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A FEW PARAGRAPHS FROM THE EDITOR (Lee Gold)

This fanzine Is  set up as a monthly discussion apa (amateur press association) for SF 
fans and others Interested In role-playing stefantasy games. I t  should give us a l l  a 
chance to discuss ru les and share our own special ideas, and to write up expeditions 
we’ ve'been on. The opinions expressed In It  are so le ly  those of the Individual 
contributors and do not necessarily  re f le c t  those of the ed ito r.
I .  If  you have a contribution for A&E:

a. Type I t  up on a 9"-wlde ste n c il (In America,NiNE-hole) and mall to LEE GOLD,
> ! 3965-Al la; Rd., Los Angeles, CA 90066. Include $ l/ s te n c lI . Or use an 8.5"-

wide ste n c il (In  America. FOUR-hole) and IncI ude $1.50/stencl I . Type T"" 
horUontal ly (centered), lines 5-64 v e r t ic a lly .
P rin t It  yourself; copy count'Is 500. $10 handling charge for bulky
Inclusions. Do not use the word "advertisement" to describe the contribution. 
Send It  to Lee (Sold, and she w ill sten c il and mimeo I t  at $2/page (or 
fraction  of a page). Typing autom atically Includes Improving sp elling  and 
grammar (and may Include a few new typos). I t  may also  Include ed ito ria l 
comments. Those who want th e ir  deathless prose le f t  Intact should type It  
themselves or ask for I t  to be photostenciled at $2.65/page (or fra ctio n ). 

UNPAID FOR MATERIAL WILL NOT BE MIMEOED NOR INCLUDED IN A&E.
The fanzine w ill cost as follows: 
a . ' l^n-contrlbutors; POSTAGE PLUS

1) $1.50, If  you contributed to neither the current nor previous Issues.
2) N o th in g ...if  you contributed to the previous Issue.
(>3ntrIbutors: Free, no icharge for postage. US (non-AP0/FP0)<sent UPS; extra
for F ir s t  C la ss ;. (^pada/APO/FPO sent F ir s t  C lass . (5ther countries sent 
A ir Mai I/Pr1nted MaHer.
For trade with other F&SF Gaming fanzines only; mailed B(X3K rate.
No fixed cost subscriptions are possib le , since postage rates and 
contrlbutlonrcredit may vary. But you may send a check or cash (US or 
foreign currency) to Lee (5oId, and she w ill deduct costs and Inform you each 
Issue how much money Is le f t .  When there Is no longerienough money to send 
A&E>. she w ill so Inform you— and at your sp e c if ic  request return the balance 
of your account to you. ’ ■
Buyers a t stores : pay the store whatever-I t  charges^
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3. Back Issues: check the Table of Contents page for availab le  back Issues,
(^ st I s $ 1.50 pI us postage . '"

POSTAGE: please In d icate  your choice of m alling o p tion s.
US (non APO/FPO): F ir s t  C lass ($2.58, 4 days); UPS ($1.59, I week); or Book (634,

3 weeks). FPO/APO: only F ir s t  C lass and Book options are ava ilab le . UPS
cannot be sent d ire c tly  to a PO Box.

CANADA: F ir s t  C lass as above—or Book at 834.
OTHER COUNTRIES: Book (834, 2-3 months) or A ir Mail/Printed Matter (3 weeks;

Brlta ln/Europe--i3 .98 , Austral la— $5.38).
If no money Is ava ilab le  for the type of postage requested. I t  w IN 'besent as 
e ff ic ie n t ly  as possib le . Mailing two Issues at once costs much less than twice the 
cost of mailing one Issue— by any of the options. PLEASE le t us, know I f  you move. 
Book and UPS are non-forwardable. .
If  any copy of A&E has missing or I lle g ib le  pages, notify Lee Gold and send a 
self-addressed, stamped envelope— and a replacement page w ill bemalled to you.
NlNE-hole s te n c lIs  for sa le  at 204 plus postage, 
ca re fu lly  before trying to type up a s te n c il .)

(PLEASE read the; next page



SOME NOTES FOR WOULD-BE CONTRIBUTORS WHO HAVEN'T TYPED STENCILS BEFORE
1. Buy 9” wide C9. hole) s te n c ils  (or 8 .5 ” wide, 4-hole s te n c ils—and think a few. . 

kind .thoughts for the p rin te r) . Yottr stencil w ill have a film  sheet (transparent 
p la s t ic ) ,  a wax-impregnated s tenciI attached at the top to a heavy paper backing 
sheet (DON'T detach i t ) ,  and a cushion (tannish or white paper or bIack carbon). 

E , . Buy STENCIL CORRECTION FLUID aka corf Iu (usually blue or green). CORRECTION . '

3'-'
FLUID for. xerox/offset.;typJng wi I | not work properly.
Type  ̂with ^he'+yp,ew^lt^r  ̂ set;ting (or remove tbe ribbon)—with the film
betweeh;.'th^ steh_g;lŷ  ̂ the cushion glossy side up (next to the
ste n c il)  betii '̂en the stencil and backing sheet. You can reuse the film  and the

sta rt
...........................  second

 ̂ box:. ; Jype 7” :acro§$ centered (70 spaces.pn a pica typer; 84 on an e l i t e ) .  
^'Single, sphcb; double s^ace between paragraphs. Don't type a paragraph longer 

than f5 lines if  you want your stu ff read e a s ily .
5. Cdrrect mistakes by daybing cprflu  over them, letting  i t  dry, and retyping.
After typing the f i r s t  s te n c il , hold the stencil up to a lamp;' If you can 't see the 
light c le a r ly  through the le tte rs  you typed, you aren 't typing hard enough. (DCiT 
MATRIX and DAISY WHEEL typers/pr i nters usually need, 3+ i mp re ssT_ons oh each l e t t e r . ) 
If your underlining cuts through, the s te n c il , you're typing too hard and may wind up 
with ink spots or a torn s te n c il . it • v i • ' *
Fopmalliing: remove the film  and cushion. DO NOT'DETACH THE BACKING SHEEX.OR CUT THE’
STENCIL. Do not crease any folds in the'Stenc i I . CaHdbdard hacking .in envelopes 
is  NOT necessary. ." ’ \ '  ̂ ,
if  you have over 15 typos, or misspel I inge>.:per page, . the; page, wi li .fee retyped.'' 
Please note: " iJS  = of i t ,  IT'S = it  is ;^  THEIR = of them,! THEY'RE = they'are . 
No space a fte r an opening quote or parenthesis. Two spaces a fter a petlodi'

DIAGNOSING F^OBLEMS” -a fte r  seeing how your stencil printed ' ■'
ih a few words or Tines are too lig h t, the problem may be co rflu . Old corflu  gets 

th ick  and doesn't spread we I I because the ether evaporates. Buy a new bottle— or use 
I ess corf Iu. ; , : ., . . s • . T ' • ■ . i ! ..wt .

If your mistakes print even though you corfiued them, use more co rflu . (A vert­
ical ligh t streak or overall lightness is the fau lt of th e 'p rin te r .)

Remember to l i f t  up the film  and apply corflu  d1re c t1y to the s+ en c|1 — and ;walt 
aiminutefor it  to dry before typing over i t .  if you don't ,use a cushion, l i f t  the 
s te n c il away-from the backing■sheet before corflu ing ; otherwise the stencil w ill be 
stuck with wax to the backing sheet and w ill simiidgeor tear. . When correcting .e,,Ip rge 
area, rub i t  with something blunt like  a paper cl ip's'rounded end before corf I u ing.,/,,

DRAWING ON STENCIL meaus scratching the Wax with a sharp tip  that won'.t cu7 .the., 
s te n c il . (Try a toothpick if  you don't want to buy a s ty lu s .)  ' Put a' stenciI drawlng, 
plate (or a sheet of sandpaper) under the s te n c il . • .

If some of your typed le tte rs  (the oneS'%ith c ir c le s  
seem b lu rr le r  than others, the typer's keys are d irty , 
with a toothpick or unbent staple ar _o)_d tocthbrush:. 
out'thecentdr pf a,n o or otherjpi rcfp^.,lettpr, donlt wQrry. If it  does so cohstSt-T' 
en tly , type less hard or don't fender I ine. NEVER underline more-than 2 - y ’ .̂  ,

I i ke a, b, c,d,e,g,o,i.p,.^ q) 
Clean out the encrusted Ink 

If your typer sbmetimeS/CutP'



/

Back issues: #68, 70, 76-101. Or check with Balboa Games, 630 N. Willow, Long
Beach, CA 90806 at $3.15 including postage. Or with Dragon's Lair, 8316 Blondo, 
Omaha, Neb., 68134- at the same price (for #58, 60, 63, 65-6, 68, 70+).

TO APPEAR IN #104.: Goldberg, Larter, Phillies, Foster, Bolt, Long, Bambach,
Wixted, Saunders, Clarke, Gehrke, Brooks & Flin,and Gilham*...About 60 pages (as of 
January 31, 1981). ^

This issue includes .
Cover
A Few Paragraphs 
Tantivy 
Dragonsgoll 21 
Terra Ferretae 
Duck! Here It Comes. ,
Death Stars on the Horizon 
Ideasmith's Musings 
Fantasy Fills My Eyes 
Chronicles of Zonka ■
FRP Herbalism
The Chronicles of the Ancient Empire 
Golem's Corner ,
Tales of the Golden Archers 
Montmorillonite Man-O-War Bird 
The Fnord ,, '
Filler Prince
Vardhuset Spakvlnnans Drom 
Oh God, I'm.So Depressed ,
The Chaotic Kaskara 
The Murdered Master Mage : ,
Agents of Fortune , .
The Otyugh Speaks , , .
Captain Patio Blocks...
• Quark's Communique 
Noldoparma ,
Leagues Unlit and Foundered Shores 
Ylamzine •
Ideasmith's Musings 
I Ching, You Claudius 
Cut Out Shapes....
Dragonewt's Dream
The Fnord 7. . i ■
Alyncialle 
The Law of Fives
The Ebon Unicorn  ̂ : , i
Goblinoid Outpost .
Dragonsgold
From the Toumbes of Netherwhere '
The Other True Way 
Peregrinations on a Theme 
Operation:,, Chaos,
Stormtrooper in'Drag 
Shards of Time

January 31. 1984. 
Peter da Silva 1 PK
Lee Gold k WH
Lee Gold 5 PK
John Sapienza 5 PK
Robert Saunders 2 YE
John Redden 6 ' WH
Adrian Bolt 3 BL
Jonathan Woolley 1 BL
Jason Zalk 2 PK
James Robert 4 ‘ V/H
Lee- Gold 2 GR
Matt Stevens 2 PK
Hal Heydt 3 WH
Joseph Teller 5 V/H
Nick Larter 6 YE
Mark Galeotti 3 BL
Mark Goldberg 1 BL
John Robillard 1 WH
Neil Fraser 5 V/H
Paul Waters 2 GR
George Phillies 2 GD
Steve Gilham 3 WH
Vincent Foster 5 WH
VJilliam Pixley 2 PK
David Dunham 4 YE
Lewis Stead 2 WH
Brooks & Flin 7 WH
Rob Ellwood 2 GD
Jonathan Woolley 2 BL
Harry Robertson 3 WH
Phil Masters 5 WH
Mark Galeotti 4 GR
Mark Galeotti 2 PK
Denise Gerneth 9 WH
Elizabeth Wolcott 1 V/H
David Nalle 3 YE
Mens Johnson 3 YE
John Sapienza 4 GD
David Union 7 V/H
Quentin Long 5 WH
Scot Fritz 2. BL
Nicolai Shapero 3 GD
Phillip Adams 3 GD
Wayne Shaw 5 PK



PUBLICATIONS OF POSSIBLE INTEREST TO A6E READERS

ABYSS, ed, David Nalle, bimonthly, H 0 2  21st St. NE/, Wash DC, 20036;
$1.50/sample, $7/6 issues; $13/12 issues; offset, digest-sized.

DIFFERENT V/ORLDS, pub. Chaosium, Box 6302, Albany, CA 94.706. Offset, slick.
„ „ d ra gon LORDS, ed. Ian Earsh, Avalon, Grams Rd., Walmer, Deal, Kent, CTI4, 7PU, 
ENGLAND; 60p/issue (checks payable to Mike Lewis); digest-sized, offset.

THE FANTASY GAi'̂ iER from Steve Jackson Games, Box 18957, Austin, TX 78760°
3 issues/$8; 6 issues/$13; bimonthly. ’

TEE FANTASY HERALD, pub. Sun Reach Pubs., 4.4. Candleriggs, Glsagow, Scotland,
3 pounds/6  issues domestic; international rates on request; digest-sized, offset.

Gaming, 3753 W. 80th PI., Chicago, IL 60652; $2.25/issue; one •year US $10.20. Prozine. . *
VJHITE DWARF, pub. Games Uorskhop, 27/29 Simbeam Rd., London NW10 6JP, ENGLAND, 

75p or $3 per issue; slick, offset,
THE WILD HUNT, ed. Mark Swanson, 4.0 Bow St., Arlington, HA 02174.; $1.50 plus 

postage; Boston-based APA, monthly.
Original Thought, 95 Norris Rd., Brooklands, SALE, Cheshire, 

H33 3GS, ENGLAND, pounds or $15 per year. Offset, digest-sized.

A BRIEF GUIDE TO OCCASIONAL ABBREVIATIONS FOUND IN A&E
D% percentile dice HP Hit Points RQD# #-sided dice HD Hit Dice D&DSP Spell Points L Level VD&D2H Two-handed K Thousand AD&DAC Armor Class EP Experience Pts LRSHTK Hits to Kill EP Energy Pts AGPBM Play By Mail FP Fatigue Pts YRSHTH Hand-to-Hand BP Body Points LoAGP Gold Pieces XP Experience Pts OS

Runequest 
Dungeons 6 Dragons 
Variant D&D 
Advanced D&D 
Land of the Rising Sun 
Arduin Grimoire 
Ysgarth Rules System 
Lands of Adventure 
Other Suns

STR Strength 
WIS Wisdom 
DEX Dexterity 
CHA Charisma

BVC Bardic Voice 
INT Intelligence 
CON Constitution 
APP appearance

POW Power 
SIZ Size 
AGY Agility 
Wpn Weapon

RAEBNC = Read and Enjoyed But No Comment

A&E Alarums & Excursions DW
TVffl The V/ild Hunt TD Different Worlds 

The Dragon

CL Cleric 
HU Magic User 
T Thief 
F Fighter

ct = comment

WD VJhite Dwarf 
EGG E, Gary Gygax

PLEASE express all HP or damage ranges as dice instead of numbers.
That is5 say 5D10 - or - 5xD10, but NOT 5-50. Thank you,

NOTE for those puzzled by A&E's Table of Contents:
a zine listing in the ToC includes the fan magazine's TITLE, AUTHOR, number of 
PAGES and COLOR of paper for easy location in the apa.

BL
GD

Blue
Gold

PK
GR

Pink
Green

VJh V.Uiite 
YE Yellow



TANTIVY 
by Lee Gold; (213) 306-7A56

28th UPS delivered a^package from FGU copntaining an unboxed copy of LANDS 
OF ADVMTURE plus the first tv/o Culture Packs and the character sheet. It didn't 
have the GM screen. It did have a note from Bizar that the complete set will 
contain dice. If it tip-ns put that Bizar lost the tables that v,rere supposed to go 

* screen, I vdll make them available to A&Eers who send a SASE__and to
other people at 10 cents plus postage. (Presumably you can handle taping them to a screen yourself.) , e. .

^ything else ne\|? Oh ;̂ es,: we finally got a computer and daisy wheel printer.
This should improve the look of A&E a little. It will also mean that (probably by 
next issue) we will have a whole new way of taking contributions— at least for 
those whose computers speak UfllX. Just send the stuff over usenet-or call up our 
are®UIdX anrc'’) ^200 baud. (Note that the machine's only languages

NEWS FROM'SCIATHOS '
As you may recall, the previous gaming session had been somex/hat affected by the 
fact that Rick Schwall who plays Brimus, King of Sciathos, had not shown up— and 
that my character sheet for Hieros had disappeared; The GM told the PCs that their 
two companions had gotten up early in the morning, gone outside to relieve ' 
themselves— and not returned. A search revealed that their footprints stopped 
mysteriously halfway back to the hut. And later on the party met a traveller who 
told of seeing a really huge bird flying overhead earlier that day. So this 
playing session began with a flashback to pick up what had happened to Brimus (now 
fo^d)®^”®^^ again) and to Hieros (whose character sheet had been '

Brimus awoke a little before davm and felt a call of nature. As he got up, Hieros 
forced himself to wake up and told the king that he would accompany him. They were 
on their way back to the hut when they heard a strange noise overhead— and looked 
t L m  ^ 50-foot x^ingspan dropping down into the clearing beside

X, Brimus's wife (!) and told Brimus to climb on
her back. He did. Then she told Hieros that her friend would be landing after she 
took flight, and he was to climb on her back. Soon the two men foxind themselves 
borne on eagle-back through the sky, occasionally interchanging shouts.

The ensuing conversation revealed that Brimus's eagle was not his wife, . 
Philomena, but someone far older and more powerful, the Goddess. He greeted his 

respectfully. She told him that he and his friend were needed to help her 
^ d  her friend deal with a case of blasphemy. A king had been sent to Mt. Pelion 
S entrusted to the Priestesses of the Bee Goddess. But instead

-^^biing him, the priestessps had taken him as a lover.
The eagles flew up tov;ards the peak of the mountain and then landed— and began to 
chanp. Feathers melted into fur., and the two men found themselves now riding on 
the backs of huge she-bears. ["Ah," said Elizabeth Wolcott, "Brimus is riding on 
his furry God-Mother." We threw pillov/s at her.] ^
+u + temple of the Bee Goddess, to the back of
the temple where a third and noticeably older she-bear joined them. There they 
were told to dismount the bears and open the temple's back door. Inside they found 
three women— one asleep and two cavorting with a naked man. Brimus ordered the 
ones who x̂ rere awake to leave the hut.



The two priedtes&es saw ohe' £ .ii.ds jfckit.■ 'beon vicling and grovelled. Tv;o 
of the bears led them away. The other bear who;seemed older looked at the man and 
said in a woman's voice, "You're mine. Start running!" The man ran off into the 
woods, followed by the bear.

Brimus and Eieros looked into the temple. There they found a bird-cage in a 
small shrine. The temple was dominated by the lif^sized statue of an extremely 
beautiful, naked woman tending a beehive. ' .. ■ •

Later on, the bears'retirrned, their jhws bloody-flecked. His ;mother warned 
Brimus that one day the time 'would come when he must decide whether'to die like â  
king and true herol-oif to'choose a long and inglorious life. She asked hfmif he 
thought he'd been attending to the duties of a king— as well as having, fun trying . 
to reshape the island's culture. He aJked her*what duties he had been neglecting. 
Surely he'd presided over all the festivals and the obligatory orgies. She 
mentioned that another part of his job was overseeing the island's courts of .  ̂
justice. He said he'd look into that when he returned. ■ .

The bears took the two men to a cave— and then transformed once more'^ into, ,
the forms of their wives. (This made Hieros nervous, and at his request his bear 
took another shape— -that of the Bee Goddess.'s .statue.) The next ,few hours were ,■ 
spent-very enjoyably. finally the tv/o goddesses awoke the men and told them it was 
now time for them to join theif companions. They v;ere to walk down the path they ” 
would find outside, looking neither to left nor right nor in back of them.

They two men left the cave and found a .beaten path leading downhill.. They had 
vfalked it Only a few minutes when Brimus heard a familiar voice coming from the 
right.- His father*s Voice, begging him to rescue him. He had fallen, into the 
hands of maenads and would be killed, Brimus reminded him that even a Hellene king 
took the office Icnowing that he must die when the gods called for a death. The 
voice said he had been bargained for death but not for being, maimed as well.
Brimus kept walking downhill, and the voice cursed him. Hieros. urged that he treat 
the voice more tactfully, whether it was his father or merely (?) a spirit. Brimus 
called back his apologies for not disobeying the goddess and going to help his 
father^— and promised to hold funSral games for him.

They went on down the road, and then Hieros heard a voice calling him. His 
mother's. (His father was Adonis, a minor god.) His mother told him it had been 
ages since they'd spoken and that he should come over and talk with hpr. , She was 
only a little way off the road. ("Remember," said-Brimus, "be tactful.") Hieros 
told‘ her that he would love to talk to her - again i, i>at that she should come and meet 
him oh the road rather than asking him to annoy the goddess. She did so, and he , 
found himself promising her that he would go back home for a visit next year.

Meanwhile some of the others Were off with the centaurs, attending a 
sacrifice. ' Then suddenly raucous female cries were heard in -the distance and the 
sacrifice was hastily ConOluded. The maenads were coming, and it was rnisafe for 
any male to be found by them. The centaurs h\irried back to their school to make 
sure all the boys were safely indoors. And the party members went v;ith them. .

Back at the school, Biton (who had been badly wounded the previous,afternoon 
by some bears) was being nursed by the Amazon. The centaurs burst into their room 
and told them they were to be moved to another, safer place, where .the maenads 
v/ould not find them. Biton was loaded onto centaur-back. , ,,,

And Thera (Hieros' wife. Who had, come along on the expedition) went off to 
find what all'the fuss was about— aiid ended -up by going off with the maenads vand - 
their divine leader, Dionysos. ' . ■ . ;

And Biton and Hieros finally got to the end of their road „and found a 4°ve 
waiting for them; the king's "hon," (born to his wife during :the Mysteries) The 
dove guided them the rest of the way to the centaur school and ;their .friends (all 
except Thera). The friends told Brimus how the dove had helped .save their lives 
the previous day, v/hen they were being menaced by the bears. The king was quite 
proud of his "son" when he heard the tale.



COiuillTS OH #102

SAPIMZAs Foolkiller vnriteup enjoyed while typing .but no comment. (TAEBNC?)

SAUHDERS: Nope, I don't follov; rock music. Maybe I should put in some
song-based spells based bn stuff like "Hang on the Bell, Nelly." (Or reach further 
back and have a spell titled "Young at Heart" or "Hail, Hail! The Gang's All Here" 
Or further back yet for "Black iioonlight" and "liississippi Mud.")

GILLESPIE;' Fascinating account of your FRP experiences in Iceland.

PETER MURRAY; I'll relay your comment. Hilda (nov/ called Eclare) is coming 
for a visit this vreekend.//You can also cover the rubber battlemat with a vinyl 
sheet— and then draw on it with oil pastels. This not only gives you lots of 
colors but also lets you put in two levels of information. Thus the oil pastels 
can shov/ a grove of trees. Searching the area (rub away some of the green) reveals 
a'hidden treasure chest (drawn in v;ith water colors on the battleboard beldv;).

FOSTER;: You don't have to accept collect phone calls. //V/hat I said was that 
several people told me that averaging two two-digit numbers and then rolling a D100 
against that was unplayable. I foimd it quite easy but then I usually find 
arithmetic quite easy.//In our C&S campaign, our ancient languages v/ere Hebrew, 
Latin, Greek, Runic Horse, Black Tongue, Quenya, and Numenorean. We also had 
Khuzdul for the dv/arves as a secret language. Modern languages included Gaelic, 
Cymric, Devon, Eboracan, Saxon, London, and Franglaisej Urukish and Orcishj 
Sindarin; and finally for the continental races subjugated by the Balrog 
invasion...Norse, Burgundian, Ilian (from the lie de France, i.e. Parisian), 
Italian, Hellenic, Provencal, Iberian, Gothic, Slavic, Lov/er Franconian and High 
Franconian. .

UNION: Agreed that most games don't offer enough choices in combat5 just a
whole lot of dice-rolling with no particular way to maximize your chances or 
express your personality. I think LoA is an improvement in this respect.//For 
myself, I find that OTHER SUNS is overlj^ encumbered with rules. The background 
universe is wonderfully interesting.//You should type your comic strip dialogue 
rather than writing it if you want it to electrostencil well.//I should like to 
register a creeb at the phrase "Judeo-Christian religions." Judaism at least 
involves a contract with God, rather than submission.

HEINSOO; Love the idea of PCs as psychic vampires, gaining increased skill 
and vitality by killing off creatures and gaining high mana treasure. '

SADOYAl'IA; Castle defenses in Japan had to cope with ninja v;ho were usually 
assumed to be able to slip in unseen (virtual invisibility). Some of the tricks 
used were floors built to creak v;hen xjalked on and attics built with lots of 
strings that set off bells when disturbed (and others that set off bells when 
cut).//Battle tactics like the phalanx, turtle and shield v/all might indeed be 
affected by airborne archers. Then again you might just get significantly better 
helmets for the average soldier. (After all the target size of a man's head~as 
aimed at by the flying archer— is a lot smaller than that of the man's '■ 
silhouette— as aimed at by the kneeling archer.)//Scrying it usually accompanied by 
some sort of anti-scry defenses. Or should be.//In short, I think magic might 
change the tatics of war but not the grand strategy.

Do you assume that gods acquire personalities as they are anthropomorphized 
by a given culture— or have absolute personalities that are imperfectly revealed to 
various cultures. If the former, you'd have multiple Sun/Moon Gods5 if the latter, 
only one each.
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,  ̂ ROBERTSQN:_, "Spanish Iioors,"" did UOi’ use to rule tli:§ Ketherlanffs. The Spanish
did indeed at one point rule the iletherlands. But that \,ras AFTER the Spanish had 
kicked the Moors out. In fact, one of the reasons the Netherlands revolted and 
formed the first European republic was in fear that the institution the Spanish 
used for minimizing Moorish influence (the Inquisition) would be imported into 
their own country too. Given that Nicholas v/as a bishop of Myra in Lycia 
(south-western Asia Minor), there are probably easier ways of explaining his black 
servant than putting it down to Spanish influence.//Personally I see quite a feiir 
differences betv/een Persian, Celtic and Germanic fairies.

HEIN;
precis of #1 "The Rescue" v;as episode §2 of Wizards and VJarriors. I can send you a 

("The Kidnap"), if they don't get around to showing it. .-

KEYES; Fat %age should also affect ease in floating in water for both sexes. 
And for vromen it seems to affect ability to get pregnant/have a healthy child. And 
I think Fat /̂ age also affects cold resistance.//Most of your system is so 
complicated it could only by implemented by computer. This being the case, I am 
shocked at your having only one sort of Hit Points. Surely you want to have Bone 
Points, Blood points, Staraina/Energy Points, iiuscle/Strength points, Vital Points 
(heart, lungs, brain), etc. That way you can. have different sorts of weapons do 
different sorts of damage, each type affecting performance differently,

^  WILSON; I liked the psychic probe/conditioner used in THE STARS LIKE DUST, 
which allowed you to suppress an emotion (like fear). It could if misused reduce 
the victim to zombie-like state for awhile but he v/ould eventually recover.

PLAi''iONDON; If your article ever grows up to be a magic system (as opposed to 
merely a preliminary section on theory), you will find that you end up writing a 
cookbook. But a good cookbook, with sections on the general theory of cooking- 
various types of dishes— and then .presenting several dozen recipes as examples.

You mention such things as-fire-based magic and Earth magic and blood magic. 
Your system is going;to, need a long list of such types of magics (if not 
necessarily an exliaustive list of all types).

Even back in the old days of D&D, I-typically let such things as Detect Evil 
or Detect Gold pick up a miasma left by the former, presence of strong amounts of 
Evil or Gold in an area.

You mention informational spells as opposed to other types. Again, your 
system is going to have to have a list (this time, I think, an exhaustive one) of 
all types of spells. And a matrix showing which types are most affected by auras.

Intuition— rather than rule—based games are fine— as long as no one ever 
challenges the GH. That means they vrork fine for experienced players, with a 
highly competent GM— and no interpersonal hostilities. For the average players/GM 
‘(tyros, if not munchkins), such a system is totally inappropriate. VJhich means it 
can never be commercially viable. But then you already knew that, didn't you?

Got a letter through the net from Dan Pierson. (In response to the stuff I 
published here a few issues ago, in response to his last letter.) He suggests that 
LoA Duration Power cost be modified to have 10 years as maximum spell duration, 
with permanent duration reserved for Spell Weaving. He liked Spell Weaving except 
for casting time, and wrote, "I envision Spell Vfeaving in the following sorts of 
plots; , ,
.  ̂ The opposition has captured someone and wishes to indoctrinate him to

their side. To do.this, they start a long ritual of Spell Weaving a Compulsion on 
him. In -the middle of the ritual, his friends attack. ■ - '

"2. You re approaching the domain of a group of Illusionists who have had 
years to fill the area with Illusions. Good luck...



"Ilote that neither of these are battle masics (and one depends on the spell 
not being a battle scale spell). Therefore I \all change the casting time for 
Spell heaving to 1 *hour* per PL.”

Dan adds that "automatic permanence might not be desirable for Force heaving. For 
example, it makes the only, possible form of Haste permanent! ? Of course this might‘ 
be okay if you imposed all(,'the appropriate rapid aging effects.... ■■ \ ‘

'i'lt might be interesting to allow c. duration option on Woven spells at a ̂ ' ,
modest::Qxtra costo If the cost increased as the time decreasd, this would v;ork' '
vrell with things like the .ilaste problem. It vrould also permit, say, temporary 
curses vjith-an incentive,f prolong durations." .

■ pRELiiiiHlfe Dr af t bu PSi s ki lls f o r l a n d s of a d v e n t u r e ’’

Each Specieb, ims a general Rating (ranging from -$ to +10), i^ith each individual 
having an in^i^adual modifier to that (-.8 to +1.0). An individual's Psi Rating 
determines his Skill Acquisition, not his Skill Success. Thus chance of having a 
Psi Skill in a given Skill Category is; Psi Rating x Category Rating. (Thus' 
someone with;Communication 30%, and Psi 2,2 v/ould have 66% chance of having a Psi 
Skill.) If hesh rjolled 66 or. b,eloWi-pn D100,- they vrould get Telepathy. If hesh 
rolled 07 or belov-f,' hesh vrould; get Xenotelepathy.

RAHGE = Psi' Rating Squared x 10' for most species. ’ ,
DURATION = Psi Rating rpunds... . ! ■
BEINGS AFFECTED =,Psi R a t i n g ' . . '

RATING ■
COMMUNICATION,.., • . „ 
Psi Skill; Telepathy

Xenotelepathy 

.Skill Teaching

I iax. Skill;
I KNOWLEDGE:
Psi Skill;
(to half amount kno\4h), 
max Skill; Compulsions
liANIPULATION OF INANIMATE I  JITTER/ENERGY

EP COST

1 EP + (1 EP per INT pt difference); double 
cost if subject is nonconsenting,, 
as above

i EP per 1 % of Skill learned PLUS ,1 EP per INT 
different; 2xCost if subject is nonconsenting. 
1 EP per (PL+1) of spell

pt

(
Psi
ijax

Skill;
Skill;

TK. (up' to iiax Enc).

iiOVEI'iEHT OF Ailli-iATE,i-JITTER,' 
Psi Skill; ■ Energy pra,in/Keal

i-iax Skill; Body Blast/IIeal

OBSERVATION 
Psi Skill; 
Iiax Skill; 
PERSUASION 
Psi Skill’; 
max Skill;

Clairvoyance
Precognition

'iBife Points)

Illusions ' 
Blast/IIeal Ego

2 EP per Load (no damage possible) , ,
1 EP per .(PL+1.) of spell;
Damage; 3 EP per Unit of Damage.
Units X Psi Rating BP; damage, (Double if Grit)

2 EP per unit; Units x  Psi Rating EP Drained/ 
Healed. (Double if Grit)
3 EP per Unit. Units x Psi Plating BP Blasted/ 
Healed. (Double if Grit)

,1 EP per 10% of range
3 EP per ilagic Power Level Factor of Time: L ' ■ ■ '
1 EP per (PL+1) of spell
i EP per Unit + 1 EP per CHa pt lovror than i
victim. Units x Psi Rating Blasted/IIealed. ’
Grit; victim must roll vfithin 5% x remaining LP' 
or die. :-i: .

NEGA-PSI effects on Psi Skills next.tipej if there's room.
1
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LEE: The membership rate for attending LACON II is  $50 until the.end of June;
$75 thereafter. People planning to attend ought to jo in  immediately, not merely to 
save the $25 but a lso  to Improve th e ir  odds of getting into a nearby hotel. After my 
experiences at the la st  three worldcons, I feel I t  I s ‘worth spending the extra money 
to stay In the main convention hotel and save endless walking back and forth to one’ s 
room at odd hours of the night. VJrite LACON I 1, PO Box 8442, Van Nuys, CA 91409.
The convention w ill be held at the Anaheim Convention Center. I don't yet know the 
main hotel. ( I ’m writing th is  on 23 December; hope you had a nice s o ls t ic e .)  Con­
sidering the number of apahacks I expect to be there, maybe we should refer to i t  as 
L'A&Econ.

I wonder how many of us would be w illin g  to pay for a complete set of your 
herbalism pages co llected together. I would. Do you have enough extras to put 
together a few se ts .// I'm  enjoying your continuation of WIZARDS & WARRIORS. P ity  
th e y 'll never be produced now that the se rie s is dead.

MARK GOLDBERG: Glad to see you appear as a whole page occasionaIly .//I'm  hot
sure your observation that D&D is  seen as an introduction and AD&D for the hardcore 
gamer is  how TSR is  marketing the two games. D&D3 (I think th a t's  the current ed i­
tion) is  re a lly  a d is t in c t  design, with growth planned to about twice the maximum 
levels of AD&D. There's nothing wrong about that, but 1 wonder whether supporting 
two d ifferen t versions of the same basic concept is  worth i t .  It  would have made 
better sense, I th ink, to have a paperback introductory set that led d ire c tly  into 
the hardcover game. I ' l l  never understand how TSR operates, 1 guess.

MIKE LEWIS: Welcome back. I think you misunderstood what 1 was trying to say
in A&E 92 about rolegaming as a social a c t iv ity , judging by your comment about RPGs 
as a 'ifocus for an evening of chat and d rink !ng ,, . . a superb way of ; passing tim e." 
That's much farther out on the casuaI-serious axis of gaming towards the casualness 
end fhanil am or any US gamers I know. The attractio n  of rolegaming for me is  experi­
encing adventure in a participatory medium, as distinguished from reading a novel and 
Identifying with the protagonist. This takes devoting the time to gaming prim arily , 
not to party a c tW It ie s  like  chat and drinks. 1 was discussing the problems with 
carrying th is  devotion to the game farther than the other participants want to go 
toward utter seriousness, to -the extent of excluding some players from playing for 
extended periods. The problem is  reaching an understanding on What kind of a c t iv ity  
everybody came for.

My comment on chainmail b ik in is  was not based so le ly  on one fanzine cover. It  
also was based on other pieces of B rit ish  artwork, including the revision to the RQ2 
cover and numerous lead figures. There seems to be a considerable amount of misogyny 
in B rita in  that shows up in odd ways.//Congratulations on having your own column in 
WHITE DWARF. Thanks for the comparison between IMAGINE and WD.

STEVE GlLHAM: I enjoyed your discussion of what's good, bad. Ind ifferent, or
merely strange in RQ.//Your Tiphareth story covers interesting ideas on color magic 
that would be worth your doing a follow up essay on the top ic.

JENNY HEIN: I used to go through A&E making notes for comments, which I would
type up la ter in somewhat d ifferen t form a fte r rethinklng them. 1 gave that up as 
too much work. Now I read each issue and put i t  aside a few weeks, then read
it  again at the typewriter and type the comments I'd  had brewing in the back of my 
mind from the f i r s t  reading.

COMPUTER USERS: Who is printing on ste n c ils  and who is having th e ir  zines
e lectrostenciled? I'm curious to find out which degree of i l le g ib i l i t y  is  Worse/

PAUL MASON: Enjoyed your comparison of the hobby In US vs UK.
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+ L, MASTERS. Welcome to A&E, but In future please type sinqle-soaced You

self-contained undereater breathing apparatus Isa v a lla b le  for 
^hi frJn ir '^  T  J"''® f = n o w f  I akes spa I I u n Lreate r t r a w f l L m

The proceed I n g ' 'c ^ n t  is

IAN A. ENGLE: I enjoyed your piece on a lie n s ; tt  seems to me that once vou oPt

"system e S lo i le r '^ ^ ^  Keyes suggestion ot "rule bender" better than
iico -*• +14̂  » ’ la tte r  sounds I ike someone’ who uses what ,he is en titled  to
use, toothormaxlmum. The former conveys the intended flavor d ire c t ty ’

n k e a \ ^ ^ ; u l r ' ' „ ^ i s : ^ ^ n r : r ^ ^ : : i " ? o r l k ^ T g : r , ° ^ ^

a BountUul B S th I« n 's" "B trth ia J .”® " retroactive  Serene S o lstice  and

over s^xUrn v rm n o  'hu?"i^ terember if  th is  came up In the,.earl le r  dust storm
o v e re S a JT s  o n ^ In u r-’ I !  recently read a suggestion that »e could avoid one overemphasis on gender In language by removing one of the pecu liar exceptions to
arnTw^rd JoTbo'̂ h s" '=°"?'<'^rlng that we are already a c c u s W  t o L l n g  the

"he ™ ? h l  '' o f " ! ? "  S u t f ® !? "  '" " r" ' <'■«• “hy not stop u L g
der’ of t h e % u h U !  ^ iS Ia f ^ o u  ^ r u ^ ^ ^ ^ t L ^ . ^ l I ' l n r ^ ^ i r e r S i r S ' S r ^ J ^ l ^ r -
s^x"^n?L""un?I l T t ‘' i : ; a l ' : : t r « c !  =‘>'”  Ion. It  would seem awkward for about

ent s ta J I'o f '^ ^ rr lL j'' ' '  ® ^fressful Sumner, judging from your appar-
t  State of ir r ita t io n  the la st few months, I hope things are improving Trying to

get a graduate degree, keep a game company a flo a t, and write for L v e ra l magazines 
would seem to preclude sleep!//Your comment on game sty le s  was very thoughtful I 
™  r °  say on tn a t ./ / l agree onYhe thieves guild ; x i l t

niy in a chaotic so ciety , since once the government started protecting peoole's
?h ?e v e?g u i?ran d  ? h o 'c a s ? r  JJ^Tground, Of course, the d istih ctlo n  between
fine on e?...^  ^  castle  and following of your friend ly  local baron may be a

crack f r a l l^ n P w T ^ ‘‘ '̂ +̂ "' k̂e sure you got f i r s t
d lS s ^ o n  i f  ? L ^ d ? ? f r  enjoyed yourK K differences between science f ic t io n , science fantasy and fantasv
There have been many attempts to define them, none of which have stood the te s t  of*
;e :a i s s ° r n U o w ^ t  '̂'® proposition that a l t  V l ^ l n V Z l l l y
broken down iy ^ y ^ r^ fT a n la sy ?  " " "  the load characfter. A ll genres are

a c c e o / '^ lip ^ Ih ^ ^ fT ''? '  science fantasy becomes a b it  e asier to
relig io us ? i c t i in  -fantasy and re lig io us fic t io n  In th is  d efin itio n :
fan+fc + °n deals with a specia lized  form of magic, a fte r  a l l .  Then your
i e d l f i i e r l ^ i i i i ' ' j ! c i i r "  requiring using Earth as background) would be
i f  th ^  ? ^^Jction subcategory, which may be e asie r  to conceptualize. Most
or l a l i r  s l t t ? l ' \ : ! r m ' r '  1 - " ' "  '=^^®9ory, but some ha  ̂ earl i l rla ter se ttin g s, even modern times. The emphasis tends to be on the same subject



as myth: essentia l human problems exposed to exotic forces to bring out the good and
ev il parts or human nature for study. 1 think th is  Is why th is  type o r f lc t io h
o^ the people? ' '^r wlth/ so as to concentrate

of w o nd er^ trb r?o ‘ nll reverse th is  emphasis, by concentrating on the sense
act cT -s im l'e  n i S n  ^  ;the. exotic background against which the characters
believah f  M +he best SF breaks out of th is  mold and creates
be 11evabie people problems in exotic settings.

apparently impossible to d istinguish the various forms of fic tio n  
;ha. undeine our games, we cannot s a t is fa c to r ily  divide game types. For example' is  
. S r  " good d istin ctio n  between fantasy and s c ie S e  fic t io n  in a SoI^S s4t in
o S S  b s l o n r c r i S  S  telepathy? One side c a l ls  itm agic aSd S e
u n e S iS S n  n S -  >̂ hey re a lly  mean the same thing: the e ffects are produced by
y c r a i n i r l S w ; !  a more useful question is  whether it  matters what n L e
h e S S  r  S ,  campaign? If  you want to know what to expect
e oie spending your time and money, maybe we.,< need a longer descriptor covering more

If v. m'kS ' S  S k i l ls  system might have been better organ I zed
f you had described in p articu lars what RQ does before disagreeing wHh, It .^  Your

1^  gVstes -what you .think ought to be' done bilit not'whv^he «eadeif
h. olid̂ âgrgSttiwiisiH .you- 'tKiYou did do both, but very sk e tc h ily .)  ' ' j  ■

• t  Do°P'' l^'cst point is that some s k id s  should be harder to learn: th is  rs "b u ilt  
? r h ' V  r i - i  " r  —  PS the same for a i r s k n l : ;  ?he b II-

i n r i r i  ^  improve further because you must ro ll against an
I r r  t i r  ŷ giving some s k i l l s  higher starting^ '
I n T V s t T r  S '" " ' character a d istin ctio n  between herder
hart o n i r  r t Jf'®''®'-, agree that easy s k i l l s  should go up faster than

rd ones. In RQ3 (es of the la st v e rs io n ,! saw, anyway) s k i l l  increases w ill be
Is would work on

p.f-cf u ; vcp.;:,wn. . Sdw, anyway; SKl l l I
be easy ror the referee to decide that certain  ski

D5-rl  ̂or+2%to re f le c t  the idea that they are e asie r  to' learn.- ‘ .
 ̂ Your second point is  that people with high ch a ra c te ris tic s  should get skiM  

gain bonuses. 1 think th is  is  misplaced benevit to a factor already having a b u ilt  
in benefit in the system. High specs give bonuses to s k id  use {-f5% and +10  ̂ in RQ2; 
i t  w ill be more gradiated in RQ3), which is  benefit enough, 1 think. I ’ ve had a run­
ning argument with Glenn Blacow over even that. Glenn is anribyed at the sta t  in f la ­
tion th is  approach produces, with people discarding characters with average stats  
because they don’ t  have b u ilt  in bonuses. This is a matter of ta ste , of course.

Your th ird  point is  that successful use of a s k id  a fte r  the f i r s t  time gives 
no mechanics advantage in RQ, leading tb the weapons caddy approach to weapons on the 
par-r of the rulebenders, who change weapons during a battle  to get an experience rod  
afte r the expedition in several weapons. Your suggested^method is  not unreasonable 
but I think i t  is  too complex |h application . I have a prejudice tn formulas, i 
guess. Why not Just say that for every regular success r o d , the character adds 
on the experience rod  attempt? In preparing your rebuttal, please remember the 
Sim plicity  P rin c ip le . With any luck, RQ3 w dI be out shortly  a fte r  you read th is ,  
giving you further materfal to c r it ig u e .

Confrontational gaming seems to be more a matterof personality than of circum­
stances'. The personality keyed to Winnihg becomes frustrated during periods of 
inaction^and is tempted to pick on .companions for entertainment. Stealing and 
interpariy assassinations are variants to t h is .  Choosing character c la ss  for maximum 
power seems to go with choosing character goals in disregard of what your companions 
are lik e ly  to be doing; a fte r  a l l ,  anybody who gets in your way can always be e ith er  
indmidated or k ille d  o ff . But the above description is the extreme case. I ’ ve 
observed various degrees of The same behavior pattern, with varying degrees of ta c t. 
And ever"/ gamer is oriented to winning in some fashion. I t ’ s a matter ot approach to 
the game and one's fellow garners, a matter of expectations.



which is my ma l!J'^critiI?sm 0?^!?!’ ^You^kev^  ̂ Promotion I ess combat system, :
an average character with STR&DEX averaq +0 persona! s t a t is t ic s ,  so that
is stuck there forever. This means +ho n̂  ̂ 4-’  ̂ a++ack/parry/dodge s k i l l
equipment acquisition  in yotlr !! Increases and
graph one could be deleted, and you'd s t i  I^have^th^^'" ^'‘51  ̂ para-
the combat round redefined as the^second-and T ?  aspect of combat, with
seconds required to execute them. '  ̂ a .I  actions defined in the number of

axe is  the"^2H Île^sion o f 'th^han^axe'''' Tdoub^th^'^ quarterstaff unless battle-  
si ze, and batt I eaxe does the same damagê  n your tab lewis'"?
assuming that you peg. qreatsword and longsword. Am I co rre ct in
speed of 10 s e L d s ^ "  I suspecr-i-ha? o u r l c f f T t  h damage, aqd a best
10 secoad, action times on wSpons Ihough ‘ ' ^'^agree with e ith e r 8 or

thayo Jencto rge"for^ ";^ d I?rar'e  I ' T T  ' fo™ ula that ccApanles '
differenges, between, the two-acti v it ie s  T s w i  f   ̂ You mistake, the\
give you nothing for i t ;  an overcharnpr ic r-■ *®̂  '^+®hds to take your‘'money and
what could be provided at-a p ro fit  for  ̂t  ^̂9 t.ou va I ue in exchange for
someone e lse  to copy thTproduct Ind L  T '= +0  encLrage
product of the creative  pr^cesT a^ the  r„n l th eft of the
contributes a possibly less expenelva^mnn?!  ̂ °t'n ln= te'any value and only -
th ie f  for se llin g  you e f ? e c t ? v e T  t™!”  Ptaise t h i '

: The purpose Of free e n te rD r is I+ r+ 2  / ° s s i  b ly worth‘rethinking.
ing you .to,, make as muchf money as t L  mdrket^wni^^b^ '̂"'  ̂ c re a t iv ity  by allow-
exert themselves. Let the man who thTS^  L  ^ encouraging people to

- T n " ? t i - ^ : e ? : : T t , ' . :  pro.

^ d V u c r t 'c ^ t “ h?„":^Vo°n^bac"rfss^e“ : ' ^ " ° ™ -

s a g a a g e FRP by Laurence Gillespie -r - ' , . ,
As noted ̂last issue, I ai.i currently in the final stages of desiim Aork on a  Aan f. 

e in^saga-a.'te Iceland. It features a fast, simple but very realistic coubai svs

- “ c c s f  And ft
au interested in coi^unicatin;• with people who uiAt be interested in contrib 

ui^d w n 1  -  pubddshod protesalonaddy, and S r S r

i S  R : A l a v L " ° S  f T \ T  “ llespie Ilyja^ardur. v/o S u d u ^ S r a u t
’c 198h send it to 23 Robert Allen DrHalifax, iJova Scotia, B3M 3G9, Canada. nuueru m i e n  Dr.,

/Old another riddle (very easy)
By light of day this race never appears,
Men see thexi not then.
But at night all the tine 
They are light on the way.

f  V f  v+G+C f  j  f  g-hg +g f  O f 9 f  g f  0 f  0 f
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5Coi> 031- 227-5152
Wall, 1 Hi attand eaaaa Bay, and It was very . 

^ood to aaat all/iaoet of tha Srltioh I
mon't bora youturttb « list of ?iaaa« (I'd porev- 
ably forgst eonaateb anyway). Most of the weekeirid naamed-to ba «^nt d.n-%ha bar, which turned out ' 
to hath ra«aer)Mibl-y liberal llcanoing lavra for ' ̂ - 
Bnglehftv Tha only {{aaa I actually got Into «aa - 
"Victorian which Harry aubesijuantly
bou^t-(atsd »ilX rariaw for AftE >. First issprass- 
iooa war# fathtarable, ^though I do hav« soae 
foaarvatlona. Inaarly played OoO, but tha (JM 
eaeaad. pathar (upâ hjt.t.io.
The only. puyphaaa';"<^t 1 made wae the Othvilbu 

Coapaniph, and' I>ejrji‘e'»iew tJ^e latar, if there la Buffiolentj apace.. 0>ne notlcable thing wee 
Ite v^labia'„prl&a.. 1 ,«ea glyan a free copy of 
a >op.r entliled. Playing Oanet", byBoaeORe^pis^ed!'.i.n̂ riO: Koloea. Thie book ie 
good in place#, but not ooneletently so. 8on>e 
chapters are valiiable, euoh as the history of 
B&D itself It doee," howeter appear to have 
been written in a rush.

Anyhow on to,the ehorteet Ferret Muablee yet.

CLXhJCB i I'm. in the pybceee of atteaptlng 
to prepare a. game ,b,f,afd,,Ĵ  Domesday Bngland, ... . 
The referehoee you, dent have proven to be a j. 
very good etartlhg point for research into this# 
It's also boooalng a bit of an obseesioVi With ' 
aa, and I'm intb^etbd in the period for ite.i 
own sake now. The system I'm planning on using ; 
If tnie ever gets off the ground ie a modified 
HQ, with little or no skill advancement (POa 
will ba aatabliebed adul̂ s)̂ . Oh yea, no maglo,. 
of courea. More on thie in-a later sine. , . ,

of the distribution of magip,i« Ju|t .rather., 
severe at preaant, due to various birohMw4«eiiK'*:*
Ky FailQ onapalgn usae e nOdiflcatloh'6f"the ' 

magic aystam from 0&8 (I'll give a brief outline 
of this la^ar intha-sine). It abeuldvba noted t.. 
that this pp;ji9ii,,ia harder»to'maintain t.hani“'c .’' J-1’ 
either of jtiie ,othere. Initially'the UM.'imuet'' ' vi-t'. 
determine5,the extent to whloh^magloal .proweee.i ̂ •
is (listrihutpd ithrough society. Subeequentlyy ’'svia 
the means"by;which this limitation ie achieved must be defined. . •

There are eovarai waya by which magic can , 
bo restricted. Plrstly, it can ba reatricted to 
partlouler groups within the world e population, 
and eacoiiSly, it can be limited in power(ie 
It'e relatively common, but riot very powerful). .
A third'possibility is a oombihation of thsask 
In each'oise, several options’exiet as to the 
preclas mnahe by which theae are effected.

Magic can bo limited to a.particular olaea 
of pareone by two means; by pules fixes, as in 
B&I), CAbS etc, or by aoclatal pressure within 
the world. AS purely personal proferehCe, I 
have ohosan tha latter strategy, prirî problem 
some will find in auoh an apî rpadh fe With 
play balance, aepaeially with whafis affectively 
a character class in an otherwise olaeo-free- 
rule eyetem. Personally I have little regmrd ■ 
for the concept of play balance (for example m h  ■ • 
how can you worry about balancing ..claaeeeii- fi; 
when, PC0 are of widely varying stats anyway), .; r except at a groee or euperfiolal level., My . o w n , 
opinion iB that if an N W  of elmili^ ability 
t<̂  a-partloular PC should not be’hap|ibia''oft'. 
aohlevinjj. greater skill or power that
. A fjwsher poeelbility la to make magicr' *■! ■■■■■ 
consistently weak, or that PCs rarely encoonter 
powerful magic. However this-dose stink of : ,
rules kludging. To me, it seeme that one-of the 
attractive features of maglo and PUP' simulatlona 
of it is the feeling of lnoreaeing''poWer aW''.'»'.r.; 
one *8 PC growB wiser and more knowledgablsi. anC 
to affeotlvely prevent this woaid be unpalatable.

In PHP O&mea and Worlds
Magic in one fora or another is ublqultcue 

in PSP game aysteme. In TPl, 1 briefly iMntlonsd 
some Idsae I had regardlr^ tne frequency arv<̂ . ,
Importaaoe of magic in PHP oampaigns, Mention- ■ 
ipg ray newly renovated campaign. Since thnt date,, 
my campaign has run with no maglo uee at all (air'., 
though It dome exlst'iTihOuld the players seek it , 
out). Rone of thie players have objected, if 
Indeed they havW noticed at all. ■ '

Threeolearly defined options are open to the 
SM. Firstly there may be a situation where there 
is no magic, secondly only a moclerete amount, and 
thirdly, magic oould be oommonplaoe, as much eo 
as digital wetohee are today.

In the oaee where there ie no magic,, reallera 
ie easy to maintain, both in tha pure sense of 
the word ithers is no magic in the real world), 
and in the eenea of ititernal consletenoy. This 
la beoauee there will be no anomalies of the ; 
type where castles and other fortifications 
exist side by side with vastly powerful pyro­
technic spells, and, on a smaller soale, people 
would need to oltmb walls rather than levitate 
over them. When you think about it, life in a 
magical world (not naceeBarily magic rich) would 
not be the same ae that in the real world. Other 
waye of Ilf# theit would be profoundly influenced 
ny maglo would include medioal arte, trading, an! 
lew enforcement.

In my current oampsign, mentioned above, 
there has, to date, been no raaglc use by the 
players, and virtually none witnessed by .hera. 
Bespits thie, the oampslp does fax! second category listed above, as the limitation

I shan't write much on the subject of those 
eyetems/worlds with vastly powerful and/or 
'.Rorefflbly cceracri saglo, as most of ud haVb;̂ ';.̂  
played in euoh games, mainly in the lrtjtanc!y''i}f'
PRP, tW'S'''daye when DAD wae all there wks^'It 
ie true-that sensible eocietlse can bb (idhet- / 
ruotad round rules syeteme allowing triia, hut 
greater.expense of time and effort.by the UM.

In my VaHQ campaign, maglo ie li(4ited in the 
inltlel etagSe Of a PC's oareer by^hlb literacy. . 
This creatse thb^effeet of restricting maglo '
use to PCs of certain claeeee of society. I find 
few players early in a PCa life waht -to spend ' 
lengthy periods of time etudylng. JSaing CAB (
based, it dose require the expenditure or long 
periods of tine on study. In addition, this 
feature prevents all but tha most dedicated etu- 
dente ff^m aohleving grat power.

The baelo rules follow those in C&a quite ‘ 
oloealy? It ie however level-leee (or, rather, 
finely levelled), with eklll''ln the different 
groups, or olaeeoe of apelle being exprebaed' 
ae a FMP (Personal M agio Factor for thoee 
unfamiliar with CA3) is caloulated as the skill 
it of 3xP0W. For example a PC with PCfW l&;?:-mnd :
CoBsiand spells at 55> has a, PMF of . (55/lOO)xl6x3«26.4 . Don't worry;, about the , .
deolmal,,places, these are common in CAS etate. ,. 
This prpd&ee a oeillrig on any partieul^|^ 
ultimate power. ..j. vt. .f.

Thie eyetem also Involvae a modified BMR. . , 
(Basic Magical Eesletance) tablekeyed to, PMF 
dlreotl'y. (The original wae keyeds'tia. level, 
whloh increases roughly as ths PMF and MA(«agloal 
ability) la CAS). *
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Magical''jidTaiioawnt io fiirthcr llsaitccl in 
By world by Tlrtda of Its baing rare and 
frowned upon by; the authbfltale end Church, 'fha 
llbrariea ayate* In W j  la a wajor source of 
apalls new to the PC, and auooess at this is 
dependent on hie or her persistence and lltsr- aoy.

The Cthuihu Oompnnlon i A Review (of aorta)
As'iehtiohed in the intro, this raprasants 

the whole of ay Carnes Day purohasas, Ita full 
title is subtitled as "Ohestly Adventures and 
Krudite Lore". Tha first thing I noticed was 
ita variable prioai X picked mine up for £4.95, 
but at other etalle, it was going for *;6.95,ishlch 
Is rather laore extortionate.

The introduction contains some rule changes 
that are present in the eacond edition, for 
those with a first edition copy, ae the companion 
lo written using 2nd Kd rules. ,

Next, there is a four page piece on "THe';'̂ ”' 
Cthulhu Mythos in Mesoanarioan Kellglon", which 
would provids the basis of so«s vsry interesting ' 
adventures in the central Amsrloa. In a similar 
vein, thar# are "further Notes on tha Sccronomlcon" 
which again la amine of Ideas.

"Sourcebook Additions" is a list of prisons in which nieoreant Invastlgahors may be in$^- 
cerated, and a Lovecraftlan timeline, listing 
events from various of his stories in chronological 
order. This is followed by Some rules additions, 
comprising new phoblaa^and inaanltfas, dfid new 
Mythoa baastiae. A dhort aarias of prayers 
and excerpts from various obsoura tomes Is 
followed by four good to axoallent soanarios. At 
least they look exoellent, as I havenft played them yet. The rest of the book Is filled with Loye- craftian poetry (inoludlng a magnificent lillc

What oecurod to me shortly after returning 
to Edinburgh was that we should organise a Offlaas 
Kay fringe next year. 1 envisage this having 
the same relationship to tha official liartaa Day 
proceedings as the Bdlnburgh festival fringe 
dose to the Official Fsstival(a oompartaon use^ 
ful only to thoee of you who've been to this, I suspect!. ?

Immadlataly apparent is the poselblllty of , 
decent RPO Bcenarles, unrestricted by competition 
styles of gam*ng./Othsr goodies would bp (yea, my 
liquid paper.; i» dry) diooussion groups regarding 
game mechanics, world design, etc. We did effeot- 
ively do this to an extent in the Uames Day bar 
though tl would be more Involved if participants 
came prepared, bringing material relevant to the subjects chosen. j

I've already written to Pete Clarke on this/ 
and he seems interested. I ehhl probably also 
comraunibate with the other AftKsre In the UK 
regarding it. If I get round to iy. On firnt 
consideration, tha most obvious problem is the 
hiring of" accomodation for it, unless a suitable 
flat in a convenient lobation can be found.

Anyway, I'll throw this open for coneideratlon, 
and any thoughts on the subject would be noet 
appreciated.

More ferret aunblee, as A&E 100 is now hei4i
BROOkS"j As you knSw by now, I'm not Roger 

Mueson. However, I.Jhava now made contact with! " 
him. About tima rfboj I've only been at th* p'^e'" 
addrees for4-5 flŝ nthe.

k g t S l in thŵ  SMALLWOKLDDBPAHTMBlIT, BaXERUhv - 
M.Lax’ters slnej Kee that ia me. i

SY8AX i^W6wJ\^loe to‘hs« froayou. I do hope 
you keep on with the hobby, ad I*» pleased you 
approve of personaliBed raise modlflcatlone. I 
do agree with you that DfcD should not be allowed to elide into constant blokering.

called "The LaAr of Oreat .Cthulhu",-to the tuna--,. - 
of Chatanooga Ohoo-Choo, which gave us much <
singing la the dames Day bar) and two pages of 
Iioveoraftlan Adjeotlvee and advsrba, The book is ; 
very nicely llluetrated.throughout, with no typos ' that I’ve noyioed.

the book is oertalnly well worth a purchase, 
eepectf»lly at the lower of the two prtoee li'Va ' 
seen it at. As a matter of intereet, .all- the t 
Cali of Cthulhu stuff on sale in this Cauntry is 
rather overpriced, for example, Asyluma end Ycg- 
Sothoth are £7,95 snoh.lJust received aAB luo 
today, 5/12/03, wowiJJ 78 pages for 102 already?)

Ae ever with Chdbelum produoie these days, * 
this is a well produced piece, with few/no typos, 
well-written, and laaglatlvaly conceived. As a 
supplemsnt/souroebook, the material here le  ̂
pretty ace, but perhaps this book ia overpriesd 
if you dom't like running read y made scenarios !i;i 
(though having said that, such arc lalwsys useful 
to have, Just in oaas),

t, . , .
On Games Day 1983 (November <th and Sth)
This was ths first Oases Day that I'd ;

attsnded, and as such, I didn't really know what 
to expect. In ths svent, I had a pretty good time, 
though this was mainly due to the oosqiany and 
people I met. However I did have one idea 
concerning next year's svent. 0ns thing notlcable 
was a laok of games and things to do «iiitable ; 
for ths mors advanced gamers, suoh as the A&Eers 
and famous fannlsh types. '

p, Û ST :.:̂ siwcrr€ COMHO^ *TYS . ~. -Svffi
{2.0CS,
Ot-'T̂ -MOT>1HjX7) COMHCKfT=-TO YOU ihJ

Cf. i-r MAVa SEhiSE. ,̂ ,TO ME KT
/"-r-̂ NAe. C ' f  '
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John Redden 4056 Sowtelle Bivd. Los Angeles CA SK)066 PN=(213 39]-6068)
FIrsf a few comment stai+fng with ^93 , ,  ̂ ....
LEE GOLD(93):“Re NPC chdj;c|plef profiles. Whdt I use ?s d set of Jir.ear groplis similar to th o i  
presdnllEld'in Ghaosiums G H f% v Sometsmes L expond or simplify this system /̂ %
experi^ce has showm me that If you have time to include a FEW characteristics like: QpSSIP -

°  pdrbgroph about the NPC (often family or social l^ckground).
When i;ocfyatly run the game I p f iV  add "more" to the chqrocterjpnd add it.to the,campaign 

refer^ce. I try id include an obsame one lijie "sipeps soundly" or "picks nose". 
SO i ";lf'it dosnl;f woH<' right for .

^  Aetuall^ hhqve bben^ising Ideas
r̂m"i Makers), $ 0 „  ether gomes to potch JRAVELLER f(»r,y^'now..
BILL KBYES(93): In all my campaigns I try generate copious qctic^ but k e ^  Pp abUlrtes .,! ; 

at a relative low level. One thing fhiis policy has allowed.me tp ̂  is easily present different
gome systems within the same campaign. Your comment tells me #«3t this has been tried before, 
any results? ‘ ' ‘ .

J  had this insane, choStidldSa to sim plify,,(f.ht.b.|;-
. efine all Ni. Cs, PCs, etc. as "monstei*s". (using the menster rn'otrix only)oThen as^7( ;

I tweek them so they develop character classes as they go along.
*he horse stolen. ’

IS ^ l ; ' m  inspired to contribute something along ' i
i l A T h e  characterisHcsseem td HUMANi I

^^^^^Nv95): I C iy iL i^ T lp N ,is  ap excellent board gjamednd a good simulatlian^'x 
ot hUiVvan natural history.,

tfieVoicefable stolen for MUSIC ond/or ORATORY skill In my " 
IJL^JVELLER varient.  ̂ . .. . ; '

f®*" body locatjqn hi ^ycks and Dftagons vqrientv I have discovered that ■
■?o ' YJ ®5 orig|naljy stated) of the totak  ̂ I iriight be idlnventing
RQ msi<^qD&D, ch well, iust hayhig ft̂ ^̂^̂ ,. . . ma ^

SCHWALL, Rationality in our own natural histd^ certainly 
vanes from period to period and from culture to culture. This sdme phenomenon can also be
seen In ofhy charcter profiles (patience,, tplerance, e tc .), RICHARD SCHWALLs system v......

/^ A  'ot^<»Hng when his species coiocones are considered as vorid^e-iand not comfonts.

 ̂ EPH D!EN(97): Read and $n|oyed.. Actually: I consider your system to be'<b D&D+RQ 
varfent, a positive step in FRP. If you fool around combining RQ and D&D — |ust think! - -  
^  can tick off two groups of OTWs ot the same timel

' ^  °  high order. This Is precisely why in FRP games a successful
use ot a skill, a hit , damoge> e tc ., ?s dn bb ^ d tlb n  of MANY ACTIONS over a period of

°  ^eakfi^lfh here fofl«), ^
u!" * '^f^'hoppen to pU A Ck, O FF, QUA.CKERS

FOOTE, WEB TIDE, DOCTOR DUCKTUR, EARTH OUACK,,
DUpK ^pW N UNDER, H O LU \R B !tL i.,  ̂ ^
^A^J>|ALLE(97): So does a large plurafFty of^^LL the groups ! run w ^ ^ it. |ias;llttie to do '

FFi ltMP-McGREGOR(97): Actually ( find SO rules to granular In some areas and not nearly 
^arylar, enwgh in other areas'. So’ for it Nds-’seiVed ds a sburce book .fbVmy greatly modified
(yesI),ppnrlmperium TRAVELLER damijaigrtV  ̂ ; ' -
ROBERT LOUT2ENHE!SER(98): Sorry you never niddb it but it was good to talk to you. It 
seems to me {i^t isolating the cause of shock neccesitefes sufficient medical knowledge, i . e . ,  

eath in a society withwt detailed knowledge of biology will occur without the dying 
T R ^ i , '^hy. i do want to adapt some of your ideas to rry, LEAGUE COSMOS

KAVtLLER.x:ampaIgn. J  haver two bosic queations toJ>G-answeredl_Ihe41ost isbow to deal with

V.iCO
-hivl

\



DUCK! HERE IT COMES page

aliens that have different nervous systems (two brains?). A second is I think there is needed 0 
more definitive ways shock and weight are related (thus avoiding a different combat system for 
animalj/aliens and humans. ,
STEVE GiLHAM(98): My analyst lives in an underground/thermal house on the fourth planet
of an F2 star sysfem.- Her name is BELINDA BUNZ.^ She charges a flat rate of 100 CR for 
each 28 24 yniy^sal time cycles. I'm not entirely sure but i think these are her basic STATs; 
STR;7 END:A p̂ ,̂:|f̂  ̂ INTrDE OJJ:D SOC.A APP-variable. Her skills (that I know about) are 
somewhat uhusu^; ' SQC SGl'ENCE 4, HUMAN l ŜS'CH 3, COMPUTER 1, SOC DYNAMICS 1, 

MATH 2, MEDICAL 2„ J .0 _T  1, COMPUTER AIDED SEX 0, OR.ATORY 0, STORY TELLING 0, 
UNUSUAL FU R lSgpR ll?lStG N  0, UNDERGROUND GARDENING 0, STREETWISE 0. She 
really is a nice p^^n, though a bit of a night owl. You might considerher a bit expensive, 
but I've been doling successfully with her for some time now.

CAPTAIN PAJlb; BLOCKS(98): I must make a habit of not reading your zines in the bathroom. 
WIFE: "whats going on in there?", ME: *snicker*snicker*giggie*chortal*giggle* (the one 
about barbie and ken really got me).
ALISON BROOKS(98): Would you please explain to me what tournament sex is?

GENERAL COMMENTS: •
(I'm really having trouble with the left margin'Of this machine). On illusions: in all my 
games I take {ust abouhjc^y reasonable’system for illusions and use them as schools or cults. 
Example, one school teaches illusions that THEMSELVES do not cause damage and you can't 
take a picture of wim a camera. Another school teaches illusions that DO cause damage 

and would show up pn,film. Another school teaches PSIGNIC illusions that DO cause damage 
but DO NOP'sho^ up on film. / /  At a local con near Los Angeles I played in a TRAV game 
where we had to save a city from nuclear attack, (t was an interesting rolepiay scenario, but 
I won't go into the detdiJs. ThQ̂ CaM to)d us that an earlier groups solution was to reprogram 
the missies so the;̂  would come straight down again when launched. *sigh*// Another sMIy 

moment in FRP: m my own LEAGUE COSMOS TRAVELLER campaign some of the PCs have gained 
effective cohtrof of d frontier plar^etary government. When discussing a constitutional theo­

cracy one PC quiped "lets hqve qnpu0l: elections every ten years". In another TRAVELLER 
group one player actuajly tried to;convince the GM that our starcruiser could occelerate towards 
and away froiihi d di^tain planet at the same time. / /  Has anybody out there factual information 

about a completely non-trained person attempting d landing of a large modem aircraft? Like , 
what happened? , ...
------------------------- E O C ----------------------------- -— E O C — ------------------- ----------

LEAGUE COSMOS TRAVELLER varient: Hyman^haracter Generation
A common cpmpipinf about TRAV is it can take on hour or more to roll a character. When 

I started running my campaign I came to realize that p character generation was needed. It 
is adopted from the standdrd TRAV tournament method for character generation. I have 

divided the method into twd parts. The first part is used to generate the fundamental character­
istics.^ It is a compromise of the player distributing points as they choose and dice rolling.
In addition to thp standard UPP some View characteristics are used. I have tried to make it easy 
to incorporate traditiend TRAV charcters Into this varient. The second part'is an extension of 

the first and is used by those players that desire richer character background. This system is the 
combined work of myself and anOTher TRÂ V GM . We have playtested it for about a year and 
have revised it several times. Comments positive and negative more thart welcome.
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1. the pla/er divides 48 characf-eris^c poirifs among STR, DEX, END, INT, EDU  ̂ SOC

Thê .new PC has o base of3 skill points'to divide atiiong those ski I Is associated wirti previous 
e>?perlenice-. ' Tto this base more pp|nts,are added depending on the PCs INT, EDU, or SOC 

' (to which the pia/er cannot assign more than the species max) . , If an/-of fbese characteristics 
are below 7 then no gain but no penalty (see chart below) ; ’ '

INT EDU SOC ^pts gdinpd
7-9 7-8 7-8 1
A -C 9-B 9-A 2
D-E C-D B-C 3
F E D-E 4 ■■
- F F .5'- -

.n3;r '̂Roll 4D-3 on PREVIOUS EXPERIENCE 
OH ART  ̂ \ , [f an n  or 12- lig ‘rolled ‘ ' 
tberi roll on PREVIOUS EXPERIENCE 
CHART * 2 or use as a non-descrlpt , 
character (players choies). Those PCs"

; -.with a bdckgr^^  ̂ LEAGUE SECURITYi,SOLDIER, SAILOR, COLONIST
automaticqljy get J l^ in g - i , Swimming-1, CIimbing-1 at NO cost of skill points.

' 'Skill'pdini's are added, to the current base amount. The base amount is then ised to pick 
specific skills depending on previous experience. The highest initial level for any one 
skill is 2.  ̂ .

PREVIQWS,EXPERIENCE CHART ' PREVIOgS EXPERIENCE CHART <̂2 .
NyiTlbpr backgrodrid descriptor nymber pts background descriptor nuib er pts

____ _________ ______________________________ _ gained
1
2
3
4
5
6
7
8
9
10 
n  
12
13
14 
15. 
16
17
18
19
20 
21

! n

“ ScouK  ̂ ‘
Scout 
Scout
P ropou t/C ri m i no I '
Security, •,
Security 
Soldier (Army)
Soldier (^rmy) ; 
rion-descript character 

' hbn-descript choracter 
'i”‘0' t̂iohal roll on P .E .C .  

optional roll on P .E .C .  
Merchant - ‘

- '^^(jilor (Navy) , ; 'n
Merchant
Soldier (Special Forces) 
Saildr (Navy)
Sailor (Navy) ; 

;'*''SoIdler' (Mercenary) i 
Soldier (Mercenary)
GM special

3
2

,1
1
2
1
7
1 
T 
0 

#2 
#2 
riu]̂  
v-1 ■ 
•' 3 
 ̂ 7  

2 
3 
2

'r 3 *
*-i

Professional Student/Educator 3
Professional Student/Educator 2
Professional Student/Educator 1
Miner 3
Miner 2
Miner  ̂ ' ]
Colonist 4
Merchant 2
non -descript character. ■ V
non-descfipt character 0
non-descript character ’ '0
nonrdescri^pt character ; .'0
non'^descript character ■ 0
Colonist 4
Scientist ]
Scientist 2
Scientist 3
Media ]

. Media 2

..Media 3

I'.v 1 ‘

-1 vibi'

GhA special *
A GM special might be a character that owns a starship, a seperately generated alien 

species, a child prodigy, or a character that knows magic or psionics as an extra skill.
The skills that are associated with the characters background descriptor are listed on the 
next page. ? '

‘I ! •''
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*>

Non-descripf characfer chooses A N Y listed skiII BUT NOT:
Cbt Engineer, FA Gunnery , FIcQt Fuctlcs, FWD pbserver,- Gunneiyy.,HVY Weapons, 
'rpstruefien, Lloson, Mcgic, NdvigOtfon, Pilot, Psionics, Recon, Recruiting, Shields 
Engineer, Ships Tactics, Steward, Tactics, Vacc Syi.t, Zero G Cbt, .ri ' ;

Scouts): ■ ' : - , ■ • ■ , ............■
Admin,_Biblog/, Bontar/, Chern, C lirb ing, Cornmuniqqtjoos, Computer, Diplomacy, 
Electronics,'Engineering, FWD Observer, Gr:avat|cs,, Gun Cbt, Gunnery, J  O T, Jumping, 
Leader, Math, Mech, Medical, Meteorologist, Navigation, Perception, Pilot, Physics, 
Stealth;, Sotvlycl,7Sv/imming, Vacc Suit, Vehicle, Wilderness Camoflauge, Wilderness 
Tracking, Xeno Cohtbet, Zobiogy., " ' \ ’ :X:; . V! / '

Dropout/Crimiri'al: ' ' ''' ; ' ■ ;' i i !' n ,
Acting, Artist, ArH bt Love, ^.thietics, Bargaining, BraWtinig/^ribary, Carousing, Climbing, 
Forgery, Gambling, tjide Item, J O 'T. Jumping^ Law, bock Systems, Martial Arts, Mech, 
Medical, Music, Oratory, Perception, PharradcologYi’ BecoVfty Systerhs, Skiing/Slight of 

_^Hand, Stealth, ^tqry Jelling,,; St^etwise, SutVivaU UrbanTSomofiauge, Vehicl eV" Wilderness 
Tracking^ Writing, v r - 'Mrnrii'v , - ! pnT-;c;cl l,;p vM ir r;' -

r!n ' iliv!-:Security: _ _  ̂ .........................
^arg^lmn^.Battl^^res^ Blg^,Cb,V; Br<gvvling,: Bribary,- Garousth^, Climbing, 

Communications, Computer, Ciytography, Demolitions, Electronics, EngineetihgZForgery, 
Gambling, Gun Cbt, interrogation, J O T ,  Jumping, Law, Leader, Lo;ck§ystemfy; ,
Martiol Art;s, Medidbl, (RercebtlBny Phasmacology, Propogdnda, $ecurity Systems, .Slight 

. of,H.and, SocipiiSdenbet>-Sif^th, Streetwise,'Sutvivcl, Svl/iniming, Urban CamoHoyge,
Suit, Vehicle, Wilderness Camoficufje, Wilderness Tracking, Zero G Combat.*

Soldier fA rm y):.............. , ^ [
Admin,'Battle Dress, Biolo’gy, Brawling, Climbingy Demolitions, Electronics', FWD Observer, 
Gambling, Gun Cbt, Jumping, Leader, Licson, Mqth, Medical, Perception, Tactics,' 
Vehitle. ‘

Merchant: ‘ ^
Â dmin, Bargaining, Blade Cbt, Brawling, Bribary, iCcrousing, Computer, Diplomacy, ElectrcrJ 
nics. Engineering, Forgery, Gambling, Gun Cbt, Gunnery, Hide Item, J O T ,  Law, Math, 
Mech, Medical, Ncv|gatibh, Oratory, Perception, Pilot, Physics, Steward, Streetwise,
Vacc Suit, Vehicle, Zero G Cbt. -

Sailor (Navy):  ̂ ‘
Admin, Athletics, Blade Cbt, Cqrousing, Climbing, Cpmmu/iicotibns, Computer, Electronics, 
Fleet Tactics, FWD Observer, Gravatics, Gun Cbt, GuriT)ery>'interrogation, J O T,
Jumping, Liasoii, Main, Mech, Medicat, Navigation, Perception, Shields Engineer, '
Ships Tactics, Steward, Survival, Swiinrriing, Vacc'Suit,'. Vehicle, Zero G Combat. *

Soldi er (Spec? al Forces): . *
Admin, Athletics, Battle Dress, Blade Cbt, Biology, Brawling,iCIimbihg^ Cbmmunicatfons, 
Demolitions, Electronics, FWD Observer, Gravatics, Gun Cbt, Irrterrbgctiyn, J O T, ' 
Jymping, Leaxer, Lioson, Mortial/'̂ rts. Math, Mech, Medical, Pferceptionv Physics, Rqcon, 
Reo-ulting, Riding, Security Systems, Skiing, Stbalth, Survival; Swimming, Tactics, .
Vacc Suit, Vehicle. ;u '; Ar r ' X P i ' •

Soldier (Mercenary)^ : I i'- c? s" '
Battle Dress, Biode Cbt, Brawling, Climbing, Cbt Engineer, Demp!.Ptions>.FA Gunnery,
Gpn Cbt, HeqvyiWeo,?«>rts, Inftbrrbgdrion, Jum|3ing, Leader,..Martiql Arts, Moth, Mech, 
Peildeption̂ '. Recon, :Rd*rii)?fing, Skiing, Stealtfv,‘SuryivaC B.wimming, Tactics, Vqcc Suit, 
VehiGley Wi:fdern©ss Gamoflauge, 'Wi!demcss Trdtkirigb ^ero G Cbt. , ,

Professional Student/Educator:
Acting, Artist, Airts of Love, Athletics, Blade Cbt, Biology, Brawling, Bribery, Carousing, 
Chem, Computer, Dipiomacy, Eiectronics, Engineering, Forgery, Gambling, Genetics,
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ProiFfesIOnal Studenf'/Educcifor (ccntfiiuecl): f / ' >
Hid^ l̂fem, Instruction, J O T, Law, Liason, Linguistics, Lock Systems, Martial Arts, Math, 
Mech, Medical, Meteorologist, Music, Orotory Perception, Pharmacology, Poetry, ■ 
Phj^sics, Propaganda, Riding, Secu.Tiy Syr,tern;,. Skiing, Slight of Hand, Social Scientist, 
St '̂qlVh, Story Telling, Switppyng, Vehicle, Writing, Xano Contact, Xeno Medical.

Scientist: ' f
Anglin, Biology, Bontany, Qyem, Communications;, Computer, Cryptography^ ElectronicSj, 
Erjgilneer, Gravatics, Gen^tlcsA J O T ,  Law, Linguistics, Math, Mechanical, Medical, 
Meteorology, Music, Oratory, Perception, Pharrrracoiogy, Physics, Security Systems,
Social Scientist, Swimming,. Writing, Xeno Co.itqcf, Xeno Medicine.

Medl!a:  ̂ . .. r r '
idmin. Artist, /\rts of Love, Bargaining,/'Brawling, Bribery, Carousing, Climbioig,/iC

(Communications, Computer,, Dlpiomacy, Electronics, Forgery, Gambling, Gun Cbt, 
interrogation, J O T ,  Jurw/ng, Law, Liason, Linguistics’,' LocT; SVs'temS, WWlqrtTal lArts.

Miner:
Admin, Bargaining, Blade Cbt, Brawlinig,"’Bribary, Carousing, Climbing, Gommunrfeations, 
Demolitions, Electronics, Forgery, Fwd Observer, Gambling, Gravatics, Gun Cbt,

'Hide item, J O I, Jumping^iaw , bender,- Lock Systems, Martial Arts, Math, Mech,
 ̂ Medical, Meteoroligist, Ndvigotion, Perception, Pilot, Phj?sifcs> Tlecbn,vRecruiting, Riding, 

Security Systems, Skiing, Slight of Hand, Stealth, StreehA'isS, Survival, Swimming,
Urban Camoflauge, Vacc Suit, Vehicle, Wilderness Camoflauge, W ildern^ Tracking,
Zero G  Cbt. ' . .

4.. Roll 2D to determine APP, Th is is appearance or beauty Because this'gome society is tech- 
 ̂ nologically advanced, AP? may be adjusted upword tor downword in some-strange cases)

.. for a cost of 1000 CR per point by someone-with Medicol-4. This is c characteristic the 
player can simply have fun with ("but I wenna be ugly M i. GM").

5. Roll 2D to determine FO^. /di living things and even some "hon-living" things have a 
force binding tlieir relationship to rime., eneigy and, space. Among other things FOR is the 
characters ability to withstand and manlpuiate Magic/' A high FOR does NOT con^ tute 
an automatic knowledge of Magic- '

6 , Roll 3D-3 for base Pol cbilit)/ toouni 0—T); !f 'Extended Charocter Generatior^* 1^'t used 
then determine PSS-and PSR. PSS is the obiiity to attack and actively use psionics (Psionic 

. Stamina). PSR Is the obi lit)'' to resist" psi on ics and psionic attack (Psionic Resistance). For 
this most part PSS is useless to a beginning character,uritil 'psibn!c"̂̂ awakening'. A base 
roll of 4 or less m^ns the PC is 'psionically dead' and can't be trairted.

PSS = 2 * PS! -i-STR + END • PSR = 2 * PSI + INT + END

Roll 2D to determine;the characters current^worth in CR and yearly salary. To this throw 
add 1 for each money related skill known' (Admin, Bargaining, Bribery, Diplomacy, 
Forgery, Gambling, Low, Oratory, Prbpogando) nt levels 1 or 2. If one of those skills 
is known at level 0 instead then 10+ must be made for EACH SKILL, PC modifications 
(INT, EDU etc.) still apply. Next add or subtract to the roil using the SOC DM Table. 
Take the total accrued roll to determine the PCs salary and CRs on the PC CR Table.
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PC CR Tabl(SOC DM Table 
SOC DM

. 1

1
2
3
f4'
51
6
7-8

■9'̂ A
B-C
D-E
F

-5
-4
-3
-2
-1
0
+1
+2
+3
+4
+5

, nn
8. Roll 2D fo defermlne l+ie PCs 

age. Nexf odd or subfract to 
v - rile roll using the' A^^E.DM, 

Table. Use the total gccrued 
roll todet ermine oge on the 
PC AGE Table.

. ’’ If the player isn't going ' *■
Tb’iisle extended character 
generation then the PC ' 

r Wossumed to hove an 
average build and have 

• gbown up in an e'-oloq- 
; i'Tirl environment thot is 
i’rffOre' or less identircil to 

our own. Family bcrk- 
ground Is left entirely up 
to thvo pi'ye".

1
2

.3
4\

/'OCRUED ROLL - ; , PC WEALTK IN'CRs' ' M l
1 ; 1 ^ --- " W "
2 ■■ 2K j • . . 4K
0 5K ^K
4, . ■ 9K ' 7K
5 lOK 8K

,6 12K'' lOK
7 P -15K  ' 12K
8 18K ;' J . ■ 15K
9 20K •20K
10 25K . ■ 40K
11 40K ' .linn. 60K
12 ' A 50K ' r . i 1 lOOK
13 '60K - : 150K
14 ; ■ 80K . '■ ■ 200K
15 i lOOK ^50K
16 . 1 ' 150K ... • P3b0K
17 200K .5M
18 300K ^ IM
•t each pt ,.,.>100K.

1 ... :
-t.5M

DM TabI C ,
• OA 1 ' ' 1 '-1
-iv ^ ' PC A&E Tobfe '

DM ..EClU. ..'DM 4;! ACCRUED a g e
; -. : (■: RGtll ' ^ YEA

-5 1 -5 T each. pY " -1 to
ro-4 2' -4 5' -.W-. I 22
-"i ;V ■.o: ■■V- -3 ■fopa ;/.-: .̂.p- ',23
-2 4 -2 7 A • .. 24
-1 5 -1 B ' 25
0 6-P 0 9 ; - n26
+1 10 . 27
+2 B-C r :^ y :s -  ■ 11 28
+3 D +2 12 30
+4 E 'r+3' ' •' each pt -t2
+5 F -t-4 , : 1 ... ■

5 .  :■
6
7-8

, . 9-/^"
' B-C

....  D-E
, _ F

Discussion:
The skills that thp PC grins from previous oxp' r̂ion ĉ -’re entirely th-'t, they DC NOT 

■ limit v'hrt the PC con tr::ln for once In play,- In other words tho'rb rc no "character classes"
•tin l.E/GUE CCSA^CS TR'' V. Damage is c'lw^ys-romoved from END First. Thus END rooresents 

the-m<ss, -oh^Itutlon and the hit ooints to unr-Ohsciousn-ss. It's done this Wey to make the 
g ’mo m( ch .nics homogenous for ;nmi 'Is, hum'ns 'nd 'liens (in the current versicn of the rules 
this is not true). SOC is no simple, rank or title. D reorasents the visibijity of; thp PC jtp LE/ GUE 
COSMOS society. |t COULD also mo-n fortune nd f me'.' Fa^h sociof^’ encl cu]'tyreriV)9on- 
sidcred to h>Jve a level or dogma of sod Ji^atlon. The sbUciOs m̂ x' for ^QC'W omW  ihermaxi- 
mum level possible for the PC m that so-ioty. Youth :ro still undergoing ifm’^ocialirotiion 
orocMss of being integrated in the society, hence fhe negrtiv- -go DAfs. for low $gdcL. i ' -



DEATH STARS ON THE HORIZON #I
cumulative contribution #1; Intended for AAE iî lOI
a commentzine from Adrian Bolt ,̂ 87 Lydalls Rd., Didcot, Oxon, OX 11 7DT '
Telephone (0235) 814769. (c) copyright 1984, Adrian Bolt !
This zine produced on the soon-to-be released *'MabeI" microcomputer, tĥ e on I y computer 
with "uniimited” 'storage f a c i l i t ie s  (see the Decebber, 1983 Issue of PRACTICAL COM­
PUTING for fu ll d e ta ils ) . Watch out for my non-comment zine "Death Stars for Fun 
and Profit"  soon to be appearing in an A&E near you.

/

COMMENTS ON #95
• LEE GOLD: 

Culture Pack. I
Thanks for lis t in g  the d ifferences between LRS and LoA-*-s Japanese 

’ ll use using th is  l i s t  when LoA gets over here.
MASON JONES: The trouble with players not knowing PCs' exact HP, Ski 11 $ages, 

etc . is  that I t  makes more work for the GM. I Intend to try  I t  when I've  got a 
computer but not before.

, NICK LARTER: Nice rationale for giant in sects , though I don't think I like  the
slimy covering idea. On the one hand, i t  re s tr ic t s  the Insects' freedom too much for 
,my lik in g ; 1 prefer to have giant Insects able to appear anywhere In the world. On 
.the other hapd, the idea of a band of adventurers entering such an area glveS me the 

of a great roleplaying atmosphere. I'd  use such an area sparingly for the 
change of scenery but would s t i l l  have free-ranging in se cts .// ! like  the FIremold and 
FIreslim e! I can ju s t  imagine the looks on the players' faces as th is  lump of green- 
silme sta rts  hurtling towards them at a great rate! = ^

HARRY HENDERSON: 
I 'm, very Interested.

Like the c a t 's  name.//Keep up with the LEGENDS updates please.

RQ:
RM:

JOHN T. SAPIENZA;' Re Roll High: to compare the two dice ranges:
1-5 C r it  6-20 Special 21 - Ski 11 % Hit S k ill  % - 95 Miss 96-00 Fumble
1-5 C r it  6-20 Special 21 - 95 Miss 96-00 Fumble 101+ Hit

. I prefer to stay within 01-00$ Range, but I like  the Idea of having the fixed  
peifcentages for C r it ic a l h its  and Special H its on one part of the sca le  and the v a r i­
ables for situational modifiers in another (below and above 100 resp ective ly ). Your 
RM Scale fixes the c r i t ic a l s  and sp ecia ls  based on 01-05/96-00 or S k ill  % only. If  
you do that, why not use the RQ scale  and base C r it ic a ls  and Specials on S k ill  % only 
and not adjust I t  for situational m odifiers? That s t i l l  leaves the +s are bad/-s are 
good problem, as I think most people would prefer to modify the die ro ll rather than 
the Ski I I $age. . ,

I t ' s  a b it  s i l l y  to modify the S k ill  % but not*the c r it ic a l  and special $s. I 
suppose you could ra tio n a lize  that s ituatio nal modifiers are opportunist bonuses and 
hence a ffect basic s k i l l  but not the more accurate/ski11fuI techniques which produce 
c r it ic a l  and special h it s . I ' I I have to think further on t h is ;  thanks for writing It.

I like  the damage Idea with armor being more Important at low leve ls than at 
high ones. How r e a l is t ic  is  th is?  It  seems more fantastic/hero ic to me. Hmm, 
perhaps I mean more D&Dish (as in gross HP, e t c .) .

■ PETER DA SILVA: Who is  the author and publisher of "RIGHT WHERE YOU ARE SITTING
NOW"? Please give fu ll references:-^ I n; future.

RICHARD SCHWALL: RAEBNC as yet.' I'm s t i l l  awaiting other people's reactions/-'
thinking about i t .  Well done.

MICHAEL JOHNSON: Please ,donji;;chop up/muti late Bharatavarsha If  you can '
possibly avoid I t .  Pretty please.

COMMENTSON #96
JONATHAN WOOLLEY: Fascinating idea but I've  no constructive comments to make,

I'm afraids I guess I ' l l  have to think about I t  some more.



JOI-!N T. SAPIENZA: There !s a "good, sound business reason for adopting the
high-rolIs-win' approach. One recurring objection by D&D players to RQ is  that they 
prefer strongly to have high r o ils  succeed and low r o l ls  f a i l . "  I object very 
strongly to th is  as an argumenv ,for changing. Just because a d ifferen t game system 
uses high ro lls  succeed does NOt mean th is  is a good reason to change RQ. Arguing 
for cjiange on the basis of mechanics or psychologically pleasing methods is okay, but 
don't bring a d ifferen t game system's methods into the proposal. You could ju s t  as 
e a s ily  claim that D&D should confo'rm to RQ. ( I f  you say there 's more D&Ders than 
RQers, my reply is  that there are probably more Diplomacy players than D&Ders!)//I 
think I object as much to D&Dors c r it ic iz n g  RQ (the pot ca llin g  the kettle  black) 
because i t ' s  not like  D&D as to the use of "D&D does it"  as a reason.

JOHN M. BURT: re c t DANIEL JAMES: being turned to stone doesn't normally k i l l
you. I run i t  as Immobile consciousness. Though if  I t ' s  a B a s i lis k 's  sta re , you not 
only get turned to stone but the gaze vvl I [then crumble the very storie I t s e l f ;  that 
k i l l s  you. ' : , ■ — —̂

MIKE DAWSON: I agree with your essay on roleplaying. My current problem is
finding players with simi lar playing s ty le . I'm stuck with a group with the foI low­
ing playing s ty le s :.  Characterization by playing themselves'or wargaming, conslst-  
entiy stupid play, Chaotic-(3reedy A!Ignment/Powergaming> trying to ruin/raess up/kH I/ 
steal from the party ju s t  for the players' amusement. A ll w ifj gladly sa c r if ic e  PC 
Integrity when necessary or they feel like  f t .  The.group runs an open universe sys­
tem, so each DM (yes, DM!)^lias,.d;ifferent house ru le s, so I'm In the situation  of not 
playing when certa in  peppl.e are DMing, using Only a subset of my characters' for other 

' DMs, e tc . If I could only.'fjnd some decent plbyers, I'd  drop th is  co llectio n  of 
§n%<t&*s In stantly . , . .  ̂ ■

PETER SHAPLEY: A nice simple EP system. I like  i t  and,w ill use, I t  in the new
campaign I am about to s ta rt  up. Let me know if  you'd 11ke,some comments a fte r I've  
tried  i t .  , : . . . ; '

COMMENTS, ON 97 ; i?;. : '
JOHN T. SAPIENZA: Re Cloak & Dagger: The Dragon.C|oaks are a nice Idea.

' JOSEPH DIEN: A very n iC9 system. I. intend uiing i t  for my next D&D-type cam­
paign, though I might only use parts of i t  (which ones I'm not sure at the moment). 
Further comments to follow next time,, I gueps, :,. • ' ' .

ROB ELLWOOD: Very well done high order s k i l l s  essay. A tree sfK icture  s k i l l s
system ....Could  be trick y  defining the relations between individual s k i l l s .  Perhaps 
define for each order?...Hmm____  ' ^

JOHN PATTERSON:. RAEBNC on RQ Threat! '
DAVE NALLE: Given the number-of comments a I ready re yoyr RQ gripies, I think

I ' l l  pass on commenting. , : ’ , , , i
JOHNi T. SAPIENZA: Re reply to MIKE DAWSON: As you say , Mike's c la s s if ic a t io n s

are re a lly  developmental stages of roleplaying but I hardly think he ex^fdssed "clear  
contempt for people who aren 't doing h is th ing ." I wouldn't Interpret h is  comments 
that strongly. Introducing the term "Style Snobbery" seems to be one he I* T of an 
ovei reaction. While I agree he,should not have used you as an example, i dpn't  ̂
bel ieve his comments were meant as strongly as you've taken them. It  d idn't seem to 
be a personal attack or that he viewed your opinions as meaningless. ■

On mlnimaxing or cheating: the problem seems to be that "minlmaxing" Is  used 
under two circumstances: I) when a character does i t  and 2) when .p layer does i t .
I would suggest that if  a character is  being properly roleplayed and Is the'type of 
person who would mlnimax, then th is  is  fine and acceptable; but If  the player Is  
using the rules to minimax then, no, I wouldn't c a ll  cheating ’tbo strong a word.



COMMENTS ON 98 ,
ROBERT'LOUTZENHISER: Interesting essay on Shock. I ’ ll have to think about

th is  a b it  more before deciding whether to use i t  in my new campaign (due to s ta rt  In 
January).

DAVID JOINER: Fasclnatlng a r t ic le  on Elven sexu a lity . More please. ■.
NICK CARTER: More 1nterest Ing,conjectures on giant Insects. Please co n tin u e.'
MARK GALEOTTI: Please expand the dwarf/livlng metal Idea. I assume you've

seen the DW a r t ic le  In one of the early  #20s Issues?
PETER A. CLARKE: RAEBNC :
HARRY ROBERTSON: What are the tltles/p ub I Isher of the Mayhew books? Please

glve:fuM references In future.//I assume that the water shows the descent of the dice 
enough to Increase the chances of the load taking e ffe c t : l .e .  I t  makes i t  much more
obvious. .

JOHN BAMBACH: I'm Interested In the l lth  century England book l i s t . .  What 
other l i s t s  do you-have? If I give you a t i t l e  or author, can you t e l l  me the ,
pub!Isher and year I t  was published? Hard or paperback? Etc?

 ̂ ;• . ■ ■ OV. f ' •
GENERAL COMMENTS: What are the normal zine w riting techniques you a ll  use?

Do you type as you read through A&E or make notes that you then expand Into fu ll 
comments or what?//Know any good ways of: storing A&Es? . , ,

, DAVID JOINER: You draw some nice covers. 
RAEBNCs to Wilson Heydt, E l l i s  Simpson.

Keep I t  up.
I ',io

A§A§A§A§A§A§A§A§A§a§A§A§A§A§A§A§A§A§AA5A§A§A§A§A§A§M§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§

DU()K HERE IT COMES— continued'by. John Redden ;

Remember, SOC‘Represents the PC's ACTIONS, hot beliefs. EDU is the formal knowledge ; 
background of tfie PC gaineel through both formal euid informal training. It also ' 
represents the PC's level in "learned behavior:." PCs with low EDU and high skill 
level tend to be self-taught specialists.

■: Hopefully, TRAV-related stuff for up and coming zines: extended character
generation - including character build, home.world: environment, family background; , ' > 
PC characteristic skill modification matrix - a variant skill system that includes 
reasonable skill improvement procedures, a COMPLETE ,TRAV magic system, LEAGUE COSMOS 
religions and political ideologies, and more. , , .

i
AN Icelandic  ghost st o r y .- from Laurehoe G ille sp ie  '
KILL THE ONE THAT SENT YOU " ’ ' '

• One time a man encountered a draUguV, a kind of sending s p ir i t ,  on Ey ja ffjo rd -  
bank. He asked it  what d ev iltry  it  was..to commit in E y ja ffjo rd . Ittd id h im , naming a 
person at the head of the fjord it  was'supposed to kiI 1. ■'

_ "Are you out of your mind," askecl^the man. "He'is dead; go back right away and 
ki l l  the one that, ŝent you." It  believed th is ,  turned back and did as id was to ld , ‘ 
but-the person it  .;W.a.S'orig i na i I y supposed to find I i ved for a long time, as i t  was only 
a t r ic k  of the one that met it  to say he was dead.



/

ICEASMITH-S MUSINGS #1
by Jonathan D. Woolley, 405 Serrano Dr. #6D, San Francisco , CA; (415) 585-9123) 
retyped by Lee Gold

V 1 0
AGING SYSTEM: Inspired by Howard Mahler’ s zlne in #100 / •• r; I

Each year^ oh the characteir’ s ‘ blrthday, the player should check Ojlumn 1 on the 
table below to determine ;the e ffects of aging. (The use of the other columns Is 
^explained below.) ^

Age
TM4

1
X

2
X

3
X

4
X

5
X

6
X

Age
105-124

1
A

2
C%

3
C%

4
C$,

5
X

45-64 C% X X X X, X 125-144 A A C% C% C%
65-84 ;c% X x : X' ..:x 145+ A A ■c% C% C%
85-104 R : c% c% X X X

X = No Stat Loss '
A *̂ i:os6 one point'from a^staT of the p layer's choice, and then check next column
C% = Roll D^Ile. If  ro ll Is., less than total of s ta ts , tre a t as A; i f  greater, 

tre a t as X.
This system assumes a.character with s ix  sta ts  of 3-16 each.

QUESTION: has anyone got^ai^good system for decldlng the- age of an NPC? ' ‘' ^

COMMENTS #99 ^

LARTER: Could you give more detail on Secretaries? You’ve caught my In terest.

ROBERTSON: re c t  ME* ' I) SpelIcasters do get EP for not casting sp e lIs .
2) I want to keep the magic In my world down by discouraging magic users fropi casting  
sp e lls . 3) Play Is  "constructive" when the GM fee ls the players aren 't wasting time. 
4) I didn’ t  have that In mind, ,5 a )  I don’t  want the characters to take certain  act­
ions Just to get EP. 5b) Characters don’t  have to^stay a liv e  to get EP; J never said  
they did. (n itp ick) 5c) 1 ‘d6n*t give EP for ki llin g  monsters because I think I t  
encourages a "shoot f i r s t ,  melee later"  attitude .

COMMENTS #100

STUKEY: I think you are objecting tq, situatio ns In which CHAMPIONS characters
are encouraged to look/act 1tke comic' book characters. Seriously , how often are 
comic book characters shown buying anything In stores? How often does what they buy 
affect th e ir  ca p a b ilit ie s?  Do you want PCs to be In the habit of v is it in g  gunstores 
In the middle of an adventure? J wait for a reply.

NALLE: re ct SHAW: Your memory of the term PPC is d ifferen t from the way I am
using i t .  For me, PPC = potential player ch aracte r. //Thanks for the suggestion.

LARTER: Your system Is not e n tire ly  c le a r  to me. Perhaps an example.
CLARK: WONDERFUL STUFF! .WONDERFUL STUFF!" Keep up the good work.

CORRECTIONS: It  should be *3 and *5, not +3 and +5. Thus a MU wishing to 
tra in  to +7 with longbow but unable to find a tra in e r  would take 4,550 days 
(130x5x7) to learn I t .



FANTASY FILLS tlY EYES (c) 
MA 0 2 1 6 5 // (6 1 7 )527-5643

1983 Ly Jdson Zalk/161 ..altham St/Vv'.Newton

This zirie was written in September and only now am I finally 
typing it up, most comments will proba-iily be way out of date. Bear 
w ith  i t .

COMMENTS OK ALARUMS AND EXCURSIONS NUMBER NINETY FOUR COMMENTS ON AL 
STEVE GILHAH:Ashes to Ashes was incredible.
ROBERT PLAMONDON;What are rules for:For me, certain rules systems ’ e 
dealing V7ith' •' same genre make me develop amazingly different types 
of characters. For instanc e , chtirac ter s I design for SUPERWORLD tend 
to me more super powered fantasy characters then those I design for C 
CHAMPIONS which tend to be m o d e m - t y p e  super heroes. - . _ , .

COMMENTS ON ALARUMS AND EXCURSIONS NUMBER NINETY FIVE COMMENTS ON ALA 
RICHARD SCHWALLire ALIEN PS YCJIOS : The s e are great for helping to develop 
character personal!ties,but using one figure for an entire race?/Your 

on the events in the realm are great but could you please go 
into the game system you're using,p L E A S E !
HARRY HENDERSON:PARANOIA sounds great.
PETER DA SILVA,STEVE GI L!I A M , RANDALL 3TUKEY :re CALNAR:SPI (the average 
of STR and Dex) works so as to make a persons STR affect her DEX and 
vica/versa. The conceptualized reason for this is that in TFT I wanted 
damage done to a person to lessen that persons overall prowess and I 
also'felt that there could be no prestine clear devision as to what 
stat controls what types of actions . In TFT (and thus in CALNAR as

STR acts as a measurement or hit points so my task was made con- 
sideraby easier. This goal is achieved by having all roles that would 
be made against DEX in TFT made against (DEX PLUS SPI)/2 and all roles 
that would normally be made against STR made against (STR PLUS SPI)/2.

FOR EXAMPLE:Kadal has a STR:S and a DEX:15 (the two extremes) his 
SPI would be 13, his SPIDEX roll would be 14 and his SPISTR roll would 
be 11. Kadal fails his SPIDEX roll and falls into a 
takes 2 points damage. His functional STR is nov; 6, 
lis nov7 11, his DEX remains at 15, but his SPIDEX is 
SPISTR is now 9.

.Intelligence ends up being that of the players as is the way I' 
usually found things to be even if there is an INT stat.

1 got a copy of NECROMANCER #4 to review but its already been re'' 
viewed a couple times and that was months ago anyway but thanks for the 
copy Beckett.

pit wherin he r 
his functional SPI 
now 13 and his

' ve

ROLLING HIGH ? YOU CAN'T BEAT IT (to DR JIMMY)
Laugh and play you may
I've played games you'll never play
Talk behind my back
2ut I'm off my campaigns back.
I'll take on anyone
Ain't scared of dice loaded, those.
Play /J ' till I drop down _
'.’ith one eye on your rolls

T'Jhat is it? I'll take it. 
Whose is 'e? I'll heal it. 
Rolling High? You can't beat i t .

Gary Gygax and Dave Arn-sin 
In the books you don't notice him 
)Ie only comes out in OD&D.
You say she's a virgin? '
Get her a Unicin*
Her powers gonna kill me?
Oh fucking bull-sheet
I'm rolling double
But don't miss him^if you can.
..There's gonna be trouble.
VJhen she kills* this man '

V7hat is it,etc. '■ '
Gary Gygax and Dave Arn-sin, etc.



is to be considered the second page of the zine en­
titled FANTASY FILLS MY e YSS (whether it actually is or not.

* :
unc:Unicin pronounced with a hard C/ him pronounced heem/kills prono- aced kill-is.

REVIEW OF ABYSS @26/V5N5/SEPT 1983

COVER:Incredible, but Dave don't you feel at least a bit guilty usinq 
peoples work without asking them for it? Even if they are dead.

CONJJJRINGS : An editorial by, Dave Nalle apolagizing ,;'and explaing past 
-anti TSR/D&D behavior. Until TSR upgrades their products I personally 
see no reason for explanation or apologees for bugging them to get 
their act together. They consider all gamers to be of 3RD (OK, may­
be fourth) grade level and they deserve to be told that is a definite
falsehood. Possibly their own intelligence could have something to do with it.

3ESERKERGANG THE IMAGE OF GAMING:Yet someone else (JON SCHULLER)tell- 
us to step out of the closet with our games. The thing is, I doubt 
anyone really hides the fact that they roleplay or that they don't 
explain role-playing when asked. The problem seems to be that -ature 
people in our society are not supposed to play games.

IN THE SPECULOM:Reviews or the Red Sonja series. Storm Season, a bunch 
^®-released Kane Wagner books. Fantasy Newsletter and Fantasy Books 

standard reviews, at least one of them though (Storm Season) is con­siderably out of date. / wn
GAMES:C&S, Sourcebook II, ASYLUM & OTHER TALES, PEDDLER’ FERRY (for 
SILVERDAWN and DEATH IN DUNWICH (for CoC). ' , “

CHALLENGE OF CHAMPIONS (a fiction write-up) and INFLUENCE & RENOV/N 
(some additional stats to replace nice narrative writeups of character social standing) didn't thrill me.

WELCOME TO THE OBSIDIAN WOMBAT (which was credited to no one) served 
nicely for a bar fight. i liked the floor plans a'nd the characters 
took little conversion from YSG to CALNAR (one studyhall).
ECHOES FROM THE ABYSS:Z letters zar not interesting.
THE WORLDS OF JOHN MORRESSY:Nice DW style reviews/pseudo-adaptions.

YOU ASKED FOR IT...MORT MUNCHKIN:No I didn't!!..If this. Stuff was funny
It would be one thing but its cruel humor (similiar to the E-Man/X- men issues).

LIABILITIES:Give character disadvantages a la CHAMPIONS to all gam
ing systems. If you want these and play TFT see The Space Gamer#s 51 ana o 7.

 ̂  ̂ Overall I liked,the issuW, 'specially' for free.

fill up five lines with nonmindless drivel... hmmm.. .
I m gonna be at BOSKONE this year (actually)•that'11 be next year by 

en. I m being incredible selfish and capitolistic (YECHHH!) by 
using up all 64 lines so I'll stop it right now.
Till Next Time............

JAZ



c m r o i m i o l . e s  o e  z o i m k a

<c) Copyright Ju e s  Robert, 112 U. Douglass, Houghton, HI. 49931 

T H E  U N I N V I T E D  V I S I T O R

Sb̂ fXAR̂ ‘ Zonka is  a Duart Innkeeper played by J a m  Robert in  BOB HQORE’ s Horld, Tetara. The Chronicles are taken froa 
Zonka’ s d iary and represent Zonka’ s point of view. Nayside, Zonka’ s aountainside Inn, conceals a poaerful aachine which 
can teleport and/or f i r e  a is s i le s  to any place on Tefara’ s surface . Zonka and h is  c le r ic  fr ie n d , Chester, have taken an 
oath never to abuse the aachine’ s poaers. John Sa ith , a Hutant, newly arrived on Tefara, has constructed a large arena 
near the inn . On the aorrow, D e lila  and The Lord of Sold plan to leave Hayside; San Plowfoot, who has served ^ r  three 
weeks as cook at Hayside, w il l  return to h is  f u i l y  in Sold Piece Bay; Tweel, the o ff-Tefa ra , Ulcan nage and h is  s lave , 
Srog, w ill  a lso  leave Hayside. ,  . .

Zonka is  concerned with securing help to run the inn : naive, as ever, he th inks h is  adventuring days are over. At 
present the party has gathered for the evening H a l ,

Hy plans for asking Hayside well known throughout Tefara were progressing n ice ly . Jqhn Sa ith , the Hutant, had 
constructed a two thousand seat arena near the inn . There reaained, then, only the natter of servants’. I  needed help to 
r v '  the p lace. He were eating when the subject caH up. Everyone was on edge: Saa Plowfoot, D e lila , The Youth of Sold, 
Ig , Tweel and Srog were a l l  leaving the next day. As I  r e c a ll ,  A lice , not quite in ’ synch’ with the r n t  of us, got 
angry during the H a l .  But then, A lice  frequently got angry. The conversation during supper n n t  l ik e  th is ;

Saa; 'Dig in . Toaorrow I  return to . . . '

Tweel: 'He to o .'

D e lila ; 'And us. Stew again! Saa cooked, right?

Thj Youth: 'Can’ t believe he aade i t  in four days.' 

A l’ ce; 'Hho aade what? The stew took four days?'

He; ' I ’ ve been th inking , perhaps soac servants . . .  '

Sar: 'Pass the b iK u i t s . '

Brcg: 'H ise thought, frees you for iaportant a a tte rs .' 

ftl’ ce: 'Frees who?"

He; 'John S a ith . H il l  the Youth of Sold go?'

DeU la: 'The Dukes of Alexandria have soae.'

A lice : 'Hho?'

He: 'He, of course; don’ t  you ever lis te n ?"

Saa: 'Pass the honey p lease .'

The Youth (passing bowl): 'Here. The usual percentage?' 

■’ “ * » l: ' I ’ a gaee a lso , then i t ’ s back to Bay de 6 re e .“

A lice : 'Saac for what?'

Chester: 'You got a g ir l  there? Srog, doss he?'

Re: 'Agreed, the usual. He runs Tintangle ca lled  . . . '

Saa: ' I  don’ t  want to brag, but th is  stew i s  d e lic io u s !'

Tweel, blushing: 'So rt of . . . '

Srog: 'Hy lip s  are Haled. Saa, great stew .'

D e lila : ' . . .  ca lled  C a n lo t , or the Port of A lexandria.*

A lice ; 'The stew i s  called  'the Port of A lexandria’ ? '

Saa: 'P o rt , love soae. I t ’ s great with stew .'

Chester: 'Saae for the adventure . . .  I ’ a up for doing the 
dishes. Anyone want to earn ten gold pieces?*

Sae: '  OK i f  I f in ish  the bowl? Can’ t see watting any ,'

Srog: 'Sure , so long as Th s I  doesn’ t  o b je c t .'

D e lila ; 'Srog is  r ig h t , as usual. Zonka needs h e lp .'

A lic e , screaaing; ‘ HE NEEDS HELP! ALL OF YOU CLOHNS 
NEED HELP. HHATEVER ARE YOU TALKINS ABOUT?'

Sat; 'Pass the wine . . .  Oops! . . .  S o rry .'



A lice  le f t  us and locked herse lf in her roo i. That was her rou tire  shenever she had these f i t s  of te ip e r . She had a
s ta l l  a lta r in  her roo i. I suppose, she spent her tiee  praying. I could only hope she wasn’ t including le  in her
prayers. tihy A lic e  got tad was heyond w . The conversation at supper had been clear enough. I had requested help 
obtaining- servants tfi-run the inn . Teeel agreed to help, ss did the Youth of Sold. The Youth had asked for ’ the usual 
price 1 s ix ty  percent, plus f i r s t  i  th ird  choice of i t e t s .  3f cotTse I had agreed. I t  tas a bargain, since th is  price 
included^both M ila 'a n d  Ig . Soeehow, don’ t ask te how, A lice aiscodstrued everything. She had thought The Youth was 
ta lk ing  about the stew "when he aentioned i t  had taken John Saith four days to build the arena. She hadn’ t understood the 
purpose of the t r ip  we had planned a t a l l .  horeover, A lice  was confused about where we wede going. A ctually , her
confusion on th is  point was reasonable; O e lila  had suggested I purchase servants froa the Dukes of Alexandria. The Port
of Alexandria is  ca lled  by three naaes: Alexandria, Tintangle, and Caaelot. I can see how a person could get confused 
about the naae of the c it y ,  but why they should lose th e ir  teaper i s  beyond understanding.

Anyway, the evening’ s 'adventure* was se t. After Grog had fin ished washing the dishes, the en tire  crew, except for
A lice , of course, went to the teleport eachine hidden in  the cave beneath the inn . By then i t  was dark. D e lila , the aost
adept of the grbup at running the eachine, soon located the Dukes’ flagship oh the viewing scope. Since we didn’ t want 
to aTira inyone by suddenly appeamg aboard ship , we sent Ig on ahead, alone, to t e l l  the watch we were co iing . He had 
no sooner been teleported on board when soaething h it  h i i  and bowled h ia  over. On the screen we saw Ig wrestling an 
in v is ib le  foe . Froe what l i t t l e  we could aake out of the struggle through the viewing screen, soeething was on h is  back. 
Quickly O e lila  brought Ig back to the cave. For a few eoaents he continued the struggle; h is  opponent had been brought 
back with h ia , an Opponent we couldn’ t see. Then, abruptly, whatever had seised Ig released h ia .

Both Tweel and The Youth of Gold threw fee mitible sp e lls , but saw nothing. Having no idea what we were facing, I
reached for ay sword. But i t  wasn’ t in i t s  scabbard. Others, too, noticed th e ir  personal belongings e iss in g . 'Look,'
Sae shouted, *0ur s tu f f , i t ’ s beside the eachine'.* To be sure, our iteas were being stacked, in an ever growing p ile , 
beside the aachine’ s control panel. Soaeone, Soae Thing, a Thief Supreae perhaps, was aethodically reaoving our gear and 
placing i t  in  a p ile  by the aachine. Frankly , I was scared: I knew of nothing that could do such th ings. Hhatever was 
in the cave with us could reaain in v if ib ie  even when the spell to fee invisiblt was cast; i t  could stea l anything i t  
wanted froa any of us; and, i t  fought'while reaaining anfeen. A aost unMcoae guest, th is  aonster. A ll of us were a 
b it unnerved, even The Youth,

He grouped together and called out we caae in peace. That’ s when the wall appeared, an iron wall blocking the cave 
cavern. The wall barred our^access to  the eachine and separated us froa our i t e a s . '  I had ju s t lo st control of the 
teleport aachine. Wmever, or whatever, i t  was, that controlled the situation  was taking no chances. Outraged, I picked 
up a rock and began beating on the w a ll. ' : • j * •

Laughter! 'Lau((htir f t l lb d th e  cavern, aockidVihe ' fu t i l i t y  of pounding on an iron w a ll. Never had I f e lt  sd help less. 
Nayside and i t s  teleportation eachine were lo s t , lo st to an opponent we couldn’ t even see. .

. . .  to bf continued . . .

R IM O N  S IH O N

I w il l  share with you ay oldest NFC. His naee is  Siwon, though adventurer and peasant a lik e , c a l l  h ie ’ * ’ R iion ’ Sieon". 
Siion i s  at once, eighty years o ld,' a twentieth leve l lage, neutral good, and a coeplete fo o l. Yet I love h ie . He wears 
a d irty  burlap robe and always ca rr ie s  a burlap sack. Players can eeet hie on overland encounters', about one chance in a 
thousand. However, a l l  p layers eeet S iion  at least once,’the very f i r s t  t ie e  they play in ey world.

Before players begin play in  ey caepaign they are given soee background of the eedieval so c ie ty , e tc . This background 
includes a b rie f ju s t if ic a t io n  of-Hagic, the h in t that C le r ica l Powers are not eagicaJ, fa e ily  background, d e ta ils  of 
their childhood contract to learn a trade or s k i l l  free  a Raster, as well as soee f i ve  nursery rhyees.



One such rhyee i s :

Chest the Ref sno you e i l l  f in d ,
A ll good luck is  le f t  behind.

Three of the rhyees are Hereit sayings and, as such, vary deaending cn the loca l where the player begins h is  adventuring. 
The f i f t h  nursery rhyie  i s :

’ Rieon’ Sieon,
His hearing does lack .
So dishes, not wishes,
Cote out of the sack.

The Hasten to whoa the PC is  apprenticed stakes the p layer, gives h it  t in ie a l equipaent, supplies h it  with enough wine
and rations to la s t  a week, and, u su a lly , gives the PC a few coins. In exchange for the s k i l l s  the PC learned during h is
apprenticeship, and for the grub-stake, players agree to pay free 10 to 80 percent of th e ir p ro f its  to th e ir  ta s te rs .
Such payaents continue u n til the PC reaches the age of tw enty-five , which equates to f i f t h  le v e l. IPCs who have not so
agreed, receive NO s k i l l s  and have a auch, auch harder t i i e  getting sta rted . Froa such players are sewer ra ts  aade.l 
Nhen i t  i s  t ia e  for the PC to leave h is  Master (Barber, Tanner, Locksaith , Baker, whatever), the Master, showing probably 
the f i r s t  signs ever of affection  for h is  charge, t e l l s  the PC where he a ight, i f  he is  ca re fu l, find  soae fellow
adventurers, say in a loca l bar, a bar the PC has previously been forbidden to enter.

On h is way to seek fortune and faae, on h is  way to aeet soae fe llow  adventurers, the player has h is  f i r s t  solo encounter. 
[U sually , th is  i s  where I teach p layers who are new to FRP to c a re fu lly  d istinguish  between what they are saying, what 
th e ir Player Character i s  saying, and what th e ir PC is  doing. For b rev ity , I w il l  spare you the d e ta ils .]  Le t's
suppose, for purposes of th is  writeup, that the new adventurer i s  a warrior naaed Kusol.

A typ ica l encounter with 'Riaon' Siaon goes soaething lik e  th is .

BH; About a block froa your foraer hoae you are joined by an old aan. He is  wearing a siap le  burlap garaent and is  
carrying a large burlap sack slung over h is le f t  shoulder. His has a kindly face , but i s  unkeapt. You notice h is
garaent i s  so iled , as i f  i t  hasn’ t been washed in a long, long t ia e . How does your character respond?

PC; Kusol w il l  say '« e lJo “ .

GK, The old aan looks surprised and snorts, 'HELL NO, NHAT? Siaon, he hasn’ t  asked for anything. K ids, these days kids 
have no respect for th e ir  e lders. Nhy in ay day . . .

Kusol: I didn’ t say that. I only said ’ h e llo ’ .

Old Han: There, you see . . .  interrupting . . .  Siaon, he doesn’ t  wear one because he chooses not to , th at’ s why' As i f  
i t  was any of your business, anyway.

At th is  point the PC usually auables to h ia se lf .

Old Han: Speak up, Siaon, he don’ t hear so w e ll, Nhat is  your naae anyway, and why are you dressed in a w arrio r’ s garb? 
Nhy, you’ re ju s t a k id .

Kusol: Hy Dale is  Kusol. I aa ju st setting out on ay own. I aeant no o f/enie , re a lly .

Old Kan: A ll r ig h t , don’ t  t e l l  Siaon i f  you don’ t  want to . And, th is  i s  no gaae, f e l la .  Adventurers get k ille d  every 
day. Sure is  wara today, isn ’ t i t .  Now then . . .  what’ s th is  nonsense about fences?

Kusol: fences?

Old Han: Oh, Princes! Never eind . . .  Siaon, he doesn’ t aeddle in the a f fa ir s  of princes. Sure is  hot today, got any
wine? Old Siaon, he is  always th irs ty  . . .  sure could use a drink.

PC: Kusol says nothing. He hands the old aan one of h is wine bo ttles.



Kindness, i t  s the least he can do. You seea a nice fe llo e , a b it  rude perhaps, but b as ica lly  n ice . H  there soaelhino 
YOU eant, soeething you need, ju st naee i t ,  and Sieon, he e i l l  give i t  to you.* ' ^

J l ly e r  * " * ^ '* * *  "*^*''<**''9 »" *>’«
u r «  « “ l t s  can be (Hiite . .u s in g , »hat usually happens i s  that Sieon reaches into h is  sack and

.K a ^ U s  u le n t o r i c I L ^ '^ ^

1. PC. Forgive ee i f  I  sh o i t ,  but 1 would lik e  a .ag ic  sword. ■
>»is shoulders, saying 'There’ s no accounting for what kids want these days ,' He then

J i *  »"d produced a v ia l containing a potion. Hhen the player drank i t ,  h is  nose becaee the size  
m  Shape of the snout of a Boar.]

2. PC: A Hish. RESULT: Sieon reached into his sack and withdrew a rainbow trout for the confused PC. ,
3. PC; 'Lo ts of gold! RESULT; Sieon cast a sp e ll ; the resu lting  b lizza rd  lasted eight days.

'■ L 2 T - ‘ "  “ S ’ • v» "tt « t »
good s e n s e . .  [The 6H gives such players enough experience points to ’ p in ’ thee to second le v e l. This
I T ” ;  .!"?■ h»s occured but twice is  about f i f t y  such encounters in sy
world. Both tie es the ring had 1 ♦ 1D2 w ishes,]

T "  « g ic a l .  1 su it confess: I
blew I t .  nonths afterwards I  rea lized  I should have given the PC a aagic s U H . ]  . r -

h i a l l l T J l  “" " f  T  “  » ' spoke"- Yethe aleost gets i t  r ig h t , h is  presents r h f t e  with what is  asked. Thus the nicknaee ’ Rieon’ Sieon. ' -

b m ie  T h *  “ “  *’ ' •  i "  Yoû  «sP»ign* Sieon was once in a
h J I  “ "euied wisdoe and in te llig ence  p a in ts . As a re su lt of that
f i r  T  ‘ " te llig e n ce . has an insa tiab le  th irs t
n w t .l l  5i .  ”  burlap sack is  not eag ica l, nor are the i t e .s  Sieon gives to players 'created* by h ie or anyone e lse .

th i  I l lv w r  M /  * / "  “ "***' ’ a g if t  given to Sieon by Lok i. The servant secures the i t e is  Sieon thiDk^
. .   ̂ I  ** requested. Sieon has neither the wisdoe to question what players request, nor, for that ea tte r, the

0" occasion, he has. given players such things as T ro lls , boards, .o ld . e tc . Once a player 
asked Sieon for an oraeje: Sieon gave hie an orange. -

lllg '^ ind ld ' !e“ te Ic T lik l!^ ^  ” * *

' l £ U ,  T don’ t Mdd, areor, no, m i  IUDI i  S J U f f ,  .• -

the 6H should set up a chart soeething lik e  th is : . .

/  *5.,***^!“*®' b*y» 9 : a key, 5 : a wedding cake, 6 : a fe z , 7: a ca lf

I l i i i l l r  r *  r  *** "*’ ** ceceives. At least two of the itees on the chart (decide before

l l l k  i l  whilh i t  i !  f m ld  ‘ ^

L T  * ® " T t e r  on ey overland charts; i t  occurs with a frequency of about one in  500. In th is  related
I  r « «  T yp ica lly , the itees taken have na.es which rhyee with
I m h !  e e ll  BN b a r d ,  co l d ,  l i agh ,  s t e t s ,  h e l l s ,  and so on . . .  P layers, th is  happens, think I a . a
e a lly  eean 6H. How can you take away our best itea  without ju s t if ic a t io n ?*  I don’ t  t e l l  thee: I 'v e  ju s t told you.

Nextish: Coeeents, I proeise! I w il l  say the past few covers have been great.



FRP HERBALISM— part seven by Lee Gold (taken from Culpepper)
concentrating on FRP Herbal Applications; herbs arranged.b,y month of flowering

contInuedJULY:
Plant
Orpine

' RattJe’l Gtass 
(Yellow) a

Moon

Moon
or roots 
Found In

Rhubarb (Tart Mars
or Cul I nary)

S t. John's Wort Sun,
L. ‘ Leo'

Southernwood,
'

Mercury
’ ai<a LadFs 

Love s
Spikenard'/

, \
—

Squill Mars

Tansy . '  ̂ -s- Venus

Thorn-Apple Jupiter

Thyme (WIId) Venus

VIne Tree Sun

Yarrow Venus

* •*
from lastlsh  (and the Issue before-that) ' '
ruled ^  Comments

Found. In shadowy f ie ld s  and woods, gardens.//The ju ice  
ml>:ed with salad o il Is usedfor burns. The bruised leaves 

are applied to'Wounds. ' ‘ _.id
Meadows and Woods.//BoI led with means and honey 

added, good for dimness of sight If  drunk or dropped Into 
eyes
Grown In gardens; o r ig in a lly  from Asia.//A  weak purgative, 
good agaInst venomous b Ite s . .
Found In shady woods and copses, meadows and roadsides.// 
Used against poisons; bolledjirt wine or made Into an o in t­
ment for wounds. , A tincture  of the flowers In wine Is 
used against madness.
Found In gardens; a native of southern Europe.//The ashes 
mingled In salad o il help gr6w ha ir on the bald.//The 
leaves In a fomentation ease pain and stop gangrene.
A native of India; a lso  found In North America, Japan, and 
New Zealand.//The powdered root makes a good antidote to 
poison but should not be- used by pregnant women.
Grows on dry, sandy, ereas; gardens.//Rbot Is b itte r  and 
so acrid i t  can ca u i| b listers' jf  handled too much..
Found on high ground,'. In dry pastures and In hedgerows.// 
Leaves used to bind up wounds. ' ! - .
Found on cu ltivated  and waste ground./?An extract of the 
Juice in small doses Is taken for convulsions and madness. 
(The plant Is  extremely poisonous.) -
Found on sandy heaths, dry grassland and rocky ground.// 
Drunk as a tea good for headache, giddiness, hangover,''’''and 
the nightmare.
In VIneyards.//Leaves boiledwith barley meal and made T-nto 
a poultice cool Inflamed wounds. ' ,̂r F
Found on roadsides, meadows and wastdland.//A<sfrong tea ' 

the leaves restra in s v io lent bleeding.//A poultice of. 
and Toadflax applied ou-fwardly Induces sleep , eases 

reduces bleeding.

of
Yarrow 
pain, and

cbi'-
AUGUST (see previous months): Alkanet, Apgelica, Archangel, Arrach, Balm, Basil',
Beans (Broad, French), B luebottle, Bryony, Burnet, Carduus Benedictus, Carrot,

CInguefoIl, C lary (W ild), C leavers, Crosswort, 
Cucumbers, Daisy, Darnel, D IN , Dittany (C rete), Dock, Dodder of Thyme,

' s Foot, Down, Eglantine, E lder, Eryngo, Eyebright, Fennel (Sow),

%

Dove'

andine (G reater), Chamomile, Chi
Dog's Grass,

weed, Fleabane (Canadian), G a r lic , Gentian, G lad lo le, Golden Rod, Groundsel, Heart’ s " 
Ease, Henbane, Herb True Love, Hollyhock, Honeysuckle, Hops* Knotgrass, Lang de BOeuf, 
Lavender (Cotton), Lettuce, Lettuce (Great W ild), L ily  (Wa'ter), Loosestrife , Man­
drake. Mint (Pepper), Moneywort, Mustard (White), N ettle, Orchid, Parsley (Common), 
Pennyroyal, Pepper, Pepper (Guinea),'P lantain ,. Poppy (White, W ild), Ragwort, Rasp­
berry, ^ t t l e  Grass, Sage (Common, Wood), S a rsa p a rilla , Sauce Alone, Scabious (Field)* 
Scurvy Grass, Senna, Sllverweed, Spikenard,^Spinach, Sun Spurge, Tansy, Thorn-Apple, 
Thyme (WI Id), V iper's,pugloss, Wlntergreen and Yarrow. ^

Ruled by Comments
Aconite • , i ! Saturn Found In garderiS; native pf Alps. SOe'd's ripen towards the 

‘ • end of suftlm"er.//Said to be good vs vegetable poisons. The
root In a decoction Is used as a lotion to wash parts 

- b itten by venomous creatures. Leaves w ill make skin sore. ^



Plant Ruled by Comments '
Amaranthus Saturn Found In gardens.//Flowers powdered stop bleeding from

■ wounds.
Blackberry Venus,

Arles
- i •• ;

Found In gardens climbing up w alls andfences. In hedgerows 
//Buds, leaves and green branches heal fresh wounds. 
D is t ille d  water of the f r u it  Is  effectual In fevers. ■-

Clary , Moon Grown In gardens.//Seeds In wine are an aphrodlslacl
D E v ll's  B it Found In dry meadows and heaths.//The herb or root Is  

boiled In wine and drunk vs plague, feVers and poison.
The ju ice  or d is t i l le d  water oftheherb Is  good foi^'wounds.

Hawkweed Saturn Found at the sides of f ie ld s  and paths In dry ground. In
h i l ly  d ls t r lc ts ./ / A  decoctlon^ln wine plus Wild Succory 
brings sleep . Is an anaphrodlslac, and cools heat.

Hemp Saturn Cultivated In India.//The fresh root mixed with a l i t t l e  . 
o il and butter Is good for burns.  ̂ ^

Marjoram Mercury, Found In gardens; In pastures,’ g ra in fie ld s.//A  decoction
(Sweet) Arles helps loss of speech.  ̂ i '

Motherwort Venus,
Leo

Found In herb gardens; roadsides, waste land.//Used vS' 
fa in tin g , helps women In ch ild b irth .

Rue Tree Sun, Leo Found In gardens. In dry, sheltered pi aces.//A  decoction 
with dried DIM leaves and flowers eases Inward pains. If  
drunk or applied warm outwardly.

So|i#thlstle
(tree)

Venus Found In grainfletds,im arshes, besides'streams.//Ml Iky 
ju ice  useful vs deafness (with salad o il and s a l t ) .

Sowthlstfi-
Ti^eesXMarsh)

Venus Found In marshes, fens and beside Streartis.//Eases pain .//  
Juice boiled In o il of b itte r  almonds In the peel of a
pomegranfte and dropped In the ears helps deafness.

j, . ( I : . • • > .-»• . •
SEPTEI^R (see previous months): Amaranthus, Balm, Beans (French), B luebottle,
Chamomile, Dock, Dodder of Thyme, Dog's Grass, Dove's Foot, Down, Gentian, G lad lo le ,. 
Hemp> Knotgrass, Lettuce (Great W ild), N ettle, Spikenard, Spinach, Sun Spurge, Thorn 
Apple, V iper's Bugloss.
Plant
Saffron

Saffron
(Meadow)

Ruled by Comments
Son, Leo

Saturn

Found In ,gardens In spa In.//Quickens the brain ; good vs 
p estilence, h ysteria , fa in ting .
Found In damp meadows.//Poisonous, unless used with great 
caution. , ,

XTOBER (see previous months): Amaranthus, Bluebottle,- Dock, Hemp, Thorn Apple.

NOVEMBER: none f ^

NO FLOWERS
Plant
Agaric

Barley

Beets (White) 

Fern

Ruled by 
Mercury, 
Leo

Saturn

Jup iter

Mercury

Comments , /  .
f̂ ound at ,the foot of Oak, Trees, Willows, or Larches.//  
Sometimes poisonous, sometimes edlbler-needlng an jexpert 
to t e l l  which type Is which. .
Found In g ra ln fle lds.//R lpens In summer.//Barley water 
aids persons troubled with fevers. . j , ,
Found 1h C tiItlvatlon ./ZJu lce  Is goodvs.headache, venom, 
burns, baldness. _
Found on commons, moors and heaths. Green a l l  summer.// 
The roots, bruised and boiled In o i l ,  make an ointment to 
heal wounds.

(to beconcluded nekt-month, I think)



THE CHRONICLES OF THE ANCIENT EMPIRE #1 December 10, 1983
by Matt,Stevens, 20 Halioweli Rd., Foxboro, MA 02035; (617Ti543,-6234

I might as well Introduce myself. I ’ ve been playing RPGs for three years now, with 
the f i r s t ,  of course, being D&D.! I don’ t  know how many others I ’ ve played In the 
meantime, probably gp In the hundreds. I ’ ve been designing my own RPGs for about as 
long as I ’ ve been playing the/n, startin g  with "The World of Coot" (which may sound a 
b it  fam ilia r to some of you) and.c'iniaxlng with the one I presently use. I call; th is  
la test onC Herequest (because I haven’t  been able to think up another name), and I 
think It  w ill be my la st . 1 can S itill use new Ideas for I t ,  though, which Is part of 
the reason I read A&E .

I ' l l  spare you any more Introduction and proceed to the main body of the zine. 
Th^e are no comments In th is  one, as I haven't been able to find an Issue more 
recentthan #77. So, without further ado, le t ’ s continue on to the comedy.

THE HEROQUEST (or'whatever) character GENERATION SYSTEM— Part One
Many A&Eers might not lik e  th is  system, as I t  Is a b it  abstract and the range 

of ch a ra cte ris tic s  ( I .e .  from the highest to lowest vaIues) Is not very great (about 
8 pts on the; average). Then again, it  allows for a lot of personal choice, with 
c h a ra c te ris tic  values, professions and even so cia l c la ss  being chosen by the player.

There are nine Primary C h a ra cte ris t ic s : COURAGE, A(5lLITY, STRENGTH, WISDOM
(which serves the. same purpose as D&D’ s INT), PIETY, DEXTERITY, EMPATHY ( lik e  D&D's 
Charisma), PERCEPTION and STATUS. Each C h aracteristic  s ta rts  off as I ,  but points
may be sh Ifted among. them on a .1: 1 basis (e.g . a character can ra ise  STR to
reduces WIS to 0 ). Each c h a ra c te ris t ic  has a maximum and minimum value.

■ 1 •• .i‘| CRF AGI STR WIS PTY DEX EMP PER STA '
Minimum -1 0 0 -2 -3 -3 -2 -3 -4
Max1mum  ̂4 ■ 6 5 4 7 5 5 5 4 ■
The concept of PCs having negative ch a ra c te ris t ic s  may seem strange to some. ( I t  
probably seems strange to 99  ̂ of you.) In th is  form, c h a ra c te r is t ic s  can be applied 
more d ire c t ly , because they don’t  have to be broken down to such things as"d efen ­
sive  adjustment" or "h it point adjustment."

There are also  Secondary C h a ra cte r is t ic s , each determined through the primary 
ones. They are CONSTITUTION (STR+AGI/2), KNOWLEDGE (WIStSTA), ACTION ALLOWANCE 
(1/2 AGI t2 ) , and EXPERTISE (STR+CRG/2). A ll fractions shouId be rounded away from 
zero. Expertise represents the character’ s proficiency with most weapons (those he 
hasn’ t  had tra in ing  in ). Action Allowance represents the number of actions one can 
execute In a sing le  turn.

Social C lass is  determined through the STATUS ch a ra c te r is t ic . The Social C lass  
Table gives the possible socia l c la sse s for a quasi-European campaign.
STATUS SOCIAL CLASS MONEY
-4 Slave, S erf, Cotter, e tc . none
-3 Barbarl an horse, weapbn
-2 Outlaw, Excommunicated, e tc . Dg bags of s l iv e r '
-1 Free Farmer, Yeoman, e tc . 02 bags o f ’s l iv e r
0 Townsman, Merchant, e tc . D3- bags of s i Iver
1 Lesser Noble ( I .e .  Baron) D6 bags of s i Iv e r
2 Greater Noble ( i . e .  Count) 2D6 bags of s i lv e r
3 Very Great Noble ( I .e .  Duke) 3D6 bags of s iIv e r
4 Roya 1 4D6 bags of sI 1ver
I know how rid icu lous th is  table may seem, with such high ranks being obtained so 
e a s ily . I ’ ve never had any problem with I t ,  though. If you tre a t a royal or noble 
character like  a ll  theothers and don’ t  le t  him ge+ away with murder, then he w ill 
present no real problem. Even if  he does want to act like  the Supreme (5od, he can be



dealt with e a s ily  If  you make I t  c le a r that great power demands great resp o n sib ility . 
Besides, most of the heroes In Earth 's old legends were great kings or nobles. 
Shouldn't RPGs be slrnu lating the.books and legends they were InspI redfrom?

For money, I use a bag of s l iv e r  standard, I probably shoulcdrop I t ;  I t  sounds 
s i l l y  and I can 't see adventurers bringing home "five  bags of s i lv e r ."  I put It  In 
when I wrote the game's f i r s t  d raft, when It  was designed for Mongoloids. I've  
gotten used to i t  by now, though, so I t ' s  hard for me to take It  out. It  represents 
a f a ir ly  large amount of money, around the amount a wealthy guy c a rr ie s  with him In 
the stre e t. For sm aller transactions, I use the S ilv e r  Piece. I t ' s  about a tenth of 
a bag of s i lv e r  and I t ' s  what an unskilled laborer earns for a day's work (In addi­
tion to room and board). —  ~ ............... - ............

Later I ' l l  p rin t up the rest of the character generation system. But before I 
f in ish , I probably ought to confront the question of H it Points In thisi system. 
Actually I've  done away with i he concept, i use something s im ila r  to the system 
Saplenza proposed In A&E #11. in mine, the ta rg e t's  STR rating Is Subtracted from 
the damage r o l l .  But th a t's  the subji3ct of another a r t ic le .

A FINAL NOTE: ALTERNATE PLANES AND DIVINE REALMS

When most of us think of divine realms In FRPGs, we tend to think of them as 
other dimensions or as Outer Planes fes Gygax describes them). Yet In mythology, 
these planes often seem to have d efin ite  geographic iocation. Olympus Is on a mount­
ain top; most underworlds ar<̂  natura I ly , underground; and, for a lite ra ty  example, 
Vallddor was located on the Undying Lands.

I am trying to say that characters should be able to v is i t  these divine realms 
without the use of Gates or magic Items. They should be able to go there ju s t  by 
plain old tra v e llin g ; by packing up a horse and heading out Into the sunrise . (So 
I t ' s  corny, but what e lse  do you want me to say?) Besides, I t  makes "plane hopping" 
a b it  more of an adventure because a number of encounters are lik e ly  tobe met along 
the way. A quest to meet the gods, I th ink, could be one ofthe greatest challenges 
an adventurer could face.

NICK LARTER writes that Icarus . Gaines' BARBARIAN, KINGDOM, & EMPIRE is a very inter­
esting and playable game, simulating the development of barbarian hordes, their 
growth into expansionist kingdoms, and their eventual collapse as decadent empires—  
Tor 1-6 players. It includes several historic scenarios as well as an open scenario.

One interesting part is that you always have the option of starting over again 
as a new barbarian group rather than being stuck with a hopeless or boring position.
I don't remember if it's been commented on before in A&E. It could be used like 
CIVILIZATION for generating history.

Nick adds that most of his gaming is solitaire. There are a number, he says, 
of man to man games (Gladiator, Swashbuckler, etc.) which are designed to be multi­
player. AH's Guhfighter has a section for solitaire play and movement of the other 
side, but I've yet to find (or make) one that works for movement and swordplay.
Does anyone know of one?

And Dan Shimizu of 1125 Glen Road, Lafayette, CA 9^5^9 writes to ask if anyone knows 
why RQ! uses ^ile dice even though every skill is a multiple of 5. Why not Just use 
D20? The only reason"he can think of it because of crits/fimbles.



Golem’s Corner #17
A contribution for Alarums and Excursions, by Wilson H. Heydl, 

1125 Neiison St., Albany, Ca. 94706, (415) 524-8321.

While perusing the November 1983 issue of 
Analog, I came across a quote from V oltaire-7b  
the shame of mankind, it is well known that the laws 
^hich govern our games are the only ones which are 
completely just, clear, inviolable and enforced. This 
leads me to suspect that if someone can find a way 
to connect a generator to the gentleman, consider­
able power could be obtained. He must be spin- 
tiing in his grave at a goodly clip over FRPs.

The same issue has a favorable review of the 
Ysgarth Rules System in their gaming column.

For those devoted to the use of computers 
in FRP, I now have access to—and have written 
most of this ’zine on—a TRS-80 Model 100. This 
machine has tremendous potential as a GM aid. 
Useful tools could be programmed on it and, since 
it is battery powered and only weighs four pounds, 
be carried to game sessions. This is a machine 
that should be looked at very seriously.

Comments — A&E 99.
Lee Gold, (re Myself). Let me explain a bit 

about my remarks on Steven Hawking. He 
is probably the most brilliant living theoreti­
cal .physicist. He suffers from ALS. It is 
amazing that he has been able to continue to 
work as long (and as well) as he has with 
this disease. We need his mind in as close 
to full working order as possible.
It is unfortunate that medical research can­
not come up with sure-fire cures on demand. 
Such work is conducted on what amount s to 
a successive approximation basis. Any new 
technique will start with a low probability of 

■ success (although any chance might be con­
sidered better than no chance at ail). If a 
treatment for ALS is developed there will 
undoubtedly be those who will volunteer the 
have the treatment tried on themselves for 
good and siifficient reasons. Many will die 
before all the answers are found. This is a

price that is paid for progress. It isn’t 
pleasant but is does happen. Even when 
very good techniques are worked out there 
are accidents—do you remember the “bad”  
batch o f polio vaccine that Cutter Labs 
made?
Given these various constraints, I submit 
that Hawking’s life should only be risked 
when a proposed cure reaches a success rate 
that gives a good chance—say, 30

• percent?—and if others die achieving that
goal, then they have not died in vain.

Mike Lewis, (re Arlen Walker). I have no 
desire to start any arguments on female ana­
tomy, but unless your aliens have other 
significant anatomical differences from 
humans—like a dislocatable pelvic g ird le-  
then any birth involving multiple heads 
MUST be done by Caesarian section. I’ve 
seen the x-rays from when my son was 
about to be bora and the clearance was 
nowhere as much as one centimeter.

Bill Karieva, Welcome to AA.E.
Jenny Hein, (re Tales from the Northern Woods). 

Ah! The joy of typos! Surely you must be a 
lover not a fighter if you communicate in 
sigh language.

Phil Masters. Welcome to A d£. Yours is a very 
interesting ’zine, but I don’t have any sub­
stantive remarks for now.

Pete Tamlyn. Welcome to AdiE.
Daniel James, (re Peter da Silva on feminists). 

My Lady Wife points out that "Chester" is a 
masculine name and suggests the epicene 
Divinepersonpersbnleslie. Of course “ son”  
is gender specific also, leaving one with 
Divineperchildperchildleslie.
(re Jason Ray). In Great Britain you don’t 
have environmentalists arguing with ranch­
ers over whether or not the mountain lion 
should be protected as an endangered
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species.
(re Stellar System design). Congratulations 
on a very nice piece of work. If memory 
serves, the temperature extremes for Earth 
are + 140“F (330”K) and -100"F (200‘K). 
The former would be from summer in Death 
Valley most likely and the latter during the 
Antarctic winter. For more data on intelli­
gent aliens one ought to read Sagan and 
Schlovski’s Intelligent Life in the Universe,
(re Arlen Walker on planet design). One 
can logically construct planets that arc 
unlikely actually to exist. A low surface 
gravity combined with a high-normal atmos­
pheric pressure is one such. Start with a sys­
tem particularly poor in the heavier metals 
(say, depleted in iron and its near relatives 
like nickel). You could then get a fairly 
low-density solid planet. With a low gravita­
tional gradient this gives a rather deep atmo­
sphere with respectable pressure. Poul 
Anderson used just such a setting for The 
Man Who Counts. Another way to do this is 
to use Titan as a prototype. Not much size 
or surface gravity, but something like 3 
atmospheres’ pressure at the surface. It’s a 
bit chilly, though.

an A. Engle. I remember you. Welcome back. 
Within the SCA (I have been rather inactive 
for some time) I am known as Hal Ravn.

lobert Saunders, (re Gilham). Last time I 
checked, the Laplace Nebular Hypothesis 
was still functional, although in modified 
form. Any body condensing from a nebula 
will “trap” some of the rotational energy 
from the overall system. If you think about 
how a body accretes you will see that the 
incoming mass will carry a differential velo­
city depending on whether it comes from the 
sunward side or the other side of the orbit of 
the body in question. This will tend to 
impart a net rotational motion. Subsequent 
tidal effects will modify the initial rate. It is 
possible the have a temporary condition in 
which all rotation (relative to distant stars) 
stops, but this is ve/y transitory. In fact all 
known bodies in the solar system rotate 
about their axes. Most rotate in the same 
sense that the Earth does (direct motion), 
but some (usually minor satellites) rotate 
the other way (retrograde). If memory 
serves me, Venus has retrograde rotation 
and Uranus is considered to rotate directly 
with an axial tilt of 98 degrees. Note also 
that Luna rotates about an axis even though 
that rotation rate happens to match its orbi­
tal motion. The matching of these motions 
gives rise to the illusion that the Moon does

not rotate.
Arlen P. Walker, (re MyselO. Thank you for 

those kind words. A goodly fraction of the 
credit goes to My Lady Wife, who is far 
more scholarly than I will ever be.
Please permit me a provisional concession 
on the issue of Saavik. Many of my conclu­
sions were based on inference and your 
point of view is at least equally valid.

Paul Waters. Welcome back to A d£.
As regards the PBZ campaign, I have a cou- 
pie of questions. What is the draw weight of 
the bow you have brought? What type o f  
heads do the arrows haye and hpw long are 
the arrows? .

Daniel Nolle. Welcome back to AdE.

Comments— A&E 100.
All and Sundry. Excellent issue. Kudos to all 

who contributed. Few specific comments, 
though. ■

Justin Rollinson. Welcome to A d£.
Scot Fritz, (re PBZ). We will be in camp follow­

ing “orders."” Dorothy and I are presumably,, 
in camp all night and general alertness is the 
order of the day. If given a chance, I wilt 
practice with my bow to get used to the local

 ̂ gravity with it. Note also that with a 70- 
pound bow the arrow doesn’t drop much in 
the first 30 yards or so.

Howard Mahler. Welcome back to A&E.
Rob Ellwood. (re Strand “World” ). If there is a 

negative gravity region then it should be 
possible to send up a tethered balloon to th at, 
region. Once the balloon is there, one of 
your aerial castles can be brought up piece" 
by piece. Notice that this method requires, 
no magic to implement and only an 18th' 
century technology.

Niall C. Sbapero. Very interesting data. It looks 
like a very complete write-up of an alien : 
sophont. i • . 1. . •
I would like to express one reservation about 
your ’zine title. I knpw that titles can’t be 
copyrighted, but 1 would be delighted to be 
told that you had cleared the usage with Poul 
Anderson ahead of lime.

Peter A. Clarke. Very interesting discussion of 
legal systems. Another good place to get 
ideas for this sort of thing is the Magna 
Carta.

Hank Griffin. Welcome to AdE.
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Scenario Sources
Much has been written in A d £  about various 

pieces of rock music as inspiration for.scenarios 
and during play. I would now like to suggest 
another source for ideas derived from the per­
forming arts.

This all came to mind while watching a per­
formance of Gilbert and Sullivan’s Gondoliers by 
The Lamplighters, an—excellent—amateur group 
in San Francisco. It struck me that this operetta 
contained a wealth of possible NPCs, plots, and 
scenarios, as well as enjoyable music. I should 
mention here that it was also a delightful perfor­
mance.

Gondoliers is set in the first half of the 1700s 
and was first performed in December of 1889. 
The background for the operetta is that twenty 
years earlier the 6-month-old daughter of the 
Duke of Plaza-Toro was secretly married (by 
proxy) to the year-old son of the King of Bara- 
taria. Shortly thereafter, the king converted to 
Wesleyan Methodism (presumably from Roman 
Catholicism). The Grand Inquisitor of Spain had 
the infant prince kidnapped and taken to Venice 
to be raised. The task of rearing the child wa&put 
in the hands of a respected Gondolier. Unfor­
tunately, this gondolier had a drinking problem 
which (before it killed him) left him unable to tell 
which of the two boys in his household was his 
son and which the prince. The only one who ^ow 
has that information is the nurse in whose pare 
the infant was placed by the King o f Barataria. ,

The old king has recently died in an 
insurrection. The nurse is now married to a bri­
gand operating near Cordova and the Grand 
Inquisitor (Don Alhambra del Bolero) has been 
living in Venice to keep an eye on the two young 
gondolieri—one of whom is now the rightful King 
of Barataria.

Unknown to del Bolero, both young men 
select their brides and marry. As is later pointed 
out; one of them is an unintentional bigamist. 
The Duke of Plaza-Toro, a nobleman of great 
lineage; rurives in Venice with bis Duchess, his 
daughter—now a great beauty—and his private 
drummer, Luiz—who, it happens is the son of the 
nurse that cared for the infant prince of Barataria. 
The Duke is in straitened circumstances—that is, 
the family is flat broke. Unknown to anyone else, 
the Duke’s daughter, Casilda, is madly in love 
with the drummer Luiz. ,

Now for possible FRP applications. The 
Duke and his entourage would dearly love to have 
proper escort, but he has no money. He does has 
a great deal of influence among the nobility, has a 
gift for words, and could provide entry into 
society. He also has absolutely no taste for per­

sonal danger; indeed, in the last war he always led 
his troops from behind and was the first to retreat, 
it got so bad that he was asked to leave the ser­
vice. Indeed, it develops that the Duchess wears 
the pants in the family, and it is possible that 
Casilda takes after her. Both of the gondoliers 
were raised as strict republicans, and each of them 
intends to reform the kingdom of Barataria in 
rrther drastic ways, much to the distress of both 
the Duke and the Inquisitor.

Will the PCs be willing to act as escort for 
the Duke? Are they aware that they will probably 
not be paid if they do so? Are they able to face 
up to the political and social ramifications if they 
iiarm the Duke in this case? What will they do 
when the Duke runs from a fight?

Would a group of PCs undertake to find out 
who is the real king? (It is actually Luiz.) Are 
they willing to go an bring the old nurse back to 
be tortured into revealing the information? Will 
they simply ask her to come with them, or will 
they auempt to use force and be massacred by the 
brigands? Will they perhaps support* one or the 
other of the gondoliers in the atternpt to change 
the nature of Barataria? Perhaps they would like 
'to be hired to quell the insurrection that resulted 
in the old king’s death. If so, who will hire them 
to do so? The Duke (his daughter is to be 
queen)'’ The Inquisitor, who would like to purge 
the politics of the gondoliers, the regicidal tenden­
cies of the populace, and the schismatic tendon- 
cie's from the previous reign?

What happens ; if one of the gondoliers is 
placed on the throne? Will he really try to change 
the government? (The results in G&S are hilari­
ous and outrageous.) Will the populace stand for 
the changes? What will his jilted bride do? Will 
she, as threatened, attack Casilda? Or will the 
new king attempt to get out of the original (pur­
ported) marriage and slick with the wife of his 
choice?

There are many possibilities here, and this is 
just one operetta. Gilbert and Sullivan wrote 
several. There are also all of the other works of 
the operatic stage and lighter works. The 19th 
century has given us a great wealth of material. 
Stand back a hundred years and see what classical 
music can do to enrich your campaigns. If this 
effort is welTreceived, I will use other G&S works 
this way in the future.

I have no idea when this will appear in Adi£ 
as Lee wrote in 100 that 101 was full and 102 half 
full, So, until Golem’s Corner 18, don’t take any 
golden wood pieces. '



TALES OF THE GOLDEN ARCHERS
(c) copyright 1984 by Josejih T e lle r
retyped from computer output by the gracious and patient Lee Gold

Hopefully th is  zine w ill make A&E #101; i f  not you have my apologies for the ta rd i­
ness as I have been a b it  slow at getting to i t .

***Comments on Issue 98***

JOHN BAMBACH: Work has ceased on my Index due to other commitments. 1 am
mailing you a copy of my computer printouts so fa r , so you may use the data for your 
work. Let me know when i t ' s  completed. I ’ d like  to get a copy.//LookIng at your 
l i s t ,  I noticed many dead, long dead or dying zines and aids (Dungeon Sharing Serv­
ice s , for example, no longer answers its  mall and Is presumed dead; the Elven Warrior 
died a fte r  only two issues, e t c .) .  This w ill make your task much more d if f ic u lt ,  
esp ec ia lly  for publications that only went to a handful of persons.//Are you com­
puterized or doing it  a l l  by hand?

DAVID W. DICK: re ct to PIERRE PETTINGER: Teleportation, under my ru les,
resu lts In a momentary blanking out of the senses (a safety placed within the spell 
to prevent madness when trav e llin g  through the realm of hyperspace), which d issipates  
upon arriva l l??iD minutes la ter (depending on the being’ s experience; the more times 
i t ’ s done, the faster you recover until you h it  the one minute mark). This makes 
teleporters very vulnerable, prevents sending armies through for surprise  attacks 
(Surprise! You're k ille d  before you regain your senses!) and balances the sp e ll.

ROBERT SAUNDERS: re PCs who are dishonest and devious: presently In my PBM I
have one player who has taken these ta c t ic s  to an extreme and In two months game time 
has gained the following enemies: the largest local cu lt  (which has now sent three
of seven Promised Dooms upon him), the local c ity  guard (of which he was a member 
until an ad lib  from him resulted in the deaths of 20 of th e ir  number), a professional 
assassin  (from whom he sto le  a magic sword), a l l  the local wizard gu ilds, a nearby 
band of band Its  (30 in a l l ) ,  a witch, several craftsmerv a tavern owner and many others 
—to ta llin g  about 500 persons. The solution is to le t such PCs reap what they’ ve 
sown. Even going out to buy groceries is now a l if e  or death s itu a tio n , and he 
spends most of h is  time repelling  attacks on himself or his home (from frontal charges 
to letterbbmbs).

ROB ELWOOD: You shouldn’ t  pick on Lee's occasional typo. It  simply proves
she’ s human. She Is far more accurate than most of the people who submit to the 
magazine and farmone.saturated with typing to do.

DAVID W. DICK: re c t to RONALD PEHR: I fear I missed the context of the o rig­
inal discussion on S ta ffs , Wands and Rods, but i would I ike to  add a s lig h t  t id b it :  
according to h isto ry , wande were made of ivory, stavesof wood and rods of metal.
Thus a d iffe ren tia l of magic use could be made into a system, with Wands holding only 
sp e lls  and powers affecting  the liv ing  or dead; Staves with powers over plants, 
in sects, wind and p recip ita tio n , and Rods contro lling  stone, s te e l. Iron, metals and 
forces of f ir e  and e le c t r ic it y  (forged by one, conductive of the other). This Is ,  of 
course, merely an idea based on h isto rica l references and has not been applied or 
tested .

ALISON BROOKS (re Superhero C lich e s): What about the following:
" If  you plan to ' , you can do anything.
"No, I can’ t  le t him/her die like  _
"This looks like  a job for __________
"All r ig h t,the  kid gloves are o ff!"  
"The die Is ca st ."

did."



"Nobody mocks ___________ and lives to t e ll  about it .
"I am ____________ , master of ___________ ! "
"No more Mister/Mrs./Ms./MIss Nice Guy/Gal."
" .. .O f  course, I have a plan!"
"Our security  systems are In fa llib ie !"
"The _______  ̂ cometh!"
"Sorry to break up your l i t t le  party, ."

And ending 'he comments on that,' le t 's  continue onward with the second In s t a ll­
ment of my Superhero Rule System, PROTECTORS OF POWER (the f i r s t  part was In A99, '
and i t  Is v ita l that a ll  the parts be kept together for understanding, since the 
f i r s t  part included the character' sheet).

. I; 5̂ i MORE ON SKI LLS i - : : ■ ' -

S k i l l s  when used fa ll  into two c la sse s . The f i r s t  is the Instant Results type, 
such as those used In combat or for such things as gambling, driving, lip  reading. 
These are ro iled at the sta ri of e se rie s  of uses of the ski ! i andioot rolbOd for again 
unless conditions change (e.g . one ro il for entering a card game; an additional ro ji 
i f  new p layers are added or old players drop out).

The second type are mostly c ra ft  s k i l l s  dealing with the creation of Items.
These are ro lled at the beginning of a period of time which must elapse before the
product is  fin ished . ‘Thus ‘a t a i lo r  making a pair of pants w ill make one ro ll and 
take 1-2 hours to complete'the job (with 'tools, of course). /

If a Creative S k ill  Is used, such as E le ctro n ics , Chemistry, Writing or Use of 
Engineering S k i l l s  (e .g . Computers), then a device/fIxtut'e/gadget Involved must-be , 
described to the GM by the player to see if  i t  f a l l s  within that f ie ld , and the ro ll
Is made. The period of tim,e here should be a week per r o l l ,  even if  i t  fa lL s .

Some Creative S k i l l s  must be combined with other s k i l l s  to produce the given 
re su lts . In these cases, the S k i l l s  must be averaged for a ppmber to ro ll against.
For example, to deyelpp a. Laser Gun, you'd need Lasers,& Optics^and E lectro n ics/ i 
CrestK'e combined. If the PC has, say, 40  ̂ in the f i r s t  and 60  ̂ in the second, ■ -
the average would be 50 .̂, If you f a i l ,  you can try  again the next week or so.

1.6 OCCUPATIONAL SKILLS TABLE . ‘ 'L-,,

Most characters w ill have a line of work, career, or some form of work-related tra in ­
ing before becoming a hero/viI I a in . Piayers or the GM may wish to design a sp e c ific  
background or can use th is  simple DlOO table which gives the s k i l l s  related to the 
f ie ld  and a rough annual sa lary  (note:. ‘ add^DlOK to cov§rivariance In sa lary  rs te s ) .

,S k i l l s  autom atically getting -50^ Training  
Typing, Lying, Searching ,
Bribery, Forgery, Lying, Blackm alI: : . i f i 
S a ilin g , Swimming, Climbing 
Marksmanship, Climbing, Driving ' -i 
A irc ra ft  p ilo t , Hangglldfhg. or A irc ta ft  Repair 
& C. E lectro n ics  
Marksmanship, RIflemansh|p.
Demolition, Swimming, Climbi 
Automatic Wpns, Demolition,
SkydIvIng
Punching, Dodging, Subduing 
Accounting, Law, Wiretapping,
Driving
Marksmanship, Driving, Subduing, Dodging,
Punch i ng

Rol 1 Occupation ' / ' :, Sa lary
01-05 O ffice Clerk ... 10 K
06-08 Business Exec. 40 K
09-15 Sal lor 8 K
16-20 SoldIer/Mercenary 8 K
21-25 A ir Force ’ 8 K

26-30 Marines 8 'K
31-33 Frogman/piver 9 K
34-35 Paratrooper 9 K

36-45 Boxe r 20 K
46-55 Government Agent 

(CIA, FBI, IRS, e tc .)
20 K

56-60 Pol ice O ffice r 15 K

Automatic Weapons 
I ng •
Marksmanship,.

MarksmanshIp,



Rol Occupation
61-65 Reporter 
66-68 News Photographer 
69-72 A rt is t  
73-75 Thief

76-80 S c ie n tis t
- ' I t- i • ■ '

81-85 (Engineer

SaI ary S k i l ls  AutonaticaI Iy Getting 50$ Training

86-90 Technician

91-92 , ̂ DeteptIV6:

93-95.,., Lawyer j 
96-00 Craftsman/ 

Tradesman

Note that th is  tab 
only to give some 
aln types are more

15 K Typing, C.v/ri titig , Lying> Search I n g ,^ rib ery  
15 K Photography, Driving, Dodging, Shadowing 
10 K Sculpting, Painting, Ceramics ,
20 K Lockpicking, Driving, Shadowing, Punching, • 

Marksmanship
20 K Typing, C.W riting, Lying—and a single f ie ld  of 

study (e .g . Archeology, Chemistry)
30 K Typing and one of the following; A griculture,

, C.Chemistry, Computer Eng,;C . E lectron ics/ Holo­
graphy, Lasers & Optics, Mechanical Design, 
Robotics, or Steam Engineering.

25 K One of the following: Auto Mechanics, Chemistry,
Computer Programming, Cryptology, E lectro n ics ,

. . i'tedi.eine. Physics.
; 20 K ■ ,,„IV|arksmanship. Bribery, D isguise, Dodging, Driving,

-j. ,. i ; ( Fi rs t  Aid . : :
. 40,K Law, Lying, Searching, Driving

25 K 0riving and a si.n.gje cra ft/trad e : Auto Mechanics,
Butchering, Carpentry, Clook Repair, LocksmIthing, 
PIumbing, e tc . “ '/

le is  pot meant to to ta lly  refiect-,,the f ie ld s  and th e ir  s k i l l s ,  
rudimentary starting, points and; the kinds of f ie ld s  superhero/vi I I• 

ikely to spring from (according to comic lite ra tu re ) .

I .7 POWERS"- THE IR SOURCES

Now i t  is  time to estab lish  the character's unique a b i l i t ie s  and powers that 
set him or her above the average person. ;

F ir s t  the player r o lls  DIO (0 = 1 0 ). This is  the PC's in it ia l  set of Power 
Points; the more points, the greater the potentia I . The player may opt for the PC 
not to have any ttue powers at al I or to use only a few points; i f  so, each Power ‘ 
Point may be used for +25  ̂ more tra in ing  in any s k i l l  chosen (or learning a new s k il l '  
with 25  ̂ per Power Point). Remember that no one can have more than 100̂  tra in ing  in 
any one ski I I .

Those who wish to use part or a I 1 of th e ir  Power Points must now choose or 
have the Source of th e ir  Powers assigned to them by the (3M (see section on character 
sheet)., i :

■ ACCIDENT-CAUSED POWERS are created by explosions, chemicals, strange radiation  
exposure (not the same as radiation-caused mutations), e tc . These were once the most 
common source ofvpbV^fs In the comics but have fa llen  into disuse of la te . They 
receive DIO K additional starting  salary as a benefit but must ro ll oh the following 
table of possible drawbacks caused by the accident.

1 Blindness ; , 6
2 Deafness , 7
3 Limps 8
4 Skin pale white , 9
 ̂ Whole body hairless;-1 ; , 0

crippled - In wheel cha ir -
scarred: -10 APP pts permanently
Eyes are abnormal (glow, co lo r le ss , e tc .)
Whole body glows in dark
Weakened health (-10 Stamina points)

MUTANTS are, of course, presently a j i  the rageiin comic books. They have 
physical manifestations of powers {see I is t s  ; In 1.8 for the fu ll range. For example, 
to possess F Iig h t, you have to,have wlngsl) But they are not trusted by normal 
( l .e .  non-powered) beings as much as otherlhero types (-25% from Reaction R o lls ; more 
on th is  la te r ) . The a< ,̂yantage; .is .that they have one additional Power Point to spend.



ALIENS are usually beings, stranded/abandoned/exI led from other worlds. PC 
Allens are considered humanoid, but NPC a lien s can come in a ll  d ifferen t shapes and 
s iz e s . They w ill have physical manifestations of th e ir  powers ( lik e  mutants), are 
not always accepted by normal beings with open arms (-lOJo from Reaction R o lls) arfd 
may have another I anomaly: as per the table below:

1 Pointed Ears
2 Additional pair of arms :
3 Must wear a 1r-f I  Iterlng  device a ta ll times
4 Intense sexual attractio n  or repulsion by humans > , i :

5-0 No additional anomaly—or one created by GM . , i  ̂ !
A llens do not ro ll on the occupational s k i l l s  table (unless they have a secret 
identity among humans) but get an additional 150 Training Points to invest as wished.

EXTERNAL DEVICES can be damaged if  shot or blasted.wTth energy, can 6nly be .. 
used five  times a day before they need recharging for a-day, always work unless 
damaged or uncharged, have no permanent e ffect on the user, and are not ava ilb le  
for a ll  powers. ;

INTERNAL DEVICES are less f ra g ile , aren’t  cumbersome and have mostly liinl Imited 
usage. They prevent the character from using heavy weapons, explosives dr remote 
control devices—and are co stly  to repa 1r/rep I ace If  damaged/dlsab led. .

MAGIC Is least painful of a ll  ways to acquire powers. I t  has no physical 
manifestation and may be bestowed upon a being’ s body/soul by others or by a 'd ev ice ' 
such as those on the following tab le , that must be touched to be used., ■ ■ i ■ I ! ■..■

1-2 Amulet 4 Ping 7-8 He 1 met/Headgear . . j.
3 B race let(s) 5-6 Belt 9-0 Wand i . :

Those powered by Magic are -1 Power Point If  th e ir  score Is above 5 at the s ta r t .

1.8 POWER CHARTS ' ' \

T h ls ls  the In it ia l  11st of powers availab le  under th is  system.
Some abbreviations are used:

The GM can add more.

P: Permanently Active Duration: always on and cannot fa i l  (e .g . bulletproof skin)
W: Activated when Wanted, unlimited duration; you must be awake to usq this,. ! f ;.
#R: the number of one minute rounds of game time the power Is usable
DUR: Duration; RNG,: Range; ID: Internal Device; ED: External Device; MGC: i Magic
Y: Yes; N: No; X Is used as a mu It lp Iic a t io n  symbol.
----means th is  factor does not apply to th is  a b i l it y .  t ' .
PPG: Power Point Cost. PHYSICAL is short for Physical M anifestation. . ’ '

Power PPC DUR RNG Physica1 ID ED MGC
Adhere to any Surface 1 W ___ Sticky Skin N Y Y
Absorbs Powers (Non-Device) 
Accelerated Luck (t|0j5 to

6 30R Touch Dupes beings ,,N N Y

Defenses) 3 P — None N N Y
Accelerate Plant Growth 2 W 50’ Green Thumbs N Y Y
Animate & Control Plants 3 5R 50’/ None N Y Y
Builetproof Skin I P — ' Leathery Skin N Y Y
Bl Inding Light Flash 1 3R 30’ None N Y Y
Blo-Ehergy Bolt (D) 3 W 50’ None 1 Y Y N
Change Weather Conditions 
C e llu la r  Regeneration (S e lf-

8 25R 1 mile None , N N Y

Heal 1 ;^t/round) ,'r 
Change one E 1 ement

P • , None N Y Y

to Another - 6 P 50’ None ■ : ; iN *' iY Y'T



Power ........v t ; ; ’ PPC DUR RNG : Physical ' ID ED MGC
Creato Blackout 2 5R 50' None ; ‘ ' N Y Y
Douhife Speed 2 5R ---  - White HaFr Y Y Y
Enbanced Strength (+100) 1 P — Heavier Body ' 'Yv: Y ' Y
Enhanced A g ility  (+100) 1 P — None Y N Y
Enhanced Memory (+50) 1 P — Larger Brain N. N Y
Enhanced Stamina (+50) 1 W .---  . Metal .Skin N Y Y
Enhanced Appearance (+25) 1 P .---  ' + Sex Appeal N . N Y
E le c tr ic a l Bolt (D) 4 'W 50' None : 1  ̂ . T. N Y Y
Flaming Body (D) 3 5R — None ' '' " N N Y
Freeze AiriAround Object .. 5 25R 50' None ■: M N Y Y
Freezing Bolt (D) 3 -w 30' None ''u ' : ’ '• N Y Y
Flig ht (Se lf) 3 w 5 miles Feather Wings Y Y Y
Flame Bolt v(O) * 4 w 50' : ■None-: nro ^ N Y Y
G1 iding CSel f̂) : 1 v̂ W: 50' : Arm Webbing ' N̂ Y Y
Insensible to Pain 1 P — . -, None “ : N 'N Y
Infravision 1 w 50' None Y Y Y
In v is ib i l it y  (to sight) 2 5R — None N Y Y
1ncrease S 1ze (5xNorma1 ) 4 5R — None ' Y Y ; Y
In tan g ib ility  (to matter) ■ -A - W --- . None ’ ■ - N N Y
Laser Beam (DD) , . -̂ 5, W 50' None ■> Y Y N
Microscopic Vision 1 W 300xNorma1 None Y Y Y
Mental illu s io n  - Sight '• 1 W 50' . none + ^ N Y Y
Mentajl: 11 lusion - Sound ; , W 50' None ■■ N Y Y '
Mental Illu s io n  - Touch ■2 ,: . w 50' . ' None ; N N Y
Mental Illu s io n  - Smell 1 w 50’ None . 1 N Y Y
Mental Illu s io n  - Taste 2 w 50' , None ' N N Y
Mind Shield 1 w ---  ■ ■None N Y N
Mental. iStunb last  
Metamorph S e lf 1nto Animal

! 2 w 20 '■ None ' N Y N

(Single Choice Only) 5 w — S lig h t Resemblance N N Y
Mental Command of Insects 1 w 50' Antennae N Y Y
MentaF (Command of Animal 1 : W r50' ! i None..' ‘ ' M : :N'̂ Y t Y
Photographic Memory 
Personal Force Field

2 p — None ■N ^' N Y '

Vs Energy Attacks 
Personal Force!Fie ld  ^

■ 4 ^ 5R ----. ' None .. i ■ ' ’ ; 1 . Y ; }f...

Vs Matter Attacks ' '"4 5R — None N Y Y
Precogn It iv e  banger Sens'e ’ ,...3 ^ P —  I Spine Tingles .(on) N N N
Paralyzing Touch 5 • 60R Touch ' Grey Skin /  , N N Y
Projected Force F ie ld  , : '5R 50' None , AN Y N ,
Projected In v is ib i l it y ■ 3" '̂ "5R 50' None ' ' N N N
Radar Sense 1 W 50' None N Y Y
Radio Frequence Hearing . • ;l-,- W 1 Mile Enlarged Ears , .... N Y N
Reduce Se lf to 1/IOth 'SVze 2 ' 5R ----... None . Y Y Y
Stretch Own Limbs f 5R — _ Rubbery Body N Y Y
Scent Enhancement 1 P 50' None N Y Y
Sonar ^ . '‘I'’; W 50' Pointed Ears N Y N
Sonic Scream (D) ■ , . . 3-, W 30'::; None N Y Y
S te lla r  Energy Bolt (D), w 50''' None N Y N
Solar Energy Bolt (D) ' 4 w 5d'............. None Y Y N,
Strength Doubler 3 5R No:ne Y Y Y
Teleportation of S e lf 3 W 50' , Biue Skin Tone N Y Y
Telekinesis (30 lbs Max) I 5R 50' None . N Y y "
Time Jump (in  same spot) 5 5R — None . N i Y . Y
Telescopic Vision 1 W 100 miles None Y ' V ' Y .
GOfttlnued tn s ix  pages— at the end of MONTMORJLLOHITE MAN-O-WAR BIRD ; : ‘



►

...and beyxjnd it all, my call lies "buried in shards of MONTMORILLONITE, 
wash ed nightly by the spa.ndrift frcm the wakening sea below the island.
The:solitary MAN-G-WAR BIRD .
rakes the skies to the soughing of anguished breezes, and now and then, a plaintive 
mew breaks forth i .1 . _ ,

" : Installment the Sixth by and (c) Nick Larter, ______  _
of SilwoOd Park, Ascot, BERKS, England. '

ME_99: MARTIN WIXTED
Your piece on roundless combat is the.exception that proves my rule of shrinking 

away from stats-based ai-ticles. I thought it was very good and— but for the rambling 
complexity of my o\m fantasy rviies— ^would implement it at once. I do hope I will get 
there eventxmlly. Meanwhile 1 am intending to start running a CoC campaign after 
Christmas, and I now intend to use the system in said game. There cure only a few 
more weapons to design stats for here, of coiirse, mainly gvins.

When 1 sit do’.m and work them out, I will put them in A&E if you have not 
already done so, having thought aboun it before this sees print. As a sample, I 
reckon a six-shooter might be described thus: _

Speed penalty,, Damage: D6; Best Speed: 3 (first round, toinclude 
drawing and aiming), 1 (for subsequent I’ounds at same target). '

Reloading might have to be treated as a rather long pause. Anyway, Martin, 
it's your ^^stem, what do you think? I reckon that it^might prove the greatest boon 
of all in SF^Gs in which the variety and complexity of weapons systems avedlahle are 
crying out for something to render their use a little less of a mental torture session 
on the part of fne plaj'̂ ers. . -

A&E loo , ■ •' -
0LEG,.7AciiaftOV: magnificent cover. As I said in my letter, I think you have

the last'word in the' Giant Arthropod debate well and truly cornered. ■■
VINCENT BURCHETT: so the Necponomicon is in paperback now? If you have the

hard facts on this (publisher, cost and editor, if any), please pass them on to 
facilitate my hunting in the import"’bins.

DIANA SHORT: Congratulations! You’ve made me kick the habit (D'you what— ?).
I mean that the first thing I used to do when my A&E arrived was egoscan. Now the . 
second thing I do is egosesm; the first is read Vizzionz.
■ JUSTIN ROLLINSON: 
risen to two once more.

Welcome to A&E; nice to see that the Berkshire contingent has

LEE GOLD (re my zine heading); do Americans really spell "instalment" as 
"installment"? [Yes,— LG] If so, it's the only case I can think of offhand in which 
the nefarious doctoring of o\ir ancient tongue has come up with something longer.
[How about oio' aormeation vnatecui o f  your connexion?— LG]

KARL SEVEN & JONATHAN WOOLLEY: I am impressed with'the Fate-Role rules. They
not only stand on their own as a rather different introduction to FRP but could also 
be integrated in a rather more conventional and canplex FRP regime as a means of , , 
resolving particular sorts of encounters. I have in mind mainly consulting temple 
oracles or the local soothsayer to divine some vital-piece of information. With the, ., 
right conditions a considerable dialogue could be set up between those in the know 
and those on the outside. Perhaps your future planned supplements might delve into 
this (he suggested, delicate.ly brushing the noisome insect from his cheek with the 
index finger of his left, hand)•

ROB ELLWOOD: I at least agree with your peregrinations on how an FRPer might 
well develop a more flexible attitude to rules as his experience and assuredness in 
the genre de’'/elops;;,it is certain.ly v.'hat happened to me. I can envisage another side



of the coin, however; as the player's expieriehce grows, he is saiitten more and more 
with the grand design of creating the perfect ordered rules system to which all others 
must he inferior (though the nice guys keep ahe secret deep desires of the ultimate 
OTW under admirable controli and they naturally remain unstated), much as the alchem­
ist strives to turn lead into gold. I also believe that by creating one's own rules, 
no matter how ordered or'free,'the GM must have a greater command of the-situation 
than even the most stringent learning of some proprietary system will afford him.

TO ALL WHO BY NOW WILL HAVE LECEIVED ;MY LITTLE "QUINTET" PACKAGE
I hope you've managed to integrate it into yoirr existing FRP campaigns and are enjoy­
ing the game. If there are any more takers, I'm not proposing to start charging for 
it, but something-along the lines of a fanzine swap for the privilege would nicely 
defray my small production costs and postage.

^HE FIREVENDCP.S ■ v.
The seeds fc>r this piece have been sotra in a few comments I've been making recently: 
e.g. to HABRY ROBERTSON in A&E 100 and to DAVID FLIN lastish. 1 agree with the 
apparent consensus that the simplest way tc ensiire .the arsonists remain our thralls 
is to decree, that the-oils available for general use are unspectacular tallows and 
greases. It grates on my sensibility, though, to have to believe that in all the 
wea.lth and richness of the fantasy worlds we create, some misguided and chaotic mage 
or chemist ha,s not come up with a flammable alternative.
The .simplest way out, as ever, is to call our incendiair,' stuff "magic oil," and I see 
nothing wrong with this; it should after all be easy for a mage to enhance the bvirn— 
ing qualities of a normal pot of tallow using the right enchantment. But this alone 
would render the commodity a little too rare and expensive. So would large fire ele­
mental, small fire elementals, bits of fire eiementals, and the like.
How about Dust pf Spontaneous Combustion? Just make, a small pile, put a drop or two 
of water on it, wa.it a short while and WHOOMPHI A more conventional version is one I 
have already mentioned: filling a room with an aerial suspension of fine dust and 
then sparking it With a lightning bolt. All of these, though, are interesting but 
rare additions from the magical arm of the service, that anyone with the necessary 
command of magic and/or access to a suitable magical supplier could (given funds) do, 
but still not what I am really after.
I am left then with the necessity of producing the flammables from a conventional 
(i.e. non-magical) .̂ soTorce, and I consider that chemical or biological methods might 
be the most readily available. I'll take the biological options first. If we use 
microorganisms, then the basis of the idea lies in my recent comment to DAVID FLIN ‘ 
(lastish): oair organism is kept in a suitable vat, on a suitable substrate, and the
flammable bits are tapped off and bottled up.
Organisms that could be used include bacteria, yeasts, fiongi and actinomycetes.
There are two obvious groups of substrates: chemical ones which will.generally yield
what we understand to be mineral oils, and plant/animal ones which could yield all 
sorts of things. Examples of the former include crude oil, oil shale, tar from the 
tarpits, and soft coals; and there are two ways in which,the organism could produce 
mineral hydrocarbons from these: either as exc-retfon products or as bits of the sub­
strate not used as ^  energy source in the first place(a sort of biological fraction­
ation). Production by the former method means that the substance, having been along 
one or more biological pathways of the organism, may have alien groups boimd onto the 
molecule that could decrease its primeval flammability, so the latter method general­
ly would give purer and more immediately useful produtts. In either type of culture, 
high concentrations, of the flammable hydrocarbon (say, 5-20^) would probably kill the 
organism (much as a lot of alcohol would its parent yeast), so continued tapping of

\
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the source p3.Us period^rc addition of fi'est siihst :'ate to the vat is essential for 
maximum production. ■ . .
Plant/animal substrates could be almost ani^thing .dead and rottj.ng, and products will 
include'aldehydes and ketones, alcohols, possibly ethers and certain specialized; 
secondary plant chemicals like the turpentines. Products will be generally a little 
less '^^losive than the mineral group and correspondingly safer to produce. ■ Micro­
organisms will once again be one of the choices for culture organism, but to present 
a slightly different angle. I'll consider the production of turpentine from pine: 
trees using bark beetles. ;
To set up the culture vat, adult bark beetles could be added to a mass of soft pine 

Si;: If they are too hard, it will be difficult to extract the fully-grown wood­
boring lainrae, so uses wood that has been dead awhile or else pre-treated by soaking 
and heatjLng. The ,lar\'-ae eat the wood by boring through it, but don't excrete the 
important secondaiy chemicals; they store these iinchanged in special organs, aS a 
defense..ys wouI.d-be predators , on account of’the nasty odor. Every so often, the 
idvilt larvae arc harvested'and mashed up, the resulting goo being distilled to obtain 
the chSmicaJ-i Yes, I know you could do this to the wood in the first place. This 
^method,has the advantage, that you need less appajratus to get a \isable amount of tur­
pentine-and can carry out the operation more discretely, which may vrell be one of_the 
manufacturer's'prime concerns. .
In aiiy case; the fact that the beetle mush needs to be distilled brings me nicely onto 
the chemical— or rather physico-chemical— methods of production, and I do not want to 
dwell on these very long. I like the biological ones rather better, as the necessary 
technology is hot so high, so they are likely to fit into fantasy, situations more 
often. Nevertheless, apparatus for the processes of simple distillation oî  fraction­
ation can be envisaged as part of the kit a .wizoi'd or alchemist wo^lld have in his 
laboratory. The material and know how to produce flamme-bles from chemical reaction 
probably .requires an order oi magnitude ̂ gres.ter; technological input still, however, 
and ap&rt from one-off cases of a lucky discovery of a reaction being handed Jeailous- 
ly down through the generations, I would hesitate to introduce this. TheVcatsO-ytic 
properties of finely divided platinurais a good example of something that might be 
discovered serendipitously.
Two final points bn the pi’oduction theoiy before I move over to,the people (the ... 
Firevendors of my title) invol^red in.it. So far I have not mentioned gas at all, but 
in fact harnessing marsh-gas (metbane) could be one of the simplest processes of all. 
The quiet old man who lives in the sme.lly low!arid mangrove thickets in his rude hut 
is, seldom hro-ubled by his neighbors. Thus the'chances of ar.yone noticing the voliani- 
nous balloons tied above the ir.ai’shy'pools to stop them drifting away is fairly small.
Secondly, the use of abnormal environments u.':) facilitate other impossible reactions 
or processes might be attractive to some producers. For instance, there's the oxygen- 
rich atmosphere in the,.'beetle-mazes that I mentioned all these A&Es ago, useful 
perhaps in peroxide or superoxide, production. ■ •
Now to the people invo.lved with the firevending; what would they 'be like and in what 
sort of places would they .do it— end also who would their customers be? The simplest 
first: I reckon the main customers would be Secretarial guilds, always up to a bit
of anson in the neighboring duc'ny; Magic .Users, many of whom could do with a bit of r 
instant material component for a nice big fire spell; and adventurers, out to ri’d the 
kingdom of more nasty monsters. Perhaps a trades like alchemy, or metal-working 
also need a quick source of a 'olaze from time to time. Enough-examples; the more one 
thinks, the more there are. In the above examples, the Firevendor is a respected 
citizen; all his dealings are honest and for worth^v causes, assuming we use my concept 
of the Secretarial guild only doing criminal things away from its home area; he does 
not have to cover up his activities at all. - , ...
Hi'b tore unscrupulous cousin is a different k-ettle of fish, however, supplying the •



underworld, the goblin ra id ers, and indiscrim inately fu e lling  family feuds with a 
goodly array of-MoIotov co ckta ils  at reasonable rates. Such a character isn>'t open 
about what he is  brewing in the garden shed; hence my bark beetle example a l i t t le  
e a r l ie r .  At the same time, however, be can continue his trade in some safety , as the 
hazards of the job mean he w ill never be found in b u ilt  up areas.. The Firevendor's 
is  the lonely house a mile from town, perhaps hidden in some th icket or up among the 
rocks., of the old dwarven quarry, depending on the raw m aterials he uses fo r ,h is  cu l- , 
turing.. .Even the most desperate'guild of undergro'jnd crooks would not consider sit­
ing their resident Firevendor in the basement of their seedy HQ on the wharves.

What are-.the hazards of the job then? Obviously fire and explosion, and this alone is 
enough to banish the Firevendor from the city. This is no comfort to him, though, as 
it is ahhzard that he, all alone now, is still subject to. The simplest solution is 
for the vendor to live elsewhere than his, workshop, even in the city while the work­
shop remains outside. However, the problem of security at the works then becomes 
insurmountable. I believe that the vendor must live within striking distance of the 
works and should probably use a few guard dogs as well. The other problem with fire 
is that, regardless of the proprietor's safety, the whole stock culture and ancillary 
equipment could easily go up in smoke; whether or not the culture is self-replenish­
ing, this can still represent considerable material loss. The answer is to employ 
some kind of fire-prevention device,either mechanical or one of the biological Ones I 
postulated in an earlier ish. *

Fire Is not the only hazard of this work, though. Another major one to the vendor is 
the i^tential damage tô  his health with all the nasty vapors around the place (l am 
reminded of the alchemist's shops in Lyndon Hardy's MASTER OF THE FIVE MAGICS here); 
and for the most part I think this is a pi^oblem he has to live with. Lastly, Fire- 
vendors come up against a social problem: if any of his neighbors gets a whiff of what's
going on, I don't think an underhand Firevendor's presence in the area would, be any 
longer tolerated.

CAMPAIGN.REPORT
SO FAR: Night, the town square at Bocon in Zamor. Gustavius is out acquiring local
knowledge when the Nag & Ducat is attacked by a swarm of enormous vile insects. The 
rest of the party and the other inmates defend stoutly.
Tiie battle at the pub.is long and bloody, and the sounds of other skirmishes aroiuid 
the to\m square permeate the air from time to uime. Alkar, Varg andJiis newly acquired 
hound Fang slip out when the fracas is in full swing and ambush a coupleof shady 
characters who have Just appeared. Managing to dispatch them uinnoticed, the two men 
and dog then return to the pub hall and Join battle once more with the insects. By 
now Estel has Joined the fray, but is acting rather irrationally; and a few animated 
nbjects eu:e floating aro^and the pub including a "Drink Raven Ale" sign. Eventually 
the insects are killed or driven away; the pub is secure from attack but not yet safe 
as a fire has started and is proceeding to gut most of the upper story.
The blaze damages the structure of the building but not seriously and is eventually 
put out. Meanwhile, the dead are nimibered, and Lyra gives succour to the wounded. 
Amppg the dead is Olga, but Varg is more bothered about misappropriating a few trink­
ets fppm the corpses of the others with the aid of Alkar. Around dawn, Gustavius 
slopesrT^aqk, reeking of drink and with lipstick smudges on his collar but is only 
mildly,,.beraibed by the others who are terribly unsuspicious about the whole thing.
{'Yes,‘-̂ 'folks, youi've guessed it. Gustavins has been bought off the quest (morally at 
least). -A combination of wine, women and all the things no good Secretary should be 
without has persuaded him tp petition for, affiliation to the Secretaries Guild at 
Bocon in Zamor, the most powerful body of its kind in the known universe. No matter 
how much he thinks he is still in tune with the quest, when it comes to the crunch, 
the fact that the Guild is fundamentally opposed to the dictums of Hantivari (as the



party has much circumstantial evidence for) will dictate his ultimate actions).

The Nag & Ducat is no longer suitable habitation for a self-respecting bunch of 
adventurers, so the group decides to check in at the posh hotel, even though it is a 
lot more expensive. They then lay plans to head north to the coaching house euid 
gather necessary equipment. Varg and Allen also reveal thtt the strangers they bush­
whacked during the battle with the insects had been planning to rob the party, but 
were overheard by Varg driring the course of the e^mning at the Nag & Ducat.

Inquiry around Bocon quickly reveals the significance of the insect attack. Collect- 
The Swarm, it is now a rubiquitous menace, though nobody knows when or 

where it originated. There are now vast swar^ng groiinds in the wastes of the West­
ern Deserts, and uhe militia together wit^ the noblemen the land have constructed 
all manner of small fortifications, as-.well as the ma^ificent fortresses of Alvara, 
Shann and Henock, to ward the lower and upper villages of the menace. Now and then 
though pockets of the Ewaimi do break through and head east to terrorize the citizens.

That night our heroes relax at the hotel, which has a luxurious terraced garden ccan- 
plete with neatly clipped bushes and tasteful statues. There is- « band playing soft 
night music (soft night music? With a dvrarveh bu^er, wailing female vocalist, and 
two rather gaunt chaps on bbngos; oh well..,), and a party of -female adventurers ' 
newly arrived at the place provides some additional diversion for the menfolk!. Soon 
everyone is w'ell drunk but for Gustavius, who slipned out some time ago to make his / 
evening class at the Guild. ' . . .

Estel is in a particularly sorry state end is slumped over the money box that came 
the party s way on the Joi^rney to Zamor, when suddenly he is jumped by an uns«en 't* 
presenceand Imocked unconscious, and the box is spirited away. Only Varg and Alkar 
realize the import of what is happening and set off in unsteady pursuit. Fang has 
already bounded off on the trail of some strong scent but is sent badly reeling by •' 
the unseen blows of the invisible I'oe.  ̂ .

•

Varg and Alkar decide to continue pursuit and head round'.the back of the hotel, to-the 
stable, ^tending to borrow a couple of horses. But they surprise a loyal ostler tod 
have to kill h m  to fulfill their immediate goal. They set off, with Varg's tracking 

coming into play. After a couple ’of hours ride, which taJces them well into 
the Home Wood, they come to a clearing. There is a large encampment in it of vile 
ape-like creatures with large staring eyes and green flecks in their dirty white fur. 
They number around fifty.

Varg elects-tomake himself invisible and strolls into the middle of^the camp. He has 
made amiscalculation, however, as at once a whole group of the creatures Jumps up and 
down tod points to where Varg thinks they shouldn'^t be able to see him. Four of them 
disappear to Alkar's sight. The invisibxe Varg sees them coming straight for him, 
attempts an offensive spell to effect escape, fumbles, and is swiftly grappled by his 
assailants. They gag him, tie him up and drag him off to a tent. Alkar decides to 
remain hidden so he can ponder the situation. ■

Meanwnile, back at the hotel, Lyra is comforting a very disgruntled Estel, and Fang 
is licking his wounds, when Gustavius arrives back in his usual good spirits. When 
told what:has happened, he starts malting plans to meet up with the other two and recover the box.

First thing in the morning, the tlp-ee hire horses and set off, using Fang to track 
his master. Gustavius manages to get in mini’ contact with Alkar; brief messages are 
exchanged as to the_situation at either end’of the trail. On the way, the three and 
the dog get caught in a barrage of darts and other small missiles coming out of the 
thickets of the Home Wood, They manage to ride through this at speed, though, and



eventually come to a fork in the road, marked by a sma^Ll wellhoui;e. They go left;, 
instructed by Alkar, and eventusilly run into him a safe distance frori the cleari.eg. 
Before a more subtle plan can be formulated, though. Fang charged into the clearing 
in search of his master. Lyra, Gustavius and Estel head one way but are scon caugi-t 
up in fire from an invisible patrol. Meanwhile Fang is causing mayhem in the clear­
ing, and Alkar manages to get to the cover of a tent relatively unhindered.
Meanwhile the ape-creatures have come to believe they are subject to s. mass attack ■ 
account of the skirmish to one side of the camp, and begin t o hrealt camp, loading po’ 
sessions onto bizarre pack animals and setting fire to the tents to create a diver­
sion. Alkar manages to sneak round to the tent where Varg is held; bursting in, }
looses a sticky web at the guards and covers Varg's druggedhc. yin the processr y 
Alkar kills the triissed guards, leaves Varg webbed, and nips ne:tb door to the tent 
has managed to ascertain is, the treasure tent-— and starts to rifle the contents.
Meanwhile the rest have' disengaged from the skirmish and ente.r the clea^ring to tiy 
and find Varg. The enraged Fang now has several ape-creature corpse'', all around hi~, 
and the rest restraining him flee. Fang picks up his master's scent and.he-ads to the 
right tent. Meanwhile the fires have been spreading around the c.a;ripj said the first 
flaojes now reach Varg's prison tent. With all the webs the thing goen up like
a Boman Candle, and Fang's last act is to leap onto nhc bu.rhing tent to bo immolated 
.with his'master in a poignant display of canine affection cad loyalty. Alkar now 
lurches out of,the treasure tent with armfuls of goodies and realize^ his oversight' 
-the others look on in sileh6e. ' , , \

TO CLOSE: Not much I can say after that except thanks as cvex' -bo Lee for the tyi-iin.
Happy Easter everyone.— N
0>0>|J>‘5>C»0>C»'J>v>0>0C'>0>v'>O>0>C»C»S'>0>‘]»0<C><0<C><'5<'0<.0<0<0<0<v<d<C'<C><0<0<0<5<C<0<‘l 

TALES OF THE GOLDEN ARCHERS—continued by Joseph T e lle r  

Power PP
Telepathy (Sending) 1 
Telepathy (Receiving) I 
U ltrasonic Freq Hearing I 
Underwater Breathing I 
X-Ray Vision (Inorganic) I

DUR RNG Physical ID F.D MGC
W 5 miles None y y H
W 5 mlles None ' Vr N ■
w 1 ml 1 e None N Vt N
60R G i l ls  on Head N '•/ Y
W 50' Ncrie ' f r-J Y Y

Welj 1 thot'.s enough .for th lsh . Nextish I ' l l  continue Wi tti 'r.ors comments and more 
my system Installm ents for Superhero RPG,

C»0>C'>0>C»5>'>0>0>0>0>0>0>0>C'>'5>C>0>0>0>0>d>0<C'<0<0<0<0<0<0<l<0<d<0<3'<0<0<0<f5<0<0<d<C

BILL PESCHEL writes that he has assumed editorship of HEROES Magazine, AH’s support 
for |Janes Bo.nd, RuneQuest, Lords of Creation and Power & Perils. (These games are 
supposed to ship in mid-March, he says), and'tbe magazine's first issue should be 
around May 1st.

He's looking for two sorts of articles from A&Eers. l) Stuff you'd expect fro.: 
-other magazines, including-scenarios. 2) For the Postscript section, short article.; 
(shower than a typeset page) on a wider subject natter. He's also iooking for .peo­
ple who will write regular colunps on, rqlegaming in^geperal.or whatever.strikes 
their fancy. The magazine'js content has riot yet been ccc.y:.ctr,y decidcl, so a gooc. 
idea will always have a favorable audience. ' . , •
' Write Bill at MICROCOMPUTER GAMES, a division of AVALON HILL Cane Co., 1+.5:T . 

f tfart'fprd Rd. , Baltimore, I'ffi 2121U; (301) 25^-9200.
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THE FNORD 6
by Mark G aleottI, 5 St. John’ s Rd, Hampton Wick, Kingston, Surrey KTi 4AN, England

I haven’ t  a clue which Issue th is  Fnord w ill get into, but'here goes, once more unto 
the breach.. . .  .

COMMENTS ON A&E 100

LEE GOLD (Tantivy): Nice Idea about a firearms matrix, but to be valid  I t  would have
to embody a vast range of facto rs. Range asid damage also  involves r if l in g , basic  
shell shape, and such special elements as nonstandard loads (hollow points, fre x ). 
R iflin g  Is  s ig n Ifleant In terms of sp in -sta b iliz in g  and bu!Jet s ta b il ity  (which can * 
resu lt in the bullet tumbling end over end on hitririg  a target, punching a more 
vicious wound). S im ila rly  accuracy can Involve recoil reduction .an d'.the rate at which 
a burst of f ir e  can be loosed o ff . (The new German Gil can f ire  a 3 round burst so 
rapidly that a ll  three are out and on target before recoil and muzzle climb can push 
the gun fa ro f f  ta rg e t ,) . _

Obviously such a formula Is possib le , but given Its  s ize  and complexity It  
would be best as an optional adjunct to a conventional;'.gan l i s t .  That way those 
wanting more realism pr variety  In firearms are free to dabble, but a short and basic 
l i s t  can cater to those: who don’ t  want to bother with the minutiae of th e ir  Ironmong-' 
ery and ju st  want to get on with playing the game. Of course, another good side to 
the Universal Gun Matrix is that—a'f the cost or forcing GMs to spend time drawing up 
firearms l i s t s — It  gives the designer more time and space on what should be (In my 
opinion) the more Interesting and va luableiaspe^qt-s of a rolegame, such as a lien  mind­
sets and re la tio n s. ^

I was.very Interested in the reprint of GARY GYGAX’ s le t te r , presumably Lee’ s , 
not h is doing? Jo lly  Good Show. The views he expressed are quIte eye openlngly d if­
ferent from h is more recent pronouncements. Compare ” . . .6hange the bloody ru les to 
su it  yourself and your players" and " . . .a s  long as I am e d ito r .. .a s  l i t t l e  trend' 
towards standardization as possible" with the DMG’ s ’’ . . . I f  D&D is  to su rv iv e ,. . . i t  
must have soine degree of uniform ity." Power (ilorrupts.

STEVE GILHAM (Agents of Fortune): You do have a knack, don’ t  you? The piece
on Sauron was, as usual. Inspired, but i t  v/as your essay on the technomagic revolu­
tion that re a lly  struck sparks. Below Is a se rie s  of comments and thoughts the 
a r t ic le  triggered, not In any real order.

Mass rrlagic mean mean the end of a medieval so ciety , but a feudal element could •: 
prove fa r more c lo se ly  nested into the cu lture . W haflf -sli magic flowed from one 
source, controlled by the King, and cascaded down a pyramidal/feudal social struc­
ture? Says.a'KJ'nq controls a magic gem which Is  a focus and source of a ll  magic. It  
has I0,()00;tacets and therefore 10,000 units of magica: energy, half of which he uses 
for h is own purposes; half of which he channels to h is five  Dukes who each' have a '
1,000 facet c ry s ta l. They each channel half th e ir  energy to the flv'e Counts under 
them who give power to th e ir  respective Barons,and so on down the chain. This could 
be applied to a whole society with magic passed down the lin e— depending on continued 
allegiance to one’ s Immediate superior who. In .turn , has h is own boss.

Even with a technomagic revolution, the hiagical energy a s c ie n t is t  uses to 
power h is electron microscope would spring from h is  superior, the department hedd. . 
Thus gaining any magic power could depend on accepting a feudal position. The King 
would become the country and the vessel of e ll  the mana of the nation (from p atrio t­
ism, nat Iona I ism, e tC i— a ll re lig io us worshlp of a so rt). Members of the feudal h ie r­
archy would themselves be tied  somehov/ to the land In a fashion reminiscent of 
P atric ia . McKl11 ip 's  other unmemorable "Hed" tr ilo g y . Their gaining and sharing of 
power would depend on th e ir  submerging themselves In the feudal system and never 
seeming to threaten the nation and system of government. Even if  technomagic resulted  
In mass technological and economic changes, so long as i t  a il  depended on a status



quo-l inked m?jg,ic, the feudal society would be insulated from the destab iliz ing  
effects of those changes until the magic could be bypassed or substituted.'

A_technomagIc revolution would not necessarily  l^ad to an increase In,popula­
tio n . The new techniques or crop y ie ld s might not reach the masses to any great 
degree. Magic herbs usable to produce an an tib io tic  e l ix i r  qouId be.bought up in bulk 
by entrepreneurs for other, more lucrative  purposes, such as producing'expensive 
aphrodisiacs for the nob llH y . Look at the experience in Ireland; • new methods 
resulted in a marked increase In crop y ie ld s , but the chronical Iy underfed peasants 
received none of the benefits, since mliilmaxlng landlords had the crops shipped 
abroad where they sold^at higher p rices. ; , ,

It  is ,  however, s t i i I  lik e ly  that a technomagie revolution would change the old 
patterns pf , society, arid government, Wth the r is e  of a working c la ss  (though th is  
could ju s t  as we) I be,of ’’extras" who oartic ipate  in r itu a ls  simply to put more mag­
ical energy Into the process as a conventional industria l p ro le ta ria te ). Realizing  
the danger, the ex isting  e lit e s  could try  and prevent these changes In a huniber of 
..ays. Perhaps a Poi Pot-sty Ie nihl I 1st reaction from above e r a Japanese type of 
imposed s t a s is ,  After a l l ,  the f i r s t  benefits of the technomagic'revoIutlOn would go 
to the e lite .  (Just as one of the early , uses o f railways In B rita in  was to ferry '
troops around in times of troub le), thus giving them more resources/ They cotild ■ 
attempt to lim it the spread of technomagic by th e ir  cwn techhomagic (along the lines-
of the Priest-Kings of (3or; you knOw them?) or perhaps attempting to create b ' '
segregated society . ' ■ ■ . - ' .; , i ...

This is  what Adolf H it le r  attempted to create in Nazi Germany. It  was h is fe r­
vent b e lie f that Germany "can only be a peasant s ta te ,"  but he also  wanted high tech­
nology. He planned to s h if t  the bulk of the populace to the: countryside—and keep It  
Ther©” while creating a se rie s  of c it ie s  almost wholly devoted to .Industry and tech­
nology In a. "tandem economy." All such methods are, in the Jong run, bound to f a i l ,  
since It  is,Im possible. to prevent the spread of Innovation (Just look at atomic 
technology.), but i t  could be interesting to set up a campaign in such conditions 
(smuggling tra n s is to rs  and spelI books?). A rather hasty; idea that only Just occurs 
to me Is that I f  maglc-v/Ieldlng e lit e s  see a population r ise  as a th reat, they could 
covertly come up with a number of methods to prevent th is — I Ike Mass Sterl l.izatlon or 
Summon Malthusian Check s p e lls . ‘ '

At a tangent, the presence of many mages and much technomaglc does not autorndt-'c 
Ic a lly  mean that i t  Is common. I mean that the technomaglc revolution could be ■
s t r ic t ly  In the hands o f—and for the benefit of— a m inority. There's the Spertan- 
sty le  state with a il  technomag I,c in the hands of a'select ubermensch ruling an Impov- 
e rl^ e d  helot m ajority. For a s lig h t ly  dl f.ferent^, I iterary example, Harr̂ y H arrison's 
DEATHWORLD 2 has a se rie s  of clans each clInging to one aspect of the Old Technology. 
Here any technomagic revol ution woul d be fragmented and uneven. . ,

The Idea of playing in a period when magic and technology ere  suffering from a 
v io lent popular reaction is in teresting . (More than that i f  one is a mage!)

'If magic and itechnology'do become entwined, what would -be the reaults I f  magic 
were geographically limited a la Niven? I can envisage great migrating facto rie s ; 
huge, baroque constructions puffing steam and sparks as th e y iro il across the confl-  
nent; guards on the f.oredeck fighting off eco logists from Greenpeace protesting at 
th is  squandering of natural resources. .Well,- th a t's  my la st comment—and about time 
too! The s ize  of th is  comment is  a, tribute  to you as much as to my long-wlndedness. 
Keep it  up. . , ,

WILLIAM PESCHEL (Free-Lance’ P re ?s): ;  You;.say "TSR w il l  maintain its-ppsItion.^  
by expanding D&D fever into. France> Jappn andother countries."  |.,don’ t  kpow If  you 
were aware of I t ,  but BD&D Is a I ready aval I able in French, while cet;‘ta ln  shops In 
Rome have supplies of D&D in French, and, B rit ish )  as we 11.. Hurry, somesone t ra n s la te ' " 
RQ Into German before D&D gets there f i r s t !  ' -



MATTHEW PORTER (Quartz, Ink & Onyz): l agree about the value of rendering games
down to some universal mafrix; RQ pointed the way (then ruined I t  with separate rules
for magic and damage) and Victory Games* new JAMES BOND 007 has carried  I t  off very 
su ccessfu lly .

l*m Interested In those d ifferent "schools" of roiegaming.. At f  I r s t  1 '
discounted them as merely a long-winded way of saying "GMs* Individual s ty le ."  The 
more I think about I t ,  though, various aspects of my character, in terests and phllos- 
,ophy build up to mould my approach t o ,gaming, esp ec ia lly  as a GM. 1 hold, for exam­
ple , defin ite  p o lit ic a l views and as a resu lt my games often contain im p lic it assjump-
tions and convey sp e c if ic  messages. I tend to favor a free, dynamic sty le  of play 
which s h if t s  the emphasis to the broad sweep arid the wheels within wheels, presumably 
because I want to make a point as weil as to piay a game. I t ’ s an intriguing way of 
looking at sty le s  of piay even if  it  doesn’ t  c ’ re ctiy  lead anywhere. Neat.

• * • i. ■
DAVID NALLE (Ebon Unicorn): I t ’ s up to you, of course, but I like  both,,titl.e

and ordered stru ctu re .// ! doubt we B rits  are that much fa ste r ; in my case 1 try  and 
get zines off ASAP being that much mere coriscious of the potentiaI time gaps and 
tim e-lapse. J ’ ' " •

1 don't think my rebuttals were as negative as you suggest; it* s  ju s t  that sev­
eral of your points (over RQ.’ s "unimagi natiyeness" or ■ names) are highly sub jective .
I can hardly present you with a c lo se ly  argued ti^eatise as to why I like  the names In 
Glorantha, ju s t  as you d idn't go into any p articu la r de'ta ill on th is  point in your 
crit iq u e : I ju st  Ẑo. ’ , ,

As for your assessment of,;.GIorah+han so cie ty , we actua lly  have very l i t t le  to 
go oh: one s im p list ic  l i t t l e  table and a b r ie f i comment that "most cu ltures re s t r ic t
social mob!! ity-arid general chances of sel f-nrogress or improvement. Such re s tr ic -  
tlons-vai-y w id e ly .. . ."  Le t's  face the fact tiiat not only, is  th is  fa ir ly  accurate as 
far as Glorantha-type cu ltures go. I t ' s  also  hardly much to go on. As fa r as I can 
t e l l ,  RQ.has no information about socia l m obility, acquIring terpporaI .power or 
renown. Th is seems to be.more a sin  of omission than anything e lse . .

With a ll  due respect, even YSGARTH seems to have l i t t le  on temporal advancement 
(outside of c u lts , thieves bands, e tc .)  beyond’an in it ia l  Social Standing score and a 
brief note In Book 5 about PCs conquering ereas and taking them over (a rather 
extreme t a c t ic ! ) .  I would say that only games linked with one very sp e c if ic  society  
can Include any decent and relevant section on social advancement; C&S is  the obvious 
example. Just like  YSGARTH, RQ deals with a whole range of cu ltures (from Lunar to 
Prax tribesmen, S a rta r ite  to .Dw'arven) and Chaosium presumably decided to avoid th is  
issue altogether. You egn attack them vor th is  omission, but I don't see, thatthey • 
have made th e ir  position c le a r enough to attack them as roundly as you do.

As for c h a ra c te r is t ic s , th is  is  another sub jective issue. I prefer to leave 
the delineation of a character's philosophy and so cia l position to description and 
the p layer's v isu a liza tio n  rather than to numerical a ttr ib u tes . After a l l ,  how can 
one quantify a ll  the facets of an ind iv idual's philosophy and commitments by a single  
Zeal sta t?  And one can endlessly subdivide sta ts  If  one puts one's mind to I t .  
Dexterity can be s p l i t  into A g ility  and Dexterity e a s ily  enough, but ju s t  as lo g ica lly  
A g ility  can be subdivided further into Speed, Litheness, Balance, e tc . R ea lly , we 
are ju s t  knock!ng ourselves into a sh o rt-c ircu it  argument of sub jective viewpoints; . 
i t ' s  ju s t  that I wanted to make what you might consider a more effectlve.-'r'sbuttal.

NIALL/NjCOLAI (which do you prefer?) SHAPERO: (Operation: Chaos): I found the ’
various a lien  races v e ry . Interest!ng ; the way they were detailed bodes well for Other 
Suns; I ' I I  have to try  gnd get'a look at i t .  , i.

PETER CLARKE (Angio-Scottish Chronicle): 
goodies! Keep it  up, you hear! ■

you re a lly  are a cornucopia of

continued in one page—at the end of LONG FURRY COMMENTS



LONG FURRY COIvIMEMTS §99, 100 :
by Mark Goldberg, 69iO N. Sheridan Road §201^ Chiago, IL 60626 '  ̂ . .

99v : i  ̂ ' , . , ■ '
MIKE LEWIS: Thanks! Look forward to more details.
JOSEPH'TELLER:■ ‘ Interestingjskills and PC sheet; isn't there more'toyour system? 
PMIEL JAMES: ' Fascinating Solar Systems data. SF games are the toughest to 

do correctly. ALL aspects of so many things can be so important, not the'least being 
the cultures/species/technplogies the designers include/crOate. ^

 ̂V IAN ENGLE: "Concerned parent ," lurm? Would you invite such a mobile super­
piranha to lunch? Excellent npn-human hilfers— what impacts has technology (esp. 
Terran) had on Rrs' social systems? : ^

100 . ,

RANDALL STUKEY: ..More on SH—RP; agree on SW. However, if a Hero has an easily 
replaced gadget, I feel this should be'an ADVANTAGE and cost MORE points: i.e.
xmique, hard to replace deviees should gain DISADVANTAGE Pts for their users. Game 
money doesn't seem to motivate a lot of players, usually because the GM doesn't want 
all the work of extensive economics. SW ammo doesn't cost more HPts.

MICHAEL JOHNSON: After they slaughtered all those civilians, did you drop a bri­
gade of elitfe troops ph those PCs? Actually you gave the PCs too much, firepower 
which they abused. Since they can only "roleplay" psychopathic killers, you should 
only run GANGBUSTERS or have them be SuperVillains against other players as Super­
Heroes. A riiimber of Yamabushi were I'etired samurai for whom military prowess and 
politics were usually mbre important than religion, and religious differences didn't 
seem to cause combat. DREAM OF VISHNU soimds fascinating; FGU seems the only company 
printing new FRP systems. More examples of your system? . !

NICDLAI SHAPERO:  ̂Different ammo types is quite useful, but where are HE, HEAP, 
and Discarding Sabot rounds? Why only I98O firearms, not Bushmaster-style .UU 
magnum assault pistol? Or assault shotguns? Detail levels.are awesome; how does 
somepne play BYLOS without comptter assistance?

PETER CLARKE: 
(Mafia, etc).

Terrific discussion of Law and Feuds, which still continue 
left? .Any more "rants"

ALASDAIR MCINTOSH;:' I agree; JUNTA is excellent for an unstable MERC situation. 
Your fantasy application would be worth reading.//Piers Anthony's XANTH books have 
more dangerous veggies (useful ones too), so a bio-modifier plus magic is highly 
dangerous indeed.

VHVEVEVHVSVHyHVSVEVEyEVEVEVEVSVHVHVHVEVHVEVHVHVHVEVEVHVHVSVEVEVEVEVHVEWEVSVHVEVVHVE

THE FNORD— continued by Mark GaIeott1 .

ALASDAIR MCINTOSH (There are Buns across the R iver): True, even now one can
buy kevlar bulletproofs In the UK ("for threat Levels up to ;44 Mag") a Snip at ju st  
•fc282.l6 plus VAT, of course. But stTI I M wouldn't want to have to wear one ju s t  to 
walk the dog.

Glad you liked the reviews. I hope you enjoy Swain. I picked up LUCIFER'S , 
HAMMER yesterday (I-I2 -8 3 ) on the strength of your recommendation. I ' l l  s ta r t  read­
ing It  as soon as I have the time for 639 pages of. apocaIypse.//As for I llu s io n s : 
wel l .  I ' l l  wait a month or two.//The Grasping Grass and T'PathIc Potplant are nice. 
(Insiplid word. Isn 't  I t?)  ideas, probbbly best as one-off novelties to put players, 
off balance. t ■»

Well,  here 1 s i t  with LBC on the radio, an empty back of TIpp-§x sheets on my 
desk, and 2pm on the clock. I think I '1! cal l  I t  a day. See you around.

' — Mark



VlRD^HfJSET ' S P Ik VINATa FS O i the second in the zine series .from 
John G. Rohillard, Flogstav. "1C
S-752)3 Uppsala, Sweden

COMMEUT TO ELLIS SIMPSOU: re your interest in historical roleplaying.
fhile at GOTECOU last spring I caught parts 

of a game cal 1 e d ' Kel ly ’ s . Ifj al tar ' (Kelly’s Heroes). It was played 
blind, using a large-scale mock-up »f the village, and each important 
character was played by a different person. I did not participate as 
the game was only open to those who had not seen the movie. I d*n't 
kn»w if the Germans were controlled liy the G M , but I don't believe 

t t h e y  were. I can try t# get more information if y»u'like. I saw ve­
ry little »f the action because the game started late at night, but I 
am certain that the Americans lost. ’

OU CHRISTIAN NAMES: Christian names are just that, names that Christ­
ians have. As so»n as the former pagan joined the 

church a new name, taken from the Bible, was provided. First, »r giv­
en, name is a more neutral way «f saying the same thing.

SYSTEM IDEAS; Torbjcrn came over Friday night and we played out two 
combats using my new system Yell, ore of the things I 

won't be changing (much) is the weapons chart. I began rollplaying 
with TFT, and one of the first things that bothered me aliout the game 
was the weapons chart. I had trouble reconciling myself to the idea 
that the names of the weapons were connected to. the damage done, ST 10 
Romans carrying hammers or cutlasses was ridiculous. Yhen I began to 
play RQ I saw the same problem, although not to the same degree. Any­
way, here is my idea: I made a matrix whi ch . ef f.ectivly divides all
handheld, non-missile weapons into classes defined by weapon length 
and weight (there is a subclass of jointed weapons). Each class has a 
shili base modifier, a fatigue rate adjustment, wound r>ll adjustments 
differentiated for stab versus swing attacks, (the wound roll is a IDfi 
which determines the type of wound caused), and a rate of attack
also differentiated for stab-swing. Below is a section of the matrix.

weapon heft
YEA^ON LENGTH

mi ddle

0
+leach ST under 10

SKill base adjustment 
fatigue rate

MEDIUM fl 'wound roll adj . swing
_ +1 " " " stab

1 / seCOnd-1/two seconds, rate stab-swing

The player can now design a weapon. The weapon must be named with two 
names; Booblian Bastard-Sword. The attack i^ptions are picked: stab
and hack (swing is separated, for the purposes of armor resistance.
into hack, slash, crush, punch and crush-punch, The player's figure
is then Ranked in the skill of Booblian Ba s tar d̂  ̂Swor d (Medium length, 
middle weight, stab and hack). As there are differences in the dam­
age which can be done (or che fatigue which is used) depending on 
whether one or two hands is used, the p l a y e r ,points out that the wea­
pon can be used in either mode. And that's that. A peasant figure- is 
usually armed with a club, a Loaded Shillelagh (medium length, middle 
weight, crush, 1 hand) and a Sheaf Hook (short, light, slash, 1 .hand)i 
The sides of the matrix are divided as fellowe: Y/eapon Length— Sh o r t ,
Medium, Long, X-long, Jointed Medium and Jointed Long, Yeanon Heft as 
Light, Middle, and Heavy. At 1 a s t , . Go.bli ns can have battle-axes.

SLUT SLUT SLUTET FALKAS SLUT SLUT



^  GOD; ^  DEPROSSap.'' io.
N e i l Fr; o f  F //1 0 A  Siirb'i A ve, 3 t  P e ie r s ,  Sov'tN A u s t r a l ia ,  5 'X 9 . (OO)
.T h is z in e  i s  a Wonb'at Free P r ess  Ffo a ctior;  
P rod u ction s. Pbv L td . I t  i s  typ eo  (w ith  :ut’ 
by H is s  J .  K ein . (S e e , I 'w c  ;/o '
have -kearcl '.hat he t lir e r te n e d  
th ou gh , a fte r ' March I  ’:on
I ’t s  j-fb 
v/iU . appear

/o

uc.
sponsored  by U n ited  D i|srotodon
~t‘'~ 1̂-i VI /-» 1-̂ 4-̂  ̂1___ _ J.

.4^69.

■gaiiV, h o te  t i ia t
l11.

ner niLier ny t n u n o .) (j. r e fu s e d , but you sh ou ld  . ■ 
 ̂ c h a r a c te r s !  I ' L l  have t iie  l a s t  lau gh

; h a v e -a c c e s s  t o  ty p e tz r ite r , heh , h eh , h eh . J .I I .)

laue ac -^eyvo t o  ]:eep t r a d :  o f  w/ien t h i s  e r r a n t  c h i id  
i ' v e  act:a.,;l.r' done, two o f • ti3<; b uggers aopea ,r i:rgu n d er •

m y '(v ery  ovrii), b y l in e .  , ^
I ' l l  broah my r e s o lv e  and comment b r ie fL h  on t i l in g s  a ipu 'cvPiin.'fn'TT'Pc: no ---- • “ ‘ '' 'CpilEITLS I f any

.Le§j Do_::PJ s t o r i e s ,  s e t  in  my, own x;orld count as. f i c t i o n  or -.Trite-un. T h erefore  
■■ .:c w hich  page cou n t ajn I  r e s t r ic t e d  Un? ": • ;; ■ •

£ h t i t e * n o t e s  o n llq n W  ^ i s t o :  i t  i s .  regard ed  iaa th e  h o la zra n  a r e a s  a s  th e  c e n tr e  ( 
01 o u lo u r e , l e a n a in g ând a r t ;  s' sox’t  o f  P ie n a i^ a n ce  F lo r en ce  o f  th e  w orld . The ' '
r u le r s h ip ^ is ^ v e s te d  in  th e  La R u illa u u e  fa m ily  o f  h a l f - e l v e s ,  w e l l - lo v e d ,  p op u lar  
and coapeuanu r u le r s ,  though th e  government i s  more a l i b e r a l  parliam entary’ a s s i s t ­
ed monarclT-’ tu an  uhe .n oso lu te  m onarch ies cornnon in  I t a l y  a t  .the tim e  (m om rehy n o t  
o f  cou rse, in  th e  Ju teroJ , s e n s e ; .  I t  h a s  c. v e r y  la r g e  p o p u la t io n  p e r c en ta g e  o f  e lv e s  
^ ic n  .h igher th a p ^ in  any o th er  couutrg’ b e s id e s  an ej.ve’i  rea lm , v.hich i s  u s t ta lly  
j-o r e st  anyway. High e lv e s  a re  s t i l l '  se en  and h r e  t:ie  sou rce  o f  yuich axre bĵ  th e  o th ­
er  p o p u l^ e .  A part from th e  arts,_  iM-ontb J r is t o  i s  noted  f o r  some o f  th e  m.ost superb

.t s  nr.'Cional r e l i g i o n  i s  th e  x/orsh ip  o f  G alaf^ - '
-LI aiAuer iiioon, and t l ie r e fo r o  u l t i ix a t e ly  or  
ol-icien; th e  c r e a t io n  j-ybhos r a th e r  d i f f e r e n t )

v in e y a r d s , i n  th e  (laioxni) world  
th e . H a ia r .(o n c e  Vanyar e l f )  o f  th e  
th e  V a la r  and o f  ih’-u. (The u.ames ar

The .nMixe i s  a flum e (daj AC.!); th e  o r ig in t i l  i s  awhhuzdul x-jord Munda-IChizdan (and
'c a n 't  n on e them . Cheap US ju n k .JIl)  

i ohe_ .̂Qlu xra lls  o f  th e  sp ectre-cu jarv   ̂h ' ) tho\n.L s o fte n e d  in  e lv e n  u s a g e , one
la r g e ly  now f o r g o t t e n .  Popular leg e n d  he 
Eobazran M ount. L h y ty n e /r r is ty n e , x;lio x;a

i t  th ' .t  i f  i s  s ■'‘G r is ta n iz a t io u '  o f  th e  
s a in t  coxinected x;ith  th e  god M itr a , ( l

nave. not. tho-nghi: o f  an o i 'ig in  f o r  th e  name -rUrystxn'ie' t h a t  d o e s n 't  r e ly  o f  ‘'C hrist"  
f o r  a ^ b a s is  y e t ,  T̂ut tn e r e  i s  one -  somewb.ere! ) : :t  p reserit iiontb  G r is to  i s  in  sore 

u i .l;o i1 . ^x;ar nas crox'en cun in  r fr ic u -a ly  reaLv. on i t s  son th erii b o r d e r s , and th e  
cou n try  i s  b e in g  u sed  a s  a s ta g in g  p o s t  t o  geb t o  tlio  fr o n b , :-ad a s  a m il i t a r y  
camp fo r  m n y  s o l d i e r s .  ( I n . t h e  fu tu r e  o f  th e  s t o p / .  J H .) ' ■

4n3diox;, t h o , suory .a s  it ,..g o e s  an (aisd xmiicli i  no\r p roceed  t o  s i t  doxm and x r r it e ] ) 
.Gazimh, tha‘ Gazilen t i  Pr Azel-di ( I-'art

Drya xrah.' slix/lj?.. Her. head r c s t e .  
beard h a ir  poked in t o  lie

r-rl;
O l : c- ;jroici, ./e l l-m u s c le d  h a ir y  c h e s t ,  o u iit  

e;..r. She s h iv e r e c  in  x'-onder r.'b x-;hat had haxmenod t o  h e r ,
* .T  _  z r . i  » _ -1 -i .-.V , . . _ . "   ̂ .

■C+iff

:ier-stum p ru b b ed y /o u tL ’ a t  N ad b 's navei hen s t r e t c h e d ,  Daya '; _
and s liiv e r e d  a g a in  in  de-

-  , - .:..o cxiarx gruxitea
xxas .-.cuteL/; ax.’ar.e; o f  olie sh if'o in ^ ’ m u sc le r  beiiea.tb.. h er , 
l i g h t . , She r o l l e d  iier  head e v e r , b'od&'s '/r e en -e y .e s -s t a r e d . in to  h e r s .

Gh, iî v yuar god he sa in  s o fo l/ / .-  ‘n ,cu ' . j e a u t i f u l  oyou a r e .  .lioxv’ stra.ngo; 
sorong I  f e e l ."  ...e s n i f t e d .  D ry a -lu v ed  t o  one eLxox;. The x /a ter fa U . o f  her  h a ir

hbx;f

turabled ever- h i s Cac c ,  and' she Im x ■ 'b:e
"You .r e a l i z e  . x̂ /s have ch a llen g ed , or 

life ? '*  he a sk ed , h i s  to n e  s e r io u s .

jo ;’o u s ? y ,. and a.i 
even  overturned  ai

Lilt Daya xras a l l  l i t t l e  eobrl. one 'go.bec. lier  ton p xe a t

n o th in g . 
e n b ir e  v;ay o f  th o u g lit , o f

ind p i l l e d  a c o m ic a l
f a c e ,  he laugLiCQ in  sp x te  o_ n im se li  a.nd lou lied  ner f a c e  t o  h i s ,

_ l a i e r  NodS .re lu cu a .n tly  r o s e  a m  streterxed . Ibis t h ic k  arms sp r e a d -e a g le d , and h i h  ■ 
logs, slip p e .o  apxr'-.. :;e d id 'a  i e \ i  -dee« s g u a ts , th en  c a r e ,fu l l3’ oeiib forxjards t o  r e s t  
h i s  hands, f l a o  o,n th e  i lo o r n  .,,is  'weig.iu s u l f t e d  a,nd biis bod;’ t x ; is t e d .  He s to o d  on' 
h i s  hands., h i s  board tuE ibling lorw ard  over h is  f a c e .  He blew  i t  away, Daya b u r st  
in c o b la u g h te r , Uoab c o lo u r e d , i_.neLi x/ooblod, th e n  f e l l  ’w itn  s. body—h u rt inn  th u d , lie 
la y  on th e  c a r p e t ,  g la r iia g  a t  h e r . "‘b la sted  woman" he .nroxfled. "



'Are a.11 dwarves as hair;/ as you?*' she asked innocently. He blushed arain.
"Are all elve as nosy as you?" He staUced to the vriaidov/̂  lookin|~ out over the

snow—covered ciuy roofs. She came un silently behind him. Her right arm snaked about 
his neck and draped over his chest. He was acutely aware of her breasts against his 
back. 'She whispered into his hair **I love you, my darling. All I say to you is meant 
seriously, or in jest, A H  that douldvbe thought insulting is stirely in jest, for I 
xjould never insult you. You are the best friend I have ever had."

He turned to hold her. "You are jiry best friend. Hven Glodb meant no more to me 
than dost thou."
He Hhtclied fasdic’/bed as she br'ashed her long hair, slightly awlcuardly even yet, 

as she had used to be right-handed. He commonced dressing.in JO ,
sute.

he said. "Not all are as hair;? as I. C-q the other hand many are more hur—
î.ow xOx’ hair, see a. gnome. iiy scalp, face, lim bs and cheekso’are hairy, A

gnome is so furred he seems a strange sort of animall Like Blugrab" he added as an 
afterthought. “And I imow hov; : ,o s y elves are. Don't tig/ telling me."
 ̂ He mwed behind her and gently stroked her liair, tracing round her ear. She 

sighed in pleasure, leaning into his hand like a cat. Hhen she shook herself 
abruptly, "Hlugrab, ies," she said, "Whom shall we tell?"

Wodb gave a gnomic curse. "Blugrab" he said "and Argil, of course. I wish Goldb 
could knov; biit..."

"Giles?" said Daya doubtfully. "Yes, Giles", she said more decisively.
"I cannob thinl: of another dwarf 1 could tell, who v/ould Hot vriLsh to slay you 

or I for our - "urechery"" Wodb stated, bibbomess in his voice, ".Hrecioiis few 
elves eother" said Daya. "fhero are many ;7vcr]_y proud ones alive. Luckily some are 
more open, I'c like to tell Pat a,nd Jacpuie some tii;ie, bub..." her voice trailed 
off. '

"Well then." said \jodb, "Blug;rab raid x?r il it is now. Perhaps the ocher tliree 
later. Giles by letter maybe."

"Isn't the whole thing; stupid" oorst out cue eflf. "Som.ething; as wonderful; as(_ • -  - '  — w x  — •- "■ I W N_X*. * W V. k ^  W1 Xx'A ^  ^  I y

3-s this, and we can barely tell anyone, for fear they ruay a.ttack us for 
the crime of laving one another."
^ ofiered Daya her porcelain hand. With "■ tight froim she vraved it away, and 
strapped on her usuo.l dark—steel hook—blaLde. She began polishing it v/ith the emery 
board, the froivn still in place. Sue wa.s disturbed ĵy the horny thumb touching her 
mouth gently, pushing the frouai into a. smile. ■

“Look oeloved" he said geiml;?, "We're tolling the ones who really matter. Let 
ohe resb of the world go hang." lie took the emery board froiii her unresisting fing­
ers, a.id slipped tiie chamois cover over i.he uficked w'eapon. She smiled reluctantly, 
and touched his square fingers i/itli her tongue.

 ̂sensible awarf" she said. “kir;ht again." She stood, brushing' doim the suede 
waistcoao over the green linen blouse she wore.

Wodb strode to the door, tripning; sliglitly over t’le edge of the carpet, ("Bloody 
clumbsy feet" he mumbled softly.} ne opened the door carefully; Blugrab often slept 
across the portal of Daya's rooms, and could easily roll into it. The dv;arf was 
safe this time however, xhe man—beast was standing, Iiis bac . to the door, humming 
deeply la ais c’nroab. He turned ponderously Oi.t the noise from behind. At the same 

spoke from behind the sascgua'bch, his tones ag;rieved.
"Wodb̂ I Do you Imow hoi; long I'vo been i/aiting?" He answered his oira Question, 

icleven noursj It's alnost middag'I irnat's going on.. .gghhlirrghhl" This Inst happen­
ed as he tried to charge (limping) ivrbo the room, a'ad Blugrab casually thrust out a 
tree-trunlc arm to stop him.
^ ' oome in, ̂ both of you" ti-illed Dag/a gaily, Blugrab rumbled happily, grabbed a
flagon of cider aquired from somevfiere. Argil wheezed in, rather less jolly. He 
recovered sliortly, glaring; at the Dig fores't-iaan all the \;liilo,

"Well, at any rate Wodî " he said at Inst. "You look better."
I have quaffed at the fountai'a of ,]oy; supped from the feasting-table of sleep; 

rested my oars v;ith the song-birds of elven voices; joyed my eyes with the spark— 
l-ciig snows of the city's 'cop. Why then slipuid I not he better?"

Argil tapped his hea,d sadly wi'bh a fo.refing'er, and smiled sadly at his sister.



"He’s gone" the eli* said, "Gone total.^ now."
Then.his face pfxled, and a Ixnap gripped at his tlxroat* Dmra could no longer 

restraxn herself and M d  vaved her beringed Ixand before her brother's L s e^fis 
e y ^  atast crossed to see it, t!«n his tends shot-^h trSplte heh®

^he bana xelu cool anc. alxvo rnaer nxs gentle touch. iTo turned wonderin'’- eves to
nnspolcen question. "A gift from Vrod'6:" As Arg-;i\ai^ed to 

^nd mxssed the hnestionin'- lool: his sister flashed to his friend '
c.nd he aowcac;. no sx<jna.iicance 'bhon - 'bo t ' l e  dva'̂ *̂  sana-'̂T-'- • Sn-' ^under a burden. „.ie u..;a.._ sqaa.x..̂ ,, nxs snouxaers, as

"A princely; gif-b, my friend--' the elf stated. "Is it ĵ our work? If so yox^ sHll xs greater tlian ever I ^spectedi' so, your skxiJ.
'plft'"’ X-aSon-Ttotsge. But it is not jagt a
gilt, -ae .J raii se„ac-d, siiixiog into a nostiire reulr.iscent of fno stone the • 
d-.rartes on, -ia.ail;. clmbered fron. U  seei loenoission, tei-d Argil" he be“L  ‘

beoS^ . * h S : t t e  ri,^‘L ° S l n g a g S S t " ; S g t
Daya v/as scov;liixg rather inside. Her personal feeling was that Argil didn't 

need_ CO gxve hxs pemixssion, but she also reali.^ed fmt, peculiar as^Woda vis he
“ ^ r i r p h  ^ —  -notoriously oteuvanistio about’m. xrxage, cOiU-oing and vixYes-to-bo.. ■ .

interrogatoiy grant. Daya, i ia o understood the sasquatch v/ell, 
nodued. Tae mssxve m u  roared happily and lumbered over to Daya, to hu.- her caie- 
fully against hxs v/ildemess smelling fur. - .

^ArghL tool;: a minute or so to digest the implications of v;hat his friCnd had
he may have expected -bhe

Uod^^sincertl, them. 3u-b he loved both Daya and
Hiarvellonc_smp broke across his features. He stood and 

teovea swnf-.h. .o i J o a i ana ga-cherod nn-i xn a great hug. "Oh l'/od», ycru bloody idiotl
^?V de.i.i;' lited, stunned and incredibly happy for you

both. Despite hxs_bad leg. he tvrirled UodB ip a:.half circle of a dLncef^
iplugrc,.b and Argil swapped nai-bnors. .I’aor.gh I-Jodb said something, exactly v;hat it

drofmed outoy tne^BSgiOot's happy grov,ilxng rumbles anyway. .
 ̂ Argil was more audible. He kissed his 3ist..-r, embracing her closely* He noted 
now her eyes ŝhone, and how her voice gloi-ed with joy. He loved her more than 
anyone^ else xn ^ne vrorld,_ and v/hat overjoyed her made him more than hanpy, Uodft- 
best^ eccentric, but -was his veiy good and trusted friend; one"'of his verj;'

^dy' ne swore, ''dlugrai.- _.nd me, yes' .But who else can you tell? Ho 
i-,o.rves, iriagine. Y bk^  f e \ i elves eroner. Damned hot-nicads ever--'v:here - Aiivone 
who says all elves are vrise and .niuei-standin;-: i.re thick headed dolts." he endedPcv S S XOTlcliw 0 • ■
^ x̂imm. ysaid Uodb apropos o.f notnxng, "Hobin Hook is a good fri6'nd:’,of mine, I

Besides, with his influence, he inight be able to h©lp us." 
Oh, let s jusv let -Hie v/hole thing ride - for nov/," said Daya,

Argil gathered his sister and his .-firiend to hm. "I vmLll do anything in̂ iny
power to help you both. In the inantiue llodS, may. I call, down the' blessing of the
Ambler wueen upon th ee , as She a t leas'b up-jroves o f t h is  -union."

Wode nodded a sse n tfn g ly . ' ..

la fS a , I  H e s s  wiee oojti -..'ro;-. lo v e  l i f e ;  ti-ue loivo, uvsdom and mern> frlc-ndshln  
fo rev er . May she vmitch over * ■■■thee bo'bh, a:id kee’i '-blm- ' ' ------ ’ “’V pa';ih fro ’,1 harm. May her Love
S rev L ^"^* ^  fev; may they  b e . Tier Love be w ith  th e e

Daya k is se d  th e  ch ip  o f amber on h er ring, and Hod^ ’uuixiurec! "Amen." 
'“D a-da-da-D ats a l l , folksi"



■fIf it didn't come o-ut in the Uodii vntt r<
as also in Galaffta. The ilmzdul stoii;;.”, title has a cmoumf" o;: over the ‘*i“ of “Gaz- 
kh"^ the "a" of "tha" and the ‘‘e" of ''Ragzekh". Her t;']pewriter is a Pommy Bastard 
(actually Yanlc. J.H.); so it don't ^ot no fr;.ucy keys, SorryJ (l have tried to 
persuade him to but rae one witli all the righb keys^ but strangely enough he refuses.

-  ' ' ■

Nejrb part of the story viill appear Ghod kao\/s when. I thinlv I might do a 
"shorty" about Serenting before then. (Serenting is my type of Saarron*)

There is a moment of panic—sti-’icken shuffling from the typist as she realizes that 
the pages Heil gave her are ir. the w ro n g order and that in fact there v;ere more _ .
comments on AfU 9o. She hurriedly types them in^ hoping, noonc: v;ill notice ,̂ iuiowing 
vdiat Serenting could do to her cliaracter if Neil had a desire to be nastv,... . .
David Joiner; Cover: liagaificenti Can you tell us v/lio he is? ixnd how do those eyes 

v/ork? _ ■ , .
Lee Gold; Things are getting so I hate reading convention details anymore. Keeping 

on giving details of things that are dr.ain near totally nonr-existant gets . 
to you after a bit. Still reading about them is about second best to being there (l 
suppose). •
Joseph Dien: Perhaps this ccmHiient .is •uon^productive^ but I'd. like to say how much I 

enjoy descriptions/details of otliei' worlds. I Icnow I like getting 
positive comments (hint - to anyone!) so I imagine you do too. I'm continually : 
amazed’al hov; different worlds can be: maybe because Tliaranalor is cobbled together 
from so many different fictional/historical bits and pieces, original, .creations
seem so exciting to me. --- -—
John Eambach: At last! A fellow appreciator of Steeleyei Is it the fact that we axe 
colonials that cause us ’bo have good taste? . .
Cliris Murray: For private reasons, I promised Chris a-nasty comment, lie hasn'’b

menb oned my character yet. v;ho liasn't arrived. Damn! Reading liis
va?ite-up again, I've got some nasty hints of v/hat's to come; noone told me when I 
started play, and now I've read it I bhink I'll get out. Incidentally Chris, 
Innsmouth Reef wasn't torpedoed intil 192'T’— well after "our" adventure is seifc. „.. 
Nasty comiiient. Ilexb in Claris's episode: watch an ex-trap and a Palestine-veteran get 
drunl: together! See Pomray nanny drop a primed Mills bomb do\̂ l̂ a stairwell (̂iri’vihout 
letting aforementioned veteran get a good chance to get out first)! See ghouls get 
obliterated by .303 Loe-Enfield! Watch intrepid copper (trap) and veteran become . 
raving druggies! ‘
Steve Gilham: Re comment, to Stukey re Gold (This is getting convoluted!) About

Bombadil, In the Ainulindall^ there a period between when Eiu made 
Middle-earth and when the Ainur decended 'into it: the period isn't long, but it 
definately seems to be thex-e. ' •
Rob Ellwood: I helped you demolish Jenny (Nein's) w'orld: vihat i:ith your awkward 

■■ questioiis and my helpful (and totally destructive) comments-, she's
going to have to sit down and rehabilitate her Wales (or whatever it's called). So 
welcome, Soul-brother! (it's Kymr-.-i, and don't you pity me, foUcs? J,H.)
David W. Dick: As a disguised marsupial (vionbat) (l always thought he was a were- 

bear! J.H.) and a pro-Kliazad clwaiven cheerleader (there' s a sight)
I deeply resent and am disgusted by your dv;arv'’cn-marsupial nasty petty fallacy.
Yuck!! One point. Far as I Imow, all marsupials' have an even no. of teats'̂ ’ V^y do 
these pseudo—ones have onl;̂ ? one? Point t'./o:’If dv/arves have poi;ches, baby dwarves 
could not be seen "dangling from pouch", unless, like a joey it vras sitting, showing 
head and perhaps hands/arms. Interesting theory, even if I hate it! . _
Jenny Hein's plastic surgery bit: TIT can do it. In Yact something- sort of relevant

haagoc-iasd to me. Someone did a "Slush-yuck" on the 
floor. I sanlc. Then they did a "Hard^ Wiff". Not so mucla. surgerĵ  as Mafia concrete 
boots, though this v;as a full diving suit! ■ ' .. ^
Jotm 'Durt to Jenny Eein: VIA never tried/wantod to secedh. Queensland vianted to. . 
Still does. Q. is affectionately (T J.il.) called the "Deep North" in Aus. That's



w liLre  v;o gOu our Rodnoc .3 iron^  u iitl clear oxd dou: i'.? s c i s u ,  jerr^Tiia iideriti;';' Job. 
B je l lc e - P e te r s e n , v jho 's  j u s t  been re e le c te d  ( a c a i n j ) .  -}%  o f \ h e “ v o te  a n d '2 sea ts  
s n o rt  o f an o u t r ic ’a t  a a io r i t y  in  S t a t e ' Parliarno^rbl 1 la s n a n ia ?  irn e ro 's  that? .. . 

^ ^ eriously (o r  nearly/ so ) hardlj^  anyone in  A’n ; has heard  o f T asm a n ia : Tasm anianWildomoss' Society the one who roall’uuc* uii(j Wiiu .I'Ji.s- :\3 rua.L_7 WWt
l^ u ss in cs  i s  r i g h t j  Sho u ld  see h e r  i l a t l  (Speah  f o r  y o u rse le f i J . I I . )  And 

 ̂ th e  gir-^ v;e.iu mad Io n . ' ,  lo u ' a g o ll  1 u h in h  dnymio and E rn it li (nox; I ’ve
meu uhe fo rm e r , v;ho “ oharme-d" n o ) a re  f n a i t c a ’ -.esi
J ^ ab h a ij, V Jqq leyi V e r jy  p le a s in g  storg , The s e a r  n a r r a t iv e  .a t t ra c te d  ne g r e a t ly ,

p lo a s c j  0 ]i, Ana lA ia t r s  "F a te R o lo '' t h a t  i t  i s  a X\rrite—up o f?  
I^ £ i2 _ _ R 2 te r ts o n : To me and D a n s ie , iie lb o a irn e?  Roiats me. She t o ld  me to  pu.t i t  i n ,

 ̂  ̂ F n r  a s  I  ia iov;, no th i:i,- ; e v e r  Inp -'en s in  h o lb o u rn e l
 ̂ n ig h t  oako you up on yo u r o f f e r ,  l  ^y;ess y o u ' l l  know r e l a t i v e l y  

, . , soon.
I  seen onl;;/ to  comr.ent on o th e r p e o p le 's  comments, not on a r t i c l e s .  Guess I 'm  
ju s t  s h a llo w  (o r  l a s y l  (o r  b o t h l i ; ) ,  ' ,

i lp «. 2 : My '.ionoat—sage i s  in  a h u f f  .atid i s n ' t  t a l lc in g  to  n e . 
so th e  f e e t  i s ,  I got none t i i i . s  th e e . And i t ' s  Goodhy-e from  me, and i t ' s  Goodbye , 
from  him (p o in t s  to w ard s h u l la b o r  P la in s  and a wombat (u n d o u b tab ly  l’» ,  GoodlgyeJ

TALES F H a i T IS  IIQRTIldRR HOODS .

Jennj^ I io in ' s  roxraxd f o r  'cyp ing  ■one aoove i s  th e  r e s t  o f  blie p ag e , When n o t r e s id in g  
in  c: t y p e w r i t e r . she- ms tO 00 xouna an 1c/72  George 3 t ,  ijcrxiroocl, 5067*, So u th  ■ _ . . . .
A u s t r a l i a .  ( T h is  x ^ il l  be c lian g in g  in  l ic ir c li , more L a t e r ) .  .

A ^  102 ( ] : J c i l  l ia s  orOg/. ju s t  got t l i i s  fo rw a rd ed  on by me, i w h ich  i s  why h i s
issue folks. Mostly H^SICs to everyone#consents are slightiy' behind mine.) A "good

Lee:(re D. JAl-ES) Lit I v;as never baptised...//! like'the Jewels of Ii.li# (Maybe 
lilce isn'’t l̂uite the right x-rord bl.iough.) .

:(PBZ) jTou say that ‘'assuming youi? x-reapons and jex/ellerj'’ Iiave no antiquity 
_ ^they^are not magical". Does this mean that there is a connection betx/een 

the antiquity 0 1 an item aiid tne magic? If so, I liave possibly the oldest piece in 
the party - a string of glass and pottery bea-.is that are a proo: /;,, 000 years old. (To 
be hind^to the GM and to provide an out - tlioy could be fakes.)Mven so I have some 
othor pieces.***) Am I misiaken^ or does it seen twat males are uriable to do a n y  
magic end in fact can prevent the females from performing 'magic' by their interest 
or presence (e.g. .̂ bfter I contacu Denars, the broach stops ’.-/orking for a X7iiile 
*-*TthoU{jh alL GiiG people I contacted are i'.iale — DeaxToa's tnought are muddled x-dien 
Jason is looxcmg at her) xliiu, maybe not, fuzzy is a male. Any comments?

Caxi we geo any more inforniation from '.jIio guards (xfritnoxut a'3pea.i'’in'g too ignorant) 
about the city? I advocate st.c.ying rrght xn-bh the second gaxard unless it looks like 
hsing dangeroixs to (l have no desire uo liave .an lUifaniiiiar poleari'i inserted in my 
person).. "

Tlianlcs to Iludelson for the .Iniife, . ' : ; .
don't lilc the idea of "D \L to r ’‘s ro( nxmm:

the same fate? i sugx-eat a. prayer session .. or 
one of thpse insufferable typos x/ho aorMt 1 
decline R. Stukey's offer of a magic circle.

Tloat’s all from me for noxj, Comia,
Gx-ynne again) ~ thCL-jeal version of the ’‘Shnreena

.re. ../i.iu'S

. .as im
more re'.

siivox
Lgious -(Glue; ' \

sv.ffered

;Like to mi;: religions)- of us# I also 

■a nex.' camnaign inite-up■ (I'm bored Xsrith

lucIcily didn't Icnox-; it (the first anri thii
.as:

00•ga" or "Mcxml met Serentinr and

( r cLast minute nit-pick to A, DRGOIl) 
the argument about Heanderthales _
the white man slaughtered them ixi drove. .. __
Then again, is that xTnat natural selection means?

Cinian ilboriginals) I got a little lost in
Tasiuanian cebor 

waon ihey first
nnaj 3 extinct because 

arrived (and afterwards)# 
Mes thu laalj



J
TEE OHATOIC KASKARA'#3 Pawl Waters122E Warwickshire la Glen Burnie MI). 21061 301-636-1284f ,i
# 1 9 8 3 . .  .. . ,It was early merning when earl Geoffery of Moffat arrived 
•at the royal docks. In lord Ge-offcry's opinion this was the 
>eit time to wander around London, if only it happened around noon ,s« he wouldn’t have to get up early t» en;|oy it. Oh well, 
h,e’d just ’ stand a moment add watch everybody he busy at
w«rk... , .

” Sir geoffery?” .Sir geoffery turned around to see a somewhat short sailer- type behhnd him. ”My lord, I'm master Cole, captain of the . Albatross. I've been informed by the Lord Admiral that my ship, 
will be put at w*ur command.” I, "Ah, wes, captain. The rest of my companions will be h^e 
’any moment. I have letters of safe passage from Richard and 
Saladin which sho'tild Jiandle any problems we ought to meet.” He 
didn’t say anything ̂ bout the other letter he was carrying.That one was. signed by the pope, and instructed and Christians 
t« aid, th^ bearer in his mission on penally of the Churches ̂ 
displeasure. .W1,th ,tlie discovery of kzin, more then just nations 
had a interest in the possible discovery of any other races of 
intelligent beings.. Tl̂ e Gh.urch may have never made any proerress 
in converting the elvish or dwaijvish races; butif .lord ^,Geoffery's expedition turned any races with potential souls, they would have to be investigated. The kzin had already accepted 
a small number of monks to travel to thier captial (so as. to 
translate thier written documenis, but that ,was a start. ) i 
Besides, if any were found in Africa, the Moslems might well*
•get to them first. ■ . ■. .ILCapfain, I should warn you though that some of ̂ the . 
members of my gdcup will need,some special ^ccomidations, so..." 
Erom the hanging. jaw and large eyes_ of captain Cdle, the 
companions must have arrived. Yes, theî je they were."Captain,-, may I introduce you to my companions. The  ̂rather large person in furs is Brager, royal forester and'a 
mighty fighter. The woman next to him is Eeriora, a warriore|s 
fr»m ÊEmany.- and- faster then almost any man. . .
The elf..." . • , , _ ■;• "The one by the ’juicorn?” ' ■ ' ,"That's the one;.she is Gharlette. Erankly, the uhic«rn 
is the smarter of the pair. The clf behind her is Quark. The. 
tw« behind him are Jeff, a elvfn mage, and Gomer.the Tall,
The othir 7 foot warrior behind hiip is Claude, from a Erench. 
n«ble family. It would be well if you remember■ that he is.n*Tile, 
even if he is not tgo bright all the time.” ■ , ..'[Einally there are Gliss the sauriap, and, Xlfcth-Sargent and 
Warrior, two of the kzin granted to the King in return f#ir the 
services of a royal mage.” . '"I thought' we were at war with Kzin. Sire.”

"We signed a, treaty.The mage Merlin should be along any
time now.” • . '"Sir, Merlin the Alchemist sailed with his.hired warriors 
over a hour ago. Indeed, he caused considerable disruption when 
ho s i  10ci* ■Now,’this was'news. Eapl Geoffery never trusted Merlin; 
and it was MerTins actions that" got Geoffery's diplomatic _ 
mission thrown out-, of '-Crnstantinople. king m^ght him, but
Greiffery had strong doubts about Merlin's loyality to anyone
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but i i . I t

’’Captain, I suggest* that we sail as s«*n as ssille,”
With the considerable muscle of th^ patrty, the final 

loading was rapidly compleated. Quarters were assigned C'Jbhe' kzfin 
and saurian were to sleep in the h*ld)' and r*pes sact off^ With a 
favorable wind, the ship was soon down the Thame's and int* the English channel. No sooner then they were out of sight of lantf thought, then the l*ok»ut called a warning. ’’Waterspout,’ dead ahead!"

"Waterspout, in this weather? Swing to starboard." The sTiip 
was a good one, and made a hard tack without loosing too much 
wind. The waterspout would have missed them, except fot turning t« keep with them. As it was, by turning the ship was hit 
broadsides; snapping the' mainmast and naerly swa!m.ping'the ship.The crew was lucky though, and there were no (serious) injuries.
By night fall, they were limping back into London harbor.

Three days later, the Albatross saileil again. All the , 
companions (with the.exception of the kzin, who didn’t like 
all that water so close) were sunning themselves on deck, 'Claude and the saurian Gliss were at the bow, looking at the 
southern Irish coast. ' *
, "Glis^, with the size and strength of the few s'aurians I've 

seen^ I’m suprised that your colony is restricted to such a small are^. Surly the Irish.could not hold your people to such a small peninsula." *"Yoiu? right, the Irish, even with thidr druids, could not 
hold us long. The dragon is 'another matter." ‘
' " Dragon?’’ ^  '

."Yes, the la^ge one that lives 'Between thier lands and ours.
When we stop to pick up our ambassador to this missian, we cajt ta. 
take a fast trip to the desolation, if you wish.""I’I[.l pass. By the way, is that one of your boats there?""Boat? That’s druid land..Captain, Lord Gboffery; boat to port. And another to starbard.'Everybody to arms!"

To be continued. '
CIMMBNTS on A&E 100:

GEOEEBRY HALSEY: Magic has a great feature, in that it makes 
a player p3;ay a mu, liut doesn’t it let characters get out of hand 
quockly. Is there any way to gain more concentration points?
. STEVE GILHAM: Rome with magic. Well, one of the things that 
brought down the Roman empire was that the landlords and merchants 
moved out of the cities'^.nd onto estates.With the decay of the 
cities came decay in the .economy and the central controll needed 
to hold the empire together. If you add magic users to this'setup 
ypu get a number of self centered mages along with a large 
number of selff center.ed landowners/merchants, and still have* a 
weak central government. Also, the germanic inVaders would also 
have, paages, and they would be more organized, I expect that it 
would take the goths and vandals longer to eventually conqure 
Rome, but they would just the same. Comments, anyone? ’

SCOTT ERITZ & MARTIN WIXTED: Re ERIN. Are the ^peed factors 
(and damage) for thrusts, snap chops, or full chops. What kind 
of blow (and with what kind of weapon) can make a difference,

^ETER A .CLARK: Another interesting story for nordic/germatic 
laws is "Eric Brlghteyes" by H, Rider Hagger.JENFI HEIN, WILLIAM PESQHEL STEVE GILHAM, MATHEW PORTER : RAEBNC 

BOB ELLWiOP: Strand worlds? Bo you 'haie a Niven Complex?



THE MURDERED MASTER MAGE # 5  
(c) George P h i l l ie s ,  1984; 1225

Fire  in the Morn(ng--Part V
Island Dr. # 2 Q A ,  Ann Arbor, Ml 48105; (313) 995-4125

"She's been electrostunned.*' Cahieron spoke aga'ln. "She' II pull out In two 
s too valuable to r isk  
She can stay out until

- ---------• wi I jpwrvc ay a l il •
ours. When she does, sddate hei Ouilnosom will do. She' 

taking through the subspace barrier while she's in s ta s is  
reach Choculac." '

^̂ Yes, s i r !  Should I in it ia te  recovery before landing?"
Ideally she wakes up inside an Andrew C e l l ,  ju st  as'w e,hit her with deep

we

r̂ ah;:̂ hi I cu ? j. > j US t ww ri I T ner wI TD oeep
I?+h ^   ̂ against our conventional equipment, but we'll h it  her

even her shields can't stop. Meanwhi 1 e .̂once she wakes up sh e ' l l  be 
extreme y dangerous. Put her into iso lation , and when you go In to Lda?e, her? use 

iple solate procedures. And leave someone outside the door, even now while she's 
unconscious, ju st  as a safety precaution."

"Yes, s i r . "
"Well, get her into iso lation ."

f.rr>n + ahead. The conversation had c Ia r i  f led, matters. Cam-
 ̂ TPC starship and arranged for people to believe that she 

was dead, so no one would complain or look for her. He wouldn't be th e f ir s t  to
a h ^ r^ h  f !  was tougher than expected. He s t i l l  sounded unpleasantly confident
about what an Androw Cel I— whatever that was—could do. A planet fu ll  of TPC agents 
was probably, enough to dispose of her. agents
Tho was not t h e f i r s t  time that death had sta I ked her. She was scared s t i f f ,
with orantTr  ̂ J ' âI  romance novels claimed that facing death became easier
a i l s t i o r  S h .h  f  personal experience on the

bend i ng—was ; more te rr ify in g  than dying. After 
ehab ihtation , you were al ive wlth^your own body as the most.subtle of prisons You

deslrr^Inri°-f+ '^^'‘°'’h desired what your Ja ilo rs  wanted you todesire , and a fte r a short while thought only what they wanted you to think.
thought, there would be batteries of psi machines, hordes of 

trained telepaths, and an arsenal fu ll  of robotic weapons. If she waited until she 
got there, she would be shot down and drugged, or her screens would be swamped by
thing unilelsar^t?''"' out now, which probably meant doing some-

A door slammed shut. The l i t t e r  settled to the floor. Its  psi screens f l i c k ­
ered out. De icate ly , she scanned the space around her. The waI Is and floor held 
mechanical _ps barrie rs . A careful search found no flaw, no gap she cou I H e t

u +he sharpest probes she c L i d  muster. That was
a nrnha rad ica l, unreliable and personally dangerous alternatives toa probe would be her last resort. <=iuaiiv«a ly

u panicked. In the end,. . .  in the end, if  she couldn't escape
^tLn°H h between being brainwabhed and k i l l in g  herse lf . If she^ ’
roM i^f restart  i t .  She couldn't imagine, though, how they
could keep her from projecting herself out-of-body, meanwhile do i ng e rLg h  damage that 
Pam-body would never support Pam-mind or much.of anything e lse  again. 
ĥ H « Shrank from that line of thought..., It  was too dark and.'twisted for her. She
That +''Y +0 oyerpower whoever came to sedate her.

 ̂ sound promising. A mental attack against someone with good screens. In
an Ira I  ̂ k +  ̂ dave, was risky at best. She could sometimes get around mech-
suror s r ib rn a S " ^ ^  internal biological protections were often more e ffect ive . Given 
surprise, she had a nominal chance of jumping whoever came in. That would leave
™  e ? " ;u n d e d ' ; r e ? e " b l ; ? '  o fa  prison ce l l  before they came



h a ir 's  breadth, listene<iand opened It  far enough for her

> .

Wei I before Cameron's two hours were up, the numbness faded from her arms and 
legs. He had assumed that h is  weapon had reached her brain; the motor nerves recov­
ered rather more quickly. Cautiously, she opened her eyes. The ce ll in g  was a pale’ 
shade of apricot; various pieces of s c ie n t i f ic  equipment lined the walls. She 
shifted from side to side, ever so slowly, identifying b its  and pieees of machinery. 
This wasn't a , j a j i .  c e l l .  It  was - ju s t  a private room In the sh ip 's  Infirmary. There 
seemed to be no. special precautions. After al I, they knew that she was unconscious.
She slipped off her sandals, stood and s i le n t ly  searched the room.

She found nothing especia lly  useful. Tools were in very short aupply. The 
ventilator ducts-were;too narrow for her shoulders. A c loset yielded a leaded can­
is te r :  not quite a-club but I t  was heavy enough to surprise someone. She could wire
the doorknob tg the ship power mains, but the knob was almost certa in ly  a non-rcon- 
ducting composite, not■re a I . brass. The hinges were on the'wrong side of the door; 
she couldn't even pry them;Out. What was her next step. '

■ '• T i  ‘

Pam f in a l ly  remembered the obvious. In a prison ward, a l l  the equipment 
wouldn't have been le ft  lying around where someone could reach i t .  One can almost 
never lock a patient Into a conventional hospital room. She leaned on the lock I ess 
door, pushed i t  a ja r  by a 
to get out. ,. . .

A guard sat at a night table, eyes glued to a television' screen. The audio 
suggested a lerld entertainment tape. He was facing away’ from her and didn't look up 
while she e I bowed'the door shut. The guard was wearing a mechanical s ta t ic  generator, 
strong enough to protect him from rapid telehypnosis. I f  She, tr ied  to break the bar­
r ie r ,  she would set up enough of a commotion to a le r t  every telepath on the ship.
She edged across the t®om, bare feet padding noise lessly  over cold t l l e  floor. Two 
final sw ift steps brought her to h is  back.. ’

Unconscious, without the static'generator, the guard's mind was an openjbook.
In a few moments she had acquired a complete description of the ship and Its  crew.
To her surprise, Cameron was the only telepath on board. Quickly she learned from 
the guard the trained reflexive u se o f  his hand weapon and— to her surprlse--the  
location of the other prisoner. They had taken Mumford too. PsI-iearned s k i l l s  
tended to fade quickly, but they would last long enough to dispose of her present 
enemies. .

She adjusted her psi-bubble around her, making I t  look as much'as possible like  
a stray b it  of s t a t ic .  Releasing Mumford took a few moments. For a pair of armed 
telepaths to hunt down an unwarned, nontelepathic crew took l i t t l e  longer, the crew 
members they .left  In the sh ip 's s ta s is  sh e l ls ,  shut off from the f lW  of time until 
someone released them. ■ ‘

(Cameron), she told Mumford, ( I s  on the bridge. i think he's noticed: us by 
now, but:he can't’ s t r ik e  back unless he comes a fter  us.) ' -

They stopped a few compartments away from the bridge. (Cameron?) she ca lled .
(We have something to s e t t le ,  you and I . )  ' j,

(Miss Morgan? I see you've escaped), answered Cameron. (I suppose I should 
wonder how. And my crew seems to be missing— put them Into s t a s is ,  diki you? I t '   ̂
doesn't matter. I can f ly  my yacht so lo .)  "I suppose," Cameron's voice Continued' 
from the intercom, 'you,' I I be stubborn about going to your cel I . Stubborn', but:‘hot 
stubborn enough. Go quietly , or j ' 11 be obliged to use force." .■

(Ycu? Force me?) she sneered. (You and which army?) She projected a protect*• 
Ive bubble around MumfoN, her own psi screens blending smoothly Into his* ■ (Just  
keep quiet). She told Mumford. (He can't reach you unless he. beats me.) ’

'I'U' 
•r. '•



AGJiii'JTb OP POATU .̂-j avOCII . j to v e  G ilh o n , 6 G ollsn svjood  M S tev e n a g e
 ̂ ■ -i„ H e r ts  Uk 3G2 9i]R

W ell niomlDer 100 i s  h ero  a t  l a s t ,  P i t y  i t  seem ed r a t h e r  f l a t , , .

Ijiii the cover to 99 'Showed e. Pull Priest riPing its Hharssar (IQ reference),
Martin WIA'idHAD; Glad to have served n,s a,n inspire,tion. .
■ ■Scof F r i t z s  So i t  ta k e s  10 dr,ys t o  p r e p a r e  enough t o  b e  a b le  t o  subdue an
i n d e f i n i t e l y  la r g e  b e a s t  f o r  a  m in u te . Why d o e s  i t  ta k e  11 t o  subdue a  k o b o ld  ?
This system is both too weak (on the spotcasting can't produce effects worth a damn) 
a-nd too powerful (anything goes if you have a year to prepare),// To true I hate the 
Wish spell (never let the things into ray games),
-'̂ ichael JOHi'fiONs Caste — read, ' IlluminatusI' on the motto 'Hon serviam,' Cannot is 
not che same thing a,s vjill not, despite the social shamanism that .pretends otherwise. 

This is ,a.llied to my feeling that it is self—defeating to attempp to 
legisla,te role-playing. Those who can will, those who can't will pia.y whatever they 
usually do*. Gertadnly a gam.' should cont-ain specific culture,! deta.ils if the 
.designer wants, but they shouldn't intrude on the meohn,nics (physics by hahd), which 
oughtn t Iqiowr.about such things, .lole models tha,t aj?e unfamilia,r to the players 
can be explained in the cultural context. This applies as riUich to C&3 as to non- 
'iJuropsnn contexts. .
T-lison -BROOKSs That V7a,sn't you, it wa,s one of a pair of mad yajiks x̂ ho phoned me 
early one morning, aaid seemed to su-''-;est, during the ra,ther va.gue conversation, tha,t 
they d a, zine on the Tdayfor .Aid. . '
Ha,nL GKI.-iliig I would a,ctua,lly extend that thought — book—keeping = mcnta.l arithmetic 
= complexity, 'This is ny personal beef akout' no-rcund' systems (more booklceeping) 
and '.no-hitpoint'. systems (which encode the numbers) .//Glaxl you like the stories. I 
just hope I cam xirrita some more, ' , ’
Hod DSL GRAjfflds lee comment to GRI.h''PTF above for reasoning that skill levels, a,re 
integral, lay skill n = .DAG level n = IQ skill 30+5n 7" to ■ interpret, Or 0—3 =■ 
beginiier, 6-3 = 'competent and 12-15 = mastery. The raapge 1-20ish is designed to be- 
familiar to pla.yers of most rol3 games.//0f 2 '. oeopl-e, the dozen or-so x̂ iith similar 
■ Idvels a.re probably a,ll 0-3 level a,np,'/ay; besides this effect has never worried 
people using published syst ems . , '

5'Ioan Tem pefa,ture — I ^ reca ,ll g e t t i n g  300K XiThen I d id  i t  f o r  am exam o n c e , b u t  
•I,^get, 393 nox-r, t o o  ( P,' = 6000 ' / (  1 a u /s o la ,r  ra x liu s )  .1- - t h e  I b e in g  th e  r a t i o  
o f  in p u t  amd o u tp u t ameam. 1A = 2 10 .solam ra x lii-  (-rad ixis su b te n d s  -M eg a t  th e

I T''" = 6 0 0 0 '/( 2 ,1 2 l)̂ ..A as 1 2 0 'is close to 1 2 1 - amd so
I T = 60 0 0/(2 2 ) = just shy of 30 0 - sa.y 2T3.K or OC ,

I If you forget tha,t it's the solar raxlius you v.fant, tha/'c puts a fa,ctor of 2  ̂in x:rhich 
Vrgives the 4 0 0 -odd K you report. . . ^ ■

L̂Oh .mLLWOQB? Once you've redefined cavity, you've unravelled modern physics, so 
if aiiything else feels good, do it.//i hope tha,t 0 ,1 s quanta, cam be speod.ed up//
AO yox^ Question - my s^enptom na,bit i.s just that, a, r'lia-nce on something to unf erpin 
my Gl.ihg,. even if I don't noe'’’ it. Tha ]:)robolm x-xith deciding a backgrox.xnd tha.t 
amuses and running on that is simole — first find the ba,ckgroxind that vrill interest 
you-and enoxxgh players to make the ox fort x'nrthvrhilo.
Dave lIALLtjs . Ainother commont on the .RQ shindig (I'm a, ma,sochist), 2  yoxxr comment
to Mark, GALTPOTI sug.gests that stylo is a,fter all at tho .heart of the problem,

 ̂ Yes, ii the Gix uses Glora,ntha,, thei’e is a, problem — irinovatidn may con;^adict 
la/cer gospel, xfhich wo’ald straightja.cket GI'I amd player a,like, Hoxirever, even so, if 
one uses the ^'ten^ing backgroxind ta,ble, there is no rule preventing a, barbamian fr^m 
eventually seizing a, kingt''.om amd becoming nobility, or aga,inst nobles being disposs­
essed by invasion.



AoP :GCXII.2 . ,
Re the *mcvss‘ of tables, all 8pp of then, most of which (skill costs, armoiir̂  vreppons, 
spells) o-ro only used during chai'actd-e set-up and 'down-tino' bookkaopingj Hov/ docs 
this slovj doTO play - the only tables used in combat ai-e the fumble tables - all 
the rest,is on the character sheet arf should bo„
Re stats, raid the capabilit.y of the character ; On the one hroid, if the players 
design their chai'acters from soratld:i apyî joy, vjhy net just let them write dovm their 
stats without any of this points pool effort - if the players aren't jerks they'll 
not just vrrite do»m 18(00) in oa.ch siot^ You could even just say the stats are 
low, high,n,verage, very low or high aaî' dispense with numbers,

iince no groae is ency clopedic erough to have mlos for every contingency, therd 
will advrays need to be some axljudicadion as t' the precise x^rth of a skill/stat in 
fuzzy situations, ;ind I î eca.ll it was I)r„vo Hargra.ve, no friend of RQ, who was the 
foremost exponent of axljudication, ■

And if the mechaaiics are only rarely invoked (little combat) then rules aren't 
reaAly nGccese,ry, c .ivm v .j/ , Â -l you ha.ve to do is keep people from just rolling skills 
when you w'aht them to role play first ( eg tpot Hidden, but just a,s much Bar^inin g) 

Re ct to i'ayna SE/lbb hox/J about reaAly doing dirt on RQ effectively (primhte
aoiaJity rules OIC) why^not quote one of these nebulous and never seen 'limits on the 
system' that prevent/roleplayinge Questions of taste in mechamsra ** RQ's mult ip li bat-* 
ivo parry as opposed to BSbD's subtra.ctivo one*-neod not a.pply.

The most frustrating thing about this inlierently selfdeStmactive Series of 
comments on my part is that I'm sure that if we vfere discussing this face to face 
over-a. fevr beers, we'd find that we xigrood about more things than the trivia we're 
debating now tliat we disagree on, ■

For somotbing completely different; Hagical pcxrer - see AoF >CXX for another way 
of looking at v.'hat's vfrong vrith too much maggic.
Fritz & Tixteat; Your systerr(s) is(are) incapable of simulating reality — an d ’th . 
lai-jutsi is capable of drawing his sword, cutting tlirough three bund.les of staaw 
designed, to represent a,s much resistance to the sx-rord. as a human ne ck, and then ' 
sheath the sword. a,ll in 0 , 9  sGconds, Iken x̂ rith ind.ofinitely large stats and levels, 
your system can't admiit this,//Np vatue jud.gement, just a fact,
David FTiIN; re John HURT; jSy H2 ;’ Op T p Ar is the best integer^ model of the
sea level atmosphere „ CO^ is at 0,03̂ /̂ , beloxj a, couple of other minor gases, as ' I 
recall, .  ̂ * :
Laurence GILLFSPIll; re ct Nicholas CIjIFTOiT; But rolegaming is meant to be £layj£d, 
not just revold. The game should ontertain vrhile it-'-s happening, or whatever the 
retale value (bad. pun), it will not bo x-jorth d.oing'in the first place,

I'm not saying that low poxoor is good or bad., merely that I feel that how the 
•game sound.s later is not terriblxr • relevant ’ to campaign quality,

Actuxadly, ixij.’' current stance, for I‘RP, on pox'jer levels is to d.eclare it irrelev­
ant too'i I-Io combat means no chance of using high power, or missing p o w e r in a low 
power situation,- if you talcs things to their logica.l conclu.sion. Rare combat is 
nearly as good, (Jud.o in the a,rt of FRPing.') Bven vrhen as a, player, I had an immortal 
PC, I  avoided, combat like the pla,gae, and went around feeling mutely vulnerable.
despite dozens of sueH e rxi machinegun. J. -nxG £ IS ‘ s matter of player and (2̂ 1
style xjhether a. fe w  d.eaths are required 'pour encom-ager les autres', l8ve a.lways 
placed in lox-j death rate games (one pornanent death per month being xanusually.high), 
but never ôe_l imnorbad an; pc persona, (■’■s”'’.liy extremely the opposite) - probably 
because I knoxr if I do something sbupid the Tj,ncarin̂ j mechaniams used in the games
would, grind, me up'and. spit mo out, 
run like RQ Xbox'xs, I In.ig the groxxnd and

around charging spike—tail manticores 
the teleports take it from behind, 'cos

if I did charge, i'd be perforated. Ho messy deaffns reqxxired, just a certain imagmn— 
ation,-.,.and remembering live o'̂ x-rards are bettor than d.ead heroes.



AoP X m i , 3  10-12-33
Out then, thinking aĴ out it, -of .all the characters I've nlayscl in contin'\cd 
campaigns - noglocting one-offs, whero St takes no skill'- I can onl'.'- recall one
occasion whore one of my rus w- 3vor mortallv wound; lot alone permanently

measure of how much enpatliy for the PC tlie player has'"how 
ae chheat of harm is taJcen - the abortive IQ Oorclerlands based ,can}paign I talked 
â o'ut c. year ago failed Jacauso I didn't want tc into coinbâ t xvith my PCs,
3ssay Time . . .

L ea d in g  on from  t h a t  i s  a n o th e r  a t t r a c t i o n  o f  su p e r h e r o  gam ing ; iD odies n,o^ 
J.ly m o u n d  th e  s c e n e ,  no one a c t u a l l y  g e t s  m aim ed. The r a t h e r  s t e r e o t y p i c a l  
V io le n c e  can  l3e p u r e ly  c a t h a r t i c ,  r a t h e r  th a n  in d u c in g  a r u - ic ty ,
_ although WG normally piny bur -Tries without rules, I've been a bit involved - 
in ?h;l Hastors^ Shampions canaign, and have tho now Supcrworld, and recently I*vo 
ept^Jly been tinicering a bit with, the raGclmniGs of these g;amos (mainly since' Phil 
wants to submit some Champions stuff to "D and found'-that tho reaction wasn't- that 
enthusiastic until h... mentioned multiple keying for Suoerworld as well - should 
10 evontuarlly appear it should also havo G-lfcn Heroes stats supolied by the folks' 
at CTames Workshop as i-rell ). * '

. ^.nwoived itaking stats for :sorae operatives Phil had worked up and 
converting tc.̂ ^̂ lupenwohld. |' anrl ît showed up'some striking difforGnees between the 
^wo,^ystoras -vnot -only- in the Ibwer gtpntin.v points and inability to use rower 
'_isac.vantages for the Suporworld types, liut ' also in tho balance of the characters.
V ^ ir n p o s s ib le  t o  buy th;: h o a v io n t  o f  th o  w eapons asst.^Ticd t o  th e  a g e n t s .

3 Cl tyo • - ^ -------------- y

I was g5nora,lly fa,ced with an embarassmentbut for ,the more skill-bn,s
of surplus points left over. Chamuions seems--to bo based - and the villains 
supplements give woî dit. to tho' idea - that; the ̂ main aim- of the gone is to toi<e''̂  ̂"' 
.a-.ounc 1 + c'ice a.tta.cks, and th,at skills slibuld be discouraj-jod by their expense, 
oust the converse, of luporv,rorld. Compare'fbr example the parallel stats' for 
^riand r in DW 30 - l6D6 oner.gy blast in champs, in Superworld, f0D6 'rarely used

One point af vrhich 1 bent the rules doing the stats v ja s in designing a jet- 
bixe for one of the agent types* I could have given them flight, reduced cost, 
ocus limvcGd, but that's not how they were given in Cham̂ js terms| the bike had . 
been ouilt as a vehicle using the vehicle rules, so I used.tho Sidekick poweP for' .
e ^uperworld characters. '.Tiile this is teciinically a rules abuse., I think that ■ 

1 siould bo used for anything vjhich has stats that are important ( SIZ,3Td,C0iLi^W. 
V7nr,t hrxVG you) tind the namo i;yiored,

 ̂ There is a.lso a. problem with the ivay Superworld handles disad.vanta.ges - 
consider the example of my charactor, Salamander,'v/hdi I statted out as a first test; 
^is powo^ .jOTe the follovrihg disadvantages i) 'Qll not work in_ envdronments whepo. - 
flame canriot subsist^ Hi) side effect 6D6 boat radiation attack to anything in ' '
contact -^triggers a purchased power), and. some havo iii) no range. His ener.'y ncuack is one of theso. ■, . • xo

assessed --g cost for .lacli of those disadvanta-?3s (which is bein." 
milmly stingy compared with tho precedents.. in .the ..rule books which suggest for 
a |iij t.^G c isax.vantage) his ener.g7 blast would ond up costing 0 per D6 , and thus 

if"' lyitodg.,; hi3 3i„c,, I h3 4 ,'too „.=ny points to ploy with’anywpy, t­
o those limitations, I assessed the, limitations .as cost, not and even so 
enc.oa up with a 27'5pt nl;araoter based on stats of 100 points and no experience. I 
even sanlc about 80 points into DHX and IIP, a.ftor bu^^ing a restrained energy attack-.

enor.gy, cost insubstantiality and 2u levels of 3IZ. Only the- - 
3 bought entually cost full price (everythin- olsa comes from his flameform),

Hr, ° - extra dcm.age from cold and Woater, non super secret-•-.a), that sort of stfiff.
Of course, Superworld does have the advantage over Champions tha.t in using the 

.̂ 03 system as a base, that it is familian to Royg,- | tho other side of the
cointo the ac.vanta,go tlnat Randall 3TWIC2Y pointed out'for Champions over'Superworld.



THE OTYUGH SPEAKS #2
a commentzlne by Vince Foster, retyped by Lee Gold (thank you, Lee) ,

Well, as th is  is  the second occurrence of th is  zine (and probably the third or fourth 
total zine by me), I ought to have something to write. A&E 100 has not yet arrived  
(though by the time you get th is  I wlI I nave gotten 101 and 102). I ’ ll s ta r t  with 
some comments I missed in 98 and 99. (I missed some from before that a lso , bOt I 
figure that much over a four month lapse for comments should be avoided If  possi­
ble; unfortunately i t  may not be possible th is  time.)

Something you may wish to note; I like many others comment on things in the 
order they appear in A&E. Therefore if  you have more than one zine In a part icu lar  
Issue,look further; I may have another comment to you (as If  you rea lly  wanted to 
read I t ) .

don’t  think (a gentleman has better

GENERAL COMMENTS
PETER DA SILVA: 

thIngs to do.. . . ) .

CHRIS MURRAY: You fa i l  to mention that FOSTER can summon DIO Otyughs at w ill
and can transform into one if  under stress .

A&E 99

JENNY HEIN: The time lim it for berserksgang-shouId be untH  exhaustion, for
anger is not something that can be turned off like  a faucet. If  the person is  in 
good shape, th is  w ill increase the years in his prime, but when he sta rts  going down­
h i l l ,  he Is In for some problems If he keeps i t  up (assuming he survives that long).

MIKE DAWSON: Okay, how's th is  for a quote: "Belief beyond reaIism"?//Some of
the verbs in the dictionary you c ite  have a problem, mainly because of the English  
language. ./  vNo verbs have one word in f in it iv e  forms in English. (An in f in it iv e  
form would be "to go" or "to do"). Therefore "gleek" should be "to gleek" and so on. 
Now if  you are speaking some other language, i t  may becorrect . English Is one of the 
few Indo-European languages with a two word in f in it iv e  form, instead of one. For 
example, " f in ir"  in French is to f in is h , "beginnen" in German is to begin, and'traba- 
ja r"  in Spanish is to work. The root is  a l l  but the last two letters  in th is  case.

PETER DA Si_VA: Re yr Yiam area: f i r s t  you say the waives tax the t a i l s  off 
the humans and then you say the humans don't have f a i l s .  Have you ever thought that 
the taxation may be why they don't? I'd outlaw economic Taoists If  I were you. (I 
did in my Ylam area, which ! sent to Ellwood through the -mail, because of its  
length.) By the way, do you need any a l l i e s ?  (I am trying to get Washington and 
Id a h o .. . ,)

To All Who Think Americans are Gun Freaks And Violence Mongers (mostly directed 
towards B r it ish  A&Eers but to others who think the same): the reason Americans have
guns is :  I

1) Tradition (yes, i t  is  a tradition)
2) Hunting (that's  a tradition too)
3) SEcurity (some feel more secure with them around)
4) Self defense (could go under security)
In some places In the US (h e ll ,  anywhere for that matter, like P iccad il ly
Square in B r ita in ) ,  i t  is  very hazardous to your health and pockptbook to 

to leave home without something to defend yourself. If guns were i l le g a l ,  you would 
have l i t t l e  protection as criminals (or anyone e lse) could s t i l l  get guns. Just 
because something is I llegal does not make i t  unavailable. (Just look at the under­
world drug t r a f f i c . )  Therefore i would ralher have a legal mode of defense available



revert to • i Hegai methorts (but I WOULD j f  j had to ) .  L guess th is  makes me a 
yioIeiHcefreak and a gun-toi ing csychopath (not very surprising you recognized th is  
fa c t) ,  but, my opinions Ere unchanged by people who preach on subjects of v/hich they 
know 1i t t ie .  .

i would like to knov/ where some of you got your information (th is  Is mainly 
directed towards Americans) C'P:.the Constitution right to bear arms not ex isting . If  
not, v/hat doss the Second Amendment mean? I guess th is  so-t of argument Is inconclu­
sive, for. one -of the reasons the US rebelied against Great B rita in  was the right to 
■beatj arms • ,

Now that tha+-s out of my sysleii , I w i I try  to Iceep my comments c lo ser  to role­
playing. Tnis whole argumsht seemed to have arisen from the equipment the US players 
have in the FBZ. (No,, i , am not against the PBZ by, any means.) Do I detect a note of 
Jealousy perhaps? 9n to other comments. . . .
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y ! EE (•aD’.D; My cbndoiencos about your mother. Hope she gets better.//Grr, I . 
didn't make i t  for ICD or lOI; v/el!, at least 102.. . .//Otyugh Obituary didn’ t  make i t  
on Bacovor? I would think an Otyugh would look nice th e re . . . .//Lutte? et Sorties  
looks remarkably like English, especia lly  so rt ie s .  Could luttes (which I presume 
means Alarums) be raidted.to the musical instrument called the lute?//By the way is  
Alatutris. proriouncsd ’’A-1arms" or "A--!ar~ums"?//A very good issue Indeed.

‘6aS5Y GYGAX (wiiat a comment, to EG i n A&E? Blasphemy!) You seem to have changed 
your'views somewhci! from when you wrol'e that le+ter for Ao<E i f 2 .

: GEOFFREY HAl.SEY: Wnat? More TFT modi f icatiohs? B ravo !// l’ d ca ll  Imagination
.something elsey i ike insight or- Mag! cai -irttultion or Force of Will or ‘̂ ')iS’meihIng> ju st  
VO• 2'’'o 1 d• pT z ' r H "S'C : r •'T'..•.* there ’ s a ch a ra c te - is t ic .  Something. Just what Is I t  now 
that-'!’ VC comô ûf) with ' > \ )  , ■

• STEVE QiCHAM; ! ,But of coui'se the Siiuron Won scenario is popular for a Middle 
Earth'setting . After a I i , 'when i read he was defeared, I was depressed for months. 
Sauron was the good- guy, Gandalf was about as v i le  as you can get. (I feel the same 
way about Santa Glaus; th is  is  being written 12-22-83, Merry Christmas.. I mean, 
anyone who jassopiates :wl+h e l v e s , . . . )

STEYE J CM ES: It would appear your zine is bac.kwards, at least in my copy.//Good
stuff cr, RC, even though i i-.a-i'e no rod I use tor the Giorantiia-type cu lt  writeups.
Keep i t  up. ...............

JAMESjROCbRT:;!rOops, sorry I found the answer about ig. Otherwise, RAEBNC.
IlÔ ARD,'r-WHLEC:/ ' .Yo'jr sy death by old age is interesting but does not

take into accoun-f y‘''h6 phys degradation i t s e l f ,  only If s resu lts .
h, ;DAV£ NALi-E: r -re "a lone voice '; i t  sounds as ! f you ju st  saw Creepshow before 

starting your zine. - ; ■ :
. MICHAEL A., -JOHNSON:. "The e ffect o-' the gravity of the Moon on a b u llet fired  

on Earth’’? ' A re 'you :sui;e? Wheel ' ; . .
ROBERT LOUTF-ENHl'SERa How do you spell your name. (When you vi sited you said ; 

that Lee got I t  r ight-;i n :t(̂9<3 but the top of your zine end the ToC have d ifferent  
spol'jings.) Better sand hi le tte r  ( less chance of a mi stake) .//Monster Squash and Mae 
Squash seem sim ila r  to Ogre Squash (presented Tn an isisue of The Space Gamer awhile
bcok-3 . • ■ , : , ■ j;: : - . ■

, 'N!ALl', C, Si-IAPERO: Gosh, and I had heard Chaos i urn was the good guys in gaming.
//Did you offset your z!:ie? The paps.-n>'.d i f ferent, the print is  d ifferent, i t ' s '  
easier  to r'ead and ! didn’ t  see any typos! //Good stuff on OS. ! might g etlt  yet.



SCOT FRITZ and MARTIN WIXTED: Interesting concept for roundless combat, but a
few of your weapon speeds are out of synch. A f i s t  does not take 2 seconds to h it  
someone. (Ask anyone who has ever been in a f ig h t .)  More like I second at most, and
3+ PER second is  feasib le  (though two a second is  more common for a f ig h t) .  You
attack someone, only punching once every two seconds, and they’ ll  walk a l l  over you, 
unless you are also kicking or something e lse  as well. Kicking takes maybe 1.5 sec 
at most, and I per second is more r e a l i s t ic .  Maybe'you two should spar to find out. 
how i t  REALLY is .  (Perhaps with Improvised football gear to protect from In juries  
and without intent to do more than str'ike; no intent of maiming the other person). 
Also A glIity  and Dexterity DO modify the speed of an act'on.//The other weapon speeds 
look okay; I t ’s ju s t  the unarmed combat speeds I object to .// I  do like the basic
system though. ( I ’ M convert i t  to C&S one of these days.) Good job.

KARL SEVEN S, JONATHAN WCOLlEY; Fate-Ro!e looks unusual but the concept Is not 
new. In fact , i t  is so old i t  !s new (not so many remember that long). I t  looks 
like an adaptation of the combination Children’s Story and Role Playing Game which I 
believe was popular in years past. It looks good and couid be. used as a learning tool 
or a psychotherapeutic tool. It  wouid make a h it  as a family game, simple, thought- 
provoking, no thick rulebook to read, no real mechanics, can teach children that l i fe  
is not without fa i lu re ,  e t c . ) .  '

MATTHEW F. PORTER: Damn i t ,  you’ re trying to take my f i r e  from me before I
send it  in to A&E! For the past few months, ! have been trying to formulate a ration­
ale for character c iasses and advancement in more than one s k i l l  at a time. F i r s t
ELLWOOD with h is  S k i l l s  of a Higher Order b it and now you. I can see how the mind-
I ink was developed between me and El I wood (lie i ives in Vancouver, BC and I l ive not 
fa.p away in Seatt le . No, I have never met liirn bui I was in Vancouver for V-Con 9 a 
few years back; perhaps i t  was formulated then), but I don’t  know how we shanghaied
you Into the network! Oh wel l ,  I can use someone back east....When I do my version.
I ’ ll have to be more vehement and more detailed than e ither of you!

.Re character X: that was a rather gross example (and not very accurate at that)
but',youhit the nait on the head in the concept, (i s t i l l  think a mind l ink is , 
invo1ved.) . //Don't you iike-complex rules? Gee and me who actually  enjoy reading 
fine print and pompl ex ru l es . .  .Of course I ’m a (egad!) ruled tinkerer (h e re t ic ! ) 
among other things.//There is some fict iona l l iterature  that has to do with dehumani- 

people who own powerful devices. Look at E l r i c ,  part icu larly  in STORM- 
BRiWGER-, when he kl I I s h i s wife (a mercy k i l l i n g  supposedly), his best friend Moon- 
glum (well ,  not rea l ly ;  things sort of got out of hand In more ways thah o n e . . . / a n d  
gets dusted by his own sword at the end of Time. . . .

DAVID FLIN: When’s your next mastodon hunt?//Mammoths and Mastodons, (the new
RPG by TSR: the Lame Lizards with players playing perplexed preh istoric  pachyderms
pondering the precarious survival probabi l i t ies  a fte r  the passing away of the plush 
plants) are two d ifferent prehistoric  ancestors of the modern elephant. My own 
bloodshot in st incts  t e l l  me that out of each type came the two modern types (the 
African and the Indian Elephant; the African one has bigger ears and a f la t te r  head) 
but t  have no proof to support t h i s ,  so take i t  or leave I t .

HANK GRIFFIN: I am now convinced I ’m the center of aimind l ink (re ct to PORTER)
because you too plan on doing an a r t i c l e  on lock-picking. Well, th a t ’ s four in the 
l ink (me as central control of course). Let's see if  we can expand more In the mid­
west and the west coast, i ’ ll try  to get EI I wood to push into Alberta and the North­
west T e rr ito r ies  sometime.. . . / / I ’ ve never even heard of Janet Morris, (I'm into Black 
Sabbath and other relig ious music myself. . . . )//The Danaan are interesting, A very 
good job. I ’ ll do something simi lar  for Elves in my C&S campaign soon, //You’ re not 
the only One who doesn’ t  care for the Specles/Races mixup, but i t  sure is sad almost 
a i l  have foliov^ed th is  trend. FE| Bonewitz c r i t i c i ze d  TSR and others for t h i s  (in 
AUTHENTIC THAUMATURGY by Chaosluiji, now out of print unfortunately) a long time ago.



but [t-seems to have had few results.//Weloot,e to A&E (my f i r s t  welcome), even though 
I ’m a rookie mysel f . //Keep it  up.

MARTihii V|((/<TEp (re c.̂  fo you and FR1TZ)>: Aha, your table ■ Is more p lau sib le .' ' 
(S'tl 11 a b'jt’:̂ j<bw flinch]ng. ;//Huh, interesting to note that'several pel6ple ate 
saylhgttnat tbetr magtb system is not an embellishment of Scot F r i t z ’ s . I guess the

systems,a re ^catching on la te ly . (! ’ I I s t ic k  to C&S magick.)
; V' , ...PETER CliARKE,?;. Interesting "Sect ion tin the German law system. . T '

AEASDAIR MCINTOSH: My p̂UFCS  ̂ wereOragon #29 for some supplementary material
but prifnari ly Omni magazine (! believe. Ju ly , I9 8 i) . ./ -

sA&E"‘ iOF' (It' .arrived today! ' l2-ZZ §5) r ;
fET.ER DAi-Sj:LVA (cover): r i ' .l'l ts t  saw the, cover,. I thought It  had looked ,.,

! iKe something you had drawn. ' (Y6ti s^ht me tv/o drawings with wbifjings with, the .
I.) nycu''1 ê'a g^bd ■artfst. 'Keep it  up. . - .. , ItrejSu 11s: of my f i rs t  P.BM turn.

U I • ' *l V* ' • -'-if' s’ • t  ■ 1 I?̂ V I C
Tales from the Leather Klun?! Sfbunds I i,ke something o;ut .of .a song

LEE GOLD: Re Pain system: what-do you t^rnk Lo.utzenhlser’ s system In #9Q and 
(Î IOO was?//FI ref IY Appreci ation? J Weird! Is that a partrof; Japanese'gu I ture? Sounds 
lik e  they look.for a rt in everything (something ;We-may/WeI I learn from ).//Re'ct to 
SHAPERO:' ■ nope, d i f fe r i ng languages canwciPik'if the-upper edStes know the ,d I a le c ts 'o f  
the ir''M htb rlo fs’’ and 'with th e ir  (impl,led) ,su^rlorrf;bdocation, learning them might' 
not be di ff  ic u lt  (taugh|f,^'n school at an ear I y'j age'-'.when learning Is by f^r e a s ie r ) ./ /  
By the time you get tp .tfe end,of .the year In. youn-HerbalTsm a rt lG le ,'‘you''Wl I i"have 
to devote'fhb "entire two pages to ’’See. previous rront+vd’*''©6'nit would!"dppea’ifr'-''' '
.; r̂̂ ’ick LARTER:  ̂ ’

by .Judasj Pn lest. (Yes, friends, more r~ei igfdus music. ) ......................
•JOHN'l. T. PAITERSON.: re c t  1o LEE: I ’ ve heard of Altered Image's b'dt aren't,

they Naw Wave, arid̂  not pop? I ask because I ’ve heardthem once and it  sounded l ike' Naw 
Wavei ' (H Ih t:'' I db NOT like  new wave in any wav-.! ! might be, as you B rits  sav. 
a ‘ "mata'lhead.'^) ' . , ' ' • , -;t :: tnr

JOHN; SAP!ENZA: Thanx.//if the former expert you're talk ing  about is  G ille sp ie ,
he’ s back. His a r t ic le  in #59 about berserks ' .ispfred me to write my own. (That was 
the f i r s t  issue of A&E I read. There is a story rha+ goes with th^t, and I suspect 
theodds were-i.long ^against me buying-that ccsjy'or ASE. ; i ’m glad ! bought'it, though.) 
//You ’ (remoptlY right about taking tliam but of the go! d mine but'youigotta get ’em out 
of the plantinum shaft f i r s t .  '■ ' ■ .

PETER DA SiLVA: Ehes, aye undershtant CP20 (opps, xats ruslon, mak xat SR20).
/ / Is  SR20 a joke on Ragnar. Fyr.i who Aised to ,wrlte .-for A&E In SRI and 2? Others have 
joked'abodt i t .  - " ‘ '

CHRIS HEIN & JENNY MURRAY; Looks I ike name swapping to me,//Far out! Someone 
f in a lly  remembered basket wea'/ing’ But a la s , you forgot D ile ttante . (In Peter da 
S ilv a 's  PBM (which uses "rea!" sta ts and s k i l l s ) ,  ! have received the s k i l l  "D ile t­
tante ." This seems to mean someone who dabbles in the sub ject— shown by my several 
languages, very sketchy in a few, almost bare minimal expertise In onei)//Also in the 
sk il l ,  "Cardplaying," wel !, at least someone Is trying to show a difference between 
dice and card games, but Poker and Blackjack are very d ifferen t games. (I cannot 
play Poker well at a ll  but B lack jack .Is  easy; you ju st  remember what cards have been 
played and weigh the odds—easy for me, not so for o th e rs .)/ / Lockpicking Is also an 
area In which not enough had been done (?) for game mechanics; see Otyuqh Obituary 
#3.//(3ood zine!

CHRIS MURRAY: Back to normal names I suppose.//! too disagree aboutthe Drugs
and Berserkers b it , but i t  could work. (Fly  Agaric, according to LICIT AND ILLICIT  
DRUGS Is not -t-ypical as far as hallucinogens go.)//You don’ t  have a H itPo Int-less  
system. Calling  HP "Wounds" doesn’t  change what they are: a measure of damage



^  effects  on the body (of whatever you’ re damaging). A simple system 
I Ike the one you propose is  good for computer games l ike Zork.//Mo need to be chickea  
LfeIhg common sense would be okay for a game. (I use C&S ranges, but then 1 play C&S.)

Rolegaming as a descriptive name: th is  wotd seems to have
I ready caught on In a few places. But the popularity of names goes In cyc le s . About 

a year a fte r I had started RPGs, I started reading gaming m agazlLs. The popular
" ' r  ' followed by FRP and RPG. Later FRPG dropped out of th ^ sp o tllg h t

I?  s e e l  ô RP̂ G appeared to be preferred. But In the la st y ^ F  ^ S o ?
g RPG, FRPG, FRP in my area, with FRPG coming back from oblivion (read 

non-usage) to second place In the current tobrevlatlon R a^ . I f s  a l  I e c S e  of^wln 
place and show. (I dunno know what we're gonna do with a t i m  foorth one) //The
v"^“rs S '  S  Egbert S e a  fewwith the emotional problems arid mistortunes of others being .exploited bv the Moral M ajority. Not very moral of them, is It?  -exp^giTea oy

It i  Jhl+^T  '■® go through the stomach; But that takes al l the fun out'df
h;,c+ are you, a p a c if is t  or some other obvious pervert?! Sigh, I guess there 
lonl^ crowd.//A reason .huiDans are so tough is  that man L s  a psycho-
the fow th^+’ n out of (perceived) necessity . Man is one^of
I n ? /  •̂ ^®'*e's an old adage that "Man is the only v io lent animal "-the
only one that attacks for no real reason. A few others do f i t  th is  defin ition* '
1̂  you mention, there s the wolverine. (As for meanness, i t ' s  a defin ite  excebtiCn 
Wolverines have been known to k i l l  for the fun of It  much like  hum ans/therhavI a?;o  
??  ? g H zzly  bears, which are 1400 lbs of liv ing  hate ) I ’ d sav

your exu^pleb were very lucky, but your poln; w^lt ! a k i "
th e ir  D r e / l / t l l  Inr^h°I u psychological. Animals give up If
+hd.v/  ̂ ^  trouble. Humans want th e ir  hunts to be challenqinq- otherwise
a bear ^ c h a L  aga™ ?
qu?cki; m  Is  f ?  ' V  +animalL') Proportionately stronger and will  outlast you, a s w i l l  most wild

oil/" s|l;ks>ri|vI1"lbapp"|;i;rXs:iclSl oi?/'wlrill muM'lIrroIrla/’’'
l lk e irg e t  th is  I S " b e l S l i  “ ' l l  not

>C»C»0>C)>J>0>0>0>0>C>5>0>0>0>C>>P>0><»0>C>0>0>0>0>0>0>0>0><5>V>C.>C»0>0>0>0>0X0>0>0>C»0

S^IEWZ/l and crowd w i l l  be h o s tin g  th e  apa p a r ty  a t  Worldcon. (Day no t y e t known.) 
hp. w i l l  be moving to  th e  con h o te l  as o f Wednesday ( f o r  t h e ' S idneyland o u tin g ) .

T J is  i s  o f  c o u rse .su b je d t to  change w ithou t n o t ic e ,  depending on a i r l i n e  disc/JuhtW |
e t c . - . . . - , j 1’.
, Ian  G. B atten  o f 12/8? Maple Bank,; Church Road, B irninghan B15 3TF, ’'Engiah'd' 

expects to  be to u r in g  th e  US by b u s , t ra in .,  and such in  th e  suinner. He w i l l  ia rriv e
^ New. York, th en  head w estw ard, hoping to  a r r iv e  in  M  by

th e  beg inn ing  o f August.. . ( l  presume h e ’l l  t r y  to  ta k e  in  W orldcon.) Any A&Eers ' '  ̂
. ^ t e r e s t i n g  in  h o s tin g  .a,. T ra v e llin g  J ia n t  and l iv in g  along th e  l in e s  o f  New York to  
E g rtla n d , Oregon, to.. Los ^ingeles; and th en  back again  tcHfew York should  drop Ian  a l in e ,  
(An, app; l e t t e r  ̂  on ly  c o s ta  ,30̂ 1; a t  your -Local p o s t  o f f i c e . )  W e're d e f in i te ly  lookinp- 
forw ard to  see ing  Ia n . (So i s  our sp,are bedroom ,'w hich i s  u su a lly  a v a ila b le  to  
to u r in g  A8cEers o f  reaso n ab le  a lig n m en t.)



CAPTAIN PATIO BLOCKS VS THE PLEXUS RANGERS -
(c) 1984 by William P ix ley , Elgenmass Hall #390, Bloomington, IND.

U n v e r ls trto  economy, I've  gone back to school at Indiana
S  b u s fth a t  I The frt:s.t semester has been
wohH L  a fb ad  ^  !  able to write my zine until now. Hopefully next semester 

2nd I can contribute on a more regular b asis .

COMMENTS #98. ' v r-.

the'ermsh^a^^^^ (sp e c if ic a lly  a Lee Enfie ld  no 4, Mark I) use .303 ammo, which
made for t h e  + a late as the 50s. Large amounts were
today^J bound to s t i l l  be on the market

read on^+he'’T ' ^  zfp guns was partiaI ly taken from some books I ’ ve
2  Ich^denenHi®'''^ and^part I a I I y made up for conven I encev because zip-guns can vary 
the bfi<5+ ere "f makes them and the equi pment and materia I s used. Some of
^ e  best are as ^ o d  as factory-made guns, while others are so bad you couldn't pay

% l r r s ? " ® ' ^  "T campaign lo'^aL

COMMENTS #99

ROBERTSON: TrI Tac Inc's address Is PO Box 61, Madison Hts, Ml 48071.
MORE AFTERÎ ATH STUFF

excent?oL?Iv"’I  sp ecia ls for Aftermath is  the Giant Amazons. They are large,
them^ ^   ̂ lad ies; so far no character has been foolish  enough to attack ^

Right before the war, the major powers were experimenting with a variety  of 
ways of replacing ordinary so ld ie rs  with some sort of better than normal .
An Imatrons were developed but at $500,000 (1983 d o lla rs) a piece, they were too

become common replacements for ordinary human so ld ie rs . One a lternative  
open to the p re-rum  government, esp ec ia lly  a fte r  the development of Memory RNA drugs, 
was creating geneti ca 11 y-a I td'red human or humanoid clone sol d ie r s . The Giant ^
Amazon s were one of the . types being worked on at the time of the ruin, 
nf adverse pub I Ic lty  that might a r ise  If  the public became aware
of such experiments, a ll  such experiments were highly secre t, so secret that a sur- 
+hl number of secret labs escaped destruction during the ruin. In the case of 
the blant Amazons, an Improved human clone was force-grown to maturity (about 20 
years of age) within a year, exposed to a constant Influx of Memory RNa drugs. This
unSnwi'"!hv''+!^ f f  ^n+®"sive tra in in g -re su lte d  In the Giant Amazons. It  Is 

L  T  selected for th is  experiment but the resu lts  were so
promising that a few were used before the ruin as special agents. •• ' T

The Giant Amazons currently found in the world are e ith e r some of these surviv- '
recently created in one of thesurviving genetic re­

look in n  takenover-their b irth -labs and may be out In the world
hM^ supplies to grow even more Amazons - or looking for sc ie n t is ts  to shang­
hai into working for them In the Iab (s). . ^

Giant Amazons are 7'2" ta I I , /wel̂ gh about 32Q'lbs, have red h a ir , green 
a l?tv   ̂ handsome way. Despite being clones, th e ir  person-
+hi!^ 'y the o lder, more worldly ones. To stereotype them,

boisterous individuals who like  to c a ll  normal sized men 
+Inn a re q u ie t , re t ir in g  Ind ividuals, heavily Into Zen and medita-
IndUldM^l hnl ' f  general and never completely applicable to any one
Individual, but I t  does give you a starting  pI ace.'for the I r  personality .



Physical C h a ra c te r is t is s ; WT 50, WL 50, STR 55, DFT 40, SPD 40, HLH 60
Other physical ch a ra c te ris tic s  are figured from these in the usual manner, except
Shock factor should be 20 + Healing Rate instead of v/hat it  is normally.
Charismatic 1-6, Combative 
Mechanical 9 + 1-6, Natural

14+ 1-6,
, 4 + 1-6,

Commun icati ve 
S c ie n t if ic  9

■8, Aesthetic 1-8, 
1- 6 .

SKILLS . ■ :
All Combat S k i l l s ,  HTH, a ll  Muse I e-Pov/ered , M issile  Vi/eapons s k i l l s ,  a lT  Small Arms'-'' 
s k i l l s ,  and a ll  Support Weapons S k i l ls  at BCS of 15 + 1-8, with additional +3 to her 
BCS with three of these weapons (the ones she prim arily uses). Other s k i l l s  each 
Amazon has are Survival (both urban and ru ra l) . Tracking (hoth urban and ru ra l) .  
Search (urban and ru ra l) . Stealth (urban and ru ra l) , Interro.gation,' T a ctic s , Auto- 
mobi le Driving, Heavy Equipment Driving, Motorcycle Driving, Powerboat P ilo t , Tegh- 
nology Use, Aerial Recon Interpreration. Defusing Explosives, Demolitions, Machining,, 
Firearms Repa i r , (liodern and f’r im it iv e ) . Automobile Mechanic, Operational Command, 
Radio Communications, Chemistry, Lab Technique, Simple Explosives, Weaponsmithing,
ECM Operation, High Technology Use, end P ilo t  e ith e r Rotary l/ing or Fixed t/ing at 
BCS 9 t  1-6; A few of the older Amazpns.have picked up some other s k i l l s ,  but 
Amazons mostly lack many ski l ls basic to normal humans. This'tends to force them 
into trading, usually offering th e ir  sen/ices as warriors with outside communities 
to obtain things they can't make themselves.  ̂ :

OTHER CHARACTERISTICS
1. Due to th e ir  large s ize  and fast metabolism, they require twice the food rations 
of : a" normal human; per day.
2. Gases, poisons and diseases are only half as normally e ffectiv e  against them.
Unfortunately,.medicines are only half as e ffective  on the Amazons as on normal 
humans. ,: : ! . .
3. Giant Amazons favor powerful weaponry; the higher the,.BD(3 of the round the gun
f ir e s ,  the better they like  i t ;  While th e y 'M u se  almost any hand-to-hand weapon,, 
they favor sledgehammers, which they wield one-handed. A few carry a r i f le  that wae 
sp ec ia lly  b u ilt  to arm Amazons: R if le  Action AL, Mag lOrd Box, Dur 4, E n d . 8, '
Cal ibe.r 5̂0 machineguh.' ‘Such a r i f le  has a recoil that only.the strongest normal 
humans can manage to withstand so they can use I t .  '
4. As for armor, while a few special su its  of Heavy Infantry Mark I l l s  were b u ilt
for the Amazons, most wear sp ec ia lly  made Mesh Steel Jackets (LOC 4-12 and 21-28), 
Light Leath'er or P la stic lo th  covera lls fLOC 4-18 and 21-28), and a pair of llgh ti-lea-' 
ther moccasi ns ( LOC i 9-2Q), and.some ki nd of helmet and gorget, usually Steel ior ;LTgbt!, 
Ferrous MetaJ (LOC :l. and 3)!. Due to th e ir  large s iz e , i t  takes three normal locai- ■ R 
tions worth of. armorto. cover two locations on th e ir  bodies, and very few pieces of 
armor made fer normaL-jsIzed people can f i t  them. ’ : .
5. Due to the ad hoc nature of th e ir  genetic structure , the Amazpns are ail-' s t e r i lg .L ,

ODD tHOUGHtis en'sr
Though. I lik e .a  good sword and sorcery rpleplaying.game as much as anyone, non-sword 
and sorjcery games (NSS games) tetid'to be e asie r to run and play in, especial ly for 
beginners. Sword and sorcery fic t io n  is  s t i l l  not widely read. NSS games are easier  
to play in because more people understand more of th e ir  background than of S&S games. 
The average; person is morsi I ikely to have read superhero comics or to have seen sev^ 
era I was,terns, of some'Star'Trek episodes than to have read T o lk ie n ./Even though muth 
of what they have seen or read is probably junk* so is much of S&S f ic t io n . With i- 
more background* people canr.better understand whpt .is going on and need less exp I ana- 
tio n . . i t ' s  har^ to vi sua I ize-an ore or tro ll>  but almost everyone can i hand I e: the- 
concept of - a guns Iinger^or.e+arship. - . ' . ' T _ r
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I've finally written the software to take advantage of my computer's printer, 
wanted to do A&Es like this for over a year now

I've

COMMEJMXS ON A&E 99
PETER DA SILVA: I like the idea of matrixed characteristics.
POW, CTL, etc. aren 't actual characteristics, but labels?

I presume MIN, BOD.

DANIEL JAMES: I didn't know frozen gases were heavier.. perhaps you meant denser. 
Some other small e rro rs , but otherwise a good article.

DANIEL NOLTE: Good analogy between minimaxers (system exploiters) and destructo
hackers. //  AFL is haL a low level language.

STEVE JONES: I like the undead Triceratankf U I too would like to see more Nysalor 
riddles. There are several in Big Rubble.

VEXCH XHE HEHEXIC
- I originally heard of this deity from CARL ADAMEC. Apparently Vetch was pretty 

standard at Cornell D&D games several years ago. This is  my RQ adaptation of the 
concept. -

The original Vetch was out after magic in all its forms. He would grant no 
miracles to his,clerics (that would, after all, be a form of magic), but did allow use of 
one magic item, the Rod of Cancellation. This highly prised item, when used by a Vetch 
cleric, had charges instead of one use. Vetch worshippers would go around destroying 
other magic items, much to the annoyance of party members.

RQ, at least as played in Glorontha, is full of magic. In fact, everyone is capable 
of it. How could Vetch possibly be against the heritage of all man? He couldn't*. In 
fact, he is strongly in favor of it. But to fulfill his heritage, man must be free of 
outside interference. Vetch is against deities. In R03 terms, he would be in favor of 
primitive magic and sorcerors. but against divine magic.

Vhat advantage is there in worshipping a deity who claims that deities shouldn't be 
%yorshipped? Normally, none, other than the resulting freedom. But, if someone is given 
a hard time by another deity (or his representatives). Vetch will lend a hand.

Naturally, none of the other gods understand Vetch. He is considered a tra ito r and 
a heretic. His actual motivation is unclear. He may be vengeful, and be trying to take 
away the gods' worshippers. Ho may be after power, even though he doesn't ask It from 

I hie %<orshlppers; he at least gets the prestige of being worshipped by them.

•  Actually, he could. But RQ combat would be excessively bloody without the Healing 
spell, so I can't see anyone with humanity's Interests at heart banning it. Since DAD 
characters have a pool of HP, they wouldn't die as quickly without healing.

COM M ENXS ON A&E lOO
GEOFFREY HALSEY: An elegant magic system. I wouldn't mind an Imagination (or 
Creativity?) characteristic as long ad It didn't impede my role playing. / /  The last time 
we drove back from a con, HON BOERGER and I thought up the Cult of Food. When you 
became Rune Lord you get to add the prefix "Mac” to yoxir name. ^

STEVE GILHAM: 1 agree 100% about technomagic, and hope my article is  printed before 
yours. / /  Have I said that I like the idea of a story in the SPI Sorem ror world?

FRITZ / WIXTED: Your bow data are wrong. The crossbow was popular because it was 
simple to operate and required less training to become proficient than the English
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lonabow, tho the latter JUUC. have t>een a better weapon

VOOLEY / SEVEN: Interesting

DAVID NALLE: I agree that aaglc ose in FRP is too *tig  ̂ for realism, but you don't 
really offer any solution. After all, i t 's  the easiest way to provide a fantasy 
environment.

ROBERT LAUTZENHISER: Is pain really a function of shock? I had one vfound 1 never 
fe lt.

NIALL SHAPERO: Interesting. And I envy your typesetting facilities.

ALA3DAIR McINTOSH; Like your plants. Some of mine are in A&EIOI.

A H IX -P 01JS IX I.E S S  COM BAX S Y SX E M
Each character has a set number of dice to roll. This has to be tuned for species, 

but le t 's  try  humans at 3d4. Attack damage is rolled as It now is , then the defender 
rolls his dice. If the attacker's damage total Is greater, the defender Is Wounded. He 
rolls one less die the next time. A Critical hit by the attacker forces him to roll one 
less die.

The number of dice determine the number of wound levels. This set of numbers 
produces Light, Moderate, and Severe wounds, before the final level. Depending on your 
taste, this can be Death, or Incapacitation. If the la ter, a CON save can determine if 
i t 's  truly Death. '

An slightly more complicated option provides for Flesh Wounds. If the attacker's 
total exactly equals the defender's, the defender loses one jsirc of die. Thus, if the - 
attacker's Bladesharped sword does 9, and the defender rolls 9 on 3d4, ho will have to 
roll ZfSi*d3 the next time. He does not yet suffer any ill effects of a Light Wound.

The best number of dice probably depend on the game being played. The numbers 
above actually sound best for something like D&D, where armour reduces hit probability. 
In a game like RQ, where armour reduces damage, you might have to use 3d3.

This system would allow wounds to be located. If a Wound occurs, roll on the hit 
location chart. I 'd  say that Flesh Wounds don't all have to be to the same place to have 
an effect. ■

The actual ill effects of the Wound levels is left up to the GM. A progressive loss 
of abilities (-10%/-25%/-50%) seems the best approach, though you need to decide 
whether this is an additive or multiplicative lose. <In the former, a 50% skill goes to 
40%/Z5%/0%, in the la tte r, to 45%/37%/25%.) '

Another hit location option would be to match the damage done vs the hit points of 
an area. An unwounded area would have the 3d3 of wound resistance. This actually 
wouldn't have any more bookkeeping, since all you'd need to know would be which areas 
were wounded. With this option, however, you'd need to have several Light Wounds 
equalling a Moderate, and several Moderate Wounds equalling a Serious Wound, for the 
purpose of seeing if the character could keep fighting at all. You'd probably want to - 
add a method for doing more than a Light Wound at a time. Perhaps Special hits would 
have to exceed wound resistance normally, but if they do, deal two wound levels.
Criticals could do 3 wound levels (i.e . a Serious Wound) if they overcome resistance, or 
they might get to roll twice normal damage to do 2 wound levels.

'RQ healing still works with this system. Each 2 points of heal will cure a wound 
(recovering a dice), while each single point recovers Flesh Wounds. Thus, if somebody 
has been hit for a Light Wound and a Flesh Wound, he would be at d3+dZ. A Heal 2 
would bring him back to 2d3-»̂ d2, while a Heal 3 back to the normal 3d3. This maintains 
the notion that a Heal 6 is needed for a maximally damaged limb, and suggests that a 
Serious Wound be treated like severing/maiming.

A STORY
I decided that an encounter with a story-teller would be interesting But to role
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play this properly, I had to have a story that tit into ay campaign, 
following, stealing as many ideas as 2 could think of.

So I wrote the

"How Enchanted River became magical, ” as told by Achan of the Rising Moon clan.

As are all stories, this is  a love story. A young magician named Aered was in love 
with Chedisha of the aaher hair. As she was the most beautiful girl in what today is 
called Enchanted River, but in those days was Sharpwold, he was not alone. Aered used 
all the magical a rts  he knew to try  to win her, but with all the men of Sharpwold 
available to her. she needed choose none.

As was common in those days, creatures of chaos stalked the land. Aered and the 
others went out to protect their home. They had no trouble following the tra il of 
withered vegetation. Many died in their haste to strike a heroic blow that would kill 
the beast and become a story to iapress Chedisha. But Aered distracted the creature 
with his spells, allowing it to be killed. Triumphant, they returned to Sharpwold.

But while they wore gone, tragedy had struck. Chedisha had drowned. When the 
period of mourning was over, the men found other girls to woo. But Aered was In love.

For thirteen days he ran without ceasing, until he came to where the Crone of 
Death lived. He dove through the earth, and reached her abode. Blindfolding himself 
lest he be driven mad by what he saw there , he snuck inside. Detecting Chedisha by 
the brightness of her sp irit, he took hold of her and started to flee. But Siaga was 
angered, and gave chase. Finally, after exhausting all his magic, Aered escaped the 
land of the dead. But Siaga had told him that once he had restored the spirit to its 
body, he would never again see the moon rise . Aered realized this meant he would die, 
but he was still in love.

He sped back to the river, and, by questioning the fish, found Chedisha's body.
He tried to swim with her to the surface, but could not. Finally he saw that the river 
had hold of her. He struggled with the river, but all his spells were dampened. He 
tried to bargain, but the river was adamant. Chedisha had given herself to the river, 
and the river would not allow her to leave its  waters

Aered could hardly restore Chedisha's life under these conditions; she would only 
drown again. Aered took one last breath of a ir , gathered his magical powers like a 
cloak, and swam back down. He spread his cloak of magic over Chedisha, and taking 
her shining sp irit, reunited it with her lovely body.

Then, still cloaking her from the river, he attacked it again. Realizing he could 
never break its  grip on his love, he instead went after its  essence. His magic 
permeated the river, and changed its nature. The two could now breathe it.

Having done all he could for Chedisha. Aered turned to leave. All his magic was 
now woven into the river, and he would undoubtedly drown as he left. Just as Siaga had 
said. But a touch stopped him. He looked back to face Chedisha. who smiled at him for 
the first time. "Of all the men of Sharpwold, only you cared enough to save me. Do 
not leave." '

They lived together until they died of old age. But, looking up through the rushing 
waters of Enchanted River, Aered never did see the moon rise  again.

D E A T H  IN  R U N E Q U E SX
I hate to kill characters, so I came u p  with a way to determine if somebody with 

negative hit points can be saved. The individual rolls his CON against the number of hit 
points exceeded plus the number of melee rounds it took for someone to come by and heal 
him*. This means someone who's at -1 has a good chance of surviving If someone heals 
him within a few rounds.

Generally I say that the first heal of such a character merely keeps him from 
dying, and additional healing is needed to make him conscious.

D E S IG N IN G  S C E N A R IO S
OK, just how does one? I doubt I do it the same each time, but I think I do follow 

some sort of pattern. A scenario begins either with a reason or with an image.
One important part of an adventure is the reason for going on it. You have to
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motivate the PCs to follow the path you have planned. I've been having problems with’ 
this recently, since good deeds apparently aren 't enough. It usually takes a promise of 
cash. But this doesn't give a reason for adventure, because now you need a reason why 
somebody is willing to pay the adventurers, or else a reason a treasure hasn't been 
claimed already. Once i  think of something somebody wants done, I usually have enough 
for ah  evening's play. Everything else is just details.

Another way 1 design adventures is by image. For some reason, the picture of a 
dragon waking u p and shaking a hillside off his hack appealed to me. 1 had to pot this 
in a scenario. Now 1 worked backwards to find a reason the PCs would go to that hill, 
and forwards to see vdiat it  was the dragcm wanted from the characters.

I  guess the third tool for scenario design is logic, or perhaps I should call it 
common sense. If there 's  a hill with a dragon under i t .  I t 's  quite likely dragonewts 
would consider it holy. Underground places are inhabited by trolls.

The main thing is to come up with as interesting a scenario as possible while using 
a minimum of imagination. This m y  sound heretical, hot unfortunately imagination is  a 
scarce good. The more the better, but if people are expecting you to run a campaign 
every weekend, you may need something when imagination fails. 1 find that a good 
campaign background can help, since the more detailed the background the more likely it 
is  that situations suggest themselves (for example, different groups in conflict), and 
there tend to be fewer holes in the logic. So much of my design time is spent on 
background. (Maybe, since many of my ideas come in the shower. 1 should instead take 
more showers.)

Since imagination Is so ra re , I hate to waste it when I do have it ,  so I write down 
any idea I have that relates to role playing. Every now and then I review these pages, 
especially when 1 need to design a scenario.

Another technique, one I haven't used in a while, is to have a goal for the 
scenario. This has nothing to do with what goes on in the adventure, except that it will 
attain this goal. Some goals have been to introduce players to a geographical area , to 
tell a pun, or even to keep one of my players happy by having more hack and slash. I 
hope to use more philosophical or ethical goals in the future.

Something I mentioned earlier, designing backwards, I've never used in its 
entirety. It would be interesting to design a scenario from the end goal back to the 
beginning.

FA M O U S WORDS D E P X
Grateful NPC: "You Just saved my life! Here, have my life savings!"

RAlStDOM T H O U G H T S
Woulct immortals be immoral? After all, they'd have no threats of afterlife to keep 

them in line.
What would their creation myth be like? Without the obvious beginning and end of 

mortals, would they necessarily design their universe to begin and end?

While some people think there should be a rule for everything (AO&D), others think 
there should be a limited set of rules of general application (RQJ. In any given situation, 
the GM would apply the appropriate rule, perhaps adjudicating, or expanding on it to a 
small degree. It struck me that our hobby literature is quite different from that of the 
computer hobby. While there are articles which present new programming languages 
(often for a specialixed use), most people use general-purpose languages. Many of the 
articles tell how to apply a general-purpose language to a specific problem. How come 
there are so few articles telling how general-purpose rules can be applied to different 
gaming situations?

Printed on an IDS Microprlsm 480 in 10-pitch proportional using software written in C 
by David Dunham and adapted from Softw are Toole In Pascal by Kernighan and 
Plauger.
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Introduction: I am an 18-year-old high school sen ior. I've been wargaming for seven
years,^D&Ding for ^our, roie'playing foh about two years. I run episodic CpC, RQ, and 
James Bond. I'm starting  a YRS campaign. I prefer a sto rytelIing/ro lep lay ing  s ty le ,  
although my players seem to tend towards the opposite.

COMMENTS A3.E #98 ,

ELLIS SIMPSON: I am involved with Wfoll miniatures on a hnan-to-rnart sca le . The
rules Used, FOLLOW ME'!, while oTigina I ly .developed for wargaraihg, ahe used for 
pseudo-FRP. Most'games I've seen at opnlven'l-ions give each player one figure, and the 
pIayers naturaI Iy assume a rolegaming s ty le . .

There are lim itations. There is  no method for character advancement, and char­
acters arfe^Tareiy continued. This is  p a rt ia lly  due to the low survival rate .

T th lh fP the  largest, barriers to recent h isto rica l roleplaying are the lethal 
poweror guris and the d istaste  for Nazis, crim inals and te r ro r is t s .  We have enough 
probleths roleplaying knights and wizards, never mind Nazis and te r ro r is t s .

ALISON BROOKS: The Superhero C liches are qreat!//The Middle Earth writeup is
one of the'most 1 nteresti.ng ; in A&E.;

DAVID’JOINER: Created vs Rolled characters: I d is lik e  assigning points. Some
of the most Interesting characters come from unusual combinations of r o l ls .

MARK GALEOTTI: Please out Iine Nazi-domigated world. My players love to be
revolutionaries, and I can 't think of a better government,to overthrow. .

COMMENTS A&E #99

BILL KARIEVA: Social A ctiv ity : W*hi le excessive ta lk in g , e tc . can Impair the '
atmosphere of a game, there is  no reason to forbid so c ia liz in g  during breaks and 
before and a fte r  the game.//Re ct DAVE NALLE: I ‘don't find RQ has excessive paper­
work or dice ro llin g . Most paperwork is done between game sessio ns, and the dice 
ro llin g  can be kept to a minimum. Rolling to hit, damage and location at one time 
speeds combat greatly .

COWNTfi A&E #100
LEE (SOLD: Congratulations and thanks for th is  and every issue.
RANDALL STUKEY: i agree completely with your observation on guns, e tc . In 

CHAMPIONS. Ttjjs was one point in CH that re a lly  annoyed me. then again, superheroes ' 
aren t  supposed to k i l l  v illa in s ,. They're supposed to bring them to ju s t ic e .

GARY GYGAX: I t ' s  amazing the difference between what was in th is  le tte r  and
other early  TSR s tu ff , and the way TSR conducts business.

PETER CLARKE: Thank you for the excel lent essay. ,1 agree, completely with th is
type of information on society .

I ON SKIN SCENARIOS . ; ■ j.
One of the major innovations brought about In the CoC game is the Onion Skin 

scenario. This type of scenario stresses investigative rather than martial a ctio n .,
I have found roleplaying in my campaign vastly  improved when usI,hg ^this type of 
scenario. After being forced into interacting with NPCs to solve the scenarioi, my 
players began to use such actio h 'in  other games. Before playing CoC, they did not 
consider th is  option. ' A

(continued In seven pages— at the end;Of LEAGUES UNLIT & FOUNDERED SHORES)
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UK, with optional extras by DAVID FLiN, 69 Frobisher Rd., B llto n , Rugby, CM22 7HS.
UK; dotypqod by Leo Gold.

GAMESDAY 1983 ' ■ v; .
I expect ovoryone, p a rticu la rly  the co id n ia ls , w ill be bored s t i f f  by,now by 

accounts of Gamesday (the A&E contingent occup.ied a sizab le  proportion of the bar), 
so I ’ ll keep th is  short. V irtu a lly  every UK contributor was there, most of Whom I 
hadn’t  met beroro. I won't give a l i s t  for fear of omissions, but HI! everyone.

, .1. don’ t  consider Gamesday a su itab le  place to try  to play games. The noise
prevents me concentrating, and anyway I . have better things to do (propping the bar 
up, chatting, offering to return the Tager and black currant to the buyer without it s  
g la ss) , but the Chariot Racing atid V ictorian Adventure were said to be f i r s t  rate.
And the Golden Heroes competition run by Dave Smith, Pete Haines and: SImpn Burley '■ 
must haye been .good; they Were Using the namesi of no less than twp of my characters 
(Liberator arid Nemesis). 'They kept claiming i t  was a compliment.
i, Dave FTln arid I also rrianaged to acquire a number of old AiEs at a bargain rate.

I got the ones I didn’ t  have, and Dave— stingy bastard that doesn’ t  have a sub—got 
the rest. We now have abdut nine dupl icate copies from-the 60s. Any offers?

COMMEUTS - DF ' ^ :iT : :
MARK GAl^OTTI;(98): Argh. Beaten, to print. You, sir, are a rotter. The dwarves
designed'by Alison and myself for a society we are creating are creatures of, stone 
with a heart of bloodstone. Otherwise they are Just like yours. *It happens time and 
time again. I come up with a' wonderful, original! idea, and people, beat me into print.
lAR STRAUSS (98): Re yr cts on roleplaying: "For roles to be played, roles must
exist. RQ's cults provide roles....Superheroes games characters are the shallowest 
fof all,; they have only one role between them." RQ cults provide stereotypes to which 
^ 1  members should adhere. Is a stereotype roleplaying? Are the cult limitations not 
inhibiting at times? As for superheroes, would you say that such comics characters 
as,Wolverine, Hulk, Iron Man, Storm (new), Storm (old), Spiderman, Paladin, Deathlok, 
Scarlet Witch, Shang Chi have but one role? In superhero games, generally the fear 
of death by .losing a • fight is greatly reduced so players fear less the consequences 
of roleplaying, which is a great help towards roleplaying. '
JOHN BAI.ffiACH (98); I have a number of old fanzines available for sale (mainly Troll- 
crusher). Interested?//You worked on a bibliographj'" at the time of the Domesday'
Book? I thought I was the oldes':- contributor, having been at Agincourt, but it seems 
you predate me.
HARRY'ROBERTSON (98): Beware the Rugby takeover of i?250. Complete with up-to-date
news on the relief of Mafeking. (He'S ju s t  jealous becausejRugby doesn’t  have a 
"clriemBT'whi leMI Iton-Keynes-centre-of-clvi ! Ization has se v e ra l.— AB)
JOSEPH TELLER (99): On postal games: It is best to have the'world fully created?
Not' to-Tu'dge: city design? Avoid PCs meeting other PCs? Limit turn lengths to five 
pages? Umm, urr, it ain't necessarily so. I started the LotR campaign with the 
amount of detail JHRT gave in the original. City design is done as and when necess­
ary. The plot, the atmosphere, the feel is important. Not fripperies like street 
plans. (The PCs can't tell what was planned beforehand and what was made up on - the 
spur of the moment.) Turn lengths should be as long asthey need to be: artificial
limits don t help. Take the character as far as you can till more orders are needed. 
There is no difficulty with PCs meeting if a) you can expect prompt replies from all 
poncerned (this is VITAL) and b) the PCs are well enough defined you have a fair idea 
what they -tdll do an;y’way. : ■
PAUL'WATERS (99)> You have 10 weapons, 15 if you count the handaXes and knives!;
Urn, how many arms did you say you have? . ,



PETER CLARKE (99): On prophecy: Oh come on, prophecies are weasel-worded and can
mean many things. "If Croesus attacks the Persians, he will destroy a great empire." He did. His own. , . . / ;
lAK ENGLE (99): RAEBNC on aliens.

COMMENTS; -  by AB r

ROBERT LOUTZENHEISER (98): RAEBNC on shock
HARRY ROBERTSON (98): Do I count for the Scottish  takeover In 130? I was at'

un versity  In Edinburgh, born In Scotland, and my grandlnothel- was allegedly born In 
Edinburgh Castle! :■
BILL l^RIEVA (99): If  you FRP only for roleplay and not for so c ia liz in g , why not cut
out tho d istractions, and play one-to-one with the GM or postally? In any case. It  
does not have to be an e ither/or choice. As Lee and I and doubtless others have 
pointed out, any constraints come at the character design stage, since the other PCs 
•j’ju s t  as In the real world w ill be se lective  about th e ir  companions and not take 

along anyone they feerl Is IJkeLy to ttetray them or whatever an tiso cia l behavior you 
feel Is essentia l to your roleplaying experience. Are you to deny th e ir  roleplay? 
What Is  wrong with roleplaying a obbperative person? Incidenta lly , I feel your open­
Ing quotation was lik e ly  to be unnecessar11y offensive or irre levan t, I'm not sure 
wh Ich .//P lease, p lease te l I us ntore about your campaign! :
JENNY HEIN (99): I've  Sat here for some time trying to think of some su itab le  com­
pliment for your Colgar Chronicles and am at a loss. T i l l  recently they hadn't 
p articu la rly  grabbed me but the la st couple were pretty good. I'm not sure why: 
the human Interest (excuse the species Ism!) or something. I'm not su re 'I actually  

Gw^ne, (d idn 't she have ar^ reservations about having broken Linden's engage- 
ment/heart?) But I eagerly await further Installments of her story .
JOSEPH TELLER (99): It  came as a shock to see your l i s t  of place names su itab le  for
a fantasy game. I see nothing unusual about most of them. Damn I t ,  I've  been to 
Berwick, Derby, C irencester, STamford and Whitby; there 's nothing odd abouFi?7y of 
them. This must be cu lture shock!
PAUL WATERS (99): Your sp elling  leaves a l i t t le  to be desired, and I suspect you came
close to having your zlne retyped. Please could you do something about I t ,  as I 
found I t  d if f ic u lt  to read.

THUMP*! ifh a t's  that? Oh look. I t ’ s an A&E 100. Looks like  th is  won't get In t i l l  
issue 103, judging by the number of pages already received and the fact that DF has 
bare y started on the LotR writeup. (I can 't do i t ;  I wasn't Involved In any of I t .  
That's my excuse.)

LEE GOLD: Sonless sea? *Groan*//Keep up the good work on herbs. I've  got-
CuI pepper but'your versloa Is much e asier to use. Thanks.

BACOVER: I'm going to count a half mention for th is  zlne. The fly ing  ship
reminds me of EarendlI and almost everything e lse  doubles (or more) up meaningwise.

LAWRENCE GILLESPIE: Welcome back. I always used to enjoy your z ines. Way
back when you asked If  people would prefer Hervor.'s Saga In modern English or arch aic  
I hereby  ̂ c a st  my vote for modern; T  hate fa lse  archaisms, they are hard to read, ja r  
and I don t  believ^ the sagas were Intended'to sound arcbbId.' Eiut prebse, MORE!

GEOFFREY HALSEY: Your magic system. Is Interesting .!' Idea! Iy''I t:ŵ ^̂
factors for mage specializatIon/experl6nce/amount of mhttet manipulated' without get­
ting more complex. (Impossible? Probably. Specia lization  couTd give'a sImbTe'plus 

specialized  I n--ei ther speM type or stu ff manipulated.^ Experience cbu Id 
add. to the, mage s Imagination or concentratipn. Amount: ¥ .lat?j . One Wltplck:
why Is summoning e asie r than moving? -i ' l : . ...ii r’i] .

, JONATHAN. WOOLLEY: Thanks for the extra cTlches. How a bout "Poor thing! You''
have l if e  so tough!. Having to wear g lassesl"  (Repeat a t  IhtervaIS  to keep Mr.
Misery, Scott Summers, happy.) • ■'



MICHAEL JOHNSON: Not wanting to go to tne bother of sending you a glass of 
Iced water through the post for you to pour over yourse lf, I w ill content myself with 
pouring i t  over Dave FI in who says s im ila r things when I'm beating him in an argu­
ment. Then again, who needs logic; a i l  you have to have is the glass of water! 
(*chuckle*)

ELLIS SIMPSON: I've heard a s lig h t ly  d ifferent version ofthe measurigg-height-
of-tower-with-barometer story which i nc i uded: , . ti© barometer to sti~{ng, lower over 
edge of tower, measure s ir in g  length; compare shadows cast by tower anS barometer 
standing on its  edge; and walk up the s ta ir s  in' the tower measurlhg Off barometer ; . 
heights. , ' c •- '

And f in a lly  Dave's comments on A&E #100. ' ' ' ;
Tbe flying ship reminds Alison of Earendil? Reminds me of Vingilot!,' ; BACOVER:

(funny--^B)
STEVE GiLHAM: . Your discussion of JRRT's vision' of evil was interesting. Much 

of the "mechanical evil" in I^tp was caused by'^aruman rather than Sauron. But since 
Saruman was influenced ,by Sauron,-it .aculd be argUed he' was merely-following in Saur-. 
on's footsteps. Oh the other hand, to-, further validate yo\ir views'^ JRRT presents.- 
Aiilf̂ "'.as ha'M'rth a tendency to this mechanistic nature'with itsinherent problems: "Eru“
is beautiful," she [Yavanna] said; "Now let thy children beware! For there shall. • 
walk a power in the forests x/hose wrath they will arouse at their peril." "Neverthe­
less, they xv̂ ill have need of wood," said Aule, and he went on with 'his smithwork. 
iSilmarillion, p L6.//A1so from Unfinished Tales, we learn that Saruman was the Maia.,i 
chosen by Auli?. . ' • ;

As for the applicability to Sauron Won campaigns, a lot would depend on the 
time elapsed since the victory of Sauron as to how x^idespread the mechanistical evil 
would be. Sauron was not rehoxmed for acting hastily. But from his power base in 
Mordor and spreading outwards likg an ever-growing-cancer upon Middle Earth woxild be 
the-Dark Satanic Mills. It's fortunate I have hot detailed Mordor. yet!

JAMSP ROBERTS: 'riell hath no fury like a woman scorned"? Umm, didn't FFF
betray Delila to the priests of the Evil Temple? You knoxv, for sacrifice? I don't , 
think many men would appreciate being "scorned" in this manner. | '

HANK GRIFFIN: Knights of Ascension. They do have a certain bizarre logic.
Appealing? Well, it depends whether you are p.layer, character, GM or Morgoth. The 
perpetrator was Pete Haines, x/ho is not an A&Eer, but is the cocreator of Golden 
Heroes. Kno-vm to his friends as big and ticklish.

■ , , ^  ‘ • '

The thitobscrews worked! Thus Brooks and Flin Enterprises, are able to present the 
next installment of the Middle Earth campaign x-rriteup. The only problem with torture'' 
as an incentive is that I, iTllison, have to do the typing till Dave's hands heal. " ,

Beneath the eaves of MIrkwood.... , ’N '-
- . '"'̂1 ' ‘ ' . 4 . .  •••

ALFIRIN ' " ■'
Ore a c t iv ity  had been increasing in the southern part o f'th e-fo rest, and a num- 

berof groups were sent out to try  to determine the reason and seek a so lution . ,1 was 
asked to be.,in charge of one of these groups. The other members of my group were:

ELEMENtiRMO: . a competent w arrior, sk ille d  with spear and bow. Though not a 
born w arrior, he has taught himself to be one by nedessity. He tends to be somewhat 
p essim istic . , , •

MELONIL; Not re a lly  old enough for th is  sort of venture in my opinion, she is 
a l i t t le  rash. Naive is  perhaps the best description of her. She has sp e lls  of fa r-  
seeing, being able to project a mental message over many leagues to a sp e c if ic  indl^ 
v id lu a l. None knows if  th is  spell has any re str ic t io n  on range, but i t  is  of such 
obvious use that she was included. She also  has some forestry ski I Is .
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PALLANDO: Like M eionil, Pallando has a tendency to rashness. A sk ille d  swords­
man and mage of no l i t t le  worth, sp ec ia liz in g  in Storm magics, Pallando is  the oldest 
of us a ll but has l i t t le  in the way of sense regarding danger.

From the s ta r t , although we were .travel I Ing in re la t iv e ly  safe country, I 
insisted  on proper d isc ip lin e , with f'teloni I taking point to get her accustomed to her 
ro le . On the second day, we came across the carrion bodies of nine ores and a single  
e lf .  Tracks of-ancther. dozen ores led south. It  was c le a r that the ores must have 
taken at least one prisoner, since a single e lf  could not have s la in  so many ores, 
and v ictorious elves would have tended h is  body.

Pallando was a lI  for chasing a fte r  them, for a ll  the o re s’ two days lead and in 
complete defiance o f , our,misslonv I would have forbidden th is  until Melondil pointed 
out that the tracks led south.which was the dI rection we were going, and Pallando 
suggested that our vengeance need,not take a great deal of time from our mission.
1 allowed myself to be swayed. . We might learn something.

From the evidence before us and our inferences as to eVents, MeldndiI was able 
to cast a spell to locate the prea. They had indeed taken two captives and were 
hastening towards Do I Guldur with them. We followed. '

MELONDIL
Well, we pressed on and we ambushed two ores and a t r o l l ;  we k ille d  the ptes; 

and the t ro ll  couldn't follow us through the trees because A lf lr ln  sa id ’'We couldh,’'t 
takeon a t ro ll , '  but I'd have liked to t ry . Then 1 met Brom, he's a bear, very d^fpr- ' 
mined and frien d ly , and he came with us, though Elent!rmo "was-scared of him and f a j-  
lando made fun of him. I was able to ta lk  to Brom, and we caught up'with, the orc5 
that we had been chasing, and with Brom we ki | I.ed them al l and managed to, release the 
two elves the ores had prisoner. But I was ho rrified  to discover that/fhe ores had 
cut off th e ir  thumbs and f i r s t  fingers. I told the people at home aboiijt these e lves, 
and they said someone would be along to escort them home and that we Were to carry on. 
So we did.

Then we dame to a strange area of the fo rest, a c ir c le  into which no animals 
went, and things Inside were, w e ll, stopped growing almost but were s t i l l  a liv e , and 
i t  was an ieffo ft f^ move c lo se r. Brom le ft  because he d idn't like  the area. I tried  
to find out more by a spell but I d idn't iearn much, ju s t  that there was a lot, of  ̂
strong magic there. 1 wanted to stay and find out more, but A lf ir in  insisted . that | 
simply t e l l  them at home about it  and let them decide what to do about i t  wfiijle we 
Carried on'with-bur task . So 1 did that instead. : i ' . ' j ,
: We came to a clearing  over looking a v a lle y , and there were lets of ores, and
It  would take ages to get round. We got past them but they were chasing us. We
quickly lost them, and then later we met, th is  man. I d idn't know whether to tru st
him or not because he was wearing a helmet that covered h is  face, arid It  was shaped
like  a wolf. But he had k ille d  some ores and Pallando knew him, so i t  was a l l  right.

ELENT1RMO
The man, SIn&, had kkiI I in metal work. The helm that he wore was h is own work. 

He made it^so that he could get close to the ores as a friend before slaying them.
He had also created an armband, beautifu l. Snakes writhing sinuously, th e ir  hooked 
fangs lengthening, g lid ing ; becoming the stems of languid p lants, whose f la t  leaves 
are drawn out in turn to become .smooth flu id  curves. The eye could follow but never 
discover where snake ends' and l.eaf begins-. And' i t  shimmers, gently, as though with a 
l if e  of Its  own. I asked him what Insipired him to create such a melancholy thing, 
but he could only shrug and say that a ll  tie could do was reflectth e  mood of the metal 
he works. But i t  is  beautifu l. '

ALFIRIN .
On we journeyed and eventually we could see- dimly in thedlstance a t a l l  blasted 

h i l l ,  on which stood a blgck, mighty fo rtre ss , it s  w alls reaching upwards and reeking 
of e v i l .  About and I ns ide , it  wer-e a host of ores and e v il men and wargs and other 
fe l l  creatures. This was the tower of Dol Guldur, Melondil cast a s p e ll ,  to gain



"l I

from the mind of one of the; mInIons_ of evl !. what was planned'.’'iJfhen fin ished , she was 
hopping and fidgeting with excitement. " Is th is  part of the spell or are you dani- 
Ing,",Pallando asked. - .

She calmed down and told us they would soon, be marching on home to stain'p us but 
once and for a l l .  Just as she was about to pass on the Information on to home, thb
sky grew-black, fu ll of th ick  dark clouds,and jhunder fp lled  around the woods, and 
lightning flashed across the heavens, and dri vi.nĝ  rain fe ll  as the wind rose to a
shriek . The e v il about the place seeded to redoub'l e i n in ten sity , as the heavens ’ 
cracked and roared. And in the distance near the fo rtre ss , we could see a numberless 
blast of ores approaching. At th e ir  head was a t a ll  figure, cloaked and black, the 
source 6f the I ightning, unspeakably foul, and at h is side a sword that seemed to 
drink In what lig h t there was. We stayed, unable to move, w h ilst I t  was In sig h t.
But at la st i t  entered the fo rtress , the storm abated. When we had recovered some­
what, Melon!I sent the news back home. We were ordered to- harry the ores as well as 
we could. ' •

rt IiJhe next day, the ore vanguard set out, and no sooner had I t  entered ‘tHe^forest 
p;rOper than we began to harry. A few arrows from ambush to slay  an ore 'or two,' then 
a retreat ibefore we could be caught. We could not get through the vanguard, for 
there were too many of them. Melon! I and F-aliardo goaded an ore patrol into chasing 
them and led them into another patrol,and In the confusion, there was a b rief fight 
between the patrols w hilst Pallando and Me Ion I I escaped unscathed. But for a ll  our 

.e f f o r t s ,  i t  was c le a r  that we were doing l i t t le  to slow down the advance. There were 
too many for us f iv e . This continued for three days.

Then SInb informed us that i t  was h is intention to retreat no farther but to 
attempt to get past the ores and to achieve something at the tower. Since I had no 
authority to command him, I could not prevent h is departure, though h is actions 

I- seemed extremely dangerous. Before he departed, he gave his armband to Melonll, 
admitting he would lik e ly  d ie, and he did not want h is work to fa ll  Into the hands of 
the ores. And so we parted.

ME LON I L ..
Before Sinb departed, 1 taught him to c a ll for help w ith .h is mind and asked him 

to ca ll If  he needed help. I thought he would because I had had a dream where he\yas 
flighting a Nazgul. Afterihe le ft  we kept on fighting ores and running away, and 
fighting ores and running away.̂  ̂ We met two more e lves, and they helped us. ,

In a quiet period, I ca st.a  spell to see how Sine’ was getting on. He was fh a 
building that had lotso'f ores but none of them saw him, and he was slipping past them 
The building was the Tower; and at the top. In a room with interesting  mag IcaI thIngs, 
was a pa I ant 11®. We carried  on and mon ond wolvoe; and things for sev­
e r a l ; mo re^d ays. . . '''

Then one, morning Pal Jando had a dream that I thought'mean Sln^'wotild soon bd 
fighting with the NazgCil and needing the help of Pal lando and me. /Is’ w e 'w e re IT 'In g  
A lf ir in  that we would be going west because I knew SInb was heading tl^t^'.way, I fe lt  
a feeling of anger and rage about us, and S ink 's armband grew hot on my'arm,' and ev il 
vislonc; fia=;hed before me. They faded, and the armband, cooled. \: . M '

So we went west. We trave lled  for a couple of days with Sln -̂ trav e llin g  wes  ̂
as well with the p a lantir somewhere, and the Nazgu I chas.ihg him, trying to catch tip. 
We met a man with a sword and a half Iing. The man was GaVth, and the ha lflln g  was' 
Nob. They wanteu to help us so they joined us. They told us they were on th e ir  way 
from Bree to Rivdndell but Nob led the way for a time and they got lo st. Nob was' 
very- good at. finding thin,gs to eat--eggs, mushrooms. \
Nv'i-x Latep-ron I tried  to' f I'nd .ou-f.̂ rriorq about the armband^'becaase I t  had seem^ m̂ag­
ic a l.  I cast an interpreting spel fiupon It  and found out f t  Was very powerfuf%n 
made my sp e lls  better and made sp e lls  cast at me weaker. 1 couId feel I t  as' a spe 
and a s h le ld ,^ 'd  It  would become them. ,,

\



NOB
I had been in the Prancing Ponv in Bree rther a group of strangers eame in and 

for various rea;Sons I had to go a fte r them as they went to R ivendeii. I met Garth, 
and we met them, and then we le ft  them because they thought i t  would be safer If  we 
s p lit  up. So Garth and I went towards R ivendeii. He got hurt and so I led. We found 
ourselves In a wood fa ir ly  soon and met someT-some— some e lves. Two of them. Klar- 
ried . To each other. Only Melon!I said she was too young. I wonder when they’ ll 
get married? I told them of a ll  1he adventurous things we had seen while we were 
adventurers. We had seen two men on horses with fa ir  h a ir ; weiT, the men had fa ir  
hair, not the horses; one of the men was a woman. We a Iso had seen a black man oh a 
black.horse In a black cloak,, who was a Black Rider. Anyway we carried  on adventur- 
ing,and we came out of the wood anp .across a r;\/er and Into Some mountains. They 
were steep and it  snowed; and wa nearly got ios", butMeioni! knew which way we had 
to go. , .

MELONIL ' ^
I knew that S!n6 was ju s t  ahead of us. and the Nazguf was not far from him. We 

climbed a ridge and looked down., S ’ ne was by a smaj| mountain lake, beside a f i r e ,  
and he wore h js wolf mask which glowed redly in the  ̂ f i rel ight. Vie hurried down a 
winding track that ied to 'I'he lake, and then we.safV.on the sk y lin e , the Nazgul, black 
cloak bilipw ina behind it  as i t  strode dowm towards Sin4.

A MINSTRE!. IN RIVENDELL
A cloud of darkness Is about the Nazgul. It halts and looks.about, but Melonll 

is able to use the armband to hide th e ir  thoughts from i t .  Carried on the breeze, 
the laugh of the Nazgul can be c le a r ly  heard, the laugh of one confident, wishing to 
savor every b it of pleasure to the f u l l ,  pleasure In in f lic t in g  torment. The laugh 
cuts like  a thousand knives. Leisurely I t  continues down, slow ly, that S in i could 
seethe doom approaching. Carrion birds gather expectantly in the distance.

Sinfe draws h is sword anduwaits as the Nazgul approabbes. It  ha lts a score of 
paces from him. "You have been deserted. You shall die here alone, fr ien d le ss , in 
great pain." It  laughs, and the rocks echo it s  e v i l .  "As a fool you have lived , and 
as a fool you shall d ie ."

With something akin to a sn a rl, Sin^ rushes forward, covering the distance in 
but a heartbeat. Yet the Nazgul moves fa ste r , drawing black blade and parrying 
Sink's desperate blow with ease. "So the wolf s t i l l  has a fang?" With a blow faster  
than the eye can follow, the black blade flashes towards Sin4, it s  edge barely miss­
ing h is face.

With a clap of thunder, the heavens r o l l ,  and a bolt of lightning springs forth, 
stra ight at the Nazgul. E ffo rt le ss ly ,th e  Nazgul ra ises it s  sword and catches the 
bolt on Its  blade. Garth draws h is sword, flames flick e rin g  upon Its  edge, and he 
rushes to S ink 's s id e , with Pai'ando close behind him. Yet even as they c lo se , Pal- 
lando staggers and clutches at h is  eyes as a bolt of lightning flashes from the 
Nazgul's blade to s tr ik e  him fu ll In the face.

With the aid of the armband, Melonll casts a spell and the armband flows Into 
a spear and a sh ie ld , and she is  In the wraith v/orld. She sees the Nazgul beneath 
its  black wrappings. Its  white face has keen m erciless eyes burning In I t ,  and In 
its  haggard hand It  holds a sword of darkened s te e l. Its  hair is  long and grey, and 
upon its  head it  wears a heIm of siIver,an d  Its  arm c is dull grey. On Its  finger a 
sing le  ring glows with an eerie  untight, seeming to slowly swallow lig h t. The spear 
of Melonll g lit te r s  like a s ta r , and the sh ield  shines like  the sun. With the spear 
she th ru sts, not for the Nazgul but for the ring upon its  hand, and the Nazgul fee ls  
th e f lr s t  seed of doubt. The light blazing from spear and sh ie ld , fired  by M elon!I's 
resolve and aided by the lighf of ihe p a lan tir , s tr iv e s  with the unlight.

As th is  takes place, Sin^ and Garth fight the Nazgul, and the Nazgul laughs no 
more. The three weave a deadly dance of death. The black sword c tth e  Nazgul flashes



for S ink 's throat. Sfnfe blocks the blow but c r ie s  out in pain as a sp Iin te r from,his 
sword buries i t s e lf  in him, and h is bronze mask is  torn asunder by a blow from the i 
deadly blade of the NazguI.

Sln4 drops to. h is knees. Though blood does not come from the wound, h is cheek 
is laid open to the bone. Garth presses his attack in :the time bought by Sin^. The 
flames on h is  sword burn b rig h tly ; he catches the Nazgui a blow on its.arm, and both 
Garth and the Nazgui f iin ch .

Grimly Garth continues. Seven times he hews the Nazgui. Seven times the Naz­
gui c r ie s  In rage and pain. Then the Nazgu! r a l I le s .  Three powerful blows disarm 
Garttg; and with a fourth, i the-Nazgu I s tr ik e s  him to the heart. As Garth tumbles for­
ward, he clutches at tha black sword and pu lls It  from the Nazgul*s grasp.

The Nazgui is on the edge of defeat, complete and u tter, but only Melon!I is 
le ft  opposing i t .  It  turns on Melon!i. Three bolts of blackness f ly  towards her; 
and with the sh ie ld , she blocks them. She lashes out but she seems to be moving 
slugg ish ly , a barrier blocking her. Slack and red rings loop about her, burning with 
an icy f i r e . .  With the spear, she stabs at the rings, and they shatter. Back, she " 
forces the b arrie r, and she ra ises the spear? to str ik e  at +he Nazgui  ̂ A fog moves : 
towards her, a black, clinging fog f i l le d  with the noises of despair and hate and 
pain; and as i t  laps about her, her strength seeps av.'ay. As though in slow motion, 
she stabs In the fog. Just before the spear s t r ik e s , she senses the Nazgui stagger 
and ;fa|L , and she thrusts the spear into the momentari!y defenseless Nazgui. The 
Nazgui c r ie s  In pain, and spear and sh ield  sh r iv e l. v

. , The Nazgui lie s  on the grosind, with Nob behind it  clutchlng -a sword h i l t  with- 
out„a blade. Sin4, despite grievous wounds that bleed not, r ise s  to his feet and—
grasping his sword in a dagger grip— drives it  w ith .a il h is fa iIin g  strength into : 
the Nazgui's heart. .

There is  a moment's pau.se, a howijng oi wind, and then 1he cloak and hauberk of 
the Nazgui l ie  shapeless on the ground;, Sin^ t a i l s  and breathes no more. .

Garth lie s  l if e le s s ,  Nob f a l l s  into a swoon; Melon!I, exhausted, co llapses in • 
a heap, the armband a shapeless mass, and on her arm is  a burn, with every detail of 
the armband c le a r and precise . Paliando r ise s  unsteadily to h is  feet. '

The sun hangs, blood red, above-the white-peaked mountains. : :

N0LDQPARi4A--continued by Lewis Stead

I believe games set in ja fantasy milieu could be improved by the use of onion 
skin scenarios. This idea could easiJ.y be applied to a scenario involving political 
manipulations of PCs. - The layers of onion skin would lead towards the final politi­
cal motivation. It could also be applied to the traditional guest scenario, Each 
laygr would bring the cliaracters closer to the -completion of the guest, by giving the 

a new piece of information or some other aid. Krull, although a dismal 
movie, is a good example of this idea. : ^

A use for the onion scenario, quite close to Call of Cthulhu, is the research 
of a magic item. Raoher than a magic divination, ths research of legends and powers 
of ?a magic item could be an adventure in itself. ‘ ' ■

,I would appreciate any feedback or experiences with this idea. : ■ i- v

O i'  T
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I m trying to arrange a deal with Lee. T s ta r t  acting in a lawful manner, in 
exchange for getting zines through unaltered. My two zines in #100 were both missing 
th e ir  t i t l e s ,  which is surely some sort of Ultimate Weapon. I'm ju st  hoping she does 
not in s is t  on an unconditional surrender. As a token of good fa ith . I'm having Lee 
type th is  up so i t ' s  leg ib le . I ’m also putting in a s e lf - in t ro , as I've consistently  
forgotten to do for the la st half dozen issues. ■ '

Chemical engineer, currently  going for Master's degree In Mining; owns two com­
puters (heavi ly upgraded T1-99/4A for games, MD2 CCP/M computer with bundled software!! 
for serious work); i iving refutation or the vievr that ''chaotic'’ Is a technical term 
and.noth ing more. Gaming background: played D&D startin g  about seven years ago.
Stopped within a year: the rules were ju s t  too far removed from re a lity . Started up
again when Melee of TFT came out; I made up rriy own rules for everything but the com­
bat system. Since then I ’ ve been going more and more over to improvising instead of 
ru les. I have recently experimented with throwing out the rules for combat and ju s t  
winging i t .  ‘

ZINE TOPIC: YLAM

Back in issue 97, I applauded Martin E lliso n  on h is idea of using the game 
CIVILIZATION to develop world h isto ries.. I also said that "we can do something of 
the sort right here,'' and introduced the world of Ylam. Ylam is a physical copy of 
North America and a 'tru ly hideous se r ie s  of wars and calam ities have destroyed 
c i t ie s ,  ruined nations, and depopulated most of the continent.’’ I then went on to 
say that ''everyone interested can give a rough description of th e ir  nation/tribe/race  
...an d  a short term statement on p o lic y .” A paragraph on one Bert the B rutal, once 
the 'leader of a gang of c ity  toughs" and now a local strongman, was given as an 
example.

I had about given up on rep Iie s  to Ylam, since only Peter da S ilva  had given me 
a reply, when two le tters  arrived on consecutive days. Since I gave l i t t le  thought 
to what organizing, YI am wouId require, I am putting out th is  zine to make c le a r what 
I am doing and ;to find more interested people. So fa r, several problems have shown 
up. To deal with them one by one: .

r . ■ '
I. At the moment, i t  is not so much the World of Ylam as, the west coast of Ylam.
The only three rep lies  to date have been within str ik in g  distance of Bert the Brutal. 
On the next page I outline several so c ie tie s  and where they w ill be sta rtin g . If 
none of them are near where you would like  to s ta rt  (so fa r , players have preferred 
starting  where they l iv e ) ,  don't le t it  worry you: there w ill be an In it ia l  reloca­
tion period for players who do not have lots of other countries to interact with.
This w ill already be required, as the Seattle  area has already been claimed twice.;-.

2. The in it ia l  relocation period wi l l  a lso  be used to adjust such things as s ize  
(figure on contro lling  rough Iy one state  and 500,000 people), toughness and the lik e . 
' try  to keep things roughly equivalent.I as DM wi

3. What sor"!" of place is Ylam? I think I can reasonably let players include pretty
well anything from a fantasy background. Phasers, robots and light sabers, no. All 
three of those can be renamed (Wand of D isintegration, Iron Golem, the Mystic Sword of 
Antioch), but I want a fantasy flavor throughout, .

4 .  ̂ The degree of DMing is q question. I am presently running a local stra teg ic  cam-' 
paign in which everyone controls a world and there is one turn a week. In that, the 
emphasis is on personal cleverness, the rules are fixed, and I do not feel free to



introduce arb itrary  events. However, a good part of h istory is arb itrary  events, and 
I want things to be open enough so players can do anything which occurs to them.
Open co lleges, try  to improve Greek f ir e ,  sink merchant vessels in the enemy harbor, 
migrate, anything. Thus there wil l  be no rules whatsoever, and I am also going to 

hrow out a good number of special events, both good and bad, ju s t  so th is  campaign 
IS not ju s t  a se rie s of wars to the b itte r  end. The campaign wi l l  be very heavily  
Dii6d. This also works ouT as boiny hiqhly arbrTrary. -

5. There wi l l  have to be v ic to r ie s , both for realism and so players can feel pleased 
with themselves. (I regard it  as the DM*s duty to make sure ttie game is fun.) How­
ever, th is  also means there wi l l  be defeats.. Even .if 1 knew it  was totaI Iy arb itrary  
and that my country would have gone bel ly up no matter what I had sent off to the DM,
I would s t i l l  be distressed at being taken out. i can 't reasonably have 500 years 
pass with the same countries surviving unchanged with no Loss of continuity in gov­
ernment ( ju s t  look at Europe over even the last hundred y e a rs ) . All I can do is 
spread things arouns so no one feels le ft  out.

Statement of intent: everyone’ s country wi l l  at some point be conquered OR
su ffer a coup OR collapse completely OR be h it  by an u tterly  devastating natural 
catastrophe OR something equally as bad. However, I wi l l  work things around so you 
continue with the same country. The winners put in a viceroy who successfu lly  
revolts next turn (and whom you control) or you control the new government from day 
one or you have to set up a new government d ifferent from the f i r s t  or etc.

 ̂ Along the same lin es, I wi l l  put in a bunch of Dri-controlled nations as free 
victim s for the players. I would appreciate players running a secondary-country as 
extra fodder for others, but make very sure I know which one I can wipe out com­
pletely in the course of things.

ADDITIONAL DM-CONTROLLED COUNTRIES >■

MY£R. a nation of cannibals contro lling  the area near our own Boston. They 
have developed a ritu a l wherbby anthropophagy not only gives the consumer some ot the 
consumee s courage and strength but part of h is ski I s as wel l .  For the most part, 
^his is not done in an antisocia l way (although ski l l ed slaves bring high p rice s). 
They have evolved into a guild-based society . When a craftsman of note d ies, h is 
body is auctioned off by the gui ld to journeym- n, who thus generally becomes a 
craftsman him self. A dead journeyman wi l l  do for admittance into a gui ld.  The d is­
coverers of the r itu a l ,  an evi l  church, released it  a fter the collapse in an e ffo rt
to mold the society to th e ir  own ta stes . They nov/ complain that Myer
enough.’ Part of th e ir  
m orticians.

isn 't  evi l
ire  is attributed to the low prices p rie sts bring at the

The only times when Myer's odd habits prove active ly  d istressing  to it s  neigh­
bors is in times of war. Myer goes to war without supply tra in s ; they try  to l ive 
offthe enemy instead of the land. This has it s  problems. When they win a b attle , 
they do get to feed th e ir  recru its  on the enemy champions, which generally gives Myer 
a very.good army. Unfortunately, most battles are decided by who routs f i r s t ,  and the 
final  emotions of the victim s follow through. Thus the Myer forces have the very bad 
tendency of routing on the f i r s t  setback despite th e ir  overall superior qual i ty.

 ̂ THE ORCISH TRIBES. We shal l  say that the Great Plains area is 
orig inal sta te , with not only herds of buffalo but thegiant ground s 
l ike.  The steel plow capable of breaking prai r i e sod does not exist .

I t ' s

s t i l l  in its  
oths and the 

so the land 
ways nice toonly be used by hunters. Ore hunters. Lots of ore hunters, 

have a.barbarian invasion waiting in the wings.
 ̂ That reminds me. About I AD, when a Eurasian trib e  was defeated, it  wasn 

wiped out; i t  ju s t  migrated. We can pse th is  so that defeat wi l l  s t i l l  al low a 
playerto.continue on without much change.

can

't



IDEASMITH'S MUSING //8
by Jonathan D. Woolley, U05 Serrano Dr. #6D, San Francisco, CA 9Ul32; (itl5) 585-9123 
retyped by Lee Gold

Before presenting Children in FRP, I would like to invite A&Eers to an afternoon of 
FateRole, starting at 2:00, the first Saturday of eahh month. Give me a call for 
directions and to be sure there has been ho change in plans.

CHILDREN IN FRP: this article provides stats for children in FRP. It is an expan­
sion of my lineage system (A&E #96). It is written in terms of AD&D. It has no 
basis in realism. ■

1. Race: see table.below
Parents 
same race
Elf and Human .
Half-Elf and Human 
Half-Elf and Elf 
Ore and (Elf or Half-Elf) 
Ore and Other 
Ore and Half-Ore 
Half-Ore and Elf 
Half-Ore and Half-Elf 
Half-Ore and Other 
Both Half-Elves 
Bdth Halftones • '
Other combinations

Child's Race 
same as parents 
Half-Elf
50:? Half-Elf; 50̂  ̂Human 
50)i Half-Elf, 50 :̂ Elf 
no children 
90)? Ore; 10% Half-Ore 
95% Ore; 5/? Half-Ore 
ho children
5% Human; 95% no children 
25?o Ore; 50% Half-Ore; 25% other .. 
2 5 % Elf, 50% Half=Elf, 2 5 % Human 
50% Ore; 25 :̂ Half-Ore; 25>? Other 
ccanbine disadvantages if GM allows

2. Stats as adults: figure separately for each stat.
A = 3D6 and racial modifiers from AD4D. (Don't figure for 0RCS>
M = mother's stat; F = father's stat.
If M is less than A, then B = A - (DlO-l); minimum of M
If M is more than A, then B - A + (DlO-l), maximum of M
If F is less than A, then C = A - (DlO-l), minimvim of F
If F is more than A, then C = A + (DlO-l), maximum of F
Stat of child as adult - (B+C)/2 = S -

3 . Stats as child (varies by race) /'Jages are ^ages of S, which are maximum stat.
Race
Dwarf
Elf
Gnome
Half-Elf

Stat ht> Birth
oi
0%
10 %

■ stat Gain'’ Race
5% per 2 years Halfling 
1%> per 2 years Half-Ore 
1% per 2'years Human. - 

year Ore

Stat at Birth 
i2 i .  ^  
165?
10^
don't roll stats

Stat Gain 
per year 

6^ per year 
6)? per year

.UIRASNING FC®-HtJIiMS, 
class. The*^able below

Trainer

. Children of adventurers will often be trained in a PC 
gives useful specifics. •

'Cleric 
/Druid 
Fighter 
Paladin 
Ranger 
Magic User

High Priest 
Druid 
Lord
Paladin ' 
Ranger Lord 
Wizard,. 

Illusionist Illusionist.

Location • Length of Training
place of worship _l16 + Di*̂ ^

Best Age Range

Druid complex 
castle '
place of worship 
place of worship 
Wizard's tower 
Tower

16 + Dlt
6 + 2DU 
10 + Dk 
20 + DH 
18 + 2D8 
2k + d6

+ Quest

10
10
12
10
10
12
12

18
18
18
18
18
18
18



Class
Thief
Assassin
Monk
Bard

Trainer 
Master Thief 
Assassin 
Superior Monk 
.IjQr<t-& Bard

Location
.Guildhoiase
Guildhouse
Monastery-
Castle

Length of Training Best Age Range 
12 + Bh  ̂ 12 ~vl8 ^
14 + Dk 1 2 - 1 8
19 + 2DL 10 _ 18
10 + 2Dli 8 - 1 8

Length of training is in years. ' ■ -A •
Years-of training in best age range each count as two years.
No.training is allowed before best age range is reached.
All above assumes apprenticeship to trainer.

^ I B K ^ G  FDR OTHER HICES: same rules as forhumans but modify best age range as

I 8A numbers
Halflin. +7 t Half-Elf: +7 to both numbersHalfling. +7 to both numbers Half-Ore: -5 to both numbers

i\D&D Ores don't learn very well. No training is allowed for them.
COMMENTS OH #101 '

i ^ ^ a g e  language, 10̂  ̂iu.ow the 2nd language,and l>rknow fhe third
HEIN Sc MURRilY:: Nice skill system.
HEIN: Nice background tables.
H\RTER: re lost worlds of DocD: I don’t have- Original D&D either but T

^member that Rust Monsters were innocuous-looking and Owl Hears were quadrupedal // What do you think of FateRole now that you’ve read the rules? Guaarupedal.//
paragraph on worldview: free-form allows the GM to change

things on the spot. If something in the game bothers the player,' the GM can change

designe^'^'b)^if^a rules cater to the ignorance and/or prejudice of the
OM; ? ,

A§A§A§A§A§A§A§A§A§A5A5A5A§A5i5A5A§,A5AgA§A5A5A§L§A5i§A§A§ASA§A5A§A§A§A§A5A§A§i§A§A§A§,
MARK SWANSON writes that Paul Gazis has sent in a zfne to TWH including four more 
pages of Meson.//Mark's upcoming campaign wi l l  feature LoA rules incidentalfy.

ca?i"ed^SLE?GH°WARS^^^  ̂ Games-Day had a rooftop and reindeer variant of Car Wars i ■

DAVID JACOBSON of 5805 Eldergarders S t . ,  San Diego, CA 92120 notes that the comic ' 
survey has so far only generated 27 responses, a ll  but three gathered by himself.  > 
He asks that people with A&E #98, an envelope and a 20<? stamp'send in th e ir  responses

BRUCE DANNER says he's been taking time off from A&E writing and completed a short 
storyand an essay. He I I be back in A&E but with shorter (and e asier to afford) 
zines. He w rites. Please let everyone know I'm al i ve and in te reste d .. . .  I'm grate­
ful for the enjoyment reading and writing for A&E has given me, and would l ike to 
continue thi s  experience. ■ , r.

 ̂  ̂ °beyeh the same rules as
nouns about taking apostrophes in the possessive form. IT is a pronoun. Its  (the

T apostrophe than his.  This is  true~M bothB rit ish  and American Engl ish.  *geeble*



Caice more I ta k e  my ty p e w r i te r  in  hand as  I s i t  in  th e  s q a lo u r .. th a t ,  i a .  '' '
g o h e rtso n  .Tciwers.^,-: • ............................ : . . . -

. ■ YES I T S « . .I  CHING YOU CLAUDIUS • by the. three-dp$,.l?44iig.-»
H arry  .R o b ertso n . o f  1 9 3 ,B ru n ts f 'ie ld  "p ia ce . E d in b u rg h . EHIO .4D^- SCOTL îlNB; 
phone 5031 :229-4682 .Prom th e  USAsOll 44 31 229 4 6 8 2 .If . .someone te d lS  Bie.-what 
t h e - i n t e r n a t i o r i a l  code f o r  B r i ta in  i s  from A u s t r a l i a  ( l  s u sp e c t 012 44) t h i s  
could , become, t h e - f i r s t  z in e  to  r e p la c e  th e  I n t e r n a t io n a l  - D i r e c t o r y . - '4.
optional).-..-Anyway to  b u s i n e s s . . .  -- .......
. ..OwehdS--and: Upwards... or some comments and sidetracks on. 100 .(gosh,.g-olly) 

GILEMs-Yohr ..Tolkien, expansion sounds intriguing.Howe.versin Trayeller:,the--onljE.-. 
game.-! -know .of vjhich covers such things.,in situations..of .swordsman versus.. .. 
rif leman/laser carbine habitue(Hmm i  could do with an ■ acute, key on, this-,..mafchine 
)^poison g3,s-roerdiant stc the sword—Vjeilder has an annoying (for •’them) 
winding,up-DE4D pdq..See "Raiders of theLost Ark" . for. .just. such a situation-.. ;

JONES sTa-f.or. th e  Mangara w r i te -u p . Mickey D r iv e l seem s, to - b e —abou t .the o n ly . 
±hing.-.worth re a d in g  in  N a tio n a l  S tu d en t j u s t  now ,cram m ed.as i t - i a  w ith  t a l e ^  
of. E x e c . .s e l l - o u t s .H o w e v e r . i f  M?s -ho lydays a re  a n y th in g  l ik e  my " u rg e n t"  e s s a y  
d e a d l in e s  were th e  r e le v a n t  day would l i k e l y  be the . Monday b e fo re  l a s t  -(-9- am)
JlowjhPV r ab o u t - a. c u l t  o f  th e  vdiale—meat p i e . . . ?  . - -  - ..........

.M̂ \HLER4A p p re c ia te  th e  o ld -a g e  s tu f f .B u t  none o f  ray PC 's have e v e r  l iv e d  
lo n g  enough ..to. d ie  o f o ld -a g e . T a rq u in  seem s th a t  way in c l in e d .  (A ll b ra i.s e .- th e
mighty-.g^JTbil). • ■ • ' 'i .   ̂ .............
'.'-:.pOR.TERf.'ig-r.ee r e  s k i l l - g r o u p s .S u r e l y  t h i s  c o u ld  eas ie s t...b e . done hy.-aot-t4hg--- 
UP - baclc^round t  a b le  s ; s ee "G a ll o f G thulhu" ' f  o r lo g ica l.ex am p les.//G lIN E a .iL  C T - '  
i n s p i r e d  by your, m ention o f . "Dehumfuiised by S c ien ce"  .Sveryone- ru sh , o u t and. buy 
Thomas- Dolby *-s - "S uropa & th e  p i r a t e  Twins" .WOW.. .go  o n ,go ... . / /B a c k  again?- -Good. 
A "Rockv &.-Buiwinkle" fan?Good g r i e f , t h e r e ' s  p re c io u s  few -o f us a b o u t . I  th in k  
th e r e  was a  boardgame ou t o f  Yellow Subm arire  in  th e  . e a r l y . '7 0 s - by th e . shihb  ̂
p eo p le  . a^ . hhd C hartb u ste r-A n y o n e  g o t anv "Dangermouse" . r u le s ?  . -. v

GIlUES-FJE-sC-t toMcGREGORsMethinks Qanima World p re d a te d  T r a ;v e .l l6 r -^  well-..-4- 
'• -'t-' SIMPSOJJ-syiS-4 ( 1 ) s*^Also -you car) t i c  a h i t  o f s t r i n g  to  th e -b a ro m e th ra f td ,u s in g  
th e  w re th e d - th in g  as  a  p lum b,drop  i t  o f f  th e  to p  o f  .the bu ild ing .H av.l2baG k-,'lh . 
and measure-how .much s t r i n g  fo llo w ed  th e  b a ro m eter e a r th w a rd s - .V o ila i4 /re  JUDGE

e v e n 'fo u n d  some scope f o r  r o le - p la y in g  in  tb e  game. 
BROOKSsYou've t r i e d  te a c h in g  a  p a r r o t  t o  w a te r - s k i ! ! ! ? ,?  Don M artin 's^   ̂

ta p -d a n c in g  g o ld f i s h  was had enough jbu t this??-?.. - '

OUOTS OP THE MONTHs'.'How f a r  i s  i t  to  th e  m o n ey-lenders?"  "About a hundred  and 
f i f t y ,  .yards". PAUSE " Oh,hova f a r  i s . i t .  b a c k ,th e n ? "  - ' '

tenoT^li^.liet*S - - s ta r t . in  ,on ' 101 th e n ^ s la a ll  we?.Why not.®*.- ----
. ... LEEsot-toGILLESPIE^Then t h e r e 's  th e  f e a r  o f  b iin g lin g  a  jo b  to o .A  good 
c ra f tsm a n  ta k e s  p r id e  in  th e ir .jw o rk .,an d  a  jo b  w e ll done .w il l  l i k e l y  le a d  to ---
repeat. , - p f fq r s . ,p fw o p k ,___ - ..................... ' ............ - - - .......... I ' , " ' .  T e -  + i -. . VARIOUS--HEINS-MURR AYS-ei os The skill, system and hackgrovind chart-detinate-iy 
look,interesting (re&d Awe-.inspiring).I just noticed5gl.ass..cutters make .better 
lovers. Actually .its,.not. a glitch in.the system, its - just-the way-my mind-works. 
^1 so.,strangely the- use of one.'s and legs are.not .^.'.prerequisite.for swimming. 
There are many para.-,and quadra-.olegic , and-amp;a±e® swimmers.,I -pelleve. they 
a-d94phin.-like..motlon in the main. (NOTSsInsert "arms" -between."one? s!! ^d"and' ; 
--HSYIlTsOn the-other hand,howe.ver.,humans . can . also. be. surprisingly frail ^

sg -a in st - a n im a ls .!  know someone who, had to  have s t i t c h e s  p u t Ih-.b. c a t - s c r a tc h a n d  
c h i ld r e n .g e t  killed p e r io d i c a l ly  by .n o t, p a r t ic i i la r .ly .  1 -rg e  d o g s . I t  i s  d e f in -  
s t e l y  n o t as e a sy  .as i t  would a t  f i r s t  appppp to,-w ork c u t .^ n ir . 'ls  combat . 
f a c t o r s , a n d . I  s u sp e c t morb d i f f i c u l t . th a n  you t h o u g h t 'a s .w e l l , , . - - --

GALLEOTTI?yr c t  to  .ELLWOODson-SCU. A -w hile back,bom eon«.-in WD-worked out an- 
" a l e  standard ."  f o r  \D&D(tm) b a se d .o n -1  p i n t  o f . AB&D(tm-)'alei^5e-P*i Pi-a't 
B r i t i s h  beer=50p .( l  d id  say  i t  was a w h ile  h a .ck ).T h is  worked s i m i l a r l y , tp  your 
id e a .  His was u sed  in  o rd e r  to  work out more r e a l i s t i c  v;ave le v e l s  f o r  NPGs



■ ' , 1 2 1 2 ^  •: • 
however, ‘s-.r. gide-tr^ ck*,-f‘ri«%.ricls of
beer-rli’ sod. ooc"ony’'':'ic-li s event'

P ■ "e 2 . ' ■. '
1-11112.'. wre.ir’ a we^nt-r.i t ie ',!b '' ' T'  ̂.e5nt,.j,T’e Iv-'.' 1.

. .1 vcvf’- b-f ■ t’\e. •li'icii'.-de-
wheel bi serl.eco'oyy.//yr ct to ̂ " lion tli iii' l n.'i'' '"ci ’ ne yottinp-. t-hsm
pnywfy* 1 h' ve •■■3.1 ^ in n''por’i'c’i'Co.vo'i '-isl is r'u'*-3 ished b y .Snher?,,.'Summers by 
rfow ?nd K-.xine >>v gts.r ■''cobs. //l snit, .on your "Oir'-t rcl S-. U'y ri"-Thats m.y 

comments introyou rotten swine.Its mine I tell youjmine all mine...(fade into 
maniacal le^ughter)

PATTICRSONsI believe flQ was prigino,ll.y ba,sed in Glorantha rather because it 
was seen more as an extension, of I-fhite Bear & Red Moon t h ^  for the somewhat 
more sinister reason that .you, suggest .//Yr diatribe to the Americans svery-• 
gpod.jnox'j you just have to explain t.p them who Enoch Powell is.

DAW SOM s Murder, no-. But one of the charecters Robert S.'unders runs in my Trav. 
campaign regularly gets beaten up by.the others,including another Saunders-run 
one. . : ... ■

da glLVAg.yr ct to mej(ln appalingly bad mock-cockney accent)-''Ching-chingeny 
ching-chingeny,ching-ching-chingGefail together now...// On SR20(asuming it is 
not an extremely delayed urine(l)~'fcS'ke of Ragnar Pyri)sYeh but I dont speak' ' 
with the same accent as you and I object to RP on principle.As Mr.Saunders will 
testify,it kind of resembles my normal-type spelling anyhow.//yrct to PEHRs 
I used to have a tribe of blood-cra.zed were-gerbils roaming about an ,old • ■ ■ 
dungeon of mine.They eventually took over by the simple expedient of out—breed— 
ing_everything else in the place. j ''

W D  CO^RAi^NTS ('amid resounding cheers) Where to now? .\h,I know... '
. VICTORI N .',DVEWTURS ' ' '

. ors"A saunder among the sernent-peoplo" . , .
Mr. Saunders and I finally managed to get a gome of ,y.A running and this will,I 
hope,take the form of a descriptioh of the run—thru v/ith relevant notes from 
me as interspersed as necessary.The scenario is "the last one in the rules, 
"Find Lord Farrington’s Son".Now read on...

SCEWEsA well-stocked Diology.. laboratory in a large house in South london. 
TIMEs4th of July i860.Somewherd across the ocean colonials are celebrating 

revolting against the British Empire 75 years ago but here Good Queen Victoria 
is on her throne,Britain ovms i of the globes surface and all’s right with the 
world... . . .

THE PARTIGIP..RTTS si)CHARLES W.ALKERs30 y e c ,r old gentleman biologist,single, 
and attractive but obnoxious,short person.

,2)PAUL FERRINGTONsWalkers clerk,36 years old,oven more obnoxious than his 
employer and failed house-breaker.The only rea.son Walker took him back oh his, 
release from prison is because each strongly suspects (though not to each other 
)that Wa-lkers dea.r Papa is also Ferringtons,though his mother was hut a, humble 
scullery-maid (she was pretty though). ,

3)FREDERIGK JONES sImmense 40 year old man,his face looks lî ce a coach and 
four ran repeatedly over it in his youth sometime,but hes a pleasant man if a 
bit slow at times.He is Walkers lab assistant ?nid is marrie with 8 children.He 
is reasonably well-educated a.t cha.rity schools,unlike Ferrinaton who had a 
mysterious benefactor X'.rho p-'̂ yed for him to a,ttend Grammer School...

•THE SITU'TTON sRumours have been sweeping London or at any rate "The Strang­
led Pigeon" (vjhere Fred does his drinking) )that a, mysterious Chinaman has been 
:a.rrested for transporting youn^ men and x-jomen to the east as white slaves. 
Simultaneously Walker has read in his "Times" that Lord,'Farringtons son Rupert, 
has gone missing and that a la,r.p-e sum ha.s been offered by his distraught parent 
for the lads s?fe return. (Coiild the two possibly he connected? I wonder^'—GM,', ; ) 

Walker decided he needed the money to buy some equipment for the la,h so, 
having jumped to the unsurprising conclusion thta the Chinaman may wellhave had 
something to do with the Hon F's va„nishing he scurried off to the local police 
station to have a word with the unfortunate Oriental.

He managed to persuade the 4esk sergeant thta he was the Chinamans lawyer 
despite knowing nothing a^hout/^'’''-'''̂ not knox-jing his supposed clients na,me (Len

and
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Ghiy("GK).By a mixture of threats and briberyf'^hich he couldnt afford to pa.y) he 
managed to discover that Len Ghi ■ ua.s not a, white slaver but a,ctually jDrovided 
victims for something called the Sssnuk about which he knevj nothing except tha.t 
he left their victims trussed up in n saeV at midnight on Clapham dommon. where 
they w;ce picked up" by members of the cultjbut ho didnt stay o,round to watch, 
drmed with this information,aud a-hunting rifle,Walker duly"persuo.ded"Fred to 
lie in a sack on Clanham Common thâ t very evening while he and Perrington kept 
watch from nearbj^ bushes.

Prior to that,however,(and this Pred vras not told)Walker had discovered in 
the British Museum that the Sssnuk wore(are?Who ’cnows?)a cult devoted to Sot-'' 
who gra,dually become more a,nd more serpent—like in appearance and povjers as the 
spirit of Set gradually enters them-In order for them to breed they need the 
blood of,preferably,young adult men. (CM-Dont bla.me me if the mythologys a bit 
fa.ultyfits Steve Smiths invention) *. ”

Midnight came and,sure enough,three dark shapes aopeared on Common beside 
the sack(GMsTheSssnuk neither read papers nor frequent the "Strangled Pigeon") 
Walker promptly stood upand shouted p, warning.Before the three hoodlums had a 
chance to resnond he fired.(GM -To my horror he rolled a 0l/fi?00 tohit) One of 
the three fell dead,a bullet thru his*heartJThe other two promptly surrendered, 
and,under duress,ghve their address 10,York Square,S^l.Leaving Fred to guard
the newly-trussed Prisoners,Walker led Perrington off to the hideout of the 
evil serpent—people. They a,rrivod .at a.bout 2arn. Cla.ipin.q: to bo drain'-'ge insnect— 
ors(/inyone remembfer that ono?)or some sucl-r gibberish,the5'- were allovred 
entrance into the hall of the hous),.an ornate, fpun.t.ainei± hallway 5 sme-lling —  
strongly unpleasant? by ca zombie-like youth. (GM-One George Drake,one of the few 
voluntary members of the cult,’fcpt a,s a front man,to keep people complaihi ng 
too much about the somewhal disturbing goings-on in the place.The fountain 
incidentally,is connected up to the sewage system,for reasons unexpl<ained in 
the scenario. )Pushing pa.st him,tho d;'/iiamic duo rushed upstairs a,nd,by amaTiing 
good fortune(?)found themselves in the bedroom of the leader of the cult (Gl/i-i) 
v/here the Hon.P. was' being hold prisoner. (GM-The3'‘ had realised that he seemed 
a bit betters .dressed than most of their prisoners and were trying to figurq out 
whal to do with him^Here,hm'rever,things sta,rted to go seriously wrong.The 
leaders personal bodj^gua-rd was woken by their whoops of glee and,having vjoken 
his cheif,a.ttacked.The two wree easilj'' able to overpower the pair of hvimans 
(GM-I had to fudge a couple of rolls here,or the our heres would ha-ve been t o m  
limb from limb)and Walker and Perrington awoke,aching allover,in a large cage 
in a dim and disma.1 cella,r with tvjo cheerful cockney youths and an apparent 
corpse as cellmates.With cheerful cries of "Oh,I wouldnt worry about it mae, 
youll be dead in a fortnight",ahd suchlike,the 3/ouths wore able to-restore our 
heros spirit.

A plan of action was formulated;and put into practise,next feeding time.
When their jailor appeared with dinner (tea,brea.d and dripping) he liras hit 
over the head with a convenient(full)bedpan and thus rendered imconcious.Going 
thru his pockets revealed,besides the inevitable dirty hankie,the key® to the 4 
cells similar to their ovm in which a total of eleven reasonably able-bodied 
youths vfere imprisoned,as well as five who se'.mod beyond redemption.With those 
who could run leading them,Walker and Perrington led a chargeto freedom (from 
behind as usual-GIi) trampling .George Drake underfoot in the process,since it 
turned out that they had been imprisoned in the cellar ojf the Sssnuks head­
quarters. Once outside,everyone split up and hcp,ded back.to their respective'
homes,minus the Hon P.(who wc released a vjeek later,a,mid much public accla.im,
and with only a minimum of unnecossarj'’ bloodshed,by a private detective called 
Barnaby Jackson-GM) but glad to be alive,until next time,anyway(heh,heh,heh... 
-GM)(Pred, incidentally,guarded the ca'ptiv.'is for a.bout an. hour then got bored 
and went home).The system ra.n v e r y  s'aoothly,vjith only a minimum of v;inging need 
-ed and I can reccomend it wholehoa-rtcdljr.

All the a.bove done in S&PunctuationR 4l3?my o\\ti invention.Bye,love Harry...



CTJT->OUT SHAPES IN SECOND-HMI) DAYLIGHT
Being the second coming of an occasional 'zine from the typewriter of 
Phil Masters, V/alkem Rd,, Stevenage, Herts., SG1 JRB, England,

I think we*ve Been forced to onr knees (hut I can’t tell)
. ( This fanzine bit is obviously addictive, , )

Hello Again,^ ôtir remarks have dragged me, infuriated, back into print, )
TT -.n • n  X (everyone I met at Games Day, ) . +v,-?oHello especially to adulatory fans. ) .
, X, X X- • (this particular A&E)issue sees, for the first time in >, . .̂ '1 V, * , (^living memory )

a great leap for mankind,
a particularly silly typoCTaphical idea.

, the appearance

It'I•f the multi-choice intro
(like )quite simple —  just strike out the bits you fervently!

Enough I sayi . . '
First, the important bit. Me, Since COSISHD 1 appeared, I've managed 

to land a new job with British Aerospace (still business programming,  ̂
but a heck of a lot closer to home). This puts me on the same site as 
both Steve Gilham and'Angela, Can't be bad,,, .

The first consequence of this is that live got an excuse for a few 
days at home, having left BIS 24/1’̂s and only starting at BAe 5/"̂ 2, This • 
in turn means that'I can get to 'type this — - between cooking dinner, changing , 
plugs, etc, —  SD you must all be as glad as I am, ■

You Scra^toh ,Mv Back and I Grow Glaws :
Comments bn A&E 99 —  in slightly'irregular form. Some remarks arising 

from 99 36©m to me to deserve sections to themselves ~  hence all the 
"see belows" in this section —  but first some brief thoughts.
Mike Lewis s re ct, to Ronald Pehrj I love the idea of planet-wide starship 
farms —  perhaps you could say. more on this? I quite see that .sentient  ̂
ships (organic or,computerised) could maJoe, piloting a, for less complex 
task, but wha,t about maintenance? (I've heard of ship's doctors, but".,.,, 
you probably get tha,t. joke five times .a, week. ) // re ct. to Wils«n Heydtj 
have you really seen SE .campaigns where everyone strolls around with PGMP— I5s?. 
Nasty, noisy, smelly things. Shouldn't be allowed, AREN'T allowed on most . .
planets in Traveller, I've only ever seen one or two; even rich psychopaths 
tend to prefer grenade launchers, // Imagine vs. lAhite Dwarf; see my comments 
below.
Bill Karievas re ct, to Mike Dawson; use of experience to add variety
to a game, Hmmm, Up to a point, I think. It only works in fantasy universes, 
as RuneLordishness is lesrs detectable in SF or super-hero situations, 
making NPC reactions less varied, and the opposition in such campaigns 
tends to vary less in'form with PC power. My other woryy is about upper 
limits; the twentieth-level-where-do—I-go-from—here syndrome, I find I 
can enjoy playing straight Traveller with no experience whatsoever,
Steve Gilhamg Ybur taste in sources is immaculate, but honesty obliges 
me to' note that my information is rcother old and very second-hand. Much 
of the present discussion of weapon effectiveness in RPGs repeats what - 
I recall from my tabl'etopping days “  was anyone else in the Society of' 
Ancients about 5~7" y©a.î s back? Tliat argument was fn.irly inconclusive, ‘ ' ■
but a few things did emerge. First, there is some reason to believe that 
sling effectiveness varies widely with ammunition —  lead bullets 'or cooked 
clay projectiles being better than found stones. Second, there are' at least  ̂
two possible styles of sling use; ."sidearm", swung in a vertical arc, '
and "overhead", swung horizontally. The ladter is probably more effective,. . ■"



COSISHD Cont. P.2

but trickier and more dangerous to toa,cli ■ (360*̂  possible error). Third, 
be extremely careful of your sources5 some ancient writers don't,seem 
to^bother to distinguish between the sling and the staff-sling —  the latter 
being a weapon. of iirnnense range and minina.! accuracy, issued to camp servants 
in the hopes they would get a few of the enemy before running awa.y (there 
was also a plausible suggestion that bas-reliefs showing Assyrian armoured 
slingers firing sidearm —  actually represent armoured spearmen who 
have been issued_cheap missile weapons and told to make themselves useful 
during sieges, Sidearm fire does tend to go high, which is fine against 
raised fortifica,tions.), Fourth, impaling; apart from the Greek medical 
implement, I read a claim by a modern writer to have put slung stones

^ well-built wooden shed. My personal conclusion from 
ail this was that slings were harder weapons than short bows to use at 
reasonable effectiveness, and probably never quite matched good archery 
for sheer range and power, but they v/ere a hell of a lot nastier than

^ stone by hand. Finally, it may be worth noting that most .
barbaric iihiropean/Mediterranean cultures seem to have used the sling ...

—  the bow, but not both, and the slingers don't seem to have done worse 
in warfare, //The artfllery manual quote —  also third-hand —  came via 
a book called (I think) "Firepower'.', by someone called Hughes,
J ^ p h  Tellers Place names indeed. Colonial. I've spent holidays in 
most of the'locales you,think sound exotic. (Sorry, no offence intended, ' '
but exotica IS in the eye of the beholder; UK citizenship and basic knowledge 
of ^tin ana Koman history ensure that-nothing on your list really catches 
my breath. Anyway, you missed out Leyton Buzzard.) // Protectors of Powers 
Deriving some "intellectual" skill bases from STA (to allow for ability 
to withstand job pressures) looks good, but I hope you weren't hX)% serious 
“  (or when you treated Lawyer skill as Soul-based), I personally
have STA aroimd I5-3O, but I'm not too fundamentally inept as a emputer 
programmer (l hope). ■ - 1

Peter Ciarkei High-lethality combat neither encourages 
nor disco^ages role-playing, I think. It DOES discourage players from

(in.preference to sneak assassins), and the reduction^ 
determination may be a good thing (says he, the

C h a^io^ &M;. Combat as an option, fine; combat as the dominant option, 
no thank you, ’

Alison Brooks.g re ct. to Quentin Long; I suspect the extent to which 
one views modem society as non-compassiciiate is-partly personals try 
comparing^us. with earlier periods. The truism underneath,all this is that 
a society s production surplus sets an upper limit to its capacity for 
compassion expressed materieJly. // re ct. to Jason Zalk; yes, x e l l  people
StrLciai®'' things -- but usually very, very slowly. What's wrong 
with S2 £ i ^  progression? //.re ct. to rcobert Saunders; What about onelshot 
magic Items (scrolls, potions, etc.)?
Pete Tamlvn; RAEBNC. ■ '

^ Good stuff on planetary systems. There was a comparable ' ‘
thing in White Dw.arf I5 (by Andy Slack), I'm afraid I won't cctuanv u s ^  -

'■A ^ horn acutechronolic deficiency (or chronic temporistical absences), (c) I already
^  I  cubeootor or tv,o mapped out, .4d (i) All I 2 k  '

y IS that it give me some amusing settings in which the ulavprq 
can get on. with, being harried by NPCs. Would 'twere otherwise. ^
guentin Longs I hope you received my pseudo-SASE: I repeat and expand 
n my enclosed £h^pions comments below. // re ct. to GalLtti; see my
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remarks belov/ on social restrictions vs. ,2;anie rules, // Aaa^^hung. The 
c\arse of Murphy .strikes. In the time between finishing the last page and 
starting this, my SASM has retumc:' full of goodies. See belov/ still,

Paul I'lasoni Remind me to expand on- the intricacies of economic theory 
some tirae. ileam/hile, careful v/hat you sa.y about Adam Smith being right 
wing, // For comments on both the claniiisliness of The Hobby and. v/I) vs. 
Imagine, see ray rant below. // Magic as a morally neutral hviman resource 
—  fine, if that's youn personal . approach; it's valid in terms of many 
mythologies. If yovir basis happens to be mainstream medieval Shlrcfpean* 
hov/ever, then much magic has a very large-moral element; it's all based 
on invoking spirits, most spirits are-itiorally "aligned", therefore magic 
involves v/orking v/ith one side or -the- other. '

P.5

Simon J, Cornelius; FwlSBIIC,

Ian Sngle? On Aliens; I'm surprised that"you didn-'’t mention Poul Iinderson 
as a useful source; he certainly turns but a number of v/ell-constructed 
creatures, although I can certainly also see some potential objections, 
like (a) his creatures are subtly but persistently anthropomorphic, br 
(b) no-one should-be encouraged to read, anything •i.'ritten in- such a persistently 
overblovm style, Anyv/ay, I enjoyed you.r article; it's a subject that has 
been preoccupying me soraev/hat of. late.. Without boasting, I hope you've : 
seen some of my attempts in uD and the Traveller Journal, as weil as some 
of the other "Contactl" features in the latt r. ‘The big difference betvi/een 
yovir approach and mine seems to be that you renerate v/orlds, then populate 
them; I dream up races, then place them-(astrographica.lly and sociologically) 
v/ithin the standard Traveller Imperiun. _

Harry Robertson; ’ re ct, to Foster; a .historian friend of mine once; .
made a plausible attempt to establish that berserking h. ,d nothing to do 
with mushrooms, but lots to do v /ith  a. c o n g e n i t a l  physiological condition;,
it certainly seems to have rvin in fai;iilijes. iiueh a,s I enjoy the idea of ̂ ... ....
Viking drug-crazed fiends, I find this vicv/ slightly more intrinsically 
plausible. Any historians/archeeologists- out there v/ith concrete loriowledge? . 
// On Traveller; RAEBNC.

This and T hat. They Must Be The Same , ...............
Or, Oir—I*m—B iased—.:)ut-Go-Are-They T in e ; Imagine vs« \7hite D \/arf.

A&I'] 99 contained comments from a couple of UK contributors on Imagine 
magazine, with some comparisons drawn -with l lh i t e  Dv-/arf. The odd thing 
vra,s that both seemed to think that Imagine v/as preferable in at least 
some areas, despite the.acknowledged fact that its content and presentation 
was and is..consistently dreadful. As the aort of naive, foolish indlvidual- 
who buys magazines primarily for their content, v/ith some v/eight given
to the quality of presentation, I found this a little bit odd. However,.
these enigmatic texts seemed Busceptiblelto structural analysis (l re-read 
the comments), and I eventually-came to the conclusion that it's all dtown ■
to a little matter of cliques. Bat.firsts(bother, I hate beginning : . ■
sentences with "But"), a look at content, ,

I must admit that I regularly'buy V/D^ v/hereas I have not bothered 
with Imagine since issue 1,. However, I ^  carefully peruse each issue 
in the shops as soon as it comes out.,,,so the fact of ray never buying 
it shovi/s wliat I think of v/hat I see . The'•amateurish layouts and abysmal 
cartoons might not put ne off in themselves, and the st.anderd of v/riting 
is probably no worse than WD overall (dn* purely Itteraiy terms), but v̂ /hen
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the overall impression of ta,ttiness is linked to a quite appallingc tendency 
to ignore any game system but you-knov;--v/hat, I just give up. This is a 
personal thing, of course —  I long since lost interest in fantasy gaming 
(as opposed to SP and Superhero) in general^ and TSR's baby in particular 
—  but I retain enough theoretical concern to rea.d articles on the subject, 
provided that they don't assvune that I'm starting from a position of conuait— 
ment to one game. I am open to correction here, but I don't believe that 
Imagine has yet carried one iii non-reviev7 article on Runequest, Traveller, 
or Champions, and in the absence of such, I have no interest in buying 
the rag, {^There may be one good-v/ord to be said here for the reviê ^̂  page,_ 
v/hich is reasonably catholic, bu,t that's not enough for me,) The one thing
tha-t has yet caught my eye v;as somt >Iuropean groups for Illuminati —
1g- pages of interestinf: material in eight months.

All this is irrelevant, redlly, ho\,'ever. Imagine has not been praised ' 
in A&E for its game articles to my knov/ledge, but for the exposure it 
gives to The Hobby, or, as some might pu.t it. Fandom., /uid the trouble 
with that, I'm afraid, is that I personally have a dark and shameful secret;
I don't like fandom as such.

Please don't get me vnronp here. I like most of the fans I know, I -
have attended and enjoyed fannish meetings and cons, and I have even been 
known to contribute to fanzines. The problem is that an av/ful lot of fans
share one bad habit; when enough of them get together, they become a self­
indulgent, selfr-absorbed clique —  Fandom,

V,liat this brings me ba,ck to is the thought that Paul Ilason was 75/J 
right. Imagine is caught between pandering to the vrorst of the hobby (no 
caps), also known as Irvings, IiunchJcins, iiug Rats or lobolds, and being 
nice to The Hobby, V/hat he ignores is that the latter option is also pandering
to a rather \mlovely group of people v/ho irritate the'rest of us,,'.',,.....

One final thought, I personally don't like Munchkins, end I don't 
get on that well ^ vri-th pre-adolescents generally. However, I don't therefore 
regard the two groups as equivalent, and I regard it as a minor social 
necessity to be reasonably pleasant to non-I-ixmcW^inoid juveniles, V/hite 
Dwarf is, hea,ven knov/s, wildly imperfect, but it treats the audience it 
shares with Imagine with a;bout the right mixture of respect and didacticism.
It certainly refrains from chatty, provincial, shallov; self-indulgence.

(( Rant over —  you can get the holy v;ater oiit now, truefenl )) ■

tm  - •
It's Good To kgxQG V/ith the Good Guys Again .

tiuentin Long's rema,r]cs on new Champions pov;ers in A"L 99 caught ray 
interest and sent me off to borrov; a copy of ^  from Steve, since v/hen '
I've exchanged letters with"',uentin, studied the experimental new pov/ers 
he sent me, and generally mulled over various topics. I have novr come 
to the conclusion that I generally agree v;ith Quentin, but with a fev; 
reservations; anjuiray, this is one of my pet subjects of the moment,,,..

First off. Astral ]brojection, v/here I seem to disagree with everybody, 
except possibly the Superv/orId designers. The point is that I don't believe 
that Champions Flight plus Desolid can adequately reflect Doc Strange 
style AP vjithout an over-complex crock ~  leaues—behind-vulnerable-body 
-with-range-and-distance-problems —  that I happen to believe justifies 
a new power; Quentin, I knov;, disagrees, but I thinl: v;e can agree to differ. 
The problem is v/ith attempts to design tha,t nev/ power without any regard 
for limitations, v/hich both Quentin and I v;ill take against.

Second, what I have come to think of as the Iceman problem; Energy * 
creation to some. Sue Storm is straight Force Wall, Green Lantern is probably
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a case for a Kviltipov/er or Gad^.et Points (not a title I knov.' much of), , 
but liov/ do you deal with soraeono \\fho can .sculpt ice into shapes more complex 
than simple planes and ciirves, bnt less spectacular _thF;n f;iant aurers, , 
jet packp, et cetera? Icemen has, tp my limited knov/led; e, produced passable 
images of himself, 100' poles for sliding do'/n after aircraft accidents, 
and^ ladders to climb up, I v/ould not allow that to F.7 ipi my c&jnpaign, 
but I don't think a modifier to EB is quite right* I'y best suggestion 
would be a tk or. +| advantage to'F./, \rith no extra cost, '

v/eaker ’.I’orin and Shapeshifting’ seeiii to be unqef scrutiny by Hero Games ' 
at present (ds one), so comments seetn fedxindrnt* I do like "leaves clues 
to as a crock, hov/ever, Pet/Companion can be handled as an agent .
\inder the J^sp, rules, but 1 could vrish ,for a fair way of making it a little 
cheaper —  or is that'a contradiction in terms? Finally, ope clear but 
trivia.1 poipt of disagreement between me and QLJ I v/ould , rule that Gadgeteering 
cannot under any circumstances be applied to pov/ers not run through gadgets, 
even if the^rare in a gadget, pool, and; J,am willing to put up with extra ' ; . ; 
rules to coyer versatile magic if that opinion forces me to accept them, .

Footnote: A query. Has anyone yet found a cost-effective use for-; -■
C-2 Energy Absorption? Quentin ha-S recently- pointed out to me that it 
can give you power without upper limit, but first you have to put up with ‘' 
4-5 phases of being blatted to cover the cost of the pov/er (1D6 points ' iwo,
gained per blat, at best, ;per' I5 spent, v/ith losses betv/een phases)', add 
that's assuming that an opponent is dumb enough to keep trying for that 
long (or that your oi/n side has that many blats to spare). J[ think'it'd 
overpriced, but T'd IbVe to be disillusioned. ‘ , . '
VJhatever V/e Do, It Seems lhin,-?3'Are Arrant',ed , • ■

It has teen argued that,,, xvhen .a society .being modelled by a game 
has some absolute restriction or limita-tion, that •restriction can and 
should be modelled by a game-rule, I disa^p/ee, and ;I hope that readers • 
will forgive.-me if ,a say why "at, length. • •.

Consider a fantasy campaign .with some character-creation rule al.»jqg 
the lines ,of D&D "classes"., IJiis .can have two justification.Bi . (i) It's ; . ■ n'
the ‘nature qf the universe, ;Beople'are naturally ;;limite<i'in. their ia/eas ..
of ability. ; (Disputable, irritatingly simplistic, but .defensible,./), ,i(ii)
It's the caste system. You gotta stick to one profession, else you get 
to be a social outcast/zapped by the gods/a head case, (i'll risk it).
No—one will teach you, anyway. (No—one?). 'They don't want trouble,, even
if you do. By the way, this rule holds .good in every known countr;^,  ̂ ....

Sc far, so good. The spcial restri.ction and the game—rule- are equivalent 
for all practical purposes. UHTIL. r;. : ■ i a'> c..

One day, a boat sails into harbour from an unknowniiland. .On'board ./ i i ■ 
are a bvinch of,, people with skills: cutting right across the class boundaries,-, : 

^ e  question isj do the. p4.ayers: have -gro-unds for complaint, either ' i o1 
that (a) they^ should have .been allowed to multi—class it, or (b) they -
shouldhave'been ..warned that this was theoretically feasible (before they 
attacked.the yis.itors? Does, the. justification given for. the- game rule 
make any difference.?,,.If: np-t, .why. not? . .•[, ^

Comment3_piease, , ■ , , .. k.

Back to Nature . . ■ ■ ....
Well, that's another Cut-Out 'Shapes nearly done, I'm back'at work, ' '

and my latest batch of .stencils is nearly' ■finished. There ‘ were one '
I thought to-say,' but they'll have to wait.;.''̂ '' .

untxl^I have: tame, space, and-a style'appropriai;e for writing up a Champmons 
campaign. Meanwhile, be good, and don't do anything I wouldn't do.
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This issue I think  
F ir s t ,  the review:

I ’ ii present a review,some f ic t io n , and maybe a few odds and ends.

major

A Review of JAMES BOND, 007 ■
(I thought'o.f su b tit I ing th is  "From Victory Games 
with Love," but decided that wouid be ju s t  'tod corny)

I picked up JAMES BOND, 007 ( le t ’ s ju s t  c a ll  i t  007, okay?) a few days ago for 
three reasons. F ir s t ,  i t  looked Iike  a good game. Second, I was- happy to support 
Victory Games, which pubiishes i t ,  a "new" company set up with AH money by the SPI 
s ta ff  who fled  the conquering hordes of the TSR Take-Over. Third, having ju s t  com-: 
pleted a very long, high m ortaIity RQ campaign, th is  game looked like  light r e l ie f .  
Well, I ce rta in ly  wasn't disappointed on any of the counts. 007 sets out to allow  
roleplaying In the Bond mythos, with the emphasis on the more flamboyantfiIms rather 
than bn the rather brutal books. I dpn’ t  know how much VG paid for the rights to 
Bond (though for some reason they can’ t  even mention SPECTRE or B lo fe ld ), but they’ ve 
certa in ly  done them proud.

Fi r s t , the.phys i ca I angle. For-E7.95 (a reasonable price for a game nowadays), 
you get a 160 page softback ruI ebook in a zip-1 ok pack. The 20cmx27cm ruI ebook is  
well bound and produced, with str ik in g  color artwork on front and back covers. I t ' s  
ju s t  as smart inside, with a neat layout and excel lent!I lustrations of the
characters of the Bond mythos aS well as assorted ca rs , gun ,̂ boats,etc.
• ' , ■ • - ‘ ' • * ' ■ ■ ' ■

Of course, you buy a game for the system, not the packaging, and th is  Is more v 
than worthy of the s l ic k  presentation. I won’ t  bother deta iling  the system, but i t ’ s 
a very neat and esth etic  design. Each task has an Ease Rating and a single ro ll on a 
universal Quality Results Table determines not only success or fa ilu re  but— refresh­
ingly novel—the; degree of success. This system Is used for aH aspects of play, 
someth!ng that has been talked about in A&E and that I see as a very positive  design':, 
feature. RQ showed the way with it s  ski I I system but then sh ifted  to using separate 
r o l ls  for damage and magic; 007 has f in a lly  brought i t o f f  in a very e ffective  system 
which also  permits a number of Interesting and a ttra c tiv e  features. In chases, for 
example, one can "bid" Ease Factors, with the person who Is prepared to bid a lower 
EF (lower = harder) choosing whether to act f i r s t  or second at the cost of less 
chance of successfu lly  carrying out h is  maneuver. He.is the one who pushes h is car  
clo ser to the red lin e , cuts the corners e.specla I ly fin e , and pushes h is revs that 
bithigher; he gets an advantage but wLth attendant r isk s .

Characters s ta rt  out at basic levels in s k i l l s  and the five^ ch aracteristics  
(STR, DEX, WILIpower, PERception, and INT) and acquired EPs can earn s k i l l  levels or 
increase c h a ra c te ris tic  scores. Another feature I lik e : combat resu lts cause, accum­
u lative  wound resu lts rather than the rather abstract and s t e r l je  (to me) h it  points. 
In addition, characters acquire Hero Points and Fame Points as they develop.. HePs 
allow the sort of outrageous strokes of fortuneso common in Bond adventures (stealing  
others' parachutes, stumbling over c lu es, e tc .)  and canbetraded away to fend off 
damage so that heroes are ( ju s t ly )  hard to k i l l .  FaPs, on the other hand, measure 
one’ s fame (or notoriety) and are therefore a nice way'bf discrim inating mass. Ind is­
criminate slaughter or the lik e , because to Increase one’ s Fame can be very embarras­
sing (how many times did Bond have face to face meetings with the Major V illa in s  
before the confrontation? How d if f ic u lt  would I t  be if  every sing le  foreign customs 
o ff ic e r  reatognlzed you as the Famed Angl Iski Sh'pion?). ,

How does::ft play? Very smoothly ancLwell, Bondlqn ‘(^ndesque? B ond itic?). 
Perhaps one of the best aspects ofthe game is that the Bond element is  integral to It  
rather than being tacked onto the system. (I always f e lt  TRAVELLER suffered from ; 
th is ;  it s  atmosphere could ju s t  as well have been medieval as f u tu r is t ic .)  EF ’ . •



bidding, for example. Is an easy and convenient method for handling the protracted 
chases which seem so Intiegral to Bond movies (in ca rs , on foot, by boat and on every 
other conceivable method of transport), a system firm ly rooted In the game, not Just 
slotted in as an extra for "chrome.” The Importance of hand-to-hand combat and the 
narrowing of the gap between the effectiveness of large guns against sma'I'l ones, and 
guns In general against more personal methods conditions players towards using hands 
and p isto ls  In the 007 s ty le , rather than loading up with Ml6s and Uzts.

I t ' s  worth mentioning the layout, something on which $PI never soored very 
high. Everything Is laid out very neatly, with profuse explanations and examples, 
often diawn from the film s. Best o fyall is  one section where the same adventure 
sequence (the capture and la se r  torture of Bond from GOLDFINGER) Is set down as f i c ­
tion and In game turns (as a-dialogue betweeh player and GM) side .byside . Further 
aids allow buyers to quickly get down to playing the game. It,eluding,a pseudo-SPECTRE 
ca lled  TAROT; maps and Info aboLt certain  T h r illin g  C it ie s ;  and a s o lita ire  adventure 
bound Intotne book. This la st Is  p a rt icu la rly  welcome, e sp ecia lly  since It  Is 
structured so as to put ihe player through a l l  the basic elements of the game ( f ire  
and personal combat, chases, ski 11 use, p ersu asio n ,e tc.)* ’ '

As you no doubt re a lize , I rate th is  game very highly Indeed. -fc7.95 Is a very 
fa ir  price for a game which not only plays very excitin g ly  and we I I but can give 
anyone lessons as to how to design and present a name. Gerry Klug Is to be congratu­
lated for designing a game which should firm ly estab lish  VG In the rolegame f ie ld .

One fin a l note; VG' has also  brought out a supplement ca lled  the O'MANUAL, 
again fo r-t7 .95 . This d e ta ils  a vast range of ca rs , guns, doodada, and gizmos from 
the Bond movies. Though not necessary for play, i t  does provide a useful aid and 
helps build up a good Bond atmosphere.

Next I thought I would outline a possible adventure/scenario, something I haven't 
done before. O rig in a lly  th is  was played as SPACE OPERA, but' " could be used for 
almost any 'SF RPG.

SLAVE. STAR

CORA I DON (fourth planet of the TEMBLOR system) is  a small Type 2 (non-seasonaI, 
Terran-type) planet near several major shipping lanes. Although there Is a sm all, 
low-tech native race (TL 2 ), the planet Is e ffe c tiv e ly  owned by Cosmic Trade, In c ., 
one of the largest megacorps in the UFP periphery. O f f ic ia l ly ,  of course, t h lF T s  
I l le g a l,  but a lot of money nas gone to ensure that the records state  that CTI Is 
there "at the request of a number of planetary governments." The truth Is far more 
s in is t e r .  ^

CTI re a lly  runs a very profitab le  slave concern on one large Island , which has 
become Its  private domain. Armed comp'ahy troops (from Enforced Security , a CTI sub­
s id ia ry ) round up Coraldl natives and set them to work mining the p lanet's very 
valuable mineral resources which fre ighters from Tran sSte liar (another CTI subsid i­
ary, of course) su rrep tit io u sly  ship off to medium-TL planets where It  fetches the » 
best p rice . C T I's  presence not only allows It  to use cheap slave labor but enforces a 
monopoly on Cksraldl mineral extraction without bothering with monopoly r ig h ts , e t c . ;  
th e ir  competitors don't even know ,of th is  operation. '

Neat and smooth—except, of course, for the poor Corald l, but then If  Ghod had 
meant them not to be s laves, he wouldn't have made-' thrensmall, blue and. four^armed,; . .  
and he would have given them b lasters to defend themselves. Generous quantities of 
money-and muscle have kept everything running smoothly: according to the Survey, no 
minerals of any worth are present (a f a ir ly  cheap operation for a megacorp); and as 
fa r as the Perl pheral Development Inspectorate Is concerned, CTI Is there to a id , 
a s s is t  and a d v is e .. . .  ‘



for some Coraidi statPO  r^? .  +hat CTI is handling security  and detention duties 
eoraldl ‘ + h f  I I !  ■ K ?  ' ^3f^^°+-however, disown the fact that W  ”employs" some 
Sm ol with aggressive slaves have been put In special
? r a S * f . n L r s “ =»V> »"d kept dosed «I?h d e p r S S ? i  and

The b a le ' i s ° 8 t ' r f a r  A n T  ?" "̂V o"® ofa.number of scenarios. ''

-  r / s : r : : ; r t h e .

a t a r j p ? ; !
=ou.ld g l e e f u l l y  s e i z e  on any o p p o r t u n ity  r h ^ r U a ^ ^ C T U  .

c ^ t P r - in + r ? ? i   ̂ megacorp or some other benefactor (not even CTMs'
defenses to w re c ^ tL  ?nstrn'^+-' window of vu ln erab ility  in C T I's  '  ̂ ’
in " ? ^ y ^ :w T ^ h ^ P D M ^ : ; I : ; ; ? ?  ^IM s c^ver story

s e c re t i;  (w n n ^ lP e 'p T ^ J Jt 'jh lP 'ir^ n i.? :; h”’ ' ' " / ! !  P'-’ "«+
posts are non-operatiortan '’ Tho*  ̂ ground-based SADAR/SEnsorScanner
a ld l s iS e ra n d '^ i^ f lr io ^ P e  s o :: 'M n r ;r a :? N C T ^ c L ^ - i? ^ = ^  Independent Cor- would quite probably us6 such a fnrr'o a a k co a lit io n . Some other megacorp
In^retSrn J r  P r e a il„ r o T ? “s " J J o T ^  "d  ̂ t ^ r X ^ l t a ^ l T ^ ' J u T e  ; ™ r : : ^ ; | a ^ .

■ : • • ■ ' ? . '  • . - ' ■ ■ ■ ' '

tions ""'"i 'u ^  3'''®" To orderly sequences and ra tio n a lize -tio n s. Coraidi wars tend to resemble decades-long chess games, in which a side is  ' 
quite prepared to surrender when it  can foresee a m ilita ry  c L c k m a t r i r s t a h t  d r -
s t f t e r I r i T  o rd ered  and b r d e r l y . ^  N to s t ^  "
s t a t e s  a r e T h e r e d it a r y  m o n a rch ie s, w ith th e  k in g  Or queen o r  quinq ( s o r r v ^  d i d n ' t  I

T n T t \ lV ^ l '^ ^ " ' r  ^ 7  embodying th e \ ta te  and Jeel In r a n 'o b n g j i in
r p a f w ? r  +K Coraidon-style) to the King(etc)dom. Their orderly mind^rUan that 

g e r weakness, no Coraidi nations have attempted to re s is t  CTI, but where '



actions or players show them that they could win, 
together.

they would probably fight en masse

*****

Anecdote time now— partly  because I can*t think of anything e lse  to put In. The 
f i r s t  concerns a game I ran while s t i l l  at school. We were playing RQ but I had 
thrown in a few variants ju s t  to see how they turned out. One concerned s p ir it s  and 
th e ir  re lation  with the animal into which they are bound.

I decided there were th ree 'components: Soul, S p ir it  and Body. A human has
Soui and E3ody ( i .e .  vo litio n  and s p ir i t —small '*s") while a disembodied S p ir it  in the
RQ sense has Soul and S p ir it  ( i . e .  a personality bound 'n a ’'body*' that e x is ts  on a
non-material plane). When an animal and a s p ir i t  are combined, the stronger Sou| 
(usually the s p i r i t ’ s) assim ilates the weaker one and can use e ith e r Its  S p ir it  or 
Its  Body, Interchanging from one to the, other pretty much at WM I . ‘

A character had a Bound S p ir it  (of Humakt) able to incarnate as a hug.e wolf­
hound (SIZE 9). The character him self, though a, strong, good-looMnS -Builielord, was 
also very short (S I2  3, about,|m t a l l ) .  Then the player (Howard Grey) had an Idea.
I thought about I t ,  f e lt  that—although in real l i f e  It  would not be very feasib le— 
the Inhuman vigor of the: s p ir i t  might make the difference^ and anyway, I liked the 
sound of I t ,  s o . . . .Howard’ s RuneLord f in a lly  got to use his hitherto redundant 

f̂ounted Lance s k i l l ,  and the game was graced with High Humakt’ s Hearty, Handsome, 
Honorable (Homicidal?), H ard-hitting, Heavy-handed, Heathen-hewing Husky, Heavy 
Hell Hound Handling Holy Hero.- .

I doubt anyone would seriously  contradict me when I say that a key element In 
enjoyable roleplaying Is to be able to arouse real and strong emotions. Humor, hap­
piness, greed, sadness— these are a ll  able to be generated, but fear is  fa r  harder 
once one Is dealing with strong, powerful characters. A weak threat w ill not arouse 
fear, but too strong a threat and death and destruction await. -

A good technique for arousing fear In players is to leave them (metaphorically) 
In the dark, h itting  out at shadows, seemingly at the mercy of another. In a d ire ct, 
face-to-face confrontafion, though, i t ' s  a b it harder. (Fighting a tough foe can 
engender tension, excitement— but fe a r?). Something I tried  quite successfu lly  is  to 
put characters up against an apparent Iy Invincib le  th reat, which can be defeated by 
by using one's w its.

For example, a character (an estranged Lunar noble, played by Andrew Holley) 
was trying to steal a magic rod from the surreal castle^of a mad mathemagiclan ca lled  
Occam. (He needed to take tn is  rod to the Center of the Earth to destroy a s l iv e r  of 
Death Iron a bunch of Chaotics vvere going to use to stab the Heart of the E a r t h , . . .  
but th a t's  another sto ry .)  .

Entering the ca stle  from the roof, he eventuaIly found himself fightIngOccam  ̂
himself .(,3 great 2.5m Greek statue of a man), attended by a i r io  of squealing Igor- 
types who scurried obsequiously about him, holding doors open for him, (over)dress Ihg 
him, and so forth. The fight took place In Occam's treasure room, a great hall l i t ­
e ra lly  awash with ccins and assorted magic goodies— undoubtedly tiie rod would be 
somewhere here; the only trouble was It  d idn't look as if  Our Hero was eyer going to 
get the chance to have a look.

Occam produced a h i l t  which generated a long, polychromatic blade of energy, 
apparently capable of s lic in g  through anything, ce rta in ly  presumptuous^young Lunles. 
What was worse, he seemed to be Invulnerable or damn near I t .  Every time the char­
acter got a re a lly  good h it  on the ev il genius, say severing an arm or deeply s la sh ­
ing a leg, one of the l i t t le  Igors would dash forward and, squeaking "Here, master," 
proffer a spare arm or a t in  of sa lve . Occam would rather la z ily  attach the limb or  ̂
rub on the sa lve , andwould instantly  be as good as new.

The character, however, had no such resources and could hardly even defend I- -

X

(cotinued in two pages—at the end of FNORD 7)



THE FNORD 7
by Mark GalGotti, 5 St. John’ s Rd., Harnptom Wick, Kingston, Surrey, KTI 4AN, England

'"''■2+ of a l l ,  whereas Fnord 6 was
about ME 100, th is  one^.will contain comments to A&E #99. The post o ffice  managed to
getmy M Es in the wrong order, but I would like my two commentzines to get into the same A&E, so ' '------  . . . . . . . . .  ^

COMMENTSON A&E 99

I have to hurry. Incid enta lly , I'm also broke.

Well, It  looks like  an issue with 
It !  Sob. I 'm sorry , B rita in . I .
B r ita in 's  z in is t s  d idn't seem to have any need of 
managed to clock up ju s t  over half the Issue.

a record number of comments In I t ,  b u t ...I'm  not In 
m re a lly  so rry . S t i l l ,  the rest of the flower of 

me: at a rough guess I'd say we

(Tantivy): | see now that you reprinted the EGGIetter off your own
bat— disregard my question in Fnord 6 . .
ic enforcement: personally I feel that society in B rita in
is s h if t  ng towards situation  b. Changes like  the Introduction of computers, e tc . 
can be discounted as merely the adjustment of the ex isting  system to new technolo- 
g les. In addition, though, the law enforcers have received more and more powers,

^'sing rates of violertt (esp ec ia lly  armed) 
A +1^^ he I copters: although they have been used for traffic/demo control for

I  active  policing role is,. I understand, f a ir ly  recent,
iml a r ly , B rita in  now has new, armed police ualts (the Special Patrol Group. D ll)  

and s now even able to c a ll on the CRW (Counter-Revolutionary Warfare) wing of the 
Incidents, while the number of guns issued to police Is r is in g  stead- 

ly . BuiletprTOfs are now being used outside of Northern Ireland and te r ro r is t
12k ® station (I think I t ' s  Paddington Green) has been
reb u ilt  as an armored, b u lle t- and bomb-proof fo rtre ss . Police powers have been " 
Increased: _w der stop and search powers, a more lib era l ( s ic )  Interpretation of the 
sus (suspicion laws. All in a l l ,  the B r it ish  police are becoming more powerful 

and more powerfully armed (both legal l y - I n  terms of power^-and l it e r a l ly )  as a 
^sponse to escalating  armed and viole.nt crime. Some people (including many po lice­
men) advocate an a lte rn ative  to a ll  th is :  tougher gun laws (which, as you 'll
remember, was my th ird  a lte rn a tiv e ).
K heroic fantasy seems ju s t  as cliche-ridden as superheroism. "Now we shall

I  I t  T  "Barbarian dog!"; "a race that was old when Atlant-
sunk , Mortal fool. Do you dare?! "Black sorcery is  no match for honest s te e l" ; 

+h + waited m illen ia  for th is  hour". Of course, don't forget
at a ll  barbarians must have th e ir  fuI I compiement of mighty thews and vo lcan ica lly

glowing eyes, while always smiling w o lfish ly .

mike LEWIS: 
grown starsh i ps!

(Adventurlng 
Why not teI I

into Basketrv): 
us more.

Wow, I dig the sound of those vat-

rnniH CLARKE (Ang!o-ScottIsh Chronicle): Good games In the area? Wish I
a f a ir ly  good community of gamers roundhere, but It  

recently exploded, with people moving away or going to un iversity  and only a few
t h 2 r ? " ! l M  M here but none
m.:.. anyone e lse . I may give you a ring sometime .jor you ring

®" 977-6650) - but ^you t e l l  me If  you find any good groups!

(Ephemeral Transactions): I dare say quite a few people would
h i T T  statement that there are no mages around today (thoughI wouldn't
e oneof them). F a ir  enough, man has shown a propensity to evade'til r own Ignorance

thu2dlll"^ Rainstorms? Well, s p ir it s  cause the rair^. while the Wild Hunt
thunders overhead. ) , but people have also come up with some quite impressive
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. . .  . .' - 4 , ■ ■ratlSft^M’l^itt'ohs of fhat ignorance. Having ’'discovered” hypnotism, Mesmer atributed ,. 
i t  "to’ "magnetic f lu id s” when re a lly  he didn’t  have a c lu e. No Idea of psychology or 
gene-coded character t r a it s ?  No problem; ju st create some tenuous hypothesis about 
"humors." In addition, though magic was used as a catch -a li Cause when no one knew 
what the real cause was, people then tried  to codify i t ,  to iso late  laws and mechan;- 
Ics of magic (S im ila r lty . Contagion, e t c . ) .  Humans seem to be as keen to attempt to 
ra tio n a lize  as to evade the issue by putting It  down to some mystical Cause as magic 
(or the gods, or sc ien ce).

Your mention of the d if f ic u lty  in explaining TV in an e le c t r ic it y - le s s  world 
reminds me,of a, passage; in Randall G arre tt's  TOO MANY MAGICIANS (where magic was 
developed instead of technoiogyK ,A s t r i  ke of.serendi pity leads to the invention of ; 
the telegraph, but even the.most p ro fic ien t v/izards of the land are, unable to work out
which magical p rin cip le  guides it !  _

Top marks and many thanks for your piece on astrophysics. As a s c ie n c e - i l l i t ­
erate sort of person without the time (or io  be franl^ application) to read up in 
depth, I find th is  pre-prepared type of work extremely valuable. Thanks very much.

Q.UENT.IN LONG (Other True Way): Hey, hang on a minute: I wasn’ t  Indulging in
semantic Quibbles. I was displaying my Ignorance (get i t  right!,). All I meant was 
re a lly  to' ask whether anyone, at any time, ever changed h is or her caste . If not, 
well f a ir  dos— I said I knew very i i t t le  about Indian cu ltu re . By the way, if  .
castet= c la s s , presumably one can have m ulti-caste characters? (And no, Ouent, I am 
being f l ip ,  not Indulging in semantic qu.ibbles),  ̂ .

I AN ENGLE: (Spur):

:W e t h a t ’ s i t .  Thjs one reaI Iy is a short zine. I almost fee
Never m'ltra. I ’m sure' I ’ ll get over I t .  Bye.

A5A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A5A§A§A§A§A5A§A§A§A§A§A§A§A§A§A§A§A§A§A§A|A§,
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DRAGONWTS DREAI4~continued  ̂ :
himself. Every time he parried one of Occam's blows, the blade of energy would sing 
merrily throiigh his parrying weapon, disabling .tt aore often than not, forcing him 
to pick up a new magic weapon from the massed treasures in the room. Each had weird 
and wonderful effects, each more deadly than the last, hut ()ccam seemed able to 
shrug-off'every one. The Spider-Sword half-cocoons him in web? Never mine; an Igor 
nips fojrward with an aerosol which Occam uses to slough off the web; his next blow 
cuts the'' weapon in two.

Eventually, with only two weapons Ibft, he hit’on the idea of attacking the 
Igors, not Occam. As soon as one leapt forward with a new top for Occam's head, he 
let swing and in a truly beautiful blow (a Slash with one short of full damage) cut 
him in two. One down, but another Ignor sent the part whirling onto Occam's head, 
throwing it like a frisby, so the fight went on. The Igors were surprisingly tough 
hnd hard to hit, and he only had a chance to get at them when Occam was out of action 
but nevertheless he did get at them. And when the third was cut down, Occam'col^ . 
lapsed In-to-a Jumbled heap of skin, bones and organs: a magical golem. .

Now this was a tough fight. If Occam had gotten one good cut in that the . 
character had been unable to parry, he would have ended up a top-hea-vy fraction.
I like to think that he was, if_^npt spared-, -at -least worried and nervous in this 
exciting confrontation. But fdr altL̂ L-fehat it -was not an automatic killer. He didn’t 
have to die onpc he hadfwoi’ked out'-the way to go about getting at Occam through the 
Igorsv”*''Well,I jenjbyed it anyway. ; , .

Ad' seems to happen too often, I haven't left myself enough time for fiction.
I’ll have to get some do-wn on paper for my next DD well before time. Ave atque
vale, ■ , ■ ' , . ■ •'Mark



ALYNCIALLE...Issue 4
(c) 1964 Denise Gerneth, 2519 L it t le  Creek, Richardson, TX 75080 4
(214) 231-5263; modem phone for White Pegasus(an orig inal fantasy Apple b u lletin  
board systemr) 680-9322

After an absence of several issues, I ’m back in A&E. I've noticed a number of new­
comers and returning w riters since I last wrote. Welcome, one and a l l .

I 'm s t iH  running the Apple bul letin  board dedicated to teiegaming. Call at the modem 
number above if  you'd lik e  to see. I'm also interesting in seeing any and a ll  FRP— 
related programs you've developed. I got some great ones from'a couple of sweet 
A&Eer%. to whom I ' l l  be writing soon. Anyone wishing to copy off Apple software or 
trade printouts or programs for ahy computer relating  to gaming, please do w rite . I 
also market a couple of commercial programs which I can send a brochure on.

I'd like  to rave for awhile about my three-year-old VD&D campaign. I need some con­
stru ctiv e  suggestions on the current system; and althoughi don't think I'm prepared 
to change tô a RQ environment (the players are too ingrained with AD&D), I think some 
comments would be he lpfu l. My campaign, BLACKWREN: The REscue of A lorralne, has
been running for over a year on White Pegasus and seems to'work w e ll. I'm a story­
t e l le r  DM and a nove list, so I ' l l  begin the section with a b it  of background on the 
"world." , ,

Ladenia is a sm all, land-locked kingdom in the game worId of Daraken. Most of 
the characters have traveled here from Ladenia's capital c ity  of LOrleyn which not 
too fa in t ly  resembles an auld English v il la g e ; i t  Is home to the palace and govern­
ment of King B erjuss. Others have come from as fa r as Rikentorn to the east or ' 
arrived by night from the mountainous Cal isteene region. The area Is 85% human and 
rather quiet, surrounded by forest and a nearby mountain range bounding the north and 
west. .

For the past 20 years, Ladenia has occupied the Dwarven lands to the East, and 
the dwarves have re ta lia te d , taking i t  back. This resu lts In a continuing struggle  
for power over the rich and productive si Iver mines there. There are once again so l­
d iers and mercenaries on the roads to and from Laddnia, since the la test Dwarven 
uprising outnumbered Ladenia's occupying troopforce. The present band of companions 
has lost one of it s  number to the ca ll of h is country already.

The world of Daraken is  a welcoming one. Here the clim ate is temperate; th is  
month of November is  b risk ly  c h i l ly ,  with crisp  sm ells and s t i l l  some warmth to the 
daySj but the nights are cold indeed. E sp ec ia lly  If you're wandering companion less! 
However, most of our campaign's number have grown up hereabouts and become accustomed 
to the w inters, not needing much to survive in th is  as yet snowless winter.

The party has gathered at a c a st le , currently between attacks on a kidnapper's 
la ir ;  more on th is  nextzine when I hope to have a novelized writeup as well as a seg­
ment from my forthcoming novel. (Someday maybe both SOUTHERN EXPOSURE and WHITE 
PEGASUS w ill see real p r in t . . . I  ike In a z in e !) . '

YELL FOR HELP WITH MECHANICS

My current VD&D campaign, BLACKWREN, is  running under most of the conventions/ 
charts-of Original TSR Dungeons and Dragons/Advanced D&D (c) TSR Hobbies. My magic 
system, however. Is more powerful, flex ib le ,and  en jo yab le/rea IIstic  for the players 
as well as the DM. It  takes into account more of the structure of the orig inal game 
as p1ayed In the f ie ld (s )  (rather, the 1977 dungeons of many of us!) and also draws 
on novels or legends about magicks for ideas on how these powers should work. Con­
sidering also  the fact that most parties have to keep fa llin g  asleep or stopping to 
study Spell books when playing stra ig h t lowei level AD&D, I bel leve thlis, method ceases 
to so hamper the s p ir i t  of the game and enhances the players' enjoyment, along With 
the fic tio n a l value of the game as an art form. -

Magic-users in th is  a lternate universe are sim ila r to but more balanced thah



those in some other roleplaying games. (Ahem.) Magic is the technology of thi'S 
medieval world, and i t ' s  availab le  in several forms to characters here. The magician 
types are niag&s, Switches, i I-lusionists, and shadowjacks—each with a unique s^el l 
l i s t .  More on character c lasses next time; fornow, I need comments on the system.

If a character can use magic, meaning that he/she is a graduate of an accredited  
magic school o r t ia s  completed an apprenticeship with a magician of some re p u te th e  ' 
character sheet Wr I r  record h is or her prowess as Power Points in magical' energy 
accessib le  per day— and Klutz Factor or the ):iage base you have to cast sp e lls  accur­
ate I y rathe f+'f+Hankl u tr iorm iiscast them. I include later a spell fumble tab lb [ ‘ Wfitch 
should'gl\ie some iwsigtit On What-might happen should you fa il  your dabtfnlg ‘ rot I so 
m iserabIy'that youim tsfire yodr speI I . ( I t  takes a fa iled  casting -rolt and a missed 
klutz ro ll to get onto t h is  tab le .)  ■ ■

: The power point system, often seen as mana or Brownie Points',’ al lows more' '
sp e lls  than the AO&D method, but the balancing factor df m isfires is' your tradeoff. ' 
It  takes a certain  number of rounds to prepare a spell for throwing, and each spell 
requires a'given number of Power Pts.' These factors are more believable to me thah 
the : 1 nstant-erasure theory of present day AD&D. (The Rose Mary Woods'Hum'syndrome  ̂ '’ ' 
for you Nfxsoh fans,)' I've  allowed players to write up thei r own spel Is-'with'sOme 
success. , Maybe nextzine. ■ ■

t o r  now, inspieCt and critiq u e  time on th is  handout I give a ll  starting  in my 
campaign (always at Level 1), ■
Spells and Sorceiy , i : ■
Hear ye! Hear yel ‘' Xe ^Wizards and Healers.;! , , , ; r :

'Each spell-ca'sting fcharacter should have, with the list of his Statistits, a 
value of'*PP*i, which stands'for power points (I'lU) or piety points (CL).' Derived from 
your INT or. WIS as well as your CON, this number will determine the niimber of timed' ' 
you may cast your spell(s) for the day each day. ("Day" may refer to a real game day 
or to a period of considerable party movement/action as defined by the DM; days are' 
separated by at least a four-'or five-hour period of resting, regrouping, and 
contemplations)  ̂ ^ . A • ' /'u-v,:;
- 1 *Magic .Users*; Determine spells recorded in the spellbook a-t first'level as-ih 

regular AD&D.'( standard chance-torknov spell chart, ADSsD Players''Handbook)/"'Chbose' ' 
spells for the day as explained in the AD&D Players' Handbook!'''Report yoUr’choicb tb 
me at the beginning of each game day'in priVatO notes. That game' d a y y o h r  character 
can cast that spell as many times as your-PP for'the day hold outi- ' 'YdU afe drawing 
this, power from the-energies of the planes themselves (even t^Ts) i meaning that you 
will, eventually tire,! becoming unable to stand the stress ' of ‘ another-Bummorizh'g 'Uhtil ' 
after^rest,n (ThiS' is the primary reason that'COrr figures into'lthe Pj*' fJjttulaJ') ' '''

Usually, casting One level X spell once -id-ll consiime X+l'PP. ' Thb spblls' SLEE?, 
M/\G1C-!MISSI3LE and IDEIiiTIFY at level 1 require 3 PP, since.they 'fe really levbl lv5. , 
(This is in addition to all the restrictions placed in the PH under the listirig for 
the spell, like: range of ̂effectiveness, et<2.) In general, though, the fb'nnula will ' 
stand as PP = effective spell level +1. ■ • ■ ' ‘ '

Spells must be prepped (prepared) one round in advance of casting, and prep 
time will begin when the DM is notified that you are casting. (Prep time may be '
thought of as time spent drawing a pentagraia or magic circle, lighting candles of 
appropriate shade and scent, sprinkling and blowing sand/dust in the wind,’gesturing 
and all applicable scattering of petals, potions arid material components.')' I shall 
roll DlOO to see if you cast the spell correctly or klutzedj.t (you stuttered, slipped, 
were* hit by a missile Or fell over while reciting the incantation; perhaps'yqtr^made ' 
an incorrect/lewd gesture at a mOnster or DM.) When you cast a spell^ jUstas'in ' f ‘ 
doing calculus or needlework, you may do it perfectly the first time or you might "'' ' 
screw up. Your skill Will be tested, mistakes beiiig determined by'a pl()0" roll 'at ̂ 
time of actual spell’castirig (the round it goes off , after prepplng). ' Y'oiif'̂ db'have'a'' 
small’chanceof either having no effect or having funny'things happen'mth the* s p e l l ' 
(depending on your skill/exp level), especially with a.spell of yodr level of ab6wd. ' 
(Below there is no biggy; spells of iabove your level foiand in spell books may be 
attempted at a much greater chance of backfire/failure.)

1 t



:.r . j

Percentage chance to cast spell accurately: when spell level equals your
exp level, your base chance to cast the spell accurately is 50yS. When spell level is 
lower, base chance becomes higher^ when spell level is greater, chance is 'lower as is 
only fair. (This is a special case: you copied spellbooks, chants or scrolls with
aid of higher friend or stole and obtained semie arcane writings, another person's 
spellbook. Normally you will have a chance to figure it out, but it's really over 
your head sometimes.) , '

Modifications to base chance: if IWT = l8: +10/:'. INT 15 or lower: -10%.
Elves, mirans and gnomes: +10/'. Half-elves and halflings: +5%. Hxmians: tough
luck. '

For each level the spell is lower than your exp level, +30%,t o  base chance., . 
(Here, I mean that the spell would normally be possible for a mage of a lower leyel, 
Since spell level and experience level don't correspond, assxime I mean "the minimum 
level mage to cast this spell.") If higher, -30Ĵ  from base per level higher.
 ̂ Material components are assumed used, with not much recordkeeping on the game­
sters ' parts. You probably have small pouchew on your belt, each containing small ' 
but sufficient amounts of each of the materials for the spells you carry. I assume 
these are reasonable quantities, replenishable in civilized settlements condoning 
magic and in certain dungeons. .

Every.magic user can read magic. You learned.it in school. French majors can 
read Ereneh (usually), can't they? However, you may not be otherwise literate in the 
common tongue. Reading books or scrolls does not require a spellj otherwise, you 
could not scsin your own spellbook nor any scroll without bootstrapping a spell first 
-^-nonsense. However, it requires the appropriate spell, material components, and a 
period of peace and quiet far fron: the madding catacombs to write magic._ Similar 
restrictions apply, scholars, to researching spells, creating magic items, or 
enchanting magerial components, including yourself, in undocixmented ways.

Scrolls are read properly unless your percentile roll upon announcing that you 
are reading aloud that scroll is 20% or less . Roll of 10̂ ? or less = spell, does not 
go off; 11-20/O = half normal effectiveness (Fumble), iinyone literate (a rare skill 
in fighting men) may attempt to read aloud a magical scroll. Nonmages have a 30% 
chance with. INT l8; 20%o for INT 17, and 10 ‘% below. Clerics reading magic or Druidic 
writings while not of that class, +10/? to this base; ditto for mages or druids read­
ing close-but-wrong class scribing. If a scroll is classed as "usable by any class," 
then use table above for magic users reading magical spells instead of this one, 
which nullifies the idea that some are usable only by a certain class. i "

Cantrips are zero-level wizards' spells from DRAGON )î 59~60. These require,no 
prep nor PP. At LI, you may cast one cantrip from your list (as chart later deter­
mines) at no cost each day. These do not require preselection and always go off. 
(Think of Samantha in BEWITCHED twitching her nose,and Disney's Mad Madam Mim's self­
cleaning-house with self-propelled appliances.)

In my world, you will very likely be able to get away with inventing all sorts 
of mischievious cantrips during your stays in tow'ns without raising my ire, as long 
as it's all done logically without a power play sense, and all in a spirit.of fun. 
They are really provided to stimulate your imagination about the probabl.e use of mun- 
dhne-magic at an everyday level in such a society (things that are now replaced with 
technological items, such as those which used to be done by slaves). Not too much’ ' 
practical joking, though! Can't have people knowing you're a mage in certain partsi of 
the world. They may not cotton to your kind....Imagine a group of.wizards drinking 
teeer at the local public house, levitating halflings and generally acting foolish. 
They'd soon be banned from town___  .

CAI'JTRIP-PING CHART ..
Wizard's Lvl 0 1 2  3 ^ 5 6  7 8 9 10 ll 12 ridiculously advanced . . '
if Spells 1 2 2 3 3 i +  5 5 6 7 T  7 8 level -k ' - ‘
NOTE: Zero-level wizards are those who are becoming double-classed later in their
careers. They are learning a second professional skill after meeting a person who 
wishes to teach them. This may also be a wizard who is not an adventurer yet but an



NPC apprentice. Adventurer wizards do not start their careers at 0 level but at 1.
Your PP are figured as PP = 23 - (3 INT + CON)/^. This weights the two attri­

butes affecting your control of arcane forces: INT which you must have to understand 
and direct the vibrations as well as memorize the physical sequences of conjurations 
and CON which measures your ability to withstand and bodily channel those powers.
Klutz Table for Mages i ..
01-50 Spell does not go off 86-90

Half effectiveness
Random direction (D8: N, NW, NE 91-95
...to nearest mass)
Delayed effect (DIO rpiinds)
Backfires, l/k strength, your area 
Wrong spell goes off (an existing 
spell, similar one— you stuttered) 96-00 ,
Spell is changed in some way (funky)

51-60
6 1-6 5

66-70
T1-T5
T6-8o

8I-8 5

Spell hits neargsti wrong target 
for half damage 
Hits caster’s group 5' radius 
half strength reversing in DU 
turns (impermanent effects). If 
daiiiage spell, vary using DM 
discretion. -
Completely new, different, weird 
spell wreaks ha,voc for caster and 
foes (be creative; no PBJ, 
whips or butterflies, please!).

*Clerics*: Those of the cloth (or arms, as the case may be) pray (as expressed pri­
vately to d m ) for the miraculous deeds of piety working through you because of your 
faith. Determine.spells known as in PH. That day you may then cast any combination 
of those spells as long as your PP hold out. Each clerical spell at Ivl 1 uses. 1: PP;, 
there is no klutzfact but 1 round of prep time-r-after all it is a miracle! However, 
if your actions do not correspond to correct and faithful deeds within your alignment, 
your powers of healing may be removed without notice. (Conversely, prayer in dire - 
straits may work wonders as in real life, if the situation warrants it and if DM deems 
worthy.... Ye worthy sages, take note •)... Your PP formula is 23 - (3 WI + ST)/U.,

Oxir campaign has quite a.menagerie ot PC races. In fact, I've been accused of having 
more species than any 'atmosphere or environment could support in one society. %  
fantasy life doesn't espouse this, though, and I include such varied races as human, 
elf, half-elf, hobbit, haXfling (human x hobbit!), dwarf, dwadarf (dwarf crosses, 
softened dwarf strain., fairly rare except, for rape), stout, (dwarf x hobbit? rape 
aghin! ), gnome, half-byc, ore (urghh), and several new ones invented by our crew, 
including simians, saurians,. fairies (yargh). Smurfs (not mine! generally ignored), 
rillyti, miran and kriw. I'm definitely purloining NICOLAI SHAPERO's silithii from 
il'lObi Although couldn't it have been males who were pets, just to'keep the Equal 
Opportunity Guild from coming down on your rules? Here are a few of my campaign's 
additional races. : " - ; : .

Miran: this lovely race of shape-changess is an offshoot of the Elves,' indeed
resembling tall, catlike elVeS. The face is more pointed than human of elf in depth, 
with a darker stripe across the nose and cheeks where the vfhiskers would go bn a kit­
ten; and they have very large eyes with cat-slit pupils . They are no more cisinnish 
than elves and may be found'ih places conducive to elves and humans. ' ■ ' '

Shape change gives only functional ability , not special— bird changes must learn 
to fly in successive times of practice before attempting birdy battle, for ekampib; ' ' 
and dragon changes obtain dragon breath but not languages or spellcastihg. The LI 
shape-changing table is representative: • 15 minutes to change shape to a'like-sized ' 
creature which can be held one hour (or if 30 minutes is spent in the change, you can ' 
hold it for four times that long, two hours). For creatures considerably larger or 
smaller than the character, only 1505? or 50?? size changes are possible, and it dou­
bles the change time, halving the hold time on top of that. We haven't allowed this t 
ability without practice; you must practice your shapes before mal^ng them believable 
enough for battle.

At LI, there is one shape, usually that of a familiar creature or a like crea- '"  
ture (hobbit or your pet, instead of an exotic). As you level up',’ you' can'learn one ' 
more khape and reduce change time as well as lengthen hold time. More on bhid’as



things continue tc develop. Cayla Maran in my world has a fam ilia r peregrine falcon 
and can make that shape and no other at her level I ; she*s working on large cats for 
a fte r  next adventure, which w ill put her L2. Note: they are not shapestealers—we
copy, not destroy.

Kriw: a Moorcockian humanoid flying race. E If-s ize d  and fu 11 wingedj they are
n^t s t r ic t ly  mammalian, having the avian hollow bones for lightness, but they are ■ 
warm-blooded, have a breastbone to support th e ir  weight, and.bear liv ing  young (not 
hatchers). Down covers th e ir  bodies with m ulticoloredfeathers on the wings, provid­
ing a b u ilt- in  herald ic pattern. These may be of any color under'the sun, with 
plumage patterns running in fam ilies. Usually they are mu 111 colored'and may have 
any sort of human complexion and, fea+ures in the face, a I though some genet i c spo'tts 
have j-been seen with .solid black feathers and a pal© lack of down, perhaps resembling' 
 ̂ or peacock~.p I umed American Black with glossy dark Skin and'h i rd I i ke pat- ■

terns. ,
. Somewhat claustrophobic, these free s p ir it s  w ill enter buildings, but if  ther^ 

are no windows, a Kriw Is decidedly uncomfortable. Like the K ir in , they'isee no rea­
son for venturing underground unless there is a mission of rescue of a friend or 
such, but they w ill remain j i t t e r y  as heck and probably not stay down, long unless 
progress Is within grasp--and no one © I se i s ava i I able to grasp i t .  Ithas'to  be ■' 
worth i t  to perform th is  so rt of suftocation. i

They o.rganize as a loose clan structure fami ly , d isI iking government and- 
restrictiio n s, but have pride in the ir, own cu ltura l heritage and strong code of 
eth ics (read iNeutral ). (Designed by. Terry Root, a former A iEer. For those who know 
him, he's doing fine, and recently married Diane, a gal from his hometown of Kansas 
C ity . I bel ieve the Wind Children of Rune<?uest, which are not so detai led, in flu ­
enced us In th is  design.) : : lii -

Simians arei an ape race s im ila r to tfiose described in ’’Planet of the Apes." 
These primates are mutated, large, rather humanoid apes (they a ll  ta lk  like  Roddy . 
McDowa I I ) . Usua I I y orangutans are the c le r ic a l spur, gori I las fighters (VarilMa 
(Sorilla - white apejL/Good), and'chimps thieves or MUs. (Some people here run them 
as technos too *SIGH^.) These guys are not naturally  found on Daraken nor. in human­
contentrated areas' but must have been f i r s t  summoned, by some sort of mage, a fte r  
whiclt th e y s e t  up colonies and normally choose to live  apart from the human.
(1 nve'hted by Linda Conahue) ‘ ' '

. : Saurian races resemble I izards, standing 6.5-7' and are predominantly of the-,
desert lizard  genus. These are not remarkably in te llig e n t but’do have a d is t in c t  '
culture and a s t r ic t  racia l moral code. They orig inate in the few desert areas of 
Daraken.' (Chris Donahue) ; 1 n

R i l ly t l  are a 7i t a l l  frog like race resemling those in Karl Wagner's'Kane s e r - ’ 
ie s , : The.y tend to be fig h ters , most I ikely^ samurai; they have a quite c iv i I ized  ̂and 
we I f  bu i I t-h i dden home In Daraken's few swamps and Okefemokee m arshesii; (Group ;  ̂
effo rt) :. , . . ■ 1 ; :  ̂ ; -■

All these races except humans, saurean and R l l ly t l  have in frav is io n . This is  
not always a b lessing. Infravision can be canceled by a nearby v is ib le  IIgHT source 
and Is  unclear at extreme temperatures, when thlhgs.>appear clouded or fbggy. The a ir  
around objects in the room may cause d ifferen t shadows at changing temperatures; ' 
bodies may appear oddly shaped b lurs, and two small figures close together may seem 
one p o sitive ly  fuzzy wide in frafigure . '

No race receives plus/minus adjustments on c h a ra c te r is t ic s , since these are . 
considered to have been taken care of In the dice-generated Curve. Otherwise there 
Is too much minimaxing of racia l ch a ra ce e rist ic s ,e sp e c ia Ily  if  players are'afibwed 
to crack the dreaded Players' Handbook. (The except ion isth ib v ih g  a b iIf t ie s j  ,Which 
may beaffected by race. This does not appear to perpetuate’ the "1' I I be a' Qrey’ E lf  
because they get +2()‘/J EP and +I0/'j In whoring s k i l l s  and +l6.5p'to saves vs poisons"' 
syndrome. No character is limited to a, maximum level nor is any race Inherently'-' '



superior to the others. A ll are adaptive for the environment and make for in terest­
ing characterizatio n . It  seems too arb itrary  to impose c la ss  re s tr ic t io n s  upon 
level of knowledge and profession, although some of my players In s is t  upon maintain­
ing the chart shown later on allowable c lasses by race.

This notwIthstan(;lIng, although not a ll the races are enti rely  suited for a ■ 
given profession, s k i l l  or c la s s , there should be a satisfacto ry  combinat.lpn to add 
a l i t t le  sp ice . I t ' s  ju s t  as In America, with not everyone suited for, h is .dream 
work but pursuing it  If  desired anyway. All the races have p articu la r advantages 
accompanied by disadvantages of a like  nature. : i

No corpprende? Que p asa .. .  .There are no racia l languages. Do a|1 wh;ite peop,|e 
on Earth speak one tongue? (I know some pa lefaces speak w i th forked tongue-) No :■ :
more than a I I blacks celebrate Qanta (an African-American holiday celebrated a fte r  
Christmas by persons believing African heritage should be preserved.) As Redd Foxx ' 
once sa id , " If  you're going to send me home to my roots, don't send me toi.Africa. 
Take me to St. Louis." There e x ists  the Common tongue, which ;is not exactlyi iBsper- 
anto; rather i t  is,,a .s |ig h tly  prim itive system aided by universal hand signs and 
gestures. ; , . . v c.,. , ;

And.d;[tferent languages dominate each country or continent. Your character 
would begin In the campaign speaking only two languages: Common and h is native
tongue. If he has a high Inte lligence and a travelling background, he may pick up a 
few more along the way. Monsters and. boggles, however, if)they are sentient com- ■ 
municating beasts at a l l ,  speak th e ir  own l i t t le  clan-guages, whichino school nor 
humanoid could teach. (Margaret Mead hasn't made the grand to u r.) i To learn Bugbear, 
for example, you, must locate the friend ly  neighborhood bugbear to teach you. (Good 
luck. Hope you go well v îth Picante sauce.) Druids and ^east Masters w ill have 
some empathy with In te llig e n t I ifeforms, but again, that Is the exception.

There are no alignment languages e ith e r. The concept of alignment is  a nebu­
lous one and again fal Is prey to the fa lla cy  of a lI  nice people being of one Iingua 
as well as of one mi'ncl. Thieves do communicate using hoboes' symbols, the picto^. 
grams and phrases of the Thieves Cant, and c le r ic s  may have scholarly  languages in 
common, f l l le g lt lm i non carboVundum Is a popuialr expression.) These are the frOta- 
ble exceptions. CtommunI cat ton between you If  they no habia espanol here, 1h Othet, “ 
words. Is quite basic and there Is probably no way to express‘advanced concepts 6Ut 
of the professional domain. You may be able to ask where therd Is safe haven, fobd' 
and water or where the churches are or to note an easy burglars' mark trom: the 
scratching on the back al ley fence, but you cannot ask for very complex a r .sp e c la l-  
Ized Information. Not without sp e lls  and in terpreters, that is .  r : !;i

I've been examining a campaign-wide request for additional s ta ts . Probably- 
th is  is,due to exposure to the powers choices In SUPERWORLD and CHAMPIONS. , 1fve 
struck to ST,- IN, Wl, ,DE, C0> OH for PCs mostly, a fte r experimenting with othen . 
attributes* 1+ seems that unless you're in a TFT system,, where youn'chance ro ll is  
under your attribute  rating for success, you can 't re late  performance to sta ts  very 
often. Does I t  rea lly , work in RQ and C&S? (Cts?) Some suggestions I've tr ie d .

■ Physical strength: a measure of brute force, endurance and to some extent size
Education: a measure of the knowledge the character can draw on. I t ' s  re la-

ted'.to brainihess and in te lie ifu a l capacfty but also  re f le c ts  In te llectua l cu rio s ity  
and past access to book-'lea riling ( i hformation).

Ctommon Sense teI Is exactly ' th a t : how much native inte lligence  and plain horse
sense Is In th is  person's head. .

1nteilectrmeasures the el usiVe qua IIty  necessary in wizards: wisdom, quick
thlnkllng, sharpness or'readintess of mind,presence of mind, and the a b il it y  to learn , 
from experience, v • , ' '

Y A g ility  i phys i c a l : robiistness for dexterous whole body s k il ls '  like  speed (or 
ItsM ack ), Clumsiness, k lutz facto r a n a ly sis , tendency to I imp and fa il  down and 
have accidentsfa Ibt, handiness at jumping, aptitudefor sports ( Iike  running from 
boggiest and other O lym pic'traits which I lack.

Manual dexterity : what type of juggler, lock opener or guitar picker you are



It  can be 
as be!ng ^

I

: Health: , coristitution, family history of health, and hardiness.
Appearance:, a ttractiven ess, charm and charisma, sex ap p eal,'e tc. 

useful in parleying,:persuasion and gaining acceptanceilngroups, as wel 
convenient handle on others i n daiIy I i f e .

Vanity explains i t s e lf .
Lasting Charm does too. This is mostly a measurebf fr ien d s' loyalty , associa­

tes' continuing a ttractio n , and lo vers’ proposals a fter the person has been known 
long enough that appearance is not overly noted. '

■ Self-esteem decides shyness or outgoingness. Extroversion and introversion ' 
may affect the next thing, which is '

LUCK: a luck factor is  quite controversia I . When accepted, high ones are ' 
generally agreed to be good to have should one be daring or have a low rating in the 
brains department. ’

Size can be computed from strength and health if  anyone wants to be r e a l is t ic  
In character description. ,

Stamina could be computed from constitution and strength.
Attack and Defense A b ility  were once derived from A g iIity . D exterity, S ize , 

Strength and Common Sense as well as a touch o ’ Luck. Often though we didn't end up 
using any of that s tu f t . This o r ig in a lly  determined d e ta ils  of weapons handling and 
parries for my combat system, until players in sisted  they couldn’ t  keep it  stra ig h t  
unliess I returned to stra ig h t AD&D. (The general herd, not p articu la r In te lle c ts  
I mention later by name.) ,

: I don't give formulae because I'm not so sure mine are too great. Please leic-
ture me on \^hat I should have done to integrate th is  smoothly into'.the VD&D ru les. 
You’ ll probably te l l  me to play RQ or C&S. But how do I get people to convert?
They want to use th e ir  old characters and are w illin g  to change a few things or even 
add s;ta‘t s ,  but they want fa m ilia rity  in the combat to-h it  tab I es, the spell l i s t s  and 
such. I could, of course, run my games with only the receptive attending (myself 
and Don, Tarry Foot, Linda and Chris Donahue, Pandora and Valene Tiberdex, and 
perhaps some hangers on). This seems rather d ra stic , though, as I've been involved 
with a group at school and one in the neighborhood too. Suggestions so lic ite d !

In addition to a ttrib u tes , Iw as allowing S k i l l s  Learning (earning) as levels  
were gained. One began with four s k i l l s  concurrent with level of a b il ity  earned and 
progressed at e ith er plus to current s k i l l  i f  used or new s k i l l  andidrop old one on 
level ra is in g . The usual ski I Is were availab le  (Astrology, Tarot ta le n t, h e rb a list, 
courtesan, trapper, navigator, lite racy ) as well as p lausib le ones suggested by 
players. However, again, these were hard to control and use. Perhaps I need a new 
system or should be content with a stra ig h t system!

RE PBZ;. Nice to see rea lizatio n  of my PBZ idea. Looks like  fun though I admit it^  
does look like a monster of a database to keep up with! I a lso  don't feel I would, 
be comfortable ca llin g  everyone by f i r s t  names and presuming to say what the person 
does instead of the person's character, esp ec ia lly  since I've met none of y o u ....S o  
i t ' s  probably for the best li don't have time to run one. I would lik e , though, to 
take an inch to c la r ify  that back when i proposed the idea and Scott took i t  over 
without contacting me, my objections Were due to my feeling he could have phoned or 
written instead of assuming I was in ob liv ion ; and also since no one ever proposed a 
PBZ In A&E before though it  seemed an obvious endeavorto attempt. I never accused 
him of stealing  the scenario I t s e lf .  ( I got It  from a guy I was studying with. He 
never mentioned EI Iiso n 's Big Backyard (not Frontyard!) and had I known the scene was 
like  one of E ll is o n 's  I would never have tried  it !  I don't wish to tangle with THAT 
dude over plagiarism ; he can get mean!) Anyhow I thought i t  was more or less unique 
with me. Let's see how a ll the d ifferen t ones i t  spawned came o u t....T o o  much work 
for me though! (I like  the one la stish  that ended up with everyone at the bottom of 
a p i t . . . . )

Here is  the equipment 11st, Tmade up a fte r my PBZ proposition in #15 (with two 
notable additions at the very end, added 12-25-83, date th is  was typed in the Apple).



It  is  su b stantia lly  less ambitious (esp ecia Ily  regarding firepower!) and somewhat 
shorter (though my descriptions are long-winded) then most of them. (Do you rea lly  
keep a ll  that junk loaded up in your liv ing  rooms and adjacent areas Remember, 
th a t's  where I placed you, watching TV and Iik e Iy  to ‘be su rp rise d .) I would have 
carted a long .. . .

My SCA armor for swashing, made of tanned hide with holes punchedtniit to lace 
up over my grass green tunic and knicks (accompanying armor). This is packed in a 
drawstring waterproof p la st ic  sack you get at some shoe and clothing stores. (Bed­
room clo set) SCA knife and sabre nearby the packed costuming (ibid)//My three sim i­
la r ly  packed belly  dancing o u tf its , complete with two v e ils  each, coin and bell 
belts and jew elry, three paneled s k ir t s ,  harem pants and bejeweled bal ldt siIppers  
as well as odd headdresses, finger cymbals and accessories (Ib id ) (One each of 
orange, green and purple) Knapsack (Ib id) Canon AE-I Program and Polaroid Amigo 
600; hope they have film ! Yep. (Ib id)

Boy Scout and G irl Scout manuals, grabbed from the bookshelf by the firep  lace 
( liv in g  room with gate).//Sandals, tennies, changes of clothes (jeans, T -sh ir ts , 
s h ir t s ,  sweaters, dress, s k ir t ,  h a lte r, or WHATEVER) frOm the nearby c lo sets or 
by throwing my clothes hamper In from the utllltyrodm  by the washer (quicker but 
chancy) Blankets there too .//FlashI ight (garage)//Shaklee sa les k it  (I'm a Shaklee 
d istr ib u to r), a standard briefcase with boxed samples of th e ir  driedtfciljtt and nut 
bars, vitam ins, carob energy bars, and beef jerky for comparison te s ts ; also  small 
samples of cleaners, e tc . (KItchen)//Canteen (empty), thermos, that l i t t le  lunchbo>̂  
2 ^ t  ittoeridbii’^carriei— for taking potato salad or f ru it  co ck ta il or pudding, with the 
freezer top; two (Blue Ices and misc. food if  any looks preservable. Don't bother to 
f i l l  up ja r s  though. Also grab baggies— ZIploc (Kitchert)| ;

Jar of copper pennies on the mantle as a co lTector's cu rio . (They're wOrth 
more than ’a penny now. )//Buhble gum (haW couple packs on table by TV In l i t t le  
carved wooden box).//BB Gun or (for p u rists) a ir  r i f le  With pel le ts . (Meanles in my 
family shoot poor defenseless cans and bottles in open f ie ld s .’ Heartless brood.) 
(Goaf Ciloset)//Overnight travel k it  In a small su itcase . Throw in toothpast, tooth­
brush, makeup, .shampoo, hairbrush, oomb, ro lle r s . Ambush or Tatiana perfume, and 
junque swept from the top of the bathroom aablqet if  there's time. (Powder room)

Bib les (New American Standard, King James and New In t'l versions from book- ' 
sh e lf , I nc I ud I ng—j  f  there— the concordances', songbook and H alley 's Bl b le Handbook) .• 
More books, lik e ly  ones I'm reading currently from the TV tab le , e a s ily  grabbed. 
Assume they're'generic Swords and Sorcery, SF and Shakespeare. Those would be 
lik e ly  unlesp I'd been studying computer science or math. Also blank paper, sp ira l 
notebooks, diary and bound blank books, with pens and pencils from nearby ro>l I top 
study desk. . ,

Radio Shack so lar ca lcu lato r (an oddity Pandora le ft  at my home aftdr studying 
la st week—on desk In den).: Radio Shack Model 1.00 portable briefcase computer,
belonging to Don, my sweety (desk). Don, my sweety. And h is  equipment l i s t ’, what­
ever that Would be. (He never sa id .)  We would prObabIy have been lying'fhere  
watching TV together. And we'd go‘through 'together, grabbirig Mehitabel,' Ahgelbaby, 
Big Boy and Fked, my four cats who follow me wherever I goand'sleep at my feet. 
They're house ca ts , so no prob finding them In the five  minutes.

We'd be in jeans and sh ir ts  as stated Wifh regular trin ket jewelry (engagement 
ring, school ring, friendship rings. Grandma's cameo or opal r in g .. . ) .  And th a t's  . 
a l l .  The wall closes and th a t's  the end of the fantasy (for me,at least)'.

Well, now you know what I re a lly  hoped to see: what y 'a ll  thought appropriate
and adequate on a timer under pressure. I wouldn't go through the gate because 1 
have e esp o n s ib lIit ie s , plans and unf inished business In th is  worId, but interesting  
to see 11 reaI Iy being run. ! ' '

A NEW TEXAN APA? Believe i t . . . o r  not. After the demise of the Outer'Planes APA out 
here In Fart Wuth, I found that there was no representation of Texas in the FRPg APA 
world that I knew of. I haye always wanted to s ta r t  an APA, although I. feared that 
I dldn'1 have the'flme and dedication. I 've decided to take the plunge. : *



V/HITE PEGASUS will begin life as a photocopied zine, courtesy of a personage 
who. owes me one and owns a Copy Center franchise. I think I could handle once 
every three months at this rate, beginning as soon as I have 20 pages. (it will be 
double-sided copies.)

Concentration? It will be a fantasy AP/., and I hope to see the seime type of 
role-playing gaming articles as in jlmE as well as a higher concentration of fiction, 
iilso a special amount of computer!sts* fantasy game programs or applications would 
be in order, like reviews of Wizardry-style games as well as Game Aids for the com­
puter. Anything pertaining to personal computing (not business uses,zzz!) would 
be well tolerated too; can accept copy as Apple text files, submitted on-disk in 
Apple Writer format; original art if it will turn out well under Xerox. (Try 
copying it at a local 15^ .machine and see how it looks.) The rest is up to you..?.

I'm really excited about this! Deadline for copy for WP §1 is aroiihd June. 
Please send it pasted, up or ink-drawn, calligraphed of whater— exactly as you wish 

printed. (Apple Writer diskette mailers should test-print it on your printer, 
tty Epsom will understand control codes for italics, emphasized andall of thatrot too. ) . ■ ■

Cost of publication will be 75<̂  per page. .
Please also send 50^ to cover  ̂ , , i: '•
I can-alsp .hold accounts for you as Lee does. ,
Copy count will lie around 25-50, depending on contributors. All in all, I 

don t expect much more than 20 pages worth,but please help nie get this started, ' . 
especially if you live in the "five state area'* around here, so.we can have a ' 
regional pride in our APAl (The five state area isabuzzterm the weathermen use 
here to include Texas, Oklahoma, Arkansas,Louisiana and New Mexico.)

Send submissions to White Pegasus c/o Denise Gerneth, 2519 Little Creek, 
Richardson, TX 75080. ; ■ -

Next time: 
writeup, I hope. reviews of several area cons., more on Blackwren, and novelization 

Write soon! .

ICELANDIC-GHOST STCRY— from Laurence G ille sp ie . . -
drawn from sources about nine centuries |-ater than the Saga Age but with tradi 
that may have been in c ircu la tio n  back then as-w ell.

WHY THE MAILS ARE SO SLOW , . , ■ :vc ‘
Jon Huaason dweI Ied at F jt ja r  in Churchbol'hiyecf. One evening as he was 

Ing outside, he saw a man cpming out of the south along Fitjarbank. Jon asked 
he was going. He said he was heading north. ’*V'/hy,P says John.

''I am supposed to gp ki I I a g ir l there,'' says fherdraugur.
. VTske?a le t t e r  there for me,” says Jon. 1, . t

"Hurry then, because I have to be bck by day Iig h t,"  says the draugur.
,r, Jon-goes Inside and loads h is  shotgun, puttFng,.a s i lv e r  button in; walks 

and shoots him. The draugur disappeared. But in-the morni ng he found a tiuman 
shoulderblade there, with holes in ' i t  from the button.  ̂ ^

t lons
T. o" r
O-f •

wa I k- 
where

out



(213) 630-3987
TJ!S la;: of p i v s s * b u t do y ou really a l t  to K 0-j g t h ulhu b e t t e r?
Elisabeth A. Wolcott 
7^23 Houery Street
South C^te, California 90200 ■ ' -
A review of the Gthulhu Companion, (and other stories).

B y Chaosium Inc,» P. 0. Box 6302, /.Ibany-f California 9^706-0302. $8.00.
This is the Chaosiun's latest supplerient to Its Gall of Gthulliu jane. It is 

an 8-|"xll" booklet with 64̂  pa^-es. Included are second edition changes in the 
basic same. There are two pseudoscholarly articles; one-bn the manifestations 
of the Gthulhu mythos $nAAesoamerica (Astecsj . ayas, etc.), the other on the 
'origin of the names,in the mythos. Additions to the original game include new 
skills, phobias and insanities, monsters, and a description of five typical 
■prisons of the era. Four scenarios are Included; Paper Chase, a short scenario 
for one investigator; The j ystery of Loch Feinn and the Secret of Gastronegro, 
typical GoG scenarios; and The Rescue, for all you werewolf fans out there. 
There are also some excerpts from various mgrthos inritings; some of. Lqvecraft's 
poetry-; The, Lair of Great Gthulhu, a filksong; and a "Sanity Quiz", a list of 
:iiastly, unspeakable, cthulhoid adjectives.

I am disappointed with this supplement, perhaps because the first two were 
so .great. They were Shadows of Yog-Sothoth and The Asylum and Other Tales, each 
$10.00 for 80 pages. They have scenarios only but include some source material 
in the scenarios themselves such as a description of the ocean liner liauretanla 
in Asylum and the spectral hunters, a new servitor race, in Shadows. Though the 
Gthulhu Companion costs proportionately the same as the other supplements it is 
less valuable since about I/6  of it contains material of only tertiary Import- 
ance'i The excerpts and poetry might, for example, give someone inspiration or 
provide atmosphere but I prefer finished scenarios or direct source material,
I am also disappointed in one of the scenarios, The Secret of Gastronegro,
The main hook used to get the investigators into the scenario is never fully 
explained. Unless you have a particular fancy for some specific part, such as 
the prison write-up, stick vfith the first two books. , ,

Host of Shadows is a series of seven interconnected scenarios which lead 
to a confrontation with, Gthulhu. hî cs;.̂ ., though some of the earlier scenarios 
can' be taken out for Individual us«» are also two bonus scenarios, one
for beginners. Asylum has seven scenarios; Some of thfera'caii:'be ̂ ' ■
dropped into an ongoing campaign'^S^^eeded;; two-scenarios for the times when ( 
investigators go mad, one ocean yby^e, one hoax. Of the two my favorite ' 
is Asylum. (Q. Is that because y ^  wrote of̂ e of the scenarios? A. Well, not 
entirely.) The first scenarios q/ Shadows A re relatively bland but the stakes' 
rise to such heights that my mijw goes on '.^load, contemplating it all. If 
I were running a GcG campai,gn. wouldn't'sta^ with' Shadows; what came after 
would be such an anticlimax after defeating dthulhu himself. (On the other 
hand if he wins you can at art Aftermath! cajopal^s /dter the rise of R ’lyeh).

ELLIS SIIiPSON (9 8); Why aren't there plasti/, fantasy miniatures?'Heritage 
(l think) once made boxed set4 of plasticyersfons of their metal figures but 
they didn't seem popular. 11 T^ e n ' t  seen any iî  ages. The reason is expense, 
'•ietal miniatures are, made in vulcanised rubber nolds but plastic,
miniatures need expensive meta'^-molds.. I read' li^fcte late Fantasy modeling 
magazine that it costs $100,OOQ to begin produci'ng-5L4iypical plastic model kit. 
Perhaps when FRP gets as big as wargaming or model tv-f Urv^ading we'll see more 
plastic fantasy miniatures. '

STEVE GIIH/ill (10 0): I liksd your thoughts on Another TdJJcien Scenario. 
One thing I would like to sea is a contemporary techno-magical civilization 
RPG similar to the Lord J a x q f stories or Anderson's Operatyn; Ghaos.
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This i s  the f ir s t  issue of TKU to be done on my new computer, and hopefully 
photostencilled by Lee, amazing cost not withstanding. Since Christmas I've  been doing 
everything on the computer. I t  has to be used i f  i t  i s  going to pay off as -an investment. 
However, I'm afraid that despite the fact that I've  missed another issue of A&E, th is w ill 
have to be a short zine, as I'm in DC and about to head back to Austin. My A&E #101 is  waiting 
for me down in Austin, so T ' l l  re str ic t  my comments to #100.

OOfWBHTS CTf #100 1

general NOTE: I  don't want to seem a wet blanket, but i t  seems to me that i f  A&E #100 were 
considered as i f  i t  were just another issue, without any of the trappings of numerical 
significance, i t  would come off as one of the least interesting issues in some while. Although 
i t  Is  nice to see old contributors back and although everyone clearly  made a special 
effprt(perhaps with the exception of myself and a few others with bad timing), the overall 
resu lt was an issue which I  would probably not select as one to read a second time. Perhaps 
everyone tried too hard and fe lt  too much pressure to do something 's ig n ifica n t'.

OLEG ZACHAROV: Excellent cover. I f  you read th is , I 'd  welcome any art you'd care to send to 
ABYSS. We're always looking for new and unusual sty le s. I f  Oleg doesn't read th is , I  hope that 
Lee w ill pass on my interest,

LEE GOLD: I lik e  to use thieving organizations which are based around the concept of a gang or 
mob, with different factions, or groups in conflict with each other, most sim ilar to organized 
crime in the Ita lia n  c ity  states pf the Renaissance. Having r iv a l groups and interests adds a 
bit of dynamism to crime, more than just the opposition of the law.//As you pointed out, there 
is  a delicate balance in publishing your own games, and i t  re a lly  only becomes stable i f  you 
can simulate or paralle l the arrangements which maintain larger game companies. For example, 
before RE could reach equilibrium, we had to develop relationships with printers, 
distributors, and large shops. In fact, we really  have to have the large staff as w ell, but in  
the form of volunteers who do proofreading and as.sembly work, plus the three of us who do 
writing and design work(Eric Olson, Lew Bryson, and Myself). By working as a cooperative with 
a large supporting volunteer structure, we are able to produce an acceptable i f  somewhat less  
s lic k  product with excellent idea content and a price which i s  actually lower than the 
competition, but i t  took us 5 years of scraping by to get to the point where we can establish  
and maintain a budget and a publishing schedule-and not be afraid of running out of money or 
having production problems. I f  people are interested, I  can go into some of the sp ecifics of 
dealing with d istributors, printers and the industry on a small scale. I t  might be useful. 
Letme know.

THE GYGAX LETTER: This was a great idea. The ideal reprint. I  won't dribble on, but the 
contrast between these comments and his image and actions since that time is  strik ing. 
Actually, I've been getting the impression that Gygax I s  not so much a monster as the victim  
of business circumstances which forced him into a defensive/aggressive position. I also hear 
that should TSR break up(a looming p o ss ib ility ) , Gygax's role and attitudes might go through a 
metamorphosis depending an the fdte of D&D after such a break up.

STEVE GILHAM: Interesting notes on technoevil, though I must point out that i t  i s  rea lly  only 
in a certain group of romanticist-descended fantasists that th is relationship can be found in 
lite ra tu re , and that e v il has a far different source and nature in most mythology and legend, 
as well as the works of many other fine w riters. Your idea reminds me somewhat of Ralph 
Bakshe's "Wizards".



S icEG S^ and ^ FA K TA SY S^  ^"^er^sting. Have you noticed that now that
S a t  m^ttL °  separate magazines, they're both way behind sched ie . Forthat matter, DIFFtREhr WORLDS is  not omy horribly behind schedule, but seems to be
distributed by carrier pigeon, almost impossible to find. Also take a lonk a t  r u  SORrFRFP*̂  APPRFNTTPT?  ̂ - 7̂  ̂ Also, raKe a look at the newtrouble I t  IS a fine magazine, but $6.95 a copy? I  suspect they are in serious

<-0 TCT both somewhat amusing and'a bit disturbing.
! 1 cnn=,H a  ̂ respected heretofore L u ld  produce such ani l l  considered and(I hate to say i t )  careless piece. I t  does nothing to enhance vour stature
vour Mmnression^'^^ h suppose that you have guessed from these opening comments'that 1 found 

a I ’® innaccurate and poorly done in  the extreme. Clearly something which
isn t stated^in the piece must have prompted you to such irrationa l ire.^  Of course vour 
impressions are just that, 'impressions', as i t  i s  clear that you read the f ir s t  couule^ of

w ith 'u rre a S L "/  h"""' —  whicS l o S  conSsingwithout reading the accompanying explanations. Your main target seems to be the complexity of 
the rules, yet they are among RPG rules I  have ever s e e n ,  involving fewe^ uW es and

liked it^°vet'^it"is'^on^th^"^ except TFT. I'm glad you read the combat section, and vou clearly  liked I t ,  yet I t  is  on the same lines as the other sections you didn't lik e , and
re a lS " ^ e rv o u °o fr“T I t  seems as i f  a single comment in the introductionrea lly  set you o ff. I  don t see why an effort to make a system re a lis t ic  and 'tlch r'

 ̂Problem, or why it Implies paranoia about cheating. I t  i s  really only
^h^rh^r gets a fa ir  deal. I  also don't understand why you feel that
the character's attributes are irrelevant in the use of s k i l l s .  By god. i f  I L d a  D Erof I I 
wou dn't be a particularly good typist or driver. Natural talent L r ; a  nly is  r e l e v a n t  t o

somrclmpaion^ I  w o u ld n ^ T  “mentation of the system, your comments may have merit in
campaiBnr I f  ôu ask me tt  ’ T   ̂  ̂ adventures in my twoF L a l l f  T Jhouoht t L  I'^^.^^Phasis seems to be on problem solving and situational tactics . 
Sp riv I^ aU oU !^  scenarios were, i f  anything, a bit sketchy, with a lot of need for GM

^ n  t take my response hard. I  appreciate your in terest, but your comments iust don't f ir  
what I've  observed and feedback we've gotten. Certainly, there are som nr^ b Lm rin  ?CT fnd

«P^«ship section was rad ica lly  botcheSr there are poinS  
where RPing experience is  assumed, and the print is  small. TCT is  not intended f o r  t h r  ne!
S^brlnch o it ?nto®more °̂h of players who buy RE games, experienced gamers who wantto branch out into more challenging and original backgrounds where the empshasls is  on

Y R fw in  I ,  in my fog of involvement, am aware that i t  i s  too much to hope that
! f r « r  !  ”’v tastes. YRS i s  an expression Sy tastes as a designer. These tastes change, and sometimes I'm less than pleased with YRS.
HANK GRIFFIN: Welcome to A&E.//Interesting RQ variant ideas.

wl̂ uirt of the quality of Judge Dredd, I  suspect that a RPG based on it
ovp^^heAr^-“ '̂' r̂h "̂® marvel i f  i t  -were done right. The explosion of popularity for the series 
o er hear i s  nothing short of amazing, and there must be something to the comic as ii- i<= t-h
.“ L’ t T i .  “ ' h'" '* ”  “  ’ ” 5 • “ “*'> “. . -t ' c ■ against reading comics which makes me unable to concentrate on most

nn'̂ a  ̂ egocentric pedant, but might i t  be that the PBZ is  takinv
r l s e r l e \ ± Z n t  on Si profitabfy to other areas of L eavor "



TERROR FROM BEYOND THE GRAVE
and vampires, but the

coBt ^  , ^   ̂ to the worlds of Dark Fantasy which Iseek to create in my role-playipg campaigns, fantasy wnicn l

like'^JervJhT^fif^'il criminally guilty of making the undead mundane. It seemsmn guarded by some sort of walking corpse or restless spirit. What’s worse in
MD, these undead are pitifully underpowered, with ,first-level parties ripping easily through a force of mummies as if they were a wall of paper, ' dipping easily through
dead^^lile ““'■f the concept of the ur.dead. For something which is
cling to^ife afteJ dLth TH ® unresolved or unrepentant which makes it
, . 7 7 ' to after death. This can be an earned or unearned ata(;us, or a Status provisional

■■ tirounstances. There ate tr.ree elements to any being. Spirit, Mind, ’̂and 
Seething can be classed as updead when any one of these is missing. Spirit can be - described 
for Identity of the individual. Mind ia the rational faculty. Body is the vessal

se elements in life. Normally, a person who loses any one of these elements will die
X'c";ntlv"tro^n^":'hat‘̂L̂ "̂ tif thLe 'element;
keep the person living while'rruljleS! """
on t̂ -ssified. .Mumie^ pr Zombies are usually bodies living'

' S t a t f iu s t  be i S y ' ^ w e r f u r ' r ^  Naturally, a body which can liv e  On in th il
minrtfR»noh I  d sp ir it s  Hiving without body and sometimes without
romh’ a f c ’ note that the sp ir it  includes 'eihotional'and other elements which
combined with the mind make the-whole personality). Liche’s are body and m irirw lthour s S l ^
lost spirir'̂ Other V by magic, the other by feeding on emotions to replace their

spirit. Other Variations and combinations are possible. One Interesting permutation is 
î  serSca t th specifically, those people who lose their soLs! anrUve on
ihe sam^coJLpJ)."®'' regaining them(soul and spirit are roughly
,, undead really interesting is examination of the forces which keep
sp^ific n^rS^' 7 7 "'^ -  treatment Ts used to pres^vf s Z e  f o l  I
whrfeid Pff.̂ f one°etemIL of i b y  their own inherent magic. More interesting are those 
soul-stealing snirltf living persons, such as possessing spirits like the Dybbuk, or
obiLf f  the vampire. Often, earthly existence is linked to a place or
t^^^ts’g^^vef^p or ,Wraith, which is linked to the remains of its body and
sfing preserved by the extended power of the Mind or Spit, but not
wrong! î''e on in order to complete some task or avenge a
alwaji^a'^naturaf wb îl’̂ '̂ /̂ hê undead: are also Unnatural) This assumes that death is
Sose presf vefbfno!;.! that undeath is not. I like the idea of fiaturaT undead. Certainly.
S e f i ! !  7 '" are natural. Even more
sS![!!!l/Lgf!l t l T Z  7  7 7  i preservation is associated with af  1 1 element sub-element. This option allows for the
!ne!f !Lf uXad®”fi!f!!L!f the forest, or sea ̂ undead. or desert

1 l"-'t"o t e v f s ! !h ' ! !d e ! !  ! r e a ! e ! : 1 r l ! e
killers^liVe^ 'lbEĥ !n stake might come back as a fire-spirit, roasting his
status of̂ this k^d ?!
b»d, llv, Ob lb . ,lod or

. Sbtl.?) S ' ’l“ «bluT'T)S!,r‘' pobpoood bor. or o.o. ot ,o«r ow„. Th.re Is
»n .dd -dortodT iL;;?.’’ o“ l»>sns, bot .

on Ihfi! to have to be about it for this Issue. I like undead, so I'd welcomf comments
f Letters are also welcomed at the address at the head of the zine



GOBLINOID OUTPOST
' '̂’'9 ''V PrC Mons J . Johnson/A Co 123rd

Ig Bn, APO New York, NY 09036, Box 334; typed exoertly by the stupendous Lee Gold.

About m ysey: I f i rst  played D&D about seven years ago. I am 20 years old . I
played (and DMed) frantica I Iy for a year or so, then sporadically  for the next s ix .
,m+.^ I t  r ' '  same once. My current favorites are Diplomacy,

Junta, Nuke War, Third Reich, T itan , and cf course RPGs. I haven't played or DMed 
for awhile though, and it  is time for the bi-annual Phoenixing of my world. One more
T  2 ^°+he comments might be a l i t t leoutdated. (My only other A&E is ^31.)

NEW SPELLS

X ? !  ca re fu lly  crafted goblinwarparty (of f if ty )  complete with
3rd lever half goblin magic user getting biown up by the f i r s t  f ire b a ll that comes 
Their way/ Vtell, here Is your so lution : COUNTERSPELLS.

For every sp ell 3rd level and above, there is a.csunterspeI I two levels below 
I t .  For every OTher spel I 5th level and above, there Is a counterspel I two levels
rs  R r T i i  ?  of picking Magic M issile , your L3 half-Goblin mage could take

r b a l l  (counterspe I f i r e b a ll ) .  Of course the speI I is absolutely worthless 
unt I s^eone casts a f ire b a ll at you, but i t  is  nice to have. If you can see the 
magic user casting the sp e ll, your counterspell w ill autom atically be e ffe c t iv e — 
providing you can cast It  ( I .e .  you aren 't busy at the tim e). If you didn't see the 
spe caster (or were su rprised ), you have to make a save vs DEX to cast the counter- 
are plastered  ̂ spell If you have a counterspell to it )  before you
n- i l V ° ?  ■'■eying to counter a spell that Isn 't  directed at you, it  acts as a 
uispell Magic (instead of autom atically negating the s p e ll)— plus you have a -4 (20'S) 
on your save vs DEX if  you have to make one. A spell Is considered directed at you'
If  you are in its  area of e ffe c t .

Remember that for a ll  non-offensive sp e lls  5th level and above, there is a 
counterspe I. So the counterspell for MS I I I (monster summoning 3) is  CS MS I II (a 3rd
I eve spel ). Another good one to have is CS Gate, a 7th level spell (5th level for
c e r ic s )  If  on y because I t  would be very demoralizing to the opposing MU or C le r ic .

I I counterspeI s are short in casting time (maximum of 3 segments for CS 9th level 
sp e ll)  because it.d o esn 't take much to disrupt a ca re fu lly  balanced s p e ll. In a ll  
cases, the MU cannot be doing anything that would disrupt the normal level of concen­
tration  i t  takes to cast a s p e ll, even if  i t  is  only a counterspell.

M  ̂ elemental SHIELDS: Shield of F ire , Shield of A ir (Lightning), Shield of Water
U c e ) , Shield of Earth. Each sh ield  spell works exactly like  the normal Shield spell 
does p us It  w II neutralize  attacks of its  opposing element up to twice the MU's 
level In D4. it  also neutralizes attacks up to the MU's level in D4 of the other two. 
non-opposed elements. It  a lso  In f l ic t s  the MU's level in damage on anyone attempting 
4th le v e l unless he saves vs magic. This spell is  (ten tative ly)

Example: Norad the Blue (a s p e c ia lis t  in detection sp e lls )  takes Shield of
f ir e  because he had heard there was a 48HP White Dragon nearby. If th is  dragon

'̂'■̂ be cast the Sh ield , the player would ro ll
20D4 and subtract i t  from the 48 pts damage ( ignoringanegative to ta l) .  However, If  
a red dragon brearhed on our poor MU, the Shield of F ire  couldn’ t  stop any of i t .  If 
+  ̂  ̂ lightning bolt or an earthbolt sp e ll, the Shield of F ire  would

10D4 damage. Remember these sp e lls  work exactly like  Shield s p e ll ,  so they only 
affect attacks coming from the MU's front.

 ̂ PRISMATK: SHIELD: 7th level spell with the same duration and general charact­
e r is t ic s  as Shield but with the sp e c if ic  e ffects of Prism atic Sphere ( i .e .  i t  stops
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MAGIC ITEMS
C •

norr-stanHlrA?^«+ '"^®'‘®stlng magic Item. It  is  a standard (or
nil r  ! M describe i t  to D&D fanatic's as an over-

o! ^  K Things) that w ill react'to  a PC’s questions. Once the item's
Ml!«L5^+rJ 9®n®fal'y how it  works, he states a question to the DM; the DM
t  !  deck of Tarot cards and arranges them so as to best answer the quW-
hi I I  player w ill place out the cards as he thinks they are supposed to
be placed and try  to figure out what the Seven of Pentades means next to th ^ Je ste r .

staring  at 'fhe, cards and making a ll  sorts of suggestions as
9'“®̂ + ■‘■'̂ ’ '̂ 9 about th is  item Is that usually the players w ill 

but only a fte r  the event has occurred.) Another plus Is that the PCs w ill 
probably end up spending lots of gold on mystics and end up running a ll  across the 
wilderness to various oracles trying to get a correct Interpretation of the cards.

•You should in a ll  cases as Dt'̂ l make I t  obvious and d ire c t, or at least as much so as
The cards can get. '

■'■bis is a cross or sta r  of David or some such strong re liq -  
+ 'th !   ̂ devout high level c le r ic .  To remain'potent,
t  must spend at least half of each month undisturbed in a church or other holy spot

backpack). It  allows anyone of the aame re lig io n  as i t  to turn 
dead I ike a c le r ic .  If  a person can already turn undead. I t  adds 3 levels to his  

abl ity . if  concentratod upon. I t  w ill glow with a blue-white radiance, if  the
4 observation of undedd. This powerful item Is loaned out by the

church to fa ithfu l fnembers who are or w ill be threatened by the undead, e sp e c ia lly  
when on-a quest for the church. , k " y

SWORDBREAKER: any weapon with th is  enchantment has.a lOJi chance per plus above
■'■b® opposing weapon when met In a parrying s itu atio n . 

Also, at the end of any round where you haven't 
c  ̂ shatter your opponent's weapon, you get a ro ll at 5% per plus.

(Watch the Sword and the Sorceror to see how the weapon works.)
(.f+ „ ' i T /  •'^'-iatlon of CHAMPIONS rgles of breaking things for R(J weapon breakage 
matter I •had a shortsword chop, up a two-handed sword In two rounds of combat).
Faulty weapons get a lower Def but the body is ju s t  the s ize  of the weapon.

game REVIEW: TITAN ' ' ' '

Tbe Fantasy Monster S1ugathon Game Is an apt description . It. has a simple com­
bat system, where you get a number of dice equal to your c re a tu re 's 's iz e — and a ski I I 

actor o-f 2-4 (m u.tiply s ize  times s k i l l  to find approximate worth of your cre atio n ). 
The gamed incorporates te rra in , but its  bead feature Is the mustering of new creatures 
so you bu Id.your forces from lowly gargoyles, centaurs and ogres to serpents and the 
mighty Colossus. Another nice feature is that I t  works well with 3-6 players and can 
&e played with 2. The graphs are also  nice. The only bad fe a tu re 'is  that i t  takes 
about SIX hours to play. I d e fin ite ly  recommend th is  Avalon H ill game to everyone - 
even If  yop can 't afford the 20 bucks. '

II d**Ii*  ̂ the invention of Fiegan's F lickering  Fluorescent F rictio n  less Spell (actu­
a l ly  i t  doesn t  make a surface f r ic t io n le s s ; Just almost fr ic t io n le s s )  L5, a ffects

duration 2 rounds/level; 4 dice vs DEX to avoid fa llin g  
while walking, slow ly; +| die for each added d if f ic u lty )  magical traps and magical 
transportation received a great boon, because you can e a s ily  cast th is  spell perman-

activate  under a set of circumstances. (I 'm not going 
Intothe p articu lars of enchanting, ju s t  the possible ap p licatio n s.)



+rap is to cast th i: 
Anyone foolish  enough

One interest 
waist-high stream.
get washed downstream to the awaiti r..
To catch Giant Rats, of course.)

I seem to have gotten away from the intended 
portatlon. The f i r s t  and most obvious use for the 
ing to write that s i l l y  name again, do you?) is  on 
spins freely.^ Twg problems wiih th is . !) Springs 
the late mlddie ages.' 2) The roads in 

■ The ciaz'' Pv 
three main stronghold

speii on the bottom of a swift-moving,
!-o walk across without a rope w ill s l ip  and 

gnint crab. (Why are there traps in dungeons?

sub ject: magic applied to trans-
p ^on't think I'm

hubs and such so wheels 
t  come into great use until

magic app
4 S s p e l l  (you don 't  Think I'm go-  
wheel '

. . d I d n ' ^
2) The roads in the middle ages were atrocious.
T,;c.;iur ,he r.rs',', ^et up a wind-powcrod skyway between his 
in the mountains, ih is  reguired a box-like car with two

-hepherd-lIke hooKs that held the car to an overhead cable much lik e  a power lin e .
!  were enchanted with the 4F s p e ll ,  and s a i ls  were hung below the ca rs . This 

project was hideously expensive and had huge c o s t  overruns due to the expense of put-' 
betw^n the 15 miles in extremely mountainous te rra in . (Though  ̂

i t t ie  opposi-non to the project from opponents due to the area's peculiar  
^  operation's short term ( i t ' s  s t i l l  working). I t  has had only
hnok^ a c t  oi sabotage. The whole set up only required the enchanted
hooks on The lOur cars (plus replacements).

 ̂ polari::!.ig spell that made the 4F spell f r ic t io n ie ss  in 
only tw o .d irections, dnohher vehicle was invented: the Desertship. The Desertship

the King of Ir'ha (a small kingdom) to be b u ilt  for the a relig ious' 
pilgrinlage across the Great Desert to the Mecca of my world. The.story of it s  epic 
journey must be re la ted ’elsewhere, but I w ill describe'the vessel! It  has two for­
ward outriggers, two a f t  outriggers, and a rudder. The forward outriggers are I0'x4' 
planks with the front end curled up (so they won't plow into the ground), upon which’ 
the 4F spel I polarized nas been cast. These are connect.edto and support the main 
body of the ship by two composite supoorts ('-o give strength and f le x ib i l i t y ) .  The 
a ft  outriggers are the Same but not polarized. The rudder Is a 5'x4' plank with the 
polarized 4F sp e il .  The e ffect is  To produce a catamaran capable of tremendous :
(compared to most other things) speeds across desert and other re la t iv e ly  smooth :: 

..sgrfaces. I m av/are a ll  you creative people cut there can think of even better - 
applications -for t h is s p e ll. . ■

COMMENTS ON #66 '(better 
' JOHN SAP.hNZA: Once a

eiqmental s ta f f s , and I'M  use your saving 
th rice  le v e l. ("''

late  ̂ than never'’
■e: n a -1 ciq I cc-1 , n fe rej

_ _ hrow ___ ______
rcMc^r* I ^ E o s T h * '  is  a pretty rtcoog cotpi merit when I only 
GENE CHING: You esked for comments on the Draconian Code. Here

■ing ant! useful z i n e .  Liked your 
shart a t  twice c h a r a c t e r i s t i c  and 
OT’pi iment when 1 on ly  have two A&Es,

s one;Great! Superb!
MASON JONES: You' re ta I k'ng abcut Paladins cind Ant i-Pa lacfi ns. Why I imit Pal­

adins ,o only two alignments? Anyone could be a Paladin and exemplify his alignment 
or what.liiFs god desi res, !,n a ,\ can see i f  ojvr, Druidic Paladins! Perhaps with 
a tw lstrc  Drtfiidlc rype god, you get the Knights o f’ Nee. ’ , .

 ̂ -  ; BEAN S'JMMERS’3 Very nice sto.-y about the Quest Party. The. lastcpuple !ot lines

, ‘ JOHN SYMS: Nice zijuv About bock creation : i t  seems obvious that no one
.wouId'VoIusdisrl l.y submit to losing D4 or 2D4 '
about someone res istin g  the sp e li.
' .1 PLAMONDON: Interesting idea of basing your campaign on Europe. It  is

,,ca lle d  Ouroboros because Ouroboros is a mirror of earth, and your campaign is based 
on earth. If I wjn the contest, I want +| to movement-rate (my characters always seem 
to be running from trouble). ,'l d idn 't enter the contest In time because I was going 
TO college (OSU ha ha).//Liked your Kobald Os+rich Cavalry. .

levels yet you mention no p articu lars

ALEX MUROMCEW::; li. 'nuke 'em t i l l  they glow" and, Anyone who uses phrases like
;’' f̂"r. I'm furious’' is  d e fin ite ly  okay in my book. .

'JOHN HtVA: Merry Christmas (a bi'f late)
BEAR: the next one's for you.

 ̂ Nexlish:^ Indiana Dwarf and the lempie of Doom—or the new adventures of 
SuperBear. l.iis  has been a non-I 1 I umi nat i production. (I hope.)



DRAGONSGOLO 1 9 8 A  bv Jonn f Sap ienzr" , Jr comments on A&E îOO

so ;^undredth! Did you guess your hobby publication would grow
L  I h i ^ f T l  v l i l  M thanks to you and Barry for^eep-
I h L I c  !  JS who .,ave ' snjoved it  for so many years.//
on so c le v rr iv  a t i p  of th e  h a t  f o r  MARTIN WiXTEDon so C l e v e r l y  c o n s t r u c r in g  same).

n ‘J  ^ ^ [ ’’^ ' y - d e t u i  |.3d drawing and p o s i t i v e l y  ai len— a l i z a r d  r i d -
,g i a n t  insecT down the mountain from,what looks l i k e  a s h r i n e .  Well done.
E. GARY GYGAX:

Ing

We! a f e ! la is eriti ried to change his mind, t guess.
fe rr-d ^ L^ ic?-?Lt  J  ^eacing your Dwarf Cult writeup for your pre-

■ MoSa? -'orantha. My chly c-iv!c!sm  Is that you change the name from
-tald as V connection from Stafford’ s version, leaving yours to
sland as your own creation. Taking Greg's world and rewriting i t  Isn ’ t  rea lly  use- 

ul when wh M you want is your own worldview using oarts of his for background.

sir.niv/ho'^' your story. Fiction doesn’ t  e l i c i t  comment otherwisesimply because I can't acid anything useful to I t .
VI ' '

ments. 
ve rs i on

INCtNT E. BURCHETT: Very interesting writeup on the Hindu view of the e le-
i '^°uder whether the five elemeni-s of India were the source of the Greek 
I adapted back In A&E .60? ’

Nlworn- -f=.r,'ŵ  -̂ HAPERO: Don t  1 know, you under an a l ia s ?  Welcome back to A&E, with
I  di -̂f ^^+ '̂''+1?' d ifferent from the one Kay used (h i, Kay!) or
a d Tferent setting  (more words per page). Can we ta lk  you two into contributing
i t  d A d n n + ? M P ' - e t e x t  ô-- publicizing OTHER SUNS? That makL 

d e d u c t ib le ,  you know. I ve missed hear.ng from you after TLOC ceased publication.
Ptv 'uteresting piece on Iaws and'1 egaI structure of a soci-

°  assume there is no law o r  law enforcement that PCs need to worry
lonn-rimn! n'̂ *aige- It s the Dc,D legacy of gaming as looting.. One attraction of a 
ông running campaign is Having to deal with governments and other lawgivers and 

persuading Them you ought to be allowed lo  continue outside the funny farm.
LAURENCE J . P. 

you've been gone long 
previous installment?

GIL..ESPic: Nice- to hear from you again. Do you rea lize
enough th afa  lot o~ readers weren't around to read the 

I hope you,can contribute more regularly again.

Rŷ NDALL S. STUKEY: /..n impressive comp i tar ion of ideas for superhero gaming.
S-^^^-V'^unny ana lysis of that G a n 't-se  I I-™ g i c 

■I?®?' +''<= Prooeller beanies, of course.//Unfortun-
glitches in every roiegame, ar is ing  from the designers' desire 

P°'"ergrabbing oy P Ia y e r s - th e t 's  what aM those power costs are about, 
v/nnr r̂ obody car spor ai I the resulting oddities ahead of time. I do like

I '-^cluction of ,.odd .colorful Items with no urare practical
power than ea-I,y-avai labie techno'ogicaJ items. '

MICHAEl. A. JOHNSON: 
b a la n ced  i f  you had been 
w it h o u t 'd e n c u n c in o  th e

1 suggest your review of TCI would have been better- 
ass sa rca st ic ,  'iqu can always say you don't like a game

author.. . . / /A l t h o u g h pi - 3 Is on acceptable rounding off.
n I people Who think i t  is exactly and precisely that; no fractions
c+!y ' confuse us. An/ engineer who uses that value wi l l  not have his bridge
t l  3.14159 wi ,- do niceiv and-serves to remind us not

!  +h exact./,/pen is your game coming out?//No, Carla
nnhn/o-+K^® her robes of cioaKing on— butthen, she generally doesn't bathe in

comb-nation by mixing mystery cu lts  of the Roman era with 
pieeeoo, C e lt ic  and Norse mvtho'ogy and a he^ty dose of Buddhism until I t  f e l t  
right. Tne-f?cets of the gern image was Bi l l  Ja ffe 's  contribution.



 ̂ ®̂'’ essays. You may have been wronq on how Tol­
Kien thought out that part icu lar  d e ta . i ,  but you are quite right on h irW ew  o f

S f h a v r S C b b e f + h a  destruction of the environment. Local
to reach*N e:^ 1?h "^ ?f^ = ^ '^ d ;c^ ■ 'C n "?h a ;1r;:c^ p r:."°
A would have stuck with its  medieval preference if  i t  had

ropped the idea of levels and looked upon people as people? The whole idea that the
L°ro  s ' l n T s  :  de^igned,tooo:lras? ?he pJs S :eroes n a s im p lis t ic  fashion, it  makes a lot more sense for the world to consist
skIM eS even If  adventurers a r rb e ? Ie rS k illed  than average at combat-re lated ' - .................  -er
ize that i f  most of the populace isn 
logical ''modern’' analog of a scciei-y
to mind to avoid that result is to sevoreiy ,. . s t r ic t  magic to people bon. »Ith a 
aTOng^PCs?’ "̂' '̂ ®P®'‘ '^sers would be quite, rare even

By the way, I recommend to you a tciiogy by Sheri S. Tepper based on a wor

ki l ls, .  From that, i t ' s  a quick step to rea I- 
then you've got a magic-based techno­

with. The only way that comes readily
_____ _I ^ . I I

tc work

ir...k:^u-r 1 a. . . f o. ifcjuutir uaseo on a wor
u s e r  f  -  ideated as pawns, tcused in the games that power strugg.es are . 
FOUR, NECROMANCER NINE, And WIZARD'S ELEVEN, ructured in+o. They are KINGS BLOOD
stage between medieval and modern society large 
The books have ideas that could be converted fc

published here by Ace Books. I t ' s
ly because of the chaos bui l t  into 
■•our gaming.

d
be

i t .

perceDt?!e*''^AD&D^H?nn»+ Welcome aboard. Your comments on the position of TSR are 
perceptive. AD&p dian t  seU on quality alone bu+ more from being the f i r s t  to qet
lo  h ^ k ' Ih / ° " " "  f t r a c t i v e i y  packaged and aggressively markeled-an good enough 
l l n   ̂ f  was the total combination that did i t .  It
oi °Ther ccmpanles to break the TSR hammer lock on the minds
w i lT m a L  !hat°bre-k?h^ h ^  packaged and advertised by Avalon Hi l l
th e ir  wav into +he°hi opening The doors to s t i l l  other companies to find

ay into fhe big markef and publ ic recognition. Keep your fingers crossed.
Dort of the computer market and magazine sup- ^
D&D thl+ r  H however, th a t - it  was the popuIarlty ofD&D that produceu a I that success and circuNation for DRAGON more than the other way
? h : r r ' ; a v o ^ :  J u s T p l a T
FRAl introduce a fantasy gaming magazine to complement THE GEN-

nn r^agazine. TG never made a big success, despite AH's success
a l  RO^ h . I ?  f n̂ough. . 'd l ike to see AH distributing DW as well
as R03, buti don t  thmk that's  part of the deal. Oh wel l .  We’ re stuck in the tea­
se l  °bettPr 7!®- regularly i f  i t  sold better, and i t  would
n h • if  I r came out more regularly, ^here's also the problem of attracting
publishable material in su ff ic ien t  quantity, to be blunt aoout i t .  You'd be amazed
o L I  l don^t working over a rT ic le s  to get them into publishable shape (the
iu sts -u ff  t ld a lh ?  r  and I only do a minority of the worl^
th o lg h ? ^ ^ ^  ^  ‘ better with a r t ic le s  from A&E and TWH writers

■+ .̂ PORTER: The objection people had to your using "character cl as-"
o R O ' r : n " V ° , “  ^  d efin ite ly  esscc ilted  with MD ? r ? a c C  one
class design goals was to do away with the r igi di ty of the D&D character
oDenn^ss ‘ u  w"*’ has been accused of going too fa r - in th e  o th er d ire c t io n  of
openness, l-hus a I I eged, y produc i ng b land , s i m i l a r  c h a ra c te rs . The s k i l l  group

^  WORLDS OF 'WONDER'S fantasy module (MAGIC WORLD), in which
o c c l l i o n s  r d o '^ ^ r ®  s p e c id f l c  sp e c ia lize ioccupations. I don t  know 1 f anyrhing l ike that wi l l  appear in RQ3 though I lobbied



special izina in a pa-t i cu > a r 'a r  ■ rucTure In the s k i l l s  system that makes
people who push riMes fr -'-hli meanmgvu, wirhin game mechanics, thus inducing
characters RO d o l T r H ^ t  endof i nd i vi dua I i L d
SuperSro Barnes whTr  ̂ !  L"" "  YI n̂d while k haven't played the
have their^probiems.  ̂ +°ward th is  in a sense, they too

the character^  J r 'o i ?nto believable occupational groups, so that
sM M s in s iL d  0^ 0?^ '-! o ^careeh leads to choosing to develop one s ; t  of
development and oena I 17 f n t  makes sense to do so. This means rewarding that
mages studW nrsD e??i in2t ' ' r  ‘̂  keeping
p ie ). Th2 best I have ° w i t h  otf.er characters' ta le n ts , for exam-
(about half a^dozen sopit.q "̂ Pricing s k i l l s  so you choose a limited number

! f
00 L K M  h i^ eier! - ™ e r  s k i l l s .  This needs e lot of work

haiPHP ^"l+lT^tbe-character-as-his-possessions question is a matter of
!f ^ h fequfpm en^ kSJr!: P®°Ple »ho played th e ir  character's behavior as
np?n+ !u ® acTive force and the character only the c a rr ie r  Yet vour

your attack^on"Recover N Meeting your share of offboard a r t i i le r y  forF- - - r “: i i e S - a r : : : s ? : ^ : r y ^ - a ? : ^ ' r -
t r L i ia ? r o n s  unSer'^con?™?' ^ -P  Vour
tV D ic a / fa n tn irn ^ !!? " ^ "  I"® betweenH\e tvp lca l roiegaming ru les and
o Z r t U r ^ r f L e n  ,t O? 'p v fe stm g . i^do disagree with your conclusion that magic ougnTTODe ripped out of most campa gns." ! have ob®=en/eri +hp+ mpc+ 1 ^

m a S lf s J e l i r a n d / o r d L  " ■  =o=ld!ring the use of̂  powerful
powerful NpL wh-i J r  , t l°'t  ®'“® '̂ ® P'®®® ®'' ™®9'® th® 0̂"®= ° f
KughI by ? S s e  r a le r s Y  J Z  '®+® =® « ‘® °*  Poo^o"®' aggrandizement ̂ +. Mny ideas you come up wirh would be appreciated.
wi+h =. +0 believe !i- should be oossible to keep people's jo l l ie s  sa t is f ie d

accumulation curve from dI d is dumpereSp e^etv
■ I  S  s t a ? w 1 r r h " " " f " " ° " ' ' t " ^  ®® ®® vou.canto acquire s k iU s  t n i a l p  I '
n e L a fs^ I^ u t anj a r ^ a r  a" *’®®" apprenticeship and Jour­neyman status and are already masters of th e ir  professions i-f parU/ in +h=+
s-artinq  " m l l f - n d 9  ̂ £  explore? Instead If^®'
P h !r£ + f i  £  working h^ro to acquire s k i l l s ,  for example,, why rof s ta rt  with '
a r r a ^ L d y t a s S r s  o apprer.Hceship end Journeyman s ta tu i and
e s ? a J K d - ^ f S  "' • ?"' '■" that stage-^ynd thus not too,
ment why no? 'O go off exp lo r in g r .. Instead of hungerJrig.^for good equtp-
ment, ^' ro dy. have equipment standard Tdrypur occupat id[i?' Ahd-£a i n ing? ^
world. D e £ l n S  ? U e s  9° out and accompI ish in the
I ’ ve read ?s keCed f l  nl-'.r. I  f  IF ''* '  possib le , but every game
which has h?d ? ;? ?  of enough, TRAVELLER-
d e :e ? o p ? :n ? in ' ? ^ : i r c h i s ? : ? n . '^ ° "   ̂ p— <

and UNIVERSE^  ̂ ^'^hop^Ni??!^?'^?-I?‘̂ '̂ ‘ comparison between OTHER SUNSoiNivtKbt. I nope Nicolai w. I I answer your questions. BYLCS (origi na I t i t  le . By



J^atefu^^or Intended as a hard science fic tio n  game, so he'i i be

on the f i r s t  s^ P  e . e ; r 2h ? c ^ \ ^ h t M t ^ :u r S r ^ R ? G ;; :s ? :n d % ::^
vario u s stag es of development. I f i nd the races the most in te re s t in g  D art of BYim
personally, but th a t's  due to see,no th e . played by the d e i J ^ S ^ ^ I o c l l s I f o

are a 11 ” l L I  v i t o  i s „tJh o'""’ ’̂   ̂ s^ P 'e  reason: „eh^i,e K KK̂  ^  ®xper''f^nce and educational background, favorite
rin ld ' Jndeed, your opening comment that so many of us are "wedded to
rules s y s t L 7 -ij!d v  13 ‘  ̂ What makes a

be your basic question. Why not ju s t  wing ■ '
Ruies^exist to prevent or to se tt le  disputes

Why have rules at a 
everything? That is easi

seeiis 
answered.

over Whether so^athlng succeeded when attempted. W „g r c ^ b a t  in pl^ltcu a 
.nv .tes b itte r  argument when you wing it  by deciding that s o m S ' ^ f a v o m e  t o r a c t -
t o f s t l " ; ; ™ „ o r r " ‘’You'r P - V -  t L t  you acted'^w?th?ra ^eaSnab?e+h' u '  ̂ simply askthe world to tru st  your judgment in a llthings, so we have r u le s t o  keep cru cia l decisions fa ir .  Judgment in a ll
VO groping for, I believe, is  not freedom from rig id ii.y  in the rules
ture"'Hght^^"7L " : " ' ;  T ' " '  not to.get in the way of V e  adven­ture, right. You want your play.ers to concentrate on th e ir  PCs* motivations not the

n l t i r l !   ̂ pertinent than th e ir  obtrusiveness and cliche-producing

Well, th a t's  rea lly  a d ifferent top ic, and one th a t's  been discussed at great 
thaf''Whv ? !  !  addyour thoughts, but try  to do i t  from a.d ifferent viewpoint

 ̂ every ody not like  me," okay? You'll get more positive feedback that

Glad you Iiked'the writeup. Thanks for the kind words. It'HANK GRIFFIN:
you l i s t  two w rite rs, Gemignani and SimbaT'lst,who’haven't"appeared 

in A&E for quite awhi ie, among those that stand out in your memry.
I m unconvinced that i t  Is possible to make a ll starting  characters egual in

a b ???t!^ n 'R 0 ^!h?°h require a ll  players to emphasize combatabi ity in RQ> which is not encouraged in a l! c u lts , for example. And in other games 
as demonstrated in my ROLEMASTER writeups, d ifferent character c lasses are inhe!-
esting^'to play? ho^ever!^^"" characters less inter-

EVERYBODY ELSE: Thanks, RAEBNC, and y 'a ll  come back again. .

, Games Centre has gone into liquidation. They weren't' on
open on Januar^s 3rd', so he phoned them on the 1+th and heard this. Grahan,Levin ‘ 
(o\mer) apparently put the blame on the loss of trade due tothe Harrods bombing.
Other co^aents have been that it's due to expanding too fast and then closing Lite 
of the shops down again; to each manager of each shop ordering individually (causing
dm!hl! r duplication of stock; that this will probably
double G^,es Workshop's turnover; Air Mail buying of all new releases; and the over­
pricing this produces. Adrian adds, "Pity it couldn't have.'besn TSR instead."





From the Toumbes of Netherwhere
the dfm recesses of the demented mind of David Union, 4 Old English Rd. 
Worcester, MA 01609; (617) 775-4582

"I walk amongst men as the fragments of the future; that future which I contemplate." 
— Zarathustra, Nietasche
'Lo a l l ,  me ag a in .. . .Since I did not rea lize  how long S&S #\ would take to appear, I 
figured I would try  #2 before I got to see i t  in p rin t, so as not to get too far 
behind in comments. I got #96 and now #99 and //lOO a fte r #91, so w ill comment on 
them somewhere In here. I would also  like  to thank Lee fora'I:! the work she did 
retyping the la st one. 1 w ill d e fin ite ly  have to s ta rt  using s te n c ils .

THE WHY OF IT (part two) '
"Okay, s t a r t ’er up!" yelled Jim from across the reconverted movie studio. He 

hdd had a hard time explaining why he needed i t  to the committee, but with help from 
Bob he had received the necessary funding.

"You know, Jim," said Michael, "I think the committee has f in a lly  realized  the 
dangers of giving you another year to spend th e ir  money. You*re sure to get the 
go-ahead on schedule th is  time."

Then the huge coolant system started as the :new .deflection system was made 
ready for the te s t . "And th is  is going to rppel the p a rtic le  beam?" Mike had to 
shout to be heard over the noise.

Jim replied at s im ila r volume, "We're not using charged p a rt ic le s . What th is  is  
supposed to do is  warp the fabric  of space around the detector, using very Intense 
alternating energy f ie ld s ."

"Oh, is  that a l l , "  yelled  back Mike as a saw-toothed image appeared on the 
osciIloscope.

"Oh s h it ,"  muttered Jim as he turned off the Deflect I and Its  cooler.
Mike lowered h is voice and sa id , "And by the way I've  been keeping my eye on 

that.Jeah Smlthers. I think that you should too."
" I'd  say that most of the men have been keeping an eye or two on Jean. But 

she's OK. I interviewed her for th is  myself ju s t  lik e  everyone e ls e ."  He pausdd a 
moment, thinking. Nothing unusual was in her tran scrip t buthe had known Mike a long 
time and had learned to take his hunches serio u sly . They were seldom unfounded.
"1*11 check up on I t ,"  he said f in a l ly .

Jim headed for h is o ff ic e . Despite the setback, he was sure he could have the 
system working before launch. The deflection system would allow them to remove much 
of the bulky shielding in the readily accessib le  areas of the unchristened ship.
That would leave room for more testing equipment and spare parts, always good to have 
around. He stared at the design sp ec ifica tio n s . The theory had taken the best blows 
of the international s c ie n t if ic  community without a bruise. From there he had 
thought i t  would be straightforward.

"So much for optimism," he mumbled as he ran some tests  of the device on h is  
computer terminal to see where the working computer-model resu lts deviated from the 
actual te s t . Tracing the deviation point, he tried  a few changes but quickly gave up. 
If the en tire  project engineering s ta ff  couldn't f ix  i t ,  he certa in ly  couldn't. He 
hoped only that i t  would not require major redesigning.

Jim took out h is TYT and tied  Into the data-communications network and then 
waited'.for the computer to c le a r  for his p rio rity  coding. He punched in the area code 
for station  Independence Two, where the ship had been b u ilt . Hê d̂t:::® pulsed hum.

"Damn lines are always busy," he muttered, and then got up. He grabbed h is  
coat and headed out the door, ca llin g  over FrankTurner, .the ratJio special 1st for the 
pro ject. "Frank, make sure those primates at 1-2 have the F andHarea bulkheads out 
by next week, wi l l  you?"

"Kay, boss, wi l l  do. This give us space forthe radio telescope?"



he saidas he left^the^lab'^Jornplei. monday,
probably could^use^the^extra^sle^^'^^i^ the cold winter winds. He 
guarded one of MiL-s hn^^^L the last time he disre-
he had somehow to check on Jean%m??h^ ^ broken ankle. Sotranscript from his o?fi^2 Jf? ^"^^^hers. He punched up her 
Transcab station. As he remc^mh^ headed for theShe was. though? Duttine nothing unusual,hours, ^coordini .  unusually large number of extra
Maybe by talking to her he oonfa°^'^i^ That would be his excuse, uneasy. ^  “P whatever had made Mike
after“ ?nne??®''*’ have to wait at least until

I-



T N A

SOME COMMENTS . . .
General comments on champions

Using gadget points for spells in champions works fairly well, and is not an infraction of the rules. In this way the 
player would specify what spells were to be used at the beginning 
of the adventure, much like a mage would prepare specified spells 
in SD&D. Remember that any power description, like -’’Energy Blast" 
or "Gadget Pool" are general references, NOT descriptions!

Also, we have recently made some game revisions to make the skill/dexterity balance work {their comment on months of testing is hard to believe). Dex costs 4pp/pt over 20, and con costs 
3pp/pt over 20. The first skill level in one area has an unchanged 
cost, but the next two go down one catagory (1 pt if 3) in cost 
and the next two are normal, and the next two are up one catagory. Will report back on how well this works. 'Mi sc i

It is possible to play a PC smarter than the player. Game 
familiarity helps, and as the ref goes around the table the extra 
time can be used to think and organize one's thoughts. Yes I 
realize there are limits to this, and i still prefer to eliminate 
the intelligence statistic if convenient. Lately have been 
trying Dragonquest: Not bad, but needs a new experience point
system. Also, armor proficiencies seem necessary to better sim­ulate some fantasy characters.

I have noticed recent interest in 'lord Meson". I have the first two, and was wondering wether there were any more?
VDSJl experience point non-systems I generally take the 

number of sessions I expect the average PC to take to go up to 
the next level, get the points, and divide it out. This gives 
a base. I then modify it plus or minus 100°o for role-playing.
If I don|t notice a personality, then there are no points. If the 
player did decent, then s/he gets base. If the player did a 
good job role-playing, but did not use abilities (cast spells, fight, etc. ) where called for, then the base is halved. I have given 0 and 2000 on the same night, but fortunately the range is usually not too bad.

Back to champions, clairaudience and cairvoyance are already 
handled by the system, seeing into the past is done by a trivial 
combining two powers (power based on another power), and since 
without taking the character away from the player the GM cannot 
know the future, precognition is not playable in any game system



how about I h  
just for each

(beyond the generic vague glimpses). Baloont 
points for each point of strenoth over 50, or point?
Specific Comments #98
LEE: I have ordered ir»A through local store (25% off) but hasnot arrived. Don’t think distributers have it yet.GEORGE PHILLIES; Enjoyed fiction as always. - , , :
DAVID DICK; I have on 2 occaisions’run f^ale dwarf- PC’s.
DAVID JOINER: Try Dragonquest character generation, but roll
a dice first that determines the PC’s primary attribute (set to 20 or higher if possible). „ , , -
IAN STRAUS; If • the NPC’ s i kre well role-playedi ' all dif^-erent, ' and consistently played, then the playerS" better roJL,e~piay.If the system rewards role-playing the players role play-j better 
over all (even the power gamers must role-play to gain power:),

finally the ref should allow;for^andcnot penalize rolerplaying 
( I  m sure I ’m not theonly one who’s had a say ” I f  you keep

Lh^.hQrrider the monsters'Will come" (groan) as the ’DM” picks up the dice). Detailed histories help, and'good adventure startup (esp. reasons) makes a major difference.
The Star Conquerors--  -■ i

FOR cofcaofRlN&J
J3tcT T'Ht Loc^
.fŷ Reuv cwitizixD, rncy wru. oreen
N O  _______________ _ _

T#  Do , f  - ^ t r  R i D "  TWS£ f’t.iAfr; K̂aĉ1̂/ LAtlt OOH W«R MA.iMinSS jtotoNiSTS wcKe i ■ : ■ __
WAYNE SHAW: Suggestions,on what,,could have been done easier

' iv Lately we-have tried ’’unstructured combat’’. ' Example-
twice. Spdi 4-, once (goes around table). Then villian(s) go once or twice. Seans to work w/ a 

large number of similiar villians (i.e. agents) or one mega-viIlian. General comments; re religion f
_ As to d supposed "Christian" opposing” the evils of D&D"
I^can say only that it is not a Christian. Christ said "Resist 
not evil.. Judge not, that ye shall; not be judged, condemn not, 
and ye shall not be condemned." (Luke 6:37.v"Judge not, that ye"
PhT-? 7:l))(Who was it that‘said "The last trueChristian died on the cross."?). On the other hand I ’m not 
sure that A&E is the best place to discuss religion, excepting 
as It IS relevant to RPG’s and such. (Please note--as one of the
few marxist-elitist-atheist-optimistic-nihiliStic-jewish philosophybuffs around, I take any accusations of self consistency as a personal affront.)



NEW MONSTER: GAS GIANT
Common App: I

Move: damned fast
0 Damage/Attack: 0

Gravitation, Radiation,

Frequency:
AC: 9
# of attacks: 
Special Attacks:
Special Defnses: Magnetic Field
Ps i on i c A b ility : N i Attack/Defense Modes; Ni

Hit Dice: near in f in ite
Treasuf*e Type: Ni I
Alignment: Neutral
and Poison Gas 

Magic Resistance: Standard

/a I n 
INT: 
Si ze

Lai r : 
non 

Very

lOÔ i

Large

"The destroyer of m orality, the good and ju s t  cal 
— Zarathustra: Nietzsche

me; my story is  Immoral

COMf̂ ENTS Conti nued #99
MARK GOLDBERG: I am 21, read and co IIe ct comics and read quite a b it  e lse . And 

my memory is not poor enough to have to reread an sf book. In fa c t , rereading bothers 
me, as a fte r  I get about 40 p§ges into a book (second time) i t  s ta rts  coming back to 
me word for word and detracts from the book. Only REACH FOR TOMORROW held my in ter­
est and withstood that, excepting books that take more than one reading to understand 
(e .g . MY SYSTEM by Nlmzowitsche, THE WILL TO POWER by Nietzsche, RENDEZVOUS WITH RAMA 
—ending not understood f i r s t  time by Clarke, e tc ) .

MIKE LEWIS: Enjoyed zine. All FRPGs have some unrealism about them. That is
probably the why of the fun. I suppose the games that bother me ere the ones that do 
not accomplish what they try  to.

STEVE GILHAM, ALISON BROOKS & DAVID FLIN: F iction  in A&E gets better and
better. (We w ill have to f ix  t h a t . . . . )

BROOKS & FLIN: How many players are In th is  Middle Earth campaign?
DAVID NALLE: on cu ltural fa m ilia rity  : I seem to have a so rt of reverse prob­

lem. Rather than come into the game with a new set of expectations, many players 
around here expect the stock D&D world. In fa c t , they getdisoriented If  the world Is 
CLOSER to the one of our experience. Any ideas of how to break them out of that mode?
In Dragonquest, I started with a Renaissance era world, though one brought about by a 
combination of new technology and magic. Yet I find it  d if f ic u lt  to get the players 
to tre a t It  as d ifferen t from the D&D w orld(s). Any ideas on what to emphasize/!'- 
iI Iustrate/do to bring them upwards a few hundred years?

MARTIN WIXTED: Roundless combat seems lik e ly  to rapidly get confusing for a 
large number of combatants. To keep track of who went when, one would have to set up 
a chart and mark each person as to who could swing when. And then each time the 
chart repeated i t s e l f ,  one would have a round. Both Champions and C&S do something 
like  that. In Champions, Speed determines In how many phases ( I .e .  seconds) you can 
go again; In C&S it  ends up as swings per unit time. On the whole I like  the idea 
for a small scale  fig h t. Of course, there are a lot more modifiers that could be 
added. For instance, bulky armor would probably Increase the time for a given action

OVERVIBV OF #100: Great! Don't re a lly  have time or space for sp e c if ic  com­
ments th ish , but w ill get around to 1t . . .someday.

DRAGONQUEST:
One thing that bothers me about DQ is  that the Spell Fumble Table Is designed 

to take the MUs out of action for quite awhile (for certain  re su lts ) . Although I can 
see the reason (Fighters spend more time studying), I think th is  is a problem. In
most cases, players don't enjoy s it t in g  there watching others play. So 1 rewrote the 
table to elim inate th is  (with more damage-based resu lts to the ca ste r) . Comments?
I alsorewrote the EP/cost for studying system a b it . In an attempt to balance the 
FIghter/Mage expense imbalance.



EP: 2 ski IIs/weapons 
2 sp e lls  (or spell + r itu a l)  
2 sp e lIs  + I r itu a l

I time for t|0^ EP to each (cost mod) 
I time for t|0^ EP
I time for +50% EP cost to each

Tutor 7t  ranks above: -IOji tp; cost ^  :
Note:

Tutor 1-3 ranks above rank g ett in g  to

a l l  m o d if ica t io n s  add to ra c la  I. mod I f lo a t  ions
Time: ,2 weeks * rank for 

Ĥ aM e r & Ma'rt lal 
sJ'Ts to rank 0: 
s p e iis i i

R itu als to, rank 0: 
SpelI advancemeht: 
Ritual advancemen------ - • I uur\ ,
a len ts, stea lth  and horsemanship are

s k i l l s  and weapons (2 weeks for rank 0 .'  I' '
A rt is t  are 10.+/eeks ton,rank 0 .)  ■, j i
ordinal, numbar/2  (round >jp) weeks for spesfaT'knowledge'
ord # .pf Weeks •
rank attain ing * 
rank weeks

2 days 

jxcepted
Cost; Weapon ' : ; i

S k ill  \
Special Knowledge sp e lIs / r ltu a ls  
RegaIn Gen Kn SpeII .
Rarik w/ Geh Kn ^pelI 
Rank w/ Sp Kn spelI
Counter-spelIs as in book: 2000 
Investment Ritual ' ;
Ward R itual ’ ■
Self study if  reasonable

getting to) * (number of days) 
(150 sp) t  (I50:sp  * rank getting to)
0 rank 0 (200 sp *-.ord #) :
( 100 sp] , . .
( lO ^  ppd:#,) * (rank)
(l5.*iordu^) * (rank) 

sp/500 (namers) @ rank 0 
100 gp, ; rank 0, 100 ;sp 
60 gp @ rank 0, 150 sp
3 *.tim e, 3 * EP (2* for sp e lls )
[for ,ranks above 0 only

rank a fte r  
rank a fte r

—Nietzsche '• *'

AI I too 
. . a l l  too

^  -  "^en we teke ever the
Pandemonium, I n c . ,  1984

ORIGINS wi I I b y h e  21st through 24thpf: ;June, In D allas.

me toVrange^ fo r  Jr^l^son^deTlver^I ^ (1  ̂ you^l uck°?s'"runn!nrqood ^Id '
mention it  in your zine, but 1 don, ,̂ guaran]ferto n o t iL  W  Ihte^
s t o r i l e m l j r d ^ )  ' ' f  up running another
of LoA's potential ity ."^ ^ '°’  ̂  ̂ couple ot more standard demonstrations



THE OTHER TRUE WAY #100
being a special Issue, as b efits  a special issue number
written by Quentin Long, at 845 LaVerne Way, Los A ltos, CA 94022 ;

COMMENTARY ‘ ; .
RANDALL STUKEY has been kind enough to send me an advance copy of h is Qa Neen- 

gaath for #100, the better to let me make timely comments bn i t .  So be i t :
Cornel iness Attack: Hmrq, I think I like it  th is  time around. .
New S k ills ': no comment, save that they seem pretTy good.
Astral Projection: S t i l l  no go. F light + Desolid, With judicious application

of Special Effects and such, is  functiohally identical to th is 'u n ; ergo, who needs It?  
Clairvoyance: Buy +1 Enhanced: VI sioh (Or some such) with Range instead.
Comeliness Defense: Hmm, I keep thinking of Firepower, my PC with INT 40.........
Companion: I ntore5ti,ng. Maybe; now I can build Dt. St ranged one, (don’ t  a s k ) . . .
Damper: Also Interesting ond useful to boot, bu+ Isn 't  I t  a rather cheap way to

do Area E ffect Power,Drain? • : '
Duplicate: Rendered obsolete by those playtest rules I mentioned in OTWs past.

(George ca lled  i t  s p lit t in g .)  And why can 't both the dUpIIcates have the fu ll 3D6 
EB? Dividing up the powers among the dupIicates almost negates the purposes of 
sp litt in g  yourself up and doesn't seem to re f le c t  any se lf-m u lt lp lle r  characters in 
the comics (none that I'm aware o f, at any ra te ).

G esta lt: George has something ca lled  Psychic Link, but I think th is  one i,s
unique enough to staqd on i t s  own. Not bad. , '

ifnpersonate: Question: ; what makes th is  d ifferent from Disguise on a 97 or
less? Answer: It  costs one helluvalot less. Conclusion: ignore th is  one.

Magic: B izarre . I prefer using Gadget Pts plus Gadgeteering to achieve th is
e ffe ct, but i t ' s  probably a rrtatter of taste .

Mimic: George c a l l s , i t  PowerCopy. And why not allow a Mimic to copy gadget-
based powers? The Super-Adaptoid can do that a I I day. [Oopej apologies. Typist 
w ill  s h if t  into se rif^ sty le  fo r  re s t  o f  sine. Abject apologies. --LG]

Ret.ti If you've got Companion, you don't really need Pet. Instead, give your 
Companion Disadvantages-like "Non-Sentient" and maybe ''Lacks manipulatory appendages" 
and suchforth. ■

Precognition: Time-twiddling powers give me the willies.. If you want to use
this, go right ahe^d, but don't say I didn't warn you...?

Retrocognition: And thank you. Snowbird. Matt King (of Roleplayer fame) has
a word for this: '20-20 hindsight. Useful.

Shape Shift: Horn, Georgeshas Multi-form,but this'isn't quite the same thing...
Forget l,t; either the Multipower + Special Effects Route or else Gadgeteer. 

silence: George got it.
Combining: Roleplayer had this lander the name Additive. It worked by letting

an Additive power "stack" with another, non-Additive one (stretching stacks only with 
stretchiJng,'^d so on). What's more, any two powers with Additive could stack 
(albeit most such combinations wo\ild be rather pointless— Armor and Tunnelling, for 
instance). To stack more than two powers, all of 'em except one (the one being 
stackedon top of) had to have Additive. I prefer that method of handling this id'ea.

 ̂ t En'ergy Cireat'ion: Force Wall by any other name....
Extended Range: Why not? ;
Exclusiye Powers;. Sure, just another of those "Limited Power" crocks George 

nbver'^^pebifically listed. '
' 8ide Effect: Hmm, not bad. , ' ■ -

Starting Roll: No, no— you get, your Activation Roll with the Limitation "only
works on the first phase of operation!" What— you mean you've never heard of putting 
Limitations on Limitations? See, it lowers the bonus you get, and.... i ‘

Monitored: Being watched is not— in and of itself— particularly damaging to 
superheroes. Ergo, this is needless; if the Monitor occasionally does more than 
Monitor, call it a Hunted.



Distinctive Looks: Ditto for being easily recognized^ except naybe it night
make a Secret ID harder to keep....

Permanent Powers; Unm, isn't the Always Oh bonus supposed to cover this?
Personal Problem: Seems to me that that's the reason you get points for having

a Secret ID in the first place. . .. •

The Heretic: AD&D never claimed to be realistic. And in fact tells you flat
out that it by-Ghod is not realistic in the least; claims that AD&D isn't very real­
istic therefore will be filed and forgotten. -Now let's look at Champions: it is a 
roleplaying game which makes a damned gobd attempt to simulate conic book reality.
M d  what do we notice about comic book realit|y? That.it too is not particularly, real­
istic. Consider Superman, Vho is stuck at age 29 (or whatever it is) eternally; the 
Marvel Universe, which purports to age at the rate of 2.9 real years to one Marvel 
year (but don t count Christmas stories too carefully); these and mahy other inter­
esting facts lead one to the inescapable conclusion that Conic Books Ain't Real. Any 
RPG wnich simolates comic books with any degree of accuracy vil.l necessarily. share 
the contradictions and unreality of the source material, and that's all there is to it.

 ̂ Stukey asks why Marksman can't use his kilobuck-per-week salary to buy ammo. 
Damifino, but io's probably the sane reason Flash doesn't set up a small package 
delivery service. ( When it absolutely HAS to be there right that very second."); 
that Spidey never followed through with his plan-to become a media sensation; that 
Firestorm doesn’t solve his (their?) financial woes by restructuring a few loose bits 
of garbage into gold bricks; that— oh, I've made my point? Right!

And by the way, whoever s'aid Marksman can't - buy ammo? The only thing he pays 
points for is the stuff he uses while being a hero; so he can have entire warehouses 
full of ammimition if he wants,...but if his gim iis bought with only 20 charges, 
then he can only carry around 20 rounds of ammo in hero ID. That being the case, 
much of the Heretic's argument tiirns into orange slime. Complaints about disregard­
ing realism carry no weight, except where realism already exists. And friends, comic 
books (and comic book games) ain't got no realism— nohow; contrariwise. Ergo, the 
Marksman/Darkshot problem" isn't one, nor is the money-versus-points "problem."
Case dismissed. Bin klein nachtmusick.

 ̂ I have here two songs, whose tunes were writ by me (any chordal notation which 
might exist was supplied by our gracious editrix, Lee Gold— or possibly her husband, 
Barry Gold the guitarist— thanking you muchly): "Andromeda" first appeared in -
Westerfilk Collection, Volume II and "The Time Traveller" made its debut in Isaac 
Asimov s SF Magazine (to the best of my knowledge in both cases). The lyrics are 
copyrighted by their respective authors (Robert A. Cook and F. Gwynplaine MacIntyre) 
and I hope you enjoy them. .

(Urr, weU actua lly , A&E doesn’t  p rin t  copyrighted s t u f f  without the"permission 
, , ^opyjn^ht iw lder. I t  s not legal or moral. So what follows i s  th e 'ly r ic s  ' 

ai^ time fo r  Cook s Andromeda (from whom Quentin did get permission) AND Vor ' 
MacIntyre ’s THE TIME TMVELER a th ird  verse w ritten  by q  & the tune. The second 
part o f  the, tune doesn t  have any words shown fo r  the reasons c ite d  above.—LG.)

A§A5A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A§A
APRIL 6-8, 1984 MASSCONFUSION - Technicon ' '

C lark U niversity , S. Main Street In the Jonas Clark Building 
32 d ifferent games, including competition events; 32 hours of film s; lectures 
workshops, e tc . Ben Bova as GoH.
S7 pre-reg istration  or $4/day. Write to: Ego-Trip Enterprises, 587-C Park Ave.,
Worcester, MA 01603 or telephone (617) 792-3003.

\



Andromeda 
'yords: Robert A. Cook; Tune; Quentin Long

1) Ceritauri, Sirius, Hydra, Yalls
And, one by one, the ebon walls of distance fell; 
from angry howls of fossil fuels ' 
to silent, burstiiig molecules of FTL.
And sodn those depths were gone and past ,
and vahished.in the light years cast behind us far.
With each new reach we grasp and hold, .
but still we hear from past the cold apd farthest star 
a gentle, whispered lover’s song ‘ .
that draws us on so swift, so long, —
And though Man might forsake
the spaces left to take,
he'll always hear ^
the voice so clear that says , "jlndroneda. . .."

2) The years will come and thence take flight
through en<^ess ■depths of star-^fifecked night 
to lontold more, - ' ' , f
vfhile mighty empires, billions^ strong,, ' , ^
arise in undreamed, brilliant song and fade to lore. '■ 
The countless heroes, glory bodnd, . '
take'ifiight at every .planet found and leave their names 
like blazing suns•upon;the sky .
iintil that dome, iitself, must hie where darkness claims.
And all tHro\igh this the spacemen feel .
the thread that binds; like silken steel
to draw them out and past
their wisdom's highest cast
through endless night
toward some dim light that' s. called "Andromeda.__"

3) While still we seek and more we find
beyond the reaches of the mind and still seek more, 
the roving dreams of star-bound men ,
will drive us but to seek again in endless store; 
and lest" some monster doom befall
to purge our species, one and all, wt^'ll siirely go, \ 
through tears and trials, triumphs, Joys 
that nought, however perfect, cloys nor distance slow. 
Each conquest bids us yet be gone 
a thousand, light-years fiirther on 
that we may reach and see 
that distant galaxy 

' while each new day
the spaceman say, "Next year, Andromeda!"
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PEREp'RINATIOl'IS ON A THEIhE 316 (the movie)
being the Magnum Opiate of one sedated Scot Fritz, who can be reached 
t i i i i i  H i H H  at 6 Griffin Ave., Danbury CT 06810| (203) 792-7698.

A VERY BELATED, VERY HAPPY, VERY HOLIDAYS TO YOU AND YOUR OTOT. Hy vacation was 
splendid,/^hank you, even though vje never got past the planning stages for a 
game. ’

Well, DEMESNE-is coming together nicely, to the point that I am ready ready to 
present it to you wolves, so you can tear it to pieces in your search for 
perfection. .Previous articles on Native Intelligence and the Sparrowsfeldian 
Dwarf will.be in the game, so if you rip them out and put them in a ring 
binder, ypu v/ill have about one thirty-second of the final offering. Anyway, 
on to Comments. .

GOHMEITO ON 399, fnord! ' '

LEE: I heartily agree with your viev/s on character background density.
Your ct to STRAUS neatly sums up what I have been v/orking on the past few.

KARIEVA.: Good.thoughts about the social action of role-gaming, but I don't
thinlc you are aware of the social conditions v.rhen you are in the process Of 
gaming.//.This is a request for you to print the Middle Earth system you showed 
me in these pages. •
f GILHAM (one more time, with feeling): Agree that the name of the coin is
arbitrary. I am saying that starting characters off vjith high rates of 
currency limits their desire to advance. Sparrovjfield PCs start out v;ith 
copper or bronze coins. This encourages them to try for iron, silver and 
gold— both as a status symbol and as a labor saver (1 gold piece = 12,000 
copper pieces). ^

EDWARDS: Can I ruin your joke to stress that I did not use Python as an
authority on Medieval life but as heroic and comic legendryj which seems to be 
as much a part of FRP as history.

MASTERS: HURRAH! Traveller Magic! Now the system is complete! (VJhich
means, I like it!)

WIXTED; Appreciate the differences in combat systems. You just might have 
something there. '

PBZ RETURNS-IN j'?99; Hein, Vaughan, Teller, Keyes, Huddelson & Waters. 
COMviENTS ON #100

GYGAX: Sorry but I disagree. The masses are sheep! They aren't ready, to
take responsibility for something as massively important as OD&D! I beg, I 
implore you, Gygax: take charge of this drifting vessel. You are the only
true Diingeon Master. You'must take responsibility for the future well-being of 
FRP! It all needs to be brought under one dynasty, with you as Emperor! Don't 
fail us! '

PBZ RETURNS IN ĵ l̂OO: Stukey (that's all?!)
WOOLLEY AND SEVEN: It took guts to stray as far away from traditional FRP

as you did. It is a good concept that deserves to be developed.//One nit-pick; 
you should have given more examples. Apparently you had some trouble isolating 
more than three fate d.eterminers.

GILLESPIE: Yes, developing a, whole viorld is difficult. You need to invent
hundreds of cultures, myths foi* them,. monetary systems, languages, etc. V/hat 
I do is to develop fully the section v/e are playing in, with detail decreasing 
as it becomes less likely the PCs v/ill ever get there. I do have a very 
general concept of the whole world and can build up a locale in a short amount 
of time.

COWiENTS ARE FINISHED, SIR!



And now...
THE SPARROWSFELDIAN FAERIE

Faeries in Sparrovrsfield are not actually a species but a loosely knit 
group of mini-avatars, physical representations of Spirit. For unknovm 
reasons, circumstances sometimes encourage diva, anima or mana to take on 
substance and develop intelligence. We call these manifestatins pixies, 
sprites, homunculi or imps, but they are no more related than paintings and 
operas.

What v;e knov; about Faerie is this; Faeries, without exception, are small, 
..slight,and fragile. Many can fly or glide. They have indefinite lifespans but 
seem to outlast most races. Faeries appear to be clannish, tribal and 
totem-oriented. Most groups identify vrith some natural entity, like a flower, 
bird, or insect group. This is reflected in the dress ceremony and character 
traits of the individual and group.

/  ! I •

In DESMESNE, players may choose a Pixie or a Sprite character.
Pixies choose flowers, small birds or large graceful insects for their 

totems. They do an excellent job of mimicking these creatures, imitating their 
appearance, noises or calls, and characteristic movement.

Sprites are earth-bound and so choose small animals and forest plants for 
their totem. They are more barbaric and tribal than Pixies and do not get 
along well with them. Pixies and Sprites Lave banded together in the past to 
fight their mutual foe, the Imp, who is, a physical manifestation of evil.

Both groups depend heavily on their mimicry for protection and defense.

Pixies and Sprites have racial and personal memory,
A racial memory is a record of all the events that have happened to most of 

the tribe. As long as an individual is in frequent contact with memberiS of his 
clan, he will have an updated racial memory. This is not a sharing of 
consciousness but a re—experiencing of the moment as vievred by those who 
experienced it.

Personal memory is somev/hat like racial memory in that contact with another 
lets a memory transfer take place, but the memory is definitely second person. 
The. scene is recreated, complete with the emotions and thoughts, but the viewer 
is aware of whom the experience belongs to.

Some authorities theorize that faeries are not immortal but merely pass on 
the tribal history to each newborn, so that he functions as if he had been 
alive from the beginning. Other scientists couple this with the conservation 
theory (that this Spirit .can only support a certain number of avatars) and 
suggest that as faerie "wear out," newborns are created, and both racial and 
personal memories are transferred. None of this is substantiated, of course, 
as it is impossible to get a straight answer from a Faerie.

Faeries have the highest Agility of all the races. This is used to the 
-faerie's best advantage for defense.

All Faerie get Fly or Ride Mount and Mimic as Good skills (2D20 + 60).
They also have magical skills like Ignite, Vanish, Animal Control, Sew, Moon 
Sight, Astronomy, Fascinate, Disorient, Glimmer, Cordwain, Weather Predict, 
Ventriloquism, Telekinesce, Dance, Animal Noises and Story Tell.



Operation: Chaos

Today is Friday, the 20th o-f January, 1984. The first OTHER 
SUNS supplement <THE ALDERSON YARDS SHIPBOOK) actually went out to the publisher this last Monday- Yes, it is a good three weeks 
later than I expected it to be, but the ship plans took far 
longer than I expected they would. The whole packet was some­
thing like 90 manuscript pages (lots and lots of artwork) so it 
will probably be a while before FGU has it out in the stores. 
The other supplements are also behind schedule (somehow, that seems to be characteristic of the breed) but with any luck they ought to be finished "real soon now".

OTHER SUNS is off and flying. I haven't got my first royal­
ty statroent yet, but according to Scott Bizar of FBU OTHER SUNS 
has been doing fairly well —  it has been ordered and more impor­
tantly reordered by a number of distributors since its release in mid October of last year.
Comments on AE #99
LEE (re ct McIntosh): I most emphatically did NOT say that you

could do a LoA version of the Hegemony. I did say that I would not object to co-authoring a high-tech LoA 
supplement (perhaps using some material from the background of 
OTHER SUNS). And I would not add PSI as a characteristic —  I 
would add Telepathic ability as a characteristic. The PSI tal­
ents would be equally open to all races, and would be treated as ski11s.
DANIEL JAhSiS: re attempts to put together system^ for world

generation for SFRPGs along scientific lines —  see OTHER SUNS, Chapter 12 (World Building) and Book 6, SCOUTS, 
(from FGU and SDW respect!vely).//Lower gravity worlds can still 
hold dense atmospheres —  it is escape velocity, after all, that 
IS important (together with illumination at the top of the atmos­
phere of course). Look at Venus, after all. The surface accele­
ration IS lower on Venus than on Earth, and the atmosphere is a good deal denser.
DAVID NALLE: in re your comment regarding a Thieves’ Guild: "If

such a guild were created, it would be a matter of at most a few months before it were wiped out or at least driven 
way underground." I suppose that’s why there’s no such thing as 
the Mafia in this country? It certainly doesn’t seem to have been driven that far underground from where I’m sitting.
Comments on AE #100 •
LEE (re ct Mike Lewis): There is about 1/2 page devoted to con-
_ ,  ̂ temporary slug throwers in OTHER SUNS.Just about the same amount of space is devoted to laser pistols 
and rifles. A formula for calculating damage and range based 
upon bullet characteristics, together with the necessary ex­
amples, would take up far more space (especially when the cost of 
ammunition and weaponry must be also given). And NO, Lee the 
shell’s mass and velocity are NOT the only factors (nor are they

Copyright (c> 1984 by Niall C. Shapero



Operation: Chaos

necessarily even the major -factors) in determining range and 
damage done. The precise shape o-f the shell is EXTREMELY import­
ant (not to mention the precise physical properties of the shell 
coating —  witness the teflon coated bullet). The only reason 
that I could see for slug throwers passing out of common use 
would be if something else better and/or cheaper came along. And 
in OTHER SUNS, it is assumed that slug throwers are typically 
cheaper to build and maintain than blasters. Ammunition costs 
are artificially maintained at a high level by government taxes 
(and if you don't think THAT is possible, I've got a very nice 
bridge you might be interested in buying...)
WILLIAM PESCHEL: Actually, I would say that FGU is closer to the 

inertia stage than Chaosium, at least if you're 
basing closeness on sales. FGU, odd though it may sound, is 
still publishing far more titles than Chaosium and FGU sells more 
of each of those titles than the typical Chaosium release.
DON GRANDE:
terrestrial 
radii seem ACCRETE program modi f i ed ver si on

Actually, it should be 395 Kelvin in the case of 
airless worlds, and 295 Kelvin in the case of those 
worlds blessed by atmospheres.//Random density and 

to be correct based on results obtained from Dole's (and similar results from Sagan obtained from ai n theof said program) See the references
appendix of OS.//Normal damage goes to hit points, as indicated 
in the rules. Energy weapons do END damage as well (also, 'as 
indicated in the rules). Blunt instruments do END damage first, 
then hit points when all END points in a location are exhausted 
(as described in the blunt instrument rule).//The actual range 
for a weapon (the distance it can throw a slug, or direct an 
energy bolt) far exceeds the effective range (the range at which 
you can expect to hit what you're aiming at). Also, I didn't 
want to make combat any more complicated than it already was in 
the game.//*’ly/hr” is a typo —  but on my printer the lower case 
letter 1 and the number 1 look pretty much the same. So the 
printer hobbled it. Such is life. Jump speed is, by the way, a function of the drive size and the mass of the ship driven. A J— 
1 engine will drive a 1000 ton ship 10 light-years per hour, but 
it will only drive a 100,000 ton ship at 1 light-year per hour. 
//OTHER SUNS, by the by, sells for »16.
Comments on AE 101
LEE: The upper 17. must be able to speak all three languages

and the next 9X group must speak their language and the 
language of the common folk, but the common people need speak 
none of the languages of the nobility. It might even be consid­
ered "uppity" or presumptious of them to attempt to learn same.
Now that OTHER SUNS is out you might add OS to the list of game 
system abbreviations at the beginning of A&E.
The random alien lifeform generation table is about as sense—free 
an exercise as anyone could wish for. I’ve had much better luck 
by just taking a look at some of the stranger creatures that

Copyright (c> 1984 by Niall C. Shapero



Operation: Chaos

Earth has to o-f-fer and then putting there together slightly terently. What, after all, can one do to top the platypus? dif-

AOELAIDE AND ENVIRONS
JAMES HEIN: But the suspension of disbelief is becomes diffi- 

. cult when the designer has thrown corereon sense orconsistency out the window. It helps more than a little to have 
some reason behind the rule and design decisions made in a cam­
paign or a game. Even if the players don't know WHAT the rule

there is one seems to make the whole crazy picture hano together better.
JOHN ABRAHAMSON: Now we'll probably end up calling it the “Aus­
. tralia Cup" (Peter the Hacker already caught mein that one on the phone a few weeks back). The best ship won, and more power to 'ere.
CHRIS HEIN AND JEM4Y MJRRAY: A skill in basketweaving? Ah well,

. I suppose it could be worse. Thelong list of skills may actually prove useful someday. It is, all, a starting point.
CHRIS MURRAY: All you've really done with your "hit-point-less"

_ system is produce a system in which a character has three hit points. When he has taken 1 point of damage, he is 
Lightly Wounded, when he has taken 2 points of damage, he is 
Heavily Wounded or Critically Wounded, and when he has taken 3 
points of damage, he is dead. And weapons do either 0, 1, 2 or 3 points damage. Nu?
Concluding comments on AE #101
MARK Q0LDBER6: Smart machines need not bring about the ulti­

mate leisure society. If they are expensive to produce, and if the society as a whole has the attitude that 
slavery is a bad thing, the old fashioned biological methods of 
producing replacement personnel might remain more cost-effective over the long haul. If one creates a truly intelligent machine, 

"right" in enslaving it? If so, is it not equally 
right to enslave one's own offspring for the duration of their
lives (or, more to the point, enslaving someone else's off­spring)?

Last minute notes: my new Z-100 micro arrived the other day
and, true to form, it arrived in pieces. The mainframe and the 
software arrived the first day. Then two days later, the memory upgrade kit (to 192 kilobytes) arrived. I am still waiting for 
the color monitor to arrive. By now, I should know better. And 
for the moment, I am forced (?) to work on my slightly rambunc­
tious homebrew Z-80 based system. Oh well, it served well enough
in the creation of the OS manuscript, so I suppose I shouldn't complain.

Copyright (c) 1984 by Niall C. Shapero



STOI^'iTROOPER IN DRAG volurae 1, issue I5 (c) 1984 Adams 
by Philxlp R. Adams, PSG Box 2849, George AFB, CA 92394

Strange Adventures in a Strange Land

I smiled. Bepeath me was the baby blue building that acted as 
headquarters for Los ,Angelos Society for Active SuperHeroes (LASFASH), my 
aestination, la.nde(l as quietly as my powers allowed. Security devices 
immediately went into action. I expected this and was prepared for a wait
inside a titanium net. Five minutes passed before a brightly garbed super-type shovjed up on the roof. o

'Lay I be of some assistance to you?" he asked, a note of sarcasm in his deep voice.
Uhy yesactually. I'm looking to join LASFASH, which would no doubt be 

much easier if I. weren’t in this net," I replied, as calmly as if I were 
Sitting in an easy chair. ■ . •

'"'lumph. Well, according to the computer you aren't a khbvm villain or 
mercenary. I guess it's safe." He considered me for a moment more, then 
pushea a button that deactivated the net-

"Thanlcs." ..
"I'lajor Problems is dowxistairs. He'll see about registering you and all 

that other garbage," said my comrade, heading back inside the buiding.
"baffle's Sputter, hero of the airways. You're,..?"
"Sputter? Wiau-.tho hell kinda name is that?"

.. "Line. What's. yours?"
"Blaster."
"How original.- Is this the elevator?"
"No, it's the elevator."
"Thanlts."
"First floor. Major Problems.
"Gotcha."

The ride dovm was relatively short compared to those in most of the high 
rises in LA. I found the first floor deserted except for a guy dressed in a 
ree.lly tacky blue and green costume.
. "Major Problems?"

"Heard you coming miles away, soldier, hardly wiiat I'd call a quiet 
approach."

Sorry. Name's Sputter, I've come to join LASFASH."

_ _ He looked up from his paperwork to conduct an evaluation. I was wearing 
my Dlue and red tights, sucking in my gut as well as I could v/hile he looked.

"Damn poor excuse for a physical body, soldier. I presume you have some 
sort of powers?"

"Yep. I can fly— "
"So can a DG-10."
"...and I have minor mental abilities."
"Tolekine.sis, pyrokinesis, teleportation, telepathy..,?"
"Liner precognitive abilities."
"Such as?" '

 ̂ Well, I can predict the storyline to most science fiction books after 
fiudrng cut who vjrote them and resding the first fev/ pages."

"I/hat?!"
"Just kidding."
"A joke. We don't have time for jokes in LASFASH, soldier,"
1 wondered hov; he v/ould look in a red, white and blue costume, toting a 

shield, Nah. ■ ^



"VJell, soldier?"
I can make a nasty little mental zap,"

"How powerful of a blast?"
"You ever see Scanners?"
"Fill out these forms. In triplicate, soldier

paperwork. I looked around his desk, 
shield. Nah.

He turned back to his
checking for a red, white and blue

I stuck out my tongue and 
flapping my arms wildly

We got just the man here. His name's Splatter_"

Out."
gaze.

"Sputter, huh? VHiy that name, soldier?"
"Comes with the powers, Major."
"Explain."
Maybe a demonstration would be of some help," 

began to flap my arms. Seconds later I was airborne, 
and making a plplplplp sound with my tongue extended.
Hnc enough, soldier." Major Problems sat down, a look of
disgust on his chisel-ieatured face. "Do you have to do that to fly’"
it hard t f a p t a k Y

follnv,ad^hr.*'a '■P ™  » "'‘P !■* behind him,followed by a beeper, he preseed a button and squinted his eyes, "Go ahead."
hi. fir. »h Viiloox Avenue. We got us abig fire raging down here." °

"No problem, Dominguez...."
"Gonzalez."
"Right, Hernandez.
"Sputter."
"I mean Spitter. He's our newest weniber. He'll be there right away.
He turned and looked at me hard. I baoked up a little under his iLense
Think you can handle it, soldier?"

"Sure, Cap. I know that area."
"Major."
"Sorry."
"Move it."

I ran out the front door, arms already flapping. The site of the fire 
was about a five minute sputter away. Plplplplp. One of the problems with the 
way my power works-besides my inability to use a flying head L m  manLver--was

out the ilashing red lights and smoke common to fire sites. '
With a loud plplplplp, I landed in front of the fire chief's car. He 

came over, wiping moisture from his sleeves and hair,
"You must be Sputter."

, ,  ̂nodded, praying my lips would get some feeling back in them before I
lower°f1^^^^‘ .f, burning building. Firemen were spraying thelower floors with numerous devices, with some noticeable effect.

Look, we've just about got this thing under control, but there are a few 
people trapped on the third floor. You think you can get L  theS"

f  ’ relieved that I hadn't had to ask the question myself. I began 
lapping and sputtering and was soon thirty feet in the air, heading for a gap

agaSst iharand intense, but I had protectLn
m f  a n f  hiaSd t L  it!"' the stairway ahead of
• u 4.̂  flaming figure flew from the stairwell, blocking my passage. "If vou 

wish to save the miserable tenants of this building, falso, you goUa p a L  
through me, Pyro!" A bolt of flame leapt from his^^xtended hand" e ^ veKpLg 
me. No doubt, this was my baptism of fire. ^



CHAiiPIOi'IS -

SHRP will soon surpass SFRP. I see no game system, other than D&D, that 
has the loyalty of so many sxiforn to in as CHAliPIONS. I have run four different 
groups in my campaign, ranging from 21+ year old Air Force types to my present 
group of mid-teens and late teens- Styles vary greatly but not the dedication. 
There is almost a fanatical frenzy to the players once the campaign starts.

One problem I have experienced with this popularity is that naturally you 
are going to pick up a lot of ex-D&Ders in your group. No problem in that, 
unless you like to keep your villains intact from game to game. I mean that 
D&D BREEDS KILLERS. I don’t know how many tines I ’ve had to remind players 
that killing is looked dov;n upon, especially when superheroes do it. More than 
once I have either asked certain players to disappear or watched them walk out 
after having their characters kill off supervillains, innocent bystanders or 
lav; enforcement agents.

Dropping rewarded EP (inverse of D5D?) for killing occasionally has 
effects but isn’t gua.ranteed. Scathing remarks usually bring on hostilities, 
and jailing/prosecuting usually breeds nev; villains.

iiinimaxers seem to be the biggest problem, as many consider killing the 
only efficient/intelligent thing to do. ’’You put them in jail, and they break 
out and come after you again. Stupid.” Trying to explain that this is part of 
playing a superhero has as much effect as telling a D&Der that ADKD lacks 
consistency in design. Unimportant abstractions, no doubt.

I am watching the many interesting articles on CHAI'’iPIOI'iS here in A&E and 
anxiously await CHAliPIONS III. Keep up the good work, people. Any possibility 
of a SKRP fanzine offshoot of ASE? Is this even vjorth considering?
QUERY; All of you out there with info on AFTERiuATH v;ant to start presenting 
some of your v;ork or trading it off? I have ’’Into the Ruins” and ’’Operation 
Morpheus" and am very interested in gaining any info that could be added to 
these. I have run one very successful/vorthvrhile campaign of Aftermath and 
would be very interested in reading v;rite-ups, histories of various v;orlds (a 
little more than "Bombs go boom, man go ape"), and anything else connected with 
Aftermath. Are any of the earlier supplements going to be carried on/ 
completed? Are there any Daredevil players out there?

COMiEKTS

ROBERT SAUNDERS (102); Enjoyed v;riteup. Have played CoC five or six 
times but prefer Daredevils because of its open system. More, please.

JOHN SAPIEKZA (102); So that’s v;here all the excellent gamers are, eh? 
Sounds like that scenario v;as well v;orth the time and money,

VINCENT FOSTER5 BUSHIDO Sc AFTERI-UvTH were designed by Charrette and Hume, 
OTOers of TYR Games, who put out SPACE QUEST (also purchased by FGU) back in 
the 70s. I believe they co-ovmed Phoenix and had retained the rights to Space 
quest until selling to FGU.

R. M. PEHR (102); Have- v/e ever been accepted by fellov; persons? Why 
should someone accept a person vrho talks about "killing an ore v;ith a +$ mace" 
in the middle of a lunch line? I usually don’t associate v;ith D&Ders in 
public, as most of them lose track of exactly v;hat reality is. It gets to be 
boring after av/hile listening to someone tell you about character X killing N 
number of beasties. (Sorry, only partially serious, y'know.)

QUENTIN LONG (99); Must disagree about V&V vs Champions re comic book 
atmosphere. Champions has gone much further with the feel of comics than any 
of the other systems available.//Other than GM fiat, how do you deal v;ith 
minimaxers? I find myself putting them in situations that play up their 
weaknesses, if only to equalize things for the ocher players.



SHA’̂DS OF Tirir ,-'3
Another transmission fro^ 3hnw o <AZl r> •Fico '■Rivera, G4 ? 0 6 6 0 (2 1 3 )  ̂ Lundahl Drive,

. 'ell, tr^'in”’ this once a.'̂ ain, havin'" observed wh'^t a reason- 
ablv retchrd job the s'^ncil -as last ti-ie. This time I ’ve done 
ever'^thina I can thin': of, so v-n "'ill se'=.
•, Fvervone "'iil ■olease note the change of address ebov'^. This is 
m-'̂ n,arents' address . and nhone number, v.’here I ’'dll be stayin'- ■until I  
can find vhat is sometimes referee! to as Gainful Eirmlo’snert.

CO; fB^'TS 0’' ft 01 , . . ' ' , .

f BOI'O: Your com-̂ ’ents about D^n I-isrson reaiinded ’’le of a Question 
mhiCh I h"ve. been v’onderins about. Understand that this max’' be a 
nroblem of i-n-orance.- As I understand the -'ia--ic s-'-ste-n of LC'', a 
■aa.^icians cannot 'effect the nhx'sical 'vorld -Ithout the interventior 
of supernatural forc«^e. "’om, while this is normall’̂ the sort of
decision. ■J:h'’t_i consider vithin the rishts of a game desi-'mer to
make, I find it a little 'oeculia’;* in a s’-''ete" v’hich is de.signed to 
be '’ll r.ur-)OS"=', ’’s there -re a numb'^r of terrestrial cultures ’'-Mch
do not seem to have viev'ed r-'agic this v̂ av, l^t slone -oossible fict­
ional ones, ^he abili"-y to maninulate 'hhe elements, at leastf while 
n o t m  -oov’er of individual magi in all cultures, certeinlv seen to be 
so in 30"’e.//On a related question, if I correctly linderstand it, 
there is a sliding scal^ wĵ êre soma sort of index of eieoricsl «bilitv 
which goes do’”n as a culture's technological index -oes'u-n. If this 
in., fcorrec'r, isn't that a little terrocantric? The fact thet it has 
ha-o-orned v a f '  us does not necess?ri]v ma.ke it a rule.//in re^-ard 
to -vour com'ment -to T ike Levds about fire-rmss the ruestion of. fire­
arms 'oromerties is by no means that si'nTj.le-. Thare is a -^ornula 
c-’lled^tha Hstcher scale which ettemmts to assess the killing no"'v-r 

^iven roun'. , but 'here is some real debat'"’ '"’bout its accuracy, 
.apd it does not r'^allv d'̂ al with oxisstions of r'^nge which are as much 
a ■'■'’attar 0'/ cartrid''’e design gT’d bf’rrel ■'’.ro'nertieS r I bny of ■’"he 
factors ^hichnrepimnortant are not even available to the common 
gamer, and if it; is goin- to be recess am'’ to make u.r> thirds to make 
' formulay wor’c,- one m?v as v.-aii just make the wholrv thing, uo out •of whole cloth.

. *111 ■■ Ar ! Î  think ■'?'ou h-ave ignored a -aossiblo co’morimise sit­
uation. This is o-ns where the evervda’’- mr-’Cticioner of nagic is not 
ver’r nowerful, ^ncl the ones t.hat are nower'dil tend to be in -nositions 
ô  'Dower -nd aut.hority, ’■nd are 'therefor not too interested in U'osgt- 
tinv the status qi?.o. Fore on this l-’tar. '

FRITZ/l'TG? Presuming from th-’ last resmonse that mv o-biiitv to 
predict wor-ther has imnroved, but that there is no eyidence that 
It .has made a full-bloymi j-umn to manipulation, I will keen alert 
for sudden c.hangesf desert ’"sather is r.otoriOuslv t.reacherous. I 
’■mil kee-) m’’- nistol apd ariynunition, but ’■■dll offer ur> the rest of my 
:material to -nyone ’■"ho is attem-oting to take inventon'.’-. Fhen I 
finally go to slee-n, I vdll sug.gest to v/hoever is on ne.xt v.'atch 
that if thev moist a.’uake me, them do it by callin''' mv name so I don't 
overreact. Though I vdll keen th? .22 near pn'' ’,vhen I slee'o, I vdll 
wren it U'o again to keen out gri'S;.

. /mll.iR! ?here ^re ’"hat I consider decent aging systems in three 
^ S’"ordbearer. Traveller, and Aftermathe Th*̂  first

of .base is nrob-bly the best in m’.’' on ini on. I  don’t think that a



straight ■nf'rcentw'̂ e of dei’th c-v.ite oov?r=; tha siturtior), pb most“'“O'ole. do not mo '̂ lonm ĥ l̂e mnd heor h"'-r, ?nd. thsn suddenlv dron ovpr

.\s

demd(thoumh that doss hs-roen)’";ut usnanm show sirnns of declining health as they met older=
’"■'All's! re your co~"^ents to C'eleottis In most RQ trornes I have S'̂ 'en, social status îs lass im--ortc-t th'-n. cultic oosition, which extr^melv fluid for most cults. also, if there is  ̂ realistic etteTrmt 

• to ■ represent the 8dv-nt?';̂ es of nohility(i.e.lots of money)sojne method of determination other th^n free choice must "be m^de. I am. also not 
sure that it is that herd for an adventurer to chin himsoTf into the 
Sartar or Favic no'bilitv, //Could vou exnlain what you mean "by there 
■̂eein.'̂ no inter-rslationshin ‘'oetwopn asnects of com'bat in determining^ outcome?//lt is unfortunatelv true that one of Ru’s strongest noints (the "base 'bac'ra;r,ound)has become one of its '-eaVpst v/ith time. .And 
this from someone mho lihes the world of Glorantha .//l thin.h the 
desire for the mresence of manic or absoenca is denendent on v?hat 
sort of  ̂fantasy .vou are tryin? to simulate. Hinh fantasy tends to be 
low-manic while sword-'^nd-sorcerv tends to be high m.r̂ nic. There is a 1‘̂.rger amount of drech in the latter bec-use of the volumn. of it, but most of my favorite f'^ntasy v'orhs ^re actuallv 313, and I think it IS usually a b'^tter model for most FRI-s. ■

jpĤ 'SOFs The mentality of n'^onle v/ho shoot at evervthinn thmt moves is almost inexnlic^ble. In o m  of m.'''" earlv atte'W’ets to run 
, a groum manaf^ed to net themselves t.horounhl'''' s'-’r^vged , fvoTd an incossGn'tly syresBive a't'ti’tud?: in  ̂ Bco'̂ '̂ nio '̂'̂h.ich on©

lovinglv ns. the ot-so-hi-h±Crusadn. because 
 ̂ ’■’i'th,for civilians, good wo?mOnrv(an armed_ i.r rnj;t, so i.e ua, .,t ..edress) thev insis ted o'n voin^ iî ’‘dtb ' ®̂ ’ns "’■'In? me, even though thev yow that the medeival lev«l omnonentsiLv 

w°re dealing ivatn had eliminated, mrevious high tech onnonents. Thev
othermthings, that a.n aml̂ ush of fifty l l r ^ o w n l n  

. . V ioallx’" care that the three of yo'̂ ’ .hnye automatic weanons ' At 
• w  nornt, If had don* anythin? t,ut try a direct

"11 rl-ht,, yut t.hr olorest they eerie to it scuoa divers un a riv‘->r ’mhich t.hey had not bothared 
wou?5"?^eh''n native lifeforws...I Just wish that such oc^u^mJ^ 
snS mmv^Tied ^la^ysrs . something. Unfortunately, the onlv mes-
o i , ? t o  br.in'̂  more firenower./Zl wust moint ou. ti..av there are nany sneciaiists in religious studies^4ho will maintain that "Buddha did indeed break caste, " *

I cannot sneak for other neonle, but I am concorned
5xavinPmoP"'^®-n?!%®i°' because of the nature''of mvnia, i_^ roun. .asi^allv, a •lumoer of m''-’’ nlavers ore not a+ r.n '

it thev think I am being unfair or incon- 
 ̂ times when I make b^^ decisionsterr.ibly good memorv. a good rules set'helnPtr?irt maintain consistancy, m d  second, give-e a basis

I_ should note thnt l niso nrefar such things whon I nlav beinv su'5
of games-esters.//.in interestiiig conc-nt^'•• o,l1c., but I d sure .hate to have to do the mans;

^gOLili I should uoint ovit t.hrt i t.hii.'- ’.̂ ou +ho ..-.a,., i
SD6^1 r,th>r thrn''ihe leV.,! 

ot involvement of nobles can varv



C'̂ n do Tnuoh it,
~i T-XT-—1— _

dther.

h is  o. 
tho t
to  c o n s tu c t  -7 I-J. rv.',«-uJ. J, svgxe^l '''ilPV'p r'll +r>nHei n-P-Pc- ----i i-------

the average, ar. ^̂ flverilrer ?ro'“ ?hfno-enitfS;ert." over one .-ho started life as ^ n e a t ”?
onnv oninions, hot as a General aet o f n e ta r ^ le s , M o n • f le e "  I lls , as
•^orticulorlv desiro''hle. . '

:0IT'̂ nP3 o?’ :'101(ŷ ĝ  I J tTooed the other header.)
JAIi;3 p i r  . I must ooint out thet--nenv of the r̂ rn̂ ipt̂ ents 

scientific h^se ere hv ueohi. .*6 are t ; ^ ^  Ip’f'orld hvc ansi start rules , „ , 'hd are trvin'^ to run a
laws they are -a.iU,r

s U £ r ? J r  ’»«* sot deserve th.tsorl

ing or'M5^es'°fcoi'?thlri3r,l
times. Is creatin'?" a ne^ location ch^rt that much of a chore?

SAPIBrSAs It annears that Rr&ing is gettina the s^me treatement 
that any frinci-e culture involving the vour.a does— that is to sav, fear 
and attac’c. The more things chanme. . .

- H'TYDTj Y o u  are correct. You can oe sure that if I concoct any 
yi'' I will get ''̂ ell â 'ray from the yroun first— and stay av-aid until 
it has been used.//l must noint out that hunens in most T?1 can do
quite imnressiye things in most cases if s statistical fluhe comes un. 
And I'm afraid thet that is all vour examoles suaeest to me. !-ost 
camiyores on this nlanet have learned to ayoid us because "'e are danv- 
orous to hunt— but not because of our mhvgica.l ca'^abilities as much as 
our brains and tool-usin'^ camabilit?''. I v;ill admit that we a.re nhysic- 
ally more capable then man’/ will admit, hpweyer.

-dth f r s s r i h s l  n'hej
vdth nart of your comments. There is still, ouite a vrav that yamesystems can mo, if only o?/ nutting ell the actyanced svstems toeether
in one nl''ce(so’"ethina ’.vhich is not the case vdth IQ). 7or examnle, 
a nroner merginm of the geme systems in RQ and Aftermath would be 
sunerior to each.

FAITTISOY: There na’'-. haye been more creativitv in the worlds of D&D before there vrhere.modules, but not en’rmore. It all comes dov.n to laziness. RQ used to get comnliments because it wa.sn't vague 
and. free-floating, but li.ad a solid world associated v.dth it, Tihat it
’orob^blv adds un to is that most neonle with nor-Gloranthen worlds 
don't run the“‘i-r’t cons for the same reason weonle Ywit.h VDTD s’'̂ stems 
don't; too much transferance hassle.

3ApITYZ<V(A.G.AIY) s The onl"''’ tilin'̂  t.h-’t has bothered mo in the con-



tr^vprsv g'bout hi^h fi/rhts -̂ nd resolu-*:ion of ssme is that
all of the solutions seein to n^y Jeter hv robbing ?pu1. Your dif­
ficulty dice Concent seens to deal well '̂dth weenon raster battles, but seers to notentially reduce defensive nerrv utilitv !?n the wev 
dovTo. the line.//All right, I gives vdll or v-on't RQl be out bv the 
target date? You seen to contradict yourself.(Cone to think of it, "iven the A*E c’̂’-de tine, I should ’:non the answer bv the time this Sees nrint.)//! see et least one nerson has seen Swordbearer. The status S"'’‘steiTi seemed like a. refreshing change from all identically armored little characters in e rovd ' the

DAi'SONi Here we go, again. I think vou niss the noint, Mke. Even those of,.us vrho are sondimes inclined to do things to excessively 
a.rmov the party do not do so because it is a self-defeating nrocess. 
'■ihatever QI’̂s in. your groun^may do, in mv(and most other that I've 
seenjgroun v̂ e do not have the tirae to go through adventures with 
just one character. If ’.rou cannot develone a character who will interact with^ the groun, wou_simnlv find vours^lf unable to -̂ilay. lx your need is such that'g?-ou cannot handle the tenets of the feet
that RPC is nonnally a groun-efTort, all I could suggest is that vou ta.ee un vaulting. There vou._can do as vou nla.ese. I am not in
favor of on^rading a char'ac’beig'out of character} but the nroner sol­
ution IS to noi:_cons-truct charai^ters who are likelv to keen annoying
parties, or at be.eet be ceuidnua-ebput. grouns the''' heignen to
join un with, in basic ansv-fer 1}he question, while a cheracter 

certain ways., ?/ou.-ara--uljtimatelv the one who controls 
many of the random factors in his actions. If you have manuevered
the character into a nosition ighere he n̂-ust act out of character to 
maintain the game, then he should act out of character. Anything
else is contrasurvival as a nlayer. If you disagree, and must ”die"
for,,,vour art, don't let me sfon ■gou. ; /

DE SILVA: Jusirwhat the v;onld"n.eeded, collansar-foamed steel.
..SILHAY: Po,'I must disagree. In most systems, defensive magic 

is significantl-'w-i'reaker, w?t a given level, than offensive magic.
All that my concents rocuire is that the moire nowerful mages be
against the technomagic revolution--which vou admit thev nrobablv 
would be. Aft'^r^all, as nolitical and economic leaders, what they 
would mostly see in technomagic would be the threat to their nos-
ition, not the rKrtential advantages. Any industrial revolution is 
terriblv subject ~to sabotage" in any case.//in some grouns this mav 
be nractical, btrt'our groun finds games often running overlong just 
v;ith normal multinlayer continuity.

’"Jell, that^'the comraeniTs. Sorry about the abysmal snacing
irregularities, but I cannot" seem, to get this t-'roê Titer to behave in- regard to thiŝ . J

, Another in"taices.ting question came to mind this tine around.
I have had ruJ.e..of thum.b for a long tine that there is cana.bilitv 
which an TTC has^available which should not be a.t least notentiallv 
pvailsble to a FC. This has-nreduced PC roAral mrinces, nla-''-er char­
acter High Priests,, and other such unusual nrocedures. I am aware



thr̂ t consid.-r̂  su.ch arr-rigr-̂ -nts undesire^ble, f5inc?> th^v
?itu?tions the cha.r''-cters c?r cet into, "ut I have . ound .hat also create n-r siti^-tions not -̂ ossi’̂t^ 'hP- are other -eo-l-«s attitudee to'-ard this nueation? ’

GCIO.i A"̂ IC
15nce I hâ ê en-^ionAd this oc^or-, I thouc^ht this mi'-’n  an -n^ron-iat- time to tp].v a littl- hit about it. '
One of the things that ultim-telv drove me ovt of -uneouest nro- ■■.er v̂ .s t>e ma-lo 5-st-. -he o-J-r h.ne :-rto re.llv «.g?a ''E ? r 3a i r

-v-’ented or-e'e .̂elee ’-nd -deeillc 01 . 1 .y. t.ac . magic, >'hen seen at all wag nitjf^’llv ’•'ea’-. v/ith
Ahl’I cults -nd C:-c’r on sociallv-unaccent-, . ire^near^and baver Snirit were either Hon-reusp-blr or ver, SA'̂ .r-̂ ly limited in rv-^ilabilitv- etc.) .’hile I did not p̂ snt 
■aap-ic snacialists to ov'mo’-'er other t̂ noes, wh^t was turrino- out to 
oaonen v-g combination ton.es -̂̂ ere the oniv yia-Oe -ay tr'S" I- 
seemed to me that tte nroner wav for to'relnta to fi-Ateri w-̂ s
^or magi to be more nowerfui but l-gg durable, while fivhters -5rl -

standard IQ, a serious mâ -e had so much ̂ lower avail- aole that a straight fighter did not have a chance of outlalun^
iiatiw^'t®.'!'^ ' o- ? comb-

Along comes Charlie luce ’•dth his idea for an gt mechanic ad^nt-
s o u n L f - o n e - d t t / D i a n e  : ever coiS? ma^icl It sounded li-'e ex^ctlv what I ’/as loobin- for« a gvgtar- -here most 

ames^- ere -ea.: out had a ootsntial for no’-er, &.nd -hers thev vrene 
rela.uiyelv moment short term at the exnohse of lonmtera *utilii:v.

4 understood that this svstem is *90 Charlie'she is more -J-'h - little mronritarv about such things. ""i^ndamentalDv It or'.s as fop.ows! Jverm intelligent b-'in- hog ono a m n i t v  Color 
jrd one ^ntiyath;- dolor. The first is a 5 ̂ base hnovdedJf t'ill 
-or him, -hile tae latter he can never learn at a]l. others are
0>m bro-ledae shills. dach dolor allows "ou to learn snells\n to
o r U ’S T w u i l ? ' *  -ou uTtJ°th»twhichever is lo-er. further-.ore, vou o t- 
oro^ \ 1eon-w^®^ Snells un to the mavimuvi -hich can be leam-d minus 

o ' f ^   ̂rormal tOO chance of success; an im̂ r̂ov-ised snell^has^a cha?ice of success eaual to the shill -5b oer noint, 
tone Similar to another smell already hnov':n, + 5 ', for each nrev-
tn- a mo®?n Succeeded. -*6 chance for imnrov-moov,? I-T ■ if a smell from that color eras used in amraningful siouation; the chance of failure if used to i-mrovise; or the normal nrograssion rules if used as a hnowled-e shill, "oints

snacific smell ma-'’- be reduced, b-''- constructing a ,7ocus» which vdl3 
caster to: A, use a smell larger than his intellimenc© will normaliv^ellow; use less mower? C, use it faster. Snells era broh- 

ovem?^n colors by association, and there is fairlv little
 ̂ he '’love is - rou.~h outline o:** the reneral gmo+om. "Elaborations

effects of metals om smellcastinm, a,nd the -n_t>/ n .ima. n’'’ cha.uts for various smecies, As uia'-r b° noted this 
concent could easiy. be used -or s-.̂ sfAng other th^n color, b?;rit 5oas ^rp.uv o.ich neceasitata breahinm smells into five or mora ffuoumin-s
i!-;gg:wj5 in te, Colop.) IKo for i-nrovi.it-tion -rJviLfor a Ir-itec. a ’ouno o- fiddlin- vith s-̂ ellr, ^'"n^a/oroa/dur-
s^e?; Sst'^f: m S T '  '' creatin- the

-̂ ll out of Time -gain. Tntil the next Shard...
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