
















































































three rounds you get -1 per round, due 1o tuel
evapuration. The damage starts on column
11 and 1s shafted from thete.

Incidentally, any heat-producing weapon
or high-velocity projectle that his  the
carriet of the tuel thrower has a 25 chance
of hitting the tank, causing a4 hve-meter,
column 13 fireball.

Model II: Carries 5 squirts and has a 15",
chance of explosion.

Ripper Drone: FI'N-R&0)-92-49 (Fritz-Y}:

This 1s a '-meter cylinder that hovers 11,
meters otf the ground with the aid of two
rotors. It s voiee controlfed. but only
understands  the commands "ATTACK,”
"HEEL.,” and "RETREAT.” When told to
attack, the drone flies to the nearest
antagonist at 10 meters per round. When it
reaches 1ts target, the tront end opens up and
a robotic arm grasping o knife {column 7)
stabs its target {75 chance 1o hit). It has the
equivalent of combat sutt armor.

Unfornunately, the drone has 2 10 chance
per attack order ob mistaking a member of the
controller’s party tor an antagomst, and a
500 chance of tgnoning any heel o retreat
orders.

Model Il: Has o chamnsaw (tolumn 11)
mstead of o knde. and 0 20 chance of
nisunderstanding an attack order.

Cerebral Integrity Cap: DFH-R&l)-192-45
(Dennis-B):

A hall-spherte cap with Jots of wires
danghng lrom 1.

It s supposed to help thinking processes.

Alter s placed an g person’s head, itwill
sit there for one munute, then gialt itsell 1o
the poor stoly's cential nervous system. It
sends icessant patriotic messages such as
“Serve The Computer” and “The Computer is
yvout brrend” This wall makestimpossible tor
the victim to comnnt any tredsonous add
unless hie succeeds o dilbicult attedbute
check vs Chutzpah.

The device van beremoved by any medic or
dachot that can make two successive medical
shill tolls — one to frgure out how to remove
it and one toremove it Fadure on the second
roll means death or biain damage for the
Troubleshoate

Model II: This one won't graft itsell 10
anvone’s b and at doesnt send maind-
influencing  messages It ncreases  the
wearet's NMovie honus by 200 and transmuls
all imlormation recenved by the wearer to the
computer (10-hidometer tangae)

Pong Grenades: I.|]P'-RaD-912 30 {Lon-Y):

These  are sphencal, bright orange
grenades. They explode, throwing hundieds
ol smaller bricht mange spheres eatled
“ping-pong bails™ i Old Reckoning) which
attect a tive-meter tadius {volumn 1).

Model II: The ping-pong balls contan a
powertul nerve gas which causes severe
bleeding (column 15, 10-meter vadius).

Mangler Shells: PRQ-R&D-524-18 [Patsy-
G):

Dark green conerifle shells (column 8,
range 15 melers, radius 20 meters). These
shells have elaborate tins all over them. This,

unfortunately, decreases then  masimum
range so that anyone using them will be

caught in the blast.

Model IL: Has a4 range of 300 meters {due to

the elaborate fins).

Reviews of Two New

PARANOIA Products

Acute Paranoia

By: The Usual Gang of Suspects
Published by West End Games
Price: $9.95

Value: Good

Review by Phillip Rice

Well, what can one say? Paranoia
supplements are starting to be written more
for reading than playing, though they are
indeed very good reading! Acute Paranoia
gives the owner fand OM) one mega
adventure, 3 minor adventures and 9 short
sheteh “rdeas.” which enterprising GM's can
turn into complete adventures.

These shetehes are probably overall a good
wdea. but alter all. anyone can come up with
goud “ideas.” Coming up with the detals is
what makes ot breaks the mission. Don'y
torget. you get to pay your $9.95 for an 80
page magazine (in elfect), or 12.4¢ per page.
This copy ol VIP runs vou about 5.5¢ per
page. i case vou wanted o compare.

For what youdo get,"NMe and My Shadow |
MK IV 15 eastly the best. with "Marriors of
the Night Cyvele” o distant second. OF the
shetches, look  at "Whitewash™ and
“Outlandish.” H vou alwayvs wanted to be
bal,yvou can play one. West End even throws
In more Secret Societies!

Acute Paranoia is well written and an
intetesting addition to the Paranoia genre.
IU's not as. well, sdly as same of the othey
oftenings. vou do get o lol of material, and
vou can't beat that cover tor truth o
advertising! Recommended with the
resetyvations noted.

Send In The Clones: Adventure for
Paranoia role-playing game
Published by: West End Games, Inc.
Designers: Allen Varney & Warren
Spector

Developer: Ken Rolston

Price: $8

Complexity Level: Low

Rules Clarity: Good

Graphics Quality: Good

Review by |. Michael Caparula

Send In The Clones 1s a side-splitting, gut-
wrenching, laugh-a-minute riot of hilarity,
delivered  tongue-firmly -planted-in-cheek
by Allen "GLOBBO” Varney and Warren
“TOON" Spector, both of Steve Jackson
Games. For gamers who are down in therole-
playing dumps after just completing D&D
module XZ-647, this may just be what the
doctor ordered. For those seeking o more
intellectual challenge, this is definitely one
to pass up.

Rumor hdas 1t (remember, these are just
rumors!} that Teela O'Malley. video heroine
ol Alpha Complex citizens everywhere, 1s
suspected ol being a Commie traitor. The
Troubleshooters” mission 1s o simple one;
Find and apprehend Feela

This is beer 'n’ pretzels gaming at 1ls
ultimate. The action s loud. last. and
turious. Not surprisingly. o session of Send
In The Clones is much hike o TOON
adventure. The GM s expected ta be very
theatrical; he will sing traitorous songs (*I'm
an Alpha Complex Dandy 750 MO o game
show (tomplete with cue cards), be a stand-
up comedian, talk ke o Southern Caltforman
{"Let's do lunch some time.."), et Passive,
unboisterous gamers are advised to stay
anay.

The evenls and situations of Send In The
Clones are spelled out welll alimost too well.
Players may object to bemng bhindly led mto
disastrous encounters, there s hitile
decision-mahking o1 problem-sofving on the
part of the Pds. As a subplot. the characters
are all invelved anoa memory-wape diug
standal. Each plaveronly knows a small part
af the big preture, and tensions are supposed
to surfuce during play. That dida’t happen
when [ ran the adventure; the players were
too distracted and forgot all about the
seandal. would suggest heavy note-passing
on the GNM's part at he wants the subplot
played out.

This doesn’t detract, however, from the
adventure's overall enjoy ment. This is pizza-
mundhing gaming with a vengeance, and |
would strongly advise having plenty of
alcohohe consumabtes around to loosen up
the participants. Like any Varney Spectos
production, the zanv theairics and
loudmouth player interaction are w hat make
it fun.
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