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l( N I G H T rA L L JF =,'!3%h:ofriJ,,
Innocent traders run afoul of local politics and are caught up in the battles of the Rebellion itself. But that's

yust for starters! They become prisoners of war, then fugitives. Along thp w4y, they learn of a fabulous pre-
lmperium lost city of high-tech wonders. Can this city's treasures give
wi l l  w in  the  Rebe l l i on?

Eight
successive
scenanos,
o lus  assor ted  random
nuggets that together make
th is  a  tense ,  exc i t i ng
MegaTraveller adventure !

Here 's  an  adventure  to  knock  your
characters '  socks of f l  Start  wi th an or-
dinary s i tuat ion and gradual ly escalate
the  danger ,  the  rn t r igue,  and the  c lues
untr l  the only solut ion is at  the end of  a
long, arduous journey. But that  solut ion
rs  impress ive .  a  fabu lsus  pre- lmper ia l
c r ty  o f  undetermined (bu t  very  h igh)
tech  leve l .  Somehoyr ,  long  ago,  i t  fe l l
o f f  the  maps,  and now on ly  a  t ra i l  o f
c lues leads to i ts lost  wonders.

Of  course ,  the  adventurers  a re  pur -
sued by  agents  f rom a l l  s ides  o f  the
Rebe l l ion .  S topp ing  even {o r  a  day  can
be hazardous to their  heal th.

Kn igh t fa l l ' s  c inemat i c  nugge t  sys -
tem c lear ly  de f ines  and descr ibes  the
inc idents  p layer  charac ters  w i l l  pass
th roug l r  i n  the  course  o f  the i r  exp lo -
ra t ions .  Care fu l  de ta i l ing  makes each
nugget  come a l i ve  fo r  the  p layers  and
re f  e ree .

Kn igh t fa l l .  A  MegaTrave l le r  ad -
venture .  96-page book .  GDW: 0219.
ISBN:  1  -55878-062-9 .  $1  0 .

973 -
t -ook l i t r  ( iDW games at  your  krcal  ganre or  h<lbby store.  I f  i t  dr tesn ' t  have them. i t  can
specia l  order  them. Wri te for  our  f ree,  fu l l - l ine GDW game cata log.

It-r ' nrail, send a check, money tlrder, or Visa/Mastercard number and signature.
I)lease add ll\9o l irr shipping and handling.
l ly  phone,  (309)  .152-3632 betu 'een 9 a.m. and 5 p.m. Centra l  t imc.

Hebell ion Sourcebook
The lmperium is being torn apad by the Rebel l ion;  the

once-stable 1000-year empire is rapidiy decaying into
dozens of petty pnncedoms. Rebellion Sourcebookcovers
every detail of the Rebell ion:the sides, leaders, territories,
f ight ing,  equipment.

Rebell ion Sourcebook. 96-page book. GDW: 0214.
ISBN: 0-943580-63-3.  $1 0.

one side the advantage thal
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CINEMATIC NUGGET FORMAT
Each scenario is composed of several

nuggets. Some are just for atmosphere, but
olhers are identified as key nuggets lhat
must be played.

Each nugget has a scene (information for
the players on what they see, hear, taste,
and feel at the start of the nugget) and an
action (informalion to releree on how lo run
the act ion in the nugget) Each scenario has
a referee's summary on lhe f i rst  page, with
a br iel  descr ipt ion o{ each nugget by num-
ber.  This summary includes a specialsynop-
sis diagram showing visual ly how the nug-
gets f  i t  together.

P.O. Box 1646
Blooming lon ,  lL  61702-1646 -



Welcome to our tirst issue of the new year. We
have some good news for our readers. With our
next issue (# 15) we are going to a full-bleed
cover. In case you don'tknowwhat this means, the
illustration on our coverwill till the entire cover
from eclge to edge. This will increase the
illustration quality of our covets and make the
magazine more attractive on magazine stands.

We're pleasec, to see lhat our reaclers continue
to rate VOYAGES SF as their second favorite
magazine. Considerin0 the numberof competing
magazines that support our industry, we are
honored by this rating. Eutwe're not going to sit on
our laurels. VOYAGES SF will continue to improve.

ln our last issue, I failed to list Herb Altonburg
under'Artists in this issue." My apologies, Herb.
Also, our Reader Survey listed two articleswhich
wer€ not in that issue, and did not include one that
was, entitled "The Fort Bliss Class Destroyer." This
is because last minutg changeswere made in the
contents of last issue, and I overlookecl correcting
the Survey. Sorry folks. We'll certainly try to avoicl
this mistake in the future.

VOYAGES SF 13 SURVEY RESULTS
Mechanics Of Aclventure Gamin9... . . . . . . . . . . .  . . . . . . . . . . . .3.7
Katl in C. Buchannon... . . . .  . . . . . . . . . . . . . .3.5
Raic, On Ths North Pole . . . .3 .2

Reviews... . . . , . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .2 .2
Rails ln The Astusapes .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .2.O
Sanity In Space... . . . . . . . . . . . .  . . . . . . . . . . . . . .1-7
Q1: ls this issue better than our last? 50% said no.
33% said yes.

Q2: Including yourself, how many people read this
issue? 2.0
Q3: Rating in order of preference the most recent
issues of the gaming zines you react, where would
you rate this issue of VOYAGES SF (1 is high)? 1.8
Q4: What one game would you like to see more
coverage of? MegaTraveller, shaclowfun, 2300 AD,
SpaceMaster, Legionaire, Sky calleons Of Mars,
Justifiers.

-Jamesg. K/hg

The Go-Betweens
A Shadowrun adventure.
G/enA//rson

I

- A Gunsmiths In Star Wars

t tl 
.r:I1y:*:;;or repairins and improvins brasters

Solomani Space Fighters
Two space fighter designs for MegaTraveller.
MattiLaakso

I r The Case Of The Haunted Car

I b I:;H:t*i;:e'|adventure
Encounter At Hesperus
2300ao fiction inspired by the adventure book Invasion.
Don l,U. Shanks

Effects Of Wounds ln Star Wars
Making wounds in StarWars a little less clean.
JamesB. King

Corsair Contention
A MegaTraveller adventure thwarting pirates and saving lives.
James8. Krng

Reviews
Rifts, Reich Star, Attack Of The Humans, GUHPS Cyberpunk,
Knightfall, Twilight: 2000 Vehicle Handbks, Stuff Dreams Are Made Of

Unoff icial Combat
playing System
A ubrey Fores t /Ae/ch e rt

Errata ForThe Pallaclium Role-

T4

I
22

28
5 Commlink
17 Future Voyages

15 Voyages SF 13 Survey
26 Words To Game By

Editor & Art Darector: James B. King

Contributing Editors: clen Allison,
Jerry Campbell

Oistribution Manager: Chantelle King

Artasts an this issue: cary A. Kalin
(cover); James B. King (10, 22, 24, 25);
Altrec, R. Klosterman (25); Matti Laakso
(14,15); John McEwan (13): Phi l  Morris-
sey (6, 16): Donald Riney (19, 20); Don
w. shanks (21).
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w€€x€nos.

Submlssions: W€ w6lcoms unsollcl lsd manuscrlpls

and arl. However, bofore submill ing you should

write and roqusst a guidslinBs shs€1. Including a

sslf-addrsssed, slamped 6nvelope (SASE). Also

Includg a SASE or posl card wllh corrsspondence lo

assur6 a r9sponsa

Distribution to retailers by:
A c t a o n  D i r 6 c r  D i s t .  T h e  A r m o r y ,  C a p l t a l  C i l y  D i s l  ,

Chass6x Diamond Comlc Disl  .  Heroes World. Slyx

Inlernalronal.  Wargames Wssl.  Zocchi Disl-

Adverlisers:
F r a z i 6 .  c a m € s  ( 9 )

Gam€ Deslgners Workshop ( lnsld€ tront cover,  back

c o v 6 r  )

G € m c o  ( l ? )

Rapporl  Games (4)

Bevrr6sco ( lns{de back cov€.)

Sag€-Lore Product ions (33)

< ^ 6 L ^ r  a r f r , ^ ^  < ' , . t a h c  a 2 ? l

siarLancs Publ lcal ions ( l  l  27)

Sword & Starship EnlefPrises (23)



orr
In the future, roleplaying will be different.

Books and character sheets will go to the wayside
as real experience simulators take over. Vast com-
puters with the power to project a reality straight
into your mind will have the ability to make your
dreams come true. Literally.

Huge facilit ies will exist to give gamers access to
this power. It will be expensive. It will be worth
it .

I t  wi l l  happen. Unti l  that t ime we have Morpheus.
Thc roleplaying system of the mind's eye.

'fhe Garne:
The dream is of the futurc. A future where
roleplaying has been taken to its ultimate:
Actual experience. Step into gaming cen-
tral, lie in the couch, and dream a dream of
adventure.

Within a lVorld:
The neural link promised many advantages
to mankind. Of them, f-ew were realized as
fully as gaming. The Morpheus Mind
Park arose as the leader in mindgaming.
Gamers wait for as long as two years for a
few short hours in Gaming Central where
their dreams can come alive.

Within a Came:
Now you have access to the Mind Park.
Morpheus will take you where no other
game has gone before: the shadow reality
of the dream world. Heralded as the best
roleplaying system ever devekrped,
Morpheus will allow you the lreedom to
play the kind of character that you have
always wanted. Characters from the future
walk side by side with figures fiom the
past and other dimensions. Players have
complete control over their characters, and
character modification is allowed at any
time, even in the middle of combat.

Playtested for over four years. The most
imaginative system to appear in years.
The future is available now.

If you can dream it, you can become it.

1031 E Batt lef ie ld,  Sui te 1148
Springfield, MO 65807

41 7) 881-3046

Rapport Games
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Flom FASA's Never D€al With A Dtagon From eDWs Cactiltacs & Dinosauls

Quesl/on matk indicales
release dale unknown.
Parcnlheses ndl?ate nlen-
ded le/ease dale. Dales nol
n parentheses /ndicale item
ayat/ab/e al pl,eparalton ol
thts co/umn.

The Adjutant
MegaTraveller: Trackeo
Vehicles, $4.95, Oec

Wheeled Veh.. $4.95. Dec
Grav Vehicles, $4.95 (Feb)
Waterborne V., $4.95 (Feb)

B_ T.  R.  C_
Space Time: Borcler Run,
$8.95? (Jan)

Warpworld, $19.95 (Feb)
Guns, Guns, Guns - More
Guns, $8.95 (Feb)

Chaosium
Call Ot Cthulhu: Fatal
Experiments, $1 8.95, Nov

Dark Designs, $18.95 (Feb)

FASA
Shadowrun: Downtown
Militarizec, Zone, $30, Nov

Harlequin, $12, Dec
Shadows....Twilight, $8 (Feb)
lvy & Chrome, $8 (Feb)
Never Deal with a Dragon
(novel), $4.50, Nov

Choose Your Enemies Care-
fully (novel), S4.s0 (Feb)

GDW
Cadillacs & Dinosaurs RPG
$18, Dec

Dark Conspiracy, $20 (Feb)
MegaTraveller: On the
Edge, 96 pp. $10 (Apr).
Aclventure anthology. Seek
fortune, join a border guard
oatrol. or sneak into an
intefdicted world. Written
for the Spinward Marches
but playabl6 in any location.
By Mike stackpole.

Twilight: 2OOo: soviet Cbt
Vehicls Hbk. $12. Nov

Infantry Weapons of the
world, $12 (Jan)

Bangkok, $12 (Mar). Vi l lain-
ous scum of half of Asia
gather here to wheel, deal,
and entertain themselves.
Whatever vou want. whate-
ver you neecl - somebocty
has it in Bangkok.

Herc: 2OOO, $16, Dec
Gazetteer, $12 (Apr)

Games Workshop
Conf rontation, $34.95 (Dec)

Hero Games
Champions: Olympians,
$9 (Dec)

Roacr Kill, $7 (Jan)

lron Crown Ent-
Cyberspace: Cyberskel-
ter, $10 (Jan)

Mstal Express: Overkill:
Ptolemean Wars. $14. Nov

Black Guarct. $8. ?

RoleMastsr: Oark Space
Srcbk, $14 (Dec)

Leading Edge
Phoenir Cmnd: Civi l ian
weapons Data, s8.95, Dec

Mayfair Games
D C  H e r o e s :  J u s t i c e
League Srcbk, $'12, Nov

Chill: Access. Pck, $'13, Nov

Palladium Books
TMI{T: Mulants In Avalon,
64pp, $9.95 (Jan). Adven-
ture sourcebook lor the
Alter fre Bomb se(ies. ln-
cluctes new mutant ani-
mals, giant insects, knights
and magic. Cover: Kevin
Fales,. lnterior art: Larry
MacDougall .  By James
Wallis.

EsyondrSupetnatutal:
Boxed Nightmares, $1 1.95,
(Nov). 80 pp. adventure
sourebook inclucles tules
tor creating secrel organi-

zations, three new mons-
ters, seven adventures, GM
tips on playing horror
RPGS. Plus 16 pp satirical
tabloict newspaper that
provides clues and source
material for the players ano
short silly articles to tickle
the tunnv bons.

RoboTech : lnvid video # 2,
$29 95 (Feb)

Rafts: Worlcl  Book 1: The
Vampire Kingdom, 164pp,
$14.95  (Mar /Apr ) .  The
bizarre vampirs secret
societies of Central ancl
South Americawill be com-
p le te ly  descr ibed anc t
mappect. Includes cities,
slaves, villains, monsters,
and adventures.

R- Talsorian
Cyberpunk: When Gravity
Fails. $12. ?

Night City Srcbk, $15 (Feb?)
Mekton: Mekton EmPire,
$14. Dec

Seeker
Me0aTravellet: EmPress
Marava ll 25mm cteck Plans,
$1 '1.95, Nov

Steller Games
Knightlife: Nowhere Men,
$9.95 (Feb)

Steve Jackson
Awful Green Things From
Outer Space, $ 1 9.95, Nov

Gurps :  T ime Trave l ,
$16.95. ?

Martial Arts. $14.95, Dec
Psi-Tech, S'16.95 (Feb)

Task Force Games
starfleet Eattles: Basic
boxecl set. $29.95, Nov

Timeline
Morrow Ptoiect: Personal
& Vehicular Blueprints
(reprint), $7.95, Nov

TSR
Buck Rooers XXVc: Earth
in 25th century, $9.95, Nov

Deimos Mandate, $6.95(Jan)
character Record sheets,
$8.e5 (Jan)

Sargasso of space, $6.95
(Feb)

West End Games
Star wars: Galaxy Guide 6:
Tramp Freighters, $'13, Dec

Galactic Races(min.), $12, ?
Domain of Evil, $1o (Jan)
The Graveyarcl of Alderaan,
$10 (Feb)

Torg: Cyberpapacy Souf-
cebook, $18 (Feb)

Queenswrath, $12, Dec
GoctNet, $15 (Jan)
High Lorcl of Earth, $12 (Feb)

Whit Prod-
Chicago 2o5o: Worlct
Report. $20, ?From Pa//ad/Um 800k's Mulanls In Avalon
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Prologue
Donald Torval t  leaned

back  i n  h rs  e rcc r r t i ve  cha r r
and smi led.  Soon.  Soon l t
lvould a l l  come together .
When the h i red team of
' runnets fa i led to rc t r ieve
the  m iss ing  da tach ips ,
Fug i t ake -Norbe r t  Co r -
porat ion would quick ly  go
out  of  business.  Then.  he
could openly go to work
ior  Johanssen Toys.  Inc.
W i th  t he  da tach ips  t ha t
he had so carefu l ly  pur-
lo ined f rom research.  he
had been able lo  wr i te  h is
own t icket  wi th Johans-
sen.  Wi th in the hour.  the
team would be back and
they wi l l  have fa i led.  He
had made sure of  that .

The Go-Betweens
A Shadowrun adventure

Glen Alltson
-

" Je rk ing  you r  t hough ts
arvay f  rom what  mtght
have been,  you teal ize you
are bei r rg led to a set  of
ca rved .  doub le  doo rs .
O p e n i n g  t h e m ,  t h e
brunet te br ings you face
lo  f ace  w i l h  you r  ne rv
e m n l n v c r  ' l - l e r e  a r e  l l g\ , , , P ' v l L ' .

peoplc you requested.  Mr.
Torval t .  Is  there anyth ing
else you need?'

"The man actoss the
desk f rom yotr  shakes h is
head and mot ions for  het
to leave.  The s i lence
g r o w s .  S u d d e n l y .  h e
speaks in  a gtavel ly ,  bass
voice.  dropped to a neat
whisper .  ' l t 's  about  t ime
you got  here.  This is
important .  and we don' t
have a lo t  of  t ime.  I  need
lhe serv ices of  seveta l
people to do a l i t l le  job fot
nre.  You have been selec-
ted because of  yout  tepu-
tat ion for  get t ing the job
done . '  He  ha l f  t u rns .
reaches into a drarver  and
slaps several  drawings on
the desk in  f ront  of  you.
They look l ike schemal ics
for  three or  four  d i f ferenl
types of  datachips.

"Torval t  speaks again.  ' l  am wi l l ing to pay you 5,000 nuyen
each to del iver  a ransom payment  to the th ieves who sto le these. '
He points to the datachip p lans.  ' l  need the prototypes back
immediate ly .  The job shouldn ' t  take more than a few houts out  of
your  day.  or  rather .  nrght .  Wi l l  you take the job?'  He leans back
wi th an inscrutable look on h is  face as he awai ts  your  answet . "

Backstage:
Once the team accepts the job.  however incomplete the deta i ls

have been up to th is  point ,  Torval t  speaks again.  " l  knew I  could
cotrnt  on you to do i t .  Now. here is  what  you need to do.  F i rs l .  I
g ive you hal f  o f  your  payment  now. You' l l  get  the rest  when you
del iver  the datachips.  Second,  s tudy these datachip p lans so you
know what  they look l ike.  And th i rd,  del iver  the ransom credst ick
to the people wi th the goods at  midnight  tonight .  You are to meet
them at  the Terry Avenue dock on Lake Union.  F inal ly ,  you br ing
the 'chips here to me at  f ive a.m. I  wi l l  ar range for  you to get  in  by
rvay of  the south entrance and loading dock."

The Fugi take-Norber t  Bui ld ing is  located at  the in tersect ion of
Bell Street and Second Avenue, across the street f rom Damian's. a
large f i rs t - t lass restaurant .  l t  is  an e ight  s tory bui ld ing made of
brrck.  The main enl rance.  revolv ing g lass doots.  is  on the west  s ide
of  the bui ld ing.

Fixing The Glitches:
The only real  problem that  can occur  here is  that  the p layers

decide not  to  take the 1ob.  I f  that  seems to be happening.  Torval t
rv i l l  up the ante and of fer  s i r .  seven.  or  e\ ren e ight  thousand nuyen
each.  But  he can only pay 2500 up f ront  and of  course he has r ro

Introduction
The PCs are h i red 1o

be go-betrveens in an
exchange of  a credst ick for
sto len datachips.  I r { r .  Tor-
val t .  an execut ive for
Fugi takc-Norber t .  g ives
them the ransom payment
and d i rect ions as wel l  as a
descr ipt ion of  the mtss ing
d tach ips .  When  the  P ( ' s
go to make the exchange.  th ings go wrong.  Not  only  do they lose
the ransom payment .  but  lhey don' t  get  what  they came for  e i ther .
When they go back to thei r  employer ,  Mr.  Torval t  is  unwi l l ing to
coopeta le and wi l l  not  g ive them any help.  He is  real ly  work ing for
Johanssen Toys.  Inc. .  a  r iva l  business f i rm.  and arranged for  the
i tenr  1o be sto len in  the f i rs t  p lace.  He h i red the PCs for  the
go-between job because.  in  h is  opin ion,  they would be the easiest
to dupe.  That  in formatron can be had f rom the company's
databanks wi th a l i t t le  work.  The PCs should f  ind th is  in format ion.
tet r ieve i t .  and f igure out  a way to get  the in format ion to Torval t 's
boss,  e i ther  for  revenge or  at  least  to  bols ter  thei r  a i l ing reputat ion
fo l lowing the go-betrveen f  iasco.

Explanat ion of  "Dorvnloading The Data:"  Whenever you see
th is  heading,  read the secl ion below i t  a loud to your  p layers,  I t  sets
the scene and te l ls  the p layers a l i t t le  of  the in format ion they
would know.

The Hiring Process:
Downloading The Data:

"Here you are.  s tuck in  a too smal l  e levator .  on the way to the
f  i f th  f  loor  of  the Coorsomn Bui ld i r rg.  F inal ly .  the e levator  gr inds to
a stop and the doors h iss open.  You s lep in to a recept ion area wi th
a desk in  f ront  of  you.  The secretary,  a brunet te.  looks up and says,
'You must  be the people NIr .  Torval t  contac led.  Fol lorv nre.  p lease. '
She's  gorgeous.  and.  as she lurns to the in tercom. you rvonder to
yourselves r f  perhaps she is  f ree af ter  work tonight .  Bu1.  on second



ln tent ion of  paytng the rest .  anyway.

Donald Torvalt
Torval t  is  second- in-conrmand of  Rescarch and Development

Secur i ty  for  the Fugi take-Norber t  Corporat ion.  He has worked
there for  len years and has,  unl i l  lecent ly .  been content  rv i th  hts
. ;ob.  L-ast  year .  someone f  rom Johanssen Toys approached h im and
made hrm an of fer  that  rvas very in tercst ing:  I f  hc could srrpply
somethrng.  say.  prototypes of  something Frrg i take-Norber t  rvas
work ing on.  Johanssen Toys rvould g ive h inr  a .1ob as Head of
Sec r r r i t y  i n  t he i r  company .

' lorval t  
was def in i te ly  in terested.  N{onths la ter .  he saw his

oppor luni ty .  The prototypes for  a new type of  datachip 1o be used
in advanced game s intu lat ions had been del ivered.  Hc repiaced lhe
prolotypes rv i th  sorne fa i led at tempts that  had been d iscarded
ear l ier  and smLrgglcd the real  s tuf  f  out  in  a por table vrdeo game.

The prototypes have been d iscovcred missrng and thc Chicf  of
Securr ty  and the Head of  Rcsearch and Developntcnt  arc aborr t  to
lose thei r  jobs.  A ransom dcmand has been received.  ask ing for  f ive
mi l l ion nuyen for  the return of  the miss ing dalachips.  Torval t  wrote
the ransom denrand and mai led i t  h imsel f .  He has h i rcd some people
to do the datachip-ransonr su, i tch for  h im.' l -o  

nrakc sure that  the cxchange fa i led,  
' l 'orval t  

searched for
wccks to f  ind a tcam that  was st i l l  a  l i l t le  grcen and incxper ic 'n<:cd.
They  had  to  havc  a  r cpu ta t i on  bu t  l hey  had  to  bc  g r r l l i b l c  and
trus l ing ( i f  that 's  possrb le rn a team of  shadowrtrnners) .  F inal ly .  he
camc up rv i th  a l is t  o f  possib les.  He then ran a psychological  prof  r le
on the members of  a l l  tcams on thc l is t  and chose the rnost  l ike ly
1eanr.  Necdlcss to say.  I )onald 

- l 'orval t  
docs not  havc a i r igh

oprnion of  the PCs.

A'ITRIBTITES SKI I - I .S
Body:  2 ( iontprr ter  Theory:  5
Qrr ickness:  )  F, l iquct te (Corporatc) :  8
Strength:  2 Negot iat ion:  6
( lharrsnra:  4 Psychcl logy:9
Inte lJ igence:  6 SPECIAI-  SKI I - I .S
Wi l lpowcr:  5 Socio logy:  6
Essencc:  3.8 I r i rearms,  Pis to l  (Ares Predator) :  4
React ion:  5 GI ;AR
CYBhRWARE AresPreda to r l l ( 15 -c l rp ,6 l v14 )
Data. lack rvr th 200Mp .
of iVtemory

The DoubleCross Swap
Downloading The Data:

"The breeze feels  cool  as i t  b lows across Lake Union and past
,vour  faces.  I t  br ings the smel l  o f  rot t ing f ish.  rnrxed u, i th  the odor of
soy French f r ies.  f r ied f ish.  and soyburgers f rom the restaurant
several  b locks up the st reet .  A fov st raggl ing pcdt 's t r ians are
hurrv ing horne af ter  work ing a la tc  shi f t  somewhere.  The s i lence
seems to echo of f  the rval ls  of  surrounding bui ld ings.  In  the
distance.  the sound of  a powered boat  brcaks the quiet .  s lowl l ,
g tow, ing louder.  You can l tear  the water  lapping against  the p i l ings
atound the dock as yorr  s land there hold ing the ransom. The a lmost
f  u l l  rnoon shi i res dorvn on you out  of  a near ly  c loudless sky.

"Looking around nervously,  you see no one on the dock.  Sonre
crates are p i led to,vour  le f t .  creat ing shadon,s that  seem darker
than  thev  ough t  t o  bc .  N loven ren t  ca l ches  \o r r r  eyc  t he re .  A  ra t .
larger  tharr  any rat  has a r ight  to  be.  scanrbles out  of  the shadorv
and runs across ) ,our  shoes.  d isappe'ar ing in to the darkness.

"Then,  yorr  hear  the c l ick of  a weapon being rcadied an( l  a  low

voice f rom your r ight  says.  'Wel l .  you ' re f ina l ly  here.  L.et 's  get
down to business.  Show me the credst ick. '  At  th is ,  a shadowy
f  igure steps out  in to the d im l ight .  He's  dressed inwhat  looks to be
black leather  wi th red t r im.  and he is  rvear ing a heavy p is to l  in  a
bel t  hols ter .  In  h is  le f t  hand.  he holds a f  lashl ight .  He steps toward
you and holds out  h is  r ight  hand. ' [ -et 's  see i t , 'he says."

Scouting A.strally:
"You soar  out  across Lake Union.  looking down at  the dock.

No nragic down there.  There are several  people down on the p iet
near  the crates,  but  no act iv i ty .  l -he people seem keyed up,  exc i ted
maybe.  or  neIvous."

Backstage:' l 'he 
man's nanre rs  Snr i l in 'Jack and he is  not  a lone.  In  the

shadows are h is  s idekick.  Frankie,  and several  others of  h is  gang.
"The Midnighlers."  Thei r  job is  to  take the credst ick in  exchange
for  the sto len datachips.  What  Snr i l in '  Jack doesn' t  knorv is ,  the
datachips aren ' t  the r ight  ones.  The PCs dorr ' t  know th is  e i thet
bccause Torval t  shorved t l rem incorrcct  drarv ings.

Jack wi l l  make the t rade and then at tempt to do what  he is
rcal ly  l terc for  -  k i l l  the PCs!

"The guy rn b lack stcps back and srn i les.  'Okay Frankie.  rvastc
' en r . ' he  ye l l s . .Sudden l y ,  t hc  dock  i s  f i l l ed  w i l h  t he  t h t rnde r  o f
exploding guns as thc rnan in b lack fades in to the shadows.  Bul le ts
spl in ter  the crates and r icochel  of f  in to the n ight . "

As the f rght  begins.  have the gang star t  to  fade back to the end
of  the p ier .  Ht ' r i ' lhey wi l l  drop of f  the cnd of  the p ier  but  the P[ ]s
rv i l l  hcar  no splashes.  What  they do i r t 'ar  is  the roar  of  a motorboat .
then they se( .  a low black shape arrowing away into the darkness
across Lakc LIn ion.

A f tu  t hc  ba t l l c .  t he  PC ls  sho r r l d  t r y  t o  f i nd  ou t  who  thcsc
people were.  I f  the PCs returncd f i rc .  a  body can be ly ing on the
prcr  that  can.  rv i th  a l r t t le  rvork.  be indent i f ied.  1 'he corpse worr ld
have a lapel  p in.  a fu l l ,  go ld moon rv i th  a s i lver  s tar  s l ight ly  of f
cenlet  on thc f ronl .  that  nrany.St ;eet  Contacts wotr ld  be able to
rdcnt i f  y  as belonging to the i l l idn ighters gang.

Smilin'Jaclr
Smi l i n ' Jack  ra re l y  sm i l cs  -on l y  when  he  i s  i n  a  f i gh t  o r  abou t

i ^  - + ^ . 1  ^ ^ ^  L l ^  - ^ . , ^ ,  + ^ l l , -  * , , , . L  L I ^  ^ . ^ f ^ . -  + ^  l ^ r  L ; .  A . ^ -( u  J ( c r (  u l t ! .  l l l  r r L r ( 1  ( g l N J  l l l ( t l t l .  l l !  l / l ! t ! r J  r u  l l t  t t r J  n l ! J

Predator  I I  and h is  Uzi  I I I  do rnost  of  the ta lk ing.  He has the
makings of  a Street  Samrrra i  and he leads the Midnighters.  Jack
wears b lack leather  c lothes and has a Midnighters p in on h is  lapel
rn the shape of  a golden,  f  u l l  moon wi th a s i lver  s tar  in  f  ront  of  i t .

ATTRIBTJTES
Body:  6 (8)

Qurckness:  4 (5)
Strength:  6 (7)
Charrsnra:  4
I n t e l l i g e n c c : 5
Wi l lporver l  5
Essence :0 .25
Rcac t i on :  4  (+8 )
GEAR

sKIt-t-s
Armed Combat:  4
Bike:  5
Et iquel te (Street) :  4
Fi rearms:  6
S t e a l t h : 4
[Jnarmcd Conbat :  6
Gunnery:  3
Leadership:  3

.  Hand Razors.  Retractable (3L2)
lJz i  I l l  (  I  6- t l ip .  4N, lJ) .  Smart l ink
A tes  i ) r eda to r  I I  ( 15 -c l i p .6N{4 ) .  Smar t l i nk
Srnar tgLrn L. ink.  Right  Pahn
( iyber l :yes rv i th  l -ow Light  and FIa;e Compensat ion
Wired Ref lexes:  2
Nlusc!e Rcplacr 'nrcnt :  I
l ) t ' rn ta l  [ t la l r r rg:  2 ' \ r ruor  of  (6/ ,1)
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Frankie
Frankie is  a good f  r iend of  Jack 's .  He is  only  just  get l ing star ted

in th is  business but  has made a good impression on Jack and the
rest  of  the Midnighters.  I f  Frankie d ies.  Jack wi l l  do h is  best  to  go
af ter  the people rvho d id i t .  Frankie is  dressed a lmost  exact ly  as
Smi l i n ' Jack  i s  up  to  i nc lud ing  the  l ape l  p i n .

Torval t 's  of  f  ice.  Z ipping across a hal l rvay,  you g l ide through a desk
and computer  moni tor  as you head back to your  buddies.  Taking
one last  g lance around before you scoot  out  the f ront  door ,  you
don' t  see anyth ing of  in terest  to  repor t . "

Backstage:
I f  the p layers return wi th the datachips.  Torval t  rv i l l  examine

them and declare them fakes.  He wr l l  re fuse to pay the test  of  the
agreed pr ice and wi l l  berate the PCs for  s l ipp ing up.

I f  the p layers want  to t ry  again to get  the real  chrps back,
Torval t  wi l l  re f  use any help.  He wi l l  te l l  them that  thei r  reputat ion
has now bcen shot  to  p ieces and they are useless and there is  no
point  in  t ry ing again.  "You wr l l  never  work in  th is  town again."  he
says,  "You can stake your  l i f  e  on i t . "

Remember thal  Torval t  is  happy about  what  happened and he
cer ta in ly  isn ' t  surpr ised by the resul ts .  He p lanned i t  that  rvay.
Af ter  a l l ,  he gave the wrong datachips to the Midnighters in  the
f i rs t  p lace and to ld them to t ry  to f in ish the PCs'  team of f  i f  possib le
before they le f t .  No mat ter  what  happened.  Torval t  wi l l  throw the
PCs out  of  h is  of f  ice in  d isgrace.  And i f  the p layers are observant .
they may not ice a st range l i l t  in  Torval t 's  vo ice *a lmost  as i f  he 's
happy about  what  happened.

Fixing The Glitches:
I f  the p layers decide t l ia t  force wi l l  a id thei r  cause.  don' t  forget

that  Donald Torval t  has a gun.  And h is  desk has a bul le tproofed
shie ld that  pops up at  the touch of  a but ton.  to  protect  h imsel f
agains l  lust  such a happening.

And i f  the p layers decide to keep the datachips,  not  knorv ing
they are useless.  someone on the team should have an at tack of
honor and demand that  they complete the miss ion as agreed.
Besides.  i f  the p layers t ry  to sel l  the datachips to someone e lse,
word wi l l  soon get  out  that  they sold defect ive merchandise.

Information, Information, Who
Has The Information?
Downloading fire Data:

If the team goes after the Midnighters:
"There i t  is.  The apartment bui lding looks quret.  No sign of

^ ^ r : . , i r , ,  ^ , , i - l l ^  ^ : . l . ^ .  C r : l l  r L ^ , ^ ' ^  ^  ^ , ^ ^ ^ , ,  t ^ ^ l l ^ ^  ^ k ^ , , r  r h ^q \ ( r r r r )  v r r ( J r u \  \ r r r r \ r .  J r l l r r  r r r r l \  5  0  l r \ \ P ]  r \ \ r r r r 5  0 u v u r  r r r \

place.  As though you've missed something.  Wai t ,  there 's  someone
at  the window upsta i rs .  And that  car  in  the park ing lo t  has
someone s i t t ing in  the f ront  seat .  several  someones as a mat ter  of
f  act .  So. . . r t  won' t  be as easy as you thought .

"Suddenly,  there rs  a br ight  l ight  in  your  face and thunder in
your  ears.  You've been spot ted.  I t 's  t ime to rock and ro l l ! "

Scouting The Apartment Astrally:
You dr i f t  s lowly across the park ing lo t  and through the

branches of  a smal l  t ree.  Nobody is  us ing magic out  here or  in  the
apartment  bui ld ing.  but  you can see a couple of  people in  a parked
car in  the middle of  the park ing lo t .  I t  looks as though somebody is
keeping an eye on the approach to the bui ld ing.

Going After Data At Fugitake-Norbert:
"You p lug in  and star t  moving in to the computer  system.

Ahead,  you can see the Fugi take-Norber t  complex s i t t ing l ike a
monstrous pyramid agarnst  a br ight  b lue haze.  There seem to be
obvious gates to get  ins ide but  you' re sure they are guarded.  Maybe
you can s l ip  in  past  them.. .

"Sure enough,  i t  worked.  Ahead is  the main entrance.  You
gl ide up the steps and through the f ront  doors.  Ins ide is  the f loor

ATTRIBUTES
Body:  4
Qurckness:  4
Strength:  5
Char isma: 6
Inte l l igence:  6
Wi l lpower:  4
Essence:  5.4
GEAR
Hand Razors.  Retractable (2L2)
Ares Viper  (  I  0-c l ip .  4M2)
CyberEyes rvr th l -ow I - rght
L ined Coat  Armor (4/2)

Midnighters Gang Members
The Midnighters wear dark c loth ing,  some leather  and

synth leather  as rvel l  as b lack denim. Al l  o f  thenr  wear a
Midnighters p in.

ATTRIBUTES
Body:  5
Quickness:  5
S t r e n g t h : 4
Char rsma :  5
I n t e l l i g e n c e : 5
Wi l lpower:  4
Essence :5 .7
React ion:  5
G E A R
Hand Razors (2L2)

SKIT. I -S
Armed Combal :  4
Bike:  4
Et iquet tc  (Strcet) :  4
Fi rearnrs:  4
Prolect i le  Weapons:  3
Steal th:  4
Unarmed Combat:  3

Ret inal  Modi f  icat ion-Lorv I - ight
Kn i f e  (21 -  l )
Co l t  Amer i ca  L36  (9 - t l i p ,3M2)

Uncooperative Confusion
Downloading The Data:

"False dawn is  a lmost  here at  4:45 a.m. The south door at  the
loading dock is  open and unlocked as had been arranged.  What  a
re l ie f .  s ince thc exchange cer ta in ly  d idn ' t  go as p lanned.  You
ca te fu l l y  and  qu ie t l y  r va l k  t o  t he  s ta i r s  t ha t  l ead  up  to  t he  f i f t h
f  loor  and Mr.  Torval t .

"A few dint  l ights are shin ing as you open the sta i r rve l l  door
into the recept ion area.  The gorgeous brunet te is  no longer there.
You can see l ight  sh in ing f rom under the door to Ton'a l t 's  of f ice.
You knock at  the door.  You hear a chai r  creak,  and Torval t  speaks
in that  unique gravel ly  vo ice. 'Conte in .  i t 's  not  locked. '

"As you enter  the room. you see that  Torval t  seents unchanged
f rom th i s  morn ing .  He  speaks  aga in . 'We l l .  have  you  go t  t hem?  I f  I
can get  them back in to Research and Development  before e ight
o 'c lock.  vcry few people u ' i l l  know they 've bcen missrng ' . "

Scouting Astrally:
"Zooming uprvard.  you dr i f t  through an a i r  condi t ioner  vent .

Everyth ing is  quiet .  Af ter  searching for  a t ime.  a l l  you can f  ind are
three ord inary people:  two secur i ty  guards and someone in

SK ILLS
Armed Combat:  2
Car: 2
Et iquet te (Strect) :  2
Fi rearms:  3
Steal th:  4
Unarmed Combat:  3
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directory.  Aha.  there i t  is . ' fhe Rcseatch and Developr t tent  sect ion
rs lve l l  nrarked.  And looking c loscr  and drggrng ntr rc i t  deepcr .  y 'ou
can  f i nd  To rva l t ' s  pe rsona l  f r l c s .  R  &  D  secu r i t y  l ooks  t ough  bu t
nothrng you can' t  gct  throrrgh u ' i th  a l i t t ie  t inre and luck.  Now.
' forval t 's  

s tuI f  looks l ike i t  has a personal  atmy in f  ront  of  i t .  I f  you
can con ) ,our  way-  past  that ,  you 've got  i t  nradc.  Norv a l l  1 'orr  have
to do is  scool  dorvn thc br ighl  ncon hai ln 'ays to the r ight  p laces.
g rab  the  i n f  o rma t i on .  and  n rn . "

Backstage:
( ler ta in computcrs.  such as I -one Star  ot  cven sontc pt rb l tc

databascs can ident i fy  the t r { idn ighte ls  gang f tont  symbols.  co lors.
and nantcs/1.D.  f rom captr rcd or  c lead gang membets.  I f  the PCs
track thc i \ { idn ighters do* 'n and manage to ta lk  to thcm. thcy tv i l l
f  ind out  that  thcy had becn h i rcd b,v 

- lorval t .

Acccss ing  I r r rg i t akc -Norbc r t ' s  compr r t c r s  w ' i l l  r cvca l  t ha t  t hc
datachip p lans that  the I )Cs had secn rvetc not  thc real  th ing.  I f
thc.v d ig in to Donald J-orval t 's  f i les,  thel" "v i l l  d iscovcr  a I is t  o f
shado rv r r rnne r  t e ' ams  w i th  t hc i r  namcs  on  i t .  Bu t  a l l  t he  o thc r  t eams
arc nrorc cxpcr ienced than the I ) ( ls  arc -  the 'othct  t t -ants a l l  have a
morc cstabl ishcd reputatron.  I lur re 'd dccp in a subfr le  is  in forntat ion
aborr t  psychological  prof  i les on a l l  teanrs and nrentbers a long wi th
a  r ccon rn rcnda t i on  t ha t  t hc  PCs ' t can t  be 'h i red  as  t h t ' go -bc tweens
bccarrsc thcy rvould bc nrore grr i l ib lc  than thc o lhers.  Anothcr  f i le
i is ls  scvcra l  gangs as u 'e l l  as sonre of  the shadorvrr rnner  tearns on
thc  p rev io r r s  l i s t .  A l so  hc re  i s  a  recommenda t i on  to  h i re  t he
I t l rdnightcrs lo  cxchange the fake datachips and tcrn i inatc the
l ) ( 's ' tcam * ' i1h vcry c 'x t rcnr t -  prc. ludicc.  Obviorrs ly ' .  l 'orval t  is  up to
sonrc lh ing.  But  cxact ly  rvhat  that  rvorr ld  be rs  s t i l l  a  rny 's tery.

- l 'hc 
sel r rp herc is  to  a l low'1he I 'C 's  acccss to thc contpLr tet  dala.

I f  1 'orr  as refc ' rce rvant  to  dc la i l  t l t t 'contputet  systen) .  go ahcad and
map  i 1  ou t .  IC  and  a l l .

Fixing The Glitches:- [ 'he 
mair r  problcms that  nr ight  conrc up herc are:  l )T l rc  p laycrs

dccic lc  to do noth i r rg.  and 2)  
' l 'he 

p laycrs don'1 f ind the in fornratron
necdcd to prr t  togcthcr  rvhat 's  going on.  In  the f i rs t  case,  expla in to
the  p layc rs  t ha t  t hc r r  r cp r r t a t i ons  a rc  a t  s l akc  hc t c  and  any th ing
thcv  can  do  to  n rakc  t h ings  r i gh t  t v i l l  be  rn  t l t c i r  f avo r  when  thc
ncr t . lob of f t ' r  conrcs a long.  In  the sccond case.  ) 'ou as rc fcree wi l l
nccd  to  p rod  thc  p layc rs  a  l i t t l c .  I f  t hey  don ' t  have  a  l ) cckc r  on  the
tcanr .  t i rcy can h i re sonrcone to do thc conrprr ler  job.  A Strcct
( ' on ta r :1  can  nan re  t hc 'N l i dn igh tc rs  as  t hc  mos t  l i k c i l ' gang  to  f i t
t hc  dcsc r rp t ron  g i vcn  b i ' t he  P ( l s  and  p robab l y  cvcn  sugges t  wh ( ' r e
thc ! ' can  bc  f o r rnd  i f  anyonc  r vo t r l d  bc  so  f oo l t sh  as  t o  go  l ook ing
Ior  thcnr .

Mopping Up Afterwards
Norv.  thc I )Cs hai 'c  a l l  th t '  in format ton avai lablc  about  rvhat

rvas gorng ou.  l -he easicst  opt ion for  improving thei r  reputat ion is
to arrange to spcak wi th Donald Torval t 's  sr rper ior .  the Clh ic f  of
Secnr i ty .  a l  Fugi takc-Norbcr t .  Yorr  as referee might  have to g ive
them a  l i t t l e  he lp  i n  pu t t i ng  i t  a l l  t oge the r .  B r r t ,  i n  any  case .
l 'orval t 's  boss rv i i l  be p lcascd 1o havc in format jon and proof  ( i f
possib lc)  of  J 'orval t 's  u ' rongdoing.  

' f l rc  
PCs might  decide to go

af tcr  Torval t  pcrsonal ly .  and thal 's  okay too.  But .  i f  they do.  they
had  s t i l l  be t t e r  t a l k  t o  t he  Ch ie f  o f  Secu l l y  a t  Fug i t ake -Norbe r t .  I f
they 'don' t ,  the i r  reputat ion on the st rects rv i l l  renatn be lousy.

Awarding Karma:
I ) r v rde  l 0  Ka rma  Po in t s  amongs l  t l t c  s r r r v r v tng  t cam members .

Refer  to page i60 of  Ihe Shadotrzzz,r t r r iebook 1o atvatd rndiv idual
ka rn ra .  $

Trade & Conquest
rs a l00%o computer moderated Play
By Mail game of interstellar
economics and warfare. It features
individually designed player races,
space colonizati on and terraforming,
space combat and planetary
bombardment, a variety of items
available for trading with other
players, and ancient artifacts. Each
turn mailing includes an
individualized order sheet which
allows any number of orders without
any exffa turn fees.

Rules, set up and first 2 turns are
only $12.00. Additional turns cost
$4.00. Turns are processed every
two weeks. To play, send check or
money order to:

Frazier Games
Department V
P.O. Box 293

Portage, Ohio 43451
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' T  i r .  r r r i es  f o r  rmprov ing
t  eq  r r  i p  n ren  t .  r  n  The

Star  
'Wars 

Rules Com-
pan ion ,  s ta te  t ha t  i t  t akes
trme.  credi ts .  knorv- l . row.  and
s k r l l  p o r n t s .  B e l o w  a r e
optronal  r t r les for  improvrng
b las t c r s  r r  I r i ch  do  no t  r cqu r r c
t h e  e x p e n d i t u r c  o f  s k i l l
po rn t s -a l  l eas l .  no t  1o  i n -
crease b laster  d ie codes.
Rather .  the p laycr  can no\ \ '
use  sk i l l  po in t s  t o  deve iop
(iunsnilhng a skill spccif i-
ca l ly  used to repai r  and
modi fy  hand-held b lasters (a

scpa ra t c  sk i i i  cou ld  a i so  bc
dcr  e lopcd to ' ,vork on pro jec-
t i le  lvr 'apons.  f  rorr r  * 'h ich thc
Ittnl gu/)s/D/lhrtg orignalcs). 

-l 
hose u,ho arc employed in

g t rnsmr t l r i ng  a re  o f  t en  r c f c r red  to  as 'b las t c r  t ech r t r c i ans . '
i ) lay 'crs u,ho lvrsh to devclop thrs skr l l  shorr ld  rvr i tc

( i r r nsn r i t h i ng  on  the  b lank  l i nc  undc r  t he  a t t r i b r r t c ' l - cchn i ca l .  l ' hc
bcg inn rng  sk r l l  l c vc l  i s  cq r ra l  1o  t h t ' a t t r i b rL t c  l cvc l .  and  can  uo rv  bc
inp rovcd  l i k c  a l l  o the r  sk r l l s .

I  i s i ng  C iuns rn i t h i ng  sk r l l  r cq r r i r cs  l hc  r r se  o f  sp r . c ra l t l '  t oo l s .  S r r ch
a  too l  k i t  can  bc  pu rc l rascd  fo r  1000  c rcd i l s .  A t t cn tp t i ng  t o  r r sc  t hc
sk r l i  us ing  comnro l l  t oo l s  i ns t cad  o f  t hc  app rop r ra t c  spec ia l t y , t oo l s
causes  a l l  d i f  f  i cu l t y  l evc l s  t o  i nc rcasc  by  one  l t  vc l .

Repair ing Blasters
Hav ing  a  p la l , c r  cha rac t c r  r v i t h  t h i s  sk i l l  r v i l l  now  makc  i t

possib le to prcscnt  s i t r rat ions whcre rvcapons may bc dantagcd and
must  be rcpai red.  For  instance,  weapons nr ight  be dropped f rorn
g rca t  hc rgh ts .  r u l t  ove r  by  g round  vch rc l cs .  o r  s t r t r ck  by  o the r
b laster  or  nrc lcc rveapol ts .  In  thcsc i r rs tanccs,  t rcat  a l l  hand-hi ' id
b las t c r s  as  hav rng  a  S t reng th  coc l t .  o i  5 l ) ,  as  t i t c r r  co l l s t rue t ron  i s
fa i r ly  r r rggcd to \ \ ' i t l ts tand abusc and hard use.

l l c f c r  t o  t hc  I rA I . l . lN ( ;  AN I )  C IO I - l . l .S ION.5  
- l 'ABL I ;  

r r hcn
o^^ . ^^ . , . r ^  . , . , r  r ^  rh . -  sH l l )  I )A [ , 1A ( i l :  co l r rn tn  o f  t hc  I )A ] \ lAc ; l :
SLTI IN' lAI tY char t  1o dc lcrnr inc tht 'c ' r lcnt  of  danragc.  thcn rc fer  to
thc char t  belorv to dctcrnr ine thr-  rcqui rcd rcpai rs .  I ro l lorv the
s tanda rd  

- f cchn i ca l  
r cpa r r  p roccd r r r c .

Optional rules for repairing and
improving blasters

James R. King
-

Inrprovc ntax intunt  rangc
ra l rngs  i n  n rc t c r s  t o  107 ,
abovc  s tanda rd  ( ro r rnd

f rac t i ons  up ) .

Improvc  max imum rangc
rat ings in  n ieters 1o )0"1,
abovc  s tanda rd .

Inrprovc nraxinr t rnr  rangc
rat ings in  nrctcrs to 25 '2,
above standard.

Inrprovc danrage to + l  p ip
abov r  s l anda rd . '

rnrprovc wcapon damage codt 's .  I t  is  a lso i l legal  by Inrpcr ia l  edic ts
f  or  c ivr l ians 1o own prsto ls  u ' i th  danragc codes be vond 4 [ ) .

I l s c  t hc  cha r t s  bc lo rv  t o  a t t en ln t  i n rn rove rnen l s  t o  [ r l as te rs .

A ( IC tJRACY IMPROV.  R I :Q [J IRE I ) ( ; t JNSMI ' tH ING

ref lect  the fee the PCs ate
charged for  the gunsni i th 's
serv ices.

Improv ing Blasters
Blasters can be inrproved

in two rvays- thei r  accuracy
can be rnrproved and thei r
danragc code can be in-
creased.  Inrproving a b laster
that  has a l ready had a lesser ,
s inr i lar  improvement  does nol
change the requi rements for
thc new inrprovements.  as the
ear l icr  nrodi f ied par ts  are
rcmoved and replaced.

No tc  t ha t .  on  p lane ts
w i t h  a  

' h i g h l v  
r c s t n c t i v e

go \ , c rnmen t .  i t  i s  r l l cga l  t o

I ) i f  f  icu Jt  y :  l \ lodcratc.  ( 'onrponc 'nts

rc 'qrr i red at  l0 '2 ,  of  rvcapon
prrrchast '  pr ice.  Rcdrrcc darnage
codc to I  p ip lcss than stanclard
(41)  danragc bccomes 3P*2) .

Drf f icu l t .  ( 'ornponents rcqui r t 'd  at
)5" / ,  o l  \ \  capon prr rc l rasc pr ice.
I lcc l r . rcc danragc codc to 2 p ips
l css  t han  s tanda rd .

Ve ry  I ) r f  f  i cu l t .  ( l on rponcn ts

ret lLr i rcd at  50 '7,  of  u ' t 'apon
prrrchasc pr icc.  Ri 'duce danrage
codc  to  l l )  l ess  t han  s tanda rd .

Drf  f  rcu l t  y :  lv lodcratc.  f - 'onrponents
tcqrr i rcd at  l0 ' ) ( ,  o f  rveapon
pir rchase pr ice.

Gunsmiths In Star TV ars

I ) A M A G h I M P R O V I I .  R E Q U I R h D G T J N S M I I ' H I N G

l)AMA(;F-  RI :SIJI -T

L rgh t l y  damaged

Heav i l y  damagcd

Severely  damaged

Dcst  roycd.

REQTJ IREI )  REPAIRS

[) i f f ic t r l t i ' :  Eas] .  Par ts  reqLr i rcd at
l0% of  weapon purchase pr icc

N' [odcrate.  Par ts  rcqui rec l  aI  )5" / "
o[  weapon purchase pnce.

I ) i f f icu l t .  Par ts  rcqui red at  507,  of
weapon purchase prrce.

Weapon is  a tota l  loss and
. ,  n n ^ t  h ' .  i p n r  i r o d

11 is  a lso norv possib le to hrre a gunsnr i th  to repai r  damaged
blasters.  In  th is  casc.  double the above cost  for  component  par ts  to

Improvc  damage  to  +2  p ips  I ) i f  f  i c r r l t .  C 'on rponen ts  r cqu r r cd
abovc standard.  at  )5 ' / "  o f  weapon purchase pr ice.

Improve  da rnage  to  lD  \ ' ' c r y ,D i f f i cu l t .  Co rnponcn ts
abovc standard (maxinrunr  r t 'qr r i red at  50% of  weapon
rmprovr 'ment) .  purchase pr ice.

'Note that  the standard damage code for  a b laster  wi th
rmproved accuracy rs  the ncw, lesscr .  modi f  ied damage code.

Ac tua l l y  mod i f  y i ng  a  b las te r  t akes  much  more  t ime  than  s imp ly
making repai rs .  ShoLr ld the [ )Cs h i re a gunsmith to do th is .  t r ip le the
component  cost  of  the job to ref lect  the fee they are charged for  the
gunsrni th 's  serv ices.  f r
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It's a
Prepablication

^fale!
Ganrers know that  adventur ing in  the

vast  and var ied realnrs  of  the hobby gets
pret ty  ser ious.  Wel l ,  gamers.  here 's  your
chance  to  pu t  some humor  i n to  vou r
hobby!  " i t 's  A Gamer 's  L i fe"  is  a
h i lar ious co l lect ion of  car toons of  soecia l
in teresr  to  enthusiasts  of  advenrurc
gaming.

And we've got  a  specia l  prepubl ica-
t i on  o f fe r  f o r  vou .  Th rough  Apr i l  12 .
1991 .  vou  can  o rde r  vou r  copy  o f
"Gamer 's  L i fe"  d i rect  f rom the publ isher
for  on lv  $3.95 -  a lmost  30% of  f  l is t  pr icc!
We're even waiv ing the normal  postage
and  hand l i ng  f  ee .  sav ing  vou  ano the r
$1.50!  Your  book wi l l  be mai led in  Ma,v.

S p n d  r r n r r r  n r d o r  h n f n r p  A  n r i l  1 l  t n 'J L I L U  
J V U I  V l u ! l  V L I V I !  n P l l i  l 4  L V .

StarLance Publ icat ions
50 Basin Dr ive

Mesa  WA 99313

Washington residents include 30 cents state sales tax

Copr 1991 SlafLanc€ Pubns
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lJnofficial Combat Errata For The
Palladium Roieplaying Systems

he combat  system provided wi th in
thc  Pa l l ad ium Ro lep lay ing  games  i s
one which is  heavi ly  based in lhe

abstract .  and is  so abstract  that  combat
eventual ly  degenerates in to a ser ies of  d ie
ro l ls  and the srrbt ract ion of  h i t  points.  To
add greater  f lavor  and var iety  to the
system, not  to  ment ion some much necded
real ism. I  have dcvrscd the f  o l lorv ing
combat  errata and h i t  locat ion char ts .  

- fhey

have been thoroLrghly p lay- tes led and I 'm
sure that  you' l l  f ind them an e 'xcc l lcn l
add i t i on  t o  t he  con rba l  po r l i on  o f  yo r r r
ro leplay in g cxpcr ience.

Cal led Shots Against  I . iv ing
Targets

When engagcd in combat-melee or
ranged-PCs.  NPCs and monsters have the
opt ion of  making a cal led shot  to  a spcci f ic
area of  the body.  Cal lcd shots should be
made as r rsual - the at tacker  ro l l ing a l2  or
bet ter  to  s t r ike the desi rcd target .  I f  the ro l l
was below 12 but  abovc 5 the at tackcr
must  consul t  the Randorn Hi t  [ -ocat ion
Ta  h l c  f  n r  t  ho  a  nn rnn r ra t c  l r i t  l oca t i on .
When a cal led shot  is  succcssfu l .  the
at tacker  ro l ls  damage and d iv ides the srrm
of  the damage by l0  ( rounding dorvn)  and
adds th is  nunrbcr  to the ro l l  o f  a D20.  

' lhe

rcsul t ing number is  then comparcd to
appropr iate I )amage Resul t  Tablc.  thc
ef  f  ects of  damage tak ing p lace im-
mediate ly .

Dodge And Parry  Bonus
Certa in areas of  the body present  a morc

d i f  f  i cu l t  t a rge t  t o  t he  a t t acke r  a t t e  np t i ng  a
cal led shot ,  and therefore are easier  to
defend.  Whcn a cal led shot  is  scored.  the
indicated Dodge/Parry bonrrs is  added 1o
the defender 's  ro l l  in  addi t ion to a l l  o ther
bon uses.

Saving Rol ls  vs Pain
Some areas of  the body,  such as the arnr

A u bre y,Foresl Me/c/terl

or leg,  may act  ref lex ive ly  when damage is
scored there.  In  these cases,  a specia l  save is
requi red to prevent  the ref lex.  The standard
Save vs Pain is  a 12.  wi th the N, l .  E.  bonus
vs ps ionics serv ing as an a l lowable modi f  ier .

Penal t ies
Al l  penal t res incurred durrng combat  are

cumulat ive and in ef fcct  unt i l  the character
rccc ivcs propcr  t reatmcnt  for  h is  in jur ies,
r in lcss o lhcru ' ise stated rv i th in the Damagc
I icsLr l i  

- [ 'ab les ( i .e . :  Stun damage,  a l thoLrgh
crrnru lat ivc.  rv i l l  rvcar  of f  a f tcr  a g ivcn
pcr iod of  t imc) .

Cri t ica l  St r ikes
On occasion a b low may be so

succcssfu l  that  i ts  ef fcct  resul ts  in  ntu l t ip le
cr i t ica l  s t r ikes.  For  instancc.  a b low to the
head might  instant ly  k i l l  someone i f  enough
danrage is  done.  A Cr i t ica l  Str ike x i  does
three t imes the damage that  would nor*
mal ly  be scored.  I f  a  natura l  Cr i t ica l  Str ikc is
scored in addi t ion to any other  cr i t ica l
danrage,  consrder  the damage cumulat ivc.
Thus a natura l  Cr i t ica l  Str ike p lus a Cr i t rca l
Str ike x3 would do f  our  t i rnes the normal ly
statcd damagc.

Disarming An Opponent
To successfu l ly  d isarm an opponent  a

cha rac te r  mus t  f i r s t  succcss fu l l y  cn tang le

the hand or  arm bear ing the weapon.  Then
in the next  melee a contest  of  s t rength ts
ro l led between the at tacker  and the
defender.  In  th is  task the at tacker  adds any
melee combat  bonuses to s t r ike,  p lus any
bonuses to damage (bare-handed only)  to
the ro l l  o f  a D20 and compares th is  to the
defcndcr 's  ro l l  o f  a D20 p lus any melee
combat  parry and dantage bonuses.  I f  the
at tacker 's  ro l l  is  greatcr  than the def  cndcr 's ,
the dcfendcr  is  d isarmcd.  I f  thc ro l l  is  t red,
the t rvo cont inrre to grapplc.  I f  thc dcfcndet
ro l ls  h igher ,  hc has f rced h inrsc l f  f rom the
grapple.

Random H i t  l -ocat ion ' fab les
( ' l r a rac l c r s  pe r fo rn r i ng  a  ca l l cd  sho l

must  declare thcrr  targets bc ' fore ro l l ing.  I f
no targct  is  dcc larcd.  thcn i t  is  asstrmed that
a l l  h i ts  rv i l l  fa l l  somewhere on the main
body.  In  th is  case.  and a lso in  the case of  a
missed cal led shot  in  which the numbet  was
grcaler  than 5 but  less than 12,  use the
N4ain Body Hi t  l -ocatron Table.  In  cases
whcre non--combat  re la lcd in . lu ty  is  sus-
ta ined,  such as fa l l ing f rom a great  height ,
c tc . ,  use t  hc Basic Random Danrage
Determinat ion Chart .  In  e i ther  case.  once
the locatron of  damage is  dctermined,
consul t  the appropr iate Damage Resul t
Table f  or  the ef  f  ect  of  the damage

susta lneo.

9/
The National Gaming Convention, and Exposit ion

July 4-7,1991
Baltirnore Convention Center

Hyatt Regcncy & Sheraton Inner Harbor

elnco, PO Box 609, Randal lstown, MD 21 133
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Note:  In  the casc of  the Random Hrt  Locat ion ' l 'ab lc  One.  the defender gains a dodge bonus for  the area h i t  only  i f  one ro l i  is  ntade on
the  cha r t  f o r  t ha t  a t t ack .

RANDOM HIT LOCATION TABLE ONE:
Main Body Hi t  Locat ions -  Rol l  D l0
1. , , . . . . . . . . . . . . . . . . . . . . . .Head
2-1. . . . . . . . . . . . . . . . . . . . t . Ipper  Torso
4 -6 ....................1-orve r Torso
7. . . . . . . . . . . . . . . . . . . . . . . . .Righ1 Arm
8., . . . . . . . . . . . . . . . . . . . . . . , i -e f  t  Arnr
9. . . . . . . . . . . . . . . . . , . . . . . . .R. igh1 I  -eg ( - f  hrgh)
10. . . . . . . . . . , . . . . . . . . . . . i -c f t  Leg (Thigh)

DAMA(;  I1  RI :St IL l '  1 'ABLES
Headlt. lpper 

'f 
orso

Defcndcr  rccc ivcs a +.1 to parry/dodge for  the
Head.  +.1 f01 thc lTppcr ' forso
I  -1. . . . . . . . . . . . . . . . . . . .Nornra1 I )anrage
4-10. . . . . . . . . . . . . . . . . .St t rnned I )4 nrc lccs ( -6 ,Str ikc.  Parry & Dodge)
I  i -11. . . . . . . . . . . . . . .Stunncd IXr  ntc lces
I4- I5. . . . . . . . . . . . . . . .51rrn l rcd 2I )4 mclees:  Cr i t ica l  Str ike
16- l  7 . . . . . . . . . . . . . . .S1unncd 2[)6 melees:  Cr i t rca l  Str ike x2
18. . . . . . . . . . . . . . . . . . . . . .Knockcd Out  D4 melees:  Cr i t ica l  Str ike x l
19. . . . . . . . . . . . . . . . . . . . . .Knockcd Otr t  D6 melces;  Cr i t ica l  Str ikc x l
20. . . . . . . . . . . . . . . . . . . . . .Knockcd Out  2D4 mclccs l  Cr i t ica l  Str ikc x4

Arm
Defendcr  rccervcs a +3 to parry/dodgc.  Savc vs Pain to
kccp hold of  anf  i lcm in hand.

i  -  I  0 . . . . . . . . . . . . . . . . . .Norma1 I )amage
i  i - i5 . . , . . . . . . , . . . . . -2  Sl r ike iParry wi th arnr
l6-19. . , . . . . . . . . . . . . -4  Str ikc/ l )arry  rvr th arm; -6 Save vs Pain
20. . . . . . . . . . . . . . . . . . . . . .Arm paralyzed,  useless;  -  l0  Save vs Pain

RANDOM HIT LOCATION TABI.E TWO:
Basic Random l)amage Determinat ion -  Rol l  D20
|  - )  L l o r . l

3-,1 ................... LJpper Torso
5-8 ................... l-orver Torso
9-  10. . . . . . . . . . . . . . . . .  Right  Arnr
I  l -  l2  . . . . . . . . . . . . . .  Lef  t  Arm
I 3-  16. . . . . . . . . . . . . .  I i ight  I -cg
17 -20 ..............1-ef t Les

I-owet  Torso
[)efender recc i r ,cs nolmal  parry/dodge bonuses

I  *9 . . . . . . . . . . . . . . . . . . .  Normal  Danrage
l0- l  I  . . . . . . . . . . . . . .  - . )  to  Spccd
l2-15. . . . . . . . . . . . . . -5  to Speed:  - l  St r ike,  Parry & Doclge
l6-18. . . . . . . . . . . . . .51unncd f )6 nrc. lecs l  -2 Str ike,  Parry & Dodgc'
19. . . . . . . . . . . . . . . . . . . . . .  Stunned 2 l )4 nrc lecs:  -3 Str ikc.  Parry & Dodgc:

Cr i t ica l  Str ike
)0. . . . . . . . . . . . . . . . . . . . . .S1unncd 2 l )6 nre lecs;  -4 Str ike,  Parry & Dodge;

Cr i t ica l  Str ike x2

I-eg
Defcndcr  receivcs a +)  panyldor lge.  Save vs Pain to cont inuc any
n)ovemr 'nt .  Fai lure ntcans that  the character  is  on h is  knees,  -4 to
in i t ia t ive next  round.
I  -10. . . . . . . . . . . . . . . . .  Normal  Damagc
I  I  - l  5 . . . . . . . . . . . . . .  -2  Speed/Dodge
I 6 - l9 .,............ -4 Speed/Dodge; -6 Save vs Pain
20. . . . . . . . . . . . . . . . . . . . . .Leg paralyzed.  useless;  -10 Save vs Pain to remain

standing on leg.  Speed and dodge reduced by M i l
one legl  by l /4  i f  both.  *
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Solomani Space Fighters
Two space fighter designs for MegaTraveller

Mattl .[aakso
-

Thunderstreak Class
Heavy Fig hter/lnterceptor

CraftlD: Solomani Fighter/lnterceptor
Type SF, TL 14, MCr190.36

Huff :  1081270, DisP:120,
Config:1AF, Armor=50c
Unloaded:37O1.4 tons,
Loaded:3819 tons
37174, Fusion=5004Mw,
Duration:16/48
19/38, Maneuver:6,
NOE:180kph,
Cruise:3150kph,
Top:4200kph
Agility:4
RadioOomm,
MaserComm
Active EMS:Far Orbit,
Neutr ino:10Kw,
Passive EMS:l nterstellar,
ActObjScan=Rout,
ActObjPin:Rout,
PassEngScan=Simp,
PassEngPin:Rout

Off: PlasmaGun:x03
Batt 1
Bear 1

Missile:x03
Batt 'l

Bear 1
DefDM:  +11
Computer=6 x3
Panel=Holodynamic link x53
Special:HeadsUp
Environ:BasicEnv, BasicLS,
ExtendlS, Grav Plates,
Inert ialComp.
Crew:3 (Bridge=1,
Engineer=1, Gunner:1 ) ,
Staterooms=1,
Small Staterooms=1
Cargo=42.8Kliters,
Fuel:1067Kliters
Fuel Scoops
ObjSize:Average,
EM Level:Moderate

Power:

Loco-

Commo:

Sensors:

Def:
Control:

Accomm:
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Other:

MATTI LAAKSO
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Huitzilopochtli Class Fighter

CraftfD: Solomani Fighter, Type SF, TL 15, MCr 74.97
Hull: 23156, Disp:25, Config=1AF, Armor:soc

Unloaded:324.5 tons, Loaded=338.5 tons
Power: 3/5, Fusion:612Mw, Duration:18/54

Loco: 4/8, Maneuver:6 (non-gravitic),
NOE=1 90kph, Cruise:31 50kph,
Top:4200kph, Agility=6

Commo: RadioOomm, MaserOomm-far orbit
Sensors: EMMask, Act EMS=FarOrbit,

Neutrino=10Kw,
Pass EMS=Substellar,
Densitometer=LoPen/250km,
ActObjScan=Rout, ActObjPin:Rout
PassObjScan=Rout, PassObjPin=Rout
PassEngScan=Simp, PassEngPin:Rout

Off: PlasmaGun=xO3
Batt 1
Bear 1

Def: DefDM= +15
Control: Computer:7 x3, Panel:DynamicLink x10,

Special:HUD, Environ=BasicEnv, BasicLS,
ExtendLS, Grav Plates, Inertial Comp.

Accomm: Crew=2 (PiloVGunner=1, Cmdr=1),
Seats=Roomy x2, Bunks=1

Other: Cargo=3.zsKliters, Fuel=145.5Kliters
Fuel Scoops
ObjSize=Average, EM Level:No emission

Huitzilopochtli is the most advanced Solomanifighter.
Unlike most lmperial small craft designs, Huitzilopochtli
(lmperial designation SF-AT 1114) uses powerful fusion
rockets for propulsion. The major drawback with
non-gravitic drives is their high lR signature. The name
"Huitzilopochtli" is an Aztec name for their god of war. fr

MATTI LAAKSO

VOYAGES SF 14 READERS SURVEY
Readers are encouraged to complete the survey below. Either photocopy this form or list the article numbers, with
appropriate ratings, on a post card. Rate articles: Excellent=4, Good=3, Far:2, Poor=1, Not Read=O. Please mail
completed survey by March 15, 1991

1 Commlink 11 Words To Game By
2 The Go-Betweens 12 _Graphics & lllustration
3 -' Gunsmiths In Star Wars
4 _ Combat Errata For Palladium RPGs Q1: ls this issue better than, as good as, or not as good
5 _ Solomani Space Fighters
6 _ The Case Of The Haunted Car
7 _ Encounter At Hesperus
8 _ Effects Of Wounds In Star Wars
9 _ Corsair Contention
10 Reviews

as our last issue?
Q2: lncluding yourself, how many people read this issue?
Q3: Rating in order of preference the most recent issues

of the gaming magazines you read, where would you
rate this issue of VOYAGES SF (1 is high)?



t6

The Case Of The

An adventure for GURPS AutoDuel

Haunted Car

Robert L Collins

1r his is a GURPS AuloDuel ot Car Wa/'s
I adventure tor two to five players, plus a GM

or ref eree. lt might be a good idea to have another
person to play the opponents and NPCS. This
adventure is describecl in mostly GAD terms, but
cw conversion stats are provided.

The Players'Set-up
The players are in a medium-small  tortress

town somewhere in the Miclwest. They are
relaxing in the Brass Bullet Cafe, talking about
upcoming duels and other assorted news. A tal l ,
dark-haired man enters. Seeing them, he
approaches, and i f  they do not notice him, he
clears his throat.

" l  see you folks are duel ists," he says. "My
name is Doug Kendall ,  and I 'm the Mayor of
Cedarville. My town's about twelve miles away.

"About a month ago. the city counci l  decided
to build a new solar power station. The present
one's over thirty years old and falling apart. Within
a few days of the decision, some strange things
started happening. A car without a driver has been
blazing into town along the road leading to the
new station site. New parts for the old station
started turning up on people's lawns. And
everyone on the counci l 's been gett ing postcards
with weird messages on them.

"Then a week ago, that ctriverless car attacked
our two police cars. They're both badly shot up,
and we're pretty short of cash right about now.

"Two nights ago, the car attacked the Fire
Chief's house. His eldest daughter was seriously
in jured. She's in the hospital here, recovering.

"l'd like to ask you for your help. I want you to
go after this haunted car, see who's behind i t ,  and
see i f  they have something against our bui lding
the new station. We'll give you free rooms at the
town hotel, free meals, and hall off all repairs and
reloads that aren't too unusual. will you accept
our otf er?"

They should, or they're out of the adventure.
Getting to town is no problem. Cedarville has only
900 people, so it's too small for most gangs to
botherwith.

Once In Town
As soon as the players arrive, give them a

map of the town. (You'll need to draw the map
yourself. Any road map of a small town will do.)
There's no great celebration when they arrive;
only if the PCs do their job will the townspeople
start partying.

The town is similar to other small  midwestern
towns. lt has a small police force (seven olticers,
one cruiser), MONDOS, and a city administrat ion.
The one thing that distinguishes Cedarville from
other small towns is thal most of the people make
their livings by selling home-grown vegetables
and home-made arts and cratts.

All previous incidents involving the haunted
car have gone this way: the car comes up Dry
Creek Roacl quickly anc, leaves the same way.
Anyone who tries to follow it loses it at the Dry
Creek briclge. lt clisappears in a bright flash,
followed by plenty of smoke, and out of nowhere
a large log is on the opposite side of the bridge.

The PCs can now think the situation over.
They can plan, conduct research, whalever. The

PCs should not know when the next attack will
come (there's been no time pattern).

This next attack should be against the PCs,
specif ical ly one of their cars. l t  should come when
the PCs are asleep or otheMise occupied. The
car will pull up to the hotel (where the PCs cars are
pafted) anct take two shots at the nearest target
vehicle, then leave along it's usual escape route.

The Bad Guys
The haunted caf is operated by a remote

control unit hiclden nearby the town. Running the
car is a small group of "prof essional" gunmen.

The haunled car: Mid size, standard
chassis, heaw suspension, medium power plant,
4 PR radials; turretecl laser, smoke screens right &
left, spiKe dropper back; remote control receiver;

Armor (LRFP): Front & Back 4/18, 3/12 other
sides: 4798 lbs., $23,400

The sending set: Remote control trans-
mitter, Hi-res targetting computer, long distance
radio; 210 lbs., 16 cubic feet, $7100. (Driver +0,
Gunner +0.)

The group also has three Ha$4(s, two
Slashers, and a Vigilante pickup. There are twelve
men in the group; ten soldiers, a leader, and an
expert. Each gunman has an SMG with two clips
and body armor. The leader, "Bull" Barton, has an
AR, a .44 pistol, and improvecl bocly armor. The
expert, l.-ou Mccoy, has a gmm pistol ancl body
armor.

In addition to the vehicles the "gang" has two
tool kits, a portable computer, tents, about ten
weeks of food, and a tripod MG with two clips.
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Everything is kept at thek hiclcten base outside of
torrm. Ths base is on a path leacling aflay from
Dry Creek Roact, blocked by awrecked vehicle.

The Game Is Afoot!
It the PCs suspect an informer, they'll have to

do some diggino. only after a thorough search ot
the plans for th€ nsrr/ station (4 hrs of Research
rolls) will they fincl the feltow who's going to lose
his iob.

A Research-4 roll at City Hall will come up
with an olct map of the atea. lt shows a small path
near the site. lt might suggest that something is
hiclden or buried at tho end ot th8 path. (This is
where the bacl guys are hicling.)

A tew ot ths citizens will confront the PCs as
fiey move through town. They'll tell them about
olcl Gus Mccann, on€-time owner ot th8 site
property. Eleven years ago, the council wantecl to
buy thB land and put an armory on it. McCann
refused to sell, vowing that his lancl woulcl never
0o io the city. A week lator h€ clied. Some will say
lhey've seen his ghost prowling the svsets.
Others will r€port 'weird 

ooings on' out there.
They're convincsd this is th€ reason thsse attacks
have been occuring.

As mentioned Barlier, ona man will b€ losing
his iob u/hen the new station goes up. A trip to the
bank ancl a few questions to the manager will
rsveal he isn't a big saver. whether he's in on the
crimes is up to thg GM.

There ars two gangs working the ar€a. Both
are small (less than tittsen members), don't have
steady names, and aren't being ruthlessly pur-
sugd by the polics (neithor commits crimes that
cause outrage or make cletermined engmies).
Either gang could be the "soldiers,' but they won't
be the brains behincl the haunted car.

There was more than one solar company in
ths bictcling tor ceclarville's new ptant. Halt a day
and a R€search-s roll will rgveal ong ot the tailed
bidders, Southwestern Solar, is tsetering on the
ed9sof bankruptcy.

Talking to the Mayor lor at least 90 minutes
will r€veal that businesses have approached the
town about putting up factories of one kind or
anomer on the site. ceclarville has always said no;
pertlaps on€ of those businesses doesn't liks that
answer?

And what ot the hictden -something' the
records hint to? They clon't go beyoncl hinting;
many recorcls were lost during the Fooct Riots. lt's
possible that another company owned the land
b€for€ Mr. Mcoann.

ll the Pcs head out to the station site, they'tl
tind the bridge unblockect, but Dry Creek Road
beyond that point is more or less off-road. Any
paths that head a ray from it look even worse.
Ono can't be traversed bscause an olcl cat is in
tlsway.

This is the hidden base, ol course. Ths car
nas an anti-theft system linkecl to grenades.
unless a Lockpick-3 roll is macle, moving the car
sets off the grenages, and a siren. The gunmen
will show up within a few minutes with all weapons
and two cycles. The carhas no tires.

East of to\rvn, next to and east of Dry creek, is
dense forest. PCs trying to watk through it wilt not
only have to deal with typical miclwestem tauna,

but must md(e Stealth rolls every five minutes if
thsy're trying to sned( up on something. In
adc,ition, all Navigation and Tracking rolts are at -3
(-1 inwinteronly).

Solving lbe Case
The PCs have plenty of suspocts. lclBatly, ths

GM will have the answers. In this adventure it's up
to the GM to dBcide vvtlich is the rgal culprit. One
ol the gangs shoulcl be in on the attacks, hirecl by
someone. The 'somsthing' that's hiclden, il it
exists, shoulct either be gasoline or chemicals
(hazarclous or msrely uniqus).

Attacking the site shoulcl be out. overlancl
movemsnt is extremely clitficult, ancl thsre's no
chance for surprise. There is ons way ot getting in
unseen: wait for th€ n€xt attack by the haunted
car, sneak insids, and hict6 until it retums to the
oass.

The possible inlormer can be a hslp and a
hinderance. It the ooeration's controller is well
financecl, it could give tho intormer bugs and have
him plant them. Even it the controller cloesn't
have a lot of cash, it still has to keep in touch with
it's agent. lf the GM allows ths infomer to exist,
h€ shoulcl make the PCs work to get him or hsr on
their sicle.

Another iclea is to negotiate. This would be
best it there feally is somothing hidden. on the
other hand, if the PCs and the ounmen start
talking without letting the brains know, things
coulcl (and ought to) get a lot uglier.

Don't lot ths Pcs go through the aclventure

without gatting some kind of satellite survey of
the area, if you allow such a thing in your GAD
campaign. lt's expensive ($15,000 at least), and
might be contusing, but it shoulcl give the Pcs a
good idea of the 'gang's' supplies. It there's
somathing hiclclen, it will positively reveal what it is
on a roll ot 16 or less, but the PCs will have to
have an exp6rt interpret lho results.

Give the PCs one Experience Point fot
suMving, two if things ended without violence,
ancl one more if they mad8 any triends, either in
town orels€,l,vhgre.

Character Notes
The abilities ancl shills ot the citizens ancl the

gunmen should be reflected by the Pcs, with the
townsfolk not at all powerful, and the nired guns
equal to the PCs.

Most of the NPcs can be imorovisocl, or
basecl on stock NPCS. The NPCS who might neecl
woil betorehand are the Mayor, the Police chi8f,
the City Clert(, the head ot ths power station, the
intormant (if he exists), Barton ancl Mccoy, and
thg leader of ths'ghost mob.'

Conversion Notes
This adventure will wofi in any backgtouncl

that has powsrful corporations. lt won't work in
ptaces with ponerlul aulhorities. lt can be set in
ths present with a fs\^, changes. lt might even
wofi as a honor actvsnturg, with the hauntecl cat
rsally being hauntect, Ot course, eliminating ghost
cars isn't as sasy as gangs anct corporations. fr
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lfO JUt{E. 23O1 - Contre-Admiral
Jean-Paul Bertrand's staff announced
that the Eta Bootis Defense Fleet will
depart to engage the Kafer yessels cur-
rently attacking the Hochbaden system
(less the two Australian yessels t /sr-
rangef an(J Kangaroo, which are still on
patrol near Arcturus)-l

F3 JUNE, 2301 - (excerpt trom the
communicalions fog ot H-rJ.A.,s- Easlr-
range4: '".-What do you mean the fleet
went off to Hochbaden? Send a couriel off
ASAP to brang the Detense FIeet back- The
whole frigging Kafel fleet dropped into
Arturus to discharge their stutterwarp
drive- They'll be here in a tew daysl"l

[18 JUNE. 23Oi - In the Hochbaden
system, the French battleshap Tauyran4
with contre-Admilal Jean-Paul Bertrand
onboard, was completely destroyed in a
one-on-one engagement with a Katet
batt leship- Thas leaves the Uklainian com-
mander, Kontr-Admlral Se.gei Sergeayich
Borodin incharge of the combined Earth
Defense Force here an the outea
French Arm ot space.I

fahen from The Ham ao -Kafef
Uar btt/ A ler Shane, pab- 23 12-

[21 JUI{E, 2301: 2lO7 hours
GMT - Tanstafll Starportl

Two men stood in the lighted
cloorway to a prefab shelter, one of
many on this sicte ot the starport. Both
wore the typical khaki drill uniform of
the British commonwealth of the 24th
century. Round garrison hats with
black visors, short sleeves, pressed
slacks, black, low top shoes polished
to within a centimeter of their 'lives'

completed the perfect recruiting pos-
ter image that all military forces wish
to proiect. One of the figures had a lot
ol gold braict on his visor, ancl was the
one standing just inside the dooMay.
Off in the clistance. a transoort blimo.
a common sight on colony worlds,
was on final approach to the main
landing circle for LTAs (Lighter-Than-
Air vehicles).

"Welcome aboarcl, Mister Green-
wood," Alexander 'sandy' shane told the young
man who was standing in Shane's quarters. "See
you on l e Eushrangef tomorrow.' one final
shake of the hands, then Greenwood snapped off
a sharo salute in the line British traclition. Shane
returned it in the same fashion.

Shane watched the retreating back of Lieu-
tenant Greenwoocl as the wind ruffled both men's
pressed khakis. The brown giant Tithonus filled
the sky is if it were some god watching lhe
strange workings of man on its moon, Aurore.
Appearing off to the side of Tithonus was the red
shining clot of Arcturus, the star by which the
enemy passes to reach Eta Eootis.

The starport looked like any old airport on any
ot lhe hundreds of worlds that man now
inhabited; the tower lights flashed their warnings
to aircraft landing and taking olf , and lights shined
in offices throughout the administration block.
But this slarport was also the gfound base
location of the United Nations Soace Fleet
Headquarters and Aurore (Mission) Control.
Security teams on foot or in hovercraft patrolled
the perimeter of the starport looking tor any
Kaf ers that might still be around.

A feminine arm curlecl its way around his waist
and a head came to rest on his shoulders. "Sandy,
cluty comes early tomorrow."

Shane closed the door and turned to face Beth
Anderson. He stared inlo her face and encircled
her in his arms.

A smile soread across her face. "What's
wrong, commodore? Have I broken out in
bloodsucher spots?"

'Ha, ha. Have no fear of that, lass. I was just
thinking how we're lucky that we have this time
together before going back up."

Beth disentangled herself trom his arms to
sleo back ancl let him admire the view. A red
ribbon tying back her raven black hair also servect
to trame her lovely face. Her brown eyes shined
with the glow of passion. Barely containing her
ampls body was a black satin and lace bustier
with g-string and thigh-high, sheer stockings
hooked up by garters. "By the smirk on your face I
can tell you fike...eve/yth/h9," sne softly stated.

Shane smiled, tossecl his hat off to a chair in
the corner. and put his arm around Beth. "Shall we
retire to the bedroom and finish practicing

"ln my first briefing with Bertrancl, he played
down what happened dirtside," Shane said,
grimacing. "All he talked aboutwas his tinal victory
over their fleet.'

.That jerk couldn'l find his own asshole even if
someone helped. The Kafers stomped his ass
twice before he f inally got that'victory' of his."

"Why, Beth, darling. Do you talk this way aboul
me and others of such high rank with your other
friends?" Shane asked, teasingly, turning onto his
side so that he could rest on an arm and lool(
down into her f ace.

Beth answered with a quick kiss, 'Of coufse
not, Sandy. I've only told the female stafl what a
lousy lover you can be at times."

shane collapsed back into bed. 'oh - well!
That's ditferent. lt's nice to know what the entire
squadron thinks of me."

Beth laughed. "what?! You thought I was
serious about that? You're more uptight than I
thought you were. How'bout I  massage your
neck? That always helpecl before."

'Oh, might as well. YeFterday - | was on€ of
the greatest lovers of all mankind. Tonight - the

lousiest. How the mighty have tallen."

l
)

'docking maneuvers, '  Commanden"
"Aye aye, sir."
Later, the two lovers rested in each other's

arms and stared al the darkened ceiling. Finally,
the quietwas broken by Beth.

"What do you think about our new computer
operaton" she asked.

sandy thought for a moment before answer-
ing. "Amazing that he was able to live through the
tirst Kafer Invasion. lf ever someone suffered
through a walkabout, he clid. You shoulct have
seen his eyes as he told me about his cousin's
farm northeast of her€. We were over at the
O-Club, tossing back a mug or two, when
Malcolm told me about his cousin, dying after
their group staged an ambush. Between trying to
hum a chorus of waluing Mati lda, his cousin
quoled: '/ hope you wt// remain with me here tt// /
am quite dead /l is a comlon to knov that
someone /s by.'lt was tolcl to John King by
Robert o'Hara Burke in 1861 0n their failed
exploration of lhe outback."

"Hearing about it from behind the door was
enough fof me. Now it looks liks we're in a
full-blown warwith them.'

[22 JUNE, 2301 * Long range
sensor probes have teporled
the arrival of the long awaited
Katel invasion force. The Aus-
tralaan ships plus the three mer-
chant ships hasti ly l i t ted out
with weaponry have lett orbit lo
engage a lone Kater battleship
apparently making a reconnais-
sance of Aurore- This is one
reporter's wish of good luck and
good hunting to the newly tot-
med colonial Detense squad-
ron-l

The Haman-Kafer ]/ar bf
Alex.thane, pua- 23t2.

[22 JUNE, 23Ol: 2lO7 houts
GMT - Eta Eootis | (Hesperus)l

Five ships going into Harm's Way.
The gas giant cataloged as Eta

Bootis | (named Hesperus by the first
human explorers) loomecl ever larger
in the viewoorts of the five little

spaceships. Two of them looked like hunters.
Various shades of gray, white, and gold coated
their hulls. The other three were glaring white and
each as massive as a skyscraper. To an outside
viewer, the five ships would appear to'blink' into
existence in one spot, then blink out, only to
reappear millions of kilometers away; the ef{ect of
vessels using stutteMarp.

The lead shio was of lhe Klevdass. Purchased
trom the Russians six years ago, it was a lean,
knife-like design ninety meters long with two thick
wings rotating arouncl the fuselage containing tho
maiority of the living quarters for the crew. Along
the main hull were five twin-laser mounls and
three missile bays. Near the point of its
needle-fike prow was it's name - H.M.A.S.
Eush/,anger, and right next to it, the proud flag of
Australia.

Bringing up the rear was a slightly larger,
barrel-shapect vehicle with huge solar panels, the
H.M.A.S. Kangaroo, a ship based upon an old
French design, mounting fifteen lasers, with a
lander to carry twenty marines into combat. Thg
tntee Hudson class cargo carriers were hastily
modified to be warships by mounting four lasers

I
)

ENCOUNTER
AT HESPERUS

2300m fiction inspired by the
adventure book "Invasion"
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and were carrying two American SIM-14 missi le
packs each; three hastily converted lreighters way
overdue on their maintenance schedules. with
civilian crews trying to act like military spacers.

Onboarcl lhe Busnt/ange, the flagship of the
Aurorean Colonial Defense Squadron, its crew
watched their monitors closely tor the lone Kafer
scout vessel that was supposed to be near this
world.

In a small broom closet of a cabin, a lone
figure in shorts sat at his computer terminal. A
mu9 ot lukewarm tea rested near the person's
right elbow, waiting to be emptied. "Sandy" Shane
finished reading a report on his computer scfeen
and saved i t  under the'Ship's Papers" f i le. Then,
he called up a data teadout of the squadron's
position. satisfiecl with his findings, he turned his
terminal off and finished clressing for duty as his
mind reviewed the current situation.

The little fleel left the comfortable embrace of
Tithonus, a gas giant five times larger than
Jupiter. The worlct of Aurore was officially listecl in
lhe star atlas as Eta Bootis llc (meaning that it was
lhe third moon orbiting the second planet of the
Eta Boolis binary system). Eta Boolis
A was named Muohrid and Eta Bootis
B, Rubis The systems two stars
orbi led one another with an annual
separation ol 1.425 AU (Astronomical
Units). The system was first visilecl by
the French. ln the 2240s, France,
Ukraine, and a cartel of American
corporations set up a colony on the
tidally locked world now namecl
Aurore. The colony grew in size and
population in the nexl fifty-eight
years.

Then, on April 4. 2298, the peace
was shattered. A large f leet invaded
the Eta Bootis system from the
general direct ion of A.cturus, attack-
ing the human f leet and destroying i t .
By Aril 8, the aliens had begun lancling
on the planet. For three months, the
fighting was severe at best, brutal and
d 6 . ^ a r . t d . l  \ r r ^ r c l  T h 6  E . d h  f l d ^ r  . r

Hochbaden, the next world within the
7.7 light year range of stutterwarp
vessels in the ctirection of Earth,
eventually defeatect the aliens ancl
sent them retreating. But the strandect
Kafers on the planet fought on for
another year, waiting for reinforcements. Over
300,000 people, mostly civilians, died in that war.
The economy was shattered. Citizens of Aurore
developed a blooctlust against the Kafers. lf a
citizen of Aurore was askecl how to fight the war
against the Kafers, a typical answer would be to
round up the bloody lot and do away with them
on a scale that would have made the ancient.
infamous Hitler green with envy.

Commodore Shane reflected over the recent
past on the fringe of human space. For three
years we have stat/oned an ntemallona/ fleet n
th/s system. Eertrand d/dn't even tly to sed{ out
tlte a//ens, /Ust keep tnem away from the co/ony.
Adm/n/ Eorodn ttrs supposed to be a tacfi?a/
genlus. buthedldn'l wanl lo maleanywaves.

Shane mumbled to himself under his breath,
"The German Kommodore Wilhelm Lutke is about
the most aggressive ot us all. And then the
American, Rear Aclmiral David Farragut Parker -
but he's a little too concerned with seeking glory
rather than protecting Aurore.' gut lhe lhreeolus
agree that the lrght lor Ela B@tls shou/d be
tnged at Arcturus. /Vorv 8e/'t/and nad b go of
ind /eaye me to plolect tlre who/e system tuth an

ad hoc squadron. whal b/oody foo/s the lot ol
lhem aret

Shane stepped outof his quarters ancl entered
the small companionway that was painted in
green and brown earth tones. From there it was a
short dislance to the hub and the entry way into
the null-0ravity part ol the clestroyer. Once
through, he grabbed onto the'fireman pole," then
moved hand over hand to the Tactical Action
Center (known simply as TAC) of H.MA.S.
Busnrange/,. Alexander Shane, a lean, fil gentle-
man in his late fifties with sveaks of silver
beginning to appear in his blonde hair,  f loated
through the hatchway with the grace of a ballet
dancer in zero-g and pulled himself into the
command chair.  Shane was f i l l ing in as acting
caplain ol lhe Bushrangelwhile Captain O'Conner
recovered from wounds suffered at Arcturus.
Shane was dressed in the same off -white
coveralls that some how harkened back to the
Alpha Centauri War in appearance; rank clisplayed
on the collar tabs, Ship and Destroyer clivision
patches placed on chest and upper left arm below
the Australian llag patch. Zippercd pockets

covered almost the entir€ outf it, usually empty.
On Shane's righl was the computer operator,

Lt. Malcom Greenwood, an individual diminutive
in appearance, but long on intel l igence; a man
who had endured the rigors of the Kafer Invasion
the first time around while on leave. Along the
cabin's walls were oiher comouter consoles and
their operators. Lt. Richard Lemmons manned the
Fire Control computer while several Chief Petty
Officers operated the Remole Control consoles
that guicted the smart missiles and sensor drones.
Ensign Judy Mayer operated the main sensors
console. All were rugged indivictuals, the tinest
examples ot Australian heritage.

"All right mates, where is the little buggen"
Shane asked while buckl ing himself in.

Lemmons answered, "Dfone numbet two still
has a positive track ot the target. lt is closing in on
Hesperus. lt looks like the Kafers are going to
sling shot arouncl it to arrive at Tithonus.'

'Nothing about the r€sl of the enemy fleet,
Mayen"

"Not a peep, Captain. I guess they're waiting
on their mate's reoort.'

Malcom cut in, "As lar as I can cletermine. sir.

we are still in their sensor shadow. The basta(cls
haven't smartened up yet."

Malcom was referring to one ot the few known
facts about the enemy that humans on the colony
world labeled as 'Kafers.' These two meter-tall,
non-human bipeds were real ki l l ing machines.
The backs of their heads and torsos were
protected by a tough, horny carapace. Their small
eyes were recessed under large brow ridges, and
their mouths bore an impressive array of hooks,
needles, siphons, and mandibles that allowed
them to impale, tear, cut, shred, chew, suck,
handle, and partially digest their lood. Their hancts
wer equipped with three mutually opposing
thumbs and lacked the strength of a human's grip,
butwere surprisingly dexterous for a creature with
a reputation f or being stupid and strong. since the
first encounter several years ago in this very same
system, humans had wondered why it took a few
seconds or even longer to resonct to an attack.
But, when a Kafer clid respond, it was as if the
creature had suddenly been transformed into a
cunning, innovative, and deadly opponent.

Lt. Greenwood knew about these creatures
from personal experience. He was a
member of the famous 'Ramrod

Teams' operated by the city of
Tanstaafl .  Several t imes, he had found
himself in close combat with thess
creatures. None of those limes were
very pleasant was what sandy was
tolcl.

Shane looked at the computer-
generated tactical on the big screen.
The whole solar system was laid out
anct orbital mechanics were just hap-
pening to help the defenders of
Aurore. Tithonus was on the opposite
side of the twin suns from Arcturus.
The Kafer fleet appeared to be
discharging the static buildup in their
stutteMarp ctrives near Eta Bootis V,
Astraeus, a small gas giant.

'This lone Kafer ship is either
scouting the way or has an anxious
^a^ t . : ^  "  Sh.^o  c l2 lo . l  M i l ^6m nn. l

ded in agreement.
The Commoclore thumbed his

headset mike button on anct said,
"Briclge, Shane here. Sound Battle
Stations. Commander Foster. Plot
intercept course ancl make best speecl

to target." Then, turning lowards Lt. Linda
Fairchild, "Call up the other ships anc, have them
go to Battls Stations. Inform Aurore Control that
we are now engaging the lone Kaferwarship.'

"Aye aye, Commodore,'Lt. Fairchild replied.
The target that the small human fleet was

heading for was a large, dirty, green-colorecl,
multi-spherical craft that had been ictentified as a
battleship code-namect A/pha. rhis inlormation
was flashing in the lower right-hand corner of the
big display screen.

"Time?" asked Shane.
"2118 hours, sir," Lt. Greenwood responcled.
'Lt. Fairchilct, tell the merchant captains to

launch one missile pack each, and we will take
care of the guidance instructions.'

"Aye aye, sir,' the lieutenant repliect.
Mayer's voice went up a note, "Drone is now

reporting that target is an 'lmprovecl Alpha'
battleship. lt is launching six missiles."

Shane lookect over to Greenwoocl. "Have the
merchants launched the sim-14s yet?'

'We're getting two from lne Hasegawa and
one lrom the Bangkok. Kangarooislelling us that
the Dons Mayllas launchecl two.'

I
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'Tell Kangaroothat we will handle anti-missile
tire control while the rest of the squadron fires
their lasers at the battleship,' Shane ordered,
focusing back on the tactical plot screen.

Even with missiles equipped with stutteMarp,
time can clrag by while waiting for the incoming
strike. Yet it can flash by too quickly to respond to
the situation.

PeEona/U thought Shane, / peler to hght by
Emote contro/. Wou/dn't t4zrnt to fighl hand to
hand wrth a Kafec not aftel t+/rat Ma/com bld me.
Aloud, 'Bridge, bring us about 275 mark 190."
Turning to look at Malcom Greenwood, he saict,
'Onca the freighters have unloacled all their
missiles, have them fall benind Kangalooancl us.'

'l have received reports that the three
treighters havs fired off the first pack of thr€e
missiles each,' Malcom repliecl.

Lemmons spoke up now.'l've used three SlMs
to block ths incoming Kaler missiles one-
for-one. The others havs so far macle it oast the
counter-battery fir€ - clamn! Spoke too Soon,
there goes another one of ours.'

Out in space, the ten meter long silver tubes of
cleath clos8d in on their resoective
targets and explodsd. Invisible laser
beams pumped up to gigawatt power
via their own nuclear c,estruction,
cutting into human and alien vessels
alike. The Hasegat+a was like a
massivg block of wooc, that some god
had taken a power drill to.

Alexander Shane starecl at the clata
readouts coming in over his compuler
screens. The alien battleshio lost one
of its four rotating 'arms' that he
assumect provided artificial gravity in
the same manner as such devices on
human vessels. And some hull plating
would eventually ioin the small, thin
ring of clebris orbiting this planet. He
peered over at Malcom.'well, mister, I
guess we showed 'em a g'clay, what?"

A smile appearecl on Malcom's
previously grim lace.'Aye, sir. That we
dict. we've taken some minor hull
ctamage. Kangarooloo\ an engine hit,
power piant ouput reduced by thirty
percent."

'What about the treighters?' Shane
askect. 'Did they get all thear missiles
off?"

"No, sir. Hasegatn didn't get hers off . Also,
Hasegatn took most of the incoming missiles.
She's heavily damaged in engineering anct the
toMard hull is iust so much swiss cheese now.
Mayer, on sensors, was telling me that Hasegirwa
is losing atmospheric pressure.' Malcom directed
his attention to communications. "Lieutenant
Fairchilcl, raise the Hasegawa for an updated
damage rsport."

'Will do. sir.'
Shane rubbecl his eyes, then locusect on the

plot baord. 'Tell those other two lreighters to fire
off the rest ol those missiles '

Again, Lt. Fairchilcl worked her comm board,
carrying out herorders.

Commodore Shane called up the vicleo image
ot lne Hasegatn on one ot the smaller monitors
at his console. lce crystals trailed behind the huge
spacecraft from the engineering/crew quarters
like the smoke trail an airolane leaves behind
when shot down. The briclge tower was nothing
but a blackened stump of metal. "Linda," he said
quietly, 'have the Dons Maypick up any survivors
oll the Hasegawa, ancl inform Aurore Control
about her.'

Greovvood interrupted.'Commoclore, another
group of missiles inbound!' within seconds,
lasers from the alien battleship impactect the
Eushnngea iatrin g everybody.

'Continue tracking tho bastard and have those
freighters firs otf all remaining missiles. Lasers!
Fire ott another salvo at himl' bafiecl Shane.

The human flset plunged cleeper into the
gravity well ot the gas giant after the enemy, who
was attempting to hide in the thin ice ring about
Hesperus, Vac,ing laserfire all theway.

'TAC, this is bridgs,' Foster called. 'That last
laser barrage reduced us to quarter power and
number three laser turrst is completely gone.'

'Damn, muttered Lemmons. 'Damage Con-
trol, Lemmons. How com€ status of number three
laser has not been callecl up to TAC?' Whatever
ths answerwas, only ths lieutenant heard it.

Shane keyscl his mike.'Vsry well, Commander
Foster. Carryon.'

'Commodore,' Malcom callecl out, 'the Kafsr
has hidden in tho ring. He's gone clead on us.
We're not dstecting anything on our sensors.'

Shane rubbed his brow, then cailed up to the

briclge again. 'Foster, have Lt. commander
Zeigler plot a search pattern in the rings. Close to
within 10,000 klicks ol ths last reportecl position of
that battleshio.'

'Will do, Commodore,' Fosterrsplied.
Malcom stared thoughtfully at shane. 'com-

moctors, that Kafer has now had enough time to
analyze our attack. The bloke is getting smarter.
This looks like a Vap.'

"l know, Lieutenant.'lt looks like a trao to me as
well. But we just can't hang around out here
wating for it to come back out ancl play.' shane
directed his attention to Ensign Mayer. In the red
light of the TAC center, she appearecl to be
getting panicky. 'Ensign, I want you to be really
alert now. Can't have that bastard show uo on our
rear all ot a sudden, now can we?"

Judy turned to tace him, sweat glistening on
her fair lace. "Don't you worry, sir. That Kafer
won't ever have the chance to clo something like
thatwith me around."

'Now thats the spirit, Mayer. Don't let 'em

intimidate you and you'll do fine,'Shane said with
a smlle, noticing that his worcls hact the expected
eflect as sho appeared somewhat calmer. Luckily,

she coulch't see his knees behind his console.
They wers pumping like mact, as if shane was
trying to inflate a blimp all by himself back home
on his ranch.

The two warshios closed in on the woundecl
Kafer, with the freighter Eangkokaclually keeping
station off ot Kangar@s port side, whils her
sister ship, lhe Dons /Vaj1 tecoveted both the
living and dead olt the Hasegzn+a.

'Lemmons, how many missiles has our friend
outthere fired off so far?'Shane asked.

Looking up from his computer screen, Lieu-
tenant L€mmons answsred, "Fourteen in all,
which means hs should havs six left.'

'Mayer, what about our clrones. Ate they still
arouncl?"

'Only Number One now, sir. And it's dama-
ged.'

'send it on into the rings. lwant that Kaf€r.'
'Yes, sir.'

I23 JUNE, 23O1:. O142 GMT - Otf
Hesperus'sRingsl

It took the Aurorean Colonial
Defense souaclron almost four and a
half hours to find any new signs of the
Dafer battlaship, and lne Bangkol(
suffered greatly when three Kafer
missiles, programmed to act like like
mines, suddenly came to lifg anct
spearect the huge ship on invisible
lances of nuclear energy. several hits
in the power plant area causecl the
Eangkok to explode, killing all
onboarcl. The EMP pulse of the ship's
nuclear reactor exploding blossomed,
then quickly fadecl.

Before anyone could even mourn
the loss, Mayer callgcl out, 'l've got
'em! 357 mai/.O47. He's coming right
at us!' she exclaimed, her voice
raising in pitch in the heat of the
moment.

On the TAC display screen,the blip
that was the Kafer warship was moving
on an intercept course with the human
souadron. Shane switched one of his
video monitors to long range scan
and input the coordinates of the
enemy. on ths small screen, the
wounded giant climbed maiestically

out of the plane of the ring's orbit. Shane noticed
that the enemy battleship had sufferecl a maior
blowout in the forward sphere area.

'All weapons are to tire ancl keep on firing till
the tubes melt. Hit'em!' shane ordered.

Lieutenant Lemmons and the petty officers
under his control directed their remaining missiles
at ths onrushing target. The lights dimmed as the
ship's lasers wsnt into action. "Lemmons here.
Assign mount four as close in, anti-missi le
battery.'

Greenwoor t  spoke up .  "Commoctore ,
Kangaloonas iust lost her starboard solar panel.
Her lander has also been hit. She's jettisoning it
just in case it might explocle."

"Acknowleclgecl. What is the clamage report on
Hasegatld?"

'They're repairing the thrusters to get the ship
back underway to Aurore. She may yet be
salvagable."

At that moment, a Kafer missile exOlocled and
all of its pre-targeted beams impactecl on the
Bushranger, blowing off one of its missile bays
ancl the deepsystem scanner, ancl hitting the
forward hull and one of the rotating limbs. The
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sensor feedback caused the console to blow up
jn Judy Mayer's lace. Lt. Fairchild called tor a
medical team to come to take care of the young
woman as commodore shane unbucklecl from
his chair and grabbed a f ire ext inguisher to help
one of the petty officers put out the electrical
otaze.

Thick smoke soon filled the red lighted room.
Coughing, Shane started lo order everyone to put
on their oxygen masks, but they had alreacty done
so. He settled back into his chair and took his own
advice.

"Bridge, Shane here. Put our bow on to that
batt leship and keep us l ike that. Don't let 'em get
our protile again."

"Undersloocl, Commodore. We're having lo
stop the gravity drum now because of vibrations,"

within two hours. l'll be in my cabin."
"Very happy to do so, sir.'

[23 JU[E. 23{)1: o2O1 hours GMT - Eta
Eootis |  (Hesperus)l

Feeling like the rock of ages, shane returned
to his office/cabin. The gravity dfum was stopped,
awailing repairs, so he tloatecl through what the
crew labeled as 'The Main Gate' and down the
companionway to his quarters. sweat stains
under his arms matched those of the other crew
members that he passed in the companionway.
Finally, he arrived at his cabin. For a minute or so
he just held onto the nearby hanclhold, then slict
the thin metal panel ot a door open, enterect, then
slid it back into place. He allowed himself to calm
down, readying himself to write those clamn

CAN SHARE A BOTTLE OF VODKA AND YOU
CAN RELATE WHAT HAS HAPPENED AT
ETA BOOTIS I.

Then, after reading the first letter, Shane called up
the second and began to read.

TO COMMODOREALEX SHANE
FROM REAR ADMIRAL D. F. PARKER:
SANDY YOU OLD OUTBACK AUSSIE BASTARD.
HOGGING ALLTHEGLORY AS USUAL. AT
LEAST THIS TIME YOU SAVED SOME FOR US,
SEE YOU BACK ON AURORE.

Alexander Shane smiled while reading the
messages. Two very different indivictuals saluting
him for a jJb well done. He laid down on his bunk
and stared at the ceiling. The question that all

warriors face raced through his
mind. one thal even the first cave-
man must have thought after killing
his fel low man.

"why?" shane asked his com-
puter terminal. He didn't  expect any
aswers to be forthcoming lrcm il. /t s
a// we// and good, ne $ougn\ that
we fnd a need lo c/or+n around
amongsl ourse/ves to he/p ease lhe
bulden ol ouf deeds. And to gieve
oler our comlzrdes and jusl maybe,
a vo/thy opponent /l doesn7 mate
much sense - but it ts a comlorl.
And genen/U we are not /rearfless,
it /s s/mp/y that we a/e a// uat/ms o/
t{ar

The Commodore got up and
went back to ship's business. Letters
to write, reporls to fill out. And for
tonight at least, the citizens of
Aurore could rest without fearing
another invasion. But he was inter-
rupted by a knock at his door.

"Come in," Shane said.
Beth Anderson slid open the

panel and looked in. Shane could tell
even from where he sat that she was
lired. Har brown eyes wBre recl;
ruptured blood vessels from the
brief exposure to vacuum. She clictn't
say anything, just entered the cabin
and closecl the door behind her.

Sandy waved her over to him and
pulled her into his lap. "You can let
go now, Beth,' he whispered into her
ear, and they both helcl one anoth€r
close.

IFROM THE S|EGE OF ETA AoOTTS -
23 JUilE. 23Ol - The Aurorean Colonaal
Detense Squadron engaged a Kafel
battleship, destroyang it at a cost ol one
ship destroyed and another badly dama-
ged- saxty-seven are listed as killed an
action, twenty-three wounded- Five are
missing, presumed dead.

- Borodin's fleet has ar.iyed back in
the Eta Bootis system early this morning
to engaoe elements ot the Kafer tleet now
tagged 'Task Force X-Ray.' driyin0 them
away.l

nte Hsman-KatcLlfar by Alrx Shane,
pab.2312- *

Commander Anderson reol ied.
Shane coulcl tell something was

wrong. "Beth, is something wrong up
there?"

'Yes sir.  Commanders Foster and
Rhocles are clead. They - they were
fighting a fife here on the bridge
when the forward starboard viewport
was hit. Both of them were sucked
oul before the automatic viewoort
shield slid into olace." After more
than two hundred years of living and
working in space, most people
would still call a blow out being
'sucked out ' .  There was a sl ight
pause before she continued. "zei-
gler and I are holding on and the ship
is still answering the helm."

At /east Eetn ls st/// a//ue. Snane
thought. "Okay Commander, we wil t
grieve after the batfle. Not now.
You're First Otf icer now. Tactical
oul." Then. averting his attention to
Ll. Greenwood, -Malcom, Swiclch
sensor conlrol to your board. Status
on the Kafen"

"Looks like our missiles have
total led his engines. He s just coast -
ing now; stutteMarp emissions read
zero. ThP commancl Focl looks
totally destroyed."

"Commodore. message coming
in lrom Aurore," Lt. Fairchild repor,
ted. "Kontre-Admiral Eorodin and
the rest of the lleet have just
returned to the system. They are
now heading lor Astraeus and the
remaining Kaf er vessels."

Two Mecl-Techs trai l ing a
casualty basket popped open the
hatch and propellecl themselves over to the
slumped figure of Judy Mayer. caretuily, they
strapped her into the basket and left as quietly as
they entered.

shane looked at the time readout on the
bulkhead wall .  t t  read: 0156 - 23 JUNE 2301 . Then
he looked over at Greenwood. "ls that battleshio
dead yeP"

Greenwood nodded. "Yes sir. Still getting
some life form reaclings, but all power generation
systems are reading at ?ero levels."

"Lt. Fairchild, direct the Kangarooto close and
send over a boarcling party to capture that thing."

They were looking at the video screens when
the magnified view of their defeated enemy blew
up into millions of pieces.

"Then again, Lieutenant, maybe not. stand
down trom Battle Stations and inlorm the
squadron to turn back towards Autore. I want a full
damage report put together for my inspection

letters every military commander sometimes
finds himself having to write. A beep soundect
from his personal computer. Over the intercom,
Lt. Fairchilcl spoke, "Sir, I have two messages for
you. One from Admiral Borodin, the other from
Aclmiral Parker.'

"Send 'em on down to my computer, Lieu-
tenant."

'Already waiting for you, sir. Fairchilct out."
Tapping a tew keys and entering his security

code, the dark green screen came to life, tilling
with amberwords.

TO COMMODORE ALEXANDER SHANE,
AUSTRALIAN NAVY. CMDR ACDS
FROM KONTR_ADMIRAL S. S. BORODIN:
EXTEND TO ALL IN YOUR COMMAND MY
HEARTFELT GRATITUDE AND PRIDE IN THE
SUCCESS OF YOUR MISSION, ILOOK
FORWARD TO A MORE QUIET TIME WHEN WE
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f  n  nrany game systenls.  rvhen PCs
I  engage in combat  there are real
possib i l i t ies of  ser ious impairment  or  last -
ing physical  damage.  which is  appropr iate
as combat  is  a f r ighteningly  v io lent  event .
B$ in "flar lfars; combal doesn't offer the
same threat .  Yes.  a PC can d ie f rom a
Morta l  Wound,  and wi l l  expi re wi th in
twelve rounds rv i thout  t reatnrent .  but  1 'ou
drop h im i r r  a  tank of  bacta and in 2I )
weeks he 's  back to h is  good o l '  se l f ,  no
rvorse for  n 'ear !  I1 's  just  too easy,  too
forg iv ing.  Below are opt ional  ru les and
suggest ions to make conrbat  a l i t t lc  less
"c lean."  a l low for  longer term resul ts .  and
incrcase the opportuni t ies for  real  ro le-
p lay rng .

Reiuve Tanks
The Star llars rules state that bacta

pronrotes rapid heal rng.  Whi lc  the nornra l
heal ing process occurs mrrch more rapid ly .
normal  scar  t issue should rcmain.  (Yorr

rnay recal l  that  L. r rke Ski ' rva lker .  in  The
Empire Str ikes Back,  came out  of  the
bac ta  t ank  bea r rng  fac ia l  sca rs  f r om h i s
r r rn  i n  r v r t h  t l r c  Wonrpa . )  I l c ca r r se  Wounds
a rc  f a r  more  numerous  than  Incapac i l a t i on
and l \ ' lor ta i  Wounds.  we wi l l  ignore thenr
hcre,  as being conccrned wi th scar  t issue
frorn Worrnds rvould probably bog down
t l re cvents of  i  or r r  carnpalgn.

Scar t issue rvhich remains af tcr  heal ing
from Incapaci tat ion or  Morta l  Wounds can
bc removed through cosmet ic  srr rgery and
a return to the bacta tank,  fo l lorv ing the
guidel ines belorv.

A f  t e r  he  a l i ng  f  r om Incapac i -
tat ion:  (DR ,  2xSR) Scar t issue is  sur f  ace
only ' ,  resul t ing rn t rns ight l iness.  f losmet ic
surgery is  at  a N4oderate level .  fo l lowed by
2D hou rs  i n  a  bac ta  t ank .  No te  t ha t  t h i s
does not  apply to a character  who
becomes Incapaci tated f rom receiv ing two
rvounds.  but  only  to a s ingle wcapon
s t r j ke  t ha t  causes  Incapac i t a t i on .

Af ter  heal ing f  rom a Morta l
Wound:  This is  a rvound that  rvouid
have k i l led the character  i f  prompt medi-
cal  at tent ion had not  been undertaken
and should be thought  of  as doing serrous
bodr ly  harnr .  Evgn af ter  being healed.  the
character  suf fers a penal ty  of  - lD to
Dex te r i t y  and  re la led  sk i l l s  due  to  musc le
impairment .  This  sur f  ace and internal
scarr ing can be removed through a n ledi -
cal  procedure requi l ing two operat ions.

your  r rsuai  f l i r ta t ious nranncr  and puntp
hcr  for  in format ion.  shc responds ra lher
d i s tan t l y ,  and  hc r  a t t cn t l on  i s  con t i nua l l y
drarvn to thc ra iscd.  dccp-rcd scar  t rssue
cover ing the '  srdc of  your  neck below your
lc f t  ear . . . "

I f  a  p laycr  chooscs lo  leave h is  scars
rrnremoved.  have h inr  or  her  record them
as par t  of  the character  dcscr ipt ion.
Cosmet ic  surgery can.  of  course,  be
cond r r c ted  to  remove  t l l em a t  any  t ime  i n
the f t r turc.

Effects Of Wounds In
Star Wars
lantes R. Ktiry
-

the f r rs t  at  a I ) r f f icu l t  Ievc i  fo l lowed by
2D days in  a bacta tank.  

' [hc 
second

operat ion is  idcnt ica l  to  that  for  lncapaci -
tat ion.

Ef fect ivc ro leplay ing can be used to
cause p layers to consrder  the unsighthness
of  ma jor  scar  t issLrc.  (Some character
t ypes .  such  as  t he  BoL rn t y  Hun tc r ,  Ou t -
law.  N{erc,  etc . .  may not  consider  thc i r
scars to be unsight ly  and ntay be proud to
bear them or  consider  them to be a
pcrsonal  s tatemenl . )  " . . .Wel l ,  a f  ter  you
approach the at t ract ive customs c lerk in

The Slar l[/ars rvles state that a medpac is expended lvhcn used. To nre. rt
seen rs  a  l i t t l e  s i JJy  and  ve r ) ,was te fu l  t o  i nc lude  compu te r i zed  d iagnos t i cs  i na
thtow away package.  Also.  i t  would hard ly  requi re as many supphes to t teat  a
Wound as i t  would to t reat  a lv lor ta l  Wound.

lnstead,  consider  a medpac to be a computer ized.  ref i l lab le medical  k i t
conta inrng three points worth of  suppl ies.  Treat ing a Wounded pat ienl  uses one
point ,  an Incapaci tated pat ient  two points.  and a l \ {or ta l ly  Wounded pat ient
three points.  A medpac which is  empt ied of  suppl ies can be ref i l led for  60
cred i ts .
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Introduction
This scenar io is  in tended for  use u, i t l . r

,1lega Tra re//er. To nrake it easier to use in a
contrnuing canrpaign.  no speci f ic  locatron
of  occurance is  rnent ioned:  r , i r tual ly  arry
f ron t i e r  l oca t i on  wou ld  be  app rop r i a te ,
t hough  the  ac tua l  p l ane t  t h i s  adven lu re
begrus near should l ike ly  be one u, i lh  a
lorvcr  s tar  por t  rat ing.  I t  rs  not  reqtr i red that
1he  p laye r  cha rac te rs  have  the i r  ow 'n  sh ip .
W i l h  a  l i t t l e  mod i f  r ca t i on  t o  t h i s  sccna r i o .
they may s imply be passcngcrs or  crew
aboard a vcsscl  of  othcr  orvnership.

Vessel In Distress
WIrcn  thc  P ( ' s '  sh ip  c r i t s  . l r r n rpspacc

n ( ' a r  t hc r r  dcs t i na t ro l )  p l anc t .  t hey  de tec t
a i t c rna t i ng  s i gna l s  GK and  SOS (sec  S igna l
C ;K .  Imper ia l  Encyc lopcd ia ) .  Rad io
conml lnrcat ton levcals thal  thc vcsscl .  a
Strbs id iz t 'd  l t {crc l rant .  rvas sevcrc ly  darna-
gcd b,v laser  f  r rc  f  ronr  a p i ratc  (  orsai r .
l .uck i ly ,  thc nrerc l tant  is  arrned and lvas
ablc to rc turn f i re .  Scvcra l  h i ts  rvcrc scorcd
on I  hc ( lorsai r .  apparcnt ly  doing danragc,  as
thc  agg resso r  ccascd  thc  a t l ack  and
rna t te r r  vc rcd  au 'a r .  I  I r r f o r t  r r na l c l r .  t  l t e  n t c r -
chant 's  r rancuvcr  and j r rnrp dr ivcs arc now
rnoperat ive.  As thc vcsscl  was decelcrat ing
pr ior  to  iump, i t  is  now heading in lo deep
space at  an uncontro l led speed equivalent
lo  one gee.  Ho'nvever .  i t  is  only  about
20 .000  k i l on re le rs  f  r om thc  PC 'sh ip .

As  the  cha rac t c r s  a re  l i ke l y  awarc .
Inrpcrra l  law requi res that  they respond to a
vessel  i r - t  drst rcss.  Therc are no othcr  vessels
rn  o rb i t ,  and .  as  t hc  s t r i ckcn  rnc rchan t  i s
norv a lnrost  100 d ianreters out .  r t  rvorr ld
take several  hours for  a craf t  to  reach i t
f rom thc p lanet .

Th iough  con t i nued  commun ica t i on  t he
prcture becomes nrore gr im.  The merchant 's
hul l  is  p ierced in several  locat ions.
I : ng rncc r i ng  i s  i n  vacuum.  as  i s  t hc  ca rgo
deck .  and  thc re  a re  hu l l  f r ac tu res  i n  t he
passenger sect lon that  are leaking the
atmosphere out  faster  than the l i fe  s t rppor t
can  rep lace  i t .  A l t hough  thc  sh ip  does  have
a  n r rmber  o f  vacc  su i t s  equa l  t o  l he  n r r rnbe r
of  pcrsons on board.  as reqrr i red by Imper iaJ
lau '  f  or  commercia l  t ransport .  rn real i ty ,
nrany are nonfunct ional .  Though th is
s i t ua l i on  i s  se r i ous  enough ,  t he re  i s  ano the r
even more urgent .  Several  passengers and
crew are wounded.  and one cterv ntember
was k i l led -  lhe ship 's  doctor .  A passenger
wrth some medical  sk i l l  ( level  I  )  is

Corsair Contention
A MegaTraveller adventure

/ames E Kingr

at tending to the rvounded.  but  she is  af ra id
one of  them. a young g i r l .  won' t  last  unt i l
she can be t ransportcd p lanets ide and
doesn' t  know what  e lse to do for  the chi ld .
(A low ber th is  not  avai lable.  Most  have
been renrovedl  the remain ing are occupied.)

- fhe 
merchant  capta in p leads wi th thc

PCs to make a l l  haste to reach h is  ship and
give a id.  I t  should be qui le  c lear  by norv
tha t  t he  need  fo r  t he i r  ass rs tance  i s  u rgen l .

Aid And Assistance
When the grorrp arr ives they wiJ l  need

to  d i v i de  to  wo rk  on  tasks  f i t t i ns  t he i r

ind iv idual  technical  sk i l ls .  The mosl  urgent
nceds are mcdical  at tent ion for  the woun-
dcd.  restor ing the hul l 's  tn tegr i ty ,  and
restor ing maneuver.  Other  task needs,  such
as e lect r ica l .  can be created to involve
characters of  other  sk i l ls .

This is  a good opportuni ty  for  the group
to make nerv acquaintences rv i th  gratefu l
passengefs -  t ravel lers of ten need a favor
themselves,  and they may run in to some of
these people again (hang on to those NPCs).

A Shadow
Surely.  at  least  one of  the group wi l l
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stay aboard thei r  vessel  as the p i lo t .  I f  that
person is  operat ing detect ion sensors
(rvhich wi l l  l ike ly  be the case.  knowing a
pi rate ship rs  in  the area) .  they may detect  a
vessel  mainta in ing a para l le l  t ra jectory at
some dis tance.  No t ransponder s ignal  is
detected,  but  radio t ransmiss ions are p icked
up.  even i f  the ship is  not  detected on
sensors:  they are in  some form of  code,  or
possib ly  an unfami l iar  language.

The vessel  is  the damaged Corsai r .  As
the p i rates lack beam communicat ion gear.
they are us ing a code to communicate rv i th
a second vessel  that  rs  maneuver ing in  f rom
i ts  s tat ion around a d is tant  gas g iant .

Under Cover
Af te r  t he  adven tu re rs  have  success f t r l l y

rcstored the ship 's  systcms (or  possib ly
r . r 'h i le  thcy are rvork ing to do so) .  the
capta in (or  apparcnt  PC grorrp lcadcr)  of  thc
advcntur ing t ravc lk-rs  is  approached by one
of  thc merchant 's  passcngers.  Vic tor
I -e( ' la i r ,  'nvho requcsts to d iscuss an urgent
ma t te r  i n  p r i vacy .  When  they  f i nd  such  a
locat ion the man declares h i rnsel f  to  be a
f r c l d  opc ra t i vc  o f  I n rpc r i a l  Nava l  I n t c l l i -
gencc.  I  -eCla i r  c la ims he has bccn undcr
cover  for  scveral  months ins ide a p i rate
otganizat ion -  the very p i rates who
at tackcd the merchant .  Af ter  d iscover ing
thc local ions of  f ic ld  bases and cache s i tcs.
hc fakcd h is  acc identa l  dcath before lcav ing
so as to not  a lcr t  the p i rates at  h is
d isappearancc.  But  they arc apparent ly  on

to hrm. as the p i rates '  operat ions p lannrng
did not  inc lude a ra id in  the system they are
current ly  in .  I -eCla i r  must  get  h is  in forma-
t ion to INS, and he wants the chatactets to
take h im to the nearest  naval  or  scout  base
as quick ly  as possib le.  He wi l l  pay a l l  costs
to do so,  and assures the gtoup that  they
wi l l  be rewarded.  (Note:  The base should
be at  least  a couple jumps d is tant . )

The p layer  rnay quest ion the val id i ty  of
Victor  LeCla i r 's  s tory.  Using a smal l .
composi te kni fe removed f  rom a smal l
sheath concealed in  h is  bel t .  LeCla i r  s l i ts
the s ide of  h is  boot  so le and renroves a
pat terned.  p last ic  card.  Not  only  is  i t  proof
of  h is  ident i f  icat ion and rank in  Naval
Inte l l igence,  i t  is  a Naval  Warrant  of
Provrs ion,  more d i f f  icu l t  to  counter fe i t  than
Imper ia l  currency.  I t  is  wi th th is  that  he wi l l
pay t ransportat ion costs.  When use d.
Imper ium-member wor lds must  supply any
and a l l  operat ional  needs requested by i ts
holdcr  (wi th in reason),  which may even
inc lude thc use of  t roops or  comnrandeer ing
a ship ( l -eCla i r  can c la im to commandeer
the PCs'  sh ip.  but  he would prefer  thei r
coopcrat ion.  and he could hard ly  force them
by h imscl f  i f  they res is ted.  though hc nray
point  out  h is  of f ic ia l  r ight) .  The proper
naval  agency la ter  prov ides re imbursement
f  or  a l l  prov is ions suppl ied.

(Note:  The Spinward Marches,  through
Archduke Norr is .  has declared loyal ty  to
I -ucan's  

- l 'hr rd 
Imper ium. However.  i f  th is

sce nar io is  p layed out  in  a region contro l led
by another  fact ion.  and LeCla i r  is  an
opcrat ive of  the prevai l ing government 's
Naval  In te l l igence branch,  s imi lar  Naval
Warrants would l ike ly  be issued.)

A f l e r  t he  PCs  have  ag reed  to  hc lp
LeClai r ,  he wi l l  successf  u l ly  br ibe the
nrerchant  capta in to record h i rn as k i l led in
the at tack,  af  ter  which the body was
accidenta l ly  je t t isoned into space dur ing
the confusion.  He hopes to throw the
pi rates of f  h is  ta i l .  and avoid p lac ing the
PCs in possib le danger of  revenge.

The shadowing Corsai r  has now
maneuveted to cxt remc sensor range and
wi l l  cont inue to do so unt i l  i t  rs  lost .  I . .eCla i r
wi l l  want  to refuel  and leave the system as
soon as possrb le.  I f  therc is  cargo to unload
or sel l .  that  is  acceptable to h i rn i f  i t  rs  done
quick ly .  but  he rv i l l  vehement ly  oppose
at tempt ing to acquire other  cargo to take
on before begrnning the 3ump to the next
system.

Lt  Cdr Victor  LeCla i t
585A87  Age  34  4  t e rms  Cr  (War ran t )

Nav iga t i on -2 .  Handgun -2 ,  Sh ip ' s
Boa t -1 ,  Commun ica t i ons -1 ,  Compu te r -1 ,
Fo rward  Obs -1 ,  I - i a i son -1 .  B raw l i ng -1 ,
Br ibery-1.  In t tus ion-1,  Grav Vehic le-{ ,
Laser  Weapons{) ,  Vacc Sui t { )

Starpor t  B.  Medium, Thin,  Wet Wor ld.
Mod Pop,  Low Law, Avg Ste l lar

Lying In Wait
When the PCs arr ive at  the next

system, they rv i l l  f rnd a vessel  wai t ing for
them. The p i rates determined where
I-eCla i r  was l ike ly  going and beat  h im to
the jump ( f  igur ing he would be on the PCs'
vessel ) .  They wi l l  recognize the PCs'  sh ip
by i ts  t ransponder s ignal  and at tack.

I f  the PCs ship is  roughly an even match
for  the Corsai r .  then i t  rv i l l  be the vessel
t ha t  a t t acks  (w i t h  i t s  p rcv ious  damage
reparred f  or  the most  par t ) .  I f  the PCs'  vesscl
is  larger  or  more heavi ly  armed.  the referee
should choose a p i rate vessel  more a lpro-
pr iate ( th is  is  the second vessel  that  was in
thc  sys tem th rs  scena r i o  began  i n ) .

Af ter  thrs ship- to-ship combat  is  f in-
ishcd.  the group can cont inue on to the
Impenal  base (assuming the PCs are
vrc lor ious and therr  vessel  is  spaceworthy) .
I -eCla i r  wi l l  pay for  any and a l l  damages to
the group's  ship and,  upon arr iva l  at  the
base,  wi l l  ar range for  a nronetary reward
(arnount  determined by the referee) .

A few weeks la ter .  the t ravel lers wi l l
see or  hear  a media repor t  s tat ing that  naval
e lements staged coordinated at tacks on
three separate,  conf  i rmed p i rate outposts rn
the subsector .  The navy has not  re leased
fur ther  deta i ls  or  the number of  vessels
destroycd or  captured.

The p layers may consider  the possib i l i ty
that  some pi rates escaped and may worrv
about  acts of  revenge a imed at  them.

Referee's Notes
I f  the PCs do not  have thei r  own ship,

the group can be passengers or  c few on a
commercia l  vessel  that  answers the help less
merchant 's  d is t ress s ignal .  Af  ter  LeCla i r
obta ins passage on the same vessel  the
players are on,  he can h i re them as body
guards to cscor t  h im to the nearest  Imperra l
base.  In  the next  system, the PCs can
actual ly  be involved in the insuing combat
r f  they have to help repel  armed boarders
t r y i ng  to  k i l i  o r  cap tu re  LeC la i r .  *
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WORDS TO GAME BY
Jerry Campbe//

New Year's greetings! I'm going to review
more than my normal three books, to give you
more ideas tor literary escapes on these long
winter nights when the snow's too deep to go
gaming.

Quite a bit of new SF has appeared since the
last issue of this mag; some of i t  is good, most of
it mediocre to ooor. No surorises there.

What caught me off guard, this t ime around,
was that one of those mediocre novels had some
VERY interesting ideas for sF gamers! Let's look
at that one f i rst. . .

The Galactic Silver Star
Kevin Randle. 200 pp, 1990 Ace SF

I have the teel ing that Mr. Randle is or was a
Trave/lerplayet by the way he ties high ancl low
tech weaponry, humanoid al iens and 'evi l '  big
governments/megacorporations into his story.

The main character of this book, a young
soldier named David Jefferson, is a true anti-
hero. Turning coward under f ire on an al ien world,
he is mistakenly awarded the U.S. Army's (yes,
you read that r ight) highest award: the Galactic
Silver Star. The tale rambles on from there to its
somewhat depressing conclusion.

While he presents some very interesting
ideas, part icularly with a gamer's point of view in
mind, Ranctle just ctoesn't  have the narrat ive ski l l
to make them go anywhere. Get this one trom the
l ibrary, or at a yardsale.

Masters Of The Fist
Edward P. Hughes.281 pp, 1989 Baen Books

ln issue #12 ol Voyages SF, I  made
mention ot a tale that clealt witn the practical
application of a tank, after the war is over.
lncluded in After Armageddon Vol. 9, There
Wil l  Be War. Ed by Jerry Pournel le. l  This book
is a col lect ion of that. and other related tales, set
in lreland at any t ime in the near future.

M/Sgt. Patrick o'Mear, the book's central
t igure. f inds himself cast in the role of Hero, in the
common andclassical senses ot the word. after

showing up with his stolen tank in the town of
Barley Cross. Due to his 'heroic" pertormances,
the gooct folk of the town elect him Lord ol the
whole area, endowing him with both the titles and
priviledges ol the nobility of old.

A spafiling good read, well worth the effort to
f ind a copy.

The Gifts Of The Gorboduc Vandal
Paul o. wi l l iams. 210 pp, 1989 Del Rsy sF

ln the far-distant future. when mankind has
spread out through the galaxy. when the colonies
of the colonies have long since become the "Old
Worlds" and f ef ia is more myth than
"Home"... therein l ies a tale. Actual ly, several tales,
according to the author, whom I occasionally
correspond.

The Gorboduc are, by and large, a much
feared warrior race of humans, not unlike the
Dorsai in ma(ial prowess, but subscribing to a
,anatical Code of Conduct that makes Bushido
look pale.

This isn't a story about tanatical warriors,
though. Ratner, its a treatment ot human diversity;
bel iets, language, ideas, and ecological impacts.

lf you want to play aliens that are completely
human, this book will show you how. lts a little
hard to get into, at fifst, due to the sheer
'al ien-ness" of the Gorboduc. Pressing on past
the first chapter will provide a reward well worth
the effort. The space battles and ideas for "dirty
tr icks" when equipping your ships...well ,  read i t
ano seel

A Princess Of Mars
Edgar Rice Burroughs

Orioinal ly publ ished in 1912(!).  this classic is a
"must'  lor anyone who claims to be a SF fan
and/or gamer. l t 's been reprinted so many t imes,
and in so many languages, that you should have
do clifficulty getting hold ol a copy.

classic Victorian fantasy: this is the story of
one John carter, late of the confederate Army.
who is somehow transported trom a cave in

Arizona to the plains of Barsoom, the native name
tor the olanet we call Mars, His adventures with
the al iens there, and the cletai l  in which E.R.B.
goes into describing their various societies, are
no less than fanlastic.

space.' la'9players ought to really enioy this
and the two books that follow it. There are actually
eleven 'John Carter of Mars' stories, but I'm only a
f an of the f irst three. Form your own opinion.

worth whatever trouble you have to go
through, if only to experience the "incomparable"
Dejah Thoris. The descriplion is an understate-
ment .

Little Fuzzy
H. Beam Piper. 174 pp, Ace SF

Another old classic. this f i rst came out in 1962
and has gone through several reprints.

The story l ine goes something l ike this: You
are a big corporation (shades ot Trave//en).wifi
the sole rights and charter io a Terra-like world
that, as far as you or anyone else knew when you
got the charter, has no indigenous sapients. You
spend lots of money and time cteveloping the
planet for coloni2ation, and mining it for a jewel
mineral that exists nowhere else in the
galaxy...when up pops a heretotore unknown race
of sentients! They're not advancecl (TL 0 on the
f/,ave//erscale), they're not even big. but they're
so gol-darned cute l at they get noticect, and
you're about to lose your snil andyout chartell
What're you going to do? Read the book and l ind
out.

One of three in this series that Piper wrote. it
was so popular that two other writers also penned
books lor itl

Got a tavorrte book that I have yet to review,
that would be of interest to gamers for gaming
ideas? Let me know! When filling out the Readef
Survey, acld a comment to the ettect that you
want to see your favorite book(s), and what they
are. reviewed in Voyages SF! I  don't  promise 1o
sing praises of whatever stories get chosen for
review, but lwill oe tairt f
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Voyages SF 7 $1.00

MegaTravellet: Eircl Of Prey-Part 1; The
Shattered lmperium. Star Wars: Anatra Dora
(plans); Carrier Assignment (adven.); Modif ied
Space Combat (rules). SpaceMaster:
Linguist ic Ties. ,o
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Voyages SF I $1.50
Star Wars: Rebel Justice (adven.); Star
Maps. MegaTravel ler: Kfangu Fighter;
Cryogenic Su(ender (adven.): Hul l  Damage
(rules); Ancient Science Ot Shrinking Space
1889: Americans In The Ether (plans); Mil i tary
Drcss. Othe/.'Beyond The Looking Glass.

Voyages SF I0 $2.50
Gurps Space: Red Sun Black Death-Part t .
MegaTrayeller: lmages Of The Shattered
lmperium (art); Zidhaeoz close Escort (plans).
SpaceMaster: Spacial Delivery (adven.).
Star Wars: 5400 Police Vest. Revaew:
Albedo RPG.

Voyages SF 1l $2.50
Stal Wars: A Day At The Auction (adven.).
Star Trek: Ships Ot The Fleets (art).
SpaceMaster: Silk Scorpion (plans). Gurps
space: Red sun Black Death-Part 2.
Reviews: Worlds Beyoncl; High Colonies;
StarWars Galaxy Guide series.

Voyages SF 12 $2.75
MegaTrayeller: Stealth Aircratt; Finders,
lnc. (fiction). Star Wars: Hide And Go Seek
(actven.); Long Term Slar Wars; Guide To
Blaster Weapons. Star Trek: 5-.|6 Patrol
Shuttle, Reviews: Morpheus, Cyberspace,
Armored Assault.

Voyages SF 13 s2.7s
Mechanics Ot Adventure Writing. Raicl On The
North Pole. Sanity ln Space. Bounty Hunters.
Space 1889: Rails ln The Astusapes (adven.).
Star Wals: Twinkle, Twinkle Little Star, How I
Wonder Where We Are. 23OO AD: Fort Bliss
Class Destroyer. MegaTrayeller: Exercise (tic-
tion). Katlin C. Buchannon (plans). Revaews:
Torg, Buck Rogers XXVc.

JUMPSPACE
75 cents each!

Voyages SF €volv€d from this low prinr run, amateur
'zine devored to GDW s frave//ar Wa'va dlscounlsd
the 32 50 cover price to cl€ar our inventoryl

t3: Th€ Human Spiri l (f iction); Hornsl 23E Main Ball l€
lank; Modif ied Scout Courier; Smugglers Wrsh Lisr.

t4: A Momsnl Wilh Naval Archilect Tyler Purcell; Small
Craft For Sysl€m D6fsns6; S€nlry Class SDB; Mk XIV
Liouid Exoloslvs.

t5: SOLD OUT

t6: A Srory (ficl ion); Solomani Fleet courisr; Solomani
Combat Vehicles: Robol Marl: Ouanlaie Accelerator.#Kf"

230O AD: The Kafer Connection (adven.).
MeoaTraveller: Bird Of Prey-Part 2.
Pe l€rsburg  ( f i c t ) .  Cybe ipunkrGu.ps
Space: Vampires In Space?! Star Wats: A
World ln Revolt (adven.). Othel3D Distance
Calculations. Washington residents must includeT.So/" state sales tax.

Voyages SF I 51.50 Include $I.50 with each order for
rraar*a arr .r rr d ln a +r z"il I i rr r-
lJvDlcLgI; Gllll.l rrclllr.rll lr!,.

Subscribe to Voyages SF
and get 4 quarterly

issues for $I0.
$11 in U.S. funds to Canadian subscribers.

Voyages SF is dedi-
cated to providing
usab le  gaming
material for science
fiction, science fan-
tasy, espionage and
horror games, and to
keep ing  readers
entertained and in-
formed about the in-
dustry. The word is
getting around, Voyages SF is
magazine! And it will only get
Don't miss a single issue!

a great
better.

Ar.th 0f \6.q

Mirth Of Yore is a prized collection of 92
fantasy cartoons, many never before published,
by Darin Davis, Jerry Fuchs, Joseph Pil lsbury
and Richard Tomasic, compiled by James B.
King. lf you're a fan of fantasy, you'l l treasure
this collection of great fantasy humor!

Mirth Oi Yore. . . $7.sS



Rifts
256 pp rule book. $24.95.

Game Des/gn.' Kevin Siembieda. Editors. Alex Marciniszyn,
Thom B artold. Co ver A ftls t Keith P arkin son. /n ter/'er Paln l/hgs.'
Kevi n Lon g, Keith P arki n son . A di tiona/ Co/or/Pain tng. Adam
Siembieda, Keven Siembieda, Larry MacDougall. /nteio/'Art/sts.
Kevin Long, Kevin Siembieda, Larry MacDougall.

Pub/lsher' P alladi u m Books, 5926 Lonyo, D etroit M | 482'l 0.

Background
Rflsis sel in a world ripped apart when a

nuclear holocaust took olace. The deaths of
at least a billion people triggered an over-
load of the magic ( ley) l ines. The surging
power tore gaping holes in the dimensions
of space and time at the points where the ley
l ines intersected. This released even more
energy that killed even more people, which
increased the energy levels of the rifts in the
dimensions. The energy surged across the
earth. Earthouakes buckled lhe surface and
Atlantis rose from sea again, sending the
ocean inland and ki l l ing mil l ions more. As
more people died, the energy increased,
which killed more people, and thrJ pcwrrr
bui l t ,  increasing in geometric progrcssion.

The released energy destroyed the Earth
as we know it. To quote Kevin Siembieda,
"Ritts is a role-playing game that explores
the Earth created by the rifts. An Earth that
has been irreparably changed and is still
changing. An Earth more alien than any
world one might find in another galaxy. A
world where man must not only conquer
himself and thg environment. but a olace

Combat Resolution
Hand-To-Hand Crombat uses the same

system used in Palladium's He/'oes Un//mi-
bd and feenage Mutan t /U/n/A Turt/es. F isl,
everyone rolls 1D2o to determine Initiative
(highest goes first). Then the Attacker rolls
1D20 to attack. Anything higher than a 4 will
hit, but not all hits will do damage as armor
s.D.c. can absorb some or al l  of the
damage. The Defender now gets a chance
to Dodge or Parry. lf there is no successful
Dodge or Parry, the Attacker rolls 1D20 for
Damage. lf the Attack roll is a "natural 20,'
then that attack is a'cr i t ical Hit," which does
double damage. Combined Crit ical Hits do
kiple damage. The Defender can attempl to
roll with the punch or kick (if bullets aren'l
involved). l f  the Defender can match or beat
the Attacker's Strike roll, he/she takes only
half damage from the attack.

Mega Combat involves powered armor,
tanks, planes, and robotic vehicles. The big
deal here is that al l  things have s.D.c., but
tough-skinned Defenders can have M.D.c.
(Mega S.D.C.) to represent lots ot armor
protcction. Hcavily gunncd Attackers can
also have M.D. (Mega Damage) weapons.

RIFTS:2.76
Game Complexity: Hrgh
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EVIEWS
where the environment is ever changing and
the life forms one must compete with are
not human."

Layout .
Rfi,snas ten basic sections: Glossary (1

pg), character Generation and skills (27 pp),
Combat (12 pp), Occupalional Character
Classes, Racial Character Classes, and Psy-
chic Powers Descfiptions (81 pp), World
Overview (16 pp), Magic Ski l ls and Spells (30
pp), Weapons and Equipment (38 pp),
Cybernetic and Bionic Gear (14 pp), Wea-
pon Equipment Stat ist ics (6 pp), and a
Game Master Section which includes intor-
mation on lntelligent supernatural Monsters
(9 pp). Also included are 16 color pages in
the centerof the book.

Game Mechanics
To create a character, you need the

slandard 3D6. You roll these dice eight
t imes, once for each of the characler 's
attributes. ll you roll a total grealer than l5
for any one attribute, you get to roll another
'lDO and add that to the original total.
Nowhere do the rules state whether you
must assign each dice rol l  to each attr ibute
in lhe order rolled, or whether you can make
eight rol ls and assign them as you wish.

To determine Hit Points, start with your
Physical Endurance and add a D6 rol l .  Rela-
ted to Hit Points is your S.D.C., or Structural
Damage capacity. Depending upon which
profession, or Occupational Characler Class
(O.C.c.) you choose, you roll a certain
number of dice. When you recerve damage,
ti si first subtracted from your S.D.C. when
this is used up, damage is subtfacted from
your Hit Points. When your Hit Points are
gone, you're dead. Depending upon who
you are and what kind of equipment and
armor you have, you may have to determine
your M.D.C., or Mega-Damage Capacity
(see the section on Mega Combat).

Next, you tind out it your character can
uss psionics. There are three ways to get
psionic ability. First, you can choose an
R.C.C. (Racial Character Class) that uses
psionics. Second, you can pick an O.C.C.
that can use minor psionics. Or third, you
can roll randomly for the ability. You have a
nine percent chance of getting Maior
Psionics anc, a sixteen percent chance of
gett ing Minor Psionics.

Finally, you g€t to decide on your
character's pfolession, if you haven't done
that already. O.C.C.s and R.C.C.s range from
Cybo.gs, Glitterboys, and Rogue Scholars
to Line Walkers, Dragons, and Techno-
Wizards. There are 31 Occuoational Charac-
ler Classes to choose from and it this isn't
enough you can import something from one
of Pal ladium's other RPGS, since they al l  use
the same mechanics.

Now you pick your gear and weapons
ancl determine starting money. Then you
determine your character 's al ignment. Once
you have done this, you can flesh your
character out with a series of ootional Rules
that allow you to pick or randomly roll on
charts to decide upon other information,
such as birth order, weight, height, age,
disposition, tamily origin, sentimenls toward
non-humans, and insanrt ies (phobias, psy-
choses. etc. i .

f i f l s  a r t  c o p r  l 9 $  P a l l a d r u m  G a m e s



EVIEWS
4=Excel lent 3=Good
Fair I = Poor

One M.D.C. equals about one hundred
points of S.D.C. and one M.D. point equals
one hundrecl points of normal ctamage.
Wsapons that cto only S.D.C. damage con-
not an M.D.C. opponent even if the com-
bined damage is greater than 100 S.D.C.
points ol damage. M.D. weapons neecl only
inflict a couple of ctamage points to com-
pletely blow an S.D.C. opponent away.

WhatlLiked
The artwork is mostly very good. Anct

there is a lot of it, with about one iltustration
on every other page. The cover art by Keith
Pafiinson is excellent as are the interior
color plates. I like the large selection ol
character classes available to choose from
and there is good variety in the available skill
listings.

One nic8 touch is lhe sueaestions for
incorporating other Palladium RPGs into
Ril8.fnis game can stand alone, but having
sourcebooks (olher Palladium RPGS with

2 =

the same game mechanics) alfeady out
there is nice. And also, if you alreacly have
one ot Palladium's other games, you
alreacly know the system ancl you can iump
right in without having to learn the basics all
over again.

WhatIDidn'tLike
Rlts is a bit skimpy in detailing some

things, like animal and people encounters,
for examole. There is informalion on a
typical Coalition Warrior, a typical High-
Tech Bandit, a typical Coalition SAMAS, ths
Xiticix (insect-like aliens from another
dimension), tury beetles, and typical mons-
ters. There are charts for creating super-
natural Monsters and Animalistic Predators.
But where are the normal animals ancl
people? Thers must be at least some of
them in the world somewhere. A couple of
pages of 'normals' would help this gam6
better stand on its own.

I have a couole of other comolaints. First
o( all, there was no attempt to provide an
introcluctory adventure in the rule book.
Nothing. Zip. Nada. Thers aren' l  even sug-
gestions for creating youf own that I coulcl
fincl. The second complaint I have is this:
THERE IS  NO PLAYER CHARACTER
RECORD SHEET included to copy for use
during play. Why non

So...What About The Game?
First of all, this is not a game ior begin-

ning players. lt is too complex for refereos
and players who have less than six months
to a year (or more) of gaming time under
their belts. But if you have alreacty played or
refereecl a Pallact ium RPG, then you
shouldn't havs much trouble with this one.
However, Rfts reqvies a lol ol develop-
ment wofk on tho part of ths referee

because lne Rilts
worlcl atter ths holo-
caust is not going to
be very detailed whan
only sixleen pages is
devoted to the task.

lf you want an RPG
that covers all th€
game geiles, R/'/ts
will do the iob. The is
not unreasonable for
what you get and the
art is nice. Just don'l
expect massiv€ or
equa l  amounts  o t
detail in all asoects of
the game system. I
thought the game was
put together will and I
liked what I saw, but
until Palladium brings
out a sourcebook on
the world ol Rflsandl
or several aclventure
moclules, I wouldn't
recommend it  unless
the buyer is willing to
put a lot of work into
getting reacty for play.
(Palladium has sinco
announced the future
release of several

Reich Star
Role-playing in a terrifying future that might
havebeen

241 pp perfectbound book. $19.95 ($2.50 P & H).

Game Deson.' Ken Ricnaftson. A uthors.' Ken Richardson
Simon Bell. Edilor Sim on 8 ell. Co rer A ltis t' G re g West. ln tenol
Atttsls. Pelet Hollinghutst, Dave Eadie, Ken Richardson, Alan
Bishop, Simon Bell, lan Gonzales, Cheryl Davis.

Pub//sherCteative Encounters. 1616 W. Hudson Blvd.,
castonia NC 28052.

Relch Sta/, paints a dark picture of an
alternate past ancl tuture where the Axis
forces of Nazi Germany anct lmperial Japan
won World War ll when German atomic
missiles clevastate Lonclon and New Yo!k.
Even America is divided in half by occupying
Axis forces. Then begins a dark, frightening
fulure where brutality and injustice are as rif e
as we can onvision a successful Third Reich
as being. That iniustice has been carried into
space with the Nazis, anct three alien races
now exist in virtual slavery. But things are not
well in the Third Reich. The colct war with the
Empire of Nippon (Japan) has existed since
shorlly after the war. And now, unrest is
gaining momBntum. Bombings, assassina-
tions, ancl minor military actions are becom-
ing a true threat 1o the stability of the Reich.
Bul these treedom fighters face a daunting
task, for ths miqht of the Reich is vast. And
everywhere, the Gestapo is watching....

I was intrigued by the premise ol Reich
.t/r/ lt is fiction which takes root in fact. And.
because the villainous Reich actually did
exist ancl was the instrum€nt ol teribls
injustice, it is easy to jump right into this
game with a fury to c,edicate yourself,
through your character, to the clestruction ot
the Third Reich. Am I saying lwould play this
game? Yes, lwould, though there are some
things I have problems with.

Th€ designer strivect for realism, anct it's
here, ancl claims to have aimecl for a balancg
between realism and playability. But the
rules have to many moctifications, too many
'special guidelines" lor ms, as I like things
more simplified. But simplification always
comes at a cost to tealism, and many
gamers who preter realism may not see any
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oroblems. There are soma rules that I was
especially pleasec, with. For instance, this is
the first RPG where I've come across rules
for attacking a male by'hitting 'sm where it
hurts.' Well, there's no arguing with the fact
that it's an eftective place to strike.

Other rules I enjoyed was the procedura
for applying the Constitution Rating. A chart
shows the level of activity a character is
capabls of, determinecl by his Constitution.
Combat, poison. disease, and even pro-
longed physical activity will reducs the cur-
rent level of the Rating. The chart is not only
applicable to damage sustainecl, but also
shows a character's daily endurance. For
examole. a PC with a Constitution ol 24 is
capable ol eighteen hours ot actvity per day,
where a Pc with a constitution of 18 is only
capable of twelve hours of aclivity. Damage
might reduce you to a Rating of 6, which
allows only one hour of activity, and a Rating
ot 1 puts you in a coma. A Rating of 0 is, of
course, the threshold of death, though a
character is not actually dead until further
clamage has used up his Life Points, which
are equal to lhe average of the ratings
Strength, Constitution, and Willpower.

When creating a character, the player is
free to distribute a set number of points to
establish his or her 10 characteristics. skills
anct advantages are acquired by spending a
number of points equal to the PC's Intelti-
gence Rating, though additional points can
be acquired by taking Disadvantages, such
as Missing Eye, Allergy, Phobia, Death Wish
(my personal favorite), etc. The skill listing is
extensive enough to safisfy most gamers.

Psychic (or 'psionic") skills are included.
(Any more, it seems 'psionics' are as
requirect in a SFRPG as slarships are. My
only complaint is that they seem to easy to
comebyin RebhSta/,.)

The quality of artwork in Rebh Slar
ranges from a few excellent pieces to a lot ot
tair illustrations to some poor pieces. The
most striking illustration in the book is a sad€
view of a slarship piloting cockpit, in all its
complex detail. The illo looks very much like
the extremely high quality technical work of
clesign illustrator Sid Msad (which may have
been a source of inspiration). unfortunately,
the overall illustrative quality is brought
down by so many fair to poor drawings,
which is sad because, with the currenl
competition ot so many companies and
games, good illustration is a primary initial
factor in delsrmining whal a gamsr will buy. I

myself buy games and supplements with the
intention of using the art in games I'm
actually playing.

Rebh 'talis an appealing game, espe-
cially so becauss of the premise. I do,
howevgr, expect to see publisher gst som€
heat over it, because of some of its content-
The Nazis thought little more of non-Aryans
than they did of Jews. This is reflected in
Rebh Star ln the future Reich, Blacks and
Slavs are enslaved races, iust as the alien
races are. Not only that, but 'Negro based
music referred lo by the terms "rock," "iazz,'
and 'blues" will not be tolerated.' Readers
who take oflense to this should realize that
the Reich and what it stands for is oresented
as ct€spicable, and the Pcs can join in tha
struggle for the downfall of the Reich. A
disclaimer is found in the front of the book
which does state that Rebh stal,is, il any-
thing, presented as being anti-Nazi.

Rebh .9ta/is a game that players will fincl
easy to get into the spirit of. lt's also very
reasonably priced, costing less than the
average price per page. As far as future
support goes, reference is mads to a minia-
tures rules Warbook, and miniatures manu-
tacturecl by Prince August are due oul soon.
I myselt would liks to see more soufc€
material for the game. But I hope they hire
more skilled artists.

-JamesB- Krngt

Attack Of The
Humans
96 pp perfectbound book. $15.

eame Desbn.' Devin Durham. Oiglha/
Concep I and Cutdance.' Phil Morrissey.
con lnbutions to Design.' Nny sluart, Matt
Fairleigh, John Macdonnell, Tim Baum.
covef A nls b.' Phil Morrissey. ln tenolA rtts ls.'
Marty Salsman, Phil Monissey, Tom Verre,
John Sies, Ma.k Wallace-

Pub//sher Rapport Games,'l 03 1 East
Batf lef ield, suite 1'148, springfield Mo 65807

Background
The whole idea of this game is to KILL

MONSTERSI Thats it. But you shoulcl havs
fun while doing it. For most ot history, the
monsters have hact the upper hand. Now il's
our turn

GameMechanics
DEVELOPING A CHARACTER: Firsl of AII,

there are only three characler classes:
Brainiac, Athelete, and Typical Person. Each
PC has only three attributes: Erains, Fitness,
and Common Sense. These attribute num-
bers are already predetermined to start
developing a character. Next, the player
fincts out how many attribute points are
available to turn into ootential skills and
potential cash (each point translates inlo
$150). Experience Points receivecl during
play can be converted into increasect Attri-
butes, new or improved skills, or cash. After
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this, the player rolls on the skills chart to
determine what skiils (s)he wiil start the
game with. Now the player purchases any
equipment desired. The equipment lists
cover weapons and body armor only.
Everything else has to be locatect in....a,J.C.
Penny catalog."

USING SKILLS AND COMBAT: SKiIIS can
only be improved to a rating ot 5. A rating of
1 means that the PC has some knowledge
and a 5 means the Pc has the knowledge of
an encyclopec,ia on that particular subject.
To use a skill, the player roils a six-sided die.
A roll equal to or less than the skill level is a
success. A roll of six is always a failure. "skill
Combinatics' is a feature ol AOTH that
allows a player to combine different skills to
accomplish something. Just add ths skill
levels together and roll the dice. Several
players can also combine skills, but each
player must roll to try for a success. pro-
bably the only reason players would try this
is when no one has all of the required skills
to have a chance ot succeeding.

Combat is broken clown into turns of fivs
saconds. Each turn is broken down into five
s9ctions: Humans Move, Monsters Move,
Humans Attack, Monslers Attack, First Aid.
To hit something in combat, a player must
roll two dice; a six-sider and a ten-sidsr and
add the results together. The base to hit is
eighl or less, but skiil levets in appropriats
weapons and/or other modifiers can affect
lhatbase number.

Each PC and Monster has something
called DL, or Defense Level. This is the same
as Hit Points. A human's DL does not go
down (it drops when a pC gets hit, but it
comes right back up before the next round)
when (s)he gets hurt but a Monsters DL
does go clown (and it stays down the way
you expect Hit Points to behave). weapons
have two somethings: AL, or Atlack Level
(this is attack ctamage) and Lethality (which
is how likely aweapon is to kiil).

Humans also have something called
Health levels: Normal, OK, Wounded, Un-
concious, and Dead. lf a successful Lethality
roll is made against a pc, the roil puils the
Health down by the number rolled on the
die. This is the only way a PC can die in
combat and even then they might not be
dead. Once per adventure, a pC can b€
ressurectecl it teammates can get to them in
the same turn that they ctied anct give them
successful First Aid. lf thsy die a second

time during any givsn adventurs, they are
really ctead.

WhatlLiked
There are several things I like about this

game. lt's short. lt's simple. Ancl it's funny.
The artwork is all cartoon style and is well
clone. Reading through the book provides all
sorts of chuckles and guffaws. lt's a laugh-
a-minute. And I like ths idea ot using a mail
ordsr catalog for an €quipment list.

WhatIDidn'tLike
Using a mail order catalog is a good idea,

but not everyone is going to want to haul
one of those puppies around to gams
sessions. A short, one page list of soms
very basic equipment woulct have a goocl.
And a lew pictures in the 29 pages of
monster listings woulcl make that section a
little mors interesting.

So...What About The Game?
I like it. But I'm not sure that lwoulct admit

that I play AOTH. I'm supposed to bs a
serious gamer ancl this could ruin my repu-
tation. Actually, I'm only kidding about that. I
think many peopls would get a kick out of a
short session of AOTH. I cannol see this
gams as one that people would ptay con-
tinually, but most people need a "humof
break once in while and I can see referees
pulling this one oul lime and again to have
some quick and easy fun. Just reacting the
book will give you a laugh. I'd say buy it and,
right about ths beginning of Aprit, puil it out
and surprise the rest of the group.

-GlenAlltSon

GURPS
Cyberpunk
128 pp sourcebook for cURpS (inctudes
"Campaign Plan' sheet for photocopying).
GURPS is recommendecl for effective use.
$16.95.

Game Des4?n.- Loyd Blankenship . A ddihdna/
MatenAl' Btian Edge, Cheryt Freedman,
steve Jackson, Mike Nystul, creed Lambatd,
David Pulver, Alex Von Thorn, Karl Wu.
CoverAn sL'David Schleinkof er. /nteno/,
Alttsts.'Ca(l Anderson, Angeta Bostick, Rick
Lowry.

PublsherSleve Jackson Games. Box
18957, Austin TX 78760

Background
"Cyberpunk" is a name given to a genre

ot science fiction which includes a ctystopian
society, computer networking (often with an
artificial intelligence or two within the net-
work), direct human interfacing into that
neilvorl(, one or more cyborgs, is usually set
in the tuture, and almost atways has anti-
heroes for protagonists. As a story form, it's
been effective for at least 25 years, though
the term itself has become common only in
the last clecade.

Lately, cyberpunk is making officiat in-
roads into rolegaming via sh,rdowrun. cyhe/

Space, Cybelpunk, anct now GURPS Cyber-
punk. Hovt does this anti-hero genre fit into
the concept of rolegaming? A very good
question. But let's first look at the rules
themselv9s.

Layout And Components
fhe aURPS books always hav€ the

highest production standards; GUFPS
Cybepunkis no exception. The illustrations
seem to be aMully sparse for this genre;
there shoulcl be LOTS of pictures to give a
taste of the a/lennessof such a gameworld.
(Though there is an illo ot one young lady
with what appears to be an artificial navel
showing through a see-through shirt ol
sorts on page six which gives an unrsal
feeling..) The two page bibliography shows
that Loyct really did do his homework, and
the inclex makes it possible for the prospec-
tive GM to actually fndthings in this huge
mass of text.

Comprehensive indexes should be man-
datory in all games. The GURPS source-
books excel in this; I only wish other game
publishers would follow suit. Strong biblio-
graphies not only ofler the gamer a list to
"follow up" on ong's new inlerests, but give
the work itself authenticity. When using
nontiction texts, one trusts the research of a
book with a huge bibliography. I'm not sure
"trust" is a proper worcl when dealing with
the cyberpunk genre, but a good GM likes to
teel his game is accurate.

GameMechanics'this is aURPS which you eilher tike or
you don't. GURPS permits you to play it
either simply (quick) or with lots of alternate
rules (realistic, but slow). lt requires woft on
the part of the gamesmaster to pick and
chooss th€ various rules, backgrouncl, and
flavor of the game when it is playect.

GURPS Cybepunk clemands more wofi
of the GM than the average fantasy, horror,
or sf game. Ce inclucles so many rules
adclitions - methocls for simulating new
programs, breaking into systems, defining
exactly what the world of programs
("cyberspace") is. The rules for "netrun-
ning" (breaking into anct adventuring insicte
ol computer memory) alone run 35 pages!
This is a genre so complex that each GM will
have to do as much work as the average
sourc€book writer would. lt might have been
less daunting lo have actually designed a
specific worlct background, as was done fot
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book - as prin-
ted, at least - is
less  use f  u l  f  o r
computef crime
than any BASIC
p r o g r a m m i n g
handbook!). They
raicled the SJC
of f i ces ,  tak ing
m a n u s c r i p t s ,
computers, disks,
a n d  r u i n i n g  a
good bit of office
f u r n i t u r s  o r
equapment .  l t ' s
no real surprise
to anyone that
our government
has a lerminal
case of stupidity,
so a cover blurb
proclaiming "The
book that was
se ized by  the
U.S. Secret Ser-
vice!" real ly /3no
message. Atter
the financial bur-
cten which the
raid cause them,
no one can fault
SJG for using any
p r o m o t i o n a l
technique to sell
their merchand-
i s e .  N o r  c a n
a n y o n e  b l a m e

them for a littlo bit ot righteous andignaton.

So...What About The Sourcebook?
It's an sncyclopectia, not a campaign

module or an aclventure book. As such, it's
nearly all,encompassing and ctaunting.
since sJG kindly puts their authors' names
on the covers, every regular GURps player
who sees Loyd Blankenship's name knows
that this will not be a "quick anct dirty" set of
rules, but will cover everything which Blan-
k€nshio was able to find.

Gamesmasters hoping to lind a pre-
packaged scenario or two herein will be
disappointed. There are none. This source-
book is strictly a reference book; imaginative
plots will have to be provicted by the GM.
There ar€ a tew idea germs, designed to
help the new GM determine the type or style
of campaign...and that's as close as you'll
get to an ofticiat ouRps cybepunkadven_
ture (for the immediate future, at teast).

One of these germs is a very clever idea.
In it's section on "Cross-genre cyberpunk,. it
suggests the entertaining background of
FASA'S Shadowun, wnerc cyber and net
technology intermingte with magic. snado-
t4run ptayets who have given up on lhat
game's mechanics might think about using
,Shadot+run as source material and eL/RpS
Cybepunk and OURPS Fantasy for playing
rutes.

WB never did address the issue ot the
anti-hero cyberpunk genre litting into a
heroic role playino campaign, ctid we?
Guess you'll just have to read the side bar,
entitled 'Cyberjunk.'

CYBERJUNK
Let me make it very clear that I don't lika

cyberpunk. ll can woft in fiction (and has,
very well at times), but its just too opposed
to a continuing campaign in rolegaming.
That is, if you detine rolegaming as I do.

Rolegaming is an opportunity lo ro/e
p/ay. This seems obvious, but I read many
arguments about players preferring to
"power game," whatever that means. whai
il seems to mean, so often, is that the
playe(s) are only handling violent contlict
( i .e. - combat systems) and cal l ing the
game finishect when the fight scenes are
over. To be sure, that is their right to play
Ihu sly, but ft isn' I t o/e p/a/.

lf we take this tirst assumption (and
that's really all it is; take it or leave it), then
the ethical player, the moral player, the
player who's really in it for fun and wants to
face the other players with no shame, gets
a thritl from playing a heroic character. The
character may or may not be powerlul,
handsome, rich, or any of the above - but
the character will, when the chips are down,
"do the r ight thing."

Popular fiction is steeped in the tradition
ot the average guy who rises to the occa-
sion, trom Moses to Kal-el. we're also fond
of the scoundrel with the heart of gold, who
can be counted on to Show up when really
needect. Han Solo, o( RicR ( Casab/ancil a(e
typical of the characters which bring us
back to the movies over and over.

Cyberpunk depencls on a dystopian
settlng, where there appears no solution !o
the ills of the world or society in which the
protagonist is Vappecl. Much of the mes-
sage of a goocl cyberpunk (yeah, llree9 a
contracliction in terms!) story is of the "tf we
don't slraighten our act NOW, this is the
sort of living hell we're condemning our
children to" variety. In cyberpunk, the pro-
tagonist is unavoidably out for him ot
herselt only...and the worlcl is that much
sadder for her or him.

As a story, this wofks. Braye IIeu
Wotld is a nightmarish classic which would
lose its message it the good in mankind
ever triumphecl. In rolegaming, it means
every player knows that their character witl
never make a real difference in the game
worlct, and that each player will play an
unlikable, seltish boor.

lfound it sad, and not a titfle disturbing,
that there were so many AD&D players who
thrilled al playing evil anli-paladins. For
those ot you unfamiliar with the anti-
paladin character class in AD&D (toulect in
Dragon as a non-player character class,
but immediately embraced by adolescent
boys with little social life), these are
characters which worship evil gocls &
oemons, make sacrifices of human chil-
dren, push litfle olct ladies down slairs, stab
their mothers in the back, anct undoubtedly
are the people who cut you ofl on the
freeway today. They have NO redeeming
value, except to be cut Clown by a good
guy.

lfind itjust as disturbing that there seem
to be so many people wanting to play
criminals in a hellish society with no
escape. ls real life becoming thatditticvftlo
handfe? -Chesteraox
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WhatlLiked
It you're using this soufcebook stricily as

research for a campaign, it's well worth it.
You'll not use all the data within it, any more
than you'd use ALL of an encyclopedia. lt
ooes a gooct job ot putting ail the known ancl
speculated data about cyborg parts and
futuristic computer hacking all in one place.
The index goes a tong way to making ths
clata accessible.

WhatIDidn'tLike
The price springs to mind. yeah, I know

that lhe cost of books is going up, but fol
$16.95, l'd like to actually be abte to open up
the thing and pLAy. GC is a reseafch
volume. Perhaps I've been tolegaming too
long, but I grew weary of all-encompassing
encyclopec,iac rules during thg days of 6jtl_
va/4/ & .,olcery - and those other loooong
sets of rules FGU used to publish.

Perhaps it's my ctislike for the genre itself,
but I found too much emphasis on the
dystopian (callecl "gritty" in toctay's fandom)
type of story. eURp.9 has atways acrapted
itsell to any style of ptay (our tavorite tends
to be the "cinematic"), and eL/RpS Cyber_
punk leans too much on the side of the
downer syndrome. To its credit, il does
inclucle six sidebars for we who are tired of
the anti-hero (read: viltian) genre.

Finally, SJG seems to behave just a titue
sensationalistic in their recounling of an oc,cl
incident. The Secret Service seemed to have
some idea that the manuscript for this
sourcebook contained some hints and tios
ior compijiei crime. (piii.loui mone.l back,
all ye potentiat hacking hoods. The source_32

- ChesterCox
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ture the likes of which I myselt have long
wished GDw would publish more of. what
makes Knightfall even morB appeating,
least to me, is the tact that this adventure
gets away lrom the mor€ military plots of the
malerial published since ths release of
MegaTraveuel and presents a merchant-
oriented adventure with a richty variect mix of
plotfines similar to many earlier rraye//er
advenlures

Xnighttall uses a 'cinematic' nugget
format wilh an opening scene for each.
Many ot the nuggets are optional, and many
of the key nuggets do not require a particular
orcter. This nugget format is quite successtul
and allows a lot of freedom in how the
referee applies them lo his or her campaign.
And, because ol lhe broad and varied plot-
lines, th€ bulk of this campaign book could
be successfully used in a number of science
fiction RPGs.

Boiled down to one sentence, Knight-
lall is a well designed advenlure that will
provide several rewarding playing sessions.
MegaTrave//erplayers will nol want lo miss
thisone.

-JamesB- Ktngr

Knightfall
96 pg book. $10 (Megartave/le4.

Des@n.' Joe D. Fugate, S(. Co t/er A rfrs t p aul
Alexander. ln teno/,Artsts.. Rob Caswell, Tom
Peters, Mike Vitardi, Blair Reynolds, Kate
Lebhorz-Gelinas.

Pubrshel,. Game Designers' Workshop,
P.O. Box 1646, Btoomington t161702-1646.

Knightfall is a campaign adventure
which starts out with the pcs ptying the trade
toutes of Massilia Sector - a highty contes-
ted region between the factions of Lucan,
Dulinor, and Margaret - amictst the chaos ot
the Rebellion. The adventure successfully
portrays what life is like for the common
citizenry caught in a civil war - and what the
costs are when they are suspected of sup-
porting an opposino taclion. Ultimatety, the
PCs go in search of "The Shimmering City,"
an ancient city of fantastic technology which
is believect to have failen into obscurity
during the Long Night. The origins of this city
come as a surprise, anc, are nol whal mosl
players will initialy betieve.

Knightfafi is a very complete and satis-
fying package reminiscent of The Travel-
Ier Adyentuae, a campaign length adven,

TRAVtrLLNRS;
The MEGATRAVELLERTm Players Survival Kit!

Lost  in  a  ted ious  t ime warp?
Th is  k i t  i s  guaranteed to  reduce
hours  o f  

' f rus t ra t ing  
paperwork !

Have more  t ime to  do  what  you do  bes t :
R o I e - P I a y  t h e  F i n a l  F r o n t i e r !

The MEGATRAVELLER Players Survival  Ki t
con ta ins  Un ique,  Prac t ica l  and very  Usab le
P layer  Charac ter  Sheets ,  w i th  lo ts  o f
space fo r  no tes  dur ing  game p tay .  The
resu l t  o f  years  o f  ro l ,e -p lay ing ,  these
sheets  a re  the  bes t  on  the  marke t !

As  an  added FREE BONUS,  we have
included our Special  Cargo Log Forhs to
s inp l i f y  the  chore  o f  keep ing  t rack  o f
cargo bought and sold throughout your
t r a v e l s .

To take advantage of
th is  Spec ia l  o f fe r ,
send  $s .gs  +  $ r .oo  fo r
sh ip ing  (US Funds)  to :

Sass Lore PnonucTions
P.O. Box 14616 Port land, Or 97214
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American & Soviet Combat Vehicle The Stuff Dreams
Handbooks
1 04 pg books. $ 12 eacn ( fwigh t'.W 2nd €dihod.

Deslgn.'lorcnK. Wiseman, Frank Chadwick . l/eh/'c/e///ustnhons. Steve Venters, Kirk
Wescom, SteveBryant, SheaRyan, CainBudds. Penci////ast/,at/ons.'Tim Bradslrset, Grant
Goleash.

Pubrsher.'Game Designers'Workshop, P.O. Box 1646, Bloomington 1L61702-1646

Are Made Of
33 pg booklet. $9 (t lopheus).

Adventul'e Deson.'Craig Sheeley. A ddilronal
Desun' Devin Dwnam. Co yerAils ts.' Marty
Saf sman, Bob McFale. /ntenorArt sts.'Phil
Morrissey, Marty Salsman.

Publtsher Rapport Games,'l 03 1 E.
Battlelield, suite 1148, springfielcr Mo 65807

This is the first supplementtot lhe Mor-
pheus RPG. lt provides an aclventure for
levels 1-3 as well as source material cover-
ing the Morpheus Tower where the 'mind
games" take place. The bocly of the module
is staplecl, but simply inserted loose inside
the cover, which is because floor plans for
the Morpheus Tower are printed on the
inside cover.

The interior art is plentiful and gooct ancl I
also liked lhe cover. The adventure, lhough
perhaps a littls too short, is different, but
would be oood for learning how the game's
systems work. lt has a very linear progres-
sion, which will restrict players somewhat in
their actions. Some additional material on
possible optional actions would havg been
heloful.

A section ot NPCS with stats anc, a oicture
of each is included. This is a good section,
but the material is spaced out at one NPC
per page ancl the information provicted
didn't require that much space. lf the stats
had been condensed a little and tha extra
space used lor addit ional adventure
material, lwoulcl have been happier.

This module seems at l i rst glance to be a
bit expensive lor what you get. But it you
play Moptteus, you'll find this module to b€
useful. The idea behind /Vorpheusis rclnel
different anct a referee might somstimes fincl
him or herself stumpscl for a creative idea or
a way to get going. what you sometimos
need is a catalyst to start things flowing or a
springboard to leap from to start creating
your own material, and The Stuft Dreams
Are Made Ot is just that. And that makes
the orice worth it.

-GlenAlltson
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Each ot these handbooks contain vehicle
listings and stats tor over 60 combat vehi-
cles ot various types: light reconaissancs,
cargo workhorses and general support vehi-
cles, anti-aircraft, infantry fighting vehicles,
engineer vehiclas, artillery, and, of coufse,
main battle tanks. But that's not all. Each
book also contains an overvigw ot major
military units (army corps, divisions, bri-
0ades, regiments) tor each sicle, provicling a
historical summary of action, current loca-
tion ancl approximate strength. Unit organi-
zation is also examinect, informing players
how units were structured at the onset of war
and how and in what numbers various vehi-
cles were deploysd to each unit. Obviously,
ths units will no longer hav€ this same
organization and troop and vehicle
strengths, but this data is not only interest-
ingly informational, it is indicative of the
organization likely to be found in cunent
factional elemsnls.

My tirst thought when I tirst opened those

handbooks was "wow.'The quality of illust-
ration is exceptional, among the best in the
gaming industry. Every vehicle is illustrated,
but the truly impressive illustration is the
large number of pencil illustrations that will
iust blow you away - they look almosl real
enough to do just that! Most are obviously
done from photographs, and I woulcln't be
surprised it they all ars. To maka a goocl
thing even better, each handbook includes
eight pages ot color plates depicting vari-
ous vehicles in the color schemes and
markings of the unils they are assigned to,
with complete dsscriptions ol the vehicles
clepictsd.

obviously, thess books are well worth
purchasing. |rolight .W playats, don't
overlook these books. h fact, if you're a
military hardwaro fan, th9se books are worth
having even if you clon't day fwih?ht'M.
The quality ot illustration is that good.

-JamesB. King
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REUIRESGI|
Srcir=ale'E [-rig,#i:un

trAmE5,?5mm FftrURE5,, trAFER fiEms

REVIRESCO manufactures the
Iargest and rpst conprehensive Iine
of 25nm scale science f ict ion war
game miniatures in the wor ld,  l { i th
over three hundred designs
ava i lab le ,  inc lud ing  e igh t  human and
e igh t  a l ien  races ;  f i f teen  d is t inc t
rohot types, s ixteen starships,  and
twenty three di f ferent vehic les and
heavy weapons, you wi l l  be
sure to find usefu'l i tems, no matter
what gane system you employ,

|le provide ful I support for
our ou/n garns, STARGUARD, STAR|IAR
2250, and f{AR8OTS & DEATH MACHINES.
l le have even designed cut and fold
paper  bu i ld ings  and veh ic les  spec i f -
i ca l l y  fo r  sc ience f i c t ion  gaming.

There just  isn ' t  space enough
in  th is  ad  to  te l l  you  about  a l l  our
products, so we have presented a few
representat ive sanrples.  Send $1,00
for  our  i l l us t ra ted  Cata log ,  to
Reviresco, 5293 Leprechaun Ln.,
Kearns,  Utah 84118.

IFeCIer,'.trtisn
f{etfieLv'.r.ll [Ecl,,.rrrt

Fantastir Futuristir Fortress

Eortress lilal

Eantainsr
FOUR CORNER TOI'ERS, EIGHT CORNER
IJALL SECTIONS, TllO CENTER 1JALL
SECTIONS, T9O CATE HOUSES. TI. IO
SLAYE BARRACKS, AND FOUR MEDIUII
P O U E R  C U N S .

PRINTED ON HICITEST QUALITY COLORED

BRISTOL CARD STOCK. EASY CUT AND
FOLD ASSEI{BLY.

P- l  FoRTRESS ML 1 /72nd scs le  20n x  20n
P- l r  FORTRESS RAL 1 /144th  sca le  10n x  lOn

HWV- l  5

T r i - v u  l c a n

Robof (Tracked)

Powt r  Gun $6 .50

C O N T A I N S :  T y o  @ m p l o f e  c u +  a n d  f o l d  k l + s ;  p r l n t e d
on h lghos f  qua l  l i y  co lo red  br ts to t  card  s+ock .
E6ch shut+ l€  c ra f+  has  op€n ing  6ors ,  ln te r lo r
de ta l l ,  and  c lear  ac€ fa+e r lndoys .

F2 Shuf t l c  K l t  \ / l7nd  sca lo  9n  long
P - 2 a  5 h u f t l e  K l t  t , / l 4 4 t h  s c ! l o  4 . 5 n  l o n g

16 .00
t1 .00

H W V - I 4  D e c a - P i  I  l a r  $ 5 . 5 0

Reviresco 5293 Leprechaun Ln.

lilalnai
Esqqnsfrrip

Kearns, [-ltah 841 1B 801- -969-364f;



The New

T$TILIGIIT:
2000TM
War has raged on foryears. The f ront lines sweep back

and forth across the ravaged face of Europe. The high-
tech ammunition is dwindling. The high{ech equipment
is failing, piece by piece, as spare parts and mainte-
nance time evaporate before the march of an endless
campaign.The frontl inesare now held byafewgrim and
desperate soldiers.

The U.S. Fifth Division has tenaciously held the line in
central Poland. Now, a Soviet encirclement has cut it off
in a region ruled by ambitious warlords, local militias,
and bands of marauding deserters. Headquarters is 200
kilometers to the rear and helpless. Your last order sets
you free...

Good luck.
You're on your own.

Twlllght: 200G-the roleplaying game of World War
i l t .

Characters: Nationalities, new career types, skills,
characteristics, military and nonmilitary backgrounds.

Combat: Revised, realistic, easy{o-learn system.
Travel: Types of travel, time scales, vehicles, encoun-

ters, maintenance, fuel, repairs.
Encou nte rs : Dan gerou s e nvi ron ments, radiatio n, dis-

ease, contaminants, reasons for encounters, typical ad-
ventures.

Equlpment: Weapons, supplies, vehicles, munitions,
costs, availability.

Danger: Places to go and reasons to go there. Plus
reasons to wish you hadn't.

Twlllght: 2000: Roleplaying in the devastation of
wwl l l .

2nd Edltlon Twlllght: 20fl).
The boxed set Includes a 288-page baslc rule book,

29x28" map ol Europe, and blank forms.

rr: )\t-
GDW:2001.

Boxed.
$24.00.

At your hobby
or game store
July 28, 1990.

"WHAT FOOLS WE WERE to al-
low ourselves to be lulled into a
warm sense of security by the
events of the late '80s and early'90s. How childlike we were in our
trumpeting of the new age of peace,
prosperity, and good will. Democ-
racy had come to Europe, and that
meant that peace had come to
Europe, for democracies never
made war on other democracies.

"What utter rot!
"How could we have believed

such naive rubbish with the lessons
of history so plainly before us? De-
mocracies have always made war
on other democracies; it has been
a fact of life since the earliest de-
mocracies flourished in Greece, and
warred continuously upon each
other.

"How could we have forgotten
that in the War of 1 81 2 the two great
western democracies made enthu-
siastic, aggressive war on each
other?

"How could we have forgotten
that democracies represent the will
of the people, and that the will of the
people is often for war?

"How could we have forgotten
that Hitler was elected?"

Janosz Skrivkin
Chancellor of Croatia

1 999

P.O. lor lcl6
S|mhgfd,ll 6lt@-16a6


