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it% THE MITCH-HIK I$ GUIDE 

This artlcle 1s about the hilarious game that fits snugly into yocr nose: 

(CQSMIC EMCQUNTER 
By GRAHAM STA?X33_SST 

For those of you poor unfortunate readers that have not yet had tks 
experiezce of playing Cx, this article will be utterly boring and use- 
less. I suggest the only posyible way to keep your consciousness 
and intelligence above the level nee3ed to play D&D is to go out now 
and buy CE. 

Raving established a beautiful and simple set of rules, the general 
idea for expanding CE is to invent complex, silly and even sometimes 
interestlng new aliens. Already 50 official ailens exist, ranging from 
oozing Amlsoebas to immortal Zombies. Before adding to this list, 
other aliens of my own device, I would like to thank Jim Ashdown and 
'Harty' Clarke for ideas, and all the rest of the club for ?Laying some 
great panes. 

VOGGN: X D U C E S  ATTACK CARD VALUE &. DELAYS E D I C T  CARDS. - 
POWER OF POETRY: When involved as offensive or defensive player in a 
challenge the Vogon player mag recite poetry. Due to nausea, the att- 
ack card of his oppoaent is halved (round up). This ortion may be used 
after attack cards have be-n played. However any comrromise card ?lay- 
ed by an opponent may be noainated instead to be a value 16 attack card 
as the opponent makes a desperate attemnt to rid the galaxy of Vogons. 
This card 1s & halved in value, naturally. 
lOnEB CF BUREAUCRACY: The Vogon player is abie to delay any edict card 
played (except a cosmic zap againnt himself) until after the present 
challenge is over. !This is the effect of red tape, filllng in forms 
etc.1 The power is used at the Vogon'~ discretion. NOTE: a co~mic 
zap annulls both powers of the Vogon. 

BIRGIDS: WRITES OWN CARDS. 
P3iir.R TO WRITE: Each turn, the Biroid glsyer may write one card (of 
those useable, naturally) if he wishes. He mag not write any card he 
has written before :but may write two 20'~ during the game eta,) Also, 
the writing of an edict cerd OP attack card of aver 'I9 in valu5 means 
that 0122 of his reflils runs out and he permanently loses one tok~a. 

PAERATBEkNS : B U I L P S  NEW ?LANETS. 
POYEF, TTC FCILD: h c h  time his turn comes rcuod the hgretheaa pla:aep. 
ma-T b'aild a new planet and place it in any ~olar s y s t ? ~ :  al0np wlth 7 to 
4 tokens of his from Rny of his bases, If +his 5-R G O F C O n A  else's 80Zar 
spstrm this srts em a & w e ,  Out :r She Yasrathc~n does 0 5 3  i n v i t ~  1 to 
4 5f YZnt plnprrn t - ' i e ~ x  e.lr;o, tb-=~+ rifl:$c: .art:. irr-w3latr7< -!;a'?lLer.ye 
t3at bsse i c f .  ' P ~ s t ~ a r D l .  FW3: The perasjtc 3ay zo+a~stic&lly yet on 
such a base if placed within his fiystern. This  plertct acts i.5 all ways 
aa an ordinary planet from then can. Tha Magrathean may mke derr3.e 
involving cards, t~kena ntc with a player in return for in~iting him on. 

(3) 



CLORKER: USES HIDDEN KOVZt:E;:T. 
?OWL TO CONCSAL: The Cloaker has 5 small boxes, 1 for each hoze :Lanet. He 
distritutes his tokens amongst them, and only reveals how many are in each 
box when tkat -1anet is attacked and after attack cards are revealei. Ze 
has a sixth box-if he is the offensive or defensive zlsyer .in a c!.%llezge 
his tokens use this bo,x and are not revealed until attack cards are rrv- 
ealed. Allies of his should remove 4 tokens from the board asd tten consign 
however many they wish t3 tte box, keeping the otherc hidcen. 

KAMIKAZE: SELF-DESTRVCTS TGKENS & PLANETS. 
POWER TO SUICIDE: The Kamikaze player can never con?ronise. if he ylays 
a compromise or Emotion Control is played, then aj all allies go back to 
bases, b) all but 2 of the Kamikaze's tokens go back to bases if he was 
attacking, c i  if he only had one token involved, he must bring anotker in 
immediately and d) the 2 attacking tokens or all defending  token^ of the 
Kamikaze are destroyed, along with the planet invoived and all the oppo- 
nent's tokens, The planet is now totally unuseable. 

COMPUTER: ANALYSES S: CCUNTERS ALIEN POWERS. 
POWEd CF AXALYSIS: Each time the Computer is involved in a challenge, even 
as an ally, he may analyse the opponent's power. If, thereafter the power 
is used against the Computer he may counter it (cf. Cosmic Zap). A Cosmic 
Zap played against the Computer will completely disrupt his memory banks and 
all previously analysed powers may not be countered until re-encountered. 

BLOB: TAKES OVER PLANETS. - 
POWER TO SPREAD: Any planet on which the Blob has a base may be com~letely 
taken over by the Blob instead of an attack. All other tokens are auto- 
matically removed from the planet and go to the warp. This constitudes a 
successful attack. 

MISSIONARY: CONV3RTS DEFEATED TOKENS. 
POWER TO CONVERT: The Missionary player uses upside-down tokens. If he/she 
wins a challenge, any o~:onent's allies go to the warp as usual but the 
opponent's tokens are reversed and stay on that planet, joining the :.'ission- 
ary's attacking tokens. A Cosmic Zap releases all tokens of the player 
playing it, and they must all immediately go back to existing bases. 

DISEASE: REDUCE OPPONENT'S EFFECTIVENESS. 
POWER TO INFECT: When the offensive or defensitre player in a challenge, the 
bacterial colonies of Disease may infect opponent's tokens and reduce them 
to half value. This applies to allies of the opponent as well (round frac- 
tions up). NOTE: if the Plague is played against it the effect 1s reversed; 
the Disease may take three tokens from the warp and 3 cards from the deck. 

ECTOPLASM: MENTALLY BOOSTED BY HOME ?LANETS. 
POWER TO BOOST: The Ectoplasm uses mental combat. It always puts from 1 to 
4 tokens into the warp as usual, but each token is boosted by the non-com- 
batants on home planets. If all 5 planets in the home system have bases 
on them each token attacking is worth 4 tokens. If 4 planets have bases 
each tcken is worth three. If only three are held, each token ie worth 
two. If less than three are held, the power ia loat and each token's worth 1 

THIEF: STEALS EDICT CARDS. - 
POWER TO STEAL: Each challenge, the Thief may steal an edict card fro= 
either of the two players involved. They must give him an edict card if 
they hold any. If more than one edict card is held then the card to be 
taken is gicked randomly by the Thief. 



IiIMIC : CCF'IE; ?O;;EZ OF OP!'OPTL,IJT. - 
jr:, .r - ,.i-l GF I.:I::ICRY: n'henever i nvo lved  i n  a  c h a l l e n g e  he  r z y  use  t h e  newer of 
h i s  opponent ,  bu t  when t h e  c h a l l e n g e  is ove r ,  s t o p s  t h e  I : i n i c ry .  NOTI.: I f  
t is opzonent i s  t h e  S i l e n c e r ,  bo th  a r e  s i l e n c e d .  I f  h i s  o r - o n e n t  is  t h e  
Zhangel ing ,  t h e  :!irr.ic z u s t  change. 

LZVIATPAIi : MOVES ?LANETS 
?G'v.LR TO ah:<: , .henever Involved i n  a  s u c c e s s f u l  a t t a c k  a c e i n s t  any p l a n e t ,  
even i f  only a n  a l l y ,  t h e  p l a n e t  i s  bumped o u t  of t h a t  s y s t e -  and moves t o  
e i t h e r  t h e  sys tem on t h e  l e f t  o r  t h e  r i g h t ,  a s  chosen by t h e  Levia than.  I t  
i s  t h e r e  ~ e r m a n e n t l y  u n l e s s  once more rammed. g o t e  t h a t  a  ? l a y e r  au toma t i c -  
a l l y  l o s e s  h i s  , -orer  i f  3 p l a n e t s  a r e  bumped o u t  of his hore  system. 

MESE : ALLGkS ALLIES TC USE THEIR POWERS. - 
PCHER TC ESii-IN ALL123: When t h e  o f f e n s i v e  o r  d e f e n s i v e  : layer,  t h e  Mesh 
a l l o w s  ( a t  h i s  d i s c r e t i o n )  h i s  a l l i e s  t o  u s e  t h e i r  powers a g a i n s t  t h e i r  
opponents ,  even i f  t h e y  cou ld  n o t  u s u a l l y  do s o ,  such  a s  L a s e r  e t c .  

DELATRON: PLAYS 1,:USICAL CHAIRS (do n o t  u s e  w i t h  D i c t a t o r ) .  
POG!ER OF MUSIC: On h i s  t u r n ,  t h e  De la t ron  draws a s t a r d i s c  from t h e  d e s t i n y  . p i l e  and t h e n  changes  p l a c e s  w i t h  t h e  pe r son  o f  t h a t  c o l o u r ,  swapping 
power, t okens  and c o l o u r  bu t  r e t a i n i n g  ca rds .  He t h e n  beg ins  t o  s ing/hun,  
and a l l  o t h e r  p l a y e r s  proceed t o  r u n  round t h e  t a b l e  u n t i l  he  s t o ~ s  when 
t h e y  must sit  down i n  t h e  n e a r e s t  s e a t .  P l a y e r s  keep on ly  t h e i r  ca rds .  
T h i s  h a p ~ e n s  a f t e r  t h e  D e l a t r o n  h a s  made h i s  c h a l l e n g e ( 6 )  f o r  t h a t  t u r n ,  
and play  p roceeds  no rma l ly ,  ?a s s ing  on t o  t h e  p l a y e r  on t h e  D e l a t r o n ' s  
l e f t  e t c .  



THQUGHTS ON RPGs 
As far as I am concerned AD&D is the best RPG around at the nosent, 

although Runequest and MGC's new "In the Labyrinthw aren't far behind. 
RPGs covering recent to future times are okay for a while but save at 
least one very serious drawback: that of player/character knowledge. 
In your typical medieval fantasy setting it 1s easy to come ua with 
ideas and plans as our everyday knowledge can be used, e.g. we take the 
door off its hinges and use it as a bridge across the p ~ t ,  or we crod 
the ground infront of us with a pole to set off any tra,doors. However 
this cannot be done in Traveller, for instance, because of the technology 
present in that game. Do gou know how to crack a safe, deactivate an 
alarm system, fly a starshlp or repair a warp engine? Gf course not, 
but your character that you are playing in the game probably does: How 
then do you measure his success at varlous tasks? By dle roll, normally 
compared to one or more of the character's abillty scores. Where is the 
fun or >laying skill in this? 

One 01 an RPGs most important features is a good combat system. To 
my mind thrs is somewhere that AD&D tends to fall down when compared to 
other R X s  in its sphere of interest. The others all bring in at least 
a little clayer skill as part of combat, with C&S and ITL showing thls 
most plainly. This is a great thing to have in a game because combat 
 happen^ often, and players like to have some effect on what is gcing on, 
rather than just sit there and roll dice. Top Secret (reviewed elsewhere 
this issue) brings in choice of attacudefense modes for its HTH (hand-to- 
hand) cc~bat, but then as with all other modern/future RPGs its gun combat 
system is purely on a die roll. I well remember how disatisfied I was 
with the "T~aveller" gun combat system, and my many (futile) attempts to 
bring so%e form of player skill into it. It seems just about impossible 
though. When you analyse gun combat all the character does is point his 
weapon (be ~t shotgun, SMG or laser disintegrator) and pull the trigger. 
Compare this with your standard knight in armour who has to choose whitah 
side to attack, which kind of blow to use, if a parry would be better, etc. 

Another point connected with combat is that of lethality. In the more 
"realistic" fantasy games it only takes one or two hits to kill someone. 
AD&D qualifies its system by murmers about "luck, fate and help from the 
gods", which seems to satisfy most of us. Then the SF games (and I 
include Toy Secret in this category), again, seem wrong. In the world 
today we have hand-held weapons which are almost assured of a kill at 
close ranges, so for SF characters to survive blasts from such things as 
blitz cannons is, surely, just a game device to keep characters alive. 
The problem is luck and god-sent help don't fit in with an SF background 
and although incredibly fast medical ald is reasonable such things as 
"life-restoring machines" just are not. Put simply SF RPGs allow 
characters to get away with too much. 

A year or so ago White Dwarf was full of discussions on "reality" in 
fantasy R?Gs, during which Gary Gygax made the immortal comment "..this 
is not the stuff of heroic fantasy", refering to incredibly detailed 
combat systems and the like. I have to agree, R W s  should show the 
great wizard, the treacherous thief and incredibly brave paladin, not 
the everyday life of medieval folk (sorry C&S!). This is what SF games 
lack. If they were full of dashing young heros (called Luke?) and 
beautiful interstellar damsels (Leia who?) and, of coarse, completely 
evil bad-guys (going around in a long, black flowing robe?) they would 



have a lot more attriction and be nore fun to play. Unfortunately 
Traveller, in ~artic~lar, i.as picited up what I call "seedy SF", concentrating 
on future down-szd-cuts and with almost everyone being a criminal type. 
What I would like to s e e  (and I ' c ,  working on it at the moment) is an 
SF RPG based quite strcn~iy on "pul~" SF of the Star Liars or Battlestar 
Galactica ty~e. ;I' riryers are runninc ar.:azinp;ly heroic characters it 
is quite acce-~abie to Five theE a combat system bias, how many times 
was Luke Skywaiker Lit while dashing about the Death Star? The fact that 
he was virtually a country yokel and the people shooting at him vere 
niphly-trained storz trooyers is irrelevant, he was the good guy so he 
was going to survive. In an BPG this survivability can be fairly easily 
translated into bonuses to nit and incredible dodging ability (or perhaps 
a form of klutz systen for anyone shooting at him). Obviously characters 
nust not be invincible, Lecause this would make for a very boring game, 
but if they are nearig, it would enable the GM to put them into what 
would normally be izcossibly dangerous situations, and that what heroics 
is all about: facing impossible odds yet still winning through in the end. 

CALLING SF G m :  As I nentioned above I'm p-esently working on a new 
SF RPG, but I could do with some helv. If you are 

disatisfied with "Traveller" or would just like to put forward-your 
views or opinions then plezse write to me (address in the Editorial). 
I'm especially i~terested in combat systems (HTH, gun and ship-to-ship), 
ideas for techoological items, character design systems and good SF 
artwork. If you do write please put SFRPG on the bottom left-hand corner 
of your letter. Yith a littie luck we should be able to put together 
something that'll hcck Traveller for six! 

/WH !. . . NHAT Do VOr) MEAM " - r * ~  
CORR D &C W M  EMmY  MEN I (7) 
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Coming from the  C l i f t o n  bro thers  it  some unusual 

By Rich C l i f t o n  

Frequency: Rare The "wall" is  a  t h i n  (one inch t h i c k )  
No. Appearing: 1 s l a b  of tough (AC 3 ) .  rubbery f lesh .  It  
Armour Class: 3(bodyj ,6(ropes)  l i e s  i n  wait a t t a t c h e d  t o  a  wall  i n  some 
Movement: 2" underground o r  l i g h t l e s s  nlace, having 
H i t  Dice: 5-8 ?reviously eroded a  1" deep niche of its 
% i n  l a i r :  95% own s i z e .  I n t o  which it works its way 
Treasure Type: N i l  using suckers  (which a l s o  hold it  i n  e l a c e )  
No of Attacks: 5-8 and 1  and where i t  l u r k s  i n  wait  of prey. Coiled 
Damage/Attack: 1-4/5 up i n s i d e  t h e  body a r e  from 5-8 rope-l ike 
S p e c i a l  Attack: Digest ion t e n t a c l e s  (number of royes is d i r e c t l y  
S p e c i a l  Defenses: M i l  r ro?or t iona l  t o  h i t  d ice ) .  These can be 
Haaic Resis tance:  s tandard e j e c t e d  up t o  20' i n  3 segments, i f  t t e y  
I n t e l l i g e n c e :  Very h i t  a  vict im t::ey w i l l  grab and c o n s t r i c t  
Alignaent: Neutral  f o r  1-4 damage. Each r o r e  is  AC 6, and can 
S i z e ;  L  (5-0 sq f e e t )  t ake  8 h i t  po in t s  before being s l i c e d  of f .  
&ionic  Abi l i ty :  None I n  melee a s  well  a s  c o n s t r i c t i o n  t h e  ropes 

drag the  v ic t im 5' per rope a t t a t c h e d  tow- 
a r d s  i ts "face". There d i g e s t i v e  j u i c e s  

a r e  secre ted  onto t h e  vict im doing 5 damage per melee round. 
Often, when prey ape looking t h e  o ther  way, it w i l l  shoot f o r t h  t e n t a c l e s  

a t  ankle he igh t ,  and attempt t o  t r i p  v ic t ims ,  naking i t  e a s i e r  t o  draw then 
t o  the  juices .  k'hen t r a v e l l i n g ,  t h e  Roping g a l l  r o l l s  i t s e l f  i n t o  a  b a l l  
w i n g  a  ty?e of r a d a r  ! l ike  b a t s )  t o  ' see ' .  

Severed ropes re-grow i n  2-8 days. Blunt weapons cause no damage t o  t h e  
Wall, n e i t h e r  do poison or  acid. 

LIVIHG COIN By Rich C l i f t o n  

Frequency: Uncommon Living Coins a r e  smal l ,  fungoid c r e a t u r e s  
No. Appearing: 25-1000 t h a t  have evolved t o  resemble, almost 
Armour Class:  O(s ing ly) ,  8(group) p e r f e c t l y ,  a c t u a l  lead,copper ,  s i l v e r ,  
i4ovement : 0" gold and platinum pieces. A very young 
H i t  Dice: see  below 'Coin , I -3  years  o ld  looks l i k e  a  l e a d  
% i n  l a i r :  100% piece and has -2 of an h i t  point  ( i e .  four  
Treasure Type:J,K,L,H,N a r e  k i l l e d  by 1  h i t  po in t  damage); a  
No of Attacks: 1 young one (4-8 y r s )  seems t o  be copper 
Damage/Attack: 1-4 with h a l f  a  h i t  po in t ;  mature co ins  (9- 
S p e c i a l  Attacks: N i l  15 y r s )  seem s i l v e r  and have 1  h i t ;  an 
S p e c i a l  Defenses: N i l  o ld  coin (16-20) seems golden and has  
Magic Resistance: s tandard one and a  ha l f  h i t s  (2 a r e  k i l l e d  by 
I n t e l l i g e n c e :  Non- 3 damage) and a venerable co in  (21-23 y r )  
Alignment: Neutral  looks l i k e  platinum and has 2  h i t  pointa. 
S ize :  S  ( see  below) Upon casual exas ina t ion  from about  2'  
P s i ~ n i c  Abi l i ty :  None o r  l e s s  t h e r e  is  a  1 i n  1 0  per  person 

chance t h a t  t h e  fraud is noticed. 
The armour c l a s s  of 0 per  co in  is  due t o  t h e i r  small  a i z e ,  s o  i n  a  group 

t h e  r a t i n g  decreases t o  8. Due t o  poisonous ju ices  s e c r e t e d  by t h e  co ins  
they do 1-4 damage t o  expose& f lesh .  I f  wiped of f  t h e  s e c r e t i o n  s t a r t  aga in  
i n  10 turns.  The t r e a s u r e  type is not  t h e  co in  i t s e l f  but is found along- 
s i d e  them. 



NEMESIS By Nicholas C l i f t o n  

Frequency: Very Rare The Nemisis is a being c rea ted  by 
No Appearing: 1 t h e  Gods f o r  t h r e e  purposes: 
Armour Class:  See below To punish alignment breakers ,  
Kovement: See below 2 )  To r e t u r n  those people t o  t h e  dead 
H i t  Dice: See below those  who t h e  Gods would pre fe r  t o  s e e  
% i n  l a i r :  0% dead. 
Treasure Type: None 3)  To exact  revenge on those who have 
No of A t t a c h :  See below t r i c k e d  t h e  Gods with f o u l  play. 
Damage/Attack: See below It appears  a s  a l a r g e ,  red ,  glow- 
S p e c i a l  Attacks: See beiow ing  shape, about 5, i n  diameter,  with 
S p e c i a l  Defenses: See below a d i s t o r t e d  face  of t h e  vict im sh in ing  
Magic Resis tance:  80% i n  its center .  Its c h a r a c t e r i s t i c s  
I n t e l l i g e n c e :  Genius deaend mainly on t h e  victim: i ts arm- 
Alignment : See below our c l a s s  is 5 b e t t e r  than t h e  v ic t im ' s ;  
S iee :  M i ts  movement r a t e  is 2" more than t h e  
Ps ion ic  Abi l i ty :  See belov v ic t im ' s  (over any medium); its h i t  

AttacUDefense Modes: a l l / a l l  d i c e  a r e  4 more than t h e  v i c t i m ' s ,  and 
a l s o  sne  type b e t t e r  ( i e .  i f  t h e  vic-  

had 4-sided d i c e  f o r  determining FTK, t h e  Nemesis would have d6 , s  e t c ) .  
It has twice t h e  number of a t t a c k s  a s  Its v ic t im and damage done i f  it h i t s  
is a f ixed  amount, t h r e e  times t h e  v ic t im ' s  level .  Its alignment is  t h a t  
from which t h e  v ic t im deviated,  o r  n e u t r a l  i f  i t  is  on one of t h e  o ther  
types  of mission. The Nemesis w i l l  only have a ps ion ic  a b i l i t y  i f  its 
v ic t im has one, and even then its s t r e n g t h  f o r  a t t a c k  and Cefense w i l l  
only be one more than t h a t  of t h e  v ic t im ( i t   ha^ no d i s c i p l i n e s  o r  sc iences ) .  
The Nemesis is immune t o  a l l  a t t a c k s  from anyone o r  anything o ther  than t h e  
v ic t im,  and w i l l  always have a saving throw of 5 even i f  it is not norm- 
a l l y  e n t i t l e d  t o  one. It is  Lmmune t o  t h e  e f f e c t s  of any a r t i f a c t  o r  r e l i c .  
F i n a l l y ,  it has t h e  following s p e l l s  which it can use once a day i f  it 
t h i n k s  they a r e  r e a l l y  necessary: Teleport , (any d i s tance  with no chance of 
e r r o r ) ,  Locate Object (again with any range and a l s o  on any plane) ,  Plane 
S h i f t ,  Ques t ,  Geas, Anti-Magic S h e l l ,  Finger  of Death, Regenerate, Rein- 
c a r n a t e ,  True Seeing and Impriaonment. 

From t h e  above it is easy t o  s e e  t h a t  a person w i l l  be exceedingly 
lucky i f  he d e f e a t s  h i s  Nemesis, but  s i n c e  t h e r e  is only one f o r  each 
person, i f  a person does d e f e a t  h i s  Nemes i~  then he w i l l  be f r e e  of it f o r  
ever. 

AND KW:- Here 's  YOUR chance t o  g e t  an a r t i c l e  i n  "The Beholder"! 
We've generously l e f t  a blank space below e s p e c i a l l y  f o r  
YOUR work. Congratulat ions:  You've made t h e  b ig  time!!! 
( S p a c e f i l l e r ?  Uot spacefiller?:!!!!!) 



CHROMCLE : f  ends and f o e s  . . . 
by G. Duke 

Being t h e  f o u r t h  p a r t  of t h e  chron ic le  
k p l a y t e s t  througn t n e  s t r e e t s  and a i l d s  of the  C I T Y  STATE (Jud-es Guild: 

Featuring: U e s t h u s a  ( a l i a s  7 i l y  ; 7 i 1 ~ 3 )  elven t h i e f  
Tuffnik h u ~ a n  f i g h t e r  
Peebinga human ?$/I! 
S t r o l l e r  human ranger  
;balm0 human c l e r i c  

PB he e a s t  wind, c h i l l  and s t rong ,  howled i n  t h e  ravine.  I n  t h e  
eerLe noonl ignt  t h e  deaonic s t a t u e  stood immense and f r igh ten ing-  

-1~ l i f e l i K e .  The harsh c r j e s  of b a t t l e - l u s t i n g  o rcs  t o r e  through 
*,-the ~ i t t e r  air a s  t h e  adventurers  hurr ied t o  defend themselves. 

Fro.. t h r e e  a ides ,  t h e  grim-faced f i ends  closed on t h e  h o r r i f i e d  par ty ,  
behind who7 l a y  t h e  deep ravine.  

Orcs o; t h e  Black Hand were t h e s e  c r u e l  b e a s t s ;  nany shuddered and 
weakened merely a t  hea r ing  t h a t  cursed name. Ciothed z l l  i n  black, 
t h e i r  s k i n  was dark a s  ebon; glowing red were t h e i r  eyes, d u l l  r e 3  t h e i r  
sharp claws and wicked s c i m i t a r s .  %any rode on v i s c i o ~ s  fanged wolves 
of g r e a t  s i z e .  S p i n e c h l l l i n g  w a s  t h e  clamour t h a t  a rose  from those 
hoards. 

A s  t h i s  e v i l  company approached, a sudden burs t  of sparlcs and f l a sh-  
i n g  co iours  erupted around t h e  s t a t u e ,  dazz l ing  t h e  onrushing beas t s .  
Many o r c s  f e l l ,  cover ing t h e i r  eyes, t o  t h e  ground; wolves turned t a i l ,  
f l i n g i n g  t n e i r  blinded r i d e r s  from t h e i r  backs. But t h e  r o u t  was s h o r t -  
l ived .  Peebinga could n o t  maintain t h e  bri1lim.t s p e l l  I o r  long and 
even as t h e  last sparks  f e l l  t o  t h e  ground, a second rank of o r e s  rushed 
forwards. Hand t o  hand combat was joined; f o u r  men a g a i n s t  f i f t y  v i l e  
o rcs  ar,d voracious wolves. Aresthusa was nowhere t o  be seen. 

Swords f l a shed  i n  t h e  moonlight and t h e  company defended v a l i a n t l y  
wi th  t n e i r  Sacks t o  t h e  ravine,  a long drop, behind t t e z =  Orc heads 
r o i l e d  t o  t h e  ground, a wolf yelped a s  a s t i n g i n g  blow caught it between 
t h e  eyes, bu t  t h e  adventurers  were pushed ever  backwards. Peebinga f e l l  
motionless t c  t h e  ground and t h e i r  e v i l  a d v e r s a r i e s  l e a p t  forward sen- 
s i n g  vic tory.  

A t  t h a t  moment, t h e r e  wae a crack of l igh tn ing .  I t  s h o t  from t h e  
heavens, s t r i z i n g  t h e  g r e a t  n o x i l i t  s t a t u e ,  and t h e r e  came a s imul ta-  
neous deafening thunderclap. Yrth t h a t  t h e r e  w a s  a r o a r  and flames 
l e a p t  up from t h e  awakened demon. The huge he l l -beas t  stepped from i t s  
pedes ta l  swiping at t h e  p e t r i f i e d  c rea tu re6  around him. The o rcs ,  i n  
despa i r ,  f lung  themselves a t  t h e  reniaining adventurers  Cesperate f o r  
some s p o i r s ,  and brought Tuffnih  an5 blalmo t o  t n e  ground. S t r o l l e r ,  
jumping bac~warde t o  avoid t n e i r  grasp,  l o s t  h i s  balance,  toppled on the  
DrinK and with a cry,  f e l l  over t h e  precipice .  

The o r c s  f l e d ,  ca r ry ing  t h e i r  two cap t ives  wi th  then as t h e  deman 
rampaged, smashing t h e  f o r e s t  and t rampling on s t r a g g l i n g  o r c s  and cower- 
i n g  wolves. Only when a l l  lap dead at t h e  scene of t h e  b a t t l e  d id  i t  
r e t u r n  t o  t h e  pedesta l .  Then t h e  b i t t e r  wind died down and a black cloud 
passed over  t h e  moon; t h e  deaon moved no more. 

+ + 4 
With t h e  f i r s t  l i g h t  of  dawn, Aresthuaa reappeared on t h e  scene, 

climbirig ou t  of t h e  f o r e s t  &Tong t h e  f a l l e n  t r e e s ;  damp with  dew she  
waraed h e r s e l f  i n  t h e  morning sun. f,Toving q u i e t l y  and war i ly  ou t  to-  
wards t h e  s t a t u e  she suddenly s i g h t e d  a f a m i l i a r  f i g u r e  r e s t i n g  beneath 
it. She c a l l e d  out.  It  wae Peebinga. 

Greet ing one ano ther  with r e l i e v e d  s u r p r i s e ,  they recounted all they  
Knew. The magician t o l d  of  how he 'd  escaped by f e i g n i n g  death ,  the  e i f  
of how she 'd  climbed t o  s a f e t y  a long t h e  c l i f f - f a c e  and observed t h e  
r e e t  of t h e  melee from t h e  r e l a t i v e  s a f e t y  of  t h e  f o r e s t .  It was with  
sorrow t h a t  she  informed Peebinga of S t r o l l e r ' s  fatal  f a l l ,  and o f  t h e  
cap tu re  o f  t h e i r  o t h e r  companione. 

+ + + 
(10) 



By noon, the  two had r i f l e d  through the  garments of a l l  the  dead 
orcs  and had col lected a nandful of coins and a s i l v e r ,  jewelled dagger. 
Zoming across the  f a l l e n  sword of S t ro l l e r ,  Aresthnsa took i t  t o  tne  
edge of the  ravine t o  throw i t  t o  i ts f a l l en  master. Reaching the pre- 
c ip ice  however, she almost f e l l  with surpr i se  f o r  there,  not  t h i r t y  
f e e t  below, on a narrow ledge l ay  the  ranger himself. He was jus t  re- 
covering a f t e r  h i s  shor t  f a l l .  

+ + +  
Thus there  remained but th ree  adventurers. However, S t r o l l e r  wacr 

resolved t o  t r y  and rescue h i s  captured companions and nothing Peebinga 
o r  the  persuasive 'Rilma could do would make him change h i s  mind. They 
had l i t t l e  cnoice but t o  go along with him. Thus i t  was t h a t  the  next 
morning found them back a t  the  c lear ing  of t he  burnt house. 

This time they entered the  c lear ing  with more care, but i f  there  
w a s  any foe there,  he kept well hidden, The wide, open areas now f r igh t -  
ened the adventurers and they hurried through once kresthusa gave the  
al l -clear .  Taking the  northern path back i n t o  t he  dense fo re s t ,  they 
t rave l led ,  winding from s i d e  t o  s ide  but maintaining a general north- 
ea s t e r ly  d i rec t ion ,  f o r  some three  hours till noon. The company were 
gloomy and t h e i r  mood was re f lec ted  by t h e  etelrdy d r i z z l e  t ha t  s ta r ted .  

After a br ie f  r e s t ,  they carr ied on. The path was now some ten 
f e e t  wide and had c a r t  mts i n  it. There was much evidence of a la rge  
company having passed along it and S t r o l l e r  could make out the  foot- 
p r i n t s  of the  orc hoard and t h e i r  prisoners. Ee guessed t h a t  they'd 
been modng at  a f a s t  pace. 

"We a r e  a good th i r ty-s ix  hours behind," 0e t o ld  h i s  demoralized 
companions. "We must press  on before the  t racks a r e  los t .*  

Five time8 t h a t  afternoon, they paseed through clearings o r  by w s y -  
side cottages. A t  each there  had been burning snd looting. ~t one, an 
s r e a  of fo ree t  had burnt leaving barren, blackened tru&s. 

(11) 



Towards evening, t h e  par ty  came t o  a junction. A narrow path  dipped 
o f f  t o  t h e  r i g h t  between high roc:r mal ls ;  t h e  tracirs,  now bareLy v i s i b l e  
with t h e  obscuring r a i n ,  ran down t h i s  path. 

+ + +  
By t h e  next  morning, t h e  d r i z z l e  had stopped and t h e  sky had c lea red  

t o  allow f l e e t i n g  sun rays  t o  s t r i k e  t h e  f o r e s t .  Ris ing re f reshed ,  t h e  
t h r e e  companions had snared and eaten a r a b b i t ,  then taicen t h e  r i g h t  path. 
The way wound sharp ly  t h i s  w and t h a t  f o r  about a mile, t h e  wal ls  grow- 
ing  sheer  and t a l l ,  covered lo slimy moss. 

"The p e r f e c t  p l a c e  f o r  an ambush," thought Wilma and of fe red  a quick 
prayer f o r  sanctuary.  Af te r  a nhi le ,  t h e  r i g h t  wal l  f e l l  away and t h e  
path became a ledge beside  a slow-flowing, ominous green r i v e r .  The 
ledge was of  s o l i a  rock, worn by t h e  passage of aany f e e t .  It w a s  s t range-  
l y  qu ie t .  

Rounding a corner ,  S t r o l l e r  stopped dead i n  h i s  t r acks .  There before 
him r i s i n g  from t h e  r i v e r  w a s  a monstrous c r sa tu re .  Atop its long, s i n -  
uous neck was a v i l e  head; its eyes were deeply p i t t e d  and i t  bore long, 
sharp horns. The mouth was huge and equipped with t e r r i f y i n g  fangs.  

Higher and higher  t h e  beas t  r o s e  ou t  of t h e  soupy waters  and t h e  s tench 
w a s  repuls ive .  S t r o l l e r  r ee led  backwards, gasping, as t h e  monster emmited 
a very d i s t u r b i n g  gurgl ing,  swallowing sound. 

+ : + : +  
Chronicle  rill r e t u r n  i n  i s s u e  19  



I N T R U D E R  
The Anerican mini-games company Task Force Gaaes continue to turn 

out excellent rroducts. One of their latest is "Intruder", a game 
blatantly based on the film "Alient1, which, despite some failings, is 
a good buy at 52.95. The game consists of a 16 :age rulebook (but 
don't let this fool you: the game is quite simple), a ma; of the space 
station "Pror;,etheusN (where all the action takes place) and 54 counters 
representing crewnen, equipment and the alien(sj. The game is made 
for solitare play (although multi-player scenarios are given) and for 
this pur?ose the mzp is covered in numbers, which, combined with die 
rolls, show how the alien and various other non-crewmember counters 
move. These counters are all inverted, so you don't know which are 
harmless pets, dummies or ferocious aliens. As the game progresses 
the crew arm up with various weapons, and engineers pet to work on 
flame-throwers and electro-prods, which are then used in attempts to 
kill or (if possible) capture the alien. However the alien's big 
advantage is that you don't know what special powers it's got until 
you meet it, so if everyone is armed with flame guns and it turns out 
to be fire-resistant you could be in trouble! Also, the longer the 
alien survives the further it progresses through its life stages. 
kt the start (LSI) it is fairly weak and can often be controlled and 
caged, but by the time it's got to LS6 it's time to start panicing, 
especially if it turns out to have the 'clone' ability, which means 
you'll be facing several of the things rather than just one! Not a 
game for the faint of heart! 

NOPE, DON'T sAV P S J ~ T H , N ~  Id 
H E R E  '$OUT CQ$L\ h)S W AVI N 6 Sol&- ,,,, 
~ ~ C H \ M E  CU~)$ !  







T H E  ALCHEMIST 
by Xark Allen 

-BA:KGSOUND 
The Alchenist  iq s s c h o ~ n e r  some 720' l ~ n e  and 60' wide. 

I n  i t s  s a i l i n r :  days i t  had the  unl is7~al  'uqction of a f l ~ a t i n q  lahore-  
tory .  The experlinentation w a s  inade by t n e  a lchemist  Sorogahn ~ h o  Fee 
a t t o n ? t i n e  t o  develop t h e  i m s o r t a l i s i n g  drug ' I n o r t i n e ' .  The a lche-  
m i s t  ~ o r k e 3  s e c r e t l y  f o r  he required t o  use  t h e  i l l e g a l  drug ?lornhine. 

H~mever, he never co-npleted h i s  exger inents  f o r  one n i g h t  dur ing  a 
v i o l e n t  storm, t h e  schooner c r a s h e l  on t o  t h e  rugged rocks a hundred 
yards o f f  t h e  c o a s t l i n e ,  drowning a l l  i ts crew. 

Over t h e  l a s t  f o u r  years ,  t h e  wrec? hss  been taken over by crea- 
t u r e s  of t h e  sea.  Access t o  t h e  wreck from t h e  land i s  by boat ,  o r  by 
snimning the  hundred yards  f r o m  t h e  shore  at low t i d e .  However, t h e  
l o c a l  fishermen w i l l  be l o a t h  t o  go near  t h e  v e s s e l ,  being morta l ly  
a f r a i d  of i t s  inhab i tan t s .  

The charac te r s  a r e  employed by Logahn, t h e  b ro ther  of Sorogahn. 
Logahn i s  a f o u r t h  l e v e l  aag ic  u s e r  and exp la ins  t h a t  h i s  b ro the r  had 
been borrowing h i s  f i r s t  l e v e l  s p e l l  book at  t h e  time of t h e  wreck. 
He pron i ses  t h e  pa r ty  a payaent of 533GP i f  they can r e t u r n  t h i s  book, 
and a f u r t h e r  330GP f o r  i n f o m a t i o n  on h i s  b ro the r  (wi th  proof!). H i s  
p a r t i n g  advice  i s  t h a t  t h e  pa r ty  berrare of  t h e  Si-phibians which in- 
h a b i t  t h e  wreck; he adv i ses  them t o  a p m h  t h e  v e s s e l  only under 
cover of n ight .  

-THE TIDES 
There a r e  two high t i d e s  and two low t i d e s  each day; it i s  

important t o  keep t r a c k  of t h e  he igh t  of t h e  t i d e  f o r  c e r t a i n  l e v e l s  
of  the  s h i p  w i l l  be submerged at c e r t a i n  times each day. 

The schooner has a top  deck and t h r e e  lower decks; t h e  f i r s t  deck, 
second deck and t h i r d  deck (from top t o  bottom). The h u l l  extends 
t h r e e  f e e t  below t h e  t h i r d  deck and r e s t s  on rugged rock outcrops.  
The s e a  bed i s  10 '  below. 

A t  low t i d e  t h e  he igh t  of t h e  water here  is  20' ( i e  l e v e l  wi th  t h e  
f l o o r  of deck two). From low t i d e ,  i t  r i s e s  at a r a t e  o f  one 
f o o t  per  hour, t o  a height  of 26' a t  t h e  s ix th  hour (20'  +6'). It 
then ebbs at a l i k e  r a t e ,  r e tu rn ing  t o  a he igh t  of  20' a t  t h e  t w e l f t h  
hour. This happens twice per day, t h e  cyc le  s t a r t i n g  and ending at 
nidnight .  

Tide Table: 

Al l  of t h e  above information is a v a i l a b l e  t o  t h e  adventurers.  

-CHANCE WCOUNTEIiS 
These a r e  wanderers met on t h e  way t o  and from t h e  

wreck; r o l l  d6 pe r  t u r n  - a 6 = a wanderer. Ro l l  a d8 between 8pm and 
6am, a d4 between 6am and 8 p :  

1 = d6 barracuda 5 = d4 lacedone 
2 = a g i a n t  c rab  6 = 64 bi-phibians armed with  j ave l ins  
3 = 3-6 dolphins 7 = 2-5 buccaneers i n  a rowboat, AC 8 with  s p e a r s  
4 = a g i a n t  e e l  8 5: a young g r i f f o n  ( 5  h i t  d i c e )  

l e v e l  on s h i p  
l e v e l  wi th  deck two 

1' above f l o o r  l e v e l  of  deck 2 
3' I n n r r n  

61 11 I n n n n  

3 '  I, 
n n w n t r  

l e v e l  wi th  deck two 
5'  above f l o o r  l e v e l  of deck 2 

l e v e l  wi th  deck two 

time f he igh t  
midnight 1 20' 

1 aii 
3 aa 
6 am 
9 an 

midday 
6 pm 

midnight 

21' 

23' 26' 
23' 
20' 
26' 
20' 



-THE BI-PRI!31.Q?3 
These a r e  a r a r e  race  found only on a a r i n e  c o a s t l i n e s .  

They a r e  humanoid i n  appearance but have s l i g h t l y  green sk in ,  webbed 
hands and f e e t  and smal l  ' g i l l s '  a t  t h e  s i d e  of t h e  neck. They gene- 
r a l l y  have a s e a  l a i r ,  going ashore only t o  t r a d e ;  they have a reputa- 
t i o n  f o r  sauggling. 

Frequency: r a r e  
No Appearing: 5-40 
Amour Class:  7 on land,  5 i n  water 
F~lovement: 12" on land,  24" i n  water 
H i t  Dice: I d 8  
f& i n  Lair :  40% 
Treasure Type: v a r i a b l e  
No of  Attacks: 1 
Danage/Attack: by weapon o r  d8 
Specia l  Attacks: +3 t o  h i t  i n  water 

vs land c r e a t u r e s  
Specia l  defense: +2 AC i n  water vs 

land c r e a t u r e s  
Magic Resis tance:  s tandard 
I n t e l l i g e n c e :  average 
Alignaent: n e u t r a l  ( e v i l )  
Size: bi ( 6 '  t a l l )  
Ps ion ic  Abi l i ty :  none 

1 A i  ' 
Bi-phibians employ j ave l ins ,  spears ,  t r i d e n t s ,  Oaggers o r  s h o r t  

swords. They love gems and gold,  and a r e  fond of alcohol.  A bi-phib- 
i a n  may a t t a c k  with  its webbed hands i f  ga in ing  s u r p r i s e ,  going f d r  a 
s t rangle-hold.  This  a t t a c k  is  a t  -3 t o  h i t ,  but i f  success fu l ,  t h e  
bi-phibian does 1-8 automatic po in t s  of damage per  round. 

A l l  b i -phibians  s p e d  t h e  common tongde and t h e  b a s i c  language of 
dolphins.  They may summon t h e  l a t t e r  wi th  a 30% chance of success ,  
and t h e  dolphin w i l l  a c t  as s teed .  However, no dolphin w i l l  f i g h t  f o r  
a bi-phibian, due t o  t n e i r  c o n f l i c t  of alignment. . 

-THE ALCHEMIST: 
Top Deck 

This deck i s  very bare,  having been wave and wind swept. The remains 
of  two s h a t t e r e d  masts and t h e i r  t o r n  sails l i e  ac ross  t h e  t a r r e d  boards. 

Four o r c s  p a t r o l  t h e  deck between 8pm and 6am (5,6,6,88TK, a m e d  
with  s p e a r s )  whi le  dur ing t h e  day a s i n g l e  o r c  (8HTK, armed with  axe 
and crossbow) keeps watch. 

There i s  a s i n g l e  hatch ia. th&centre of t h e  deck. I t  i s  locked 
from below but w i l l  be opened i y k n o c k e d  by a bi-phibian at  X on t h e  
f i r s t  deck. Between 8pm and 6am, t h e  hatch is open, and t h e r e  is no 
bi-phibian a t  X. The bi-?hibian is armed with a barbed sea-dagger (d3  
+2 damage) and has 12gp, 5HTK. 

F i r s t  Deck 
A I l l i a i n  t h e  bi-phibian leader :  t h i r d  l e v e l  f i g h t e r ,  AC 3, 19-WK. 

The room i s  shared by a female bi-phibian (0 l e v e l ,  IHTK). I n  t h e  
chamber a r e  a t o i l e t  cub ic le ,  t a b l e  and c h a i r ,  double bed and c u ~ b o a r d .  
The l a t t e r  con ta ins  robes,  a -+1 ,  s i l v e r  barbed dagger (d3  +3 damaee) 
and, i n  t n e  pocket of one o f  the  robes ,  an ivory w h i s t l e  (summons 1-4 
dolphins  i f  blown underwater).  Bidden i n  t h e  f a l s e  bottom of t h e  cup- 
board is an ornamented +1 t r i d e n t ,  2FOgp and a c r a t e  (8 small b o t t l e s )  
of  "Blackbite*,  a very s t r o n g  l iquor .  

I n  a small desk beside  t h e  bed a r e  f i v e  ampoules of  Imortine-a 
(each will le t  t h e  d r i n k e r  l i v e  one week without aging). 



B gi-pnioian dora i to ry :  f i v e  bi-phibians armed with  s h o r t  swords, 2 ,  
5,3,5,7HTK. There a r e  s i x  bunkbeds and a water pump. The off-duty 

bi-phrblans piay d i c e  and cards.  The cards  a r e  c l e v e r l y  marked and 
anyone eiowing t h e  marklngs (only one of t h e  bi-phibians mows them) 
w i l l  be ab le  t o  win 90% of t h e  t i n e .  

2 W2s. There is a 50% chance t h a t  an unarmed orc  w i l l  be caught 'with 
h i s  t r o u s e r s  down I .  

D An o ld  study. Only a t a b l e  and c h a i r  remain and a t h i n  l a y e r  of dus t  
coazs t h e  room. The t a o l e  has two drawers, both empty, but  t h e  l e f t  

hand one has a f a l s e  baCK. 3ehind t h i s  l i e s  a black 4" cube box. This 
con ta ins  a D ~ c K  bag wi th in  nhich is  a c l e a r  c r y s t a l  prism. Inscr ibed 
on t h e  base of t h e  box a r e  t h e  words *Bold p o r t a l  twice,  burning hands 
zwicew. I f  t h e  prism i s  removed from t h e  bag and held  i n  t h e  hand, i t  
emits a f a i n t  glow. I f  however',, t h e  words 'hold p o r t a l '  a r e  spoken, a 
beam of l i g h t  w i l l  shoot f r o ?  $he prism on t o  t h e  n e a r e s t  door (maximum 
range o f  80') causing t h e  door ' to  3e held  ( a s  s p e l l )  f o r  4 rounds. I f  
t h e  words 'burning hands' are u t t e r e d ,  t h e  prism r a d i a t e s  g r e a t  heat  
causing t h e  nolder  t o  t a k e  f o u r  po in t s  of  damage a s  ~f s t r u c ~  by a 
'Burning Handst s p e l l :  There a r e  two charges of  each s p e l l  e f f e c t .  

E The l i b r a r y .  The she lves  bear  books on t h e  sea,  books f u l l  of chem- 
i c a l  f o m u l a e  and complicated experiments. A l l  a r e  of  l i t t l e  i n t e r -  

e s t  t o  t h e  adventurers.  However, s l ipped  behind a row of  books on t h e  
topmost s h e l f  i s  a Libraa  of  Se l f  Defense. If t h i s  i s  s t u d i e d  f o r  one 
month, t h e  reader  w i l l  be endowed with open hand combat and t h e  e f fec -  
t i v e  a m o u r  c l a s s  of a t h i r d  l e v e l  monk. The l ibram w i l l  d isappear  
having been read. 

Also i n  t h e  room is a c h a i r  wi th  a padded cushion. Within t h i s  is 
Logahn7e s l i m  s p e l l  book ( h i s  name i s  sc r ibed  on t h e  f r o n t ) .  It con- 
t a i n s  the  f i r s t  l e v e l  s p e l l s  2,3,5,7,14,17,22 and 27 ( l H  numbers given) .  

F Secre t  l abora to ry  o r  Sorogahn t h e  Alchemist. It has been undis turbed 
s i n c e  t h e  n i g h t  of t h e  wreck, and t h e r e  i s  a 3" l a y e r  of dus t  over  

t h e  room. On t h e  nor th  sideboard a r e  an assortment of d i s t i l l i n g  tubes ,  
con ica l  f l a s k s ,  g l a s s  tubes  and o i l  burners.  A l l  l i q u i d  has long s i n c e  
evaporated. On t h e  e a s t  s h e l f  a r e  nine ,  ga l lon ,  ceramic b o t t l e s .  Each 
is marked with  a l e t t e r .  These a r e  t n e  n i n e  c o n s t i t u e n t s  of  Imortine-b 
(Sorogahn's n e a r e s t  attempt a t  making a t o t a l l y  immorta l is ing drug).  
I f  mixed i n  the  r i g h t  q u a n t i t i e s ,  they w i l l  produce enough Imortine-b 
f o r  a man t o  l i v e  10  years  wizhout aging ( s e e  G I1 f o r  t h e s e  q u a n t i t i e s )  

G Antechmber t o  t h e  s e c r e t  t r e a s u r e  chamber. It contains  a decoy 
t r e a s u r e  ches t  locked by a corroded padlock. This con ta ins  85gp, 

150sp and a -3 cursed longsword. 
G I1 I h e  n o r t h  door i s  s e c r e t  and locked (can be broken down i n  d4 
rounds). The room con ta ins  a s i n g l e  ches t ,  f ixed  t o  t h e  f l o o r  by a 
pivot.  The lock t o  t h e  ches t  has t h r e e  poisoned needles  (d8 damage 
each). The chest  must f i r s t  be r o t a t e d  1800 o r  i ts opening w i l l  cause 
a Magic Mouth t o  shout ' I n t r u d e r s 9 ,  a l e r t i n g  a l l  on t h e  f irst  deck. 
I n  t h e  ches t  are:  a box con ta in ing  5 +3 arrow heads 

a t i n  of  marine p i l l s  (10, each g iv ing  one hour of  
submarine b rea th ing)  

3,57Ogp, 5 4 0 5 8 ~  and 3 p e a r l s  ( 3  x 1 0 0 ~ )  
a s e t  o f  ivory  d i c e  (Augary Dice ( s e e  TBH2) HB, no 

clues should be given aa t o  t h e i r  i d e n t i t y )  
a list o f  bl-phibian and o r c  names with  t h e i r  p a r t  

of t h e  t r e a s u r e  
a parchment g i v i n g  t h e  formula f o r  Imortine-b (us in  

t h e  l e t t e r s  used i n  I t o  code f o r  chemicalsf. 



3 Four g n o l l s  l i v e  and s l e e p  here. They a r e  araed with  morning s t a r s  
and a r e  6,10,12 and 17MTK. The f o u r t h  has 17  s t r e n g t h  (+1 t o  h i t  and 

daaage).  They a r e  h i r e d  a s  p ro fess iona l  t o r c h e r e r s  ( i f  any i n t r u d e r  i s  
cauzht,  t h e  t o r c s e r e r s  rill d r a i n  t h e  c h a r a c t e r ' s  p r i n e  r e q u i s i t e  po in t  
by p o i n x n t i l  he t e l k s  ( p o i n t s  r e t u r n  one per  day) )  and a s  m a r d s  i n  
case  of emercencies. They each ca r ry  2-20gp. 

The roon con ta ins  four  bunks, a wardrobe and a t a b l e .  ?he l a t t e r  
Sears  a ~ a t e r  juc and to rcher ing  u t e n s i l s  w h i l s t  t h e  wardrobe contains  
var ious  c lo thes . -  S t i t ched  i n t o - t h e  hem of  a cloak a r e  t h r e e  topaz :?ems 
(nor th  200, 700 aod  800gpj. 

I Two o r c s  l i v e  and s l e e p  here,  but a r e  o f t e n  o f f  on r o u t i n e  checks 
( s e e  wanderers). They a r e  arned with  axes and a r e  3 and 5IfTK. The 

f o r ~ e r  has found a w a ~ d  (1 charge l e f t )  and  is  convinced t h a t  i t  i u  a 
Y u l d  of F i r e .  S-:e w i l l  t h rea ten  i n t r u d e r s  with it ,  but should he p ress  
t h e  but ton i t  w i l l  t e l e p o r t  nim a mile i n  t h e  d i r e c t i o n  he pointed it! 

Zach o r c  c a r r i e s  2-12g9. 
The roo3 con ta ins  two bunks, a wardrobe and a t a b l e ,  The four  l e g s  

of  the  l a t t e r  are hollow, coniainlng a t o t a l  of 40gp. The wardrobe 
con ta ins  va r ious  c l o t h e s  and a broad sword, 

J B i - p h i b i a  dorni tory:  four  b i - p h i b i m s  armed with + l  j a v e l i n s  (one 
each) ,  +l t o  n i t  due t o  s t r e n g t h ,  AC 5,  10,11,11 and 12HTK. They 

a r e  ranked above those  i n  B and guard t h e  armoury, K.  
There a r e  s i x  bunkbeds and a water pump. 

K The armoury. I f  t h e  s t a rboard  (soukh) cupboard i s  opened by tu rn ing  
t h e  handle a trapdoor,marked by X on t h e  map, w i l l  open dropping 

anyone on i t  7 '  t o  t h e  second deck ( d 4  damage) at t h e  xercy c f  'iouseff 
( s e e  P). They w i l l  iand at  the  po in t  marked X on t h e  second deck. The 
cupboard i s  a c t u a l l y  empty: However, t h e  nor th ,  locked cupboard con- 
t a i n s  3 small s h i e l d s ,  1 0  s h o r t  sworda, 3 t r i d e n t s ,  7 javelinfl, 5 f l a s k s  
of octopus ink  (used as underwatertsmoke sc reens '  (worth 30-40gp each),  
a box with  t h r e e  s l e e p  d a r t s  (as s p e l l  but  save allowed) and 8 c o i l  of 
t r ipwi9e  (99$ i n v i s i b l e  when used i n  a t r a p )  20' long. 

L The 8 i n i n g  roos. There is a 10% chance t h a t  e i t h e r  t h e  two o r c s  jn  
I o r  t h e  f o u r  bi-phibians i n  2 w i l l  'he ea t ing ,  served by t h e  cook i n  

M. The room con ta ins  two long t a b l e s  with benches e i t h e r  s i d e ,  and  has 
o i l  l a n t e r n s  hung on t h e  c e i l i n g  ( f u l l  bu t  u n l i t ) ,  

bf The ga l l ey .  Two female o r c  cooks ( 2  and 3HTK, AC 10)  a r e  prepar ing 
ths  next  meal o r  se rv ing  i n  L. If a t t acksd ,  they are q u i t e  h&dy 

with a c r sv ing  k n i f e  (1-3 damwe) but  would r a t h e r  f l e e  screaming than 
f i g h t .  Vnder t h e  t a r b o a r d  sin!: is hung a key to roon N. 

/ 

N Servants '  room. There a r e  f o u r  beds ( f o u r  h e  two cooks and two 
maids), a cupboard and a tab le .  On t h e  l a t t e r  is a jug of  water and 

bowl of  f r u i t .  I n  t h e  cupboard a r e  many 2af ty  c lo thes .  I n  t h e  pocket 
o f  a d r e s s  i s  a r i 2 g  o f  keys t o  rooms CI Q, ? and U. 

The maids (bo th  female o r c s )  w i l l  be working ( s e e  wanderers) o r  
s l e e p i n g  (6w) o r  t a l k i n g  (40%) i n  t h i s  roam. Both c a r r y  a dagger, 2-12 
gp and a r e  A! 19, 1 and 3HTK. 

0 This  rooia i s  piercad by t h e  rocks and t h e  f l o o r  i s . c e n s t a r ~ t l y  damp. 
Old corpses  l i e  decomposing on t h e  f l o o r ,  smel l ing  aamerhat high. 

For t h i s  reason, t h e  door t o  t h i s  room I s  locked. There are t h r e e  empty 
b a r r e l s  and s i x  cases  of  r igg ing ,  each n a i l e d  anut.  There IR a capstan 
i n  here with  a chain  pass ing  c u t  throng% t h e  p o r t  por thole .  This i s  t h e  
anchor chain. The capsta?' l a  rus ted  s o l i d .  

It i s  p o s s i b l e  f o r  s l i m m e r  adventnrers  t o  climb through t h e  hole  t h a t  
t h e  rock has made i n  t h e  f l oo r ,  t o  the second ieck, roam S. 

(19 )  



Second Deck 
p  Ths g r e a t  rowing deck. Youseff t h e  lacedon ( s e a  gnoui j  l i v e s  here.  

He is  16HTK and w i l l  f i g h t  anyone en te r ing  P t o  t h e  i e z t h .  This deck 
has twenty long benches each s ide .  Attached t o  each 3encr. 3y ankle  
chains  a r e  two o r  t h r e e  ske le tons ,  those  of t h e  drowqe? s l a ~ e  oarsmen. 
This  deck i s  o f t e n  covered by water ( a t  high t i d e  the  3ec2 is  6'  below 
water)  and t h i s  w i l l  h inder  t h e  adventurers  (depending on t h e  depth of 
water,  t h e  Dl! should g i v e  p e n a l t i e s  ' t o  h i t p .  I t  is recomeended t h a t  
you read the  s e c t i o n  on Underwater Adventures i n  t h e  D!:s Guide). 

Broken and r o t t i n g  o a r s  I l o a t  around i n  he re  toge ther  r l t n  loose  
bones. There a r e  a few o a r s  s t i i l  is  t h e i r  locks.  I t  i s  u s u a l l y  q u i t e  
l i g h t  i n  here  as the  sun can f lood  through t h e  oar-holes.  

A r a i s e d  walkway runs  a long t h e  c e n t r e  or- t n e  deck, sone 2'  above the  
f l o o r .  A t  t h e  a f t  end of t h i s  walkway a  s t e e p  f l i g h t  of  s t e p s  l e a d s  up 
t o  a  t rapdoor  i n  t h e  c e i l i n g .  This has a s t r o n g  padlock on it.  The t r a p -  
door opens t o  t h e  c o r r i d e o r  of  t h e  f i r s t  deck (marked by a c r o s s  wi th in  
a  c i r c l e ) .  

The sternmost s t a rboard  bench i's broken and Youseff has hidden h i s  
t r e a s u r e  beneath it. This c o n s i s t s  00 a s i l v e r  c r o m  (worth 450gp) t h a t  
r e q u i r e s  a l o t  o f  r e s t o r a t i o n  wark t o  remove a l g a l  growths. 

' a '  is a long, low o a r  hold. The l i d  is fas tened simply by a  peg. 
The hold contains  water at  a l l  t imes i n  whlch f l o a t  e i g h t  o a r s ,  a whip, 
twelve w a t e r t i g h t  f l a s ~ s  of  o i l  and a  branding i r o n  with  t h e  l e t t e r  S. 

Attached t o  a pole  i n  the  c e n t r e  o f  t h e  walkway a r e  $no s i d e  drums 
which were used t o  keep t h e  rhythm o f  t h e  rowing. 

Q This room at t h e  very s t e r n  of  t h e  s h i p  i s  completely wa te r t igh t .  
Decoqposing bodies l i e  on t h e  f l o o r .  It i s  very dark. The door from 

P is barred on t h e  s i d e  of P and is sea led  by w a r .  Depending on t h e  
amount of water i n  P, when t h i s  door i s  opened, t h e  adventurers  may be 
forced i n t o  Q wi th  a rush  of  water. The door i s  a l s o  locked. 

There a r e  t h r e e  b a r r e l s  of  by now wel l  matured wine a g a i n s t  t h e  s t e r n  
w a l l  (each worth 85gp), a itable on which a r e  va r ious  to rcher ing  devices  
i n  t h e  s t a rboard  corner ,  and a cupboard i n  t h e  p o r t  corner.  This con-- 
t a i n s  t h r e e  s u i t s  of l e a t h e r  armour and, on a s h e l f ,  6 s i l k  packets  o f  
Dust of Appearance. This  s h e l f  is 4' high, so  depending on t h e  depth 
of  water i n  Q t h e  d u s t  may be dest royed on opening t h e  cupboard by in-  
rushing na te r .  

There i s  a s e c r e t  door I n  t h e  back of  t h e  cupboard l e a d i n g  t o  R. 

R I n  t h i s  room a r e  a s m a l l v m i t i n g  desk and cha i r .  Slumped i n  t h e  c h a i r  
i s  t h e  ba re ly  decomposed body of  Sorogahn t h e  Alchemist, a gleaming 

t r i d e n t  (+2) s tuck  through h i s  back. I n  h i s  clenched r i g h t  h m d  he  holds 
a q u i l l  and on the  desk before  him is  an unf inished l e t t e r :  

*My d e a r e s t  b ro the r ,  
We a r e  a l l  doomed i n  t h i s  v i o l e n t  

storm; t h e  crew have mutinied, a l l  is l o s t .  I f  ever  
you should f i n d  t h i s  l e t t e r ,  he re  is t h e  formula f o r  
t h e  immorta l is ing drug, Imor..." 

This  l e t t e r ,  toge ther  wi th  t h e  s i l v e r  r i n g  (worth 65gp) t h a t  t h e  
body wears, w i l l  warrant t h e  3000 reward from Logahn. 

The desk is at  a he igh t  of 3' above t h e  f l o o r ,  thus  t h e  l e t t e r  might 
be destroyed by in rush ing  water. 

Beneath t h e  desk is a small spy-hole through which room 2 on t h e  
t h i r d  deck can be seen (however t h e  view w i l l  he l i m i t e d  due t o  very _ 
poor l i g h t  i n  2).  

S This forward chamber contain6 n i n e  c r a t e s ,  sail c l o t h  and two cramped 
c e l l s .  The l a t t e r  a r e  f o r  s o l i t a r y  confinement and t h e r e  is a skele-  

ton with  b a l l  and chain  a t t ached  i n  each. The c e l l  doors  a r e  barred on 
t h e  outs ide .  The c r a t e 6  each con ta in  50' of rope. Beneath t h e  rope i n  



t h e  forwardmost c r a t e  is a  black robe. I n  a  pocket i n  t h e  robe is  a 
small  t i n  containing 5  marine p i l l s  (each g iv ing  one hour of subaar ine  
breathing) .  

The s a i l  c l o t h  l i e s  on t h e  f l o o r ,  h i l i n f  a  t rapdoor  t o  t h e  t h i r d  
deck ( t h i s  opens a t  the  po in t  ~ a r k e d  a c i r c l e  wi thin  a  square on t h e  
t h i r d  deck).  

This roon, l i k e  t h e  one above i t ,  has been r e n t  by rocks and i t  i s  
poss ib le  t o  c l i a b  up t o  t h e  f i r s t  deck, rooa 0 ,  through a hole  r e n t  i n  
t h e  c e i l i n g .  

Third Deck 
T The o ld  wine s t o r e .  Like a l l  rooms on t h e  t h i r d  deck, i t  i s  now 

permanently flooded. There a r e  t e n  b a r r e l s  i n  here ,  each f u l l  of  
s e a  water. This is  now t h e  la i r  of t h r e e  kao l in ths  ( s e a  hobgoblins) 
armed with  spears ,  3,5 and 8HTK. They have j u s t  re turned from ambush- 
-ing a smuggler 's  boat and a r e  counting up t h e i r  l o o t ;  a  t o t a l  of  5 0 0  
and 3 2 0 s ~ .  They a l s o  have a  bag o f  100 smal l  lead weights looking very 
much l i k e  platinum pieces.  

U The o l d  food s t o r e .  The c r a t e s  have long  s i n c e  been s p l i t  open an8 
t h e i r  con ten t s  devoured, bu t  t h e  k a o l i n t h s  now keep t h e i r  catches  

of f i s h  and t h e i r  f i s h i n g  n e t  i n  here.  There i s  a t r i p w i r e  ac ross  t h e  
doorway t h a t  w i l l  a l e r t  t h e  k a o l i n t h s  i n  T. It i s  60% i n v i s i b l e .  

This  room and a l l  o t h e r s  on t h e  t h i r d  deck a r e  poorly l i t  by a 
luminous brown a l g a  which encrus t s  t h e  woodwork. The water is murky 
and t h u s  v i s ion  is  r e s t r i c t e d  t o  15' .  

11 This b a l l a s t  room is  f i l l e d  with c r a t e s  of  rock an3 enpty b a r r e l s .  
A g r e a t  rock has saashed IYhro~gh t h e  h u l l ,  smashing t h e  wal l  between 

V and 8 .  There is no rennant of  the  doorway. i t  is poss ib le  escape 
from t h e  s h i p  by swimming o u t  through t h e  h u l l  here. 

As t h e  pa r ty  e n t e r s  t h i s  room, a  shark (5HD, 28HTK) w i l l  e n t e r  
through t h e  h u l l ;  he  is f e e l i n g  p a r t i c u l a r l y  ravenous! He s u r p r i s e s  on 
a  1-5 (d6).  

V An enpty room; t h e r e  i s  a t h i c k  po le  at  e i t h e r  s i d e  support ing t h e  
c e i l i n g .  P a r t  of  t h e  w a l l s  t o  X and Y h a v e . r o t t e d  a l lowing f r e e  

access.  % 

X There a r e  f a i r l y  dense red a l g a l  growths i n  t h i s  room. Hidden among 
t h e  weeds a r e  two f x i t x a c h i t l  (5HTK Cause Fear,  6 E K  Darkness). I n  

a  hole  i n  t h e  p ro jec t ion  of  rock they have hidden t h e i r  t r e a s u r e ;  a  
shoddy r i n g  (worth l g p )  and t h r e e  small sapphires (worth 85gp each),  

Note; i f  the  Darkness is c a s t ,  t h e  i x i f x a c h i t l  w i l l  be unhindered, 
having e x c e l l e n t  senses  t o  s u b s t i t u t e  s i g h t .  

y An o l d  store-room con ta in ing  b a r r e l s  of tar, b o x e ~  of n a i l s  and ~ ? ~ s t e d  
t o o l s ,  bundles of sackilhg and osoken ne t s .  A dense band of l a r g e  red  

a lgae  grows around t h e  c e n t r a l  p i l l a r  and obscures t h e  forward p o r t  cor- 
n e r  of t h e  room. Behind t h i s  dwell  two lampreys, 6 and 7HTK, bloated 
on t h e i r  l a a t  victbrc. They a r e  no t  pa - t fcu la r lg  hungry and  ill p r e f e r  
t o  remain hidden. 

Z All w a l l s  of  t h i s  room a r e  covered i n  kelpa.  Sca t t e red  among t h e  _ 
norm31 k e l p s  a r e  specimens of  s t r a n g l e  weed. There are  t h r e e  frond8 

on t h r e e  o f  t h e  walls i n  t h e  patches  marked by c i r c l e s  on t h e  map. 
They a r e  i n d i s t i n g u i s h a b l e  from t h e  newal  kelpe. Each f r o r d  i a  10' 
long (3AD). 



The f l o o r  of t h e  room i s  s c a t t e r e d  with hunan ske le tons ,  p ieces  3: 
araour ,  f i s h  ske le tons  and o t h e r  assor ted  bones, e s p e c i a l l y  around t h e s e  
s t r a n g l e  wee? pa'ches. A t  t h e  r o o t s  of t h e  starboardzlost  patch i s  a . 
r o t t e d  szck with  cold co ins  s p i l l i n g  f r o 3  it .  The sack con ta ins  23Gg9, 
a m a l l  f l a s k  arr5 a g l a s s  sphere  ( ~ o r t h  5gp - i t  i s n ' t  a  c r j r s h i  "a l l : ) .  
The fAasK c o ~ t a i n s  a  Potion of Fish :ontrol ( s e e  .*inla1 Yontrol) ,  ?he 
rord ' 3 i s r '  being engraved on t h e  f l a s k .  

A l l  t h e  s t r a n g l e  reeds  have a  s t r e n g t h  of 11. 

1 Algae grow over  a l l  t h e  su r faces  of t h i s  room. A s i n g l e  axe l i e s  h a l f -  
hidden on t h e  f loor .  There a r e  four  ~ o l e s  support inp t h e  c e i l i n g .  

2  This l a r g e  a f t  c h m b e r  has been pierced by a  g r e a t  rock. ?he rock is 
e n c r u s t e l  wi th  c o r a l  polyps and has a  l a r g e  c rev ice  i n  it. T i t h i n  

t h i s  c r e v i c e  l i e s  a huge aoray e e l  f u l l y  1 4 '  long and weighing sone 53 
pounds. Is  is  36HTK ( a l l  c h a r a c t e r i s t i c s  a s  f o r  g i a n t  e e l ) .  32'.ou'6 +?e 
adventurers  xanage t o  conquer i t ,  i t  is  a  g r e a t  de l i cacy  worth a5  l e a s t  
2gp per  pound. \ Sca t te red  around t n e  room a r e  var ious  i n e d i b l e  o b j e c t s  inc lud ing  
armour ( r u s t e d ) ,  weapdns, broken f l a s k s ,  r o t t e d  t a b l e s  and c h a i r s  and 
a lgae  covering most su r races .  Sca t t e red  around t h e  f l o o r  ( t h e  e e l  has 
no regard f o r  t r e a s u r e )  a r e  24gp, 456cp, lOsp, a  platinum s t a t u e t t e  of 
Neptune ( x o r t n  495gp), a  golden gong (worth 5 5 g p ) ,  two sea led  metal 
cy l inders ,  one con ta in ing  t en  s t i c k s  of r a r e  Incense (lOx20gpj t h e  o t n e r  
a  s c r o l l  of Sleep, Shocxing Grasp and Gust of  Wind p ro tec ted  by an 
Ekplosive Runes s p e l l .  Both incense and s c r o l l  w i l l  be destroyed i f  the  
cy l inders  a r e  opened under water. Also on t h e  f l o o r  a r e  t h r e e  dead 
o y s t e r s ,  eacn c o n ~ a i n i n g  a p e a r l  (worth 100, 450 and 1000gp). 

F i r s t  Deck 
Rol l  a  d8 every turn,  an 8 i n d i c a t e s  a wanderer. Then r o l l  a d6 

and consul t  t h e  fol lowing t ab le :  
1 = I l l i a i n  (25s) o r  a bi-phibian from B (75%) v i s i t  t h e  t o i l e t .  
2  = The orc  maids i n  N sweep t h e  c o r r i d o r  (day) o r  r e f i l l  t h e  o i l -  

lamps i n  t h e  c o r r i d o r  ( n i ~ h t ) .  
3 = Two bi-phibians  from J go t o  G t o  check t h e  3ecoy ches t .  
4-6 = Two o r c s  from I doing r o u t i n e  checks on a l l  rooms. 

Second Deck 
Rol l  a  d6 every tu rn ,  a 6  i n d i c a t e s  a  wanderer. Then r o l l  a  4 4  

and concuZt t h e  foi lowing t ab le :  
1 = Youseff goes i n t o  room S t o  seek a  vic t im.  
2  = Two 1 H i )  barracudas e n t e r  v i a  t h e  oar-holes,  3 and 8HTK. 
3 = A lamprey (8HTK) e n t e r s  v i a  an oar-hole. 
4  = A lacedon (12HTK) comes t o  v i s i t  Youseff, e n t e r i n g  a t  S. 

Third Deck 
R o l l  a  d4 every tu rn ,  a 4  i n d i c a t e s  a wanderer. Then r o l l  a d6 

and consu l t  t h e  following t ab le :  
1 = The k a o l i n t h s  go t o  U f o r  food. 
2 = The 7HTK lamprey i n  Y g e t s  hungry and leaves  t h e  wreck v i a  t h e  

hole  i n  W looking f o r  food. 
3 = Two r i v a l  k a o l i n t h s  e n t e r  v i a  t h e  ho le  i n  V looking f o r  a f i g h t  

wi th  anyone but p re fe rab ly  with t h e  k a o l i n t h s  i n  T they  have 
heard about. They a r e  armed with  barbed spears  ( d 6  +2 damage). 

4 = Three bi-phibians from B swim under t h e  h u l l  and e n t e r  V v i a  t h e  
ho le  t o  e v i c t  t h e  kao l in ths .  
The moray e e l  i n  2 a t t a c k s  a wandering barracuda (5HTK). 
A l o s t  meman, armed with  a t r i d e n t ,  e n t e r s  t h e  wreck via t h e  
hole  i n  89 looking f o r  help2 he w i l l  f l e e  from anything bu t  
another  merman. THE END 

( A l t e r a t i o n s  and a d d i t i o n s  by G ~ u k e )  



I N F O  
The top American wargames coeTany SPI have at last branched out 

into role playing. Their first offering is called 'fDragonslayer" 
and should be on sale in this country in time for Dragonmeet 111. 
Tne game is set in the typical D&D-style medieval ~eriod and is said 
to be designed pricarllg for t ~ e  sovice. Hopefully ittll encourage 
some of the hard-core board warganers to give RPGs a try. If the 
game report in S&T (SPIts house ragazine) is anything to go by the 
basics of "Dragonslayer" are very similar to In The Labyrinthi i.e. 
combat is carried out with coucters on a hexagon map, magic is set 
around a spell point systen and tnere are no character classes. 

Anyone vishing to take part in a postal t'Middle Eartht' game 
contact Dave Davies at: 5 Thurstable Way, Tollesbury, Essex 

As if you needed any telling Games Day '80, Britain's premier 
games convention, is getting closer. It will be held, as last year, 
at the Royal Horticultural Hall, Greycoat Street, Westmineter, 
London SW1 on Saturday 27th September from loam to 6pm. BE THERE! 

If you want to vote in the t'Games Day Awardst1 you should be able to 
get voting forms from Games Workshop, 1TDalling Road, Hammersmith, 
London. Don't forget to vote for best games fanxine (subtle, eh?). 



Many thanks to all of you who sent in your rerlies to Q&A, our first 
questionnaire. There were a few suprises, especially with best/worst 
articles, but we'll come to that later. 

1) & 2) Most people have seen nearly all of our issues, with No.s 8-11 
being the exception. This is 'ardlj- su;rising as those are the 

issues we haven't yet reprinted, so there are iess ci then about. 

3) Far-and-away the aost popular issue of TBE was No.11. Then cane 
10, 8, 7 and 5. Aithough we didn't ask for our worst lssue it is 

interesting to note that TBH2 didn't get nominated once for best issue! 

4)) Our reguiar features were rated as follows tout of 10):- 

/?st: DM'S Corner 
2nd: Thoughts on.... 
3rd: Playtests 
4th: Magic Jar 
5th: Developing Campaign 
6th: Monster Summoning 
7th: New Spells 
8th: Character Classes 
9th: Reviews 

These results are rather as expected, except for playtests which did 
better than we thought. Voting for that feature was polarised: either 
you love it or you hate it. Although we haven't had any playtests for 
a while we hope that "Chronicle" fills the gap. Although reviews came 
last in this section it still attained a very reasonable mark, so the 
odd reviews of new products will crop up now and again. 

5 )  87% of people thoueht the dungeon/wilderness was the best part of the 
mag, although many added "..there have been a couple of exceptions." 

6 )  44% prefer dungeons, 38% wildernesses and 18% either didn't care or 
liked the two mixed together. 

7) Non-D&D articles in TBH? YES:-74% NO:-26% 

8) It seems that our concentrating on Traveller for our "second game" 
was right:- 

1st: Traveller :- 7.52 
2nd: Runequest :- 6.09 
3rd: Superhero :- 5.28 
4th: C&S :- 4.82 

Because of its relatively high rating we will be having a few 
Runequest articles in TBH soon. 



9 )  Probably the most interesting questlon of all this was quite a close 
run thing, except for the top article which was way out in front:- 

1st: Life after Death 
2nd: Ring of Fire 
3rd: Gorge of the Afterlife 
4th: Legend of Leshy 
5th: Variations on a Theme 

Other articles which did weii were: Fatigue, Biae Land & Wold, Magic 
System, Archer, Chronicle, Goblin Complex and Amazons. 

10) You nay be a bit suprised by the results of this one (worst article)! 

Worst: Life after Death 
2nd: Way of Anubis 
3rd: Amazons 
4th: Expressing Alignment 
5th: Archer 

After these came a gaggle which included: Trickster, Loner, Comp Prog, 
Dragon Race, Death Test and Fatigue. 

#ell how about that then? Our all time best article is also our all time 
worst article!!! That's the way you voted it: Several other close runners- 
up in beat article also were unpopular in other quarters, e.g. fatigue, 
amazons, archer and the magic system. Only goes to show you can't please 
all of the people all of the time? The only really useful info we can get 
from these two questions is that to please everyone TBH must contain a 
vide variety of material, so there'll usually be at least on+- article that 
each person really likes. 

11) Subbers seem to get their copies of TBH around the 1st of the month. 

12) Shops apparently get it a few days later, varying with distance from 
our "base" down here in Surrey. 

13) TBH seems to have two advertising sources: our little ads in White 
Dwarf and D&Ders in general; at least 3% of people found out about 
TBH from a friend. 

14) How could TBBbe improved? To those of you who answered "It couldn't" 
or similarly, many thanks! For all the rest of you yonr ideas have 

been put on file, and will be discussed and used very goon. 

1 5 )  Obviously this question was of special interest Do as! (Herks out of 10) 

1st: The Beholder : 8.56 
2nd: White Dwarf : 7.23 
3rd: Demonsblood : 6.61 
4th: Trollcramher : 6.08 
5th: Alarums & Excureions: 5.04 
6th: The Dragon : 5.32 

No complaints there! 

16) - 20) Those of you whc answered these more "in depth" questions had 
some very intelligent and important things to.say and although 

there were m y  disagreements (naturally) we'll be compiling a page or tuc 
of this stuff, and it'll either be somewhere ir this issue, or the next one. 



SHHH! IT'S:- TOP S E C R E T  
With a blaze of publicity (and full colour adverts in WD) comes the 

latest product from TSR: "Top Secret". If you don't know already Top 
Secret (or, inevitably, TS) is an R X ;  set in modern day times covering 
the lives of spies: John Steed, James Bond et al. At S8.50 it is 
expensive, although reasonable when compared witt cther similar games. 
1 can't telp feeling, thouqh, that a lot of the cost is due to the 
fancy box everything cozes in. >:hat do you cet in that box? Yell, 
not too r~uct actually: a 72 page rulebook, a beginr~er's module and 
two really awful 20-sided dice. General appearance is good and the 
print size used throughout is very easily read, if a little large. 

The befit way to describe the basic rules of the game is to go through 
the rulebook, so.... - 
After a bit of woffle you come to character construction. Abilities are 
rolled on ldl00, with adjustn;ents to prevent anyone having too low a 
score in auything. These rolls are important because secondary and tertiary 
traits are based on them, and a character with poor physical strength 
may afi well give up straight away. Experience levels are covered in a 
very basic way and could do vith some adjustment. Equipment lists ape 
good, but will doubtless be expanded on by playere. Simple details of 
missions are given, but unfortunately many aspects are left almost 
entirely to a straight die roll. Payment for successful missions is 
briefly covered, and seems absurdly low (a~sassinating someone of 
your level, when you start out, pays at most $1250, and possibly as 
little as one tenth that). Combat (HTB and projectile) is given 18 
nages, and is one of the game's best aspects, althsugh more explanation 
of martial arts would be welcome (there is no reason whj an attacker 
shouldn't always go for the most deadly attack modes). There then 
follows a large section on miscellaneous rules (explosives, underwater 
combat, vehicles, etc) and optional rules (most of which should elways 
be used). Then there is a list of "espionage-related organisations" 
for use by Admin (i.e. the DM) and some useful pull-out tables plus 
a very interestirg list of 'lespionage-related terns". 

Sometimes when I finish reading the rules of a new game it has managed 
to inspire me, snd I'll get to work on a scenario straight away. Put 
not this time. Ky first reaction was, how on earth do 1 design something 
for this? Some missions, e.g. surveilla~ce or investigation seem non- 
starters to me, how many players will want to do these aoyway, when there's 
skyjacking, bombing, blackmail, jail breaking, etc all available (and 
much easier for the Admin to cope with)? My present solution is to use 

' 

a large-scale mzp of the Dorking area, neaniag a whole town is ~t my 
disposal, I don't have to design it all. This is obviously one of the 
chief advantages of playing a modern day RPG. You may be wondering why 
I didn't use the beginners module included- with the game. There is a 
simple answer to that: it's terrible! 

When first playing the gatce it became apparent that playere were going 
to be 3 problem. They all want to be James Bond from the  word go. and 
expect to be going around in cars cum boats cum spacecraft (i!!), equipped 
witn flame guns, equipment-packed briefcafier, etc, e t c ,  etc. Uf cousca 
their character6 must become very C T P ~ F ~ R ~ C C ~  bePore this sort of staff 
is Seinfi htindled out, end of course it isn't nec:*s?rg PFT s gcod name. 
Ic the first, mission I ran two amateur agents assassinate6 somsoile by 
crushing his car under several tons of beer, vhich they had in barrels 
on the back of a stolen brewery lorry! The only equipment they were 
given to start with was a Ford Escort for transport! 






