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A few months ago there was a mention in TBB of us trying to get 
together an SFRPG, as we were so unimpressed with "Travellert1. dell, 
we needn't have bothered because F.G.U., creators of C&St have beaten 
us to it with an SFRPG done right: SPACE OPERA. 

Traveller has been around for a few years now and is, unfortunately, 
estabiished in the SF gaming field. Why people took to it I just can't 
understand, there is so little actual material in the rulebooks. The 
game only starts to make good sense when you fork out ef%s for the 
many "supplements", all of which eeem to be virtually essential to play. 
Iran7 people have worked to build up Traveller campaigns and this fact 
will keep that game at the top, but anyone coming into SFRPGs for the 
first time can save themselves an awful lot of bother by buying S.O. 
because the best way to describe it is "Traveller done rightu. Take 
any aspect of the Traveller game system and S.O. will have done it 
better, with a lot of other new sections too. 

Okay that's enough putting the boot in, it's description time! 
S.O. comes in a box which sports some of the worst artwork imaginable. 
The reason for this becomes clear though when you remember that this 
is an FGU game. This is a company that caters for the real RPG fan. 
Witness the complexity of C&S. They don't need (or want) to attract 
"imp.lse buyers" with flashy packaging, the quality of the game inside 
is the important thing. The box also sports the words **The most 
complete science fiction role playing game ever prod~ced.~, this is no 
idle claim: Look inside the box and you'll see what they mean. 

The meat of S.O. consists of two books of around 90 pages each. 
As with C&S the printing is pretty small, but still very readable, enabling 
them to pack an incredible ammount of detail into each page. Print 
quality is high, as is the standard of the interior artwork, although 
there are quite a lot of minor spelling miatakes, etc. Only a small 
irritation though. 

One of S.O.'s unique (as far as I know) features is that this game 
says right from the start that it is "heroic", and the.rulee do 
something to show this. Witness the line "..player characters are 
'heroic' in not only their drive to reach goals....but also their 
capacity to actually win through to those goals. The PCs are cast 
in the larger-than-life tradition of the rip-roaring Space Operas of 
Science Fiction". How this is to be acheived is not revealed until 
such lines as "In such instances (heavy combat situations) PCs enjoy a 
+10% hit probability and a -15% penalty against the hit prob of all 
enemies in order to give them a ghost of a chance in such savage 
conflicts. When they are fighting other PCs the bonus is lost." start 
appearing. FGU defend this by saying "..this may seem like Deus Ex 
Machina procedure (excessive "interference'l), but PC8 are not run-of-the- 
mill people,...and some outside factor has to be introduced to give 
PCs a better than normal survival factor to live upto the full traditions 
of Space Opera science fiction, in which the heroes always have the 
edge of the villains". I can just imagine quite a few of you deciding 
that this is definitely not the game for you after that, but it must be 
said that "interference" is a game addition. Using all the standard 
systems will give you a perfect SF game, there are just a few sections 
which show how to bring in the "heroic" aspects and these are not 
essential to make the game work. 



Designing a character for S.O. is a fairly lengthy procedure, 
involving, as it does, the rolling and adjustment of 14 major 
characteristics. These are: Physique, Strength, Constitution, Agility, 
Dexterity, Empathy, Intelligence, Psionics, Intuition, Bravery, 
Leadership and General Tectnical/Hechanical/Electrical Ability. 
These are found from a %ile roll on a heavily biased conversion table. 
Secondary characteristics are then calculated followed by planet of 
birth, race and employment. The last mentioned is nicely detailed, 
with lots of ideas for adventures given. How about trying to lay 
claim to some planet you've just discovered? Good money, but risky. 
Anyway, the employment system is rather like Traveller with tours of 
duty, attempted promotion, retirement benefits, etc. Characters then 
"buy" various skill levels depending on their specialisation, length 
of employment, etc. These can be added to during the course of play 
but initially each PC vill start with a good variety of skills, or 
possibly a couple of areas of genius, and little else (inadvisable). 
The more complex skills have many pre-requisites, take for example 
Stardrlve Engineering vhich requires knowledge of physics, maths, 
nuclear pbysics, hyper-dimensional physics, chemistry, biochemistry 
and metallurgy! Skills are explained at varying length, but where 
neceesary will always give proper explanations in game terms. A good 
exaraple of this is "Parachute Assault" which gives %age chances of 
various landings and injury risks, etc as opposed to the feeble 
Traveller details like "in bad weather an air-raft may crash on 7+ on 
2D, +I DM per skill level". 

When all of character designing has been finished there is a good 
psionics section. lo-one starts with psionic ability, just the potential. 
They must be "awakened" and this is another fine subject for adventures. 
Star Wars' "Force" is then given a small section of special rules and 
then the first rulebook ends with 10 pages of rules on "malfunctionslt 
of various sorts from small items up through the effects of dodging 
starship maintenance checks to combat damage, a small chat about 
meteor mining and the layouts of 5 ships (complete with diagrams). 

The second volume of S.O. kicks off with a lengthy equipment list. 
Picking out a few items at random from this ve find: scuba suit, computer, 
drugs, video scanners, scopesights, compass, PAPA (power-assisted power 
armour), robots, vehicles and (inevitably) a profusion of weapons. 
The "futuristic" weapons are all given a bit of background and have a 
bit of "feel" to them which makes reading about them more interesting. 
APROBDIP (anti-robot poaitronic brain disruptor field veapons) are a 
nice touch. A mass of tables and charts then follow to give easily the 
best "gun combat" system yet in an RFG, unless you prefer to totally 
gloss over the details of conbat in which case you might think it all 
a bit unneccesary. Close combat follows in just as much detail, and I 
was very pleased to see that throughout the wounds section different 
tables are given for various life-forns, so you don't have to try to 
work out how many hands are equal to one pincer, ete. There are tvo 
main C.C. tables, one for attacks with weapons (B&D types upto lightsvords, 
coagulatore., forcebladee, etc) and another ior various race's natural 
weapons (e.g. hands, clavs, teeth, etc). There isn't much chance for 
a PC to bite his vay into a tank though! 

Now we come to vhat I usually regard as one of the most interesting 
section of an SFRPO: Starships. A mini-history ia given to explain the 
reasons for various etarahip procedures and limitations. Basically 
starships have TISA raneuver drive for sub-light speeds upto a certain 
limit. Once this is exeeeded the PPL drive cuts in and accelerates the 
ship to and beyond the speed of light, translating the ship to tacfyon 
hyperspace. Once this pzocedure is started it is very hard to stop 
and if you do it by accident, vithout carefully calculating your desired 
arrival point yon could end up near17 anywhere? 

(4) 



Starship economics is a useful little section which comes up next, 
outlining loaning procedures that may enable PCs to get hold of their 
own starship (rather than steal one (yawn)). It is sometimes possible 
to buy one second-hand but, of course, you get quite a few malfunctions 
and worn systems into the bargain, so make sure the life support's okay 
befcre gou pay out the credlts! 

The last major section of the book covers the outlining of planets. 
Much of this is very like Traveller with tables of governmental 
systems, weapon restrictions, etc. There are also guidelines for 
taxes, trade, corruption, repression of the population and more. 
Suggestions for how the dice may be used to find values for these 
planetary characteristics are given but I was glad to see repeated 
emphasis that the dice shouldn't be relied on too heavily, either 
ignore them if something nonsensical comes up or (if possible) take 
a bit of time to think things out and do the designing to some 
logical pattern yourself. This also applies to discovering planetary 
size, density and gravity, a very well detailed section this and one 
that comes in very handy when you want a new idea. 

The book then finishes off with a few odds and ends: characteristics 
of WPCs (wittout having to roll thez), esoteric NPC races, beasts (a 
"create your own animal" system, very like Traveller's), living 
expenses, cost of aircraft and vehicle rental and finally a table 
of planetary size and gravity. 

Well that's it, apart from 4 sheets for photocopying (characters, 
starships, planets and society's record-sheets plus some combat charts). 
I must admit that the most striking thing about this game is the 
sheer volume of matterial you're presented with and digesting it all 
(and then remembering it as play progresses) is nigh on impossible. 
A good idea is to buy a pack of record card& and put all the details 
that apply to each important section onto one, so when that aspect 
of the game comes up the card will tell you everything you need to 
know about it, or at least where to look it up. If the game has any 
real fault then this problem of size is it. The only other complaints 
are that there seem to be some mistakes in the rules (although you 
alvays wonder whether it is all explain in some little corner of a 
page that you missed) and that "heavy" ground/air combat isn't 
covered. Apparently M U  are already preparing the first addition to 
S.D. called "Space Opera Ground and Air Equipment". The trouble is 
that by trying to make this addition as detailed as possible little 
more than the bare essentials are given in S.O. itself. Ad libbing a 
dog-fight between two supersonic fighters may be your idea of fun, but 
I'd prefer some hints. 

So, to sum up, what do we have in Space Opera? Undeniably it is 
an excellent piece of work and I defy anyone to show me a better 
SFFSG. The only people who will have anything against it will be 
those who have worked to set up Traveller campaigns and are jealous 
that new-comers can have such a superior starting point for theirs. 

Traveller is dead! Long live SPACE OPERA!!! 

May The Force be with you! 



A new race for S.O. "Bug-Eyed Monstersn 

16.7 THE JAWAS 

The Jawas are a race of very short approxi~ately humanoid creatures, 
measuring about 3'-4' tall. They all come fros there Tech 7 hoffievorld 
and although they have not developed their own FTL drives they have 
spread throughout the galaxy by fair means and (more usually) foul. 
All members of the race are trained from an early age in the use of 
electronics and robot maintenance, although inevitably many go into 
the lucrative illegal side of things. Jawas always carry weapons witt 
them, most commonly a laser pistol and AFRO pistol, plus a dagger. 
Their APRO pistols are more advanced than the usual types and have 
two settings:immobilise or burn-out. Cn attaining a penetratioo 
these totally switch off a robot and burn-out all its circuits 
respectively. The latter makes the robot totally useless, although 
there is a 4@ chance that memory circuits will survive and be intact 
enough for transfer to another body. Jawas generally look poor, wearing 
filthy, hooded cloaks and keeping their eyes out of direct sunlight, 
which can cause serious damage. Host people tolerate them, if not 
actually like them, and are quite prepared to trade with them, even 
if the history of their wares is a bit doubtful. Jawas rarely stay 
too long in one place, prefering to live ir groups and move about 
together from place to place. Jawas come, of course, from "Star Wars". 

Body Carrying Damage Hand-to- Stamina 
Jawas Armour Mass Capacity Factor Hand Fact or 

Hale Coat/l . 35 20 73 lo 18 
Female Coat/l 32 18 12 9 16 



More SPACE OPERA! 

Designing the first scenario for this game is a bit difficult. 
PCs are going to want to see how various parts of the game's system 
work and they shouldn't really be plunged into an intergalactic war 
straight off. I cocsidered a relatively simple and down-to-earth 
task, spiced up with a bit of intrigue with a twist at the end to 
possibly spark off further adventures would be a good idea. I'm 
against the idea of publishing it whole, mainly because any introductary 
scenario must be tailored to fit your concept of a S.O. universe, 
but hopefully the basics given below will be of use. Comments welcome. 

SET-UP:- This scenario is right for between one and four PCB. if more 
than one is taking part they must be told that they have all 
met up just before on a shuttle taking them to the local 
main-planet of the area. They have now decided to team up 
and look for money/excitment/fame. 

STARTING POINT:- On arrival at the starport the PC8 are approached by a 
youngish man (average human) dressed very smartly. He 
looks a bit worried and obviously needs some help. On 
spotting the PGs he rushes over and asks whether any 
of them can drive heavy, single-bodied trucks. (If 
none of them can it might well mess up the scenario!). 
The man says he is working for Delta Wines Inc (D.W.I.) 
and has a truck loaded with eight tons of vintage vine, 
but the hired driver just had an accident and is in 
hospital. Would the PC6 be prepared to drive the 
truck across to D.U.1 headquarters, on the other side 
of the continent? 

THE DEAL:- ~he'P~s are shown the truck (heavy, single-bodied and wheeled) 
and offered the following: CR250 to cover fuel expenses, 
the address of DWI HQ (457 Harbour St, Skytrax, UZ 541061, 
CR3000 if they get the truck's cargo to there within 36 
hours (-5% per hour over the limit) and, if they accept, 
the starter card for the truck. They are.also told that 
the truck has an inbuilt tracer system with a 6000km range, 
so running off with it would be unadvisable. 

THE TRUCK:- A Tech 7+ Heavy Truck as given on p25, book 2. It has 
done 3OOOkm since its last service (i.e. it will probably 
break down during the journey to Skytrax). There is 
enough fuel in the tanks to do 720km. Refuelling costs 
CR80 each time. There really is a tracer on the truck, 
but it is not strong enough to broadcast through great 
quantities of earth, e.g. vhen the truck is in the Boeta 
Tunnel (see later). The truck also has an inbuilt mini- 
comp. This can detect major faults occuring, plan routes 
and drive the truck along relatively simple roads (such 
as interstate motorways). Quite a few spares are carried 
onboard the truck, but only one spare wheel and the jack 
is missing (could be a problem if a puncture occurs!). 

JOURNEY:- From bone Starport, Rila state to D.W.Inc, Skytrax, Uzonia 
state. A distance of 5022km along the shortert route (using 
the interstate most of the way). Deviating from this route 
by more than 150km, with the tracer still operative, will 
result in the police being alerted to the "theft" of the 
truck. If the tracer is deactivated a general call will 
be sent out to pick up the truck over the C.B., which all 



v e h i c l e s  have and works auch l i k e  t h e  p resen t  day American 
type ,  but wi th  video too  and an o p t i o n a l  p o l i c e  over r ide .  

EVENTS:- The PCs b a s i c a l l y  have two choices:  t r y  t o  r u n  o f f  wi th  t h e  
t r u c k  and its load  o r  t r y  and g e t  t o  DWI HQ f o r  t h e  3000. 
Whichever they choose t h e  fol lowing a r e  a  few t h i n g s  t h a t  
they can come a c r c s s  while d r i v i n g  along.  The d e t a i l s  a r e  
up to  you (what a  cop-oat, ah?).  

Bridge Down:- T h i s  w i l l  r e q u i r e  a de tour ,  adding to'  journey time 
and,  p o s s i b i ~ ,  t ak ing  t h e  PCs over  150kn out  of 
t h e i r  way. ( E v i l  g r i n ) .  

Car Pile-Up:- F a i r l y  se l f -exp lana to ry .  

S t a t e  Border Check:- Could be de lays  h e r e ,  forms t o  f i l l  i n ,  e t c .  
Crashing s t r a i g h t  through no t  advisable!  

Hi tchhikers : -  The t r u c k  can t ake  four  people i n  t h e  cab s o  t h i s  
is a  p o s s i b i l i t y .  They could be normal people ,  
h i - j a c k e r s ,  undercover p o l i c e ,  e t c .  A gun-tot ing 
p r i s o n e r  on t h e  run ,  f o r  example, could be an 
i n t e r e s t i n g  l e a d  i n t o  ano ther  adventure .  

Attack:- A t  l e a s t  once a f t e r  e n t e r i n g  t h e  s t a t e  of  Uzonia t h e  
t r u c k  w i l l  be a t t a c k e d ,  u n l e s s  t h e  D.V.1 logos on it 
a r e  covered over. At tack could be by s n i p e r  o r  
motorcyc l i s t s  equiped with  5 m m  B l a s t  p i s t o l s .  
Motorbike: F a s t  Yheeled Damage:2 Armour: H/H 

On Road: 375m/s o r  225kmh (250km range) .  
~ i d e r :  Damage Factor :28 Stamina Factor :60 Shock CR:l-11 

H-to-Fi:20-24 

ARRIVAL:- When approaching t h e  p lace  where DWI HQ should be i n  
Harbour S t r e e t  t h e  PC6 w i l l  come a c r o s s  a mass of  people  
and a p o l i c e  road block. I n v e s t i g a t i o n  w i l l  r e v e a l  t h a t  
t h e  DWI b u i l d i n g  h a s  r e c e n t l y  been blown up, apparen t ly  
by a  minor t e r r o r i s t  group. The PCs now have a  dilema 
about  what t o  do wi th  t h e  t r u c k  and i ts load. T e l l  t h e  
p o l i c e  and l e t  t h e c  look a f t e r  t h i n g s  o r  t a k e  t h e  t r u c k ,  
now t h a t  t h e r e ' s  no one t o  r e c e i v e  it. It w i l l  probably 
s t r i k e  t h e  PC6 now t h a t  someone has  something a g a i n s t  
DWI, and more adven tu res  can s p r i n g  ou t  of  t h i s .  The 
a o t u a l  r easons  a r e  upto you but  r i v a l r y  wi th  ano ther  wine 
company t h a t  has  gone t o o  f a r  is always a n  easy p o s s i b i l i t y ,  
as is having DWI a s  j u s t  a  f r o n t  f o r  some i l l e g a l  d e a l i n g s ,  
and t h e  wine i n  t h e  t r u c k  being something f a r  more i n t e r e s t i n g .  

POINTS:- Good p l a y e r s  w i l l  use  va r ious  methods t o  f i n d  i n f o  dur ing  
t h e  game. The t r u t h  about  t h e  l a s t  d r i v e r  of  t h e  t r u c k  is 
t h a t  he w a s  s h o t ,  a  s e a r c h  may r e v e a l  a b u l l e t  ho le  somewhere 
i n  t h e  t r u c k ' s  cab. L i s t e n i n g  i n  t o  r a d i o  news w i l l  a l e r t  
PCs t o  t h e  DWI explosion about  1 hour b e f o r e  they reach  t h @  
b u i l d i n g  i t s e l f .  P a r t  of  t h e  i n t e r s t a t e  r o u t e  goes  through 
t h e  20kn.1 long  Bosta Tunnel. Th i s  is s o  deep t h a t  t h e  t r u c k ' s  
t r a c e r  w i l l  n o t  show up whi le  i n  here .  Therefore  t h i s  is a  
good t ime t o  d e a c t i v a t e  it o r  swi tch  it t o  ano ther  v e h i c l e  
i f  s t e a l i n g  t h e  t r u c k  is t h e  PC8 aim. A l l  i n  a l l  t h e r e ' s  
q u i t e  a l o t  t h a t  can happen i n  a s imple  t r u c k  dr ive.  Hope 
i t  a l l  works ou t  well! 



NOW: a PLAYTEST 

On the look-out for employment Greylorn, a human ex-armsman and 
PDF reservist, and his new-found partner Skandos, an astronaut Wookie 
(Ursoid if you nust: walk around Rhone Starport. Busy as usual the 
place is e aix cf lifeforms and cultures, although the human is, as 
always, reletively dominant. No one pays any attention as the two 
nake their way out, hoping to hire a car and explore the local area. 
However as soon as they come out into the auto-park they are accosted 
by a rather harried-looking young man who puts a nice little business 
proposition to them. Sounds like a bit of easy money so they accept 
and go to have a look at the truck they'll be using. It's a type 
that Greylorn drove in the PDF, so he's quite happy but Skandos is 
worried. Even just a brief look-over reveals the poor maintenance 
it's received and he's doubtful whether it'll make it to Skytrax, 
but anything's worth a try. 

They set off, using the mini-comp to plan the quickest route. A 
little investigation with. the CB finds the location of fuel stations 
along the way and a bit of thought hopefully eliminates the possibility 
of running dry along the way. All seems pretty simple for CRJ000. 
Then Greylorn notices a draught coming through from somewhere, small 
but enough to be annoying. A quick search reveals, of all things, a 
high-velocity bullet hole in a corner of the cab. Worrying to say the 
least: Another thought strikes home: in the cab everything is rather 
old and tatty apart from the driver's seat, which is brand new. Why? 
Doubts about this job start to surface rather quickly but they could 
do with the money. 

Greylorn catches some sleep, putting the truck on auto-drive. . 
Skandos stays up a while and has a good laugh at a broken down car 
stuck at the side of the road, with only 36 hours for the journey 
there's no way he's going to stop for things like that. Then, 
getting bored, he starts to chat on the CB to other truckers. No 
interesting info surfaces though. 

Early next morning, with Greylorn on manual drive, they travel 
through the Bosta Tunnel, ignoring the occasional hitchhiker (no 
point taking the risk of picking them up) and soon come to the 
State Border. Papers and liscense all seem to be in order luckily, 
but a quick police spot check notices a very worn tyre, which needs 
immediate replacement. This causes problems as the truck's jack 
seems to be missing, so instead it is escorted, at a nice safe slow 
speed, to the nearest garage. Unfortunately not a very nice place. 
The wheel is changed okay, but after only a few minutes back on the 
road the mini-coap shows a major wheel-alignment fault, caused by the 
newly fixed wheel, of course. The next garage on the interstate is 
EOOkm, but not wanting to go back they decide to risk it, and by 
keeping their speed down a bit rake it in one piece, and a bit of 
fancy chat gets the wheel adjusted in under an hour, for a very 
reasonable price. 

Moving on again, only another lOOOkm to go when the fuel and oil 
guages suddenly aore.to show zero. A quick check reveals this not to 
be the case and Skandos soon realises the truth: the mini-comp is 
malfunctioning. Unfortunately he's not too skilled with that sort 
of device so they'll have to travel on manual alone. 

Only 600101 to Skytrax now, but trouble again. The rear view TV 
link seems to hare given out, so no rear vision, but a quick descision 
chooses to leave it and carry on. Not until an energy blast flies 
past the truck do they realise that perhaps the failure was caused by 
someone driving along behind thee, and not a breakdown. They've no 
way of knowing what's shooting at them from behind, but a way to stop 
them is to suddenly slam on the brakes. It works suprisingly well 



a s  a loud c raeh  announces t h e  f a i l u r e  of t h e i r  a t t a c k e r  t o  s t o p  i n  
t ime. Climbing o u t  of  t h e  cab Skandos and Greylorn  f i n d  a  r a t h e r  
mangled m o t o r c y c l i s t  under t h e i r  back ax le .  Nasty! Skandos is 
a l l  f o r  d r i v i n g  o f f  bu t  t h e r e  a r e  t o o  many o t h e r  d r i v e r s  a b o u t ,  and 
t h e  p o l i c e  soon a r r i v e .  L u c k i l ~  f o r  our  two a  coup le  of  d r i v e r s  who 
have s to2ped v e r i f y  t h e  s t o r y  cka t  t h e  t r u c k  was s h o t  a t ,  and t h e  
b l a s t  p i s t o l  f i t t e d  t o  a  aount  on t h e  o o t o r b i k e  is p r e t t y  good proof .  
The p o l i c e  are obviously  ve ry  i n t e r e s t e d  i n  a l l  t h i s  b u t  a c c e p t  t h a t  
Skandos and Grey lo rn  a r e  i n  a  b i t  of  a  h u r r y  and, a f t e r  t a k i n g  d e t a i l s ,  
s ay  t h a t  t h e y ' l l  be i n  c o n t a c t  soon. 

A f t e r  t h a t  b i t  o f  exci tment  s u s p i c i o n s  f u l l y  s u r f a c e  and a  few 
minutes  work a r e  p u t  i n  o b l i t e r a t i n g  a l l  evidence t h a t  t h e  t r u c k  is 
a n y t h i n g  t o  do w i t h  DWI. The journey is  n i c e  and q u i e t  from t h e n  on,  
and a l though  they  a r e  a  l i t t l e  behind schedu le  they  s t i l l  reckon on 
a r r i v i n g  w i t h  t h e  36 hour l i n i t .  S k y t r a x  i e  reached b u t ,  w i t h  t h e  
mini-comp o u t  of  a c t i o n ,  f i n d i n g  Earbour  S t r e e t  t a k e s  q u i t e  a  whi le .  
However they  e v e n t u a l l y  make it  and make t h e i r  way toward No.457. 
Before  t h e y  g e t  t h e r e  though they  a r e  f l a g g e d  down by some p o l i c e  who 
t e l l  them abou t  t h e  exp los ion  and say  t h e  s t r e e t ' s  t o t a l l y  blocked o f f .  
Who's go ing  t o  pay t h e i r  CR3000 now? What t o  do w i t h  t h e  t r u c k  and 
i ts (supposed) l o a d  o f  wine? What has  someone g o t  a g a i n s t  DWI? 
Skandos and Grey lo rn  a r e  w e l l  and t r u e l y  mixed up i n  something big .  
Space  Opera h a s  ache ived  take-off :  

I 
MAGIC - U S E R  I 



I am sure that rost readers will have heard of and possibly played 
Yaquinto Publication's albun! game "Swashbuckler". It is a role- 
playing gaEe in as far as the players take the parts of pirates or 
musketeers, but ~t 1s aimed at a single scenario rather than a 
campaign game. Basically it is either a tavern-wrecking or ship- 
to-ship brawl between pirates and/or musketeers; however those who 
wish a more detailed review would be advised to read TBH19. When 
I first bought the gaae I was delighted with it, but I felt there 
were some rough points in it. This article is intended to help iron 
out those points. 

The first point I would change is that full and empty mug units 
both do the same amount of damage. I suggest giving +I to the die 
roll for a full mag (and -1 for an empty mug) on the "damage" and 
"not avoided steps of stun" dice rolls. Scores above 6 are treated 
as 6, scores below one count as one. 

In the rules there is the same chance of hitting someone with a 
thrown object no catter which way they are facing; I think there 
should be more chance of hitting from the rear, so whenever a thrown 
object enters it's target's square from one of the 3 squares to the 
rear of the character it will only be avoided with a 1-4 on ld6, 
followed by the normal avoidance roll. Failing either of these means 
a hit results. Also on the subject of thrown objects there must be 
some advantage for going prone, so why not introduce the concept of 
trajectory: a thrown object is either thrown high or low- this is 
decided at the sane time as the direction of the throw. If the 
throw is "high" it is not blocked by tables, chairs, has a 1 in 3 
chance of being stopped by shelves, hits erect characters and misses 
prone charactera. However there is a 1 in 3 chance that a prone 
character has stuck his head up to "see what's happening" and could 
be hit, (resolution as nor~al). If the throw is "low" it is stopped 
by tables, there is a 5- chance of it being stopped by a chair, 
misses shelves but hits erect and prone characters. When determining 
whether a throw is blocked ignore any objects in the same square as 
or next to the throwing character. Erect characters can throw objects 
"high" or "lown, but when prone they may only throw them "lowu. 

Swinging: as "rests" are not so much actually resting but more a 
measure of time taken for an action when swinging 3 of the movemenZ 
should be done on each step of the action. Unfortunately not all 
swings break conveniently into thirds so use the following table:- 

%=- 3 7 

Number of 2% 1 e 
squares being j/l 1 1 
swung (total) 4/2 1 1 The number found by cross-referencing 

5/2 2 1 
is the number of squares swung on 
that step. 

As characters no longer swing immense distances in fractions of 
seconds a new order can be plotted: "Cut Ropen CR- (one rest). This 
means that any character can cut a rope in any square where he could 
slash. Once the rope is cut another rope goes into the.empty space 
(book-keeping is too difficult otherwise). The rope is cut 1-5 on 
166. If there is someone on the end of the rope they will fall 1 or 
2 levela (1d6: 1,2,3=1 level, 4,5,6=2 levels) and the procedure for 
falling ae given om page 12 of the rules must be followed. Those 
falling into the sea dravn. Cut rope orders occur as action no.8 
(at the same time as Taak Carpet orders). 



If a throvn dagger or svord hits a person it will either stick in 
them (geuch!) or fall to the fioor. This will affect the position of 
the dagger only, P.D. will pick it up in any position. To deter~ine 
where the iegger/svord is consult the roll for "damage"; a 1 or 2 
means ttat the weapon fell to the ground, a 5 or 6 that the weapon 
is sticking in the body and a 3 or 4 an equal chance of either (50/50>. 

In the rules no provision is made for the transporting of treasure 
chests across the gap between the ships. To remedy this I would 
introduce 2 new orders. PT- (one rest required) Prepare to Throw Ctest - 
this represents moving the bulky, heavy chest from carrying position 
to throwing gosition, and TC-- (two rests) Throw Chest, which is fairly 
self-explanatory, (note that the character must have prepred to throw 
the chest immediately beforehand. A thrown chest travel6 2 squares unless 
it hits a wall. If it hits a character it still travels 2 squares :its 
bulk carries it on). It can only be thrown directly forward, not 
at 45' either way. If it passes through a character's square then use 
the following table: 

Chance to Avoid Injuries if hit Steps of Stun Fall Stuns if fall 

1-4 Avoid 1 1L 1 1 1-4:Fall 1-3 1 
5-6 2it 2 IR 2-3 2 5-6:No fall 4-6 2 

3 1B 4-5 3 
4 4B 6 4 
5 4H 
6 5B 

In a lighter rein here are data for a "Super Svashbuckler" - the 
Errol Flynn type:- STR:20 END:20 CON:40 EXP:2O DEX:Ambidextrous 
HEAD: 9 R.AR#: 7 L.ARH: 7 BODY: 17. All his orders are alvays 
executed before those of others in each step. Be can never be 
stunned for more than 2 rounds. He never slips on broken mugs and 
if an action would kill him there is a flat 50% chance that he escapes 

6 unharmed. He can forgo one rest each turn without any disadvantage, 
and if he ever falls 2 is subtracted from the roll, 0 or -1 counting 
as no damage/etun. 



i invar iab ly  zcdn tz in  (nothing i n  ny camyaim v c r l ?  z s  ?eraanent)  
t'-z? :-ere is a ll'tle 313 -F-2, the  'Dmgeon Q i t o m , i s i t ,  -::, fcrced 
b:- h i s  sense of f a i x e c 3 ,  goes aroun4 dunceom 2115 sinl'ar Aavens of 
adventure enZravF3g rLddles zqd rhymes on c losed doors, ?assageaay 
f l o o r s  m?, walls as wa-lngs f o r  innocent l i t t l e  a2ver.',';rers. 

This g 5 v ~ s  ze sa "Jg a g r e a t  dea l  nore  work i n  t:l<ll<in,- np verses  
f o r  t h e  L ; t t l e  GI-! 3ungeon S p i t o n i s t  (L.O.il.3.) t o  inscr13e t o  cau- 
t i o n  '!ie g u i l e l e s s  charac te r s  a s  t o  what l i e s  beyond. Ronetheless,  I 
t'c,i?G ;-,hat it is  n e l l  worth t h i s  e x t r a  e f f o r t  f o r  Yte  nI'?ect of t h e  
rhyzes i s  t o  b r i n g  t h e  p layers  more i n  t o  a c t u a l l y  ? l z r i n g  t h e  gale.  
For f u r t h e r  encouragement, you could g ive  experience 3slx:s f o r  sol-  
ving t h e  r i d d l e s ,  t h e  amount given depending on t h e  Jegree  o f  Z i f f i -  
c u l t g  of t h e  r idd le .  

Xarnings can t ake  s e v e r a l  forms; couplets ,  r i d d l e s ,  blank verse  
o r  p l a i n  c lauses  i n  d i f f e r e n t  languages. If you czn bear  t o  read 
the  fol lowing exam?les, you might gain  a b e t t e r  i d e a  of  tat I a~ 
g e t t i w  at. I clo no t  claim t o  be  t h e  AD&D answer t o  Shd~espeare ,  nor  
do i expect you t o  be so. Nor i s  it necessary t o  be p o e t i c  Secause 
tP.e whole purpose of  t h e  e x e r c i s e  i s  a s  a warning t o  p layer  charac te r s  
and so long as t h e  v i t a l  message is included and c a r e f u l l y  hidden, 
t h e  a c t u a l  f o m  of  your c r e a t i o n  is  of no r e a l  consequence. Don't be 
put o f f  by pl&vers groaning every time they coae t o  another  of your 
' c o n c o c t i c ~ s ~ ;  they  e r e  r e a l l y  enjoying theilselves,  m d  t h e  chal lenge 
( I  hope). The t i n e  t o  s t a r t  worrying i s  when  the:^ h e r i n  throning 
r o t t e n  tometoes a t  you: 

Here then a r e  a few of my own attempts:  

My f i r s t  is i n  dragon, 
By second i n  shadow, 
kIy t h i r d  i s  i n  golem, 
Ey f o u r t h  i n  nrightt s barrow, 
Ky f i f t h  more than once i n  s l i t h e r i n g  t r a c k e r ,  
K$ s i x t h  and seventh i n  sabre-toothed t i g e r ,  
Y r  all i s  as fol lows f o r  g l e e  o r  f o r  sorrow: 
A c r e a t i v e  mistake, a beas t  of  tomorrow. 

(answer; owlbear) 

Think n o t  t h a t  you r i d e  so  high, 
.For he igh t  is but a r roduc t  of weight. 

(on door t o  room wit!: Faper f l o o r )  

The s t a f f  of yew, of powers g r e a t ,  
That s t a f f  of Olde Migrence, 
L i e s  k id  o ' e r  s e a  and under s tone,  
Not t h i r t y  paces hence. 

( c l u e  t o  t r e e s u r e  hidden i n  s e a  cave) 

wel l ,  the  qnal i*  might be quest ionable ,  but  each con ta ins  t h a t  
v i t a l  message znd adds more i n t e r e s t  t o  t h e  adventure. l o r e  exaxples 
a r e  t o  Be found i n  this month's scenar io .  Why n o t  have a go ? I t ' l l  
l i v e n  up your c8mpaign: 

(au thor ' s  name witheld  by r e q u e s t )  
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THE VAULTS OF ROCKHElM 
9 wilderness scenar io  f o r  4-6 players  

of 5th-7th l e v e l  designee! f o r  AD&D by S. Duke 

- 3ACKG3OUWD f o r  t h e  players  and G/id 
The s e t t i n g  f o r  t h i s  scenar io  

i s  t h e  Pass of the  Rockheln i n  t h e  rugged Mountains of Thunder. Fron: 
t h e  neares t  habitation, a small mountain v i l l a g e  of shepherds and 
goatherds,  t h e r e  i s  only one t rack  t o  t h e  Pass and t h i s  passes up  
through t h e  dark coniferous Forest  of Glooming. 

The pass i s  never used by l o c a l s  f o r  it is s a i d  t h a t  nothing l i e s  
beyond it .  A h o s t i l e  hermit of mysterious power i s  believed t o  in- 
hab i t  t h e  Pass and guard the  vau l t  of an ancient  legendary e v i l  e r e  
i t s  r e b i r t h .  I n  t h e  coldest  winters ,  wolves and bears  have been known 
t o  come down from t h e  Pass, and worse c rea tu res  a r e  rumoured t o  l i v e  
up there .  

The adventurers  follow rumours of t r easures  buried with the  an- 
c i e n t  e v i l ,  e spec ia l ly  of the  legendary Stone of t h e  Rockhelm, a t a l -  
isman o f  g r e a t  power. The only lead they have i s  t h e  following verse;  

'Rsckhelm l a y  on p a l l  of yew, 
And Cel t s  took him i n  t o  t h e i r  keep, 
And coming t o  t h e  Cave of Blue 
They t h e r e  l a y  Rockhelm i n  h i s  s leep. '  

.NOTES f o r  t h e  G/M only 
The par ty  a t tempting 

t h i s  scenar io  should have t o t a l  combined ex- 
perience l e v e l s  of 25-35 and should e i t h e r  be 
'goodies '  seeking t h e  d e s t r u c t i o n  o f  Rockheln 
o r  'baddies '  seeking h i s  t r easure .  The p layers  
should be wel l  prepared with  climbing equipment, 
c lothi-  and provis ions  and you should warn them 

t h a t  the  mountain weather i s -unpred ic tab le .  
For encounters,  i t  i s  b e s t  t o  use f i g u r e s  and t o  draw ind iv idua l  

f l o o r  p lans  a s  required because of the  i r r e g u l a r  t e r r a i n .  

- The Fores t  
The f o r e s t  t r ack  climbs up north-west from t h e  Bi l l age  

and a f t e r  about four  miles has climbed 4000'. This would take 3-4 
hours i n  l i g h t  amour ;  o ther  a m o u r  would have t o  be removed. The 
path then reaches t h e  foo t  of a low b l u f f  and t h i s  is  marked on t h e  

map a s  po in t  8. 
Here, s t e p s  a r e  c u t  i n t o  t h e  f a c e  of a 30' c l i f f - f a c e .  The path 
passes up these  and a t  t h e  top  passes  under t h e  boughs of an oId 

yew t r e e .  Hanging from one of these  boughs i s  a p l a i n  white s h i e l d  
&r~d pi tched j u s t  beyond i s  a small  s i l k e n  ten t .  As t h e  par ty  app- 
roach, a knight  in chain mail comes out  of t h e  t e n t .  He i s  Galva- 
n i s e ,  a Paladin seeking t o  do good deeds. 

Galvanise 4 t h  l v l  Paladin 24HTK S 16 1 11 B 1 3  Co 9 D 13 Ch 18 
AC4 36gp +1 longsword, 4 +2 arrows, longbow 

He hss heard of t h e  chamber o f  Rockhelm and purposes t o  visit t h e  
o r a c l e  ( f e a t u r e  C)  t o  ask where it l i e s .  9e  win glad ly  join  any 
good party.  
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1. A cloud passes  over - v i s i b i l i t y  red-ice< t o  5-30' f o r  2-4 
2. 3ead wolf i n  path t u r n s  
3. Flash thunderstorm l a s t i n g  1-3 turns - visibility recluced t o  

LC' ~f 211 move~ent  50 7" 
4. 3rom-i bear  (6/1-6,l-6,l-8/?0;5+5j 
5. A i r  elemental (2/2-20, whirlnind/45;12) 
5. Pzven wheeling overhead (spy f o r  W3sf-ce2, s e e  F) 
7. Collapsed path f o r  5-20' 
8. 2 mountain l i o n s  (6/1-3.1-3,l-6, rake f o r  1-4,l-4/16,14;3+1) 
9. *ow b l izzard ,  prevents a l l  movexent f e y  1-7 t u r n s ,  v i s i b i l i t y  

reduced t o  5 '  
10. 2 g i a n t  eagles  (7/1-6,l-6,2-12, +4 o n  SC' ?ive/20,25;4). 

( i )  This  cave i s  e a s i l y  reached by a 
path. i n  one corner  i s  a g r e a t  

narrow t r a c t  l ead ing  o f f  the  main 
* n e s t t  of l eaves ,  branches and 
rocks on which s i t s  a veFj  h a i r y  
man. Be 5s SIT outcas t  madman who 
be l ieves  5 i m e l l '  t o  be a bear ,  
acd  though hs appears harmless, 
he i s  cagabie o f  a bearhug f o r  
1-6 danwe.  He i s  i n  ' h iberna t ionq  
b u t  w i l l  be awoken bg any substan- 
t i a l  noise .  Though he can on ly  
@;nmt arid growl, he can understand 
t h e  conziton tongue. Re has no me- 
mory o f  his 7 a s t  but  knows h i s  way 
around t h e  c l e f t  well .  If asked, 
he w i l l  show t h e  p a r t s  t o  t h e  
Shrine o f  t h e  old-  shepherd. 

Gnknown t o  him, t h e r e  i s  a s e c r e t  trapc?osr beneath h i s  ' n e s t '  
( i t  i s  locked, key i n  iii). This  l eads  doan t o  a s ta i rway passing 
hundreds o f  f e e t  up t o  emerge through a one-wfip trap-door i n  t h e  
middle o f  t h e  Crown of Stones (E).  

(ii) The Shrine of t h e  Old Shepherd is  reached 'r a tunne l  through t h e  
western wal l  of t h e  c l e f t .  The tunnel  passes  about 100' through 

t h e  rock a d  emerges on a c l i f f  
ledge a t  'he o t h e r  s ide.  The 
s h r i n e  i t s e l f  i s  i n  an alcove c u t  
i n t o  t h e  c l i f f - face ,  and c o n s i s t s  
of a l a r g e  marble block with  a 
s tone  f i g u r e  l y i n g  on it. The 
s h r i n e  n s  l a i d  here by t h e  f o r c e s  
of good t o  a i d  those  seeking t o  
des t roy  P,ockhelm and f o r  t h i s  
reason thep  have put  the  follorping 
i n s c r i p t i o n  on t h e  s h r i n e ;  

'To e n t e r  t h e  Vaults of Rockhelm, 
g a d  Iscape t h e  power of t h e  Guard, 
Take t h e  key from t h e  western s p r i n g  
m d  t h e  door in t h e  cave of t h e  5eW. 

Emerging i n  t h e  Crown of  Stones,  
White gold upon the altar lav, 
Then will appear an u c  of  tight, 
A passage t o  t h e  long-closed d t s .  ' 



The Guard mentioned i n  t h e  verses  i s  Woodhelm t h e  Cel t  ( s e e  F). 
Xis task  i s  t o  p r o t e c t  t h e  ancient  evil, XockheLn, u n t i l  such a  t ime 
a s  t h e  powers of good begin t o  quench t h e  powers of e v i l .  A t  such a  
time, Ftockhelm coulcl then be re leased t o  r e s t o r e  the  balance o f  good 
and e v i l .  I la tural ly ,  Uoodhelm would not a i s h  zqp t o  read the  Shrine 
of t k e  Old Shepherd and f o r  t h i s  reacon he has placed a  guard over  
i t ,  a  wood golem (7/3-30/80;-) ( see  TBS 5 ) .  Re i s  comandec! t o  k i l l  
any c r e a t u r e  t h a t  s t ands  on t h e  ledge. Ze ail1 s t i c k  l i t e r G l y  t o  
t h i s  conmand, thus  a t k i e f  climbing on t h e  wz11s would not  be atta&ed. 
The tunnel  i s  too small  f o r  t h e  golem t o  pass through. 

( i i i )  The western s p r i n g  i s  a  spr ing  i n  t h e  west wal l  of t h e  c l e f t ,  
almost a t  t h e  top. I t  has no path t o  it and t h e  par ty  must 

nego t ia te  t h e  rough t e r -  
r a i n  a s  shorn by t h i s  map. 
The p a r t y  w i l l  have t o  
n e g o t i a t e  a  b l u f f ,  bramble 
t h i c k e t ,  c rev ice  o r  s h a l e  
s lope  (which is l i k e l y  t o  
s l i d e  adventurers  i n t o  t h e  
c rev ice ) ,  a  bog and then 
z narrow, 3'  high tunnel  
h a l f - f i l l e d  with  running 
water t o  reach t h e  cavern 
i n  which t h e  s p r i n g  l i e s .  
The G/M should determine 
t h e  e f f e c t  of these  obsta- 
c les .  

The s p r i n g  cavern i s  v i r t u a l l y  f i l l e d  by a c l e a r  pool. Water we l l s  
up at  t h e  south end of t h e  pool. Lying i n  t h e  middle under 2' of 
water is  a  huraan skeleton.  On a  chain around its w r i s t  fs a f i n e  
c r y s t a l  key. This  opens t h e  t rapdoor  i n  i. 

The pool is  inhab i ted  by a  water wierd (4/paralysis/15;3+3) who 
w i l l  form wi th in  3  melee rounds of anyone en te r ing  t h e  cayern. 

E The Crown of Stones i s  an anc ien t  s tone  r i n g  s e t  a top a  mound on t h e  
O p l a t e a u  a t  t h e  top  of Mount Wg. The r i a g  has anc ien t  powers and 

no magic opera tes  within  it; none m a y  be d i r e c t e d  i n t o  i t  from out- 
s ide ,  nor  may any be d i r e c t e d  ou t  of i t  from within. I f  t h e  par ty  
e n t e r  t h e  r i n g  r i a  the tunnel  from D i, they w i l l  emerge through a  
t rapdoor  beneath t h e  a l t a r .  

I f  gold is placed on t h e  a l t a r ,  an a r c  o f  l i g h t  w i l l  appear j u s t  
nor th  o f  it. Passing through t h i s  t h e  par ty  w i l l  f i n d  themselves i n  
t h e  vau l t3  of Rockhelm, .G i. 

 he caverns of loodhelm 

(19) 



( i )  The e n t r z ~ c e  chanber, a rough-hewn caver9 a3out 15 '  tal l .  Tt?ere i s  
a n e t  s lnng  ac ross  the  c e n t r e  of  the  c e i l i n g ,  hid5en by t h e  dark- 

ness  of  tfie cavern.  Two g r i f f o n s  s t and  guaird 3y the  northe-- e x i t .  
I f  i n t r u i e r s  e n t e r ,  they rill scream loud ly  and a t t a c k .  T!ID s ~ r e 2 1 :  
a l e r t s  the  bed,-guarc?s of Woodhelrc i n  ii. If o ~ t n . ~ n 5 e r e < ,  t h e  griffons ,
w i l l  u s e  t h e  n e t ,  a n e t  of entrzpment, which up02 t h e i r  cornan:!  ill 
drop from t h e  c e l i l n g  ( s e e  W G  p151). The g r i f o n s  w i l l  f i g h t  t o  
the  death but  w i l l  n o t  l eave  t h e  chamber (3/1-4,l-4,2-15/26,40;7). 

(ii) The q v a r t e r s  of  Woodhelm' s bodyguards, 2 cave bears  (6/1-8,l-8, 
1-12/28,35). They a r e  at t h e  aoment r a t h e r  dronsa a s  they a r e  

near ing  h ibe rna t ion ,  hence t r e a t  as AC8. Bowever, f o r  t h e  same rea- 
son, they w i l l  be very f i e r c e  nhen d i s tu rbed ,  hence t r e z t  a s  SHD ?or 
a t t a c k i n g  purposes. 

This  cavern i s  about 15 '  high, t h e  f l o o r  is s t r e m  with  g rasses .  
Each bear  wears a s i l v e r  c o l l a r  (550sp each) and a golden m r i s t 5 a n d  
(81)g-p each) . 
(iii) This  cavern is  about 25' high. The f l o o r  is  covered by a 2' 

l a y e r  o f  s o f t  mud. I n  t h e  west wa l l ,  about 20' above t h e  f l o o r  
i s  a smal l  opening reached by a passage from iv .  From t h i s  po in t  it 
is  poss ib le  t o  match i n t r u d e r s  en te r ing  iii and be u n l i k e l y  t o  be 
spot ted.  

(iv) Woodhelm's chamber. There is  a p l a i n  wooden bed a g a i n s t  €he 
n o r t h  w a l l  and a locked, iron-bound ches t  a g a i n s t  t h e  sou th  rcall. 

Under t h e  be2 is one o f  t h e  d r u i d ' s  pe t s ,  a g i a n t  cobra  (5/1-3,pzison/ 
15;4+2). The ches t  con ta ins  t h e  fol lowing a r t i c l e s ;  

white robe vLth gold t r i m ,  250gp 
s i l v e r  crown set wi th  rub ies ,  2075gp 
orna te  gold chal iceJ375gp 
gold g o b l e t  s e t  wi th  a black p e a r l ,  1 0 5 0 0  
s t z f f  o f  s t r i k i n g ,  1 4  charges l e f t  
s c r o l l ;  Cure Disease, Stone Shape, Tree 
s c r o l l ;  Control  Temperature 10 '  Radius, 3 i s p e l  !.lagic 
s c r o l l ;  Transmute Rock t o  l u d  
9oodhelm a l s o  has  a p e t  raven which he uses  as a spy; he can 

t a l k  wi th  it and may be forewarned of  t h e  p a r t y ' s  agproach. If so 
he w i l l  d i s g u i s e  himself ou t s ide  a s  a t r e e  (Tree  s p e l l )  and use  his 
magic t o  weaken t h e  pa r ty .  The p e t  raven appezrs  i n  t h e  occurence 
t a b l e  under D. 

Woodhelm's c h a r a c t e r i s t i c s  a r e  as fol lows;  

Woodhelm 1 2 t h  l v l  Drnid 63mK S 9 1 9 W 1 8  Co l 3  D 11 Ch 1 8  
AC4 (8) Sc imi ta r  o f  Wounding ( a s  sword), s l i n g ,  b r a c e r s  
of defense  aC4, Boots of  ElvenkinG 

spel1s;Entangle  x2, F a e r i e  F i r e  x2, Detect Magic 
Charm Person x2, Cure Lt.  Wnds., Cause Lt. Wnds., Heat E e t a l  
Summon I n s e c t s ,  Tree, Ba l l  Lightning x2 
Cause Ser. Fnds. x2, Cure Ser. Vnds., 3 i s p e l  Magic 
Transmute Mud t o  Rock, I n s e c t  Plague, Wall of F i r e  
Weather Summoning, Transport  Via P l a n t s  
Finger  o f  Death 

Sh0nld i n t r u d e r s  e n t e r  h i s  caverns,  he  w i l l  spy on them us ing  t h e  
spy ho les  i n  t h e  passage from iv. If they  get paet h i s  guards, he  
w i l l  t r y  t o  t r a p  them wi th  a Eud t o  Rock s p e l l  i n  iii. I f  necessarg 

he w i l l  escape from iv up the s t a i r n a g  and out through a hollow t r e e  
stnmp. 

roodhelm w i l l  n o t  approach myone wi th in  +*he C r o m  of Stones be- 
cause his magic has  no power wi th in  it. 

( 2 0 )  



JO qwq$ 'asdam paz~~ramrs~i a 8opvoo anS8gdoazse aq& 'npunoa 01 
aaqp szsaddss~p pw (x~ade $e'!xoTsnxTI TAI m.9) UOf~TlI PSmB 
-04 B &rro sy sly3 xaaanoq !su%?qdoo~as sq+ 30 $no sasw axgdmaa e 
'Xepna XqJad aqq sQ *S~~WXBS y3eT:q aszeT: B Stzp$noo %nq 6~f 0% 

mT?m?s s? 3~:n-A ay& 'maqq @naqq smd o? aosxad qsxg aqp 0% &em 
-9P 30 spurod PT sasnw qorqm may? no qdL@ p~m e ah- szoop aqz 

,qmuas puooas aqq qmp98 sqoaqo~d Buv S~JE 
'na8un so atreg aqp sa?T axax, 

!sanr~ Bupo~~oj aqq uapqrxid aae qfnn~ s~qq 0% SJOOP qaa.13 aqq no 

'qp2uaxqs 
qw* anoqs 20 uor~od a pm (~OL qpzor) m?x* zaa-yrs qq?& ye073 pax a 

'xammr?.q JBM I+ e SJ rnm yqp s~ydooxss aqq nr osn *+JOA qsnre% 
uorqoaqo~d saar8 qorq~ %TJ a sJ-ea& ag (rrw aas) ~JOA 20 ang 

'jxew 1~ ayq u@xn(l jo Lpoq parjpmmrn ayp sn?8quoa srBqdoo~es 
aqJ, 'qqeap ayq 0% SurqqSrj ruog$eaohoJG qnoqqp ssapnrgnT qoeTq? 

T7;jn Lay& *(G!oZCIZ/a;c~J '9-~/v) spunoq TTay 2 axe snSzqdo3ns ayq 
a;cojaq paqsag *sn%ydooxas pax a2;re~ e str~aqum $nq j? 0% JBT~JS 

s? ~~n'ea ay& *may$ y8noxyq ssod oq uos~ad ay?. 0% a%mg 30 
squyod 27; sasneo yory~ mayq no gd&~P TsopqoaIa w aheq sdoop aqA 

,qu%a;ras pxryq ayq +supBz sq:,aqo;cd Burx sm 
'+JOii 30 amg aq+ sari axag, 

isauy~ PUT*OTTOJ ayq uaqqrzn am q~n8a sryq oq sxoop qeazs ayq no krr) 
*(???a aas) 1tx8.10 qsur8Be uo~poaqo~d sari@ 2uy.1 ayL 'snSeqcioo~es ayq n? 

saTT oy~ '1113xo jo am 'jm ayq rrqma? 'xa%sac: sm jo Bu?x aqq aq-q 
oq maqq Mo-tTe ITJY 8888 aql 'm~aqqoo~ Loxqsap oq pnaquy Laqq qsyq Les 

Lq;caci ayq j1 'sauo 1-a 33eqqe qnq sarqxacI pooP yqra Fads 117~ aE 
'(~~!G~/spuno& snorxas asne3 'asxn:: 'uosxaa p~o~ 'snrp'ex ,GT aouaTrs 

'pwuni103 qoaqaa !s~~ads 'nosrod '8-z6g-~/2) ePeu mypxen3 e 
ST snBeqdoo;ces aqq a.rojaq xoo~j ayq uo paIro9 'pg ou seq $1 *s& 
-eqdoo.zes uaaS aSaa1 e say1 l~t?~ u.xaqsea aqq %suram 'sIemjue pm 
spxjq snorz'eh yq7.u paaao sm17;yd qqp paurx axa !+Inen aqq jo STpM 

aps, "payoo7: qou a;ia qnq 6ySnoxyq sssd oq uoszad ~S.I?J ayq 0% a4emp 
jo squjod 07: sasna:, ~3~~66 may* uo qdl;~B azrj e aaeq sxoop aq& 

!saurI aur~o~~oj ayq uaqqyxx axe qmea srqq oq sxoop qea.18 ayq uo (??) 

*ssau&zap oqu~ szeaddesrp aasj.8d 
uayqnos aq;G 'sxoop a1qnop qeaz2 axe sa%ssed uxaqqJon aaqq aqT 

30 spua ayq ~p 'nooz aq aazaT qsqq saZssas6 i?.Gj 112 Buop aas mo 
Lqx~d ayq !qySr~ pooS e 330 ali@ q.nq Tirqs LTaqnTosge axe sameTj 
ay& 'STIVP ayq puno~e JT~ prm ur ,Brreq, yorqn same16 Lq TIasl 

sy xaqmeyo sly& 'sanoqS jo ruaos~ ayq ur q@y~ 30 oJe ay$ yPno;cy$ 
Burssed xaqje ;raqmqa ~e1n:,;ry:, sxq. ur zeaddv s;ra.znquanpe ayJ (7) 

*(TJ~ C) BUJJ~S uralsaa ayq 30 anso ayT olrr? rrv moxj '$no ano L~uo FLI sqIneh ~117% zjqqjx s.ra.iapma ou a.re a;rauL 
'xapeld jo ,f~ qnoqz LaFnn -,aii~a-,qns 113 a;e s~aq~zy:, rnoj Ja++aT a;, 

'J~JA-A ahoqe q.ncc-E: Bujaq a?-? 'sq1r.s~ JO sJaqnyo 8 an a.iaq; 
',0< 20 qysyay 2ur~rao o ;m SI~M qoo~ ygoozs aaeq s;caqmyo pm sa% 
-sssd ayq 1~Fi 'sarroqs jo =ox3 ayq u~ q@~1: 30 3xe aqq y8no;cqq sr 
s~aqmy:, quayue asaqq 07 ssa33o L~uo ay& '~~ayx:,oa $0 sqIn-t?il av; Q 



Huren t h e  Mean, Bane of Ungen. Iie Fears  a r i n g  t h a t  w i l l  g ive  pro- 
t e c t i o n  a g a i n s t  Vngen ( s e e  v i i i ) ,  m ~ ?  a l s o  a diamond neck chain 
(worth 1200gp) and Gauntle ts  of 3ex te r i ty .  

( T h e  vanpLre i s  p r o g r a ~ ~ e " i o  s h o ~  blood when h i t ,  but t o  sr:rvlve 
k f l n i t e  h i t s .  If believed, i t  La ti:; a d  has 1 a t t a c k  f o r  5-10 
po in t s  o f  damage and a d ra in  of 2 l i f e  energy leve l s . )  

( v )  This  room is  n o t  Lit l i k e  i, and t h e  f l o o r  is covered i n  ~ a t e r .  
I n  t h e  c e n t r e  o f  t h e  room i s  a p i t ,  15'  deep; i t  cannot be seen 

because t h e  water n i r r o r s  any l igh t source .  Two of t h e  t h r e e  southern 
?assages a r e  dark, bu t  t h e  one m i n g  Cue south has a s i c k l y  green 
repu ls ive  l i g h t  i n  it a t  an indetemina 'ole  dis tance.  

(vi) On t h e  g r e a t  doors t o  t h i s  v a u l t  a r e  w r i t t e n  t h e  following l i n e s ;  

'Here l i e s  t h e  Bane of Urg i l ,  
H i s  r i n g  p r o t e c t s  aga ins t  t h e  prime se rvan t '  

The doors have a p a r a l y s i s  glyph on them vhich discharges  on t h e  
first person t o  pass  through. P a r a l y s i s  i s  t o t a l  and l a s t s  f o r  6 
t u r n s  a f t e r  which t i n e  another  saving throw must be made. If t h e  
save is  no t  made, t h e  p a r a l y s i s  lasts another  6 turns e t c .  mt i l  t h e  
save i s  made. The v a u l t  is  similar t o  ii, b u t  con ta ins  a l a r g e  
n h i t e  sarcophagus. E v i l  charac te r s  may n o t  approach within  LO' u n l e s s  
a Dispel Magic is success fu l ly  c a s t  (count t h e  magic a s  i f  placed by 
a 7 t h  l e v e l  c l e r i c ) .  Lying i n  the  sarcophagus i s  t h e  body of Talun 
t h e  Lord, Bzne of Urgi l ,  f u l l y  c lothed i n  e l f i n  chain mai l  wi th  h i s  
+2 longsword, +3 vs undead i o  one hand, a r i n g  on t h e  other.  The 
r i n g  p r o t e c t s  a g a i n s t  Urg i l  ( see  v i i i )  but i f  e i t h e r  t h e  sword o r  
t h e  chainmail  a r e  remowd, t h e  t a k e r  s h a l l  b e  cursed; h i s  next  wound 
s k i a l l  never h e a l  ( i e ,  he l o s e s  t h a t  number of h i t  p o i n t s  pemanent ly) .  

(vii) On t h e  g r e a t  doors t o  t h i s  vau l t  a r e  w r i t t e n  t h e  following l i n e s ;  

'Here l i e s  t h e  m e  of  Rockhelm, 
H i s  r i n g  p r o t e c t s  aga ins t  t h e  master '  

The doors have a glyph on them t h a t  causes t h e  first person t o  
pass  through t o  l o s e  a l i f e  energy l e v e l  (save allowed). The v a u l t  
is  s i m i l a r  t o  ii but  i s  lit by f l v n e s  a s  is i. A l a r g e  c l e a r  c r y e t a l  
s a r c o p h e s  s tands  i n  t h e  c e n t r e  o f  t h e  vau l t .  I t  i s  closed by z. 
lic? m d  wi th in  can be seen a b e a u t i f u l  female, human body, cloaked 
i n  white, wearing a golden neda l l ion  (worth 200gp). She wears a r i n g  
on one hand (worth 75sp) and c l a s p s  a golden c h a l i c e  i n  t h e  o t h e r  
(worth 3 6 0 0 ) .  This  is  no t  t h e  Bane of  Rockhelm but h i s  servant.  
Lying on t h e  f l o o r  before t h e  s a r c o p h a e s  i s  a s tone  unicorn. 

Engraved on t h e  l i d  of t h e  sarcophagus i s ;  

'Touch not  t h e  tomb of Melissa,  
For f e a r  of t h e  s leep ing  guard, 
The r i n g  t h a t  you seek l i e s  under, 
Hevealed by t h e  s ink ing  westward f l a n e '  

If t h e  l i d  of t h e  sarcophagus i s  touched, t h e  unicorn spr ings  f o  
l i f e ,  i ts s t o n e  form disappear ing and i ts f l e s h  form appearing a t  t h e  
n o r t h  exid o f  t h e  mom, due t o  an instarr t  Dimension Door. It w i l l  

n o t  a t t a c k  only i f  t h e r e  is a pure maiden i n  t h e  par ty ,  i n  which case  
it w i l l  befr iend t h e  maiden. 



If t h e  ~ e s t e m o s t  f l m e  is lowered ( I t  can be pushed down j u s t  
wi th  t h e  h a d ;  t h e  flame i s  cold) ,  t h e  c l e a r  sarcophagus w i l l  s l i d e  
northwards znl revea l  beneath i t  a tomb containing Elfhame, the  9 m e  
of Rockhelm. E?e is  clothed i n  a golden g o m  (worth A50gp) a i d  Fears  
a r i n g  oo h i s  r i r h t  t a ~ d  t h a t  ~ i a e s  p ro tec t ion  aga ins t  3ockhela ( see  
v i i i ) .  

Note; a l i  f i v e  r i n g s  a r e  s i l v e r  (worth lOOsp each) and a l l  g ive  ?ro- 
t e c t i o z  itl a 10 '  radius .  The rings a r e  s p e c i f i c  (eg ;  the  r i n g  
of p r o t e s t i o n  aga ins t  Vort doesn ' t  p r o t e c t  aga ins t  any o t h e r  
numy) . 

@ti) On t h e  g r e a t  doors t o  t h i s  vau l t  a r e  t h e  fol lowing l i n e s ;  

'Here l i e s  Rockhelm and h i s  four  s e r f s ,  
Be who e n t e r s  s h a l l  awaken them mew' 

This ~ a u l t ,  l i k e  vi and v i i  is  submerged by 1%' of water. Against 
t h e  c e n t e r  of t h e  south wal l  l i e s  a l a r g e  s tone  block, p ro jec t ing  3' 
above t h e  water, on which l i e s  a t e r r i b l e  f i g u r e ,  t h a t  of Rockhelm, 
a Type I V  3emon (4/1-4,l-4,l-8,nagic use/58;11). Eie c a r r i e s  two 
wands, a w a d  of aa ra lyza t ion  (47 charges) and a wand of negation 
(which he sill at ter ipt  t o  use  t o  negate t h e  r i n g s  of p r o t e c t i o n ) ( g l  
charges).  

On e i t h e r  s i 4 e  o f  h i s  s tone block a r e  two o t h e r  s tone  blocks,  
each betcrizg a se rvan t  of Rockhelm; 

Orgul, t h e  f o u r t h  servant ,  a wraith '  (4/1-6 + 1 l e v e l  drain/27;5+3). 
The r i n g  of p ro tec t ion  p r o t e c t s  aga ins t  t h e  l e v e l  d r d n .  

Vort, t h e  t h i r d  servant ,  a mummy (3/1-12, d i sease ,  fear/34;6+7). 
The r i n g  of p ro tec t ion  p r o t e c t s  aga ins t  t h e  d i s e a s e  and f e a r .  

Ungen, t h e  second servant ,  a s p e c t r e  (2/1-8 + 2 l e v e l  drain/40; 
7+3). The r ing of p ro tec t ion  p r o t e c t s  aga ins t  t h e  l e v e l  drain.  

Urg i l ,  t h e  prime se rvan t ,  a vampire (1/5-10 + 2 l e v e l  drain/46; 
8+3). The r i n g  of p ro tec t ion  p r o t e c t s  aga ins t  t h e  l e v e l  drain .  

P i l ed  arouod t h e  demon a r e  h i s  t r easures ;  
, 

12000@, 8200sp, 2000cp 
7 s i l v e r  r i n g s  (worth 10, 20, 56, 70, 100, 110, 125sp) 
3 gold r i n g s  (worth 25, 50, 130gp) and r i n g  of F i r e  r e s i s t a n c e  
gold s t a t u e t t e  of a bear  (worth 700gp) 
s i l v e r  studded jade b e l t  (worth 2800gp) 
red  c r y s t a l  decanter  (worth 265gp) b rea th ing  (x2) 
pot ion ~f heal ing,  potion of f l y i n g ,  po t ion  ( 4  doses) of water 
smdl box containing 2 sapphires  (worth 1 0 0 0 ~  each) and an in-  

cmdescen t  blue ioun s tone  (+1 d e x t e r i t y )  
s c r o l l ;  curse  - r e a d e r ' s  l e f t  thumb drops off  
sword +2 &.ant s l a y e r  and dagger of venom 
a l c h e i q  jug 
When sozeone e n t e r s  t h e  vau l t ,  a l l  f i v e  monsters a r e  awoken. The 

four  se,rvan+,s K i l l  f i g h t  t o  t h e  death;  Rockhelm w i l l  f l e e  I f  they a r e  
a l l  k i l l e d  o r  i f  his own death is imminent. He ell 60 so by ga t ing  
out. Unless t h e  charac te r s  have some means of ?e lepor ta t ion ,  t h e  
only way out i s  by a submerged tunnel  from v t o  t h e  ves te rn  spr ing  
vhere it eserges  through a one-way door i n  t h e  battor,  of t h e  pool. 

Note; monsters c h a r a c t e r i s t i c s  a r e  g i ~ e n  in t h e  o rder  (bC/attacks/ 
h i t  points;-Mt dice j. 



I N F O  
-VCR SALE 

Beholder 1-20 (Why would anyone want to se;; these?....Mike, 
GI, G2, 03,  Dl, 02, D3, S2, TI, El, &I (A.D&D Kodules) 
Rogues Gallery, Treasury of Archaic Naaes, C~eration Cgre, 
DX's Screen, TSR Player/Non-Player/Permaoent Records, 
Kandroc's Keep, Best of "The Dragon", Various TS2 (Dragon: 
Kodules (Please specify). 

Send offers for the above to: C.Parr, 
45 Whitehouse Crescent, 
Nuneaton, 
Warks 
cvlo 

GLOSSARY OF MAGIC 

We still have some copies of Beholder Suppleaent 1: Glossary of 14agic 
available. A collection of magical itexs froz copies 1 to 10 of 
"The Beholder" plus over 60 totally new ones, all together in this 
high quality printed booklet. 50p per Cory (that includes P&P). 
Send cheques/POs to: John Stoner, 

29 Parkway, 
Dorking , 
Surrey 
RH4 1EX 



We p r i n t e d  a "Kons t rous  Wordsearch" a w h i l e  back  and i t  p roved  v e r y  
p o p u l a r  w i t h  most p e o p l e ,  s o  h e r e ' s  a n o t h e r  one ,  even  b igge r !  

W R A E B E I D l i A N i i E L R E T A E B H S U R  
D O Z A S A L f Z i E L i E I X I P N H U P P E  T h e r e  a r e  143 words  

t o  be found i n  t h i s  E R 6 N B k T N h R a I K D G N G P A R A O H R 
wordsearch. All of E R N A L A A G E E F C E N T I G R U A H H A E  
them a r e  l i s t e d  below R G T E F H A D i T u A c E c n A A N w u P N c 
in (hoFef,llly) alpha- T H T A R # N L E s A a J R E B s N I o T L T R 
betical order. N E b E A A E 3 Y H G D O G I G R T T N I Y O O  
you have  found a l l  A c v R w v R G E o G w A c L G E T R A A s n s 
,4j you should have E I B o D I R A I n a L A Y N Y E I B M o z E D 
,6 letters left over. B A U K A E P T T U O N P O Z R F I R E F L Y I  

T A C L N i S A # b A N G R K L I N B S M E A C  These  may be r e a r r a n g e d  
N O M E D I C Z A S A B S K A R U R K E I A E A  t o  form t h e  name o f  

a n o t h e r  mons ter .  No i L 6 R G H 0 U L E L G G B E A R F M U M M Y U 
this time, but  E W S R U H R L H 0 R H A Z L Y M P A G 0 U A R 

give the answer T R A L L U P A R E G I T S M 0 0 G I U S T H 0 
next issue. Note: no I s G L s P I n G w G D A H s G o A T T A I o R 
monsters are totally S U P O T C O A Y T A C E L O P N D E R N B R A  conta inedwi th inaw 

A A B R E I N R U N I P 0 E S T 0 R H 0 R C N M 
other e.g. APE within U s P T I C C O C K A T R I C E A R C P E A w E  CAToBLBP*SorBATin  

Q S O E H T I K O W H P A R Y T R E E U P T O N  G O O d l u c k I  
T A O T S N E a G S H X E N O A R V A M P I R E  
D S K E E B O K G O E E N G L O V D A A A A U P  
V S A N L L S T N E P R E S S P H E X N R M S M  
L I V E D I A G L E Y N K S A P E L B O T A C I  
O N D G R A V E R C Y C L O N E U Q R A W K S A  

ABATH EBON GUEEN ICE TOAD POLECAT SPRITE 
ACID BORCLRER ECIDEXON I W  POOKA 
AERIAL SERVANT EEL ITS1 GRASS PORTUGUESE UAN O'WAR 
A M  ELK KAMA ITACHI PUMA 
AKAROK EHU KOBOLD QUAGGA STOAT 
ANKYLOSAURUS ENERGY SUCKER QUASIT STORM ORC 

APE Ek'T KUO TOA RABICAN SU MONSTER 
ASSASSIN EYE KZIN RAKSEASA bYLPH 
AUK FIREFLY LAIRD RALSK TELAL 
AUMS FUZZY LAXIA RANEN TERATOGENY 
AUBOBA FYiGJh LOCK DWELLER RATE TICK 
AY LAYE GAS E+ZZ LYMPAoO RAVER CYCLONE. TIGER 
BAAL GAS QPGRE HEGALOSAURUS RAY TITAN 
BAT GENET MIMOSA RECtANCH TRAPPER 
BEAFI GHOUL MINX RELKOR TREANT 
BOGLI: GIARP #UMY REWORHAZ TROLL 
BOGY G ~ T  C-R NANDIE BEAR RBIKKZROS TWEEN 
CAT GNOG NASNAS RIVERMAN TYR 
CATOBISPAS GOAT NING ROC URT 
COCKATRICE GOCH NOOSER RUSH BEATER VAWIRE 
CRObi G W d  NYEL SCORPION VILE 
D m  G&ND% NYMPH SLRPENT WANDERER 
DEIiONSBLOOD HEiZ OCTOPUS SHADOW WAR BAT 
DEVIL B0R)iRIORH OTTER SKWARQUE WASP 

DIV BCA BUFIAO OvDA SLOTH WEB 
DOBIB HUPFZ PARA SLOTH ( a g a i n ? )  XORl 
DOWU& IBEn PBA#TOII SLUG YETI 
DRACI ICE HORROR PWNO SNOW APE ZOHBIE 
DWARF I C L  GGBG PIXIE S PHEX ( P h a t ' s  yer lot:) 

( 25 )  



F r e q u e z y :  very r a r e  
No A??esring: 1 
Arzour :lass: 0 
:Lovenent : 16"  
H i t  3ice: 6 +1 
% i n  Lair :  
Treasure :y?e: 

0% 
1, R, U 

NO o f  b t t acks :  2 ( 3 )  
D a z ~ e / A ~ t a o k :  1-411-4/(1-8) 
Spec ia l  Attack: none 
Spec iz l  3efense: t e l e p o r t  
Magic %esis ta!ce:  55% 
I n t e l l i g e n c e :  genius  
Aligniient: I;/G ( S O $ ) ,  N/E (50%) 
Size: L (9' t a l i )  
P s i o z i c  Abi l i ty :  310 

a t t a c k  aodes: a 1  1 
defense nodes: a1 1 

0314' high l e v e l  d r u i d s  and magic u s e r s  speak of  having see5 t h i s  
c rea tu re .  I t  is s o  c a l l e d  because i t s  race  c o n s t a n t l y  searches  t h e  
p l m e s  t o  seek infformation. I t  is verg 1moviedgeable and wise and by 
some consi3ered t o  be a supra-genius. 

3epsndi?rg on t h e  alignment o f  t h e  m d e r e r  ( i t s  r ace  is  evenly 
divise?.  Setxeez good and e v i l )  i t  raay be obl iged e i t h e r  t o  a i d  a 
? a r t y  o r  t o  send them t o  t h e i r  doon. Z i t h e r  type  k i l l  g r a n t  a mish 
on r e c e l r i n g  a g i f t ;  n a t u r a l l y  t h e  value of  t h e  g i f t  (which may be a 
va luab le  p i e c e  of knowledge) w i l l  a f f e c t  t h e  p w e r  of  t h e  mish, and 
an ev'-l FmCerer  m i l l  genera l ly  g ren t  a wish of h a l f  t h e  power a good 
one w o ' ~ l d  g r a t .  

Ymen under a t t a c k ,  t h e  wanderer i s  f a s t  and veil armoured. He 
can a t t a c k  s:th h i s  two clawed f r o n t  l e g s  and h i s  long  powerful t a i l  
(op t iona i ,  3oea 1-8 damage). I n  add i t ion ,  t h e  wan3erer has  g r e a t  
us ion ic  c a p a b i l i t y .  If i n  danger, he w i l l  t e l e ? o r t  away i n  t h e  space 
bf a a e l e e  rouns. 

Wzrrderers s2eak most humanoid languages and genera l ly  some more 
e x t r a o r 3 i o a c  tongues. They can a l s o  commnFsate t e l e p a t h i c a l l y  wi th  
h igh ly  i n t e l l i g e n t  c r e a t u r e s  (18+ i n t e l l i g e n c e ,  50$ chance with  1 7  
i n t e l l i g e n c e ,  20$ with 16) .  

by Andrew Yacoub 

Frequency: 
No Appearing: 
-our 5 2 ~ s :  
Movement: 
H i t  Dice: 
$ i n  Lair: 
Treasure TjTe: 
No of  Attacks: 
Duaage /~ t t ack  : 
Spec ia l  Attack: 
Spec ia l  Defense: 
Magic Resistance: 
I n t e l l i g e 3 c e :  
Uignrnent: 
Size: S o r  Y ( 3 '  
p s i o n i c  Abi l i ty :  

r a r e  
4-16 

J 

1-4/1-4/56 
hypnosis 

d i v e  f o r  +2 
s tandard 

l o r  
C / H  

o r  8' long) 
nGne 





A G O W S S m T S  SUSCPSPTIQBS 

There are twe tgpes of ad  ia  If you want t o  hubmribe t o  

 he ~ e b o l d e ~ ~ ~ ,  f u l l  page aztd hr l f  9 h e  Bcholgter" sbdd a cheque 

prge. Wrll page ads are iE30 end W 9  arde parable t o  M.0.Stonsr for 
3

pa;ge a n  E30. IS y m  want m ad a multiple of 30p and that i s  h a  I
f iwd Hikt a cheque f o r  t he  m ~ a ~  isaue you w i l l  get (e.g. 

app26priate amaaat . tqe thar  with S1.50 for three  iesws). lbnlt 

-the d. It mug% be on R 4  pttgqr farget  y e w  a n e  az@ ad&wss and 

(+ bot~olp be11 fee a hal f  page a l s o  s t a t e  which fseue Your sub 
,- . 

r;&t w i & l  be ew~nt id  jus t  a* we is t o  ttrrt wish. ~ o m y  but we 

a
prse lve  it. ,BZeaae stetr  wbir?h , c an ' t  accept overears subs  any more. 

- \ 
&em JDU w d l d  15W t o  have goav If YOU WAN2 TO SPPPQBlP 88,  BECOBS 

Cd S%paS f o e  RIGS M D  FIULOUS, WOHEB 

8#D A W A I %  UOBW, DWZ8lTIQII T B g  

. ~ g t ~ ' r ~ &  SUB '30 "JPBg BSWXBES'' {OR .F&SP1). 

.tilt* ~aaolaer~* zs Coayrfbtea ( I P B i )  ,,,,T 

by Ft.Q.st-~~%r uad 4.B.JIEMke (but  the  
I f  you have bathered t o  read thirr 

Miy w e  paopl* 3eBar* yo* w o 9 1 d n V t  
usasutlljr t a n k b l y  %edioucrr back py. 

beMsre i t  vortlrt yool). 
jou say have notiaed that it ham 

v livened np a bi t .  WCW I'm quit* 

p ~ e p r r e d  t o  be t  t k a t  a whole 1-d 
Cf JIO fee1 like 8 few f r ea  irrm*a 

oi- wBf wt write u s  an w t i c l e ?  
of people tuan ' t  dofkg t o  even 

Vet*+ get t he  wt gh-a credit give t b i s  pa* a second glmc*. 

eo t ) y * r e  going to  sirs a l l  the fu, 
wt* usrurgr .u, awl;̂  ri. ems free . _ 

' '8hri.l. ehT j # q  The Force be ritb -1 
Esse) prr sf rt.tic;l. B e d ,  eh? 

"ssPm* 


