the esoteric arts, and 
were respected, courted, and 
feared by ruler and their ad 
visors. DeWoskin provides a 
solid academic study of these 
personalities that is also acces 
sible to the interested layman. 
For gamers who can handle 
an academic work, the true 
value in this book are the trans- 

lated biographies of the fang 
shih that DeWoskin has taken 
from various Chinese histories. 
For example, the story of Liu 
Ken: the recluse Liu was arrest 
ed by a local official, Shih Ch'i, 
who demanded that he demon 
strate his reputed powers or be 
executed. Liu summoned up 
Shih's deceased relatives who 
preceded to berate the official 
for improper respect towards 
his ancestor (a truly reprehen 
sible act in Confucian China). 
When Shih begged to be for 
given, Liu ignored him and 
vanished with the ancestor 
spirits, never to be seen again. 
Other such stories abound, all 
showing how a culture treats its 
"magic-users" and how they 
interact with the population 
and the ruling class. Interest 
ingly, these Chinese conjurers 
were concerned mostly with 
divination and weather control, 
a welcome relief from the usual 
fantasy game "magic-as-a- 
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weapon-system" approach. 
DeWoskin, in his introductory 
chapter, points out several 
underlying elements in the 
stories and gives us an overview 
of Chinese beliefs about the 

supernatural. DeWoskin writes 
in an academic tone, but is 
rarely pedantic and jargon 
laden. The price for this book 
is a bit steep-look for it in a 
good college library. 

ENGINEERING IN THE 
ANCIENT WORLD 
By J.G. Landels 
(UC Press, $4.95) 
Reviewed by 
William A. Barton 
This short but information 
packed book is an excellent 
source for a thoughful game 
designer. Landels discusses the 
machines and engineering feats 
of the ancient Greeks and 
Romans, accomplishments un 
rivalled until the Renaissance 
period. The topics covered 
include energy sources, water 
supplies, cranes, catapults, 
ships, land transportation, and 
classical writers on technical 
matters. The chapter on ships 
and sea transportation is in 
valuable for campaigns with a 
nautical flavor. If you have a 
lot of mechanically-inclined 
Dwarfs in a campaign, the 

chapter on energy sources is 
handy in designing mines and 
factories. The chapter on cata 
pults is almost enough to make 
you run out and build one 
yourself. If you like to design 
cities, read the chapter on water 
supplies to see how you can 
really make it hard on yourself. 
A drawback to this otherwise 

valuable work is the occasional 
tendency fOT Landels to become 
somewhat technical in parts. If 
you are uncomfortable with 
engineering writing, you'll have 
to push yourself a bit, but the 
effort will be rewarded, especial 
ly later in the catapult chapter. 
The other fault that I could 
find is that Landels doesn't 
treat metal-working. (For this, 
look in a large library for R.J. 
Forbes' Studies in Ancient 
Technology.) If you want to go 
further in the subject of ancient 
technology, Landels has an 
excellent bibliography. 

COURTSHIP RITE 
By Donald Kingsbury 
(Timescape, $3.95, 309pp) 
Reviewed by David Dunham 
Most of the books we've review 
ed in this column have been 
applicable to only one genre of 
gaming, be it fantasy, modern, 
or science fiction. Courtship 
Rite transports you to a world 
fascinating for both science 
fiction and fantasy garners, 
The book is set on the planet 

Geta, a harsh world where 
humans are not native. Place 
names such as Valley of Ten 
Thousand Graves, Wailing 
Mountains, Swollen Tongue, 
and Sorrow are testament to 
humanity's struggles to survive. 
Some of the profane (native) 
plants are edible, but all are 
poisonous unless treated. Luck 
ily the Eight Sacred Plants 
(including wheat and soybeans) 
flourish, and are immune to 
Cetan pests. There are no 
animals larger than insects, so 
the on Iv source of meat and 
leather 'is the humans them 
selves. Their whole culture 
revolves around this fact. One 
of the characters has a coat 
made from her father, and has 
pieces of his flesh, salted, for 
when she needs extra energy. 
But meat is a famine food for 
most clans (except at funeral 
fe-asts). Only in hard times art' 
people expected to go to a 
temple and make their Contri 
bution-to-the-Race. Just who 

goes is determined by kalothi, a 
concept which pervades Cetan 
society. Kalothi cannot be trans 
lated, but corresponds roughly 
to value to society, or esteem. 
Criminals (whose noses an' cut 
off) are low in kalothi, success 
ful leaders have much kalothi. 
The main characters of the 

story are the maran-Kaiel family, 
ordered by the Prime Predictor 
of the Kaiel dan to complete 
their marriage by marrying a 
heretic from the coast. They 
don't want to marry a vegetar 
ian who believes that the God 
of the Sky is a mere moon, and 
(hat the mae-lor (an insect) is the 
ancestor of man, so they woo 
her with the Death Rite. Besides 
they've already picked out the 
woman they want as the sixth 
member of their marriage. 

Meanwhile, they are busily 
furthering the clan goal of 
leadership over all of Geta. This 
is not an easv task since the 
Kaie! conqu(:r by bargaining, 
which requires that their 
government be better than that 
of other ruling dans such as the 
Sigal and the Mnankrei. They 
are- aided by some of the in 
ventions that are just beginning 
to SW(·(,P across Cera: the ray 
voice (radio) and the bicycle. An 
unexpected heritage from the 
past gives the Kaiel new 
weapons and new understand 
ing of the struggle. The politics 
grows convoluted, and includes 
secret participants. The conflict 
builds up to an open war which 
promises to be far more horrify- 

ing than any Geta has ever seen. 
While the personal or politic 

al aspects would make Court 
ship Rite a good book, it's the 
rich tapestry of Cetan culture 
that makes it a great book. 
There's always the grim prob 
lern of starvation, and people 
are continually being tested for 
kalothi. But the Getans have 
become adept at survival, and 
many of their tests are games 
like chess or Kol, a game sym 
bolic of life on Geta, which can 
only be won by taking a risk 
and breaking the rules. People 
ornament themselves richly, 
scarring their bodies in fanciful 
designs and shaving parts of 
their heads. I'd guess that Geta 
is a hot planet, since there's a 
lot of emphasis placed on bath 
ing. While some Getan customs 
may seem a bit strange-I'm not 
sure I would consider honeyed 
bee-crisps a delicacy-Kingsbury 
weaves them all together into a 
consistent, satisfying whole. 
The clans are a foundation of 

Getan life. Each clan has its 
unique characteristic. The 
o'Tghalie are mathematicians, 
the Mnankrei sea traders, the 

o Ivieth travellers who run the 
inns and are hired as messengers 
and porters, the all-female 
Liethe servants to the Priests. 
We see the Kaiel in the greatest 
detail. The Kaiel are a ruling 
clan, skillful negotiators. They 
are magicians of breeding, bio 
chemistry, and genetic manipu 
lation. Most of their children 
are born in creches, where they 
are continually being tested for 
kalothi. Those who fail are 
culled for the soup kettle. Their 
government is a meritocracy. 
Anybody can put predictions 
into their archives, Their aCCUT 
acy is the basis for election of a 
new Prime Predictor. Thus 
Kaiel leaders are selected for 
their ability to forecast accurate 
ly and take action to make their 
predictions come true. The Kaiel 
also establish personal constitu- 

o 

encies among the other clans, 
the size of which determine their 
voting strengths in issues 
brought before the whole clan. 

Technology is highest in the 
biological field, though Getans 
have photography and electron 
ics. But most people consider 
technology to be magic only 
priests can hope to understand. 
Interestingly, the Getan word 
for priest is the same as for 
leader and biologist. The lack of 
technology leads to many of the 
cultural practices, such as keep 
ing track of time by sun-heights. 
Cera may pose a puzzle for 

science-fiction gaming en 
thusiasts. How do you assign a 
Tech Level to a planet which 
relies on human muscle for the 
bulk of its energy, but splices 
genes and uses the laser? But it's 
a perfect example of a planet 
long ago colonized and since 
left to develop on its own. It 
would certainly surprise visitors 
with its capabilities, since it 
appears to have' a primitive 
technology but in fact has the 
use, if not manufacturing 
capability, of a sophisticated 
one. And events late in the book 
give us a due as to how Cetans 
might treat outsiders. 
The non-technological culture 

is perfect for US(, in a fantasy 
setting. You can e-ve-n turn the 
science into recently discovered 
magic of the ancients. The place 
and personal names are also 
easily borrowed. 
One of the strengths of 

Courtship Rite is occasionally a 
weakness: there's too much here 
to fully explain. I'd love to 
know just what the Mnankrei 
Time Wizards are, for example. 
But any faults are trivial com 
pared to the characterizations, 
the plot, the detail (the chapter 
quotations are almost all from 
Cetans sources). Courtship Rite 
is an oustanding book, the best 
I've read in the last twelve 
months. 
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MYTHOS 
MADNESS 

FOR CALLs OF CTHULHU 
By Michael Szymanski 

Illustrated by 
Mark Bondurant 

In the dim mists of time there lurks still 
another eldritch deity of the Ctliulliu 
Mythos. Like its fellows, it is deadly 
dangerous; and in many ways it could 
be the most horrible of them all. Read 
on, if you dare, and be warned to use 
this knowledge wisely! 

UBBO-SATHLA 
The Unbegotten Source 

into the basic forms of terrene life 
and any creature which approaches too 
near its deathless progenitor will be 
drawn back into the pulsing mass that 
is the Source and the End. 
The present-day location of Ubbo 

Sathla is unknown, but can be presum 
ed to be underground. If encountered, 
it will be found in a shallow lake of 
steaming slime around which caper its 
ravening spawn. Scattered around it in 
the thick muck of the lake are an un 
known number of strange tablets; 
legend has it these star-wrought tablets 
bear the Ultimate knowledge, set down 
by a race of gods who passed from exist 
ence long before Earth was formed 
and it seems to be Ubbo-Sathla's sole 
task to guard them, even though it is 
utterly mindless. 
Cult: Ubbo-Sathla is worshipped 
from a distance-only by individual 
madmen who seek the dreadful know 
ledge inscribed upon the star tablets. 
None have ever benefitted from their 
worship, but a great many indeed have 
suffered for it. 
Characteristics: If summoned or 
encountered, Ubbo-Sat h la will do 
nothing; it does not need to. Beginning 
on the first round it is summoned (or 
first seen), it will excrete IDS Spawn of 
Ubbo-Sathla per round until it is dis 
missed. At any given time, there are at 
least six pseudopods sprouting from the 
parent mass, ranging from 10 to 30 feet 
in length; these ropey semi-transparent 

Description: Ubbo-Sath la IS a vast, 
amorphous bulk devoid of head, or 
gans or limbs; a bloated, amoebic 
mountain of ceaseless fermentation re 
posing at the heart of a trackless pri 
mordial swamp. From its bubbling 
flanks are spawned an unending vari 
ety of abominable monstrosities, of 
which some were destined to evolve 

members lash about aimlessly, striking 
any human or Spawn who gets in the 
way. On a successful hit, the victim will 
sustain damage from 9ther crushing 
or battering, and will also suffer the 
effects of devolution or reverse evolu 
tion. This process will proceed at a rate 
of 10,000 years for each successful hit. 
A roll of 10% or less on this attack 

indicates that the victim is entangled 
by the pseudopod; the rate of devolu 
tion will now be 10,000 years per round, 
until the victim is reduced to a mass of 
protoplasm to be absorbed into Ubbo 
Sathla, To escape this fate, the investi 
gator must pit his/her STR against the 
pseudopod's STR of 20; this can be 
attempted once per round. 
If encountered in its lair, Ubbo 

Sathla will be surrounded by lDIOO x 
100 of its foul Spawn, and if it is 
summoned, it will bring ID20 of the 
horrid things with it. 
Characteristics 
STR 
CON 
SIZ 
INT 
POW 
DEX 

Average 
80 
120 
125 
o 
50 

N/A 
Average Hit Points: 103. 
Move: O. 
Weapon Attack % Damage 
Pseudopod 50% ID6+devolution 
Armor: None, but all normal weapons 
will do no damage at all, while en 
chanted weapons will do minimal 
damage. Also, because Ubbo-Sathla is 
the blasphemous embodiment of life, it 
can regenerate any damage at the rate of 
ID6 points per round. Spells will do 
full damage against this vile entity, and 
any points lost cannot be regenerated. 
Spells: None; Ubbo-Sathla is incap 
able of spell-casting. It exists only to 
produce its hideous Spawn. 
SAN: Confronting Ubbo-Sathla de 
mands that the investigator make a 
SAN roll or lose 1 D 100 points of SAN. 
Even if his roll is successful, there is 
still a IDIO points loss of Sanity. 

THE SPAWN 
OF UBBO-SATHLA 

These abominable creations take 
many forms. For gaming purposes, 
the Keeper should use the character 
istics of the Lessor Servitor Races as 
a guideline when creating such crea 
tures, aided by the dark twists of his 
or her own imagination. Combina 
tions of traits from two or three of 
these beings will provide the appro 
priate hybrid sloughed off by Ubbo 
Sathla. 
It should be noted that the prototype 

Spawn of Ubbo-Sathla also represents 
the final stage of human devolution 
before absorption by the Un begotten 
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Source. It is basically a formless blob of 
protoplasm functioning at the most 
primitive level, and is more or less a 
miniature version of Ubbo-Sat.h la. 
Characteristics for such a creature are 
as follows: 
Characteristics 
STR 3D6+2 
CON 4D6 
SIZ 3D6 
INT ID6 
POW 2D6 
DEX 3D6 

Average 
13 
15 
II 
4 
9 
10 

Move: 8. 
Weapon Attack % Damage 
Pseudopod 45% ID3 
Engulf 25% ID3 per round 
Armor: None, but only fire, spells or 
enchanted weapons will do damage. 
Spells: None. 
SAN: Seeing a Spawn of any variety 
calls for a SAN roll or the loss of 1 D 10 
SAN points. On a successful roll, the 
loss is I D I 0 SAN pain is. 

THE ORB OF EONS 

This artifact is directly associated with 
Ubbo-Sathla, and represents a grave 
danger to the investigator who makes 
use of it. 
The Orb is a smooth, milky crystal 

with slightly flattened poles; the heart 
of this cloudy sphere glows and dims 
with an irregular pulse, though there is 
no detectable source for this illumina 
tion. 
Anyone who stares into the Orb will 

drift into a dream-like state in which he 

or she will travel back through time, 
reliving past lives in reverse-but this 
is no dream! To break off this journey, 
the investigator must match his/her 
POW against the Orb's POW of 20 on 
the Resistance Chart. Those who fail 
will continue their journey against 
their will; this POW struggle may be 
attempted once per round, but each 
failure means the permanent loss of I 
POW point. 
The investigator who fails to break 

the orb's hold will travel far back into 
the dim and misty path, reliving the 
lives of alien, unhuman beings who 
roamed the Earth before Man. Even 
tually, this hapless victim will come 
before Ubbo-Sathla as a mindless, 
amoebic prototype Spawn with no 
memory of its human existence. The 
investigator will vanish without a trace, 
and it will seem as though he or she 
never existed. 

Such is the fate of those who would 
seek out Ubbo-Sathla, who is the Source 
and the End. Thus is revealed the un 
natural nature of the Un begotten 
Source, another dark horror of the 
Cthulhu Mythos, 

By Peter Gilham 
Illustrated by 

Patrick Zircher 

DENIZENS 
OF YADDITH 

Some members of this alien species 
are known to be sorcerers, and the race 
achieved a highly advanced technology, 
including the development of "light 
wave envelopes"-machines capable 
of traversing the gulfs of space. 
These creatures can attack with their 

vicious claws, but probably possess a 
variety of advanced weapons. 
Characteristics Average 
STR 2D6+6 13 
CON 4D6 14 
SIZ 2D6+9 16 
INT 3D6+6 16-17 
POW 4D6 14 
DEX 3D6 10-11 
Average Hit Points: 15. 
Move: 6. 
Weapon Attack % 
Claw 45% 
Armor: l-point hide. 
Spells: Those creatures with 18 or 
more POW points know at least ID4 
spells. 
SAN: There is a SAN loss of IDS 
points for seeing a Denizen of Yaddith, 
unless a SAN roll is made, in which 

Damage 
ID4+ID6 

case there is no loss. 

ELDER GODS 
Outer Gods 

Description: "The brilliant explosion 
of light ... seemed to emanate from the 
eastern sky like a bolt of incredibly 
powerful lightning; a tremendous dis 
charge of energy in the shape of light, 
so that for one awful moment every 
thing was revealed-before lightning 
like appendages descended as from the 
heart of the blinding pillar of light it 
self, one seizing the mass in the waters 
... and casting it far out to sea, the 
other taking that second thing from the 
lawn and hurling it ... into the sky, 
where it vanished among the eternal 
stars." (From "The Return of Hastur," 
by August Derleth) 
Notes: The only named Elder God is 
Nodens, lord of the Great Abyss (q.v.): 
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Lesser Independant Race 

Description: "He was, as many a night 
before, walking amidst throngs of 
clawed snouted beings ... and as he 
looked down he saw that his body was 
like those of the others-rugose, partly 
squamous, and curiously articulated 
in a fashion mainly insect-like yet not 
without a caricaturish resemblance to 
the human outline. The silver key was 
still in his grasp, though held by a 
noxious-looking claw." 
(From "Through the Gates of the 
Silver Key," by H.P. Lovecraft and E. 
Hoffman Price) 
Notes: This race of tapir-snouted crea 
tures inhabited the planet Yaddith in 
a far galaxy in the distant past. They 
appear to have died out when Yaddith 
was laid waste by the gigantic Dholes, 
and are most likely to be encountered 
by travelers in space and time. 



the others are beings of less importance 
or power and are nameless. 
The Elder Gods are less malignant 

towards mankind than are the Other 
Gods and the Great Old Ones, but tend 
to involve themselves less in the affairs 
of man, and are thus neutrally inclined. 
However the Elder Gods may occasion 
ally intervene in a struggle against the 
Great Old Ones. They have no culton 
earth, and dwell in or near the star 
Betelgeuse. 

Like Nodens, the Elder Gods can 
attempt to dismiss a foe, though the foe 
will not be dismissed if it rolls under 
POW. If this power fails, the Elder 
Gods will usually depart. 

Elder Gods may attack with a burn 
ing appendage. 

Characteristics 
STR 4020+20 
CON lDIOO+20 
SIZ lDIOO+50 
INT 4020 
POW lDIOO 
OEX 306+6 

Average 
62 
70 
100 
42 
50 

16-17 
Average Hit Points: 85. 
Move: 10/20 flying. 
Weapon Attack % 
Appendage 75% 

Damage 
806 

Armor: None. However, anything 
touching an Elder God takes 108 
points of damage from the being's 
burning body. Thus bullets melt before 
harming an Elder God, and all other 
physical weapons are damaged when 
they strike it. 
Spells: Elder God can cast Elder Sign 
and Contact Nodens for the cost of one 
magic point each, and can automatic 
ally summon 106 Nightgaunts per 
magic point expended. They may also 
be able to summon other servitor beings 
at the Keeper's discretion. 
SAN: There is a SAN loss of 1020 
points for viewing an Elder God. If a 
SAN roll is successful, one point is still 
lost. 

SHUGORAN 
Lesser Servitor Race 

Description: Shugoran are vaguely 
humanoid in outline, but with small 
wings and a trunk-like proboscis. Their 
hide is black and can be seen to resem 
ble that of a catfish if closely examined. 
Notes: These creatures are known to 
serve or aid Tcho-Tcho people of 
south-east Asia, where they are held 

in awe as a kind of "bogeyman" figure. 
Their wings are too small for flight, but 
are probably used as fins or flippers 
when swimming. 
A shugoran has two forms of attack, 

both using its proboscis. 
First, the suction it produces may be 

played over a victim at a range of up to 
15 feet. Anyone attacked like this can 
not breathe and must begin the drown 
ing procedure. The attack procedure 
will continue, automatically succeed 
ing on each round after the first "hit," 
until the creature is distracted or its 
victim is dead. A person cannot attack 
while unable to breathe, except by use 
of firearms. 
The second method of attack is used 

in close combat. The shugoran attempts 
to fasten the end of its proboscis over its 
victim's mouth and then sucks his 
lungs out, The victim automatically 
dies on the round following a success 
ful hit. 
Characteristics 
STR lD6+6 
CON 2D6+6 
SIZ 206+3 
INT 306 
POW 306 
OEX 206+6 

Average 
9-10 

13 
10 

10-11 
10-11 
13 

Average Hit Points: 11-12. 
Move: 8/10 swimming. 
Weapon Attack % Damage 
Suck 55% Begin 

drowning procedure 
Proboscis 40% Oeath 

following round 
Armor: 3-point hide. 
Spells: None. 
SAN: lD6 points of SAN are lost if a 
SAN roll fails on seeing a shugoran. 

SPAWN OF YOG-SOTHOTH 
Greater Servitor Race 
Based on the stats given in 
The RuneQuest Bestiary 

DeSCription: "Oh, oh, great Gawd ... 
that ... that ... Biggern a barn ... all 
made 0' squirmin' ropes ... hull thing 

sort 0' shaped like a hen's egg bigger'n 
anything, with dozens of legs like hogs 
heads that haff shut up when they step 
... nothin' solid abaout it-all like 
jelly, an' made 0' sep'rit wrigglin' ropes 
pushed clost together ... great bulgin' 
eyes all over it ... ten or twenty 
maouths or trunks a-stickin' aout all 
along the sides, big as stovepipes, an' 
all a-tossin' an' openin' an' shuttin' ... 
all grey, with kinder blue or purple 
rings ... an' Gawd in Heaven-that 
haH face on top I ... " 
(From "The Ounwich Horror," by 
H.P. Lovecraft) 
Notes: The Spawn of Yog-Sothoth is 
the result of a mating between Yog 
Sothoth and a human female. This 
hybrid creature may take a totally 
monstrous form (as described above), 
or it may be basically human in appear 
ance, with only a few inhuman features 
which may easily be concealed. Some of 
these creatures are invisible. Thus the 
exact appearance of each individual 
Spawn is up to the Keeper. 

For the first fifteen or so years of its 
life the Spawn is reared by the sorcerer 
who originally summoned Yog-Soth 
oth, During this time it will be growing 
rapidly and must be provided with 
large amounts of fresh meal. All the 
while it will be trying to gain know 
ledge of the Cthulhu Mythos in an 
attempt to discover the process by 
which Yog-Soihoth will be allowed 
permanent access to our world. 
If killed, the bodies of these monsters 

dissolve into a pool of slime. 
The stars below are for a fifteen-year 

old Spawn. For each five years of age, 
the creature gains 206 in both STR and 
SIZ. APP only applies to humanoid 
Spawn. 
The attack mode listed is for claws. 

However, the exact nature of the 
Spawn's attack depends on its physical 
appearance, but is likely to include 
tentacles, mouths or suckers, or a num 
ber of these. 
Characteristics 
STR 606 
CON 306 
SIZ 606 
INT 406 
POW 206+12 
OEX 306 
APP 306 
Average Hit Points: 16. 
Move: 6, plus I per five years of age. 
Weapon Attack % Damage 
Claw 55% 306 
Armor: None. Invisible Spawn quar 
ter their opponent's chances to hit. 
Spells: All Spawn know at least 104 
spells per five years of age. 
SAN: Viewing a Spawn of Yog 
Sothoth costs 1020 points of SAN. A 
successful SAN roll indicates the loss of 
only 103 points. '] 

Average 
21 

10-11 
21 
14 
19 

10-11 
10-11 
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A SOURCE BOOK FOR HEROES UNLIMITED 

Palladium Books brings to life the world of comic books with 
its adaptation of the Justice Machine! Every aspect of the comic 
books are described for your game use. The corrupt, evil govern 
ment of the alien world of Georwell; the secrets of all its heroes 
and villains; surprises and adventure. Each character is designed for 
your immediate use as a playing character in the Heroes Unlimited 
game system; fully developed with powers, goals and extensive 
personal profile. 

Highlights Include. 

• New Superpowers 
• Over 30 Villains 
• Dozens of Heroes 
• Robot Assassins 
• Aliens 
• The Planet Georwell 
• The Secret City of New Haven 
• The Scenario "Attack of the Lava-Men" and More!! 

Profusely illustrated by Mike Gustovich and a host of guest 
artist, which include John Byrne, Jack Kirby, Bill Sienkiewicz, 
Paul Gulacy, Mike Grell, Bob Layton and others. 
Heroes Unlimited is needed to play. 
$14.95 (post paid) 
By Kevin Siembieda 
Beautifully Illustrated 
81/i'xll" trade paperback 

Palladium Books 
Dept. D 
5669 Casper 
Detroit, Michigan 48210 

HEROES 
UNLIMITED 

The first hero game to include bionics, 
robotics, psionics, spies, mutants, aliens 
and superbeings of all kinds under one 
cover! Guess-work superpowers are replaced 
by exact power descriptions and a compre 
hensive skill system. A complete game and 
souce book. Steranko Cover! 
$14.95 (post paid) 

CONTEMPORARY 
WEAPONS 
Contains over 300 hand-held weapons 

from around the world. 250 illustrations 
include pistols, rifles, sub-machine guns, 
machine guns and various attachments. 
Still $4.95 (post paid) 

Send 50¢ (postage and handling), for our 
complete catalog of Palladium products. 



Sherlock Holmes 
Definitive Literature 

Available thru Sleuth 
The Annotated Sherlock Holmes by William S. Baring-Gould. 
William S. Baring-Gould, one of the greatest Sherlockian authori 
ties amassed information from his vast collection of Writings about 
the Writings and file of books and magazines both British and 
American, plus hundreds of maps and illustrations, diagrams and 
photographs and poured it all into this complete two-volume set of 
every Sherlock Holmes novel and story Doyle wrote. Each story is 
accompanied not only by the original drawings of Sidney Paget, but 
by every imaginable footnote, reference and insight, to say nothing 
of the fascinating chapters penned by Baring-Gould as introductions 
to Holmes, Watson, Moriarty and the London scene. Absolutely the 
most definitive edition of the Canon ever assembled. (CP-I70 
two-volumes hardback boxed $39.95) 
The Complete Sherlock Holmes by Sir Arthur Conan Doyle. Here 
are all four full-length novels and fifty-six short stories about the 
colourful adventures of Sherlock Holmes-every word Conan Doyle 
ever wrote about Baker Street's most famous resident. So devoted and 
numerous are the followers of the immortal Holmes, so timeless are 
his colourful adventures, that this shrewd and lovable amateur de 
tective whom Conan Doyle invented when he was a young doctor is 
the most popular character in the last century of fiction. 
(DD-00609-6 hardback 1122pp $15.95) 

The Original Illustrated Sherlock Holmes by Arthur Conan Doyle. 
Thirty-seven short stories and a complete novel from The Strand 
Magazine with all 356 original illustrations by Sidney Paget. Here 
are the original Sherlock Holmes stories by Arthur Conan Doyle as 
they first appeared in the British magazine The Strand. This period 
ical was the literary sensation of its time, especially with the publica 
tion of the novel The Hound of the Baskeruilles (which appears in 
its entirety in this volume), when eager readers lined up outside the 
magazine'S London offices, waiting for each installment as it came 
off press. (BS-057-2 hardback 636pp illustrated $6.98) 

The Adventures of Sherlock Holmes by Sir Arthur Conan Doyle. 
From Sir Arthur Conan Doyle's classic tales featuring the greatest 
detective in literature, here are 13 of Sherlock Holmes's most baffling 
and intriguing cases. Along with clients who seek help from the 
world's first consulting detective, readers can climb the stairs to the 
famous rooms at 221B Baker Street, delight in the eccentric Holmes 
and inimitable Dr. Watson, and rush out into the English country 
side as the master of deduction untangles webs of deceit, unscrambles 
ciphers, solves puzzles and catches culprits-or intentionally lets 
them go. Selected from The Adventures of Sherlock Holmes (1891), 
The Memoirs of Sherlock Holmes (1894), and The Return of Sher 
lock Holmes (1905), this book contains all 13 great stories from the 
PBS-TV series. (BA-24966-7 sojtcouer 266pp $2.50) 

The Final Adventures of Sherlock Holmes by Sir Arthur Conan 
Doyle, collected and introduced by Peter Haining. For many years, it 
has been widely accepted that the complete Canon of Sherlock 
Holmes's adventures by Sir Arthur Conan Doyle consisted of 56 
stories and 4 novels. But there have been persistent rumours of a 
number of other items that Conan Doyle wrote about his world 
famous detective and which, for one reason or another, have never 
been included in the collected works. Now, on the 50th anniversary 

of the death of Sir Arthur, these missing items, including stories, 
plays and poems, have at last been unearthed from obscurity and 
published together to provide the final remaining authentic accounts 
of the great sleuth. (BS-407-1 hardback 208pp $3.98) 

Encyclopaedia Sherlockiana by Jack Tracy. Here, literally, is every 
person. every place and everything that appeared in the chronicles of 
the famous consulting detective. Each entry conjures up the thrill of 
discovering the stories for the first time or casts light on some obscure 
Victorian phrase or custom for a current reading or rereading. 
(DD-03061-4 hardback 411pp illustrated $12.95) 

Sherlock Holmes: My Life and Crimes by Michael Hardwick. This 
novel is the first totally convincing account of the great man's life 
and evokes magnificently a vanished world. every reader of Watson's 
version of Holmes's great cases will want to have the Master's own 
record which contains much vital information never previously put 
before the public. (DD-19654-7 hardback 208pp illustrated $16.95) 

Sherlock Holmes Through Time and Space edited by Isaac Asimov, 
Martin Harry Greenberg, and Charles G. Waugh. Critics and readers 
alike agree that Sherlock Holmes was the greatest detective the world 
has ever seen. In this collection.of stories, Holmes and Watson, and 
sometimes their inspired descendants, enjoy a stimulating and 
edifying variety of adventures. Some adhere strictly to the Canon, 
others range far afield. All retain the excitement and verve of Sir 
Arthur's creation. (BJ-94400-4 hardback 355pp 114.95) 

The Private Life of Dr. Watson: Being the Personal Reminiscences 
of John H. Watson, M.D. by Michael Hardwick. In this rousing 
autobiography, Watson tells the whole truth: a humble background 
in Scotland with an ominous streak in his heredity; the family up 
heavals that were to leave their mark on him forever, and the ironic 
circumstances that led to his becoming a doctor, army surgeon ... 
and the sleuth's assistant. (DU·24205·8 hardback 298pp IlJ.95) 

A Study in Scarlet planned and edited by Simon Goodenough. A 
Sherlock Holmes murder dossier based on the story by Sir Arthur 
Conan Doyle. Put your deductive ingenuity to the test with this port 
folio of the real physical dues used by the world's most famous 
sleuth to solve one of his most perplexing cases. (WM·01951-X 
sojtcouer 100pp illustrated $17.95) 

The Hound of the Baskervilles planned and edited by Simon Good· 
enough. Based on the story by Sir Arthur Conan Doyle, match your 
powers of detection against the great Sherlock Holmes with the 
evidence now made available from Dr. Watson's private papers 
notes, telegrams, maps, photographs, newspaper cuttings and real 
clues. (LB·32002-1 sojtcouer 100pp illustrated 119.95) 

The Sign of Four planned and edited by Simon Goodenough. Based 
on the original story by Sir Arthur Conan Doyle, here for the first 
time is the orignial evidence that lies behind one of the most exciting 
adventures of the great detective, Sherlock Holmes. The actual dues 
are here for you to hold. Inspect the very letters and telegrams, the 
newspaper cuttings and murder notes that enable the greatest of all 
detectives to solve his case and his closest friend to lose his heart. 
(LB-32009-9 sojtcouer 100pp illustrated $19.95) 
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GIiAlE REVIEWS 
Twilight: 2000/Time & Time Again/Heroes Unlimitedl 

Knight Hawks/Lost Worlds/The Mountain Environment." 
Ascent to Anekthor/The Horrible Secret of Monhegan Islandl 

The Circle and M.E.T.E.lThe Snow King's Bridel 
Casino Galactica/The Vanished/Telengard 

*** TWILlGHT:2000 
By Frank Chadwick 
(GDW, $18) 
Reviewed by 
Stephen M. DeSante 
Twilight: 2000 is the long 
awaited after-the-holocaust 
adventure game from GDW. It is 
the first adventure game GDW 
has published since Traveller 
way back in 1977. Player 
characters represent survivors of 
the last NATO offensive against 
the Warsaw Pact. Twilight, 
therefore, has the distinction of 
being the first adventure game 
set in Poland. 
Comparisons with Traveller 

are inevitable. GDW has 
apparently learned quite a bit in 
the past seven years. Whereas the 
original Traveller was bedeviled 
with primitive design concepts 
and cumbersome game mech 
anics, Twilight is a sharp, crisp 
game. The only features it shares 
with its uglier cousin are a too 
vaguely described setting and the 
fact that it is selling like the 
proverbial hotcakes. Twilight 
was one of the biggest sellers of 
the past Christmas season. 
The game consists of two rule 

booklets, an equipment book, a 
gamernaster's chartbook, a play 
er's chart, plus several character 
sheets and character generation 
worksheets, and finally, a 
beginning scenario. The game 
also includes four six-sided dice 
and one ten-sided die, as well as a 
lovely color map of war-ravaged 
Poland. 
The physical components of 

the game are well done, and the 
efficient organization of the 
various booklets and charts 
greatly aids the setup and 
running of the game. During 
play testing for this review it was 
always very easy to find the 
appropriate chart or reference a 
rule requiring clarification. 
Good organization is a critical 
key to any game, and Twilight 
has it. 
The character generation 

worksheets are very useful; in 

GAME RATINGS 
**** Superb * * * Mighty Fine ** Good "* Flop 

particular they contain the 
formulae for calculating the 
character's various attributes and 
skills. Rolling up a character is 
not a complex process, but it is a 
long one. Average time for roll 
ing up a character seems to run 
between 90 to 120 minutes, albeit 
this time includes the "purchase" 
of the character's equipment. 

Twilight utilizes six Basic 
Attributes. These are all 4d6-4 
rolls, giving an attribute range of 
I - 20 (a roll of "0" may be re 
rolled). From these Basic Attri 
butes are calculated Hit Capacity, 
Throw Range, Weight, Load 
(Encumbrance), Months of Com 
bat Experience, Radiation Ex 
posure, Coolness Under Fire, 
Age, Rank, and the number of 
skill points. 
None of the above items are 

especially hard to calculate, but 
the total sum of them can be 
come overwhelming. This is 
where the formulae on the 
character generation worksheet 
come in handy. 
One problem with the charac 

ter generation system is the 
"equality" built into it. For 
example, a character with low 
Basic Attributes will get a high 
number of Months in Combat 
(which means more skill points) 
and vice versa. This is a great 
way to balance out a group of 
characters, but it makes absol ute 
Iy no sense whatever, especially 
in the violent ambiance of this 
game. Low attribute individuals 
will be the least likely to survive 
in such an environment, let 
alone the "veterans" of such a 
group. 

A second problem is the rank 
tables. For my play test group, I 
generated 16 characters. Of those 
16, three were captains and five 
were sergeant-majors I While I'm 
not necessarily known as a good 
dice roller, the rank tables tend 

to favor these grades of officers 
and NCOs, giving any group a 
surplus of chiefs and a surfeit of 
Indians. This is not too serious a 
problem, however, as the game 
master can always alter a rank 
(that's what I did). Just be fore 
warned. 
There are three types of skill 

points in Twilight: Military, 
Education, and Background. 
These skill points may be used to 
purchase percentages in certain 
skills. All characters start off 
with 300 Background skill points. 
Education skill points are based 
on the character's Education (a 
Basic Attribute) while Military 
skill points are based on the 
character's level of military ser 
vice. 
Generally, one skill point will 

purchase one percent in a skill 
until a character goes above 50 %, 
then it usually costs two skill 
points to further increase the 
skill by I %. Some skills may be 
purchased with any of the three 
types of skill points. Most im 
portant of these are weapon 
skills, which can only be pur 
chased with Military skill points. 

All characters start with cer 
tain base percentages in six skills, 
and may receive further bonuses 
in certain skills depending upon 
which specialty and service 
branch they enter. Generally 
speaking, it's very easy to reach 
50 percent in a skill, but very 
costly to raise it much above it. 

After calculating these skill 
percentages, the characters may 
now purchase equipment. They 
calculate their equipment pur 
chase allowance and then use 
this money to purchase equip 
ment. The allowance is based on 
the number of months the char 
acter has been in combat, with 
officers getting to double their 
allowance. The characters have 
little difficulty equipping them 
selves. Indeed, their main 
problem will be hauling all the 
equipment they can buy. 
This points out a minor prob 

lem with the game system. The 
characters are too skill poor 
while being too equipment rich. 
Logically, it should be the other 
way around. After all, they have 
survived at least two years at the 
front and should be damn good 
with small arms, etc. While, with 
the breakdown of their supply 
lines caused by the nuclear ex 
change, there should be a short 
age of usable equipment. 
To remedy this problem, the 

gamemaster could ignore the 

rule which doesn't allow char 
acters to purchase skill percent 
ages of over 80% in non-language 
skills, and the gamemaster 
should allow characters to con 
vert some of their equipment 
"money" into skill points. I 
suggest a ratio of 25 "dollars" to 
I skill point, which may be used 
to purchase any skill percentage. 
The combat system is a very 

slick, skill-driven procedure. 
Large scale fire fights (say in 
volving a dozen characters and a 
couple vehicles) can be resolved 
very quickly. The damage rules 
for both characters and vehicles 
are probably the best to appear 
in a modern arms game. Indeed, 
in terms of playability and real 
ism, the combat system of 
Twilight stands head and 
shoulders above any other post 
holocaust game this reviewer is 
acquainted with. Or above any 
other game on modern combat, 
for that matter. 
A nice feature of the combat 

system is the Coolness U nder 
Fire number for each character. 
Based on the number of months 
a character has been in combat, 
this number indicates how many 
rounds a character will "hesitate" 
during a Combat Turn. This is 
an easy way to simulate combat 
experience (or lack of it) during a 
fire fight. 
One prominent characteristic 

of the combat system is its utter 
deadliness. It is very easy for 
characters to die in Twilight. 
And wounded characters take a 
long time getting back up to 
snuff (no one ever said the 
modern battlefield was a safe 
place). Individuals who take a 
heavy machinegun round in the 
gut usually die and the combat 
system is very realistic on this 
point. I don't advise players 
getting too attached to their 
characters. 
Twilight provides some very 

useful hard data on the various 
weapons of NATO and the 
Warsaw Pact. It's good to see all 
the research GDW put into its 
Third World War series of board 
games being applied to an 
adventure game. This should 
make the game a must buy for 
many people who only want a 
modern combat game and not 
necessarily one dealing with a 
post-holocaust world. It can 
easily be converted into some 
thing dealing with any modern, 
weapons-oriented situation. 
Which brings me to my biggest 

problem with Twilight. The 
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reason the game can be changed 
so easily is because so little of the 
post-holocaust universe is out 
lined. Aside from a few pages of 
timeline describing the course of 
the Third World War and the 
scanty information contained in 
the beginning scenario, there is 
no information about the great, 
big post-holocaust world. 

I just couldn't catch the sense 
of this world; what currents are 
moving it forward and shaping 
its future, and the future (if any) 
of the characters. Can the great 
decline be reversed? Can a poor 
farm boy from Wiggins, Missi 
ssippi, one day become Overlord 
of Lower Gdansk? The rules 
state "The only thing constant 
will be change." Come on guys, I 
knew that before I bought the 
game. Give me some details, 
please! 

Of course all the post 
holocaust games I've played were 
basically shoot-tern-ups. But 
they all provided the players 

***1- 
TIME & TIME AGAIN 
By H.N. Voss and W.P. 
Worzel (Timeline, $18) 
Reviewed by William Hamblin 
"March with Xenophon, sail 
with Magellan, ... argue with 
Socrates, ... pirate with Drake, 
... sack Troy, defend Rome, 
burn Alexandria, ... sip tea in 
the Tokugawa Shogunate, ... 
ride with Genghis Khan" -these 
are a but a very few of the in 
numerable possible scenarios 
offered by Tirneline's new adven 
ture game, Tirne ir Time Again 
(TTA). 
In recent years the adventure 

gaming industry has expanded 
beyond its initial realm of sword 
& sorcery fantasy games into 
areas such as science fiction, spy 
thillers, murder mysteries, gothic 
horror, and pulp adventure, to 
name but a few. In fact, various 
types of games are now available 
for every genre of adventure liter 
ature and film (except perhaps 
the romance/love story) and 
many major films and novels 
have served as direct sources for 
new games. With the advent of 
time-travel games, garners can 
now directly access the limitless 
adventures of history. 
TT A is not the first time 

travel game to appear on the 
market, but in some ways it is 
quite unique. The premise is 
that after "World War III," a 
world government was estab 
lished to restore order. The 
principles of time travel were 
also discovered and monopolized 
by the World Government which 
established a "Bureau of Temp 
oral Affairs" (BTA). Under the 

with a firm background on who 
was who and what was what out 
there. Not so with Tunlight. The 
players aren't given a place to 
"hang their hats," unless the 
gamemaster burns a lot of mid 
night oil. 

Hopefully, GDW will support 
Twilight with supplements to 
flesh out its universe (if Traveller 
is any indication, I have no fear 
of that). It would be a shame to 
leave such a nice game system 
out in the cold. 

All things considered, Twi 
light: 2000 is worth buying for 
its combat system alone. Anyone 
expecting a fully developed post 
holocaust world, however, will 
be disappointed with what GDW 
supplies. They may do better if 
they consider the game more as a 
supplement to an ongoing cam 
paign than as a game in and of 
itself. 

.limilnblr thru \11'//liI (UI'(/f'I' 
(; /)- soo; 

auspices of the World Govern 
ment the BTA recruits and trains 
"Voltiguers" (French, "Jumper") 
as time travelers are called, 
organizes them into teams, and 
supervises their missions into the 
past. 

What is unique about TTA's 
approach to time is that they 
have a detailed and well thought 
out concept of the physics of time 
travel, which includes the follow 
ing rules: "You can't go into the 
future (it doesn't exist yet)"; 
"You can't change the past"; 
"Only organic material can be 
sent into the past";"You can't 
meet yourself in the past." These 
"laws" of time travel set the 
fundamental tone for the entire 
game. There can never be a war 
occurring between "Time Lords" 
each seeking to change the past 
for their own benefit in the 
present. You can't go into the 
past and kill your grandfather 
(but can you become your own 
grandfather as in the movie 
Time-Rider?). Nor can you take 
back laser weapons, a tank, an A- 

bomb or machine-guns to domin 
ate peoples of the past with su 
perior technology. What the ad 
venturer must do, then is to 
interact with the past on its own 
terms. Since the Voltiguers can 
never dominate the past, they 
must become part of the past 
rather than attempting to manip 
ulate it for the purposes of the 
future. Thus history itself be 
comes the focus of the game 
where the action of the scenarios 
will be played out-rather than 
the science-fiction future where 
time travel is known. 
The central goal of BTA mis 

sions is scientific, to do what no 
historian has even been able to 
do-observe history in the mak 
ing. However, most players of the 
game will not be the scientists 
and historians sent into the past 
to study and observe, but the 
para-military Voltiguers whose 
purpose is to assist, protect and 
generally do the dirty work for 
the observers. Specific missions 
include establishing contacts and 
bases in the past (learning a dead 
language or exploring a blank 
spot in history), observing the 
functioning of past societies, es 
corting and protecting an ob 
server, rescuing other time travel 
ers who are in danger, sojourn 
ing in the past for extended 
periods, and special top-secret 
missions known as "eradication" 
-the elimination of time travel 
ers who have somehow gone 
beserk in the past. Voltiguers are 
also allowed "Free Jumps" when 
they may go where they wish and 
do exactly as they please (within 
the rules of the BTA). For exam 
ple, one of the scenarios included 
with the game centers around 
attempts to rescue an Egypt 
ologist who has been observing 
the court of ancient Egypt at 
Thebes in 1352 Be, and who has 
suddenly found himself caught 
up in a palace coup following 
the death of Tutankharnen, 
which occured a year earlier than 
historical records indicated. 
TT A consists of a boxed set of 

two large books and a number of 
supplementary sheets. Book I, 
which often reads like novel, de 
tails the background of the BT A, 
the theory of time travel, the var 
ious goals pursued by Voltiguers 
in the past, characteristics of 
players, and an extensive combat 
system which nicely integrates 
unarmed, armed, missile and 
firearm combat into a unified, 
realistic yet playable system. 
Book II contains a general dis 
cussion of the wide varieties of 
climate, terrain, animals, eco 
nomy, technology, transporta 
tion, governments, and social 
customs, which can be in various 
places and ages of the past. There 
are also a number of pull-out 
sheets summarizing the major 
rules, and scenarios on the fall of 

Saigon, trading in Birka (a Vik 
ing town), and a political coup 
in ancient Egypt. The game is 
nicely illustrated with charts, 
tables, maps, and original draw 
ing, as well as numerous delight 
ful old lithographs of scenes 
from many different cultures in 
the past. 
The major potential problem I 

see with the game is that in a 
sense it is not quite ready to play 
as it is. No historical civilization 
-where the significant action of 
the game must occur-is fully 
described in the game. This 
means that the gamernaster is re 
quired to do some independant 
preparation, by reading up on 
the historical period of a scenario 
(the authors, realizing this, have 
included guidelines on preparing 
scenarios for play). However, 
since generations of historians 
have been researching almost 
every aspect of the past, a nearly 
limitless source of background 
material and potential scenarios 
are available at any public library 
or bookstore. In addition, Time 
line has plans to publish supple 
ments describing some of the 
major civilizations of the past 
with scenarios to be played in 
each culture. 
Thus, in a sense, this 

potential weakness becomes one 
of the great strengths of the 
game. There exists in thousands 
of easily accessible books a 
virtually limitless number of 
vivid and detailed scenarios to 
choose from. Historians and 
archaeologists have 
reconstructed maps for 
hundreds of ancient cities 
which can serve admirably as 
maps for scenarios. Photos and 
drawings of architectural 
remains can be utilized by a 
game master to show players 
exactly what they are seeking 
when they walk down a street 
in ancient Rome. Fasci-nating 
gamernaster-characters exist in 
the thousands-rulers, warriors, 
merchants, philoso-phers, saints 
and sinners, all described in 
detail in biographies and 
historical works. Additionally, 
well-written and researched 
historical novels can serve as an 
admirable source for 
background and scenario ideas. 
Time tr Time Again also 

offers the potential to be 
integrated with other game 
systems. By means of time 
travel, a character developed 
under Time lr Time Again rules 
can make his "Jump" into the 
past by means of scenarios for 
other games. Thus with some 
adaptation and imagination the 
same Voltiguer could become 
imbroiled in espionage in the 
1980' s, be a pirate in the 
Carribbean Sea, a samurai in 
Japan, a detective in Victorian 
London, or even seek the evil 
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cultists of Cthulhu. Thousands 
of adventures are waiting to be 
experienced. All you need is the 
Time. 

Available thru Sleuth (order 
TL-3001 ). 

**"i HEROES 
UNLIMITED 
By Kevin Siebieda 
(Palladium, $14.95) 
Reviewed by 
Russell Grant Collins 
Another in the recent flood of 
superhero games, Heroes Un 
limited is based on the system 
first presented in the Palladium 
Role-Playing Game. It is a very 
skill-based system with less 
emphasis placed on the super 
powers than in any of the other 
such games I've seen. 
Character generation involves 

rolling three six-sided dice for the 
following attributes: IQ. Mental 
Endurance, Mental Affinity, 
Physical Strength, Physical 
Prowess, Physical Endurance, 
Physical Beauty, and Speed. You 
then roll on the Random Power 
Table to determine your origin 
type; if you roll Mutant, Ex 
periment, or Alien, you also roll 
for a Super Power on a second 
table. (For no explicable reason, 
these powers are scrambled on 
the table and there is an alpha 
beticallist right next to it, for 
those who want easy reference; 
why didn't they simply put the 
table in alphabetical order in the 
first placer) After you have 
finished determining your power, 
which usually involves a few 
more rolls and perhaps a choice 
or two depending on your Ran 
dom Power, you roll for your 
Educational Level which deter 
mines how many and which 
skills you can select for your 
character (a high school student, 
for example, cannot take Medical 
,Skills). 

If you notice, there's a lot of 
rolling of dice in this system of 
character generation. I admit 

that my personal preference lies 
in allowing players to design 
their own characters rather than 
generating them randomly; I've 
had to play tOO many characters 
that turned out poorly and 
quickly died. That's a personal 
preference and even Siembieda 
allows fierce diehards like me to 
select powers with the permission 
and approval of the gamemaster. 
The Bionics, Robots, and Hard 

ware rules are quite good, with 
almost the only rolls needed 
being determination of sponsor 
ing organization, relationship 
with sponsoring organization, 
and budget. The player then 
designs the character (or his 
equipment) within that budget, 
very similar to Champions or 
Superuiorld. Psionics is also 
good because the player again 
gets to select which basic powers 
he has from a list. The Mutant, 
Alien, and Experiment categor 
ies, however, are different only in 
that most Mutants look funny, 
most Aliens look really funny 
and have advanced technology, 
and Experiments have neither of 
these capabilities. Each character 
in these categories gets one 
power (although Mutants can be 
Psionics and Aliens any of the 
other categories instead if they 
roll lucky). There is a problem 
here, especially when there ap 
pears to be no attempt to make 
the powers equal. Intangibility, 
for example, is Kitty Pride with 
OUt her ability to disrupt mach 
inery or walk on air (and an 
added vulnerability to gas), 
whereas Alter Physical Structure: 
Fire turns the character into the 
Human Torch complete with his 
Nova Blast (although with possi 
bly lethal consequences to the 
character who uses it). Another 
problem with this game is that 
the powers are too defined; every 
character with a given power is 
exactly like every other character 
with that power, as far as the 
working of that power is con 
cerned at least. 
The experience system is based 

on Dungeons &- Dragons 
various actions are worth ex 
perience (as in most other 
adventure games) and after 
earning a certain number of 
points, a character goes up a 
level, at which point all his skills 
and abilities get better at once 
and he gains more hit points. I 
can certainly see the appeal of 
that. In Dungeons &- Dragons 
(and related systems), it is easy to 
compare two characters by look 
ing at their experience level, but 
in RuneQue.lt, for example, one 
character might have a better 
capability with a bow and the 
other more expertise at casting 
simple spells, so who's the fur 
ther advanced character? None 
theless, I prefer skill-based sys 
tems, like this one, to allow gain 

in some areas without corres 
ponding gains in others, perhaps 
even at the detriment of others. 
Besides, why does it take more 
experience to gain levels as an 
Alien or a Mutant than as an 
Experiment? Why are Bionics 
levels the most costly to gain and 
Experiments the least? And most 
importantly, what does a dead 
character do with the 500-700 
points he gains for self-sacrifice? 
Another thing that the de 

signer borrowed from D&-D is 
alignments, but he certainly did 
a better job than that game did. 
The alignments are divided into 
three groups: Good, Evil, and 
Selfish (read Neutral). Good is 
further divided into Principled 
(Lawful) and Scrupulous 
(Chaotic), Evil into Aberrant 
(Lawful), Miscreant (Neutral), 
and Diabolic (Chaotic), and Self 
ish into Unprincipled (Lawful) 
and Anarchist (Chaotic). (Note 
that these are my own correla 
tions and others might disagree.) 
These alignments are better than 
those in D&-D because they are 
outlined with 13 or 14 rules of 
thumb, covering things like 
keeping promises, torturing 
prisoners, and betraying allies. 
Also, I don't see any penalty for 
going from Principled to Scru 
pulous or from Aberrant to 
Anarchist, except for possible 
experience loss from not main 
taining a consistent character. 
The combat system is extreme 

ly simple-if a character has skill 
in a form of combat, then he hits 
with a roll of four or better on a 

20-sided die, unless his opponent 
parries or dodges (doing either 
by rolling better than the attacker 
rolled-one can only parry once 
and not everything can be 
parried, but a dodge costs a 
person his next attack in any 
case) or has body armor of some 
sort (which raises the roll needed 
to hit). A natural 20 does double 
damage; it is also what an un 
skilled com batant needs to hit 
(but it isn't clear whether he does 
double damage in this case). 
There are also rules on pulling 
punches, death blows, and roll 
ing with a punch. 
The scenario, "Betrayal]," is a 

good one to start off a new 
campaign with, as it gives the 
characters a better reason to be 
together than most scenarios 
from other companies. The book 
is rounded off with rules on 
creating supervillains and 
henchmen, organizations, in 
sanity, alcoholism, drug ad 
diction, animals, and the law as 
it pertains to superheroes and 
villains (all in the space of seven 
pages-not the most in-depth 
treatment possible). There are 
also tWO pages on world hot 
spots including possible interna 
tional conflicts that the heroes 
can interfere in. 
All in all, I cannot recommend 

this game over any of the other 
superhero games currently on 
the market. Only a super- 
com pietist should pick it up. 

Available thru Sleuth (order 
PA-500). 

***1- 
KNIGHT HAWKS 
Edited By Steve Winter 
(TSR Hobbies, $12) 
Reviewed by Tony Watson 
When Star Frontiers, TSR's 
entry into the realm of science 
fiction adventure games ap 
peared, a main criticism leveled 
at the design concerned the 
almost total absence of rules for 
stars hip and related star-faring 
activities. Starships were treated 
as a mere means of conveyance 
between star systems; there was 
no way to design ships, conduct 
space combat or enter into in 
terstellar trade. Without starship 
related skills, player-characters 
could not assume the traditional 
science-fiction adventure roles of 
starship pilot or gunner, nor the 
captain of a struggling tramp 
freighter. In short, Star Frontiers 
was missing a major element in 
any science-fiction adventure 
milieu. 

With their new game, Knight 
Hawks, TSR has managed to fill 
that void rather impressively. As 
well as serving as a stand alone 

science-fiction boardgame, 
Knight Hawks provides the star 
ship construction and combat 
rules, along with the character 
skills pertaining to starship life 
that weren't in the Star Frontiers: 
Alpha Dawn game. 
Like its predecssor, Knight 

Hawks has a large number of 
colorful and attractive compon 
ents; TSR seems to be offering 
the gaming public a considerable 
bargain. The list of game equip 
ment is extensive and includes: a 
64-page Campaign Book, a 
16-page boardgame rulebook, a 
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16- page adventure, a 22W' x 35" 
full-color map printed on both 
sides, 285 die-cut color counters, 
and a pair of ten-sided dice. 
The most important of these 

items is the Campaign Book. It 
is the core of the package's 
adventure gaming rules, and 
contains information on starship 
design and equipment. Using 
these rules, the player, or game 
master, can create the sort of ship 
required by the scenario at hand. 
The design process follows a 
modular approach, somewhat 
like that in GDW's Traveller. A 
hull of the appropriate size is 
purchased and then fitted out 
with drives, weaponry, detection 
and communication equipment, 
as well as cargo loading devices 
and several classes of passenger 
accomodations if desired. The 
list is quite extensive, especially 
in the weapons category, with 
over fifteen types of beam and 
missile weapons as well as several 
different sorts of passive and 
active defenses. 
Computers are an integral part 

of a ship design, although gamers 
will have to refer to their copy of 
Star Frontiers: A lp ha Dawn for 
the list of computer types, since it 
isn't repeated here. New pro 
grams are introduced to cover 
starship operations. Also in 
cluded are several different kinds 
of specialized equipment, such as 
mining robots, digging shuttles 
and processing facilities for ships 
engaged in mining, and solar 
collectors and farming robots for 
agricultural ships. 
Overall, the ship design se 

quence works well. Just about 
everything a ship designer is 
likely to need appears in the 
rules. Most things are explained 
well; the detection and communi 
cation equipment is more 
comprehensively dealt with than 
in Traveller, for example. But 
the system, does suffer from the 
lack of a defined and consistent 
method describing ship's fittings 
in terms of volume (as in 
Traveller's tonnage system) that 
makes it difficult for ship de 
signers to readily determine what 
will fit into a given hull. 
Once ships are constructed 

they need crews, and a good 
science-fiction game needs the 
means of generating characters 
with spaceship skills. Rather 
than modify the existing skill 
system from the A lpha Dawn 
rules Knight Hawks builds upon 
it. Spaceship skills are available 
to characters of any Primary Skill 
Area and are founded on existing 
character skills; for example, a 
character with Technician 6 and 
Computer 2 qualifies for a first 
level pilot skill, with the option 
to apply future experience points 
toward further expertise in pilot 
ing. This means that characters 
created using the A lpha Dawn 

rules are not outdated and have 
just as much chance to qualify 
for spacer skills as those rolled 
up after the appearance of Knight 
Hawks. There are four spaceship 
skills: piloting, astrogation, 
engineering, and gunnery, each 
of which has several subskills 
and six levels of expertise. Once 
again, character skill levels affect 
the percentage chance of com 
pleting a specific task. 
The Campaign Book is round 

ed out with sections on personal 
space equipment (spacesuits, 
small vehicles and tools), space 
ship movement, including take 
off, landing and interstellar 
jumping, and rules for conduct 
ing boarding actions using the 
combat system set down in the 
A lpha Dawn rules. The material 
on economic activity provides 
valuable guidelines on getting a 
bank loan to finance spaceships 
and trading ventures, perhaps 
the best to appear yet touching 
on such considerations as col 
lateral and interest rates. There 
are rules for setting up and 
operating a passenger line as 
well as engaging in commodity 
speculation and freight hauling. 
Unfortunately, the price tables 
for the various goods available 
are fixed, proscribing the sort of 
boom or bust speculation 
possible in the Traveller trade 
system. To its credit Knight 
Hawks offers some of the best 
rules yet in a science-fiction 
game to deal with mining operat 
ions for revenue raising. 
Knight Hawks is actually two 

games in one. While there is 
certainly an emphasis on the 

*** LOST WORLDS 
By Alfred Leonardi 
(Nova, $6 each) 
Reviewed by Larry DiTillio 
The skeleton faces you, scimitar 
held high, round shield protect 
ing his body. You know he 
means business. What should 
you do? Charge him, attempt a 
swing, protect yourself and close? 
You grip your broadsword tight 
ly, lifting your own shield for 
protection. You've knocked him 
off-balance but his sword crashes 
down, dazing you. You've barely 
escaped unscathed and you make 
a mental note to be as little more 
cautious in the future. If you 
survive. 

Lost Worlds is from Nova, the 
talented folks who gave you Ace 
of Aces. Lost Worlds, as is ob 
vious, is a game of one-on-one 
combat in the fantasy tradition. 
Lost Worlds is like Ace of Aces, 
but uses character sheets on 
which stats for the combatants 
are given all and possible maneu- 

adventure-gaming aspect (and 
this will be the package's main 
appeal), a science-fiction board 
game on ship-to-ship combat is 
also included. The boardgame 
serves as an adjunct to the adven 
ture game; the ship-to-ship rules 
are used to resolve any battles 
that the player-characters may 
become involved in. It is also 
playable as a stand-alone game, 
or as a strategic background for a 
campaign. 

The spaceship combat rules 
are contained in the l6-page 
tactical operations manual. The 
rules describe how to maneuver 
ships over the map, conduct fire, 
the effects of defenses and how to 
determine damage. The rules are 
divided into basic and advanced 
sections, the latter offering a 
greater variety of weaponry, 
defenses, a new combat table and 
a more detailed and satisfying 
method of damage determina 
tion. The system is sound and 
playable, if not innovative. 

Most of the game's 285 coun 
ters represen t the various 
stars hip classes of the IT nited 
Planetary Federation and the 
evil Sathar empire; each counter 
lists the ship type and provides 
a nicely rendered depiction of 
the vessel. One side of the 22W' 
x 35" mapsheet is a dark 
hexfield for fighting out 
starship battles (the other 
consists of several attract-ively 
rendered deckplans for use with 
the boarding and close combat 
rules). The Campaign Book 
contains rules for fighting out a 
strategic space wargame of the 

Second Sathar, using the ship 
to-ship combat system to 
resolve battles. Along with the 
strategic map, these elements of 
the game can be used to create a 
background with plenty of 
possibilities for adventure. 
This is reflected in another of 

the game's components, the 
l6-page "Warriors of White 
Light" adventure module. The 
stated purpose of this module is 
to introduce the spaceship rules, 
illustrate how the Knight Hawks 
material meshes with the Alpha 
Dawn game, and support a cam 
paign. The module contains a 
brief on the White Light star 
system, ship rosters, gamemaster 
character lis ti ngs and notes for 
the gamemaster. The players are 
new inductees into the Royal 
Marines of the planet Clarion; 
six scenario outlines comprise a 
sort of mini-campaign that offers 
varied situations and an oppor 
tunity for the characters to gain 
skills and experience while the 
players learn the Knight Hawks 
system. 

Knight Hawks is a credit to the 
TSR design staff and a valuable 
addition to the Star Frontiers 
game system. Those players who 
are involved in a Star Frontiers 
campaign will certainly wish to 
expand spaceward with the 
Knight Hawks material; those 
gamers who have been reluctant 
to consider the Star Frontiers 
system because of the lack of 
spaceship rules, may wish to give 
it a second look. 
Ai.ailabl« tliru Sleuth ( ovdev 
1'05-7011 ). 

vers listed. The characters which 
players play in the first two 
booklets are "a Man with a 
Broadsword and Shield" and "a 
Skeleton with Scimitar and 
Shield." Both are based on Ral 
Partha figures and a discount 
coupon for ten cents off the ap 
propriate figure comes in the 
booklets. The game is played 
thus: Each player picks a char- 

acter and takes the appropriate 
character sheet. The booklet 
showing the character is given to 
your opponent. The character 
sheet is used to choose a maneu 
ver. The player then turns to the 
proper page for that maneuver. 
The opponent does the same. 
Each player then finds the num 
ber his opponent gave him on 
the page and this sends him to 
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the resolution page. On this 
page, the player will see an illus 
tration of his opponent which 
shows either what his opponent 
is doing or if he has scored on his 
opponent. Again, it's exactly like 
Ace of Aces, but there is a differ 
ence. In Lost Worlds players do 
not necessarily wind up on the 
same page, as in Ace of Aces. 
This can cause confusion for 
those familiar with Ace of Ace.~, 
but this confusion is soon 
dispelled. 
The booklets in Lost Worlds 

are digest-sized, 8\>" x 5\>", and 
the illustrations are in black 
and-white. Each page has two 
numbers, an odd number show 
ing the illustration and an even 
number showing the "Movement 
Parchment." On the movement 
parchment are several columns 
of even numbers with a corres 
ponding odd number that tells 
which page to go to. Most of the 
page is given to the illustrations, 
which are done by Arne Starr. I 
like the illustrations, they're 
clean, well-drawn and nicely 
animated. They also give you a 
good basis for choosing a maneu 
ver. Each illustration also has 
one more facet-a line or two of 
text which gives the restrictions 
your opponent is under for his 
next move. This simulates the 
effects of what has happened in 
the preceding turn, e.g., if struck 
off balance, a player may only 
block or make some sort of dodge 
in the next turn. Each player 
reads the restrictions to his 
opponent and again the restric 
tions are helpful in choosing a 
maneuver. 
The character sheet is divided 

into eight boxes for close range 
maneuvers and an additional 
box for extended-range maneu 
vers. Most of the fighting is done 
at close range (makes sense, 
right?), but the players begin at 
extended range and may perform 
maneuvers at close range which 
bring them back to extended 
range. The close range possibili 
ties are downswing, sideswing, 
thrust, fake, protected attacks, 
special, shield block and jump. 
Each maneuver is further sub 
divided into a number of color 
coded bars so that a player can 
for example make a high or low 
thrust or jump up, away, duck, 
or dodge. The color-coding refers 
to the restrictions, so for exam" 
pie, a player who was told to "do 
no blue" next turn, could not 
make a low sideswing or thrust. 
Extended range maneuvers en 
able a player to charge, swing or 
thrust, block and close or dodge 
and jump back. Every maneuver 
has its appropriate page number 
and a damage modifier, either 
plus, minus, or zero. When a 
score is indicated the player 
checks the damage modifier and 
adds or subtracts it from the 

given score,. e.g., if a skeleton'S 
downward smash scores 3 on the 
opponent, the plus 3 damage 
modifier for that maneuver is 
added and the opponent takes 6 
points of damage. Damage is 
taken off the character's body 
point total which is also on the 
character sheet. When body 
points reach zero or below, the 
fight is over and the affected 
character is unconscious. If body 
points got to -5 or below the 
character has been killed. There 
are a set of special maneuvers for 
each character which adds a little 
individual flavor to the combat 
ants, e.g., the skeleton can duck 
and pick up a bone or two. Each 
maneuver is fully explained on 
the back of the character sheet, so 
that decisions can be made with 
some rationale, rather than just 
picking something because it 
sounds good. Also on the char 
acter sheets is the character's 
height and the number of attacks 
he is capable of (this refers only 
to the multi-player game). Height 
can act as a further damage 
modifier if one character is 
taller Ishorter than the other. 
There is also space to record ex 
perience points (these are equiva 
lent to the body point total of a 
character you have defeated and 
can be used to make your char 
acter tougher) and pick a name 
for your character. The game is 
designed for characters to im 
prove as they win fights, but if a 

character is killed in a fight, a 
new character must be started. 
Due to this fact, it's advisable to 
xerox the character sheet to keep 
track of continuing characters or 
keep records on separate pieces 
of paper. 
Lost Worlds further provides a 

multi-player option in which a 
group (each player with his own 
character sheet and booklet) can 
whack away at each other. I 
haven't had an opportunity to 
try this option, but it looks like 
fun. In terms of balance in the 
first two booklets, the Man has a 
little edge on the Skeleton in 
terms of body points (he has only 
12, 01' bony has 7) and damage 
modifiers (the Man's are general 
ly a point higher than the Skele 
ton's). Nevertheless, a skeleton is 
not doomed to defeat for wise 
swordplay can more than com 
pensate for Mr. Broadsword's 
edges. Indeed the Skeleton has 
won more than his share of bouts 
in the games I have played. 
Lost Worlds takes almost 

three minutes to learn to play 
and fights last anywhere from 
five to ten minutes, depending 
on boldness and tactical expert 
ise. Sometimes how you wound 
up in one place or another is not 
always clear, but in the main the 
Lost Worlds system makes perfect 
sense and is expertly designed. 
Nova has a whole series of differ 
ent character booklets and sheets, 
all compatible with each other. 

Lost Worlds can be played any 
where by most anyone and it's 
very, very enjoyable. In fact, for 
me it outshines Ace of Aces 
because it's easier to understand 
what you're doing in the relative 
ly cleaner arena of one-to-one 
combat. The only drawback to 
Lost Worlds is its price. At $6 per 
booklet, garners might think 
twice about buying it. I know I 
did. Fortunately, I bought the 
game anyway and it's easily 
worth the price in game enjoy 
ment. Fights are always different 
and results are often wildly 
amusing. Lost Worlds may even 
be useful in adventure games, for 
a different style of combat, 
though I don't guarantee it can 
work easily. What I do guarantee 
is that Lost Worlds is a definite 
winner. If you like the thrill of 
toe-to-toe hack 'n' slash you'll 
love the game, so bite the bullet 
on the seemingly high price and 
get it. 
Available thru Sleuth (order 
NO-IOOI jar "Armed Human," 
NO-l002 for "Skeleton Fighter," 
NO·IO03 for "Dwarf Fighter," 
NO-I004 for "Giant Goblin," 
NO-IO05 for "Woman in 
Chains," NO·l006 for "Troll," 
NO·1007 jar "Barbarian," 
NO·IO08 for "Magician," 
NO-JO09 for "Wraith," 
NO·lOIO for "Cold Drake," 
»o.ion for "Halfling," 
NO-JOJ2 for "Lizardman," 
NO·lOJ3 for "Unicorn"). 

**1- 
THE MOUNTAIN 
ENVIRONMENT 

**1- 
ASCENT 
TOANEKTHOR 
Both By]. Andrew Keith 
(Gamelords, $5.95 each) 
Reviewed by Arlen P. Walker 
The Mountain Environment is 
from Gamelords' Environments 
for Adventure series, a series of 
books outlining special rules for 
harsh environments. 
The first 18 pages of this book 

deal with the definition of 
mountaineering as a game skill, 
along with three cascade skills 
'mixed: rock, and ice climbing 
and their use in an extended 
range adventure. This includes 
the effects the skills have on the 
chances of falling, and a special 
set of endurance rules for use 
during climbs. 
The next 14 pages cover the 

creation of mountainous terrain, 
as well as the procedure used to 
create and run an adventure. 
A mountain is broken down 

into a number of segments, or 
'faces.' Each face requires its own 

THE 
MOUNTAIN 
ENVIRONMENT 
by J. Andrew Keith 

ASCENT 
TO 
ANEKTHOR 
by J. Andrew Keith 

skill roll, and there may be 
several between the start of the 
climb and the summit, depend 
ing on the height of the peak. It 
is possible to take an entire play 
session to climb a single moun 
tain if the gamemaster has com 
pletely detailed the terrain and 
encounters. The aim of this book 
seems to be to take mountain 
climbing out of the "roll two 
dice and proceed on" school of 
playing. 
As you climb a mountain, air 

pressure decreases. How high 

can your group climb before they 
require oxygen? What weather 
changes will occur as the pressure 
drops? These are all questions 
which need to be answered if a 
realistic climb is to be simulated, 
and the section on mountainous 
terrain concludes with a dis 
cussion of weather and atmos 
pheric pressure. 
The next 6 pages detail the 

type of terrain hazards you may 
encounter while climbing. Each 
hazard is given its official name, 
followed by a description of it 
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and its effects on a climb. Climb 
er's jargon is thick here, but the 
terms are defined. Pay attention 
and you too can sound like an 
expert climber. 

The remainder of the book 
contains an extensive equipment 
list, the sample mountain, and 
some ideas for scenarios utilizing 
mountain climbs. 

The mountain-climbing sys 
tem presented here is rather 
complicated, but not unplayably 
so. The biggest problem I had 
with it was the lack of guidance 
given to a prospective game 
master in presenting the moun 
tain to the players. 
The map of a mountain with 

all its faces is necessary for a 
gamemaster, but it obviously 
will contain information the 
players should not know. Admit 
tedly, they may have a complete 
survey map of the mountain to 
work from, but they might also 
be coming upon it cold, so to 
speak, without having been 
warned of it. In the latter case, 
some of the faces will not be seen 
by them and should not be 
known to them. 

Neither is there guidance here 
on what hazards an experienced 
climber would expect to find in a 
climb, based on adjacent terrain, 
and what hazards might be com 
pletely unexpected. A game 
master inexperienced with 
climbing could quite easily omit 
something in describing the 
mountain to the players which 
the experienced climber would 
have seen simply because he was 
looking specifically for it. This 
lack of adequate description 
might cause the players to 
choose an incorrect approach. 
Ascent to Anekthor is the 

companion adventure to The 
Mountain Environment. It re 
quires only the basic books plus 
the mountain rules to run, and it 
takes place in the Drexilthar 
Subsector of the GDW Traveller 
universe. 
The adventure begins with a 

challange: a race to the top of 
Anekthor, a mountain which has 
never been climbed by any 
human. Three groups will be in 
volved in the race, each starting 
from a different position at the 
base of the mountain. 
A complete map of Anekthor 

is included, along with animal 
encounter tables and descrip 
tions. The Latin names provided 
for the animals are excellent, and 
the animals themselves are not 
unreasonable. 
There is trouble aplenty in 

volved in climbing a mountain 
no human has conquered before. 
The cold, the thin atmosphere, 
the falls; each will take its toll 
on groups foolhardy enough to 
begin this ascent. The players 
should be grateful that nature is 
their only threat. Or are things 

ever that simple in a Gamelords 
module? 

With so many science-fiction 
games on the market now, it's 
only fair to include some sort of 
information on the adaptability 
of science-fiction gaming aids to 
other games. A Traveller supple 
ment, The Mountain Environ 
ment naturally depends on the 
Traveller rules system, but with 
some effort it could be converted 
to another system. If you've 
converted Traveller books before, 
this might be worth the effort in 
order to play the companion 
adventure. 
Ascent to Anekthor could 

easily be converted to another 
system were it not so heavily 
dependant upon the rules pre 
sented in its companion volume. 
The scenario idea from Ascent 

*1- 
THE HORRIBLE 
SECRET OF 
MONHEGAN 
ISLAND 
By Gary Pilkington 
(Grenadier, $7) 
Reviewed by John Dark 
Until now, only two companies 
have published scenarios for Call 
Of Cthulhu. Chaosium has 
traditionally produced high 
quality, slickly-done scenario 
packs. TOME has produced less 
excellent, but less expensive 
scenarios, with a unique per 
sonality. Grenadier has joined 
these select ranks with the publi 
cation of Monhegan Island. This 
scenario booklet is fairly slick, 
though with an odd type-style, 
and is 48 pages long. The middle 
8 pages contain stats for un 
important gamemaster-characters, 
maps, and some detailed 25mm 
floor plans of the Martinson 
house. The extreme detail of 
these floor plans (which even 
show uncut bread on the bread 
board) is unsurprising when you 
consider who manufactured the 
booklet. 
The art is unexciting, but not 

embarrassing. The picture of a 
Deep One carrying off a buxom 
young woman on page 20 is a 
treat-it looks like it came right 
out of Weird Tales. The artwork 
is intermediate in quality be 
tween Chaosium's excellent 
material and TOME's generally 
inferior, almost fannish, art. 
Two short, one-evening 

scenarios are contained in 
Monhegan Island. The title 
scenario deals with mad cultists 
and a suspected murder on an 
isolated New England island. 
This scenario ends with a cute 
twist. The second scenario, which 

might be rewritten for a rules 
system which includes a compre 
hensive set of mountaineering 
rules, but unless you are familiar 
with climbers' terminology the 
explanations from the environ 
ment book will be necessary. 
If you are tired of watching 

your players flit through space 
and want them to crawl around 
on a planet for a while, this two 
volume set will provide an 
interesting adventure. If all you 
want are space battles, skip them. 
Those who play one of the other 
science-fiction games might do 
worse than take the time and 
effort to convert them, but only if 
they desperately want a planet 
based adventure. 

Available thru Sleuth (order 
GL-1986 and GL-1987 respec 
tioelv ). 

is ostensibly for beginners, takes 
the inves tigators into the back- 

woods to hunt down a crazy 
professor. There is a twist in this 
scenario as well, but it is pretty 
obvious and the players should 
be able to figure it out easily 
being hugely un surprised when 
the "surprise" ending occurs. At 
the end of the scenario booklet 
are sample player-characters, one 
of whom is author to the book 
Black Mass Transit, an arcane 
tome which should find its way 
into every occultist's library. 
Sadly, these scenarios are just not 
very interesting. Like Oakland, 
Calif., there's no "there" here. 
Both Chaosium and TOME un 
failingly provide more fascinat 
ing scenarios with more ex 
ceptional possibilities. 
Monhegan Island has another 

flaw. The scenarios are com 
pletely based on the out-of-date 
first edition of Call Of Cthulhu. 
Keepers owning the newer edi 
tion are likely to find the refer 
ences and stats obsolete and 
confusing. 
To sum up, Monhegan Island 

has nothing outstandingly bad 
with it. But there's nothing out 
standing about it at all. Perhaps 
it is unfair to say that it's just the 
sort of scenario one would expect 
a miniatures company to come 
out with-but it is. If you lack 
any of the Chaosium or TOME 
scenario packs, you are advised to 
fill any need for canned scenarios 
by purchasing them first. Buy 
Monhegan Island only to com 
plete your collection or if you 
have a dire need for a scenario in 
a hurry. 
Available thru Sleuth (order 
GR-70l). 

*** ORGANIZATION BOOK 1: 
THE CIRCLE 
AND M.E.T.E. 
By Aaron Allston 
(Hero Games, $5.95) 
Reviewed by 
Russell Grant Collins 
Hero Games has released what is 
promised to be the first of a series 
of supplements for Champions, 
each detailing one or two organi 
zations which tend to spring up 
in most comic-book worlds. For 
each group, a map is given of its 
headquarters, important game 
master-characters are detailed, 
information is given on how the 
group will react to outsiders 
(such as the heroes undoubtedly 
will be at first) a few suggestions 
are made about scenarios that 
can be run using the background 
provided, and advice is given on 
how to fit the group into your 
campaign. 
In this volume, two organiza 

tions are detailed. The first is 
called The Circle, a band of 

magic-users led by an ancient 
sorceror known as the Master. 
The gamemaster-characters pro 
vided are all superheroes whose 
powers have the special effect of 
being magical. They meet in an 
underground garden in an aban 
doned subway tunnel thatmost 
people find only by accident. 
The Master is not detailed; his 
exact powers are up to the indivi 
dual gamemaster. This helps 
give him more of an air of mys 
tery, even to those players who 
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read through books like this that 
they shouldn't unless they plan 
to gamemaster. 

The Metropolitan Extra-Ter 
restrial Enclave is a scientific 
organization dedicated to the 
assistance and study of aliens. As 
such, in addition to a few non 
super staff-members, most of 
whom fall into the normal 
human level and are hence not 
detailed at all, the characters are 
aliens, including the Mighty 
Pinchus of Cardboard Hero 
Superhero Set 1 fame. This is the 
group to go to if the resident 
Nonhuman gets badly injured in 
a fight. Let's face it, most hospi 
tals don't carry green plasma and 
could be more harmful than help- 

ful. The scenario suggestions 
here don't seem as creative 
as the ones for The Circle, but 
perhaps this is understandable, 
considering the backgrounds. 

I feel that this is an excellent 
idea for a supplement, much 
more usable than the usual 
scenario module which can only 
be used once with a given group 
of players. Even after the scenar 
io suggestions given here have 
been used, there are still many 
possible adventures which could 
involve one of these organiza 
tions. Most comic-book worlds 
have organizations like these, 
which we can now have in our 
Champions, or (with a little 
work translating characters) in 

Villains & Vigilantes, or Super 
world campaigns. Since this 
supplement came out right before 
Hero Games and Chaosium 
agreed to cross-stat their super 
adventures, some work is still 
needed, bu t I feel that this is 
worth the effort because of the 
on-going usefulness of these 
organizations. 

Even the Champions game 
master should be aware that the 
scenarios are actually for the 
most part scenario suggestions, 
which will require a good deal of 
work on the part of the game 
master. This is understandable, 
when you consider that each 
scenario so treated could easily 
have been expanded to take up 

the entire book, rendering it a 
one-use supplement. Also, this 
enables the gamemaster to more 
easily personalize his scenario. I 
wish, though, that they had in 
cluded a few of the Hunteds of 
the characters provided, especial 
ly in the case of the magic-users. 
All in all, I'd recommend this 

book to anyone who runs a 
superhero campaign and would 
like to have a group like either 
of these. I hope the people of 
Hero Games hurry out with 
future books in the series. How 
about some organizations for 
the other side of the law, like 
Hydra or the Monitor? 
AvailabLe thru SLeuth (order 
HE-llOl). 

*** THE SNOW 
KING'S BRIDE 
By Alan LaVergne 
(Chaosium, $6) 
Reviewed by Steve List 
The third in an improving series 
of solo adventures for Rune 
Quest, The Snow King's Bride is 
to some degree more involved 
and less repeatable than the 
others. In Scorpion Hall, the 
second one, a character or series 
of characters was expected to 
make repeated forays into an 
ancient stronghold, and the 
results of any given encounter 
could modify the text of the book 
in the event of a subsequent entry 
into the same area. In Bride, the 
object is for a single adventurer 
to escort the daughter of a minor 
noble cross-country to her 
prearranged wedding. It is of 
course possible for the character 
to fail in his task, losing his life, 
and possibly that of the 
"delicate" (SIZ 17, DEX 8) 
damsel in the process. Assuming 
the lady survives an unsuccessful 
journey, the player could trot up 
a new character to essay the task. 
Equally possible is for the player 
to use new characters, or even the 
same one, to make multiple 
attempts whether or not any of 
the previous ones succeeded. 
Non-player characters and 
monsters are all restored to 
pristine conditions, with the 
drawback that the player cannot 
purge from his mind knowledge 
of events. In my own case, my 
character was killed extremely 
early in the trip. Starting over, I 
was naturally able to avoid that 
first fatal mistake and reach my 
destination, maiden in tow (and 
still maidenly, though a 
dalliance en route is provided 
for), by always adopting the 
prudent course if possible and 
meeting aggression with naked 
metal when necessary. This made 

for a dull journey, and I am 
tempted to try it again just to 
explore the alternatives (what if I 
had picked up the jewel in the 
snowbank ... ), i.e., treat it as an 
adventure rather than a mundane 
bodyguard job in which 
preservation of the client was 
paramount. 
The adventure is packaged as a 

48-page book of 202 numbered 
paragraphs and some introduc 
taiy material, with numerous 
illustrations to pique one's curio 
sity about encounters not en 
countered. The introduction 
states it is for characters in the 70- 
90% skill range (presumably 
meaning weapon skills) with 
some stored Power. This seems 
about right. My test character 
was a Humakt Initiate of about 
that level, and his early demise 
was due to poor thinking on my 
part rather than deficiencies in 
the character attributes. Over 
riding Humakt, I resurrected 
him to resume the adventure at 
that point and found him accept 
able but hardly overwhelming in 
dealing with the physical ob 
stacles that followed. I had learn 
ed my lesson well, and took no 
unnecessary chances the rest of 
my trip. 
The structure is the more or 

less standard sequence of num 
bered paragraphs. The player 
starts at number I and moves to 

following ones according to 
choices and/or dice rolls made. 
Since it is rare that any two con 
secutively read paragraphs will 
lie on the same page, when one's 
eye inevitably wanders, one may 
see things (an illustration or 
non-player character stats) totally 
irrelevant to the current activity. 
This could, if not controlled by 
the player, lead to a loss of sur 
prise later on, but usually serves 
to awaken curiosity or arouse 
dread at what might lie ahead. In 
this sense, it could be considered 

as "reliable rumors." 
The Snow King's Bride is an 

excellent adventure, one that 
puts a premium on thought and 
role-playing rather than mere 
exercise of brute force. Its quality, 
in terms of entertainment value, 
exploitation of the game system, 
and employment of the diverse 
body of knowledge of the Rune 
Quest universe, make it a stan 
dard to be emulated by sub 
sequent designs. 

Available thru SLeuth (order 
CH-4020). 

*** CASINO 
GALACTICA 
By Steven B. Todd 
(FGU, $5) 
Reviewed by William A. Barton 
You've just finished up the last 
session of your latest scenario for 
your local science-fiction gaming 
group. The player-characters 
have made a huge haul and are 
looking for someplace to spend 
it-or are simply desperately in 
need of R&R. Where to send 
them next? Why not try Casino 
Galactica, FGU's newest adven 
ture setting for its SPace Opera 
game? Casino Galactica is a 
high-class resort facility in Space 
Opera's United Federation-a 
place where the well-to-do can go 
for rest, relaxation, excitement or 
adventure, as it pleases them. 
And there's enough intrigue, 
suspense, romance and danger 
bubbling just below the resort's 
glittery surface to keep an aver 
age group of adventurers in 
volved for quite some time. 
While designed specifically for 

SPace Opera, the resort facilities, 
grounds, staff and guests are 
described in enough detail that 
Casino Galactica could just as 
easily be used as a source book 
for adventure for anyone of the 
various science-fiction adventure 

games now available. I could 
easily see an average group of 
Traveller players choosing 
Casino Galactica as a place to 
spend their (probably) ill-gained 
loot. A party of Star Trek mer 
chants, especially of the Merchant 
Prince variety, would fit in well 
here (or regular Star Fleet officers 
on leave with a bit put back for 
some gambling action). And 
while some of the situations and 
characters depicted n the book 
are a bit too adult for the average 
Star Frontiers game, a few altera 
tions by the gamemasters of the 
above games, as well as others 
such as Other Suns, Star 
Patrol, To Challenge Tomorrow, 
FTL 2448, etc., should seriously 
consider giving Casino Galactica 
a close look, too. 
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Casino Galactica is located on 
Arcturus VI in the Space OPera 
universe (the gamemaster is 
referred to FG U's Star Sector 
Atlas 1 for planetary data, if he 
doesn't wish to relocate the 
luxury resort elsewhere). It is 
owned by a human named Cosmo 
Filroy, a wealthy businessman 
and head of Filroy Enterprises, 
which also runs Filroy Space 
ways, A Star Line with routes 
from the major planets of the 
Federation of Arcturus. Filroy 
has built up the resort in the six 
years since he bought the pro 
perty to the status of most popu 
lar resort on the planet and a 
favorite of the wealthy of the 
entire sector. The resort also 
seems to be a hotbed of espionage 
(several agents of BOSS and 
BRINT, as well as a few enemy 
agents are currently in residence), 
as well as a center for the acti vi 
ties-ranging from slightly 
shady to out-and-out illegal-of 
Filroy and various members of 
his staff. There's plenty of dirt to 
be uncovered beneath the exterior 
shine of the resort, for those so 
inclined. 
The scenario book deals with 

the major personalities of the 
resort staff, including descrip 
tions and Space OPera game stats, 
and gives game stats and a sen 
tence or two about several of the 
minor staff characters. Guests are 
portrayed similarly and include 
millionaire industrialist Hubert 
Huntleyworth III (currently in 
deep trouble with his board of 
directors), Conchita Columbia 
(practitioner of the galaxy'S 
oldest profession), Professor of 
Temporal Physics Dr. Fielding 
Price, and Capellan nobleman 
Throk N. Garka (militant mem 
ber of the anti-Federation party). 
Among the resort staff and guests 
alone are the potential for a 
number of scenario possibilities. 
My only complaints here are the 
lack, except for a couple token 
humanoids, of any nonhumans 
at all among the staff and guests 
(all of whom are depressingly 
human), in spite of the illustra 
tions showing several different 
aliens enjoying the facilities; and 
a few of the names of characters 
-"Oddjob," for example, as the 
name of a hulking bouncer. Even 
so, the characters presented are 
intriguing enough to compen 
sate for these minor omissions or 
transgressions. 
The book also includes com 

plete maps and floor plans of the 
resort grounds and facilities, 
including casino, night club, 
suites, offices, security areas, 
revolving restaurants and other 
entertainments. I noted a few 
problems here, in that occasion 
ally the written descriptions of 
certain areas didn't quite match 
the maps or were contradictory to 
one another. For example, on the 

concourse level floor plan page, 
it states that the central tower 
over the reception area houses 
the luxury penthouses, adminis 
trative offices and owner's suite, 
while the text claims that these 
are located in the Arcturus hotel 
directory above the casino com 
plex. Also, on the grounds map, 
the ski lift (1114) has been 
omitted entirely. Again, these 
are minor points and can easily 
be fixed by the gamemaster, but 
they are annoying. 
Notes on various forms of 

entertainment available (casino 
gambling, grav-ball betting, 
night club acts, the Subliminal 
Imagery Device-a Brainstorm 
like mental fantasy inducer); 
encounter tables for the various 
complex areas; the flora and 
fauna around the resort; and five 

mini-scenarios, plus six more 
brief adventure ideas, round out 
the package. Although the 
scenario ideas are a bit sketchy 
and three even take the adventur 
ers off Arcturus VI for most of the 
action-altogether they and the 
wealth of background detail 
provided make Casino Galactica 
a gaming aid full of adventure 
potential for all but the dullest 
group of player-characters or the 
least imaginative of gamemasters. 
An inexperienced gamemaster 
may not want to tackle the 
possibilities of Casino Galactica 
as his first scenario, but once he 
has a few under his belt, he 
should find this one excellent, if 
for nothing more than a change 
of pace from the usual starship 
shoot-out or alien blasting. And 
it's not the kind of scenario/set- 

ting that can only be played once 
and then must be tossed aside; 
there's enough material here for 
any number of repeat visits-as 
long as players don't shoot the 
resort up the first time they set' 
foot there. 
As a rule, I don't like scenario 

books that are mainly settings 
with few or no concrete adven 
ture guidelines. However, Casino 
Galactica has just the right blend 
of elements to make it the best 
such scenario setting since 
FASA's Action Aboard book of 
adventure aboard the luxury 
liner King Richard. A must for 
any nonroutine science-fiction 
campaign I 

Available thru Sleuth (order 
FG-7I30). 

*** 
THE VANISHED 
By Guy W. McLimore, Jr. 
and George Poehlein 
(FASA, $7) 
Reviewed by 
Frederick Paul Kiesche III 
The Vanished is FASA's first 
published adventure for their 
highly successful Star Trek: The 
Role Playing Game other than 
the adventures which came with 
the game box. The adventure is 
set deep in an unpopulated 
section of Federation space 
where the Federation Deepspace 
Research Facility #39 floats; one 
of the many experimental re 
search stations that are isolated 
from the more populated areas 
for a number of reasons-the 
experiments might prove to be 
dangerous, might be highly 
secret, or they might be affected 
by external factors present in 
populous areas (such as gravity 
waves, electromagnetic radiation, 
high communications and traffic 
patterns). In many ways FDR#39 
resembles Space Station Regula 
One from the film Star Trek 11: 
The Wrath of Khan. 

While passing FDR#39 on a 
routine mission, the Enterprise 
(or another suitable Federation 
starship) makes contact to see if 
all is well. A FDR station is 
generally isolated for months on 
end, with personnel on board 
serving for year-long terms with 
few breaks. Therefore, all ships 
passing within "hailing dis 
tance" must check to see if things· 
are going well and if any assist 
ance is needed. In the midst of a 
rather bored reply on the part of 
the station's communications 
officer, contact is lost-in mid 
word! 
This sets the stage for the 

mystery that the player-char 
acters must investigate. They 
must beam over to the station 
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(there are no docking ports or 
shuttle bays to allow a ship to 
enter the station), and try to 
determine what has caused the 
abrupt break in communications. 
Hampering the efforts of the 
characters are a number of prob 
lems: There is a magnetic storm 
in the area, which is wreaking 
havoc with communications 
(they are lost shortly after the 
characters beam over to the 
station), sensors (which are 
totally useless), and the trans 
porter (it has to be shut down 
until the storm dies down-in 
fact the characters are barely able 
to beam over in the first place!), 
the characters are effectively 
trapped on the station for a 
period of about two hours-cut 
off from any help from the other 
ship at all ("Scotty! Beam my ass 
out of here!"). They are forced to 
use whatever resources they have 
carried aboard or can find on the 
research station in order to solve 
the mystery at hand. Finally, 
while on board the station, the 
characters will come up against 
two more problems-but to say 
anything more would give away 
several clever surprises! 

In order to save the suspense 
and mystery for any potential 
players that may be reading this, 
I will not reveal any more details 

of the plot. Suffice to say that 
Messrs. McLimore and Poehlein 
have done a fine job of not only 
plotting out the adventure, but 
on the reasons why what has 
happened has happened. The 
Vanished is less rigidly plotted 
than most of FASA's published 
adventures for Traveller, where 
certain things must absolutely 
happen in order for the adven 
ture to proceed. This allows for 
the gamemaster to give the 
characters more flexibility in 
their game plan for the course of 
the adventure. Of course, the 
gamemaster must also be fast on 
his or her feet, if the characters 
take a "wrong turn" ... 

Also included in the adventure 
is a complete description of the 
Federation Deepspace Research 
Facility, including the usual 
high-quality FA SA blueprints 
(detail practically down to the 
memos on people's desks!); a 
description of all the experi 
ments in progress; and a listing 
of the stars for the researchers 
and station personnel (in case 
you want to bring the station in 
for another adventure). The 
authors have also included ad 
vice to the gamemaster in the 
form of suggestions on how to 
run the adventure in a tourna 
ment situation (of limited use to 
most people). Finally, we have 
details of some of the aforemen 
tioned surprises. All of this extra 
work makes The Vanished an 
example of how good an adven 
ture should be-it is able to be 
used not only as a ST:TRPG 
adventure as written, but has 
detail which can be added to 
ST:TRPG in general. 

All in all, Messrs. McLimore 
and Poehlein did a fine job on 
The Vanished. In fact, I would 
say that this adventure could 
stand with the best of the 
original television episodes, 
although it probably would 
have given the producers 
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headaches to build FDR#39! 
Only one problem cropped 
up-there are several glaring 
typographical errors in the 
adventure booklet. FA SA 
should definitely take better 
pains to ensure accurate copy; 
what is the sense of keeping a 

**** TELENGARD 
By Orion Software 
(Avalon Hill, $28) 
Reviewed by Troy Christensen 
There are many computer games 
on the market today that adver 
tise epic adventure and true 
adventure gaming atmosphere. I 
have, however, found only a few 
games that really meet up to the 
actual experience. Telengard is 
wildly exciting and totally in 
fectious, a person simply can't sit 
down for an hour; they will find 
themselves wanting to play all 
night. 

Telengard is like an adventure 
game in that you have a char 
acter with attribute scores, hit 
points, an armor class, and differ 
ent equipment. Each character 
created can use a sword or cast 
any spell within his spell range. 
As the character increases in 
levels so will his hit points, spell 
points, and chances to hit. 
In Telengard, the player can 

only operate one character at a 
time; this is somewhat limiting 
and can sometimes be a little 
frustrating. After the program 
loads, creates all its monsters, 
and designs the dungeon, the 
player is asked if he wants to 
start a new character or use an 
old one. If the player asks for a 
new character, the program asks 
for the character's name and then 
proceeds to show the player a 
number of different stats. When 
the player decides upon the one 
he wants he pushes the return 
key which loads the shown attri 
butes into the program. The 
player then sees his character 
shown on a two-dimensional 
map with a staircase to the north 
and corridors leading east and 
west. In the Telengard version 
for the Commodore 64 the graph 
ics are rich and very colorful. 
The walls are composed of red 
bricks, the gold appears to be 
bright yellow globs and all the 
monsters are uniquely detailed. 
In other versions, especially the 
Apple, the graphics are non 
existant, with the character and 
the monster looking like key 
board 'symbols' (i.e, '.'). 
The player moves the char 

acter around the screen by press 
ing different keys, an 'A' moves 
the character west, the 'W' moves 
the character north, the'S' makes 
the character not move for that 

publishing deadline if nobody 
will be able to understand what 
you have printed? Other than 
that, a fine job. I look forward 
to seeing more work from these 
gentlemen. 
Available thru Sleuth (order 
FA-220l). 

round. The 'X' moves the char 
acter south and the 'D' moves the 
character east. Other keys are 
used to attack and cast spells. I 
found that once I got used to this 
arrangement I didn't ever need to 
look in the book nor lose out on 
any turns. 
Once the character is under 

ground, he goes off into the tun 
nels looking for gold and trea 
sure. The dungeon in Telengard 
is fifty levels deep with each level 
containing at least one thousand 
rooms; there are at least 50,000 
rooms to explore! Along the way 
the character will find stairs 
leading up and down, he will 
also find teleportation gates, 
pits, magical water fountains, 
safes, evil altars, and random 
treasure. Stairs leading up on the 
first level will lead to an inn 
where the character can cash in 
his gold for experience points, 
cure all his hit points, and regain 
all his used spell points. Once a 
character enters an inn all mon 
sters which might have been 
chasing him are gone. When the 
character reenters the dungeon 
he will find himself in the same 
part of the dungeon. 

As characters adventure down 
in the dungeon they will kill 
monsters with their sword or 
sorcery and they will find gold 
and treasure, this he can use to 
gain more experience and attain 
higher levels. Higher levels lead 
to awesome spells and the ability 
to attack larger monsters and 
survive. The deeper a character 
goes in a dungeon the worse the 
monsters will become. However, 
in lower levels characters will 
also find great magic and gold, 
more gold than anyone could 
imagine. In one room alone, one 
of my characters found 1,450,565 
gold pieces, a + 12 ring of pro- 

tection, + 19 sword and +22 
armor. Of course also in that 
room my character had to attack 
and kill a 23rd level dragon 
which could breathe fire worth 
up to 300 points of damage. 

Telengard is a fantastic game, 
the graphics are splendid and a 
player will never find himself 
bored or unchallenged by what 
is presented. Telengard however, 
does have some problems. The 
scrolling in the game is very slow 
and players must wait each time 
a character is moved. It also 
seems that much of the magic in 
the game is far more for show & 
tell than for actual use. Magical 
items can be found equalling 
pluses up into the high 40s. 
Swords that are equal to +30 or 
higher are commonly found 
laying around dungeons and 
other magical devices don't seem 
to perform as the rules suggest. A 
ring of protection is supposed to 
keep monsters from hitting the 
character, however, I have had a 
+23 Ring of Protection and still 
been hit by orcs or kobolds. 
Players of this game will also 
find out that no character is 
totally safe from death. Players 
will run through hundreds of 
characters and even find some of 

their highest level guys fall to 
small monsters (with high levels) 
or will come up to a dragon of 
medium level and be torched 
into oblivion. 

Telengard comes packaged in 
a sturdy box, with an easy 24- 
page manual, a poster, separate 
instructions for loading, and a 
disk. Telengard is one of the 
finest computer games around 
today, it is inexpensive, full of 
excitement and it has the ability 
to intrigue both the inexperi 
enced and experienced alike. 
Telengard reminds me of a 
mixture of adventure games like 
Dungeons &- Dragons, Rune 
Quest, and the boardgame 
Dungeon. I would strongly 
recommend this game to anyone 
who has a Commodore 64 and 
who enjoys adventure gaming. I 
don't think anyone will find this 
game disappointing or boring. 

Available thru Sleuth (order 
AH-42401 for Commodore 64 
64K, Atari 400 &- 800 48K, 
TRS-80 Models I &- III 32K, or 
PET 2001 32K tape; AH-42452 
for Apple II or Il+ with Apple 
soft 48K disk; AH-42453 for 
Atari 800 48K disk). 0 
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Fly, swing, blast walls, cast spells, or save the 
world in the DC Heroes Role PlayIng Game. 
Based on the world's most renowned heroes, this 
concise, easy to learn system allows you to play 
Batman'; Superman'; Wonder Woman'; The Teen 
Titans'; or design your own hero or heroine. 
Balance powers, problems, and amazing devices 
against the Joker'; Lex Luther'; or the H.I.V.E:· as 
you portray any of the legendary heroes during 
some of their most incredible adventures. 
~ Indlnt.. Trld.mlrk of DC Comics Inc. All chlrRter nlme., rendition., 
uaoc:llttd Iloglnl, Ind Indlcll •• TrlClemlrk. of DC Comic. Inc. 
Copyrfght e 1985 DC Comics Inc. All Right. Re"l'Yed. 
• Shl.ld I. I trlClemlrk of Mayfllr Glm ••. 

MASTER SET 
INCLUDES: 
* Quick Start Rules. * Teen Titan's'· Adventure. * Player's Book. * Gam.emaster's Book. * Solitaire Adventure. * Gamemaster Screen. * 30 color character cards. * Over 20 stand-up color counters. * 2 ten-sided dice. 

V * For more Information write: 
Mayfair Games * Dept. U 

P.O. Box 5987 * Chlcago,IL * 60680 
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"I wonder whether what we are publishing now 
is worth cutting down trees to make paper for the 

stuff. " 
-Richard Brautigan 

Send your responses to: 
Different Worlds Poll 

2814-19th Street 
San Francisco CA 94110 

Name 
Address _ 
City, State --:-- 

ZIp Age _ 

Rate the following on a Bo 
Derek scale of I (low) to 10 
(high). Enter 0 next to those 
with which you are unfamiliar. 
Abbreviations: The Avalon Hill 
Games Company (AH), Fantasy 
Games Unlimited (FGU), Game 
Designer's Workshop (GDW), 
Iron Crown Enterprises (ICE), 
Selchow & Richter (S&R), Steve 
Jackson Games (SJG), World 
Wide Wargamers (3W). 

GAME SYSTEMS 
__ Advanced Dungeons & 

Dragons (TSR) 
__ Aftermath (FGU) 
__ Arduin Grimoire (Grimoire 

Games) 
__ Boot Hill (TSR) 
__ Bushido (FGU) 
__ Call Of Cthulhu 

(Chaosium) 
__ Champions (Hero) 
__ Chill (Pacesetter) 
__ Chivalry & Sorcery (FGU) 
__ Conan (TSR) 
__ Danger International 

(Hero) 
__ Daredevils (FGU) 
__ DC Heroes (Mayfair) 
__ Dungeons & Dragons 

(TSR) 
__ Element Masters (Escape 

Ventures) 
__ Elfquest (Chaosium) 
__ Espionage! (Hero) 
__ Flashing Blades (FGU) 
__ FTL: 2448 (Tri Tac) 

__ Fringeworthy (Tri Tac) 
__ Gamma World (TSR) 
__ Gangbusters (TSR) 
__ Gangster! (FGU) 
__ Golden Heroes (Games 

Workshop) 
__ Heroes of Olympus (Task 

Force) 
__ Heroes Unlimited 

(Palladium) 
__ Indiana Jones (TSR) 
__ James Bond 007 (Victory) 
__ Jorune (Skyrealms) 
__ Justice Inc. (Hero) 
__ Land of the Rising Sun 

(FGU) 
__ Lands Of Adventure (FGU) 
__ Lords Of Creation (AH) 
__ Man, Myth & Magic 

(Yaquinto) 
__ Marvel Super Heroes 

(TSR) 
__ The Mechanoid Invasion 

(Palladium) 
__ Mere (FGU) 
__ Mercenaries, Spies & 

Private Eyes (Blade) 
__ Middle Earth Role Playing 

(ICE) 
__ The Morrow Project 

(Timeline) 
__ Other Suns (FGU) 
__ The Palladium Role- 

Playing Game 
__ Paranoia (West End) 
__ Pendragon (Chaosium) 
__ Pirates & Plunder 

(Yaquinto) 
__ Powers & Perils (AH) 
__ Privateers & Gentlemen 

(FGU) 
__ Psi World (FGU) 
__ Recon (RPG) 
__ Ringworld (Chaosium) 
__ Rolemaster (ICE) 
__ RuneQuest (AH) 
__ Space Opera (FGU) 
__ Stalking the Night 

Fantastic (Tri Tac) 
__ Star Ace (Pacesetter) 
__ Star Explorer (FGU) 
__ Star Frontiers(TSR) 
__ Star Trek: The Role 

Playing Game (FASA) 
__ Storm bringer (Chaosium) 
__ Supervillains (Task Force) 
__ Superworld (Chaosium) 
__ Tekumel (Gamescience) 
__ Thieves' Guild (Gamelords) 
__ Time & Time Again 

(Timeline) 
__ TimeMaster (Pacesetter) 
__ Timeship (Yaquinto) 
__ To Challenge Tomorrow 

(Ragnarok) 
_Toon (SJG) 
__ Top Secret (TSR) 
__ Traveller (GDW) 
__ Tunnels & Trolls (Blade) 
_Twilight: 2000 (GDW) 
__ Valley of the Pharaohs 

(Palladium) 
__ Villains & Vigilantes (FGU) 
__ Wild West (FGU) 
__Witch Hunt (Statcom) 
__ Ysgarth (Ragnarok) 

SELECTED MODULES 
__Angmar (ICE) 
__ Autoduel Champions (SJG) 
__ Beltstrike (GDW) 
__ Cities (Midkemia) 
__ City Book (Blade) 
__ City of Terrors (Blade) 
__ Cloud Lords of Tanara 

(ICE) 
__ Curse On Hareth 

(Companions) 
__ Dark Folk (Mayfair) 
__ Dwarves (Mayfair) 
__ Elves (Mayfair) 
__ Goldfinger (Victory) 
__ Grimtooth's Traps (Blade) 
__ Handbook of Tricks & 

Traps (Dragon Tree) 
__ Ham (Columbia) 
__ Haven (Gamelords) 
__ Ivinia (Columbia) 
__ The Justice Machine 

(Palladium) 
__ Masks Of Nyarlathotep 

(Chaosium) 
__ Monster Coliseum (AH) 
__ Octopussy (Victory) 
__ Q Manual (Victory) 
__ Stormhaven (Blade) 
__ Tarsus (GDW) 
__ Thieves' World (Chaosium) 
__ World of Greyhawk (TSR) 

OTHER GAMES 
__ Ace Of Aces (Nova) 
__ Acquire (AH) 
__ Ambush (Victory) 
__ Axis & Allies (Milton 

Bradley) 
__ Backgammon 
__ Battlecars (Games Work 

shop) 
__ Battle of the Bulge (AH) 
__ Bridge 

__ Canasta 
__ Car Wars (SJG) 
__ Chess 
__ Civilization (AH) 
__ Conquest of the Empire 

(Milton Bradley) 
__ Cosmic Encounter (West 

End) 
__ Cribbage 
__ Diplomacy (AH) 
__ Dragon Pass (AH) 
__ Dungeon! (TSR) 
__ Elric (AH) 
__ Endless Quest Book (TSR) 
__ Fellowship of the Ring 

(ICE) 
__ Fighting Fantasy Books 

(Dell) 
__ Go 
__ Illuminati (SJG) 
__ Jig-saw puzzles 
__ Judge Dredd (Games 

Workshop) 
__ Junta (West End) 
__ Kingmaker (AH) 
__ Lost Worlds (Nova) 
__ Monopoly (Parker Bros) 
__ Nuclear War (Blade) 
_Ogre(SJG) 
__ Outdoor Survival (AH) 
__ Poker 
__ Rail Baron (AH) 
__ Risk (Parker Bros) 
__ Sanctuary (Mayfair) 
__ Scrabble (S&R) 
__ Sherlock Holmes Con- 

sulting Detective (Sleuth) 
__ Spies! (TSR) 
__ Squad Leader (Avalon Hill) 
__ Starfleet Battles (Task 

Force) 
__ Star Trek Adventure (West 

End) 
__ Strat-O-Matic Baseball 
__ Talisman (Games 

Workshop) 
__ Trivial Pursuit (S&R) 
__ 22IB Baker Street (Hansen) 
__ Web & Starship (West End) 

MAGAZINES 
__ Abyss (Ragnarok) 
__ Adevruurers' Club (Hero) 
__ Alarums & Excursions (Lee 

Gold) 
__ Autoduel Quarterly (SJG) 
__ Different Worlds (Sleuth) 
__ The Dragon (TSR) 
__ Fire & Movement (SJG) 
__ Game News 
__ The General (AH) 
__ Heroes (AH) 
__ The Journal of the Travel- 

lers' Aid Society (GDW) 
__ Nexus (Task Force) 
__ The Space Gamer (SJG) 
__ Stardate (FASA) 
__ Strategy & Tactics (TSR) 
__ The Wargamer (3W) 
__ White Dwarf (Games 

Workshop) 

PERSONAL COMPUTERS 
YOU OWN (Check One) 
__ I do not own one 
__ Apple II 
__ Commodore 64 
__ Atari 800 
__ Macintosh 
_IBMPC 
__ Other _ 
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Monsters and Animals is an imaginative new 
book of extraordinary creatures presented in a dra 
matic, realistic way unlike any you've seen. Divided 
into two sections, the first contains monsters accom 
panied by detailed descriptions, powers, habitat and 
other vital statistics. Monsters include many bizarre 
creatures of myth and legend from around the world 
as well as dozens of new monstrosities such as the 
devil "digger, waternix, serpent rat and dragon steed. 
Each monster is realistically depicted in frightening 
detail by Kevin Siembieda. 

The second section contains nearly 150 real 
animals, from feline and canine predators to poisonous 
snakes and birds of prey. A fine selection of the 
world's animals, useful to any campaign, is at last 
accurately presented in one book complete with 
vital statistics and profusely illustrated. 

Although specifically designed for The Palladium 
Role-Playing Game, this exciting tome is an excellent 
addition to any fantasy adventure. 

€I 1'f8S k. SJ£M8IEOA 

Palldium Books 
5669 Casper 
Detroit, Michigan 48210 
Dept. D 

Over 80 Monsters 
Nearly 150 Animals 
Illustrated by Kevin Siembieda 
8!" X 11" Trade Paperback 
$14.95 (post paid) 
Please make all checks & money orders payable 
in U.S. funds. 



In the middle of World War III, as national govern 
ments collapsed, the Polish city of Krakow declared 
its independence. Within its boundaries the war is 
outlawed, and anything can be bought or sold. 
Even here, the war isn't far away. Out 

side the city roam marauder bands. Inside 
its walls, Krakow seethes with intrigue: 
agents of the KGB, DIA, and CIA; tensions 
and plots within the city government and 
militia; unrest among the refugees and 
robotniki who work in the city's farms. 
The adventurers have something to sell: 

the secret of Operation Reset; but can 
they survive long enough to profit from it? 
Krakow is more than an adventure 

module: it's an invaluable resource for 
dozens of adventures, 48 pages packed 
with information on the layout, politics, 
and economy of Krakow, 17 important 
NPCs, 12 organizations from militia to 
marauder bands, 22 surrounding villages, 
and more. 
As a bonus, Krakow includes rules for 

adding helicopters to Twilight: 2000. (The 
Free City owns one of Europe's few re 
maining operational helicopters.) 
Coming Soon: Pirates of the Vistula, a 

scenic river voyage through central 
Poland, including rules for river travel and 
combat; and The Ruins of Warsaw, a 
rescue mission into a devastated city, with 
a streamlined combat system for fighting 
larger battles. 
The Free City of Krakow: $ 7 
Twilight: 2000: $18 

\ 
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Conventions are the best place to meet new garners and others 
interested in adventure and exploration. Organizers should 
send details of their convention at least six months prior to the 
event for announcement in this column. 

BAYFILK III 
March 7·9, 1986 
At Red Lion Inn, San Jose CA. Filksing 
ing. Contact: Off Centaur Pu blications, Box 
424, EI Cerrito CA 94530, (415) 528·3172. 
LA ORIGINS '86 
July 3·6, 1986 
At Los Angeles Airport Hyatt Hotel, Los 
Angeles CA. Adventure gaming. Contact: 
Diverse Talents, Inc., Box 8399, Long Bch 
CA 90808, (213) 420-3675. 

For furtherinformation contact the 
convention organizers directly. If you wish to see your convention listed in 

Different Worlds, send us the name of the 
event, dates, location, who to contact, num 
ber of attendees expected, and number of 
attendees you had last year. There is no 
charge for this service. 
GAMEX 1985 
July 5-7, 1985 
At Chapman College, Orange CA. Adven 
ture gaming. Contact: Diverse Talents, Inc., 
Box 8399, Long Bch CA 90808, (213) 
420-3675. 
SEAGA '85 
July 5-7, 1985 
At the Airport Ramada, Atlanta GA. Adven 
ture gaming. Contact: SEAGA, Box 930031, 
Norcross GA 30093. 
Colonial City Gamefest '85 
July 13·14, 1985 
At Mt Vernon High School, Mt Vernon OH. 
Adventure gaming. Contact: Colonial City 
Gamefest, J003~ E Gambier St, Mt Vernon 
OH 43050. 
Emperor's Birthday Convention XIV 
July 19·20, 1985 
At Stephen Ctr, Univ of Notre Dame, S Bend 
IN. Adventure gaming. Send SASE to: 
Robert L. Hagerty, 905 W Franklin Ave, 
Elkhart IN 46516. 
OZARKON I 
August 3·4, 1985 
At Ramada Inn, Joplin MO. Adventure 
gaming. Send SASE to: OZARKON I, Box 
2151, Joplin MO 64803. 
GEN CON 18 
August 22·25, 1985 
At MECCA Convention Hall, Milwaukee 
WI. Adventure gaming. Contact: GEN 
CON 18 Game Convention Registration 
Request, clo TSR, Inc., Box 756, Lk Geneva 
WI 53147. 
FANTASY F AIRE 
August 31, September 1·2, 1985 
At Griswold's Inn, Fullerton CA. SF&F, 
Adventure gaming. Contact: Fantasy Pub 
lishing Company, 1855 W Main St, Alham 
bra CA 91801. 
GATEWAY 1985 
August 31, September 1·2, 1985 
At Los Angeles Airport Hyatt Hotel, Los 
Angeles CA. Adventure gaming. Contact: 
Diverse Talents, Inc., Box 8399, Long Bch 
CA 90808, (213) 420-3675. 
MileHiCon 17 
October 25·27, 1985 
At Sheraton Inn-Lakewood, Denver CO. 
Filksinging. Contact: MileHiCon, Box 
27074, Denver CO 80227, (303) 934-7659 or 
936-4092. 
ORCCON 1986 
February 15·17, 1986 
At Los Angeles Airport Hyatt Hotel, Los 
Angeles CA. Adventure gaming. Contact: 

Jul/Aug 1985 

Diverse Talents, Inc., Box 8399, Long Bch 
CA 90808, (213) 420-3675. 

1------------------------------------------- 

t It ®lbt ~ltut4 840ppt ®rbtr 1J1orm 
I TOTAL 

PRICE 
HOW 
MANY 

PRICE 
EACH ITEM # DESCRIPTION 

.----------------------------,_-----i-----4-------~ 

---------- +------------------------------+- 

Payment must be in U.S. Funds. Sub-Total 

Prices subject to change 
without nonce. 

Add 6% or 6%% 
tax if delivered 
in California 

Packing" -.. Delivery __ ·Packing II: Delivery: Add S2.00 [or Iirst item and 50 cents 
[or each additional item. Shipments are made via UPS 
whenever possible. Residents outside U.S. add $3.00 [or first 
item and 50 cents for each additional item, shipped via 
surface mail. 

TOTAL ORDER 

Sleuth 

O I've enclosed a check or money order in the amount of $ ----------------1 
(Sorry, no C.O.D.'s) Payable to, 

Please charge my credit card (minimum charge is $10) 

o M8SterCardlffi] 0 VISA eEl 
Credit Card # (all digits please) 

Publications, 
Lid. 

Satisfaction guaranteed. I[ you 
are not happy with any item [or 
any reason, you may return it 
within 30 days [or a [ull refund. For all credit card orders, 

we must have your signature & credit card expiration date. 

expjranon date signature 
My daytime telephone # is Complete both labels 

This will be your shipping label. Print clearly in ink. 
Send check or money order to: 

Sleuth Publications, Ltd. 
2814·19th St 
San Francisco CA 94110 

~------------------------------- Sleuth Publications, Ltd. ~ 
2814·19th St 
San Francisco CA 94110 _ _ .. 

Name .. Name .. 

Address. Address. 

City. State. . City. State . 



PREDAWN 
BATTLE 

By Linda D. Woeltjen 
Predawn battle with a giant cockroach ... 
DM, did you have to roll this wandering monster now? 
All I had in mind was a quick visit to the bathroom, 
Then back to my warm bed and dragon-prowl. 
I am no match for this dark creature, 
Scuttling over cold blue tile, 
Skulking by the shadowed baseboard, 
Leering an imagined smile. 
Unprepared am I for combat. 
I came unarmored and unarmed. 
(I left my glasses on the headboard.) 
I have no magic, no beetle charm. 
Aha! A flash of long-forgotten 
Weapon down beneath the sink. 
A careful probing of dusty cabinet, 
Blurred vision of the runes I seek 
With haste, I rip away the wrapper, 
The air is filled with ominous fumes, 
I place the ivory coffin-box 
In a night-black corner of the room. 
Once more within my blanket cavern, 
I lead the dragon to its fate 
Half-wondering if that other monster 
Is yet entrapped by sticky bait. 

NEW GAMES 
Continued from page 43 

Waterloo. The ... format in 
cludes four independent games 
... Addi tiona II y, the entire 
Battle Gill be played by join- 
ing the maps of the four 
games." Complexity level low, 
2-3 hours, 2-4 players. Available 
thru Sleuth (order 1'.5-3016). 
Cobra: Game of the Normandy 
Breakout (TSR, boxed $20) by 
B.E. Hessel and David James 
Ritchie. "From D-Day to the 
break-out, the Cobra game 
allows you to play out the 
Allied invasion of Normandy 
and the break-out from the 
peninsula in a complete, 
expanded game." Complexity 
level medium, 2-8 hours, 2 
players. Available thru Sleuth 
(order 1'.5-3010). 0 

Wabbit Wampage (Pacesetter, 
boxed, $15) by Mark D. Acres. 
For 2-4 players age 12 to adult. 
Cartoon madness! Adult strate 
gy! "The ultimate game of 
mindless mayhem! All it takes 
is a strategy, a lot of luck, and a 
mean sense of humor-then 
maybe you'll survive the fun." 
Available thru Sleuth (order 
PA-6002). 

WARGAMES 
Napoleon's Last Battles: 
Quadrigame of the Waterloo 
Campaign (TSR, boxed, $20) by 
Kevin Zucker. " ... A unique 
recreation of the Battle of 

The Maltese Falcon by Dashiell Hammett, This American 
classic is the seminal novel of hard-boiled detective fiction, Set 
inSan Francisco in 1928, it is the story of the search for a 
priceless statuette by tough, wise-cracking Sam Spade, torn 
between duty toward his murdered partner and opportunity for 
personal gain, This edition is illustrated with 47 historic 
photographs of actual locations mentioned in the novel. 
Extensive notes accompany the photographs and relate them to 
the action. (NPP-156-8 hardback 291pp illustrated $20,00) 

Chandlertown: The Los Angeles of Philip Marlowe by Edward 
Thorpe, Here is Los Angeles through the eyes of Philip 
Marlowe, the hard- boiled private detective featured in such 
renowned Raymond Chandler novels as The Big Sleep and 
Farewell, My Lovely. Colorful, corrupt, glamorous, and dan 
gerous-that was L.A. during the thirties and forties, and in 
Chandlertown Edward Thorpe recreates its vivid landscape. 
Photographs throughout the text illustrate the landmarks cited 
by Chandler in his novels. (SMP-12851-7 hardback Jl2pp illus 
trated $12.95) 

The Maltese Falcon Statuette. Exact replica of the original used 
in the movie and held by Humphrey Bogart as Sam Spade, 
Weighs seven lbs, but we'll pay the extra postage, Nearly a foot 
tall, buy a pair and use them as bookends! (SL-1001-1 $24.95) 

Hard-Boiled by Robert Ditlhiara. Three tough cases for the 
private eye with smarts, For those of you who have dreamed of 
filling Sam Spade's shoes, here's your chance to practice. 
Robert DiChiara has created three clever and challenging cases, 
where you play the private eye and, with the help of a pair of 
dice, follow the trail that leads you to "who dunnit." (GOD- 
554-3 sojtcouer 161pp illustrated $7,95) 

Wall-Hanging Bust of Humphrey Bogart as Sam Spade. Hand 
painted, this stylish piece is fashioned in porcelain and stands 
some II" high, With its fresh approach to ceramic art, the bust 
was designed to go with the modish interior, (FPL-H7F $29.95) 
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NEW 

(JAMES IN PRINT 
Publishers are encouraged to send samples of their new 

releases for announcement in this column. 

Available thru Sleuth 

NEW ADVENTURE GAMES 
Champions: The Super Role 
Playing Game (Hero Games, 
boxed, $14.95) by George 
MacDonald and Steve Peterson. 
Third edition. Available thru 
Sleuth (order HE-OlB). 
Conan (TSR, boxed, $13) by 
David Cook. "You are Conan, 
the mighty barbarian. Slash 
your way across the evil and 
dangerous lands of Hyboria ... 
(P)rovides hours of exciting 
adventure in the lands of Hy 
boria. Create and play your own 
adventure ... " Available thru 
Sleuth (order TS-7014). 
Twilight: 2000 (GDW, boxed, 
$18) by Frank Chadwick. " ... a 
complete role-playing system 
for survival in a devastated post 
holocaust world. Rules cover 
character generation, living off 
the land, encounters, combat, 
skills and skill improvement, 
medicine, vehicles, ammunition, 
trade and much more." Avail 
able thru Sleuth (order GD-500). 

FOR ADVANCED 
DUNGEONS & DRAGONS 
Battle System: Fantasy Combat 
Supplement (TSR, boxed, $20) 
by Douglas Niles. "Create fan- 

tastic armies with miniature 
figures or die-cut counters and 
fight incredible battles against 
the forces of evil! ... You can 
create your own battles or play 
the exciting scenarios-includ 
ing an epic Dragonlance adven 
ture battle!" Available thru 
Sleuth (order TS-I019). 
C4: To Find a King (TSR, 32pp 
+ maps, $6) by Bob Blake. 
Official Competition Adventure. 
"This adventure contains the 
first four rounds ... It includes 
a tournament scoring system 
and a team of 10 characters of 
levels 4-7 ... This adventure 
can be played alone or as the 
first part of the two-part Pro 
phecy of Brie series." Available 
thru Sleuth (order TS-9l07). 
C5: The Bane of Liywelyn 
(TSR, 32pp + maps, $6) by Bob 
Blake. Official Competition 
Adventure for 6-10 characters, 
levels 4-7. "The Bane of Lly 
welyn concludes the epic adven 
ture of the Prophecy of Brie 
can you insure that the quest 
will be a success?" Available 
thru Sleuth (order TS-9109). 
DL6: Dragons of Ice. (TSR, 
32pp + maps, $6) by Douglas 
Niles. Beginning the second 
book of the Dragonlance Saga. 
"The refugees from Pax Thar 
kas are safe in the dwarven 
kingdom of Thorbardin. You 
are in the ancient port of Tarsis 
searching for ships to bear them 
out of the dragonarmy's reach." 
An adventure for character 
levels 6-9. Available thru Sleuth 
(order TS-9140). 
REFI: Dungeon Master's Screen. 
(TSR, $6) by Bob Blake. " ... 
Consisting of two durable card 
stock screens, it places all those 
much used tables at your finger 
tips. One screen for the DM 
with all the important combat, 
weapon and saving throw 
charts; the second for the Play 
er." Available thru Sleuth (order 
TS-9146). 

FOR CHAMPIONS 
Enemies III (Hero Games, 32pp, 
$5.95) by Andrew Robinson, et 
al. "Here are another 27 villains 
which may be used as villain 
group fillers, throwaway en 
counters, or as the basis for 
world-threatening campaigns." 
Includes a complete villain 
index for the Champions series. 
Available thru Sleuth (order 
HE-16). 

FOR CHILL 
Thutmose's Night. (Pacesetter, 

32pp, $6) "A series of ghastly 
murders has occured worldwide 
... there is one clue ... The 
murders have occured in cities 
visited by a touring museum 
exhibit ... Can a horror from 
ancient Egypt be walking to 
day's streets? Available thru 
Sleuth (order PS-2009). 

FOR 
DUNGEONS & DRAGONS 
AC4: The Book of Marvelous 
Magic (TSR, 76pp, $10) by 
Frank Mentzer and Gary Gygax. 
Also compatible with Advanced 
Dungeons & Dragons. "(This 
book) is the ultimate sourcebook 
on magical items and their 
twists and quirks. Over 500 new 
magical items are described in 
detail." Available thru Sleuth 
(order TS-9116). 
B8: The Journey to the Rock 
(TSR, 32pp, $6) by Jim Bambra. 
Lone Hero Expert Adventure. 
" ... an adventure for one player 
and one dungeon master, featur 
ing a lone elf against the forces 
of evil." Available thru Sleuth 
(order TS-9108). 

FOR HARN 
Encyclopedia Harnica 12 
(Columbia Games, 20pp, $6) by 
N. Robin Cross by et al. 
"lllfshafen: The elven port on 
the River Enorien. Elfshavel: 
The hidden heart of the elven 
kingdom. The Sindarin: The 
immortal elves of the Shava 
Forest." Available thru Sleuth 
(order CO-6012). 
Ivinia Regional Module 
(Columbia Games, boxed, $20) 
by N. Robin Crossby. " ... 
compatible with any rule system 
... You can now create and 
plan your own campaigns, 
quests, and viking adventures 
within a complex and realistic 
background, confident that this 
world will unfold as it should." 

Available thru Sleuth (order 
CO-5101). 

FOR INDIANA JONES 
IJAC1: Judge's Survival Pack 
(TSR, 16pp + cutouts, $6.50) by 
Harold Johnson, et aL " ... 
Iea tures ... vehicles ... from 
Raiders of the Lost Ark ... ex 
pansions to the chase rules in 
cluding stunts and shortcuts ... 
new flowcharts and hazard 
tables ... a second referee screen 
... a combat computer ... ruin 
maps and a random ruin gener 
ation system ... " Available thru 
Sleuth (order TS-6754). 

FOR LOREMASTER 
Creatures & Treasures (ICE, 
96pp, $10) by S. Coleman 
Charlton and Lee O. Short. 
" ... game stats for a variety of 
animals, descriptions and game 
stats for fantastic beasts and 
monsters, tables for generating 
random treasures and encoun 
ters, guidelines for converting 
creatures from other major 
systems to Role master and 
MERP." Available thru Sleuth 
(order IC-1400). 

FOR 
MARVEL SUPER HEROES 
MHAC5: Project: Wideawake 
(TSR, 32pp $6) by Jeff Grubb. 
Official Character Roster. "They 
are the children of the atom ... 
They are mutants, hated and 
feared by mere humans. Some 
... are protectors of humanity. 
Others ... want to be the mas 
ters of humanity." Describes 
X-Men, the New Mutants, and 
other important mutants of the 
Marvel Universe. Available thru 
Sleuth (order TS-686J). 

FOR MIDDLE EARTH 
Rangers of the North: The 
Kingdom of Arthedain (ICE, 
56pp + maps, $10) by John 
David Ruemmler. " ... details 
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all of the Northern Kingdom of 
the Dunedain and includes 9 
layouts including villages & the 
Evil Seer's stronghold, 4 full 
color maps ... , a complete 
description of the Palantiri, (an) 
adventure near the Witch-King's 
western border, ... " Available 
thru Sleuth (order Ie-3000). 

FOR PALADIUM RPG 
Book II: Old Ones (Palladium, 
210pp, $14.95) by Kevin Siern 
bieda. "The most comprehensive 
book of cities ever! Includes 21 
forts, 34 towns and cities, over 
half a dozen adventures, monks, 
illusionists, and the dreaded Old 
Ones." Available thru Sleuth 
(order PA-453). 

FOR RUNEQUEST 
Monster Coliseum (Avalon Hill, 
boxed, $16) by Steve Perrin and 
Dan Nolte. Arena combat & 
chariot racing. "Derived from 
Roman examples, Monster 
Coliseum adapts gladitorial 
types and coliseum combat 
procedures to the RuneQuest 
rules, explains coliseum con 
struction methods, describes pre 
game ceremony, and instances 
types of combats." Available 
thru Sleuth (order AH-8573). 

FOR STAR ACE 
First Strike on Paradise (Pace 
setter, 32pp, $6) by Jon Brunelle. 
" ... has Star Team members 
trying to escape the planet 
Wilderness. The planet becomes 
a deathmaze for the unwary!" 
Available thru Sleuth (order 
PA-4005). 
The Gemini Conspiracy (Pace 
setter, 32pp, $6) by Mark Acres. 
"One imperial dreadnought 
means trouble ... But three 
dreadnoughts spell disaster ... 
Sure you can outrun the ships. 
But can you escape the burn of 
their ... plasma guns, all twelve 
aimed straight at your tail?" 
Available thru Sleuth (order 
PS-4006). 
FOR STAR FRONTIERS 

SFKH3: Face of the Enemy 
(TSR, 32pp $6) by Ken Rolston. 
Knight Hawks Adventure. The 

second part of the Beyond the 
Frontier series. "Years have 
passed since the end of the 
Sathar Wars, but skirmishes 
with Sather raiders ... have 
continued. However, there has 
never been an opportunity to 
learn much about this wily and 
elusive foe-until now." 
Available thru Sleuth (order 
TS-78JO). 

FOR TIMEMASTER 
Temples Of Blood (Pacesetter, 
32pp $6) by Mark Acres. r r ••• 

places Time Corps Agents with 
the Spanish Conquistadors 
against enemies stronger and 
more cunning than Aztecs!" 
Available thru Sleuth (order 
PA-3008). 
Whom the Gods Destroy: The 
Adventures of Odysseus (Pace 
setter, 32pp, $6) by Michael 
Williams. " ... sends Time 
Corps Agents to help Odysseus 
home. Do angry Creek gods or 
aliens bar his path?" Available 
thru Sleuth (order PA-3009). 

FOR TOP SECRET 
TS008: Operation: Seventh Seal 
(TSR, 32pp $6) by Evan Robin 
son. "The terrorist group Four 
Horsemen ... has issued the 
following threat: In three days, 
the Horsemen will detonate at 
least one lO-megaton thermo 
nuclear device ... The terrorists' 
demand: $1 billion in uncut 
diamonds within three days, or 
the bomb will be detonated." 
Available thru Sleuth (order 
TS-76JO). 

FOR TRAVELLER 
Adventure 13: Signal GK 
(GDW, 48pp booklet, $6) by 
Marc W. Miller. "Signa! CK 
the Vilani interstellar distress 
signal. When starships are in 
trouble, they use it like SOS or 
Mayday. Now Travellers can 
embark on an adventure 
through the Solomani Rim, 
and never be sure when they 
will hear the signal, or need to 
send it." Available thru. Sleuth 
(order GD-34l). 
Alien Module 4: Zhodani 
(GDW, 49pp, $7) by Marc W. 
Miller, et al. Encounters with 

Book 4: The Maze and the 
Magic Dragon by Linda 

ENDLESS QUEST BOOKS Lowery. "Stuck inside Venger's 
From the Crimson Crystal Ad- maze you and Eric have just 
venture series (TSR, 144pp landed inside the mouth of a 
pocketbooks, $2.95 each). Comes monster. You have to get out 
with a special red screen that fast, before you're swallowed 
reveals important visual clues to whole!" 
lead you along the right path. SOURCEBOOKS 
"Pick a Path to Adventure." 

. . . The following Palladium Books 
Adventure I: Riddle of the Gnffm are all by Matthew Baleru 
by Susan Lawson. " ... you now (Palladium, 50pp, $5.95 each). 
have the opportunity to rid your 
homeland of its oppressive ruler 
... But to do so, you must leave 
the security of your father's farm 
to face the gauntlet of the griffin 
and solve its riddle. Do you have 
the courage to pass this ultimate 
test of your new powers?" Avail 
able thru Sleuth (order TS-8926). 
Adventure 2: Search for the 
Pegasus by Roger E. Moore. 
"You must rescue your dear 
friend ... from the Blue Hag's 
hideous torture ... (Y)ou call 
on the aid of your most trusted 
friends ... Though the three of 
you have an average height of 
only three and a half feet, you 
make a determined band as you 
set out to defeat the Blue Hag." 
Available thru Sleuth (order 
TS-8927). 

the Psionic Masters. "In a 
culture where psionics is an 
accepted talent, available to all 
with high enough potential, the 
very fabric of society is changed. 
Those with the talent are natur 
ally the elite; those without are 
the proletariat." Available thru 
Sleuth (order CD-258). 

FOR TWILIGHT:2000 
The Free City of Krakow 
(CDW, 44pp, $7) by William H. 
Keith, Jr. "This module is more 
than just a single adventure ... 
it is a richly detailed setting for 
dozens of adventures. It contains 
a detailed description of the city 
of Krakow and its environs in 
the year 2000." Available thru 
Sleuth (order CD-50l). 

SUPER 
ENDLESS QUEST BOOKS 
Adventure Gamebook I: 
Prisoners of Pax Tharkas (TSR, 
192pp, $2.50) by Morris Simon. 
Uses simple role-playing game 
system; character stat card in 
cluded. " ... you are transported 
to the danger-filled world of the 
Dragonlance legend, where you 
find yourself the prisoner of evil 
Lord Verminaard and his 
strange draconian followers." 
Available thru Sleuth (order 
TS-895J ). 

CARTOON SHOW BOOKS 
Based on the Dungeons & 
Dragons cartoon show (TSR, 
80pp booklets, $~.25 each). 
Book 1: Tower of Midnight 
Dreams by Margaret Weis. 
"Tiamat, the five-headed dragon, 
is hovering above, ready to attack 
you. There is no escape from the 

Tower of Midnight Dreams. 
What will you do?" 
Book 2: Backward Magic by 
Jean Blashfield. "Shadow 
demons are trying to pull Eric 
into a deep, dark cave. He could 
disappear forever! Eric might be 
a pest, but he's your friend, too, 
and you've got to save him 
fast!" 
Book 3: The Witch's Spell Book 
by Linda Jacobs. "Pig-faced 
orcs hold your friends prisoner. 
Venger insists that he'll keep 
them in his dungeon forever 
unless you agree to help him 
combat Tiamat, the five-headed 
dragon, who is destroying the 
Golden Woods." 

Weapons & Armour. " ... con 
tains 35 types of armour, each 
clearly illustrated with annora 
tions. Armour types span the 
world and includes European, 
Asian, Indian, and Japanese. 
The weapons section depicts 
over 600 different weapons, from 
knives and swords to polearms 
and axes." Available thru 
Sleuth (order PA-404). 
Weapons & Castles. " ... out 
lines the development of Euro 
pean castles, each ill ustrated 
and complete with floor plans. 
Contains two weapon sections; 
the first details a variety of bows 
and crossbows, including the 
Chinese repeating crossbow ... 
The second section is devoted to 
siege equipment and their use." 
Available thru Sleuth (order 
PA-405). 
Exotic Weapons. " ... SpOl 
lights (sic) many of the strange 
and unusual weapons listed in 
WeatJons & Armour as well as a 
host of new lethal oddities. 
Fascinating swords, knives, 
maces, war clubs, axes, whips, 
polearms and others to delight 
and intrigue you." Available 
thru Sleuth (order PA-409). 

BOARD GAMES 
Black Morn Manor (Pacesetter, 
boxed, $15) by Troy Denning. 
For 2-6 players age 12 to adult. 
Build the board as you play! "A 
creature of unspeakable evil 
dwells within the walls of Black 
Morn Manor ... and you must 
destroy it! You must move with 
speed and strike with precision, 
or fall prey to ... who knows 
what?" Available thru Sleuth 
(order PA -600 I). 
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THE CAST 
(In Alphabetical 

Order) 
Lady Jessica ... Francesca Annis 
The Baron's 
Doctor Leonardo Cimino 
Piter De Vries ..... Brad Dourij 
Padishah Emperor 
Shaddam IV Jose Ferrer 
Shadout Mapes Linda Hunt 
Thufir Hawat Freddie Jones 
Duncan Idaho .. .Richard Jordan 
Paul Atreides ... Kyle MacLachlan 
Princess 
Irulan Virginia Madsen 
Reverend Mother 
Ramallo Silvano Mangano 
Stilgar Everett McGill 
Baron Vladimir Harkonnen 
... Kenneth McMillan 
Nejud Jack Nance 
Reverend Mother Gaius 
Helen Mohiam ... Sian Phillips 
Duke Leta 
Atreides ..... [urgen Prochnow 
The Beast Rabban ... Paul Smith 
Gurney 
Halleck Patrick Stewart 
Feyd Rautha Sting 
Doctor Wellington 
Yueh Dean Stockwell 
Doctor Kynes .. Max Von Sydow 
Alia Alicia Roanne Witt 
Chani Sean Young 

THE CREDITS 
Produced 
by Raiaella DeLaurentiis 
Directed by David Lynch 
Screenplay by David Lynch 
Based on the 
novel by Frank Herbert 
Photographed 
by Freddie Francis 
Production 
Designer Anthony Masters 
Edited by Anthony Gibbs 
Casting 
by Jane Jenkins, C.S.A. 
Music Composed 
</7 Performed by TO TO 
Associate 
Producer ... Jose Lopez Rodero 
Mechanical Special 
Eijects by Kit West 
Creatures Created 
by Carlo Rambaldi 
Special Photographic 
Effects by Barry Nolan 
Additional Special Visual Effects 
by Albert J. Whitlock 

FRANK HERBERT 
His BooklThelr Movie 

Interview By John Nubbin 
After twenty-two rejections from 
most of the major publishing 
howes, Frank Herbert finally 
found someone with faith in the 
first chapter of his magnum 
opus at the Chilton Book 
Company. That was twenty-five 
years and 13 million sales ago. 
After winning every major 

award the science-fiction field 
has to offer, it only took ten 
years for someone to option the 
rights to make a film. Fifteen 
years after that first option, a 
motion picture version of the 
novel voted the "Best Science 
Fiction Novel Ever Written" has 
been released. It may not be the 
best science-fiction film ever 
made, but it is near the top of 
the heap. 
Dune, the film, is a major 

accomplishment for the modern 
cinema. It is nearly unbelievable 
that such a staggeringly beauti 
ful and powerful film could 
have been produced at this time, 
given the state of the science 
fiction film these days, but it 
was, and most everyone connect 
ed with the production is as 
pleased as can be. 
Rather than go on at length 

over the film's merits, however, 
this issue we decided to leave 
that up to someone else. We 
were able to meet author Frank 
Herbert for an hour during 
which he discussed both his 
novel, and the breathtaking bit 
of wonder which has been pro 
duced from it. 

painter; he comes into movies 
from a very strange direction. 
People ask me if the sets match 
my original vision of it all, and 
to be truthful I have to say that 
some do, and some don't, and 
some are better. 
Q: None worse? 
A: No. Not at an 
Q: Then he's matched or 
topped your own interpretations 
throughout? 
A: Yes; as far as the visuals are' 
concerned. But what would you 
expect with Tony Masters as the 
art director, for God's sake? He 
didn't win those Oscars sitting 
home twiddling his thumbs. 
Q: What was his best achieve 
ment-what did he bring to the 
screen so perfectly you just 
couldn't believe it? 
A: The Great Hall. It was ab 
solutely beautiful. I just stood 
there and said, "boy." And the 
castle at Caladan was magnifi 
cent. It was a real metaphor for 
the feudal society I had postu 
lated. 
Q: And the creatures and the 
costumes, how does it all come 
across? 
A: Oh, God, the costumes are 
eye-sackers! They did a great 
job with all the artifacts; they 
really did. They went all out for 
everything. At the wrap party, a 
lot of the actors and actresses 
and technical people kept 
coming up to me to tell me 
how sorry they were it was over. 
Q: Well, you do seem happy 
about the way things went. 

ADVENTURER'S 
LIBRARY 

Available thru Sleuth 

THE GAME 
DUNE: Space Civilization Power 
Struggle Game. (AH·824 $16.00) 

Spice Harvest. Recreates the con 
Ilicts for control of the life-preserv 
ing mineral. (AH·8241 $10.00) 

The Duel. Recreates the situation 
that builds to a crescendo in the 
movie. (AH-8242 $14.00) 

Q: The performers are res 
ponsible for character develop 
ment to a large part. Was there 
anyone who did such a remark 
able job they brought tears to 
your eyes? 
A: I thought Freddie Jones in 
the Thurfir Hawat part really 
did a super job. And (Kenneth) 
McMillan as the Baron is 
absolutely hideous. You hate 
him. . 
Q: You're supposed to. 
A: Yes, yes. And the same with 
Sting. I was surprised by Sting. 
He wasn't a pretty face with 
naught behind it-he was every 
thing Feyd is supposed to be . 
Francesca Annis was also a sur 
prise to me. I met her the first 
night I was in Mexico City 
(where most of the principal 
photography for the movie was 
shot), and I looked at this beati 
ful woman and I thought, "My 
God, she's Jessica; there was no 
doubt about it. Now I thought 
Kyle MacLachlan did a bang-up 
job as Paul; he wasn't the way I 
had visualized Paul, but the 
spirit and the intensity are there 
-he plays the part. He domin 
ates the screen when he is on it. 
Q: Which is helpful, consider 
ing that this is Paul's story. 
Which makes it a good time to 
ask you what that story is. 
Where did Dune come from? 
How did you decide to write 
such a book? Where did all the 
background come from? Start 
anywhere you like. 
A: I was going to do a story on 
the messianic impulse in 
human society. Why do we 
follow charismatic leaders? I 
had a small insight once, that 
charismatic leaders are danger 
ous, and that we should 
question them because they are 
just people and they can make 
mistakes. But the mistakes of 
the human being as leader are 
amplified by those who follow 
him without question. So I 
decided I would explore this 
propensity human beings have 
to do things like go to Jones 
town and drink Kool-Aid. You 
get a mad leader, and that mad- 



Star Kyle MacLachlan as the lead character Paul Atreides 
with author Frank Herbert. Copyright @ 1984 Universal City 
Studios, Inc and Dino De Laurentiis Corporation. 

Sian Phillips as Gaius Helen Mohiam and Jose Ferrer as 
Shaddam IV. Copyright © 19!:11 Universal City Studios, Inc and 
Dino De Laurentiis Corporation. 

ness is actually contagious. 
People follow such people and I 
could see there was a story in 
there, so I started doing my re 
search. Comparative religions, 
anthropology, you name it. 
Now at the same time, I went 
down to a Department of Agri 
culture experimental station on 
the coast of Oregon to do a 
newspaper magazine story on 
their work. They had been 
extremely successful in develop 
ing ways to control the move 
ment of sand dunes. In fact, 
successful to the point that 
there were delegations from all 
over the world to learn from us. 
I looked at this; I flew over it, 
took photographs from the air, 
and it got me interested in how 
we inflict ourselves on this 
planet. And then, about a year 
later, I woke up to the fact that 
I had a perfect setting for the 
story I wanted to tell. A planet 
which was entirely dunes, 
entirely desert. So then I finally 
started to concentrate on the 
kinds of research I was doing. 
Desert ecology, geology, the 
flora and fauna of same, and 
then, I went down to the 
Sonora Desert and lived for a 
while so I could experience it 
all first hand. 
Q: How long 'a while'? 
A: About three months. 
Q: Are we talking about driving 
out from the hotel every day 
and kicking around? 
A: No. We're talking about 
renting a place out in the desert, 
off of a dirt road. Living with 
the roadrunners and rattlesnakes 
and all the rest all around you. 
There's a lot of life in the desert. 
Q: So, after all that, were you 
ready to start writing? 

A: No, not really. I hadn't 
finished loading the system, as I 
call it, getting together all the 
information I would need to 
give me that sense of verisimili 
tude of what it would really be 
like to live in a place where 
water was so precious that 
people did not cry, that the 
body was salvaged for its water 
after death, and so on. So I 
went back to the drawing board, 
and took some more books out 
of library, and I also developed 
a system of going to the experts. 
Being a fairly good interviewer, 
I would go knocking on pro 
fessors' doors and say, "Hey, 
you know something I'd like to 
know. I can do something for 
both of us; I'll get an article out 
of you, which will be pub 
lished," which is what all 
professors need, "and I'll get the 
information I need" We would 
knock out articles in a week 
most of them would swear they 
couldn't have written in three 
months. And they got published, 
and I got what I needed. 
Q: So then ... 
A: Then, I sat down, and start 
ed to write. And a year and a 
half later, I had a book. 
Q: How long before the public 
had the same book? 
A: A long time. It was turned 
down twenty- two times. 
Q: Twenty-two times, eh? 
A: That's right. 
Q: We'll leave the implications 
of that one alone for now and 
try to concentrate on the story 
itself, and not the story behind 
it. When did you decide you 
hadn't told everything there was 
to tell and start on Dune 
Messiah? 

A: Well, the three books were 
always one story in my head. I 
had written parts of Dune 
Messiah and Children Of Dune 
before Dune was finished. I 
wrote the last chapter of Dune 
long before I finished it. Mostly 
because I knew where it was' 
going, so I just went there. 
Q: Did you plan the others that 
followed then? 
A: No; I planned three books 
to do a ronde let, to invert, 
because I was talking about 
messianic impulse; that was the 
thrust of the original idea. So I 
wanted to create a very charis 
matic leader, who became a 
messiah, and you would follow 
the leader for the proper 
reasons, he was a great guy, you 
see. But then, the power struc 
ture occurs; the theory about 
absolute power corrupting 
absolutely, I don't think that 
really nails it. I don't think that 
power always corrupts, but t do 
think that power attracts the 
corruptible. And so, when you 
get a power structure, you tend 
to get a lot of converted people 
into it. 
So I had the idea of taking 

this messiah, building the 
power structure around him, 
having the central book invert 
the whole picture of the charis 
matic leader. Then, the third 
book gets to show the aftermath 
of it all. 
Q: And that takes us far ahead 
of ourselves. After all, the film 
is only from the first book. 
A: Correct. And not every scene 
of it is in the movie. You 
wouldn't sit for a fourteen-hour, 
butt-killing epic, would you? 
Q: The way this one looks, 
maybe four hours, but no, not 

director 
has .said people go and 
read the book before they see die 
film. Would you agree? 
A: i would. Now, I'm pretty 
close to the book, but I had the 
wierd experience of seeing the 
film, and having the sense that 
some of the scenes that were left 
out merely happen off stage. 
Q: So you don't feel anything 
was missed? 
A: Well, there was only one 
scene I would have liked that 
they did not include. The 
Banquet scene. I understand the 
necessities of it-it did not fit 
the continuity of me script they 
had written, and it would have 
cost a lot of money, but David, 
in the final proof, has done a 
magnificent job. The film 
begins as Dune begins, and it 
ends as Dune ends, and I hear 
my dialogue all the way 
through it. 
Q: With so much missing, 
though, do you feel that maybe 
the film's major concentration 
is on the book's violence, and 
the sandworms, rather than on 
the core of the story as you 
described it earlier? 
A: Oh, those things are there, 
and they really look marvelous, 
they really do-but the feel is 
for the politics and the people. 
David has a way-as he had in 
The Elephant Man-of giving 
you the feel of the si tuation, the 
attitudes of a people and an 
environment, without going 
into a lot of detail. 
Q: So, the short of it is that we 
both agree, Dune the film is 
great, and you are very person 
ally pleased with the way every 
thing has turned out? 
A: Simple answer; yes. 
Q: Then I'll wrap with a 
whimsical question; if you 
could have stepped in front of 
the camera without feeling 
you'd be recognized, hiding out 
in the background somewhere, 
what scene would you have 
wanted to be in? 
A: In the finale, in the con 
frontation scene between Feyd 
Rautha and Paul. Just as one 
of, oh, the Fremen in the back 
ground. 
Q: Well, it's a shame you 
didn't. I think you could have 
gotten away with it. People 
have been a little too caught up 
in things to be watching for 
faces. 
A: I hope so. Everything has 
gone just perfectly, as if some 
one was up there watching over 
me. Before the whole project, 
I'd heard so many horror stories, 
but I went into it all with the 
feeling that there had to be an 
exception to all the tales of woe 
sooner or later. I'm just de 
lighted that Dune got to be the 
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c§l ~etter from Qigi 
By Miss Gigi D' Arn 

Dear Tadashl, 
ORIGINS is approaching and 
I've made my reservation with 
United. I hope I finally make it 
to this annual game convention 
which, though not as large as 
TSR's GEN CON, is certainly 
more clubby and attracts a 
much more mature crowd, some 
trekking all the way from Eng 
land, Sweden, Italy and Austra 
lia. Maybe I'll get lucky and 
find Mr. Right. Wish me luck. 
DC Heroes is finally outl The 

cover of Mayfair's adventure 
game was illustrated by well 
known comic-book artist 
GEORGE PEREZ ... Mayfair 
also announces three more re 
leases for their Role Aids line, 
now the second largest series of 
modules for fantasy gaming ... 
Even though Mayfair publishes 
the DC superhero game, and 
TSR the Marvel, Mayfair is the 
publisher of the 1986 Marvel 
Super Heroes calendar. Along 
with the covers from twelve 
notable issues of Marvel Comics, 
it features Marvel Universe 
trivia. 
Rumor tells me the Avalon 

Hill Game Company is in poor 
shape. The design staff hasn't 
produced much lately and the 
management is experiencing 
bum out ... But their latest 
releases include Advanced 
Squad Leader, Droit's Den, and 
a CRAIG TAYLOR original, 
Russian Front ... And in their 
RuneQuest J line, expect to see 
soon two sets of character 
sheets, Human Adventurers and 
Non-Human Adventurers, and 
the long-awaited Vikings mod 
ule ... Avalon Hill has a new 
director of software R&D: leav 
ing Caleca for the job is 
ARNOLD HENDRIK. 
Also leaving Caleca is LAW 

RENCE SHICK to pursue pri 
vate consulting. The future of 
Coleco's electronics division is 
unknown at this time. 
Armchair detectives, listen 

closely: Cal State-Long Beach 
has a new Center for Sherlock 
Holmes Studies where Sherlock 
ians meet monthly to exchange 
their views about the detective. 
The center is open to off 
campus visitors. 
Yet another superhero game 

appears. Ragnarok Enterprises 
of Washington DC announces 
Challengers, featuring over 
three hundred skills and powers. 
To appear this June. 
Sleuth Publications is extend- 

ing their $10,000 Queen's Park 
Affair contest to September 30. 
The San Francisco CA game 
company deduced that, since the 
concurrent British contest ends 
on that date, it would only be 
fair to give the American 
sleuths the same deadline. 
TOME/Clash of Arms an 

nounces the publication of 
KEVIN ZUCKER's The Emper 
or Returns, covering 30 days of 
the Waterloo campaign using 
Avalon Hill's Napoleon at Bey 
system. 
FASA's Dr. Who adventure 

game is a success but there was 
a problem and the company 
apparently is forced to change 
the box cover. The first print 
run sold out quickly but the 
second will have to wait for the 
new cover rendition. A collect 
or's item? 
Victory Games' latest releases 

for their James Bond 007 adven 
ture game are A View to a Kill, 
based on the latest spy thriller 
movie, and Villains, a book of 
eight villains and their organi 
zations. 
Yet another Traveller maga 

zine is launched. The approved 
Travellers' Digest comes from 
Boise ID and the first issue is 
set for a June I release. 

Is England's Game Work 
shop going to buy TSR? ... Did 
California venture capitalists 
buy 80% of the Lake Geneva WI 
game company? ... Is Lorimar 
involved? ... In any event, what 
is official is that the board of 
directors has elected E. GARY 
GYGAX as president and CEO 
of TSR, Inc ... Mr. Gygax's 
current projects include: Un 
earthed Arcana, an AD&-D 
hardbound supplement schedul 
ed for a June release; Temple of 
Elemental Evil which will be 
AD&-D modules TI-T4; the Isle 
of the Ape campaign for the 
World of Greyhawk setting, due 
for an August release; Oriental 
Adventures, an AD&-D hard 
bound supplement scheduled 
for fall; and Sage of Old City, a 
fantasy novel, first in the Grey 
hawk Adventure series, also 
scheduled for fall ... Also 
scheduled for a June release is 
TSR's first original game for 
the SPI wargame line. Although 
the same title was used for a 
previous SPI game, World War 
11 by DOUGLAS NILES is a 
brand-new, never-before-seen 
treatment of the most important 
conflict in the 20th century. 
Strategic level with monthly 

turns, the game combines air, 
sea, and land combat ... And 
another TSR June release is 
Party Zone Game 1: Spy Ring, a 
"party in a box" where the host 
sends out special invitations for 
guests to play secret agents try 
ing to fulfill a seecret mission. 
FG U is set to release a new 

edition of DENNIS SUSTARE's 
Suiordbearer. 
Congratulations to KERIE L. 

CAMPBELL, a Different 
Worlds contributor, on her 
recent marriage. I wish both the 
bride and the groom many years 
of love and happiness. 

I' guess you don't have 
STEVE PURCELL doing our 
covers anymore. The talented 
Oakland CA artist has stone 
stepped Different Worlds to 
doing storyboards for Marvel's 
latest monthly comic Hero. I 
hope it's a winner. 
Pacesetter has announced that 

a screenplay based on their 
Chill adventure game is under 
development. They don't give 
any other details except to say 
that tentative release date is 
Spring 1986 ... Pacesetter is 
offering $10,000 to the first 
person who can figure out the 
character's identity in their new 
Instant Adventure game, the 
Sandman Series. Look for the 
series first release, The Map of 
Halaal, in late June. 
Grenadier Models of Spring 

field P A has been licensed to do 
the official Middle Earth minia 
tures. The first two boxes will 
feature the Fellowship and the 
Servants of Sauron. 
Please quash the rumor that 

the "legs" on TSR's Top Secret 
game are from a photograph of 
me taken some time ago. I 
wouldn't wear shoes that clash 
with the dress. 
Diverse Talents, Inc., of Long 

Beach CA is making big plans I 
They have merged with the 
Strategicon and will be hosting 
L.A. ORIGINS in 1986. And 
they have bought Fire &- Move 
ment magazine. They have also 
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formed the Strategicon Adven 
ture Gamer's Association 
(SAGA) and will publish the 
journal The Continuing SAGA. 
And finally, they will publish 
The V.I.P. of Gaming maga 
zine, V.I.P. standing for Vari 
ants, Interviews, and Profiles. 
Are they behind schedule yet? 
Among the seminars the 

Ga;me Designers' Guild will be 
sponsoring at ORIGINS this 
year are: "Bad Ideas & How to 
Make Them Work," "The Next 
Generation in Role-Playing: 
Sophistication vs. Simplicity," 
"The Role-Playing Adventures: 
Crutch or Artform?", and "Why 
are Play-By-Mail Games 
Boring?" I hope to attend all 
them myself but let me know if 
I don't. 

Is it true that the new Play By 
Mail Association has excluded 
Schubel & Sons, one of the 
largest PBM moderating com 
panies, from their board of 
directors and other committees? 
Palladium Books secures two 

comic book licenses: The Justice 
Machine, which is already out 
and based on a relatively un 
known series, and Teenage 
Mutant Ninja Turtles. Both will 
be compatible with Palladium's 
Heroes Unlimited. 
Who is this WILLIAM A. 

BARTON and why is he saying 
all those bad things about 
GDW and their Traveller pro 
ducts? Could it be because his 
Traveller adventure was rejected 
by the Illinois publisher? 
A Vermont man who changed 

his name to Coke-Is-It has 
reached a settlement with Coca 
Cola allowing him to keep his 
name. His attorney calls himself 
Party of the First Part. 
Love, 

Different Worlds 





"00" AGENTS WANTED! 
for the 
JAMES BONDOO? ROLE PLAYING GAME 
A seemingly routine investigation takes on a grimmer 
aspect as you uncover clues pointing to a madman's 
powerlust! 

From atop the Eiffel Tower to the major villain's 
airborne headquarters, you will find what it means to go 
from A View to a Kill. 

A VIEW TO A KILL ADVENTURE MODULE, $7.95 

Victory Games helps you expand your James 
Bond 007 role playing campaign with Thrilling 
Locations ($9.95). 
Thrilling Locations provides you with detailed descriptions of elegant 
restaurants, preeminent lodgings, and sumptuous travel accommodations 
around the globe. 

Each location is fully presented, with floorplans, encounter tables, non 
player character descriptions, and special Gamesmaster information. 
Thrilling Locations' 160 pages contain everything you need to add color and 
depth to your James Bond adventure world, including 12 pages of full-color 
and over 100 black and white photos and illustrations, plus comments by 
Bond, "M," "Q," and others! 

The Thrilling Locations supplement is a must for Gamesmasters, players, and 
Bond fans! 
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