Desiger's Notes: GURPS Cops

The Job Isn't What You Think It Is

by Lisa J. Steele

We see police every day, but we don't really know what they do. There's almost no gaming material about cops as
player characters, or for that matter about cops as adversaries. What we see in movies and TV is more fantasy than fact
-- but, in the absence of better information, it's what we tend to fall back on.

I, however, work on criminal appeals. | read about a dozen trial transcripts every year, mostly in homicide cases, and |
see actual police reports and testimony. I've seen the crime-scene photos, talked to clients on death row, talked to the
detectives, the prosecutors, and the experts. Often, as | read, | play detective -- looking at how the investigation was
done, and trying to decide in my own mind whether | think it was done right. I've had to learn a fair amount about
forensic evidence, autopsies, and crime-scene handling. Hollywood, even the based-on-reality movies and shows, cuts
lots of corners for dramatic purposes.

Such thoughts led me to what | think of as the heart of the book: the "How to Solve a Crime" chapter. Solving,
stopping, or escaping being framed for a crime is one of the all-time classic plots -- but it's surprisingly hard to pull off
in a game. You probably know to look for means, motive, and opportunity. You probably know about fingerprints,
blood types, and ballistics. You probably know, thanks to Hollywood, how to play "good cop/bad cop.” But to really
solve a crime -- or even to do so in a cinematic yet satisfying manner -- takes a lot more than that. How do you
question a witness? How do you interrogate a suspect? What should you look for at the crime scene? What should you
listen for from the Game Master? And, if you are the GM, what should you give your players?

"The Station House™ is about pacing, locations, plots, and police departments. There are fundamental rules for setting
up a mystery that aren't intuitively obvious. There are also differences between the classic puzzle-box plot (where the
PCs get the clues and red herrings mixed together in no particular order) and the ball-of-twine plot (where the PCs get
led from scene to scene through the investigation). Certain locations in a police station are typical sites for classic
scenes -- the interrogation, the evidence room, the crime lab. The locations, and ideas for how to use them, are also in
this chapter.

Cops need robbers. "Criminals™ is about crooks from a cop's view. It's about the essence of criminal defense law. And
it is about problem solving. Being a cop isn't just about being a crack shot and an ace driver. It's about people -- often,
good people seen at their very worst. It's about everything from barking dog calls to serial murders, from drug addicts
to white-collar criminals.

"Putting Them Away" was a hard chapter to write. It deals with trials and prisons. It is hard to simplify the nuances of
my job. But what a player and a GM need to know to handle a hearing, a trial, or a prison campaign isn't what | do for
a living. You might need to know about bail and about bounty hunters. You might need to know about how plea
agreements work and how illegal evidence gets suppressed. You might need to know the seven most important
concepts about evidence. You might need to know about prisons, probation, and parole.

What else is in the book? There is character creation -- advantages, disadvantages, skills discussed as they apply to
police work. There are lists of standard equipment from the uniform to the police cruiser. There's a discussion of the
history of policing and profiles of some famous or typical officers. There's a quick discussion of some typical law-
enforcement agencies from the LAPD and the NYPD to the FBI, to police departments in England, France, Japan, and
the former East Germany.

What's The Book About?

file:///D|/T0%20Update%20Torrents/ GURPs%20t0%200CR/pyramid_2002/2002/0103.1.htmI[11/13/2008 15:56:43]



Cops is about being lied to. Cops say there's something about the color blue that makes everyone from a nun caught
speeding to an eyewitness that doesn't want to be involved tell boldfaced lies to an officer's face. It's about being
yelled at, thrown up on, hit, bit, and kicked -- and still expected to act professionally. It's about “street justice™ and
about excessive force. It's about the "Thin Blue Line," the "Blue Wall of Silence,”" and the "World's Biggest Boy's
Club.”

Cops is about legal use of lethal force. | have a license to carry a firearm in my home state. | represent people who
have done foolish, impulsive, or wicked things with firearms. I've seen the autopsy pictures, the crime scene photos,
and held bullets recovered from corpses. Cinematic cops, and characters in cinematic games, get to blaze away with
firearms with abandon. You can do that with Cops. You can also deal with a dramatic reality where Internal Affairs
and prosecutors will investigate every questionable gunshot. Where there are consequences when player characters fire
away at the bad guy on a crowded city street.

Cops is about alternatives to deadly force -- pepper spray, tear gas, bean-bag rounds, rubber bullets, and tasers. It gives
characters options for self-defense that doesn't mean the characters risk facing murder charges, or kill the NPC the GM
needs to keep alive until he gives them an important clue.

Cops is about jail. Getting yourself or an NPC into or out of jail is another classic plot. Not surprisingly, prisons are
very reluctant to talk about their layout and security measures. But there are some ideas for realistic weak spots for
players trying to brainstorm a jailbreak and or for a GM looking for a caper the PCs can thwart. | visit prisons about
once a month. The sound of a heavy steel door rolling shut makes the same sound you hear on television, but it feels
very different when you are inside that door about to sit down for the first time with a guy facing lethal injection or
doing 100 years for a gang killing. And it's very different for that guy as he's arrested, strip searched, cavity searched,
issued his prison clothes, and sent to his cell for his first night behind bars.

And, of course, Cops is about cops. The police are everywhere. Almost every game world has someone powerful who
wants to keep order. (And the players trying to undermine it, as often as not.) That makes the question of who enforces
that order, what they do, and why they do it nearly universal. The players may want to play the enforcers -- or the GM
may want to bring the enforcers down on them. Whether they're called the Space Patrol or the Anointed Guardians of
the True Faith, they're still going to look out for each other, close ranks against outsiders, and bust the perps.
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The Cult of Asklepios

By Dan Howard

"l start to sing of Asklepios, healer of ills,
Apollo's son, the one divine Koronis bore

in the Dotian field, King Phlegyas’ girl,

a great delight to people, soothing evil pangs.

""So hail to Thee, Lord; | beseech Thee with my song."
-- Homeric Hymn

| ntr oduction

What do PCs do when they are struck down with illness or injury? In a fantasy world they ssmply make a trip to the
nearest temple, offer the priest a handful of coins, and they are healed. In a medieval setting they would take their
chances with the local barber or wisewoman. Either way this processis usually a very minor part of the campaign.
This articleis an attempt to expand upon the healing aspect of roleplaying campaigns.

There are countless examples of healing cults throughout history and the tapestry of the GM's game world becomes
more richly embroidered with the inclusion of some of these. Historically the cult of Asklepioswas the largest of these
cults in the ancient world. The Cult of Asklepios can be slotted into any campaign. It has been kept as general as
possible to allow use with any game system. Any low-tech setting from high fantasy to ancient Rome or Greece would
be appropriate. In a pantheistic world (such as ancient Greece), Asklepios would be openly and widely worshipped. In
a culture that doesn't tolerate other religions (such as Christian Europe), the cult of Asklepioswould either be a
secretive and small organisation, or else the pagan god would be replaced with a respectable patron saint, and rituals
and medical practice would continue with minimal interruption.

Asklepios

From the time of Homer down to the reign of Constantine, the prominent figure associated with healing in the ancient
world was Asklepios, or Aesculapius as he was known to the Romans. He was revered as a divinely inspired physician
and the founder of the medical profession. Mortal, like Herakles (Hercules), Asklepios became a god because of his
services to mankind.

In Greek mythology he was the son of the god Apollo and the nymph Koronis, a princess of Thessaly. Angry because
Koronis was unfaithful to him, Apollo killed her and took his infant son to the centaur Chiron to be raised. Asklepios
learned all that Chiron knew about the art of healing and soon became a great physician. As an adult he became so
skilled in surgery and the use of medicinal plants that he could even restore the dead to life. Hades, ruler of the dead,
became alarmed at this and complained to Zeus, who, fearing that Asklepios might render all men immortal, killed
him. Among his children the best known are his daughters Hygeia ("health") and Panacea ("al-healing") who are aso
associated with medicine.

Priests, called Asklepiads or Asclepiadae, were supposedly descended from Asklepios himself, hence the term. It
seems likely that Asklepiads were initially a clan group with blood links to Asklepios and their skills were passed

down from one generation to the next within the family group. Over time the term was expanded upon to designate all
medical practitionersin general.

Sanctuaries
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Beginning in the sixth century BC, health resorts, or sanctuaries, known as Asklepia sprang up all over the
Mediterranean. These sanctuaries, such as those at Epidauros, Tricca, Kos and Pergamon, were built outside the towns
on particularly healthy sites, where the sick and injured would come to worship and seek cures for their ills. Harmless
serpents were kept in these temples of healing, supposedly tended by Hygela. Snakes were held sacred by Asklepios
and he was thought to sometimes appear in the form of a snake. Patients who saw snakes in their dreams believed that
the god of healing himself had come to their aid.

There were two main types of sanctuary, depending upon which type of medicine was being practised. The original
kind was completely mystical in orientation. It involved the patient offering a sacrifice to Asklepios and then going to
sleep in the temple. During this sleep Asklepios would either intervene directly and heal the suppliant, or appear in a
dream and give instructions on how to be healed. The second, and later type of Asklepia, was founded upon
Hippocratic principles and more closely resembled modern surgical hospitals.

Depending upon the game world, either of these types could be employed. In a world where the gods take a physical
role, the former mystical type would be prominent. While the patient slept Asklepios or one of his daughters would
appear in their material form, or through his agents, the serpents, and perform some act to heal the patient.

There are many examples of divine intervention in Greek incriptions found at Asklepiaruins. A sacred snake licking a
patient's eyes thus curing him of blindness. A warrior with a serious arrow wound dreams of Asklepios operating on
him. He wakes up to find hisinjury healed and the arrowhead in his hand. A woman's disease was cured when she
dreamt of Hygeia covering her affliction with a poultice.

Alternatively, Asklepios would appear to the patient in a dream and give advice. In the morning the priests would
interpret the dream and explain the god's precepts.

A simple Asklepia of the mystical type would include three buildings: the Thymele or Tholos, where the purification
ritual would take place; nearby would be the Temple of Asklepios, which would include a statue of the god and an
altar for offering sacrifices; attached to this would be the Enkoimeterion or Abaton, a dormitory where people would
lay down on pallets to sleep and await the cure of the god. These were all located within a sacred grove marked out by
boundary stones. In order to maintain the purity of the grove, no birth or death could take place within the perimeter.
Larger Asklepiawould have many other buildings including separate structures for the temple and altar; templesto
other gods, like Apollo; staff quarters; a gymnasium; public baths, and a guesthouse for people who came to worship
the god but did not require healing. Instead of boundary markers, the sanctuary may have been surrounded by a wall.
An excellent example of a mystical type of sanctuary was found at a city called Epidauros.

Alternatively, in a world where the gods are benign, the surgical Asklepiawould be more prominent and priests would
also be physicians who took an active part in healing the patient. In this case other buildings were aso required, and
located just outside the sacred boundary markers. These included surgical theatres, sickrooms, birthing chambers and
apothecaries. An excellent example of this type has been found on the isle of Kos where Hippocrates, himself, was
commonly believed to have practiced.

Ritual

"Do dreams cause a concern for man to be attributed to the gods or does the god's care for man cause him to be
saved through dreams?"
-- A€lius Aristides

Arrival
A suppliant to either type of Asklepiawould undergo similar rituals prior to being healed. Sometimes they were
required to camp outside and fast for a certain period of time before being permitted entry. If this sanctuary was

located just outside a city, then this time could be spent in comfort in alocal inn. Larger Asklepia had specially built
guesthouses to accommodate large numbers of visitors,
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Purification

Upon entering, the suppliant must purify himself (or herself) through ritual bathing in the sacred waters. This would
either be a natural spring or a specifically constructed well around which the tholos was erected. After bathing a white
garment was donned. There were simple prayers and choral hymns, which were accompanied by musical instruments,
and often composed by the suppliants themselves.

Wor ship

Once purified, the suppliant proceeded to the temple to beseech the god for assistance. Asklepios was usually depicted
in one of two ways. Either as a bearded man, standing, dressed in a long cloak, with bare breast, and holding his
symbol -- a knotted wooden staff around which a mystical snake was coiled. Otherwise he was depicted sitting on a
throne grasping his staff in one hand and his other hand above the head of a serpent. A dog was occasionally lying at
his feet.

The staff of Asklepios became the traditional symbol of medicine. Note that the caduceus, with its winged staff and
intertwined serpents, frequently used today as a medical emblem, has no medical relevance. It represents the wand of
Hermes, or Mercury, the messenger of the gods and the patron of merchants and thieves.

The snake wrapped around the Asklepian staff may aso have had more than merely symbolic value. Snakes tied to a
stick may have been a way of inoculating patients with nonlethal doses of snake venom -- a primitive hypodermic
injection device. There islittle evidence to support this theory however.

Sacrifice

The altar is sometimes located within the temple and sometimes outside in the open. Contrary to most Greek gods,
Asklepios seems to have been satisfied by bloodless sacrifices. Bread, cakes, eggs, wine, fruit, or gold and silver
crowns, etc. were either placed on the altar or ritualy burnt. Votive offerings were also common, many of which were
representations of the diseased part of the body. The more wealthy the suppliant, the more valuable the offering that
was expected. How effective a PC's offering is should be determined by the GM. Two things need to be taken into
account: the wealth of the PC, and the severity of the injury or illness. The god would be far more receptive to a poor
farmer who offered half of his entire harvest than to a wealthy adventurer who offered a similar amount in gold. Try
and encourage the PCs to determine their own offering rather than providing a fixed "price." Imaginative offerings
should be rewarded, even if their monetary value is lower. If the PC put a lot of effort into composing his hymn then
this should also contribute towards a favourable result.

I ncubation

After offering sacrifices and prayers the suppliant goes to sleep. This process of "sleeping in" is called enkoimesis, or
incubatio. The patient goes to the abaton and lies down on a pallet. The temple warden extinguishes the lights and tells
the incubants to go to sleep and keep quiet. In smaller Asklepiathere would be no abaton and the patients would sleep
in the temple itself. Imagine the patient lying therein total darknesslistening to the soft padding of the warden's feet,
the trickle of the sacred spring nearby, and the aimost imperceptible slither and rustling of the sacred snakes. If
Asklepios was favourable the patient would either be healed during the night or the god would appear to himin a
dream, sometimes both.

Morning

In the morning, if the patient wasn't healed directly, a priest would interpret the suppliants dreams. Dreams are used
both as a means of diagnosis and a mechanism for determining a cure. If the suppliant wasin a mystical Asklepia, he
would now be required to thank the god and leave. This thanks usually involved either tossing coins into the sacred
well or by hanging ex-votos on the walls of the temple. The cure prescribed to him could include bathing in the sea or
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river during winter, taking medicinal herbs, fasting, or strenuous exercise (sometimes during the heat of summer).
Sometimes a specific task needed to be performed.

If the suppliant wasin a surgical type of Asklepia, he would be required to stay so that the priests could attempt to cure
him. This could involve anything from surgical operations, to setting a broken bone and applying a poultice, to
medicinal cures concocted in the local apothecary. Beds were available for the patient to recover.

If the god was not favourable the suppliant may be given a penance to complete before being considered worthy to
present himself to Asklepios a second time. This is a good opportunity for the GM to insert quests and adventures that
may be relevant to his overall campaign.

Conclusion

Hopefully this has widened the scope of possible avenues of healing in a GM's game world. No longer can the players
rock up to the local temple, toss a few coins at the feet of the nearest priest, get some quick laying on hands, and be
back at the taven in time for the next round of ale. If treated with the proper reverence, the Cult of Asklepios can be a
powerful ally. Making an enemy out of Asklepiosis unwise (a couple of failed disease resistance rolls will teach the
proper respect). The search for the legendary healing cult may become the central focus of the campaign itself. A PC
inclined towards healing may be a priest of Asklepios. His skills would range from theology to surgery and he would
be respected throughout the ancient world -- until an influential patient died that is. Healers often had to flee for their
lives from vengeful relatives. Whether good or ill, the world becomes more interesting if Asklepiosis a part of it.
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Pyramid Review

At Your Service (for Over the Edge) B
Published by Atlas Games

Written by Keith Baker, Robert " Doc" Cross, Brian Joughin,
Neil Laughlin, Lee Moyer, John Nephew, Michelle A. Nephew Brown &

John Spey
Illustrated by Lee Moyer & C. Brent Ferguson

112 pages; $19.95

It has been a while since the last release for Over The Edge, Atlas Games modern day RPG of secrets and
conspiracies, magic and science fiction, all blended into a surreal whole. So the publication of At Your Service, a new
supplement describing some three-dozen businesses and |ocations across the tiny Mediterranean island state of Al-
Amarja-- the setting for Over The Edge -- should be a welcome sight for fans of the game.

There are exactly thirty-six entriesin At Your Service, some no more than a page long, others as long as ten or even
eighteen pages, with most running to two or three pages in length. The book is light on art, but what thereis-- all by
Lee Moyer and C. Brent Ferguson -- is both good and captures the feel of the location or person each illustrates. Lee
Moyer, in addition to the cover, also provides a logo or business card for each of the entries, and while many lose a
little in resolution, it would be nice if Atlas Games were to make them al available as a download from their website.
Onefinal complaint isthe fragility of the cover -- after only a few days use, the laminate giving the book's cover its
glossy finish is beginning to peel. (Unfortunately, my copy of At Your Serviceis not my only Atlas Games book that
this has happened to . . .)

Each entry opens with a one-line description of the business or location, its reputation (if any), and a short description
encapsulating the site, including whatever secrets it may hold. Each establishment's addressis also given. The main
body of the text builds upon the short opening description and is followed by details of any GMC (Game Master
Character) pertinent to the location. The entry is rounded out with story ideas to get the players involved in the site and
anyone to be found there.

[SPOILER ALERT]

The largest entry in the book is The Rose Hotel by Keith Baker and Lee Moyer, which describes a weird time-locked
hotel located inside the head of an old bag lady. Street ladies with strange powers are far from original, but the authors
have given it an Al-Amarjan twist. The hotel is part of her subconscious, and while getting in is easy, getting out is
something of a challenge. A range of people from the last eighty years populates the hotel, with the most active eager
for news of the present and even for the books the newcomer might have been carrying when they were entrapped.
Then thereis the strangely polite Midwich family of children to be found on the fifth floor. Rumour has it, that they
know a way out of The Rose Hotel, but why isit that all of the adults avoid them? This location easily provides a
mini-adventure in itself, as plenty of individuals and plots are given for the players to interact with and the GM is free
to add their own.

Pride of place in At Your Service goes to The Cali Dump, a small and relatively peaceful neighborhood in the rundown

Great Men Barrio. It is not easy to get to, as cabs tend to avoid going into the area. Drivers will relate how objects and
even people have been ripped from their cab to be left behind in The Cali Dump. For those in the know, the whole
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area is home to large number of spirits, none of whom can actually leave. Dominating these spirits and thus the streets
of The Cali Dump is a quartet of spirits or sticks, "The Cali Loa." They are very protective of their small domain and
even aid the local gang, The Drogues, against incursions by the Great Lords, a satanic gang from the surrounding
Great Men Barrio. The Loa have their own agenda and may even employ the Players, who in return can learn to call
upon their aid.

Besides the actual description of The Cali Dump itself, there are another thirteen entriesin At Your Service, which can
actually be found within the three streets of the neighborhood. In fact, there are no other establishments described in
the book taken from the Great Men Barrio. These can include services like Johnson's Divinations, where any question
can be asked for a price; Pike's Diner in which the hostess and her guests discourage the purchase of meals;
components for both black and white magic are available at Hell in a Handbasket and Beautiful Day, respectively,
whilst Veve can supply any Vodou or Santeria items the players might need.

After learning of his secret activities as a " Cut-Ups" operative in the previous Over The Edge supplement, Weather
The Cuckoo Likes, "Doc" Cross describes his latest recruits at the amusingly named "Y ou'll Rot Y our Mind Reading
That!" Thisisthe island's best-known comics and games shop, which bringsin a range of customers, many of whom
are movers and shakersin the various Al-Amarjan conspiracies.

If the players ever feel guilty about their activities, they can get it al of their chests at Deadly Confessions, where
counsellor will ensure that they feel so much better after they leave. Player characters that like to roleplay as their
hobby can enjoy a LARP session at The Haunted House, Al-Amarja's hottest new re-enactment venue, where the
blood is fake, but the horror is not. And if your no-doubt oddball players wonder how the other half live, then they can
view the living museum, Norms, a nightclub hosted by a real American couple leading an ultra-normal day-to-day
existence!

The only entry that has been reprinted is John Nephew's Fleur de Lys Investments, Ltd., originaly seen Pyramid #6.
For fans of all things Harry Potter, this is an interesting take on the Philosopher's Stone, which of course, reveals the
truth about a pair of financial consultants.

[END SPOILERS]

At Your Serviceisrounded out with a pair of indices. Thefirst lists each of the GMCsin aphabetical order. The
second breaks the list of establishments down by barrio or neighborhood in which they are each located. Perhaps a
third could have been added listing the various businesses by type, but the two here are more than serviceable.

Further, Atlas Games suggests that the book is not just useful for Over The Edge, but a "gold mine of ideas for any
modern game setting involving the unusual and supernatural.” Pleasingly, thisisafair claim, as many of the entriesin
At Your Service could be used in many other modern set RPGs. The most obvious of theseis Unknown Armies, Atlas
Games own RPG of modern day pulp action magic, and Feng Shui, their game of Hong Kong action, as well as Eden
Studio's Witchcraft. Of course, you would have to tone down or excise the science fiction elements as necessary, but
likewise, it would be necessary to play down the more outré elementsif you were using some of these locations for
Pagan Publishing's Delta Green or Hogshead's SLA Industries.

At Your Service should provide a welcome shot in the arm to any Over The Edge game, and there is bound to be more
than just something that the GM can add to their campaign in this book. Y et referees for other games looking for a
selection of interesting locations, businesses and NPCs should at |east take a browse through At Your Service.

-- Matthew Pook
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Pyramid Review

Mystic Warriors (for d20)

Written by Doug Herring, Andrew Thompson, Kenny
L ewis, John Kubisz

Published by Mystic Eve Games
128 b& w pages; $14.95

Mystic Warriors not only brings over twenty new prestige classes, each with their own background and special
abilities, but also introduces vitus and techniques to the d20 system. Vitusis similar to chi or the Force in that it'san
energy that everyone has, but few are able to channel. The Mystic Warriors of the book, different prestige classes, are
all trained in the use and handling of vitus to augment their abilities.

Vitusis a point-based score that varies depending on the characters class, hislevel and some key statistics, which vary
according to class. Vitusis used to fuel special powers. One of the nice things about Mystic Warriorsisthat it
acknowledges that vitus might be easier handled by using subdual damage on hit points instead of vitus points, or for
those who don't like the idea of vitus at all, ignore it and the techniques it fuels. One of these options should fit almost
any type of campaign.

The prestige classes suffer numerous roleplaying drawbacks and some minor game ones. If the GM isn't at the top of
her game, the players may quickly flock to these character classes in hopes of easy power without restrictions.

Each school starts with the name, and the country of origin, which includes the location for the campaign the "Rise of
Evil," and a generic location. The requirements often include alignment, base attack bonus, a certain number of ranks
in harness vitus, and other skills, as well as feats, ability scores, and any special restrictions. These are followed by the
class skills, skill points at each level, the formulafor determining how many vitus points the character gains per level,
and the hit die.

After that block of information is passed, the description of the class is given along with strictures. These strictures
often take roleplaying into effect as in many portions of the The Hunt setting. The weapons and armor proficiency
block shows what skills the character gains, as well as details the powers that the character gains per level. Each class
comes with two tables, a standard table with the level, attack bonus, saving throws and powers by level, as well as a
technigue table that shows how many techniques the character has mastered. Each section concludes with a short story
illustrating how the characters interact with their environment.

There isawide variety of classes to choose from, and most who are looking to augment their warriors should easily
be able to find at least one prestige class to add to their warriors. Some of the classes have a slight edge to themin
another direction from warrior, like the Guild of the Dancing Knife. These knife fighters are more like thieves that are
highly specialized with knives. On the other hand, the Brotherhood of the Sparrow Hawk is the perfect thief-catcher.

Some of these classes would probably be better off as antagonists for the players. Members of the Cult of Madness are
insane warriors, while Shiva's Chosen are non-good warriors who seek out powerful individuals to kill in order to gain
the attention of their god.

Now the techniques are special abilities that the character can select. There are some techniques that only certain
classes can take, and the technique lists goes from 1st to 5th level. Some of the first level techniques include ability
boost, which augments physical abilities in exchange for vitus, to doom strike, which charges a weapon with killing
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power unless the struck victim makes a fortitude save.

In addition to vitus, techniques, and new prestige classes, there are a'so new items and new feats. The feats include
general, mystic warrior only, item creation, and fighting stance. The fighting stances give the character different
bonuses depending on the feat.

The book wraps up with an appendix that details more specifics about several of the prestige classes and an NPC write
up. Other information included is the official academy name, other names, |eadership/organization, current leader and
level of secrecy. Thelevel of secrecy is an important aspect since the dominating religion of The Hunt campaign
setting looks down upon the Mystic Warriors.

Most of the art is considerably better than in previous books. Jason Smith brings a true level of professionalism to
Mystic Eye Games that many found were lacking in previous products. Still, there are some cases where a prestige
class has two illustrations. a powerful one, and an okay one. If the okay art was removed and the tables minimized, the
book could've comein at 112 pages and still been a bargain at $14.95. The sharper art would have given the book a
better overall feel instead of a beefier fedl.

GMs looking to expand their knowledge of The Hunt Campaign world, or those interested in expanding their home

campaigns with vitus and techniques, will find this book useful. Players looking for warrior-based prestige classes
should be able to find at least one or two in the pages of this book. At $14.95, the book is a bargain.

Web Sites

« http://www.mysticeyegames.com/NewFiles/Sparrow%20Hawk%20page.jpg -- Preview from Mystic Warriors
« http://www.d20reviews.com/downloads.htm -- Bonus prestige class and facing rules for d20

--Joe G. Kushner
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Random ThoughtsOn Lord of the Rings

Greetings, Pyramidkateers! Welcome to the new year, and the last palindromatic year for 110 years.

But first, a caveat. I'm sicker than a dawg currently, so if this week's installment doesn't make any sense.. . . well, I'm
content to blame the tiny beings that have invaded my bloodstream (despite previous nonsensical installments crafted
while entirely healthy).

Having seen Lord of the Rings on Sunday, | thought 1'd take a column to share my random thoughts on the film.
(Various spoiler warnings; if you haven't read the books, seen the movie, or eaten the Fruit Roll-Ups, you may want to
give this column a skip.)

* * %

Asa caveat, | feel | should point out that | have not, in fact, read the trilogy. Invariably whenever | say this | get gasps
of disbelief, and an occasional stone or two hucked at me. But whenever | say that I've started to read it -- only to get
caught up in dozens of pages of troop movements, Welch-y Elvish, or incomprehensible historical material -- many of
these same folks have also said, "Y eah; those are pretty boring bits. Y ou should skip those the first time." This makes
the Lord of the Rings trilogy perhaps the most beloved series where its fans think you should specifically avoid reading
certain points.

(Asan aside, | should point out that | have read The Hobbit, and -- although it has been many years -- | recall enjoying
it.)

* % %

One of the interesting things | walked away from the movie with is the realization that our heroes spent an inordinate
amount of time running away (complete with all the Monty Python & The Holy Grail references that sparked within
me). | kept expecting the heroes to kick butt and take names during most combat scenes, but for the most part they
were so outnumbered or outgunned that their only rational option was to flee.

Now, in the past I've discussed the folly of providing appropriate challenges, but this phenomenon sparked a new idea.
Namely, how did the heroes know when they should run, or when they should stay and fight?

And so in my next campaign I've decided to try an idea |I've dabbled in before, but never fully manifested. I'll allow
those with sufficient martial ability to "size up" the battlefield situation, and roll to determine their chances. This
would be in general terms like, "Piece of cake,” or "Even up," or "No shot in heck." A failed roll would give no or
false information, and the result would be modified based on appropriate advantages or disadvantages, like
Overconfidence or Combat Reflexes. (One of my favorite continuing jokes in the Vampire: The Dark Ages campaign
was -- no matter what kind of opposition our party faced -- having my overconfident character say, "Hmm . . . | think
we can take them.")

Some games make this easier than others; Dungeons & Dragons 3rd Edition, for example, specificaly has a
Challenge Rating that should make it easy to give an idea of relative opposition level. And point-based systems would
enable me to compare relative point totals as a ballpark figure. (Of course, I'd need to make sure that | only counted
things the heroes could reasonably see; a dozen orcs in the same room as an invisible dragon would lead to a different
conclusion than if the dragon were in plain sight . . .)

But in thisway | could throw wildly challenging obstacles at the heroes, without fear that they'll necessarily rush
lemming-like to their deaths.

(As an aside, it was satisfying to see the wizened and scholarly mage assess the situation and then proclaim loudly,
"RUN!)
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* % %

When watching a 3-hour movie with 217 movie trailers beforehand, it is generally not a good idea to get a football
helmet-sized caffeinated Cherry Coke, nor isit wise to drink said Cherry Coke before the movie even begins. Thisis
an especially a bad ideain a movie that's part one of a trilogy, where you know it's not going to broadcast its ending,
nor, realy, even have an ending per se.

Er, not that I'm speaking from experience or anything . . .

* * %

Okay; this is my doctoral thesis material right here.

I'd like to point out that, as best | can tell by watching the movie, there are no human women in the entire world. 1'd
also point out that it's humans who generally go bug-nuts over the One True Ring. Hobbits, who seem to have plenty
of women in their village, can handle the ring with relative ease. Elves, who again have dating possibilities, seem to do
okay with the ring. Humans who are dating elves seem all right being near the ring. But the rest of the men seem to
grab for the first yonic symbol they can. And the dwarf -- for whom we aso have no evidence of females of the race --
also goes a bit nuts, too . . . abeit manifested in an axe-wielding rage.

In other words, there seems to be a direct relation between interpersonal frustration and the desire to get the ring.

(Now, | have it on good authority that there will, in fact, be a human woman in the second movie. Hopefully I'll get my
doctoral degree beforethen . . )

* *x %

According to my research, all three movies were filmed at the same time for a total cost of $180 million (which, after
the favorable exchange rate in New Zealand is taken into account, was worth approximately $350 million). Between
this movie and Harry Potter And The Sorcerer's Sione earlier this year, I've been definitely pleased to see movies for
the first time where | thought, "Wow! Thisisa moviethat cost a $100+ million to make that actually looks like it cost
$100+ million to make!" | hope this trend continues.

And hopefully I'll be better -- and more coherent -- next week.

--Seven Marsh

Last week's answer: Book of the Wyrm 2nd Edition, p. 50.

(Three stars) "The Viking women of real history played a powerful role in their societies, ofen dictating the length and

nature of the feuds and imposing their considerable stength of will onlocal politics. However, they egged their men
into battle instead of picking up sword and shield themselves."
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A Firmament of Rocs

"All feathered things yet ever knowne to men,
From the huge Rucke, unto the little Wren;

From Forrest, Fields, from Rivers and from Pons,
All that have webs, or cloven-footed ones;

To the Grand Arke, together friendly came,
Whose severall species were too long to name.”
-- Michael Drayton, "Noah's Flood" (1630)

So begins the roc, in this column at least, at the head of the birds and surrounded by water. The roc, in his widening
gyre, will return to those positions, and his outstretched pinions will brush many others, even to the ends of the
universe. Which, as it turns out, the roc has seen for itself. So look up, into the all-sheltering sky, into the eye of the
roc, and listen for the thunder of mighty wings.

"| saw that the cloud was none other than an enormous bird, of gigantic girth and inordinately wide of wing, which as
it flew through the air veiled the sun and hid it from the island. At this sight my wonder redoubled and | remembered a
story | had heard aforetime of pilgrims and travelers, how in a certain island dwelleth a huge bird, called the rukh,
which feedeth its young on elephants.”

-- Richard Burton (trans.), The Thousand Nights And A Night, "The Tale of the Second Voyage of Sindbad the
Seaman”

Theroc, or rukh, or at least his name, comesto us first in the Arabian Nights, which is to say about a thousand years
ago give or take a century. (His name comes to us from the Persian rukh, which oddly enough is also where the chess
"rook" originates, but from there, we hit a blank wall.) In the Nights, the roc is an enormous bird who lives on a
mysterious island somewhere in the China Seas (which may, or may not, be what we now call the Indian Ocean). The
roc eats el ephants, and the occasional rhinoceros, pouncing on them as a hawk does a field mouse. Rocs can carry men
without even noticing the weight, as one did when Sinbad lashed himself to the roc's claw to escape the island upon
which he had been shipwrecked. The roc's egg is so large that, half-buried in the sand, it can be mistaken for an
alabaster or ivory domed building. Both Sinbad the Sailor and one Abd-el-Rahman "the Moor" (also, confusingly,
nicknamed "the Chinaman™) encounter the Island of the Roc; both incur the roc's wrath when their men break into the
egg, kill the chick inside and eat its flesh. The parent roc then follows the ship out to sea and drops rocks on it until the
ship is sunk, usually leaving only the canonical sole survivor to tell the tale.

"For persons who had been there and had seen it told Messer Marco Polo that it was for all the world like an eagle,
but one indeed of enormous size; so big in fact that its wings covered an extent of 30 paces, and its quills were 12
paces long, and thick in proportion. And it is so strong that it will seize an elephant in its talons and carry it high into
the air, and drop him so that he is smashed to pieces. . . The people of those isles [Madeigascar and Zanghibar] call
the bird Ruc, and it has no other name. . . . They brought (as | heard) to the Great Khan a feather of the said Ruc,
which was stated to measure 90 spans, whilst the quill part was two palms in circumference, a marvellous object!"

-- Marco Polo, Travels

Marco Polo unhesitatingly places the roc, or ruc, on Madagascar, where he promptly confuses it with our other aerial
enigma, the griffin. Madagascar does possess two of the most likely explanations for the roc; the raphia palm (whose
dried fronds do rather resemble enormous feathers) and (or at least it did in Polo's day) the Aepyornis, also evocatively
called the "elephant bird," a kind of giant ten-foot ostrich with eggs two feet around. (One can imagine an Arab sailor
seeing those "chicks" and wondering how big the parent bird must be.) More tenuously, fossil ceratopsians (whose
beaks, hips, and ribs might have seemed like the remains of an enormous bird), an extinct giant vulture of Malta
(which sadly would still be unable to lift even the dwarf Maltese elephant), and an amazingly lost condor have all been
tagged as the "real” roc.

Another great traveler, 1bn Battuta, saw the Island of the Roc in the Indian Ocean, or rather, he saw a mountain in the
middle of the air which the sailors assured him was actually the roc itself. This has spawned a kind of desperate
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speculation that the roc originated with the sight of a mirage-mountain at first explained as the roost of the roc and
then as the roc itself, a bird as big as a mountain in mid-air. Explaining the roc as a mirage, however, seems even less
satisfactory than explaining it as a fossil or an ostrich, or even a fossil ostrich.

"In K&f the simorg hath its dwelling-place,

The all-knowing bird of ages, who hath seen

The world with all its children thrice destroyed.”

-- Robert Southey, Thalaba the Destroyer, viii:19 (1797)

Evidently the roc's wingspan can't be contained within the boundaries of history, then. It outsizes even one whole
mythology; the shadow of the roc falls amost everywhere on Earth. The first line of descent runs from the roc to the
legendary Arab anka, which lived for 1700 years before dying (significantly like the phoenix) in flames. Originally the
Bird of Perfection, the anka's predations began depopulating whole regions until Allah banished it to an island on the
edge of the world. On the other wing, we have the Persian simurgh, or simorg, which was the bird that nested in the
original Tree of Knowledge at the center of the world; it lived forever (or for 2000 years) and also ate elephants. The
simurgh may have come, like the manticore, out of India, where the enormous Garuda bird appearsin the Vedic hymns
flying between earth and heaven as the mount of Vishnu. Similar Indian influence might be the source of the roc,
especially their shared connection with the Indian Ocean, and with the mountain between earth and heaven (Qaf to the
Moslems, Meru to the Indians). Both the Garuda and the roc convey immortality; the Garuda bringsit as nectar from
the moon, while the sailors who survive eating roc flesh never age. Other giant birds include the thunderbird and piasa
of Indian tribes all across the Americas, the norka of Russia, the Turkish kerkes, and the bar yuchre and ziz of Jewish
legend; the vision of an enormous bird, blotting out the sun, and carrying men, horses, or e ephants off as prey seems
universal.

"Moreover, the valley swarmed with snakes and vipers, each big as a palmtree, that would have made but one gulp of
an elephant. And they came out by night, hiding during the day lest the rocs and eagles pounce on them and tear them
to pieces, as was their wont, why | wot not."

-- Richard Burton (trans.), The Thousand Nights And A Night, "The Tale of the Second Voyage of Sindbad the
Seaman”,

And another odd twist follows the legend more often than not; the roc is the mortal enemy of the serpent. Where he
kills the elephant for food, the serpent he kills as his duty. The eagle and snake emblem on the Mexican flag,
descended from the vision in Aztec legend that founded Tenochtitlan, eerily parallels the war between the Garuda and
the serpentine Naga. If the simurgh nestsin the Tree of Knowledge, the dragon at its base might be seen as its
reflection, or opposite, and to the extent that Qaf is Eden -- a paradise at the center of the world -- we have another
sighting of the serpent Enemy. Perhaps we begin to get a hint of the roc's true mythological purpose here; to watch and
war upon the Leviathan, Tiamat, and the other creatures of the deep that roil and lurk just out of sight at the edges of
the map.

"And he took me and led me where the sun goes forth . . . and | beheld a bird circling before the sun, about nine cubits
away. And | said to the angel, What is this bird? And he said to me, This is the guardian of the earth . . . And the bird
expanded hiswings, and | saw on hisright wing very large letters, as large as the space of a threshing-floor, the size
of about four thousand modii; and the letters were of gold. And the angel said to me, Read them. And | read and they
ran thus: Neither earth nor heaven bring me forth, but wings of fire bring me forth."

-- 3 Baruch 6:1-9

Thus the roc becomes a guardian of reality, encompassing and observing the world. The roc embodies al four
elements:. as the king of birdsit rules the air, its island in the Ocean or its tree at the source of al rivers rules the water,
its egg recapitulates the earth as does its floating mountain, and it rules fire as the sun-bird. Theroc in 3 Baruch also
diesin the fire, like the phoenix (and sometimes the simurgh and anka). Perhaps the four guardians of the watchtowers
at the corners of the world, the Aethyrs or Angels of Dee's Enochian tradition, are actually rocs. The roc is the rook,
and the rook is a castle (or watchtower), after all. The rook, interestingly, began as an elephant, much as the eight
elephants at the corners of the world also hatched from the egg of the Garuda. Perhaps the roc dines on the very
concept of elephants, rather than the physical pachyderm itself, leaving mastodon skeletons scattered across the wilds
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of the north. The simurgh has seen and remembered all of history (and an elephant never forgets), witnessing the end
of every age before this one. (This, by the way, is why the Queen of Sheba kept one around.) Is the roc, then, the
observer who makes sure that when the earth fals, it makes a sound?

The fallen egg of the bar juchne supposedly destroyed sixty villages; if the ziz foldsits wings, the unshaded Earth
burns to a cinder. Without the roc, does reality itself quake and tremble? |Is that the true meaning of the hail of stones
from heaven that follows the death of a roc, fallen fragments of the once-solid past? Did such a death destroy the
"egg-born” Lemurians, also sprung from Madagascar, foolishly allied with the " Serpents and Dragons of Light,"
leaving the griffins as the broken echo of both races? Do the sphinxes, dark shadows of the ssmurgh, wait on the other
side of the mirror for the next roc to fall and for their hour to come round at last? Keep watching the skies -- if the roc
isn't, then someone has to.
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Circle Of Fear -- Part |1

A GURPS Atomic Horror Adventure

by Stephen Dedman

In Part | of "Circle of Fear," the PCsinvestigated a series of UFO sightings, crop circles, and rains of fish and other
creatures. If they followed these clues, it should have led to their being abducted by an alien scoutship. Part | ends with
the PCs escaping from the saucer into Lake Baikal, Siberia, unaware that they are al little morethan an inch tall . . .

Them!

After being jettisoned from the cylinders, the PCs will find themselves in the cold (but not frozen) water of Lake
Baikal, surrounded by apparently gigantic fish.

Reaching the surface will require 10 successful rolls on Swimming skill; normal failures will merely cost them fatigue,
but a critical failure will mean that they have attracted the attention of a hungry monster -- a pike or sturgeon which
looks as large as a whale. If attacked, the PC will either have to make a successful Dodge roll, or an attack doing a
minimum of 3 points damage to deter the fish (see "Combat in and under water,” p. B91), or be swallowed whole --
though apart from possible after-effects of a failed Fright Check (roll at -4), this is merely a temporary inconvenience
(see below).

PCswho aren't swallowed by fish should make it to the surface uninjured, if exhausted; if any are in danger of
drowning, bubbles of gas escaping from the sinking ship should boost them to the surface, or female PCs may be
rescued by the amphibious Tuskers. There will also be enough unidentifiable pieces of flotsam from the saucer for the
PCsto use as life-preservers, rafts, etc. -- though they may still have to defend themselves from "giant” fish or water
tigers before reaching the shore.

The Tuskers will part company with the PCs before they reach the shore (though they may re-appear later; see "The
Creature Walks Among Us," below), leaving the PCs to try to establish where they are. The muddy soil is littered with
long woody stakes, while nearby vast trees, apparently miles high, tower above them like mountains. Above them, they
can see a dark sky, with clouds obscuring too many of the stars for them to identify constellations. A roll on Naturalist
or Botany will reveal that they are in a normal conifer forest, but shrunk to a very small fraction of their original size.
A few seconds later, a loud whining noise (+4 to hearing rolls) will herald the approach of a swarm of "giant" midges.
Use the stats for striges (p. B145). 1d+1 midges will attack each PC. If the PCs lack weapons, pine needles may be
found that are the right size for crude but adequate batons, clubs, staffs or spears (thr-1 imp., +1 if used 2-handed). If
the midges are killed, they will spurt blood and ichor over whoever swats them.

After each PC has killed at least one midge, it will start raining, with drops hitting like water bombs: roll ST or DX
(whichever is better), or fall over. The rain will scatter the midges. If the PCs don't start running for cover, the first
hail-stone will smash a few hexes away from them, and the next one will be much closer (3d+3 crushing damage if it
hits). The nearest shelter is a 40-hex run away, a shallow depression underneath a tree root. Each PC should make a
vision roll at -4 to see the spider web spanning the gap. PCs who fail this roll will have to make a DX roll to avoid
running into the web; a critical failure on vision means no DX roll. Anyone running into the web will be grappled,
suffering an immediate -2 to DX. A contest of ST isneeded to break free, and the web has ST of 13. A failed roll
results in the victim becoming further entangled, costing 1 point of fatigue. For purposes of cutting, each strand of web
has DR 3 and HT 6, and each strand cut reduces the web's ST by 2. The spider will arrive 1d+1 turns after something
touches its web; it someoneis still entangled when it gets there, it will begin adding one strand every other turn to the
web to strengthen it. Unless attacked, it will not bite someone who is not thoroughly entangled (e.g. whose effective ST
is at least 6 less than the web's).
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Giant Fish

ST 50-70; DX 10; 1Q 2; HT 12/50-70.
Move/Dodge 9/7; Size (30-40+); PD/DR 1/1#; Weight (10-20 tons); Damage (swallows whole); Reach C.

Water Tiger (Dragonfly Larva)

ST 12-16; DX 16; 1Q 2; HT 10-14.
Move/Dodge 6/8: Size 2; PD/DR 1/2; Weight 60-125 Ibs, Damage 1d imp; Reach C, 1.

Giant Spider

ST 20; DX 15; 1Q 2; HT 14/20.
Move/Dodge 6/7: Size 4; PD/DR 2/2; Weight 400 Ibs, Damage 1d imp*; Reach C.

* Bite injects Type C venom, 1d-1 damage.

If the PCs are underground, under the root, or inside a fish when they return to normal size, they will take 1 point of
damage (minor abrasions), and be left looking wet, disheveled, and (particularly if they're trying to wield normal-sized
pine needles as weapons) foolish. Any damage inflicted by the bugs will have to heal or be healed normally, but if
anyone is suffering the effects of the "giant” spider's venom, their DX will return to normal in 20-HT minutes. The
PCs will then have approximately nine hours to perform first aid (if needed), find dry wood and start a fire, and try to
get their bearings, before the Russians arrive, a few minutes after sunrise. The air temperature will drop to freezing
(20-30 degrees) for 1d+1 hours overnight; see p. B130.

The easiest ways to establish their location are with Naturalist, Botany, or Ecology (-3, in Siberia; -10, on the shores of
Lake Baikal). Successful rolls on Astronomy or Navigation will tell them that they're still in the Northern Hemisphere,
and (-5 to roll), somewhere between the 50th and 60th Parallels, but nothing more. This becomes academic a few
minutes after sunrise when a helicopter, marked with a red star, lands nearby, and four men with Simonov SKS
carbines, fur hats and military uniforms come running out.

The four Russian soldiers have been sent to search for the plane which the saucer (inadvertently) brought down; if they
see the PCs, they will try to arrest them on the suspicion of being spies or saboteurs, and take them to Dr. Zupanov's
research center (see The Brain that Would Not Die, below). The PCs may attempt to:

« Hide. Contest of Stealth or Camouflage against IQ -- with a +5 modifier for the soldiersif the PCs have lit afire
or left other obvious cluesto their presence. If they evade the soldiers (and the soldiers will return the next day
and every 1d days after that, searching for any debris from the saucer), they will have to survive the oncoming
winter (and possibly encounters with local animals, including brown bears and the world's largest tigers) until
they can get to friendly or neutral territory by other means. This will be extremely difficult, especialy if they
don't speak Russian or have any appropriate Area Knowledge, Savoir-Faire, or Streetwise skills. They will be in
constant danger of being reported to the authorities and taken to the Research Center for interrogation . . . but
they shouldn't be prohibited from trying to (for example) hike to the nearest town (Nizhneangarsk, population
10,000, with a railway station, airstrip, and fish processing plant), catch the Trans-Siberian railway to Moscow,
and try to convince the staff at the US Embassy that they're not spies, haven't been brainwashed, etc., and should
be permitted to return home.

« Fight. The Russian soldiers are amost certainly better armed than the PCs, and probably in better condition, but
they may still be outnumbered and outmaneuvered, and they will try to bring as many witnesses as possible back
to Dr. Zupanov aive, while the PCs might not be so delicate. Like hiding, attacking the soldiers will accomplish
little unless the PCs al'so manage to steal or hijack the helicopter and fly it out of Russia, or use the stolen
weapons and uniforms to try to bluff their way to some other form of transportation. If the soldiers do not return,
another party (or two) will be sent out in 1d+1 hours.

« Hijack the helicopter. Steathy PCs may be able to evade the Russian soldiers and sneak into the helicopter and
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either overpower or intimidate the pilot. The soldiers will come running if they hear any shots or shouting. If the
pilot is unwilling or rendered unable to fly the helicopter, the PCs may have to fly it themselves (-2 for
unfamiliar model, and defaultsto 1Q at -9, not -5, unless the PC can also read Russian). If they succeed at flying
back to friendly or neutral territory (the helicopter has a range of 405 miles -- enough to take them to Ulan Bator
-- and top speed of 135 mph), the adventure is over; go to "The Creature Walks Among Us."

« Surrender. The soldiers will then take them directly to the Research Center.

The Brain That Would Not Die

The soldiers who take the PCs to the Research Center will report immediately to Natalya, who will perform a medical
examination, do her best to heal any wounds the PCs may be suffering, and then order Ivan and the soldiers to strip the
PCsof al clothing but their underwear (-5 to Holdout and Arctic Survival) and then confine them to the cell beneath
the lab. When this is done, the soldiers will then retire to their barracks.

Thelab is cluttered with scientific equipment and textbooks, half-finished experiments and disemboweled gadgets, rats
in cages, and biological specimens in jars. Amid this mess, the PCs will need to make vision or Science! rolls at -10 to
notice that one of the brainsin jars is connected by tubes and wires to a number of tanks and instrument panels, or that
the faintly glowing camera eyes of the clumsy-looking robot standing near this brain move dightly to keep Natalyain
view. The robot will only move if the PCs attempt any sort of attack or resistance, and then it will fight to defend
Natalya and the brain.

If the PCs do not resist, they will be kept in the cell for 24 hours while Zupanov readies his mind probe. The cell floor
and ceiling are of 6'-thick concrete (DR 4; see p. B125), and the walls of 3" brick (DR 3), set in frozen soil (DR 2).
Thedoor isof 1" iron bars (DR 3), which also cover the small window (6" by 1' -- large enough to let in cold air and
rain, but too small for even a skinny character to squeeze through). The lock on the door is -2 to Lockpicking attempts.
The cell islit by a single low-waitt bulb. The air temperature will drop to freezing (20-30 degrees) for 1d+1 hours each
night. Any PC who gets a Good or Better reaction from Natalya or Ivan will be given a rough blanket (treat as normal
winter clothing) to protect them from the cold.

The PCs weapons, clothes and gear should be divided more-or-less evenly among Natalya, Ivan and the soldiers, with
Natalya getting first pick. Ivan will take a pair of boots or shoes, while the soldiers will be more interested in weapons
and American clothes. If/when the PCs seek to recover these items, they will be found on the NPC who took them, or
in their quarters.

While in the cell, the PCswill have two meals delivered -- one by Natalya (who will also check up on anyone injured;
treat as Physician's care, at -2 for unhealthy surroundings), and one by Ivan. While the food (kasha, buckwheat
porridge) is awful, this visit will give the PCs a chance to try to use Fast-Talk, Sex-Appeal, or similar tacticsto
persuade either Natalya or Ivan to help them escape. Neither will open the cell door unless tricked into doing so
(sliding the bowls through a gap between two bars instead), but will come within 1 hex of the bars. If either Natalya or
Ivan assist the PCs in escaping, they should be able to reach the hangar without difficulty, and may even have some of
their gear returned.

If the PCs have not escaped by the time the 24 hours are over, Ivan and one of the soldiers will return to the cell and
escort one PC (Dr. Zupanov will have chosen the apparent leader or most intelligent of the party) upstairs to the lab.
The PC will be ordered to sit in a chair (bolted to the floor near a work bench) and manacles and leg-irons will snap
shut around his wrists and feet (-5 to Escape rolls); if he resists, the robot and Ivan will force him into the chair
(contest of ST). Natalyawill then fit the mind probe to his head, and Dr. Zupanov will activate it and run it for 90
minutes, or until he gets a "Scan Ends' result. Go to "The Tingler."

Resear ch center

« Lab. Usethe"indoor" side of the map from the Basic set for the lab interior (see p.B226). Exterior walls are 6"
stone (DR 6), interior walls 3" brick (DR 6), doors and window shutters are 1" wooden slab (DR 2), floor and

file:///D)/To%20Update%20T orrents’ GURPs%20t0%200CR/pyramid_2002/2002/0103.html[11/13/2008 15:56:59]



ceiling are 6" concrete (DR 4).

« Stairs. Leads down to cell.

« Natalya'sbedroom (Kitchen). Contains small bed, a trunk of clothes (including a radiation suit, spare lab coats,
the rest of the PCs' clothes and gear, and 25 Tokarev rounds), and a bookshelf (medical texts and scientific
journals in Russian, US movie and fashion magazines in English, novelsin both languages). Loaded Tokarev
under bed.

« Kitchen (Pantry). Contains basic pre-WWII kitchen appliances, a wood stove, a more modern refrigerator and
freezer, a samovar of tea, 20 |bs of food (36 man-days), Ivan's bed (near stove), and a stack of firewood. When
not on Ivan's belt, a ring of keys (including a key for the cell door) hangs near the door to the stairway.

« Laboratory (Great Hall). Contains Dr. Zupanov, Robot, Mind Probe chair and hardware, Biology and
Chemistry labs, surgical equipment (treat as a Doctor's black bag), library (all in Russian; +1 for research into
Electronics (Computers), Engineering (Robot), Physiology (Brain), and Surgery (Brain)).

« Bathroom/Storeroom (Max's Bedroom). Contains bathtub, washing machine, stove, sink, toilet, parts of
prototypes of the Tingler and Robot (which a Quick Gadgeteer can use as components), and assorted tools.

Immediately across from the Lab's door to the outside is the Barracks, a simple square building contains 6 bunks, 1
small bathroom, 1 stove, 2 pints of vodka, 5 footlockers, and (usually) the 4 soldiers, the pilot, their weapons, and 400
rounds extra ammunition. Most of the PCs clothes, gear and weapons will also be in here. Walls, doors, and window
shutters are /2" plywood (DR 3); roof is 1/8" steel (DR 4); floor is 6" concrete (DR 4).

50 yards west of these buildings is a hangar, which contains the helicopter, jeep, generator, 6 5-gallon jerry-cans of

petrol, 6 empty jerry-cans, a 400-gallon tank of avgas, and a tool kit. Walls, roof and doors are 1/8" steel (DR 4); floor
iIS6" concrete (DR 4).

The Tingler

Dr. Zupanov's Mind Probe maps the brain by stimulating different areas -- pleasure, pain, fear, memory, vision, etc.
Every 10 minutes that the subject spends being probed, roll 2d and consult the table below.

2 Memory center affected. Subject develops total amnesia for 20-1Q hours. Scan ends.
3 Vision center affected. Subject becomes blind for 20-HT hours.
4 Subject becomes Lecherous for 1d+1 hours.
5  Fear centre stimulated. Make a Fright Check at -4.
?' Scan succeeds, giving Zupanov enough data to study for 1 day. Scan ends.
8  Pleasure centre stimulated.
9  Pain centre stimulated: subject suffers Migraine for 1d+1 hours.
10 Random memory retrieved: subject suffers Flashbacks for 1d+1 hours.
Random memory retrieved: subject gains 1/2 point in a not-very-useful Mental skill
11 hedforgotten learning (possibilities include Language or Scientific skills studied in
college, Area Knowledge from somewhere he lived many years ago, etc.)
12 Psionic center stimulated. Roll on table below.

Subject autoteleports, appearing (still in underwear) in Hangar.
Scan ends.
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Subject develops Pyrokinesis (10), inadvertently setting fire to
Natalya's lab coat. Further attacks made at 1Q -3. Power lasts for
(1Q +/- Strong/Weak will) minutes.

Subject temporarily "mindswapped” with someone elsein |ab:
5- Zupanov (controls Robot), Natalya, or Ivan, leaving their mind
6 imprisoned in his body. Mindswap lasts for (IQ +/- Strong/Weak
will) minutes.

If the first probe ends without the subject escaping, Ivan will carry him back to the cell to recover, then tell the PCs
that Zupanov and Natalya plan to transplant his (Ivan's) brain into one of their bodies and, if this is successful, to
transplant Zupanov's brain into another. 24 hours later, Ivan and two of the soldiers will return to take another subject
upstairs for a mind probe. Repeat the procedure.

24 hours after the second probe, if the PCs still haven't found a way to escape, go to Deus Ex Machina.

Deus Ex M achina

Shortly before a third PC (one with good stealth or combat skills) is taken upstairs for interrogation, a team of Russian
investigators who have discovered the sunken saucer will try cutting through the hull. In doing so, they will cause the
anti-matter power plant in the saucer to explode.

Just as the PC is ordered (or forced) to sit, the explosion will cause a massive electro-magnetic pulse. All the lightsin
the lab will go out (-8 to Vision for anyone without Night Vision), the Robot will be paralyzed, and Zupanov will be
plunged into sensory deprivation. Natalya will realize that her father's life support system has also stopped, and assume
that something has gone wrong with the generator. She will send Ilya out to tend the generator, order Ivan to hand-
crank the emergency pumps for Zupanov's life support, and order the Robot to prevent the prisoner escaping. If the PC
makes a Vision roll, he will notice that the Robot has stopped moving and its eyes are dark and do not track. The PC is
not cuffed to the chair, and can leave any time.

The sound of the blast, and the shock wave, will hit 95 seconds after the electro-magnetic pulse. Anyone in the
Research Center will have to make aroll vs HT or be deafened (treat as a crippling injury) by the blast -- at +3 for
anyone in the cell, at +1 for anyone inside a building at ground level, and at -1 for anyone outside. The main building
and the hangar are solid enough to withstand the blast, but the flimsily constructed barracks will co llapse, doing 4d
crushing damage to everyone inside and pinning them under 2dx10 Ibs of debris, and many objects will fall from the
shelves in the lab, doing 1d-2 to Natalya and Ivan. Everyone in the research center, including the PCs, will also be
exposed to 100 rads from the blast, and a further 2 rads/hour for every hour they spend in the area. Multiply this x4 for
anyone not protected by stone or metal walls.

If the PC tries to sneak out, Natalyais at -10 in her contest of 1Q vs Stealth, Ivan at -5, and Ilyawill not be returning
any time soon. The PC can try sneaking outside, or downstairs to try to free his friends. The keys hang from Ivan's
belt; use Pickpocket skill to get them without him noticing, or Stealth and a DX roll to grab them and run, or combat.

If the PC decidesto attack while he has the advantage of surprise, there are several objects in the room that make good
improvised weapons. These include: atray of surgical implements (treat as 1d+1 small knives), two hexes from the
chair; bottles of acid (do damage; roll on Russian language skill to read labels) on the shelves; electric flexes that can
be used as garrottes; various instruments and containers that can serve as saps, batons or small maces (pestle, slide
rule, heavy bottle, etc.); and the Robot (precariously balanced; roll vs ST to push it over, doing crushing damage to
anybody standing behind it).

If the PC is able to threaten Zupanov convincingly, Natalya will order Ivan to hand over his keys and weapons -- and

will then try to trap the PCs under the house by bolting the door at the top of the stairs, blocking it with the
refrigerator, etc.
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When the PCs get outside, they will find Ilya standing in the space between the lab and the hangar -- dazed, dazzled by
the fireball, and (if the shock wave has hit) temporarily deafened. His carbine is slung over his shoulder; he will fight
toretain it, but at -10 to all DX-based skills. The other soldiers and the pilot are trapped in the ruins of the barracks. If
the PCs rescue them, they will react to them at +4 for at least 24 hours after that, and maybe even help them to escape.

The helicopter and jeep have not been damaged by the blast. The PCs can take whichever they are best able to use: the
jeep is slower, has a shorter range, and can be stopped more easily, but it's aso easier to re-fuel; the helicopter can
make it to Ulan Bator, in Mongolia without refueling, but only if the PCs can pilot it and navigate (Navigation -3). The
helicopter has a radio that can be used to contact US forces in Korea and Japan; the jeep doesn't.

The Creature Walks Among Us

Once the PCs have escaped from Russia, the adventure is over -- but there are plenty of chances for a sequel. The
Tuskers might not only survive, but breed. While they may remain in Siberia during the winter, they will find it
unpleasantly warm and humid come summer and migrate south to the Himalayas, possibly inspiring a rash of Y eti
sightings. Alternatively, Russian scientists may decide that the Tuskers might make good amphibious troops, and start
trying to breed and train them.

While most of the scoutship was vaporized when the power plant exploded, a few fragments may have survived, and
the TSF or the Pentagon could decide that these have to be recovered. The mothership may remain in a geostationary
orbit above the south pole for years: as it is packed with creatures from dozens of planets (some of them intelligent),
as well as advanced alien technology, and much closer even than the moon, it would be an excellent setting for an
early TL7 Space adventure. Of course, even if the TSF or another patron can build a rocket that will take the PCs there,
they will have to find a way inside, and the saucer will certainly be able to defend itself. Alternatively, once the PCs
are inside, the saucer may continue on its course across the galaxy in search of its creators. . .

The Cast

Ivan lgorievich Frykowski

Early 30s; lopsided features, leathery complexion, shaggy dark hair, dark brown eyes, 5'7", 170 Ibs.
ST 15; DX 10; 1Q 10; HT 14. Move 6

Advantages. Double-jointed; High Pain Threshold.

Disadvantages. Berserk; Duty (to USSR, all the time); Hideous, Hunchback; Jealousy; Poverty (Poor).

Skills: Area Knowledge (USSR)-10; Axe/Mace-12; Brawling-12; Cooking-11; Driving (Truck)-11; Electronics
Operation/TL7 (Radio)-11; Engineer/TL7 (Combat Engineering)-10; First Aid/TL7-9; Guns/TL7 (Rifle)-13, (Pistol)-
12, (Shotgun)-11; Knife-12; Mechanic/TL7 (Car, Helicopter, Robot)-11; Savoir-Faire (Military)-9; Stealth-9; Thrown
Weapon (Axe)-11.

Maneuvers. Neck Snap-13.

Gear: Tokarev; Hatchet; Large Knife; Heavy clothing (sheepskin, leather, and heavy canvas; PD 1, DR 2, +5 to Arctic
Survival); gloves; boots; fur cap.

Born in Stalingrad, Ivan Igorieviech Frykowski was rejected by the Red Army and was working as a gravedigger when
the Nazis invaded the USSR. His professional services were soon greatly in demand, and soon he was working for

army engineers. When the war ended, a Kremlin bureaucrat with a quirky sense of humor assigned him to Dr.
Zupanov, one of the USSR's more innovative weapons designers, as an assistant.

Robot

Neckless metal cylinder with arms, legs, and dimly glowing red eyes; 7'6"; 360 |bs.
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ST 30; DX 8; 1Q (4); HT 12/20. Move 6

Advantages. Metal armor, sealed (DR 8, PD 1); Peripheral Vision.
Disadvantages. Bad Grip; Color Blindness; Disturbing Voice; No Sense of Smell/Taste.
Skills: Brawling-8; Guns/TL7 (Machine pistol)-11; Intimidation-15; Shortsword-8.

Zupanov's homemade robot is usually remotely controlled by Zupanov, when it has an effective 1Q of 16; when contact
islost with Zupanov, its IQ drops to 4, and it continues to obey the last order it received. It is designed to be the
disembodied Zupanov's eyes, hands, and sometimes voice, but doesn't do any of these jobs particularly well, and
Zupanov spends much of his time trying to design something more sophisticated to transfer his brain into.

The robot's right arm includes a Tokarev modified for a 71-round drum and autofire (RoF 16*), and can punch for 3d
cr.; the left includes a flashlight, cutting torch, and retractable machete blade (6d-1 cut). The head has full rotation and
two cameras that give periphera vision. The body features a short-wave radio and bullhorn, as well as the brain,
battery, and gas tank for the torch.

Russian Pilot (Yuri)

ST 10; DX 12; 1Q 11; HT 10. Move 5

Advantages: Combat Reflexes; High Pain Threshold.

Disadvantages. Duty (all the time); Lecherousness, Overconfidence; Poverty (Struggling).

Skills: Administration-10; Area Knowledge (Siberia)-9; Brawling-12; Climbing-10; Detect Lies-10; Driving (Car)-12;
Fast-Draw (Pistol)-12; First Aid/TL7-11; Guns (Pistol)-14, (Light Automatic)-13; Knife-12; Language (Russian)-11,
(English)-9; Mechanic/TL7 (Car, Helicopter)-11; Pilot (Large Helicopther)-14; Running-10; Scrounging-11; Spear-
10; Stealth-10; Streetwise-10; Survival (Arctic)-11.

Gear: Tokarev: Small knife; Leather jacket, coveralls, leather helmet, boots.

Russian Soldiers

ST 11; DX 10; 1Q 10; HT 11. Move 5

Advantages. Combat Reflexes; High Pain Threshold.

Disadvantages. Duty (all the time); Poverty (Struggling).

Skills: Administration-10; Area Knowledge (Siberia)-9; Brawling-12; Climbing-10; Detect Lies-10; Driving (Car)-11,;
First Aid/TL7-10; Gambling-10; Guns (Light Automatic, Rifle)-14; Knife-12; Language (Russian)-10; Mechanic/TL7
(Car)-10; Running-10; Scrounging-11; Spear-10; Stealth-10; Streetwise-10; Survival (Arctic)-11.

Gear: Simonov SKS: Large knife; Overcoat, coveralls, fur hat, boots, gloves.

The pilot and soldiers assigned to guard Zupanov's research center were given a job as punishment for minor
infractions, but they're generally competent (if unenthusiastic) henchmen who would rather be there than prisonersin a
gulag. Each has a weakness and they're open to bribes, but they're not cheap, stupid, or suicidal.

Dmitri has the Military Rank/1 (Sergeant) advantage, and the Bully disadvantage. Pyotr has the Greed disadvantage
and Pickpocket-9. Sergei has the Alcoholism disadvantage; Ilya has Unluckiness.

Tusker
See Part | for the Tuskers stats.
Natalya Zupanov

Mid 20s; pale complexion, black hair, green eyes; 5'9", 130 Ibs.
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ST 11, DX 11; I1Q 14; HT 13. Move 6

Advantages: Beautiful; Fashion Sense; Voice.

Disadvantages. Curiosity (-5); Dependent (Father, al the time); Self-Centred.

Quirks: Secretly likes American music and clothes; Attracted to intelligent men (+1 to 1Q 14, +2 to 1Q 15+); Wantsto
become a doctor.

Skills: Area Knowledge (USSR)-10; Brawling-11; Cooking-10; Driving (Truck)-10; Electronics/TL7 (Computers)-13;
Guns/TL7 (Pistol, Rifle)-12; Judo-10; Languages (Russian)-14, (English, French, Mandarin)-12; Mechanic/TL7 (Car,

Helicopter, Robot)-10; Physician/TL7-12; Psychology/TL7-13; Research-13; Science!-12; Sex-Appeal -15; Stealth-10;
Surgery/TL7-14.

Maneuvers. Knee Strike-13.

Gear: usually wears white lab coat over heavy coverall (PD 0, DR 1, and slightly too tight), boots, and fur cap. Rarely
armed.

Natalyais the beautiful (and usually dutiful) daughter of Dr. Vladimir Ilyich Zupanov, but is beginning to become
discontented with a life where she is little more than his nurse and his hands. Though it may be possible to win her
over with an offer of a more comfortable life, she won't co-operate with her father's killer(s). Natalya has little loyalty
to the USSR or to communism; if taken to the USA, sheislikely to become a double agent, selling secrets to the
highest bidder.

Dr. Vladimir Zupanov

Brain in bulletproof glass case, with assorted gadgets attached. 2000 |bs.
ST -; DX 11; 1Q 16; HT 10/6.

Advantages. Gadgeteer, Redlistic; Mathematical Ability; Versatile.

Disadvantages. Bad Temper; Callous; Disturbing Voice; No Physical Body; Obsession (acquire or create new body);
Stubbornness.

Skills: Area Knowledge (USSR)-15; Armoury/TL7 (Body Armor)-14; Astronomy/TL7-15; Computer
Programming/TL7-14; Computer Operation/TL7-16; Detect Lies-14; Electronics/TL7 (Computers)-17; Engineer/TL7
(Robotics)-17; Interrogation-14; Intimidation-15; Languages (Russian)-16, (English)-14, (Latin)-14;
Mathematics/TL7-14; Physician/TL7-16; Physics/TL7-16; Psychology/TL7-13; Research-16; Science! -14; Strategy
(Land)-13.

Dr. Vladimir Ilyich Zupanov was one of the Soviet Union's most brilliant robotic engineers. He spent the Great
Patriotic War working on guidance systems for missiles while dreaming of more ambitious projects -- including better
prosthetic arms and legs for maimed soldiers, mine-clearing robots, and space probes. After the war, he was put in
charge of a project to develop a robot tank, but the tank's brain malfunctioned and it went on a rampage, nearly killing
Zupanov as it went. When the robotank was finally destroyed, Stalin banished most of the scientists and engineers to
Siberia, and had Zupanov's brain kept alive to work off his debt to the USSR.

Zupanov is still laboring to build himself a body that will enable him to escape from Siberia and endear himself to the

Kruschev administration, but his personality becomes less human and more machinelike every year his brain spendsin
aglass case.
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Murphy's Rules

by John Kovalic

Murphy's Rules

Murphy's Rules

file:///D)/To%20Update%20T orrents’ GURPs%20t0%200CR/pyramid_2002/2002/0104.html[11/13/2008 15:57:07]


mailto:john@kovalic.com

ThelLost Tribe of theLibrary

by Loki Carbis

Somewhere, way back among the dim and dusty shelves of the library, there exists a restless tribe of comprised of the
misfits, the outcasts and the merely lost. This motley assemblage is the fabled Lost Tribe. Living deep in the shadows,
surviving on a diet of old paper and rat meat, the Lost Tribe is a rumour to the other patrons. Still, someone must be
drawing those weird cabinet paintings -- or isit just student hi-jinks?

Unknown to amost al, deep in the bookshelves of the night, the Lost Tribe is real. Overwhelmingly male and poorly
washed, mostly composed of nerds and geeks, and, as a group, prone to Absent- Mindedness. Deep in the stacks, they
have constructed a primitive but (mostly) functional society, away from prying eyes. More gatherer than hunter, but
not afraid to play up to the role, the Lost Tribe may not be very advanced -- but they are very deadly.

The weaponry of the Lost Tribe ranges from TLO to TL 3, although usually lacking in bows or catapults (and never
featuring any other sort of siege weapon), due to the rarity of the necessary fibres to string such weapons. However,
rather than stone, it is usually constructed of wood or metal (taken from shelves or other fittings) or glass (scavenged
from bins and unnattended tables). Their other technology can be anywhere from TLO up to the base level of the
campaign (assumed to be TL7 in this article). It will mostly consist of stolen or improvised equipment, and some
things we take for granted will be very rare. Ropes, for example, are not often found in libraries, and so must be made
from woven together threads scavenged from clothes and carpets -- a time-consuming process and one that leads to
very oddly coloured ropes.

The social organisation of the Lost Tribe is similar to that described for bands in GURPS Low-Tech, although what
"families’ exist are purely invented, since only second or later generation members of the tribe are actually related to
each other. Food is gathered mostly by trapping rats and stealing it from unwary library patrons. Depending upon the
actual library, the range of food may vary somewhat: a library with a conspicuous rat problem may have cats as well,
which will aso be preyed upon by the Tribe. (Less fastidious Tribe members might also steal the food and milk left for
these cats.) In the basement levels of a library, weird farms of fungi and lichen may grow, but overall, the diet of the
Lost Tribe will be lacking in fruits and vegetables -- which doesn't lead to a very healthy diet for the Tribe. (Mental or
Physical Disadvantages based on missing dietary requirements are certainly appropriate to more realistic versions of
the Tribe.)

The llluminated Tribe

Depending on how exactly your game world works, the Lost Tribe could change its nature profoundly. Thisis how the
Lost Tribe might appear through each of the four "lenses’ from GURPS Warehouse 23.

The Mundane

The Lost Tribe, if it isn't just an urban myth of some sort, is probably very small indeed -- maybe only one person,
most likely an eccentric researcher, and probably a reclusive nut rather than actually lost. Alternately, maybe it'sjust a
student prank designed to freak out the freshmen -- it certainly makes a great excuse for a party.

The Occult

The Lost Tribe has discovered forgotten magicks unknown to most of humanity -- either through finding them in the
books of the library, or through achieving a better understanding of reality in returning to primitivism. In this case,
their magic is likely to be either improvised (see GURPS Magic) or shamanic (as in GURPS Spirits).

The Fortean
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Pretty much anything goes -- maybe the reason the Lost Tribe never emerges is that they're too weird and mutated for
the world to cope with them anymore (or vice versa). Or maybe they've mastered the mysteries of L-Space and have
other fish to fry.

The llluminated

The Lost Tribe isawarning. Every last member of the Tribe is there because the Conspiracy has messed with their
heads, and they can no longer find the way out of the Library. But the Conspiracy never wastes anything potentially
useful -- killing them outright would be a much less effective warning, and run the unneccessary risk of creating
martyrs. And some Tribe members may well have knowledge that the Conspiracy till wants (ala GURPS The
Prisoner).

Campaign Role

The Lost Tribe can be a small piece of minor weirdness, or a major antagonist, or pretty much anything in between.
Probably the best use for them is as guardians of whatever is hidden. Their location in the library means that they may
well have in their position nearly any book (or disc, or magazine, or whatever) that the characters may need for any
purpose. Whether to protect the book or to protect others from it -- or to use it themselves -- is entirely dependent on
their role in the game.

The question of how big a secret the Lost Tribe is must also be answered. Maybe all the library staff and patrons know
about them and think nothing of it, or maybe they're just a legend. The most practical way to keep the secret isto use
some variation of the Mundanity advantage (GURPS 10U, p. 19) or some similar workaround.

The Lost Tribe could easily be the rescuers of the characters if for some reason they're attacked in the library -- and
they may not feel inclined to let the characters return to the outer world and tell others of their existence. Thisis even
more likely if some members of the Lost Tribe are people who believed to have disappeared -- but have in fact joined
the Lost Tribe -- some of them may well be believed dead by the mundane world.

If the theories of L-Space (See the sidebar on page 115 of GURPS Discworld) are correct, then the Lost Tribe may
well be able to travel from library to library at will -- although they may not actually be aware that they can do this.

Other Tribes

Aswritten, the Lost Tribe could be dropped into either GURPS 10U or GURPS Discworld without any changes
needed. And it would only take a small amount of re-writing to fit them into a GURPS Warehouse 23 game. Likewise,
the libraries, archives or warehouses of various umbral realmsin either GURPS Werewolf: The Apocalypse or
GURPS Mage: The Ascension could easily be homesto Lost Tribes of their own.

Liberating the idea of the Lost Tribe from the library setting, there could be such a tribe just about anywhere. In
GURPS Vampire: The Masguerade and GURPS Werewolf: The Apocalypse, the Nosferatu clan and Bone Gnawer
tribe both fall into this sort of category, dwelling in the sewers beneath the city. Another logical place for Lost Tribes
isin a modern shopping mall -- obviously, the larger the better. (Combining this article with " Space-Time for the
Advanced Mallwalker" could make the Lost Tribe stranger still. The Lost Tribe would be a fourth faction in that
setting, not allied with the Locksmiths or the Couriers, although the may have some sort of understanding or aliance
with the Mall hivemind.) Further out, how about a Lost Tribe deep in the forgotten underburrows of a GURPS
Bunnies and Burrows game? A Lost Tribe of disembodied cyberpunks lost somewhere in the un-used portions of the
Net? Or a Lost Tribe composed of escaped prisoners of an underground labyrinth? (Thisidea could easily be adapted
to GURPS Greece, GURPS Special Ops, or GURPS Swashbucklers.)

Adventure Seeds:
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Secret? What Secret?

Thelibrary isinvaded by an event that brings a lot of media attention. Maybe a crime is committed in the building, or
maybe someone famous is dedicating the new wing in a ceremony this Friday. However it comes to pass, the Lost
Tribe finds its foraging area greatly cut down and its privacy rapidly evaporating. Will they be forced out into the
open? Will they kill to protect their secret? Or can the characters find a third way?

... S0 Goes My Nation

When it's decided that the library has to move to a new location, there's one small hitch: the Lost Tribe don't want to
go. And they know things about guerilla warfare that make the North Vietnamese Army look like beginners. The
characters might be a team of enforcers hired to "clear” the premises -- or they might be ordinary library patrons
caught in the middle. (The latter could make an unusual starting point for a conspiracy or weirdness based campaign.)

One Of Us, One Of Us

The Lost Tribe, for reasons unclear, has decided to recruit one or more members of the character party into its ranks.
As aresult, each time the characters return to the library, they find themselves subject to an escalating series of trials,
tests and ordeals -- al part of the Tribe'sinitiation ritual.
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TheWorld in a Bottle

by David Morgan-Mar

Herge, the author of the Adventures of Tintin comic books, once had a plan to set the entire plot of a book within an
airport departure lounge. He said that an airport contains "the whole world on a reduced scale . . . tragedies, jokes,
exoticism, and adventure." These four elements are also basic ingredients for interesting and exciting roleplaying
adventures. So let's examine what such a restricted microcosm as a setting can offer.

The basic concept we are exploring is the idea of setting an adventure in a single, physically small location. The
meaning of "small" may vary by circumstance, as we shall see. The player characters will be restricted from leaving
this small location, either by physical isolation, regulations, happenstance, or even simply because there is no need for
them to leave.

Total | solation

In the simplest case -- physical isolation -- NPCs will also probably be prevented from leaving, or arriving at, the
adventure location. An example would be on board a ship at sea. The valiant heroes are stuck on the ship, just asis
every member of the crew and any passengers. A small underground settlement on a new colony world with a hostile
atmosphere and no supply ship expected for another week provides a more literally claustrophobic setting.

This sort of set-up provides a very controlled environment in which the GM can structure the adventure. The number
of NPCs isfixed and, if there are not too many, they can all be enumerated and described to whatever level of detail is
required. This eliminates the possibility that the adventurers will travel to an unexpected location and encounter people
for whom no background or statistics can have been prepared.

Of course, many GMs are comfortable with running partially improvised adventures, rattling off a convincing string of
personal details for every shop assistant in any department store the heroes may decide to enter on a whim, but not all
of us are so blessed. Restricting the environment and the number of possible encounters means the GM can maintain a
greater level of pre-prepared detail. This is especially important in genres which benefit from atmosphere and easy
suspension of disbelief, such as horror or anything which deeply explores character motivations and emotions.

| solated Adventure Themes

There are several adventure themes which are particularly suited to the isolated location setting. Murder mysteries are
a classic example. Suspense is easily built when a group of people are trapped in close proximity with no escape and
the murder victims start piling up. The old country mansion cut off from civilization by a raging storm comes to mind,
as does the Orient Express.

Avoiding a disaster is another suitable theme. The disaster can either be caused by chance, such as afire or an attack
by wildlife, or by a human agency, such as a terrorist bomb which needs to be found and neutralized. The villains
hijacking the vehicle in which the heroes are travelling is probably the most familiar example of this theme, with the
vehicle itself serving as the restricted location. Thisis a high action theme, especially compared to the more cerebral
murder mystery.

Escaping from the location provides a third possible theme. In this case the location is either a prison of some sort or a
place which is about to become dangerous in some way. The prison need not be literal -- a group of shipwreck
survivors on a deserted island naturally wish to escape from their isolation. Escaping can overlap with avoiding
disaster: Perhaps a way to overcome the hijackersisto land the plane and get off -- though this will certainly be a task
requiring skill and daring.
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A theme less often explored by roleplayers, but which is useful for the restricted location, is romance. Romance
worthy of a roleplaying adventure often instigates strong personal conflicts, and such conflicts are naturally magnified
when they occur in the pressure-cooker environment of enforced proximity. Imagine Romeo and Juliet playing out in a
tiny mountain village, or a snowbound apartment building, rather than the vastness of Verona. The film Titanic,
although perhaps not to everyone's cinematic tastes, is a powerful example of how romance and interpersonal conflicts
provide dramain an isolated setting. (It also segues neatly into avoiding disaster and escaping the doomed location.)

| solated on a Vehicle

As can be seen from the sample themes, a common isolated location is the confines of a vehicle. Commercia
passenger vehicles are ideal, since they provide a number of NPCs to use as alies and enemies, including some
measure of "law" (the vehicle crew) which may either be subverted, eliminated, or appealed to for help. If the
characters own a vehicle of their own, it can be used for disaster plots with mechanical malfunctions, stowaways, or
environmental damage.

Airplanes and passenger ships come to mind immediately as vehicles in which adventures can take place. Science
fiction adds spaceships. The film *Alien* is an archetypal example of how a fairly smple plot is made to feel intensely
claustrophobic and suspenseful by the isolation of the characters and their restricted mobility.

More exotic vehicles present interesting adventuring environments by virtue of being unfamiliar to most people.
Airships are popular, but also consider vessels not usually associated with carrying passengers, such as merchant ships
(low-tech or modern), cargo planes, or hot air balloons. Military vessels provide another source of ready-made
adventure locations, particularly if the heroes aren't supposed to be on board. Submarines are especialy useful.

I solation by Circumstance

A different way to constrain charactersisto place themin a situation in which only they cannot move freely. NPCs
may be able to come and go at will, but something inhibits this same freedom for the heroes. Sometimes this doesn't
make much difference to them, but often the fact that they are restricted while other folks are not is a source of
frustration. Overcoming this frustration can be a motivation which drives the adventure naturally.

| solated by Regulations

The law can be a bummer for anyone who managesto get entangled in it, even on the right side. The cops might not
be able to chase the crooks over state or national borders. The sheriff might order the group of wandering gunslingers
not to leave town while he tries to sort out whatever shooting mess has occurred.

If the characters might be able to deliver a greater justice by breaking some regulations, should they doit? Thisis one
of the classic sources of conflict in fiction, both internal and external. The moral dilemmas are often obvious, but the
solutions far from it, and whatever course of action the heroes take they may get chewed out by their boss, fired,
arrested, killed, or destroyed along with the rest of the world.

Not al regulations are imposed by law. In many games characters get hurt. Y et not many GMs use the opportunity to
advance the plot by playing out time spent in hospital. Our hero is sleeping off a dose of morphine when he wakesto
see the evil Dr Claw standing in the room. "That was just a warning. Nobody crosses Dr Claw!" Claw exits camly,
leaving the hero struggling to his feet and trying to convince the nurse in the corridor he's not hysterical and to block
all hospital exits and no, he doesn't want to go back to his bed, damnit!

The other great source of regulations is parents, but gamesin which the players take the roles of minors are rare.
Besides, these are the sort of regulations which are bound to be broken anyway -- would you rather play Ferris Bueller
or Richie Cunningham? Creative GMs may however find some use for parental restrictions, probably in humorous
games. One possibility isa Toon game using the Toony Tyke Adventures setting from the Tooniversal Tour Guide.
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Academic institutions also have regulations. University students are viable characters in games ranging from GURPS
IOU to Call of Cthulhu. The Harry Potter novels by J. K. Rowling provide plenty of inspiration for a fantasy
campaign based on boarding school students, who must continually battle against school rules in order to go where
they shouldn't and solve mysteries under the noses of the adults.

| solated by Chance

Thisisreally a catch-all category covering any other method of keeping characters in one location. The airport lounge
mentioned in the opening sentence of this article is an example. The heroes could leave the airport if they really
wanted to, but they need to catch their flight so can't go far without things becoming inconvenient. With an adventure
in an airport, say aterrorist attack or runway hostage drama, there probably isn't much reason to leave anyway
(assuming they want to do something about it and not just go home where it's nice and safe, like normal people).

Sometimes characters just get unlucky. (Okay, all thetime.. . .) Their car breaks down in the storm and they seek
shelter at the creepy looking house on the hill. Night falls before they make it out of the Daunting Forest. The elevators
stop working and someone accidentally dumped a load of concrete behind the fire door. These are really methods of
creating an isolated situation. Once the situation is established it becomes like any other, except the adventurers can
shake their heads and say, "If only such and such had never happened . . . "

A chance isolation can be a good way to increase tension suddenly in a game. Things were going well for Chekov,
draining gamma rays from the nuclear power plant on a US aircraft carrier in Star Trek 1V, until Scotty's transporter
failed. Mechanical failures and vehicle crashes are typical methods of unexpectedly isolating characters. Low tech
traps work just as well: The heavy portcullis blocking the only known dungeon exit dramatically heightens the need to
explore.

Using I solated L ocations

The isolated adventure location can serve in severa capacities, from an entire campaign setting, to a short scene within
a longer adventure. The general ruleis: The more plot time expected, the larger the location needs to be.

The | solated Campaign

As a campaign, the isolated location becomes one of the main features of the game world. An example would be a
campaign set on board a spaceship, making a long journey between worlds, or on a small island without sea travel
capability.

In this extreme, the location usually needs to be large to provide realism and enough opportunity for adventure, with
many NPCs, although this is not aways necessary. The BBC TV show Red Dwarf provides an example in which the
heroes are the only characters on an immense spaceship, and many adventures take place within its confines. (Some of
the episodes involve external excursions, but a good number rely only on internal character interaction.)

Entire campaigns can be built either within the bounds of a restricted setting, such as West End Games' Paranoia, set
in the computer-controlled confinement of Alpha Complex, or with the goal of escaping the setting, such as in the TV
show The Prisoner. Further examples of such prison-like campaigns and how to use them can be found in the Pyramid
article "Weird Prisons".

The Isolated Adventure
In the middle ground, a restricted location makes a good adventure episode within a longer campaign. Normally the
adventurers are mobile and can travel as freely as anyone else, but for some reason they are confined for a period of

time. They might be thrown into the microcosm of a prison, where they must make friends, accumulate equipment,
and plan and execute their escape.
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In ultra-tech campaigns the heroes may be confined by a trip up or down a "beanstalk” -- a long cable connecting a
planet to an orbital station. The distance involved is great enough that such a trip usually take a few days, during
which the protagonists are stuck in a vehicle hurtling along a thick cable with their fellow passengers, stewards, and
whatever operations crew are required.

The classic fantasy dungeon adventure is a good example of both the advantages and problems inherent in isolated
adventures. Dungeons can be mapped and cataloged, room by room, so there are few surprises for the prepared GM.
The characters can explore at will within the confines of the dungeon, giving them a sense of free choice, and the GM
alays knows what is around the next corner. Many of the early published dungeon adventures were however unrealistic
in that rooms full of monsters existed in a stasis without regard to food (or hygiene) until the heroes blundered into
them. Things have thankfully improved and any dungeon-building GM should take heed of such things.

The isolated adventure episode can be used in almost any campaign. If the players are used to being able to travel
anywhere they like it can make an interesting change of style. Their characters will have to deal with the restrictions of
their location by thinking in different ways and perhaps applying little-used skills. Any game in which the heroes
travel long distances can use an adventure within the confines of their vehicle, or in the isolation of the wilderness, to
break up a journey or to provide some detail when the travel itself might otherwise be glossed over. Any building,
from a castle to an office block, might provide a setting for an entire evening's roleplaying.

The I solated Scene

At the smallest scale, a confined location can be used to add drama and immediacy to an otherwise mundane scene.
When James Bond fought Peter Franks in the movie version of Diamonds are Forever, what might have been just
another fight scene was made into the most memorable sequence of the film by the fact that they were stuck in a
cramped elevator at the time.

Confining your charactersto a small space makes them edgy about being attacked or trapped, by cutting off any
obvious escape routes. Most individual scenesin an adventure already take place in a finite location, so an even tighter
restriction is required to enforce this feeling of confinement. Think of the trash compactor scene from Star Wars, or
Indiana Jones racing to beat yet another inexorably closing stone door.

Many scenes can be placed in tight settings to increase drama. Imagine a group of charactersin a jeep trying to outrun
a pack of velociraptors in some anachronistic theme park. Now imagine this happening in the park's underground
service tunnels. A plethora of claustrophobic locations can be utilized to spice up scenes in this way: Sewers, bank
vaults, elevators, caves, corridors, cable-car cars, crowded shopping malls, castle towers.

Be careful not to use this device too much however. If every sceneis played out in the confines of a Ferris wheel
cabin or 747 cockpit, things can get cramped and tiring. Some especially dramatic types may enjoy it though!

Using | solation

A recipe for building an adventure might start with the idea of using an isolated location, either for a change of pacein
a free-wheeling campaign, or as a dramatic scene within a greater story. The type of campaign will dictate which
locations are suitable. Once an interesting location is chosen, the reason for being confined in it must be decided. This,
and plot considerations will determine what NPCs are required. The location might be mapped out and the NPCs
detailed, complete with their motivations and actions. This step can take some time, depending on how big the location
isand how detailed you like to make your GM's notes. All that is then required is getting everyone to show up on
gaming night!

Herge never followed through with his plan for that airport lounge adventure -- unfortunately, he did not finish another
book before he died. Perhaps if we take hisidea of a microcosm which contains al the essential elements of a good
story and develop it in various directions, we can gain inspirations for adventure locations, themes, and plots.
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Pyramid Review

Ragnarok! Tales of the Norse Gods (for d20)
Published by Avalanche Press LTD

Written by William Sariego

Illustrated by L orenzo Sperlonga & Peggy Gordon

48 pages; $12.95

The Vikings or the Norsemen have proved a rich vein from which to tap as a source for various RPGs and
supplements. These include sourcebooks for systems as diverse as GURPS, AD&D, RoleMaster and third edition
RuneQuest, plus games such Atlas Games' recent "smash-tastic" Rune RPG. The all-new, all-modern d20
phenomenon has not ignored the Vikings either, with them being the subject for Avalanche Press' second release,
Greenland Saga - The Lost Norse Colony. This, like their first release, The Last Days of Constantinople, was a
historically based adventure, but while they return to the subject of Vikings for their third book, Avalanche Press have
written something a little different.

Ragnarok! Tales of the Norse Godsis not just historically based, but rather a campaign sourcebook upon the
historical myths of the Vikings. What it offers is not a game in which our players take on the roles of Viking warriors
-- though they can -- but instead provides a framework in which the players become Norse gods themselves.

The first thing that strikes you about Ragnarok! isits cover. Indeed, this cover recently won a "Buzzie," or a 2001
RPGnet Award for the most gratuitous cover. Take another |ook; that cover is gratuitous. . . there were hopes that the
days of the chainmail bikini and cheesecake had died with 1st Edition, if not 2nd Edition AD&D. Not so, because here
Avalanche Press revives the tradition, but with strips of leather instead of chainmail.

Like the previous releases from Avalanche Press, this book is light on art and heavy on text. The layout is organized in
a perfunctory manner, with just a single box of text that has wandered into the adjacent column. There is alot of boxed
text, with any falling under the Open Gaming License being marked with different pattern on the box's border.

Asthetitle suggests, Ragnarok! Tales of the Norse God has as its subject matter, the "Doom of the Gods" foreseen
by Odin in a vision. Though he does not fully understand what he saw, he knows that it spells the end of both the
Aesir and the Vanir. Eventually Loki's jealousy of his nephew, Balder, will drive him to murder the brightest of all the
gods, and this will allow order to slip away as the forces of chaos strike at Midguard. Y et Odin counsels that these
events have yet to pass and may not yet do so at all! All that the gods can do is prevent the onset of Ragnarok . . . and
this is where the players comein.

In Ragnarok! Tales of the Norse Gods the players take on the roles of Lesser Gods, whose worship has passed out of
legend and been lost . . . actually immortal high-level D&D characters that each serve one of the Greater Gods in the
Norse pantheon. In addition, they can also play ordinary mortal Viking warriors, and on occasion, the Greater Gods as
well. Adventures take the form of quests, which if successfully completed can help forestall Ragnarok.

A player's choice of Greater God determines much about a Lesser God -- particularly their class and starting levels, as
well as their favored attribute. Thusif Uller was chosen as a Greater God, a Lesser God could be a ranger of not more
than 14th level as Uller is himself 15th level. Likewise, a Lesser God of Frey could not be more than an 11th level
fighter and a 6th level sorcerer. The only Greater God that cannot be chosen is Odin, who remains the province of the
"High Skald" as the GM istermed here. Lesser Gods gain attributes of not less than twenty, enhanced hit points,
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damage reduction, spell resistance, the ability to travel between the Nine Worlds and cast Runes (a new form of magic
particular to Norse myth), limited immortality and Divinity Points (the equivalent of luck or hero pointsin
Ragnarok!) In addition, each Lesser God possesses a single magical item particular to them, in what is a low-level
magical setting. Lesser Gods are invariably male and of the human -- or rather "divine" -- race, nor can they be of evil
alignment. [ Editor's note: actually, the rules state that no party may be composed of more females than males.] This
combines with all of the feats and skills granted from creating a normal character up to the agreed level, to make each
Lesser God very tough indeed. Perhaps a munchkin's dream? . . .

Should ordinary, mere mortal heroes be required from among the Lesser Gods, al D&D races are available, except the
Half-Orc, which are renamed the Trollborn, and the gnome and halfling, which are unavailable. Any class can be
selected, except for the martial artist monk, which would be anachronistic, and the paladin, as this class is restricted to
the god Balder only. Together with the choice of Greater God and their Lesser God, a player's mortal hero slips into
what is known as their Divine Portfolio.

There are several new feats and skillsin Ragnarok! Tales of the Norse God. These include the feats of Weapon
Catching (upon the edge of the shield, no less) and Weapon Expertise: Hurl Spear. The new skills are Charioteering,
Hurl Axe, and the all important skill of Runecraft. This allows Lesser Gods to use Norse Rune magic, the knowledge
of which was originally won by Odin and is used by all of the gods to shape the universe. Lesser Gods begin the
campaign with knowledge of one of the runes known by their Greater counterpart per character level, out of the
twenty-four available. Each Rune has both a beneficial and a baneful effect. For example, the "Elloh" or defense rune
can increase a target's Armor Class by two or reduce it by two.

A Ragnarok campaign takes place across the Nine Worlds, but mainly on Midguard itself. This is made up of five
kingdoms roughly analogous to the Viking view of Europe. The Northern Kingdom equates to Scandinavia, the
Western Kingdom to France, the Eastern to Russia, and so on. In addition there are several islands to the west that are
dominated by the druids. Each kingdom, as well as the other eight worlds, is given a good description, with a focus
upon the major inhabitants and military forces. Religion plays an important role in a Ragnarok! campaign as the
Southern Kingdom is very forthright in proselytizing its own monotheistic faith that holds Odin to be the All-Father
and does not accept any other gods except his junior partner, Frigga and their son Balder.

A default campaign, "Wolf Time," is provided to get the High Skald started. A variety of adventure types are
discussed, with the advice that the dungeon-type is highly inappropriate to the setting. Four Quest Seeds are outlined,
with one suitable each for mortal heroes and Greater Gods, the other two designed for use with Lesser Gods. The
players begin the game with three Fate Points, which indicate how close the Nine Worlds are to the onset of Ragnarok.
Should this score reach zero, then the end time has come . . . The players are thus attempting to raise the number of
Fate Points through the completion of quests, but can also lose them through failure to complete them or even through
the death of a god. There are rewards to be as the number of points rise, but Ragnarok! Tales of the Norse God isa
fatalistic game and the Doom of the Gods cannot be forestalled forever.

Written by a noted authority upon the Norse sagas and religion, Ragnarok! Tales of the Norse God is an interesting
approach to running a d20 campaign. It approaches the style of troupe play, and an interesting option might be to have
players control charactersin different Divine Portfolios, rather than have characters al from the same one. Except for
QOdin, no Greater God is given full d20 statistics, and it is suggested that both the referee and players decided upon the
particulars for each one. Of course, long time gamers might like to consult their copies of the Deities & Demigods or
Legends & Lore supplements for their statistics under previous editions of AD&D. Likewise any of the Viking
supplements listed above should prove useful to the referee.

Ragnarok! Tales of the Norse God is perhaps the most interesting and useabl e sourcebook to be released by
Avalanche Press to date. It should provide the referee looking to get something more out of the d20 System with
somewhere to start a campaign, whereas their previous scenarios were rather limited in the long term. Likewise, there
IS no reason -- except for the mechanics and statistics -- that a GM of the Rune RPG could not also use this book as a
campaign framework.

--Matthew Pook
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Pyramid Review

Target: Awakened Lands (for Shadowrun)
Published by FanPro

Written by Rob Boyle, Martin Gotthard, Eleanor Holmes,
Steve Kenson and Shane Winzar

128 pages; $18
God, those FanPro guys are sneaky. Sneaky, sneaky, sneaky.

Picture this terrifying, yet real-life, scenario. FanPro tells you "we're gonna release a sourcebook for Shadowrun with
all these cool magically active places!"” And you go "woot!" Why, | don't know. It's a strange sound, to be honest, but
there you go. "Woot!"

So, you stroll down to your Friendly Local Game Store and pick up Target: Awakened Lands.
Y ou go home, uncork some Dew De Montagne '01, and begin to peruse.

But wait! Thisisn't a sourcebook on magically awaked places! Okay, it kind of is, but Not All of It! No, thisisa
sourcebook on that most strange and exotic of locations: Australial

Okay, so it isn't bad that they've finally done a sourcebook for Australiain Shadowrun. It's a nice place (when it isn't
on fire, mind you). They've contributed so much to international culture (Midnight QOil, Nicole Kidman, Russell Crowe,
and at least three Crocodile Dundee films) and they have a great wilderness that's almost as lethal as Canada's
("almost" by dint of it's mostly warmer).

And they have gotten a lot of short-sticking by many game companies. Since I'm not from there, | can't say there's
anything wrong with an Australia sourcebook. But | would hare preferred they say that on the cover. (Okay, so they
have an illustration of an Aboriginal and a Koala on the cover, and the back says "Welcome to Australia." So
technically it is on the cover. It'sjust not in the title. Ah, heck. | just like to kvetch.)

In fact, after reading the book, my only real complaint isit tries to do a tetch too much, and ends up doing not enough.

The Australiainfo is done in standard Shadowrun format. There's IC info, with IC debate on it. It gives us the SOTU
on Australiaand New Zealand in 2061 (the two states merged in 2022, forming ANZAC). Of course, there's
shockingly little info on NZ in the SB, as it seems to focus mostly on mainland Australia.

The book opens with a short section on the Manascape of the Shadowrun universe, with descriptions of Mana storms,
Mana Ebbs and Flares, and a variety of astral phenomena.

Australiain the Shadowrun universe is being wracked with Mana storms, huge expressions of magical energy that
wreak havoc across the terrain. | don't know how much of this was covered in the main Shadowrun rules (What's it
say in my copy? That's a good question. If | could get it back, 1'd tell you), but I'm going to assume this was
mentioned as a fact of life for the Aussies. Mostly, they rumble across the outback, wreaking havoc in the inner part of
the country, leaving the coastal cities alone. Except, of course, Sydney, which has a huge Mana Storm parked over it.

Theinfo on Australiais pretty good, although fairly brief. Y ou get a sense of each city (I like Brisbane, a town that
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sounds a lot like Cheers, with Everyone Knowing your Name), but | think more info could have been had on the
various job opportunities for Shadow runnersto be found in each metropolis. It seems as if the assumption is that most
of the work will be in the interior, which is where a lot of words are spent.

[SPOILER ALERT]

Sydney is given a decent going over. The Sydney Harbour Bridge was shattered, and has been squatted on, much like
San Francisco in Gibson's All Tomorrow's Parties. | loved that fictional setting, and it's great that we can now play
somewhere very similar in Shadowrun.

The various crime concerns that make Australia their home (gotta love a country where the Ethnic mob is Greek, eh?)
are described. There's the standard Mafia, Y akuza, Triads and Tongs. There are also outback crawling biker gangs, if
you're getting nostalgic for the time when Mel Gibson didn't want to be taken so dang seriously.

There's stuff aplenty on the outback. The Aborigines and their magical traditions are discussed in a pair of articles. |
don't know how authentic it is, but it certainly reads well. The magical traditions of the Aboriginals are described in
Shadowrun terminology; since they use Totems quite strongly, naturally they follow a shamanic tradition.

The aboriginal shamanic tradition is discussed. There are discussions of the songlines they use to travel the outback,
the use of blood and animal bits in their craft, the dreamtime, and their totems.

The magicscape of the outback islooked at, discussing the temper of the local spirits. The various magical phenomena
of the outback are also discussed, from the seeming constant mana storms to the Alchera, which seem to be magical
oases that drift in and out of existence.

Another good section is the various paranimals that inhabit the outback. My favorite? Well, since they don't include
the ghost of a naturalist, ripped apart by crocodiles, I'll have to go for a Drop Bear, which is a carnivorous Koaa
infected with Human Metahuman Vampiric Virus. A vampire Koala. Funny, yet terrifying, although for some reason it
still requires eucalyptus. There are al'so magically active Dingoes, who won't attack adults, but will come into
inhabited places and steal unattended children. If you're not careful, dingoes will Eat Y our Baby. So you gotta be
careful.

The various magical places, including the Great Barrier Reef (which has the world's largest Merrow civilization
inhabiting it), Ayers Rock, and Kakadu rainforest, among others. There's also info on the magical threats in Australia,
including secret societies, toxic shamans, and bug hives.

Bug hives are shelters from the mana storms, so one can only imagine the dramatic possibilities inherent in seeking
safe haven from a storm in a hive; to mix metaphors, any harbor in a storm may be leaping from the frying pan into
thefire.

The book also contains a short tour of other magically active placesin the world of Shadowrun. You get a quick
rundown on Mt. Kilimanjaro, Egypt (finally), Chicago (post Bug City), the Nazcalines in Peru, and Dunvegan Castle
(the home of Clan Mcleod, and the resting place of its fabled Clan Banner) in the Sixth World. Each of these places
has a certain amount of interesting stuff going on. They get a certain amount of short shrift by being appended to the
main body of the book.

Following that, all the neat stuff talked about in the previous section of the book is given stats; it's fairly thorough,
although we don't get game explanations for everything.

[END SPOILER ALERT]

The only quibble | have with the book (since I'm not a psychic Australian, and hence cannot say "that's not what
Australiawill be likein 61 yearsif magic returns!") isthat it seems as if two good ideas ("Australia’ and "Awakened
Places’) were jammed into one. The book could have easily added another 64 pages or so to its length, or have been
cleft in twain, with an Australia book and a proper Target: Awakened Lands.
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The information given is good, mind you. If you want to run a game set in Australia, thisis a great place to start
(provided you don't mind jumping to Fodors shortly afterwards). If you just want info on strange magic happenings
and the assorted magical places, it won't be quite as sparkling a buy for you.

--Justin Mohareb

file:///D)/T0o%20Update%20T orrents GURPs%20t0%200CR/pyramid_2002/2002/0110.4.html[11/13/2008 15:57:13]



Pyramid Pick

De Profundis

Published by Hogshead Publishing
Written by Michal Oracz

Tranglated from Polish by Maja Apollonia Pica

Cover Artwork by Dennis Detwiller

32 pages; $6.95

De Profundis, subtitled "Letters from the Abyss," is part of Hogshead Publishing's "New Style" line of roleplaying and
storytelling games. Like its companions in the series, De Profundis proposes a unique new way to explore the
boundaries of the roleplaying hobby and to create fascinating stories. Unlike a few of its forebears of the New Style, it
also makes for truly fun gaming.

The goal of De Profundisisto replicate the horror stories of H.P. Lovecraft through a style of roleplaying the author
cals "psychodrama." Psychodrama, in this context, is a fancy word for storytelling without rules and without a
gamemaster. While the book gives rules for plain psychodrama (simply -- taking turnsin a dark room cooperatively
narrating a story in which you play yourself), the heart of De Profundis employs "correspondence psychodrama” as its
primary format. Translation: De Profundisis played out in letters -- hand-written and in-character -- shared between
two participants and posted through the regular mail.

Correspondence psychodrama is rules-free and GM-less, but this doesn't mean it is entirely without strictures or focus.
What De Profundis does is exchange rules for the epistolary format, which brings with it some significant restrictions
and qualifiers. Coupled with the requirements of the Lovecraftian genre, letter-writing in De Profundis has as sturdy
of a framework as any comparable game. The by-product of this framework is a series of evocative, deeply
introspective compositions telling a story whose path and conclusion -- like the tales of Lovecraft's narrators -- could
never be foreseen by the storytellers themselves.

It is an ingenious concept for roleplaying that's probably been done before, but never turned into a full game in itself. It
is aso uniquely suited to the horror genre and the Lovecraftian setting specifically. Those who thoughtfully enjoy both
Lovecraft's stories and the Call of Cthulhu RPG will recognize that the action-oriented play of Call of Cthulhu often
feels dissimilar to the atmospheric, internally focused monologues of Lovecraft's prose. Such monologues, as De
Profundis astutely points out, are particularly capable of expressing the metaphysical and psychological horror of the
Mythos as well as the gradual disintegration of the psyche that encounters it. Compared with the summary of a Call of
Cthulhu campaign, a De Profundis plotline would probably more resemble in tone, scope, and pacing an actua
Lovecraft story. Even more compelling is the fact that playing De Profundis leaves you with all the contents of the
game in concrete form (you save all the letters, of course), so that you basicaly have a Lovecraftian short story, in
toto, when you're done.

The book's text is, itself, a Lovecraftian short story . . . though it's perhaps more precise to call it the result of a
fictional session of De Profundis. The entire contents are written as letters from the game's author to an unknown
addressee. The letters detail the discovery of De Profundis -- the game itself -- in the authorial narrator's dreamscape
and go on to expound upon the mechanics as a way of bringing the game out of its ethereal trappings and into the
world for people to play. The effects on the narrator of grappling with the game and its Mythos-touched source are
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mixed in with a more straightforward explanation of exactly how to play. It's similar to the color fiction presented in
many recent RPGs except, that it is somehow both interspersed liberally among the game material and also
surprisingly unobtrusive. If nothing else, it is competently written in an atmospheric style more-than-reminiscent of
Lovecraft's. And considering that De Profundis was originally written in Polish and then translated to English by
Hogshead, I'm tempted to call it the best game fiction I've had the pleasure of reading.

There's an even more pleasant surprise to be found in De Profundis, however, and that is how remarkably practical

and helpful itisin terms of actually running a De Profundis campaign. Considering that it is a 32-page, rules-free,
non-conventional roleplaying game translated from Polish and written entirely in-character as real-life correspondence,
it is stupendously playable. And it's not playable despite these factors; it's arguably more playable because of them. The
text is not only interesting fiction coupled with an explanation of game mechanics, it is also an example of play!

Far more than that, the topics covered in the text are full of eminently practical advice for playing De Profundis. They
address how to write in a Lovecraftian style; how to keep correspondence between two players from turning into two
disassociated plotlines; how to integrate De Profundisinto a Call of Cthulhu campaign; how to maintain a suspension
of disbelief for al players; and even how to use expressive handwriting for emotive effect. De Profundis outlines the
fundamental differences in engaging in a letter-writing campaign set in the 1920s and one set in 2002. It gives tips for
playing yourself, a Call of Cthulhu-style investigator, or a protagonist - even antagonist -- straight from one of
Lovecraft's works.

What this all boils down to isthat De Profundisis a New Style game that wants to be played, not just read. Like
another New Style game, The Adventures of Baron Munchausen, all De Profundis requires is an open mind about
what constitutes roleplaying and a willingness to immerse yourself in the game's requisite style.

There is another way De Profundis compares to the other New Style games that deserves mention. Warnings sprinkled
on the game's cover and title page declare that De Profundisis only for "mentally stable adults.” Arguably, thisistrue
of any RPG, but when De Profundis stands next to New Style games like Power Kill and Violence, one startsto see a
trend in Hogshead's direction with the series. Still, the disclaimer seems more like marketing (and maybe a touch of
liability avoidance) than a true warning. For one thing, unlike Power Kill and Violence, De Profundis is meant to be
played and played safely.

Still, there may be good reason for the warning, since De Profundis does spend the last eighth of its pages taking the
basic concept a step or two further than it necessarily needed to. The last two chapters, entitled " Phantasmagoria' and
"The Hermitage," go from logical extension of basic play to mechanically nonsensical, albeit fictionally interesting,
near-psychosis. Since a little more than half of the game's rules for correspondence psychodrama involve playing
yourself -- today, and in real time -- and also call for atone of internal struggle and self-transformation,
"Phantasmagoria’ postulates a reasonable corollary to this style of play. It is called "field psychodrama." Really what it
constitutes is a practice that a modern day De Profundis campaign requires: looking at the world around you with an
eye towards what horrible Lovecraftian things might be seething beneath the surface and letting your imagination
extrapolate your observations into fodder for letter-writing. Sure, calling this a "state of controlled paranoia, or
schizophrenia® is a bit inflammatory while maybe even being accurate. But what is really being described is something
roleplayers do as a matter of course (and Kenneth Hite does with obsessive zeal), not something dangerous to a normal
mind.

In keeping with the fictional concept behind the book, field psychodrama is explained in parallel to the
author/narrator's own mental decline. But it really doesn't go too far -- at least, not far enough to warrant Hogshead's
melodramatic disclaimers. Arguably, "The Hermitage" does cross a line by showing a player of the game (the narrator)
who has failed to maintain a distinction between fiction and reality. Still, it's mainly attributable to the premise of the
book's story, not to any probable extension of the game's mechanicsin real life, no matter how much they push toward
meta-game considerations. In the earlier chapters of De Profundis, the narrator talks about how to approach the critical
denouement of a campaign: "a clever reader should be able to detect a change in the correspondent, detect that
something is wrong, from their handwriting, choice of words, various nuances." In keeping with the idea that the
game's text is also an example of play, "The Hermitage" isreally just an illustration of this segment of gameplay. As
such, it isrealy harmless fiction with no conceivable lessons to the player, regardliess of Hogshead's implications,
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about how to possibly use roleplaying games to achieve psychosis.

More than any Hogshead release since Baron Munchausen, De Profundis succeeds in what the publisher declaresis
the purpose of the New Style line: to be "innovative, genre-defying narrative games.” While Power Kill and Violence
are more cynical (though perhaps educational) thought-experiments, De Profundis -- with its impressively clear and
practical content -- manages to be what Hogshead purports it to be: a game. Yes, it's a game that plays unlike any
other. Yes, it'sa game with a theoretically interesting lack of boundaries. But in the end, what's important is that it'sa
game, both playable and fun. It evokes the spirit and style of H.P. Lovecraft with unrivaled ingenuity and gives
gamers a new format in which to explore their hobby. Not bad for 32 pages.

--Christopher Patrick Floyd

file:///D)/T0o%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2002/2002/0110.5.html[11/13/2008 15:57:15]



The Unexplored of the Rings

"IN ORBIT WITHIN THE RINGS OF SATURN, WE SEE A BLACK, MILE LONG, GEOMETRICALLY PERFECT
RECTANGLE, THE SAME PROPORTIONS AS THE BLACK ARTIFACT EXCAVATED ON THE MOON.

For two million years, it had circled Saturn, awaiting a moment of destiny that might never come. In its making, the
moon had been shattered and around the central world, the debris of its creation orbited yet -- the glory and the
enigma of the solar system.”

-- Effects note and closing narration, 2001: A Space Odyssey (1965 screenplay)

In a scientific universe, wonder must have a scientific gloss, if not necessarily a scientific content. The dragons and
gods of the ancients must reshape themselves, as spaceships and wavefronts and energy fields. And, like the dragons
of the old age, who were confidently placed only in the blank corners of the map, our pseudo-scientific monsters also
live far away from us -- hundreds of millions of miles away, ideally. If we travel far enough, and the data are murky
enough, we can still see the Beast Leviathan, churning up an electromagnetic wake in the rings of Saturn.

" A second close-up of Saturn containing suprisingly important information . . . reveals salient features of an
operational electromagnetic vehicle. A component is identifiable readily as the nose orifice. Extending from below the
orificeisalong, tightly twisted tongue. The top longtitudinal-profile body element is perceptible for a short distance
aft of the nose. Location of the bottom longtitudinal -profile body element is obscured inasmuch as a solid band of
under -body emissions, exhausts where this element otherwise would appear. The distance between these two |ocations
establishes an approximate body diameter, and permits estimation of trailing-end location. When a 13 to 1 fineness
ratio is used for length estimation, the trailing-end lies just beyond the furthest aft body-attached streamer. Back at
the nose a bi-lateral projection can be identified extending on each side. Branch streamers rise from this projection
and flow centrally to form a large-overhead annulus. Secondary streamers flow into this annulus from in- and out -
board of the body. . . . The electromagnetic character of these phenomena is affirmed by presence of nodules, on
streamers just aft of the annulus. These nodules, being visual properties of pinched plasmas, are indicative of
electromagnetic interactions.”

-- Norman Bergrun, The Ringmakers of Saturn (1996)

WEell, maybe we can't. But NACA and later Lockheed aerodynamicist Norman Bergrun sure can. Starting in 1980, with
the Voyager 1 photographs of Saturn's rings, Bergrun began examining NASA imagery with what can only be
described as fanatical attention. He was struck (as many NASA scientists were) by the incredible intricacy and detail of
the rings, and believed that he saw major changes and bodies appear and disappear in shots taken five minutes apart.
He began using microscopes to enlarge the photographs to (or even beyond) the limits of the imaging optics, and then
combing through, and refining, the resulting shots with computer software and other optical tools. He spotted
anomalous blobs of light, often on the edges of the ring photos, and detected other ellipses and spindles in the rings
where conventional wisdom saw nothing. Bergrun even began to determine that some of the rings were "unfinished,”
not completing a full orbit of the planet yet, or were too narrow to be accounted for by standard orbital dynamics.
Finally, in 1996, he announced his discoveriesto the world in the book Ringmakers of Saturn. Enormous EMV
(electromagnetic vehicle) alien spacecraft -- some of them longer than three Earth diameters -- were producing Saturn's
rings, most likely as "exhaust" from their mining or monitoring orbits around that planet. Others ("only" fifteen or so
miles long) were flitting around Saturn's moons; still others had landed on our own Moon, where they made all manner
of new, exciting shadow anomalies of their own.

"The specialist did try to talk me down. He said that on plate five, the picture had been 'cut off', and that's why |
couldn't trace the ring."
-- Norman Bergrun, Fortean Times interview (2000)

In actual likelihood, sadly, Bergrun's EMV's are a combination of light smear at the edges of the photos, optical
shadows and other tricks of the camera and eye, or artifacts of his amost comically intense and arcane magnification
and enhancement processes. In matters like this, you can also always count on good old pareidolia, the same
neurological quirk that finds faces on Mars or Jesusin a tortilla. His spotting efforts aren't made any easier by the
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EMVS "tendency to hide," as he puts it, although in one interview he has seemed optimistic about the possibility of
reshooting the rings with Kirlian photography. Enthusiasts have been strangely loath to embrace Bergrun's Ringmaker
EMVSs, possibly because Saturn is a little too far, and possibly because pyramids on Mars are just sexier. One does
occasionally get mysterious government sources like " Sherman™ admitting to U.S. government knowledge of a
"massive alien relay station” around Saturn, and British remote viewer Angela Thompson has spied on the "mining
operations’ of the Ringmaker EMV s for the Defense Intelligence Agency, but largely even the Men In Black seem to
leave Saturn to its own devices.

"Even more amazing, in my opinion, is that Galileo, while he was able to resolve the dlight phase of Mars, was unable
to resolve the major ring around Saturn. Marsis a difficult object in a small telescope, while Saturn is easily resolved
as aringed planet in even a 40-mm spotting scope at 30X. Why did the rings of Saturn elude Galileo, while the more
difficult Martian phases did not? Perhaps at the time of Galileo the rings of Saturn were much more difficult to
observe than they are today."

-- Geophysicist Karl Fabian, September 9, 1988

Thisiskind of a shame, because Saturn (considered correctly) is quite the happening place for High Weirdness. In
1789, William Herschel tracked any number of anomalous lights around Saturn while discovering Mimas and
Enceladus (two inner moons of the planet), and finally decided they must be intense fires, since they could be nothing
else. Astronomers have tracked Saturn's Great White Spot for centuries, generally assuming it to be a large
atmospheric storm like Jupiter's Great Red Spot -- but there have been a disturbing number of White Spot sightingsin
the rings rather than on the planet, and even more of the White Spot moving against the planet's rotation! Saturn emits
one and three quarters the energy that the Sun radiates to it; physicists assume there is some kind of spontaneous
gravitic helium fusion in the planet's atmosphere accounting for the effect -- but it might be EMV power grids. (Those
power grids may work through sacred geometry based on Saturn's anomalous hexagonal cloud "hole" at the planet's
north pole.) Over and above the increasingly tangled and convoluted rings, Saturn's moons are a real handful as well.
Titan's elliptical orbit should be impossible, given its surface heat and tides from Saturn's gravity -- unless Titan was
"puilt" within the last few million years. Many of Saturn's moons show only one "umbilical” crater, looking for all the
world like the neck of a balloon; did Someone "blow up” a bunch of hollow moons for Saturn, perhaps as EMV
hangars? The moon Dione has even shown clouds, of all things, despite being far too small and cold for such hijinks.

"I have a note upon a determined luminosity that was bent upon Saturn, as its objective. . . . [A] correspondent writes
that, upon July 13, 1896, he saw, through his telescope, from 10 until after 11:15 p.m., after which the planet was too
near to the horizon for good seeing, a luminous object moving near Saturn. He saw it pass several stars. 'lIt was
certainly going toward Saturn at a good rate." There may be swifts of the sky that can board planets.”

-- Charles Fort, New Lands

Searching the relevant documents, one also sees a few significant conjunctions with Saturn in the UFOlogical sphere.
Fort cites a luminous UFO sighting near Saturn in 1896 (the year of the Great Airship Mystery, I'll point out). In 1975,
Soviet astronomer Sergei Bozhich announced that, based on Soviet space tracking data, most UFOs leaving Earth (or
leaving Russia, at least) headed for Saturn, where they likely therefore had a base. Oddly fascist-inflected contactee
George Adamski was taken to Saturn by his"Nordic" aien friends (to meet with President Kennedy, as it turned out),
which resonates eerily with the two humanoid aliens from Saturn who telepathically spoke in "High German" to
contactee Reinhold Schmidt in 1957. Have the Antarctic Space Nazis branched out into the icy Saturnian system?
Beginning and ending with Fort for proper circularity, the gigantic EMVsrecall Fort's beloved Monstrator, a "super-
Zeppelin® (shades of the Great Airship!) 100,000 miles long seen crossing the sun by two independent observersin
1762.

"But when good Saturn, banish'd from above,
Was driv'n to Hell, the world was under Jove. . ..
Then summer, autumn, winter did appear:

And spring was but a season of the year.

The sun his annual course obliquely made,

Good days contracted, and enlarg'd the bad.

Then air with sultry heats began to glow;
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The wings of winds were clogg'd with ice and snow;
And shivering mortals, into houses driv'n,

Sought shelter from th' inclemency of Heav'n.."

-- Ovid, Metamor phoses (Dryden transation)

And so we remain, looking dreamily upward at these planet-sized forms cruising between Saturn and Earth, recalling
the monolith that Arthur C. Clarke placed in the rings before special - effects considerations dethroned Saturn in favor of
Jupiter. Do these monoliths, also, hold our species heritage, perhaps left over from the days when, as modern
catastrophism maintains, the Earth orbited Saturn itself? This would explain, abeit not without some cost to Occam's
Razor, why primitive man worldwide identified the otherwise faint and uninteresting planet Saturn with the first king
of heaven. It could explain why, both in the Kabbalah and in Babylonian astrology, the Sun and Saturn can be
interchanged. It might also explain why, in the mythological "Age of Saturn,” the Earth's climate was permanently
stable and springlike; evidence of either tidal and axial locking, or of Dione-style terraforming to keep Earth pleasant
until Monstrator could clean out our world's new orbital home around the Sun. Or was Monstrator hurried along,
perhaps by some unthinkable war around Saturn between titanic EMV leviathans? Did our ancient astronaut ancestors
retreat with the Earth from some cosmic Dunkirk, rescued from an enormous, inhuman prowling evil held back only
by Monstrator -- and the Defense Intelligence Agency? Have the Antarctic Space Nazis sold our planet out to its
ancient oppressors; has the time come again for Saturn to devour his children? A billion miles away, Saturn watches
and waits, building its rings with unthinkable power -- to bring us all back, and in the darkness bind us to him again
forever.
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My Campaign is Not a Number!

(Okay; MaybeltIs...)

WEell, this marks both the 200th electronic issue of Pyramid and my 100th issue. Of course, that's somewhat less
spectacular when you're a weekly type of publication (as we have been for over three years), but as an avid comic
collector | still get giddy at nice evenly divisible numbers. And by my math we should be overtaking Dragon
Magazine's number system in 28 months (19 months if you count the 30 paper issues of Pyramid). Set your calendar
now!

To tiethis into gaming, I've wondered what affect it has to "number" or otherwise codify a roleplaying session. For
example, in most comic book universes, they liketo call big evenly divisible numbers (like 100, 50, or even 25),
"milestone" or "anniversary"” issues, and the publishing houses generally like to save Big Things -- like big storylines,
new creative teams, or big team shakeups -- for those issues. And lately even television shows have gotten into the act
by making big deals and events of 100th, 200th, or other big evenly divisible numbers. (I've always waited for a show
to make its "Big 100th Syndication-Ensuring Easy Cash Celebration" Episode. . .)

So why can't games do the same -- or similar -- things?

First off, it means codifying what an "issue" or "episode” of a game is. In some game worlds this is pretty easy; my
Sar Trek miniseries, for example, was very episodic . . . to the extent that | printed up sheets with each week'stitle on
them to show my players after the episode's pre-credits "teaser.” Likewise my friend Matt used to plot his Supers
campaigns around issue names and numbers. In other games this may mean specifically rethinking your campaign's
focus or conventions. For example, a World War 11 game that wants a comic-book or episodic feel will probably
require restructuring so that it's more like Black Sheep Squadron instead of Saving Private Ryan. For campaign groups
that don't meet that often, it might mean saying that each meeting is really two or more "issues."

Second off, you need to let your players know what you're up to. This can be as ssimple as telling them you're
numbering "issues" or "episodes,” or as complex as you want it. You might tell your players the installment's name,
either before or after the adventure; you might even make the players come up with the name for the issue once they're
done. (I've done that before in a Supers game; it'salot of fun to see the players try to distill the essence of the
adventure down to one title. The one that springs most readily to mind ended up being called, "Caught Between Iraq
and a Hard Point" . . .) If you have any players with artistic talent, get them to do cover sketches for each adventure;
that will be a campaign memento for everyone to drool over.

Y ou might start organizing adventures based on the numbering system ("Captain Dan was last seen alive in #27.. . .").
If the players get into the convention, they may even start offering their own ideas into how to further advance the
idea. (For example, one might say, "Well, we've got episode 50 coming up soon; I'd like my character to propose
during that one.")

Now, the biggest question is probably why you'd want to go to this trouble. Well, the biggest reason is that it's an easy
way to give the campaign an extra structure, and, perhaps more importantly, a different flavor. It can be challenging to
try to differentiate, say, one fantasy campaign from another. But as soon as you make your new campaign episodic or
following some "comic book™ conventions, you open up new possibilities. Y our players would know that something
fairly big will happen in adventure #50 . . . but what? The anticipation can make them interested. Following a
numbering convention can also make you shake up your notions. Rather than just letting adventures happen
haphazardly yet organically, what if you knew that every 25 adventures or so you'd be expected to "shake things up” . .
. even if those shake-ups are only temporary?

I've dug up some of my old notes for a Supers campaign | never ended up running fully; here are some transcribed bits
that may be of interest.
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#1: Introduce heroes, nemesis

#12: "One year" mark; public challenge of group's "reason for being"?

#25: Moon disappears,; heroes must discover what's going on, "recover” it

#50: Nemesis dies, government investigates death (?)

#51-55. Nemesis failsafe plan from beyond the grave

#75: New pretender to Nemesis identity?

#100:  Team disbands (is forced to disband?) . . . possible new series, or paving way to 101.

Yes, | had arough plan for how | wanted the campaign to go 100 adventures into the future (even before | had a name
for the nemesis.. . .). Of course, | was prepared to change that "timeline" if the heroes did anything wildly different . . .
but since the players liked being passive for the most part, | knew | had a reasonable shot at using this material. Now,
with that much planning in advance, | suddenly had a number of realizations. First, foreshadowing was much easier
now, since | had something to foreshadow to; if the government is going to be problematic in #50, then | can start
having them be problematic from the beginning, knowing when it will culminate. Perhaps more importantly, but
structuring such that | knew what the "big" issue numbers were, | aso knew | wouldn't upstage myself; if saving the
moon was going to be the biggest event of the first 25 adventures, then | couldn't have them save the galaxy in #17.

Probably the biggest hazard of this method is that the heroes may well feel (not incorrectly) that they are being
railroaded . . . or at least have the possibility of being railroaded. After all, if the heroes know that, no matter what,
something spectacular will happen in seven adventures, that may dampen their enthusiasm somewhat. Again, it
depends on the players and their preferences; talk to them ahead of time and see if they'd have a problem with a more
structured campaign.

But if not, then maybe you'll find a new lens through which to view a favorite genre or campaign setting.

* *x %

Well, aas my illness has not gone away, despite my best efforts. So now I've bitten the bullet and gone to a health
care facility, where | am on antibiotics, cough syrup, and an inhaler. | aso have incentive to get better; if | don't when
my antibiotics run out (seven days left, currently), then | have pneumonia or bubonic plague or something, and need to
go to the E.R. where they will shoot me. To paraphrase MST3K, that's what | get for combing my hair with rat bones.

The upshot of thisisthat I'm still woefully behind on lots of stuff; I'm trying to catch up, but given how little usable
coherent consciousness I've had lately, it's going to take a while. For those of you who have been waiting on email
responses, slushpileinfo, or other stuff, | thank you for your patience. If you need a more immediate response, |
recommend trying to track me down in the Pyramid chat room; when I'm home and conscious, | can usually be
tracked down there.

--Seven Marsh

Last week's answer: Rune RPG, p. 15.

(Four stars) "A Basilisk moves one square at a time, either ahead diagonally or vertically or backward vertically. It
captures by forward movement only. A Basilisk also has the unique ability of "freezing" an opposing piece -- but not a

friendly piece -- located directly above it on the middle board, such that the opposing piece cannot move until the
Basilisk is moved or captured.”

file:///D)/T0%20Update%20T orrents GURPs%20t0%200CR/pyramid_2002/2002/0110.7.html[11/13/2008 15:57:18]


http://www.sjgames.com/pyramid/chat

Scale and Lamellar Armor

by Dan Howard

Continues our in-depth examination and discussion of low-tech armor. This week concentrates on scale and lamellar
armors. Thisisintended to clarify and expand upon the brief mention of these armors in GURPS Basic and Low-
Tech, and designed to be used in conjunction with the article "Armor Damage in GURPS" published on September 7th
2001, and the article "Chainmail -- Why Bother?" published on September 14th 2001. Those sections discussing armor
maintenance, rust-proofing, and armor quality may also be applied here.

Scale Armor (TL1)

I ntroduction

Scale armor, sometimes called jazeraint, is the oldest known type of metal body armor. The initial concept may have
been inspired by observing animals such as fish and reptiles. Scale has had a long history of use in Egypt, Asiaand
the Mediterranean. The earliest records depict Mesopotamian and Sumerian troopsin 2500 BC wearing bronze
helmets, studded cloaks (see p. LT50) and kilts of scale. Many Assyrian sculptures, show warriors fighting in chariots
wearing scale armor. The asiatic Hyksos are believed to have introduced scale into Egypt during the second
millennium BC -- Ramses |1 was depicted wearing it in battle. In the biblical story of David and Goliath, Goliath is
described wearing "a helmet of bronze upon his head, and clothed in scale armor, the weight of which was five
thousand shekels of bronze." Many Roman scul ptures portray officersin fine scale armor. The Bayeux Tapestry
depicts figures like Guy, Count of Ponthieu, in a sleeveless scale hauberk.

Scale armor is made of small, thin plates of iron, bronze, or brass usually laced to each other in horizontal rows with
leather or wire. Each row is then laced, sewn, or riveted onto a cloth or thin leather backing. Scales are staggered from
one row to the next to increase the strength of the armor. Scale can also be fashioned from non-metallic materials such
as leather, wood, horn, bone, or even horse's hoof. The Chinese used lacquer for hardening leather scales and laced
them together with silk (p. LT49). Treat this type of scale as Reinforced leather (PD 2; DR 3; $120; 12 Ibs. see p.
LT115).

Well-made scale armor is extremely attractive. The Romans called it lorica squamata and it was widely used,
especialy by cavalrymen and officers, because of its comfort and superior looks. Scale is aso lighter, more flexible,
and it 'breathes well compared to morerigid armors, so it is more suitable for warmer climates. Scale is difficult to
maintain however. It rusts or tarnishes quickly, is difficult to clean, and can shed scales.

Construction

Low-Tech states that it takes 1 1/2 hours per pound to create standard scale armor (sidebar p. LT44). This figure isfor
heavy scale. Light scale requires a greater number of scales and takes twice as long (3 hrs/pound). This assumes that
two people (possibly an armorer and his apprentice) are working together to fashion the scales, wire or lace them
together, and attach the rows to the backing. The smaller the scales, the more that need to be fashioned and the greater
the manufacture time. If an armorer is working by himself then manufacturing time is doubled.

Types

There are two main types of scale armor, which are dependent upon the size and gauge (thickness) of individual scales.
Light scale is more attractive and comfortable, but heavy scale offers better protection. All scale armor is susceptible to
impaling attacks from below, however, and thrusting attacks angled upwards reduce the PD (imp.) and DR (imp.) by -
1. If the defender is at least three feet higher than the attacker (such as a horseman vs a footsoldier), then any thrusting
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attack with a Reach 2 or greater impaling weapon gets this advantage. If both combatants are on the same level, then
this sort of attack can only be attempted from within Close Combat. It must be an underhand thrusting attack using a
Close Combat impaling weapon (Reach C) such as a dagger.

As mentioned above, scale can shed scales, especially in combat where a sword cut can dlice off scales by hitting the
rivets or lacing. If the optional armor damage rules are being used, then any critical hit on scale armor inflicts one
extra penetration point.

Light scale (p. LT115): Individual scales are fairly small (1/2 to 1 inch wide) and very thin. Their strength comes from
the staggered, overlapping rows, and the backing behind them. Light scale is very flexible and can be fashioned into
sleeves and leggings enabling all over bodily protection. Manufacture time is 3 hrs/pound. This will be used as the
basic armor and modifications can be added when applicable. A corselet protects areas 9-11, 17-18.

Light scale corselet: PD 3 (cut), PD 2 (cr./imp.); DR 4 (cut), DR 2 (cr./imp.); Weight 15 |bs; Cost $260.
Manufacture time is 3 x 15 = 45 hours.
Other body locations:

Light scale sleeves (areas 6, 8): weight 6 Ibs.; cost $120; manufacture time 18 hrs.
Light scale leggings (areas 12-14): weight 9 |bs.; cost $180; manufacture time 27 hrs.

Heavy scale (p. B120; p. LT41): Thisisthe metal scale armor as described in Basic Set (p. B210) and Low-Tech (p.
LT41). The scales are larger (up to 3 inches wide) and a heavier gauge than light scale. Heavy scaleis aso
cumbersome and lessflexible, so it is difficult to fashion into sleeves or leggings. Because of this, the entries for arm
and leg scale armor in Basic Set (p. B210) and Low-Tech (p. LT116) should be disregarded (use the Light scale
entries above instead). The shoulders, however, can be extended to protect part of the upper arms. It protects areas 6, 8
(roll 5-6 only). Cost, weight, and manufacture time is +20%. The corselet can also be extended down in the form of a
skirt to protect the legs (see Hauberks, below). Heavy scale provides PD 3 (cut/cr.), PD 2 (imp.); DR 4 (cut), DR 3
(cr./imp.); Cost is 120%; Weight is 150%; Manufacture time is half that of light scale (11/2 hours per pound).

Note the weight of heavy scale is much less than that shown in Basic Set (p. B210). The scales used by recreationists
today are usually heavier than historical examples. All types of scale armor are fairly flexible and because of this, the
wearer is susceptible to Blunt Trauma (see below).

Augmentations

Several innovations were developed to improve the effectiveness of scale armor.

Medial ridge (TL2): To increase resistance to strong blows each individual scale was embossed along its back with a
ridge or crease. The ridge provided extra reinforcing without increasing overall weight. This sort of scale armor was
very attractive. It gave the impression of feathers so the Romans called it lorica plumata. +1 DR (cr.); +50% to cost
and manufacture time; weight is unchanged.

Vertical lacing (TL2): In the 2nd century A.D., the Romans began lacing each scaleto its vertical, as well as
horizontal, neighbors. Flexibility was compromised slightly for the benefit of increased protection against impaling
attacks. +1 DR (imp.); weight isincreased a little (+1 Ib); cost and manufacture time is +50%. Can only be applied to
torso armor.

Scale mail (TL3): Another method of increasing damage resistance is to use fine-mesh mail (see the chainmail article
for more on fine-mesh) as a backing instead of cloth or leather. Scale mail combines the best features of both fine-
mesh mail and light scale. Its manufacture is extremely labor intensive, however, and without slave labor the cost of
production would have been ridiculous. Scale mail offers PD 3 (cut/imp.), PD 2 (cr.); DR 5 (cut/imp.), DR 4 (cr.); cost
is 12x; weight is the same as heavy scale; manufacture time is 40 hours per pound. The 'vertical lacing' augmentation
mentioned above cannot be performed on this, but ‘'medial ridge' reinforcement often was. The difficulty and expense
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of acquiring scale mail meant that was a kind of status symbol among the upper class. Treat this type of armor asiif it
had fine decoration (see Decoration, below).

Below is a breakdown of the described scale types.

Torso (Areas 9-11, 17-18) PD DR Weight Cost Production
Description (cut/cr/imp) (cut/cr/imp) (Ibs) time
Light scale corselet 3/2/2 4/2/2 15 $260 45hrs
media ridge 3/2/2 4/3/2 15 $390 68hrs
vertical lacing 3/2/2 4/2/3 16 $390 68hrs
both augmentations 3/2/2 4/3/3 16 $520 90hrs
Heavy scale corselet 3/3/2 4/3/3 23 $310 34hrs
media ridge 3/3/2 4/4/3 23 $465 5lhrs
vertical lacing 3/3/2 4/3/14 24 $465 5lhrs
Both augmentations 3/3/2 4/4/4 24 $620 68 hrs
Scale mail corselet 3/12/3 5/4/5 23 $3120 900 hrs
media ridge 3/2/3 5/5/5 23 $4680 1350 hrs

Lamellar (TL2)

I ntroduction

Lamellar isaform of semi-rigid body armor most often associated with Japanese samurai, but also used by the
Byzantines, Romans, Russ and other Dark Age warriors. The Assyrians (900-600 B.C.) are thought to have first
developed lamellar armor. It was widely used in the Byzantine Empire and proved to be very effective. An anecdote
recounted by Anna Comnena describes when Alexios took two simultaneous charges from Frankish heavy cavalry and
was merely pushed partly off, then back onto his horse without sustaining any injury. The Vikings may also have used
lamellar -- archaeological examples have been found at Birka and Gotland (Wisby). It is also possible that some
Norman nobility may have worn lamellar at Hastings.

Lamellar consists of small rectangular plates called lames or lamellag, attached to each other with lacing. A more
advanced type of scale armor, lamellar differs from scale in four main ways. Firstly the scales are a heavier gauge and
overlap each other more. This provides better protection, but the extra metal increases its weight. Secondly, it is
assembled in an inverse manner to scale, so it is no longer vulnerable to upward thrusts. Thirdly, the construction is
stronger and thereis no need to attach it to backing material. Finally, the rows are not staggered, individual lamellae
line up vertically as well as horizontally.

Japan
Low-Tech calls Japanese armor laminated steel (see p. LT115) to distinguish it from European lamellar armor. Thisis
misleading as Japanese and European lamellar were very similar in both the size of the lamellae and the method of

construction. The differences were mainly cosmetic: the shape of the lamellae differed slightly; braided silk lacing was
often used instead of |eather; and the Japanese almost always lacquered their steel.

Asin Europe, Japanese lamellar was usually made from leather or steel. Steel lamellae, called sane, were lacquered
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both for decoration and to rust-proof them. This was a complicated process involving many layers of different types of
lacquer. Because of this, the cost and production time is triple that of unlacquered lamellar (treat as fine decoration;
see the Chainmail article for more on rustproofing). Sane were then laced into horizontal rows with either leather thong
or aflat silk braid -- usualy brightly colored -- so that each sane overlapped the one on its right. The horizontal rows
were then laced to each other with more leather or silk.

Construction

While producing scale armor is a fairly simple, repetitive operation, manufacturing lamellar is more complicated. The
metal must be forged, the plates trimmed to shape, and at least seven holes must be punched or drilled. Individual
plates must then be assembled into horizontal rows and those rows linked vertically to make the cuirass. Since lamellar
plates are longer than scales, and the finished item is less flexible, the neck and arm openings of the cuirass must be
made with specially shaped lames in order to provide the best possible protection while alowing freedom of
movement. Lamellar construction takes 2 hours per pound.

Aswith scale, low-tech armorers could create lamellar from a variety of readily available materias. Archaeological
samples of lamellae vary from metals such as steel and bronze, to rawhide, waxed leather, horn, ivory, and whalebone.
Lacing materials can range from metal wire, to rawhide or leather thongs, to braided silk or linen cord. Non-metallic
lamellar armor should be treated as Reinforced leather (PD 2; DR 3; $120; 12 Ibs. see p. LT115).

Types

There were many types of lamellar armor. The shape of the lamellae may have differed but they were all of a similar
size. The main difference was the amount of overlap. The greater the overlap, the more lamellae that were required, the
heavier the final product, and the better the protection. Lamellar can be split into three general categories -- 'light’,
'medium’, and 'heavy" -- based on the amount of overlap and the overall weight of the armor.

Light lamellar will be used as the basic armor and modifications can be added when applicable. It was designed to
avoid significant overlap and thus greatly reduce the armor's weight, and the number of lamellae required for
construction. The Japanese called it iyozane. Lamellae only overlap by a small amount -- up to one quarter. Because of
its reduced weight and increased flexibility, troops requiring speed and mobility preferred it, although it was
susceptible to blunt trauma (see below).

Light lamellar cuirass: PD 3 (cut/cr.), PD 2 (imp.); DR 5 (cut/cr.), DR 3 (imp.); Weight 20 Ibs; Cost $560. Protects
areas 9-10, 17-18.

Manufacturetime is 2 x 20 = 40 hours.

Medium lamellar: The most common type of lamellar, the Japanese called it kozane. It overlaps by about half the
width of the lame -- effectively doubling the thickness of the metal. A special half-lame is added to the end to
maintain a constant thickness. +1 PD, +1 DR (imp.). The extra mass of medium lamellar means that the wearer is not
susceptible to blunt trauma (see below). Cost and weight is 1 1/2 x.

Heavy lamellar: A rare type of lame that is wider than medium lamellar and punched with three rows of vertical holes
instead of two. The Japanese called it shikime zane. It is assembled in a double overlap, each lame overlaps its
neighbor by three-quarters, which effectively triples the thickness of the metal. +1 PD, +1 DR (cut/cr.), +2 DR (imp.).
Many more lamellae are required for this than for the construction of light lamellar. It is also very cumbersome --
usually only worn by cavalry. The mass of heavy lamellar means that the wearer is not susceptible to blunt trauma (see
below). Cost and weight is 2 X.

Note that lamellar armor does not normally cover the lower torso (area 11). Thisis because most lamellar is not
flexible enough to alow enough movement in the waist. In most cases lower torso protection was added separately,
usually in the form of some sort of kilt or apron (see Other Locations, below). Only light lamellar may be extended
down to cover area 11. Add +25% to the weight, cost, and manufacture time.
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M odifications

Rigid Lamellar: Sections of lamellar sometimes had extraleather thongs concealed under the lacing to lock the rows
together, thus improving their resistance to impaling damage. This was used most often on upper torso armor (areas 9-
10, 17-18) because other sections of armor needed more flexibility. +1 PD (imp.); +1 DR (imp.); +25% to cost and
manufacture time; weight was sightly increased (+1 |b.). This cannot be applied to light lamellar as the lamellae do
not overlap enough.

Below is a table showing the characteristics of various lamellar constructions. A cuirass encases the upper torso,
protecting areas 9-10, 17-18.

Upper Torso (Areas 9-10, 17-18) PD DR Weight Cost Production
Description (cut/cr/imp) (cut/cr/imp) (Ibs) time
Lamellar cuirass, light 3/3/2 5/5/3 20 $560 40 hrs
Lamellar cuirass, medium 4/4/3 5/5/4 30 $840 60 hrs
Rigid lamellar cuirass, medium 4/4]4 5/5/5 31 $1050 75hrs
Lamellar cuirass, heavy 4/4/3 6/6/5 40 $1120 80hrs
Rigid lamellar cuirass, heavy 4/4/4 6/6/6 41 $1400 100 hrs

Layering Armor

Most warriors, both Japanese and European, wore lamellar layered over a lighter type of armor. Leather and padded
cloth were common under-armors. Those who could afford it wore mail (this would have been the case with Alexiosin
the anecdote described by Anna Comnena, above). Low-Tech states that any armor can be worn over any other,
subject to GM approval (see p. LT114). The catch is that massive amounts of armor are bulky and hamper movement:

For every point by which the DR of the inner layers (every layer but the outermost layer) exceeds 3, reduce the
wearer's effective DX by -1. (see p. LT114).

In the case of some types of armor the DR varies. To solve this ssmply average the three DRs.
Light lamellar: (5 + 5+ 3)/3 = 13/3 = 4.33.

Because it exceeds 3 but is lessthan 6, thereisa DX reduction of -1 if it isworn under another type of armor.

Other Locations

Lower Abdomen Protection (area 11): The semi-rigidity of lamellar severely limited the amount of movement in the
waist. For this reason body armor often stopped here (only covering areas 9-10), and a separate section of armor was
worn on the lower abdomen (area 11). European and Asian warriors usually adopted a different type of armor to
protect the waist such as a scale or mail skirt, or some sort of leather kilt. Hauberks could also be worn (see below).
The Japanese developed an apron of large lamellar panels called kusazuri .

Upper Leg Protection (areas 12-14; roll 1-3 only): Mounted samurai sometimes wore underneath the kasazuri two
larger panels called haidate, designed to protect the thighs (areas 12-14; roll 1-3 only). The upper section, which was
layered under the kusazuri, was padded giving +1 DR to area 11. They were extremely awkward to walk in, however,
and wearing haidate reduces one's Move by -2. The more typical method of protecting the thighs was the Hauberk (see
below).
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Upper Arm protection (areas 6, 8; roll 5-6 only): The nature of lamellar prevented it from being used to create joints.
Shoulder and upper arm protection was attached separately, and the underarm was always vulnerable (see Special
Attack -- armpit, below). Separate lamellar guards could be added to protect the shoulder and upper arm. The Japanese
called these sode ('sleeve’). Note that lamellar was never worn on the lower arm. Forearm and wrist protection usually
took the form of plate or splint armor. The same armor was likewise used for shin greaves.

A device unique to early Japanese samurai was called the o-sode (‘large sleeve’). A mounted archer could not use a
shield so this was developed as a replacement. Each shoulder was protected by a large rectangular panel of rigid
lamellar. They were laced to the cuirass and hung down to just above the elbows. O-sode functioned like small shields,
dliding off the arms when they were raised to shoot, hanging behind to protect the shoulders and the entire upper back
(areas 9-10; rear only). Add +2 PD to any attack striking this area whenever the defender isfiring a bow (but it no
longer protects the upper arms). The entire weight of 0-sode was born by the shoulders making them a little restrictive
(-1 to all melee and thrown attacks). However, given that early samurai were mainly mounted bowmen, this wasn't
much of a problem.

Description PD DR Weight Cost Production

(cut/cr/imp) (cut/cr/imp) (Ibs) time
Heavy Scale kilt (area 11) 3/2/2 4/3/3 6 $80 9hrs
Kusazuri (area 11) 4/4/3 5/5/4 7 $210 14 hrs
Haidate (areas 12-14; roll 1-3) 4/4/4 5/5/5 8 $280 20 hrs
Sode (areas 6, 8; roll 5-6) 4/3/4 5/4/5 6 $200 12 hrs
O-sode (areas 6, 8; roll 5-6)  4/4/4 5/5/5 8 $300 20hrs
Decoration

A neat method of decoration was to aternate steel scales with other metals such as bronze or brass so that a
checkerboard effect was produced. Weight and cost is unchanged. This, however, would reduce the defense capability
of the armor (-1 DR), so plating was more common. Plating or gilting was used both for decoration and to improve
rust resistance. See the Chainmail article for more on decoration and rustproofing. Gold plate could be gilted onto the
scales. White metal plating of scale was frequently either silvered or tinned. The Japanese usually lacquered individual
plates in various colors, including gold (gold dust was ground into the lacquer). Plating and lacquering increases cost
and manufacture time by 3x (treat as fine decoration). If gold is used then the cost is 5x (very fine decoration).

Armor and Stealth

Armor is noisy, and easily noticed, making sneaking around difficult. In addition to any encumbrance penalty (see p.
B67), armor imposes an extra penalty to Stealth, equal to PD-1 (maximum penalty of -3). If different armor types are
worn on different body locations, then use the armor with the highest penalty. Special preparation can reduce the
chances of being detected by the enemy. Spending 10 mins to pad or tie down rattling buckles and rubbing armor
segments can reduce the enemy's Hearing roll by -1.

Lacquering (see Decoration, above) also reduces the amount of noise made by armor. Another method is to wrap each
individual segment in silk cloth or fine leather. Treat as fine decoration and triple the costs accordingly. Both of these
methods reduce the enemy's Hearing roll by an additional -1. If appropriate camouflage colours are used (see p. B65)
then the enemy also getsa -2 to his Vision roll.

Blackening armor (see Chainmail article -- Rustproofing) cuts down on glare but does little to reduce noise. If

blackened armor covers all the main body locations (head, torso, arms, legs) and is worn at night time or in deep
shadow, then reduce the enemy's Vision roll by -2 (in addition to any darkness penalties).
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Optional Extras

Soecial Attack -- armpit: As stated above, lamellar could not be used to effectively cover joints. The armpit was
especially vulnerable. A thrusting attack to this area only needs to contend with the lighter layer of protection worn
underneath. An impaling wound in the armpit is no laughing matter. It could sever the brachial artery and the nerves
controlling the arm, before puncturing the lungs and heart. Treat as a thrusting attack to the vitals but at -6 to hit. If
the attack roll is missed by 1 then the torso is hit instead. This attack damages the torso but can also disable the arm.
On acritical hit, instead of rolling on the Critical Hit Table, the armis automatically crippled (see p. B127). Thisisin
addition to any damage done to the torso.

Blunt trauma: Often when a defender wearing non-rigid armor was struck with an impaling or cutting weapon, even
though the armor prevented the attack from piercing the skin, the impact of the blow often left severe bruising or
cracked bones. GURPS already has blunt trauma damage for Kevlar vests (see p. B211) and the same rule can be
applied here with a small modification:

When all of the damage in a cutting or impaling attack is absorbed by the armor, any rolls of 6 on any damage dice
result in one point of crushing damage per 6 rolled being applied to the wearer.

For example, awarrior wearing light lamellar is stabbed with a dagger doing 1d-3 damage. The attacker rolls a 6,
which results in 3 points of damage. Thisis totally absorbed by the armor but, because a 6 was rolled, the defender
takes 1 point of crushing damage.

Brigandine (p. LT98): Can only be made from light scale or light lamellar. Brigandine was designed for conceal ment.
Sometimes mistakenly called a coat-of-plates, the name 'brigandine’ came from the tendency of robbers and brigands
to wear it. Low-Tech describes this armor in detail, including rules for Holdout (p. LT98). The best brigandine was
made in Milan, Italy. It was the fashion of upper class gentlemen who frequented brothels and other disreputable parts
of town, providing good protection from a knife or rapier blade. Brigandine was also worn as a regular part of the
fashion of the day. The rows of studs fastening the plates to the fabric were often deliberately left visible on the outside
of the garment. Visible studs obviously negate any Holdout bonus.

Hauberks: Flexible armor can be extended into a long skirt that falls down to the knees (protecting areas 9-11, 12-14,
17-18). It is split either up the sides for infantry, or front and back for cavalry. Manufacturing a hauberk adds +50%
to the cost, weight, and production time. This type of protection leaves the shins exposed, however, and any attack that
hits the legs will strike the exposed part on aroll of 5-6. A hauberk can be made from medium and heavy lamellar but,
like the haidate mentioned above, the wearer suffers a-2 Move penalty because of its awkwardness.

Other Materials

Bronze & Brass: During the Bronze Age (TL1), copper alloys were used extensively in the manufacture of body armor.
They are +20% heavier than an equivalent item made from steel. Cost is 80% and manufacture time remains
unchanged. Alternatively, if the weight is kept the same as a steel item, the inferior material resultsin a DR reduction
of -1.

Superior steel: Add +1 DR, weight is unchanged. Cost is doubled. This could be equivalent to steels originating from

regions like Damascus or Solingen (see p. LT86). Local ores from these areas contained impurities that happened to
improve the quality of stedl.

*kk*k

(Many thanks to Thomas Barnes, Peter Dell'Orto, Shawn Fisher, and Bob Huss.)
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Unusual Suspects

by Stephen Dedman

Thisisa collection of 25-point criminally-inclined GURPS NPCs designed for use as enemies, alies, dependents,
[lluminati dupes, hirelings, or random encounters. They may also owe the PCs a favor, which they can repay in
interesting ways. . .

Most character backgrounds are presented with modern-day campaigns in mind, particularly GURPS Supers and
GURPS Voodoo, but most will only need a few changes to adapt them from any setting from the far future to the Old
West or even earlier.

Crystal Carver, Hacker

Attributes: ST 9[-10], DX 11[10], 1Q 13[30], HT 9[-10].
Basic Damage Thrust: 1d-2 Swing: 1d-1

Basic Speed: 5 Move: 5

Dodge: 5 Parry: n/a Block: n/a

Advantages. Mathematical Ability [10]; Versatile [5].

Disadvantages. Curious [-5]; Manic-Depressive [-20]; Phobia (Open Spaces) [-10]; Sense of Duty (Close Friends).
Quirks: Attentive; Imaginative (during manic phase); Prankster (during manic phase); Nosy; Distrusts multi-national
companies.

Skills: Computer Hacking/TL7-16 [8]; Computer Operation/TL7-15 [4]; Computer Programming/TL7-14 [2];
Cryptanalysis'TL7-16 [4]; Cryptography-10 [0]; Cryptology-9 [0]; Electronics/TL7 (Computers)-13 [1]; Electronics
Operation/TL7 (Security Systems)-12 [1]; Fast-Talk-12 [1]; Forgery/TL7-13[2]; Mathematics/TL7-17 [8]; Merchant-
12 [1]; Research-13 [2]; Streetwise-11 [1/2].

Gear: Livesin basement apartment with state-of -the-art mainframe computer, security system, and survival
equipment. When outside, carries tear gas spray and Swiss army knife, wears leather jacket.

Appearance: 19 years old, but looks barely 15; round-faced, brown skin, curly black hair, brown eyes; 5'5", 135 |bs.

75-point version: Add Eidetic Memory [30] and +1 to 1Q (gives +2 to |Q-based skills); replace Manic-Depressive
with Trickster.

A mathematical prodigy fond of solving puzzles and cracking codes, Crystal Carver was orphaned a few days after her
sixteenth birthday. She and her mother were walking across campus when a sheet of window glass fell from a building
site, narrowly missing Crystal and killing her mother. After receiving a compensation payout, Crystal retreated into a
basement apartment (a converted fallout shelter), went into business as an internet service provider, and finished her
university training by e-mail.

Crystal only ever leaves her apartment during her manic phase, and even then her fear of open spaces won't et her
cross the street. What she can't get that way, she orders over the internet and has delivered, or has her friends -- mostly
fellow hackers -- bring her. During her manic phase, she aso likes to try hacking onto heavily secured websites: she's
neither malicious nor particularly greedy, but she's not above using the numbers of corporate credit cards or phone
cards to buy what she wants, or diverting the links on conservative websites (she draws the line at viruses, though).
She also provides computer support for left-wing protest groups, and enjoys forging false IDs for her underage
overachieving friends and "discount vouchers' for multi-national fast food outlets.

Campaign uses: Crystal occasionaly hires out as a hacker and codebreaker (using the hacker name Hope Diamond),
but only if the cause is good or the challenge sufficiently tempting (McMurdo, for example, might be able to recruit
her by using a combination of fast-talk and bribery). Crystal may agree to help the PCs (especidly if she owesthem a
favor), or may become an enemy if she thinks the PCs are a threat to her friends. She's unlikely to be encountered at
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random, except in cyberspace -- she rarely goes outside, or lets strangers into her shelter.

Other settings. Crystal can exist in any TL 7+ setting; the only changes will be the gadgets with which she surrounds
herself (and/or has implanted).

Gene Rogan, Survivalist

Attributes: ST 10[0], DX 11[10], IQ 11[10], HT 10[0Q].
Basic Damage Thrust: 1d-2 Swing: 1d

Basic Speed: 5.25 Move: 5

Dodge: 5 Parry: 7 (Brawling) Block: n/a

Disadvantages. Bloodlust [-10]; Intolerance (other races) [-10]; Overconfidence [-10]; Paranoia[-10].

Quirks: X-filesfan; Mild phobia of helicopters; Thinks cats are spying on him; Doesn't eat pork or shellfish; Packrat -
- hates throwing anything away.

Skills: Armoury/TL7 (Handguns and rifles)-14 [8]; Brawling-11 [1]; Camouflage-9 [0]; Chemistry/TL7-9 [1];
Computer Operations/TL7-10 [1/2]; Conspiracy Theory-8 [1]; Demolitions/TL7-13 [4]; Driving/TL7 (Car)-10 [1];
First-Aid/TL7-10 [1/2]; Forgery/TL7-14[8]; Guns/TL7 (Rifle)-16 [8], (Shotgun)-14 [0]; (other)-12 [Q]; Holdout-9
[1/2]; Intimidation-10 [1]; Knife-11[1]; Language (English)-11[0]; Merchant-11 [2]; Orienteering-9 [1/2];
Photography/TL7-10 [1]; Scrounging-12 [2]; Streetwise-10 [1]; Survival (Forest)-11[2], (Radioactive)-9 [1/2],
(other)-8 [Q]; Tactics-8[1/2]; Traps/TL7-11[2].

Gear: Away from his bunker, Rogan wears a brown leather jacket over a Second Chance Standard vest, jeans, cowboy
boots, and an old Stetson over a steel skullcap; his pockets contain at least three double-derringersin different calibers
and a small folding knife, while his 4WD van contains at least one rifle, shotgun, and pistol. At home, he wears forest
camo over the Kevlar vest, and carries a survival knife and a Beretta 92 modified for burst fire (RoF 18, ST 12, Rcl -
5), with 1d-1 other guns within 4 hexes at any time.

Appearance: 44 years old; Razor-cut rusty brown hair, long moustache, weathered complexion, blue eyes; 510", 150
Ibs.

75-point version: Add Danger Sense; High Pain Threshold; Resistance to Disease; +1 to 1Q and 1Q-based skills, +1
to, DX and DX -based skills.

Gene Rogan grew up in the suburbs of Denver during the Cold War, with a fallout shelter in his back yard, and most
of his childhood fantasies centered around how he would survive and flourish in a post-holocaust environment. After
failing the psych tests to enroll in the army, he apprenticed to a gunsmith and later bought his own shop, but soon
became convinced that the government was conspiring to put him out of business at any cost. He took to carrying more
and more conceal ed weapons, and came into contact with other conspiracy theorists. When one of these was arrested,
the ATF began investigating Rogan, and he was soon imprisoned for several weapons offences.

After hisrelease, the bankrupt Rogan tried unsuccessfully to find another job, and when a former cellmate asked him
to make a few silencers, he went into business as an armourer for the black market. He discovered that he also had a
knack for forging licenses and 1D papers, and after a few years, he had enough money and false references to buy
himself some land and start building a small house with a well-equipped underground shelter. Silencers and weapons
modified for autofire are his stock-in-trade, but he also makes bombs of all sizes, as well as false documents.

Campaign uses. Rogan is mostly a source of illegal weapons and weak alternate identities (he can fabricate 15-point
Alternate Identities in 1d+2 days, but his services won't come cheaply) for the PCs and/or their enemies. In a Supers,
Espionage, Cops or Special Ops campaign, he may have built the weapons used in a crime that the PCs are trying to
solve, and might need to be taken alive to lead the PCsto the other conspirators. If he becomes convinced that PCs or
their dependents are trying to harm him, he may decide to attack them, using bombs and traps or (as a last resort)
sniping at them with a high-powered rifle.

Other settings: Though Rogan is designed for a 1980s-1990s setting, he can fit into an Atomic Horror setting with
almost no changes, and would be perfectly at home (and probably feeling slightly smug) in Y2K, Autoduel, or Reign
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of Steel campaigns.

Master Sergeant Joe Lord

Attributes: ST 10[0], DX 10[0Q], 1Q 12[20], HT 10 [OQ].
Basic Damage Thrust: 1d-2 Swing: 1d

Basic Speed: 5 Move: 3

Dodge: 5 Parry: 6 (Judo) Block: n/a

Advantages. Contact (Street, skill-15, available on a 9 or less, somewhat reliable) [2]; Military Rank/2 (Master
Sergeant) [10].

Disadvantages. Duty (on 12 or less, rarely required to risk life) [-5]; Greed [-15]; Migraine (common, appears on 10
or less) [-10]; Overweight [-5, 45 Ibs Encumbrance]; Stubbornness [-5].

Quirks: Loves beer and pizza; Considers pistols necessary evils, Dislikes exercise; Incompetence (Cooking); Follows
stock market avidly, but never invests.

Skills: Administration-12 [2]; Brawling-10 [1]; Computer Operations/TL7-12 [1]; Detect Lies-12 [4]; Driving/TL7
(Car)-8[1/2]; Fast-Talk-12 [2]; First-Aid/TL7-11[1/2]; Gung/TL7 (Light Automatic)-13 [2], (Pistol)-11 [1/2];
Holdout-10 [1/2]; Judo-9 [2]; Knife-10 [1]; Merchant-13 [4]; Savoir-Faire (Military)-11 [1/2]; Scrounging-11 [1/2];
Spear-10 [2]; Stealth-9 [1]; Streetwise-12 [2]; Tactics-12 [4]; Thrown Weapon (Grenade)-10 [1].

Gear: Normally unarmed except for small folding knife. When expecting trouble, Glock-17 in concealed holster and
another in car, and wears Second Chance Standard vest under leather jacket. M16 for home defense.

Appearance: 38 years old; Freckled complexion; strawberry blond hair, cut short; blue eyes; 510", 195 Ibs.

75-point version: Add Ally Group (appears on 6 or less) [5], Danger Sense [15] and Wealth (Comfortable) [10]; add
+1 to, DX and DX-based skills, remove Migraines.

Joe Lord grew up in a rough neighborhood in New Jersey, the youngest of three sons. After one of his brothers died
while stealing a car, and his father and oldest brother were arrested for planning an armed robbery, Joe's mother
persuaded him to enlist in the Marines in the hope of keeping him out of trouble. To her surprise, and his, Joe found
that military discipline suited him well, and he rose through the ranks to become a supply sergeant. Unfortunately,
Joe's greed got the better of him after he realized that his superiors rarely bothered checking the inventory to see what
was missing. While reluctant to sell too much military equipment, because of the dangers of eventually being caught,
he found he could supplement hisincome by hiring some of it out to criminals. Soon Joe's relatives and their friends
were hijacking trucks and robbing banks while armed with military weapons and wearing government-issue body
armor.

Joe, who has grown plump from years behind a desk, prefers to avoid the violent end of either military or criminal
operations, but he is able to protect himself if necessary.

Campaign uses: Joe is mostly a source of military equipment for the PCs and/or their enemies. He sells weapons,
ammunition, etc., at normal black-market prices and in limited quantities, but treats this payment as a deposit against
10% of the take from a robbery, and "buys back” the items after the job is over (effectively charging 10% of the black
market price per day for hire, paying a minimum of 30% for items returned after a week). While he rarely smuggles
more out of the store in one day than he can carry in the trunk of his old Cadillac, he can easily provide a small team
of PCswith weapons, armor, SCUBA gear, etc. He can't provide them with vehicles, but he can supply uniforms and
help smuggle them onto a base where they can attempt to steal whatever they need.

Other settings. Quartermasters who sell their government's equipment may be found in any era or nation. Replace

Computer Operations with Forgery to put Joe into a pre-1970s setting, and change other TL7 skills and equipment as
necessary.

Raji Sahir, Gambler
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Attributes: ST 9[-10], DX 9[-10], IQ 12 [20], HT 9[-10].
Basic Damage Thrust: 1d-2 Swing: 1d-1

Basic Speed: 4 Move: 4

Dodge: 5 Parry: 5 Block: n/a

Advantages. Danger Sense [15]; Language Talent +1 [2]; Night Vision [10]. Psionics. Clairvoyance (9)-12;
Limitations, Roll to Activate (Activation number 11). Range 6' 9". [10]

Disadvantages. Combat Paralysis [-15]; Low Pain Threshold [-10]; Overconfidence [-10]; Skinny [-5].

Quirks: Collects comics; Dreams of being a superhero sidekick; Incompetence (Motorcycle); Loves very spicy food;
Mild weakness for redheads.

Skills: Archaeology-12 [4]; Artist-9 [1/2]; Cooking-11 [1/2]; Criminology/TL7-10 [1/2]; Driving (Car)-8 [1]; Fast-
Talk-10[1/2]; First Aid/TL7-11 [1/2]; Forensics/TL7-9[1/2]; Gambling-13 [4]; History-10 [1]; Judo-8 [2]; Languages
(Arabic)-12 [1/2], (English)-13[1], (French)-12[1/2], (Hindi)-14 [0], (Latin)-12[1/2], (Mandarin)-12[1/2],
(Russian)-12 [1/2], (Spanish)-12 [1/2]; Linguistics-10 [1]; Lockpicking/TL7-10 [1/2]; Research-12; Scrounging-11
[1/2].

Gear: Usualy wears leather jacket, jeans, sneakers, and mirrorshades. As Schrodinger, add leather hood (DR 1),
Second Chance Standard vest, leather gloves, smoke grenade, lockpicks, and handcuffs.

Appearance: 22 years old; dark brown skin, straight black hair, dark brown eyes; 5'9", 100 Ibs.

75-point version: Add +1 to I1Q and 1Q-based skills, +2 to, DX and DX-based skills, Fit, and Luck [15]; replace
Combat Paralysis with Pacifism (Cannot Kill or Self-Defense Only).

Raji Sahir had long had a knack for "guessing" what was inside parcels, "seeing" other peopl€e's cards, and "divining"
where things were hidden or buried, but it wasn't until he volunteered for an ESP experiment at his college that he
realized that he had an unreliable clairvoyance talent. While this made him more useful when he went on digs with
other archaeology students (compensating for his natural clumsiness), and enabled him to supplement his income by
playing poker and blackjack, hisreal dream isto use his powers to become a spy or fight crime.

Campaign uses: In a Supers campaign, Sahir will moonlight as the minor-league crimefighter Schrodinger, hoping
that an experienced superhero (e.g. one of the PCs) will take him on as a sidekick. Alternatively, the GM may choose
to make him a criminal, but he can probably wreak more havoc as a wannabe hero. For one thing, he's very good at
seeing inside helmets and behind masks. . .

In "real world" campaigns, abilities such as Sahir's are rare enough to be very useful; he may be able to tell spies, cops
or conspiracy theorists what lies inside closed buildings, safes, suspicious looking parcels, flesh holsters, etc. The PCs
may be able to enlist his services -- but so may their enemies.

Other settings: Sahir's abilities are ideal for counter-espionage or treasure-hunting in any setting past or future,
enabling him to foil the PCs plans or those of their enemies at any time. He could help protect a daimyo from ninja, or
detect armed cyborgs in a spaceport bar; hunt for booze with Prohibition-era gangbusters or narcotics with the DEA;
single-handedly save the city of Troy; etc. He could also make a living as a gambler at any time since the invention of
playing cards.

Senator Richard McMurdo

Attributes: ST 9[-10], DX 10[0], 1Q 12[20], HT 9[-10].
Basic Damage Thrust: 1d-2 Swing: 1d-1

Basic Speed: 4.75 Move: 4

Dodge: 4 Parry: 5 (Boxing) Block: n/a

Advantages: Contact (Business, skill-18, available on a 9 or less, somewhat reliable) [3]; Contact (Military, skill-21,
available on a 6 or less, somewhat reliable) [2]; Contact (Police, skill-15, available on a 9 or less, somewhat reliable)
[2]; Contact (Street, skill-15, available on a9 or less, Unreliable) [1]; Favor (Medium sized Ally Group, appears on 6
or less) [2]; Favor (Political Party; Patron, very powerful organization, appears on 9 or less) [5]; Reputation (+2 to
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political alies, large group of people, recognized on 10 or less) [3]; Status +2 [5; 1 level free with Wealth]; Voice
[10]; Weadlthy [20].

Disadvantages. Alcoholism [-15]; Dependent (wife, 51-75 point character) [0]; Greed [-15]; Post-Combat Shakes |-
5]; Reputation (-2 to political opponents, large group of people, recognized on 10 or less) [-3]; Unfit [-5].

Skills: Administration-12 [2]; Area Knowledge (Constituency)-13 [2]; Area Knowledge (World)-12 [1]; Bard-12
[1/2]; Boxing-8 [1/2]; Conspiracy Theory-7 [1/2]; Detect Lies-11 [2]; Diplomacy-13 [2]; Economics/TL7-9[1/2];
Fast-Tak-12 [2]; Gung/TL7 (Pistol)-11[1/2], (Rifle)-12 [1]; Law-10 [1]; Politics-15 [4]; Savoir-Faire-16 [0]; Savoir-
Faire (Military)-14 [Q]; Streetwise-10 [1/2].

Quirks: Incompetence (Mechanic); Always buys American-made gear if possible; Loves Westerns and war movies,
Talkative when drunk; Dislikes children.

Gear: Good suit; Second Chance Standard V est; mobile phone; large amount of cash; shoes or cowboy boots. Keeps a
few guns in his home and office, but rarely carries a weapon.

Appearance: 49 years old; tanned complexion; wavy iron-grey hair; brown eyes; 510", 150 |bs.

75-point version: Add +1 to I1Q and 1Q-based skills; add Light Hangovers advantage; change Favors to Ally Group
and Patron; change Wealth level to Very Wealthy.

Richard McMurdo had greatness thrust upon him at the age of twenty-three, when his father, a successful lawyer and
businessman turned politician, suffered a minor heart attack while on the campaign trail. When doctors told McMurdo
Senior that he was unlikely to survive another election, he began grooming his son to replace him. Thanks to his
father's influence and investments, Richard rose through the ranks of the party, and became his small state's junior
senator a few weeks after his thirty-fifth birthday. McMurdo Senior died the next year, leaving his son to cope as best
he could.

McMurdo's tactic for gaining power is to single out a group with little political power and publicly attack them:
depending on the campaign and setting, this may be a government body (such as NASA, the CIA, or acity police
department), a private company or club (TSF, Supertemps, the AADA), or a type of person (science fiction fans,
hackers, bounty hunters, martial artists, magicians, etc.). Occasionally he will single out an individual as a target -- an
administrator, a scientist, a superhero, a publisher of girlie magazines or RPGs -- and become that person's Enemy.

While neither charismatic nor academically gifted, McMurdo has a knack for guessing who can be bought, and with
what currency, and for how long they'll stay bought. Fortunately for him, he can afford to keep giving the voters, his
aliesin the party, and the specia interests who pay for his campaigns, what they want. People he can't buy make him
nervous, and he will do his best to destroy any who cross him -- though usually he prefers to ruin their reputations
and/or livelihood, and will only have them physically attacked as a last resort.

Campaign uses: A PC who has McMurdo as an enemy should expect lots of low-level harassment -- smear
campaigns in the senate and the press, problems caused by unusually diligent police and inefficient bureaucracies
(license checks, lost paperwork), etc. This may escalate to them having their bank accounts frozen, being temporarily
declared dead, being framed for crimes, etc. If the PCstry fighting back, McMurdo will hire a bodyguard and ask his
police contacts to beef up surveillance on the group. While he can afford to hire professional criminals for really dirty
work -- burglary, hacking, assault or assassination -- he prefers to rely on corrupt cops and spies.

If McMurdo is an aly of the PCs or owes them a favor, he can lend them money or try to arrange government funding
(research grants, etc.), halt a police investigation, have their enemies arrested, or put them in touch with the expert they
need for a particular job. He may even be able to arrange temporary legal enforcement powers (by having them
deputised or hired as "consultants'), legal aternate identities, diplomatic immunity, etc. -- but PCswill have to pay for
favors like these with character points.

Other settings. McMurdo is designed for a modern-day Supers or I[lluminati campaign, but might be found in any
setting where political power can be bought and/or inherited. Only his equipment need be changed: he will always
wear the best concealable armor available for the era, but will only carry weapons when it is socially acceptable. In
low-tech settings, he will need a larger staff (secretaries and messengers as well as bodyguards); at higher tech levels,
these may be replaced by computers, expensive security systems, and robots.
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Y oshi and O-kazu, Assassins

Attributes: ST 10[0], DX 13[30], IQ 10[0], HT 11[0].
Basic Damage Thrust: 1d-2 Swing: 1d

Basic Speed: 6 Move: 6

Dodge: 6 Parry: 6 (Judo) Block: n/a

Advantages. Attractive; Musical Ability +2; Voice.
Disadvantages. Dependent (other twin; loved one, appears on 15 or less) [-48]; Secret (ninja) [-10].

Y oshi

Skills: Acrobatics-10[1/2]; Acting-10[2]; Bard-10 [1/2]; Blowpipe-10 [2]; Disguise-9 [1]; Escape-10 [1/2]; Garrote-
14[2]; Judo-10[1/2]; Karate-10 [1/2]; Knife-14 [2]; Musical Instrument (Flute)-10 [1]; Pickpocket-12 [2]; Poisons-8
[1]; Running-8[1/2]; Savoir-Faire-11 [1/2]; Sex-Appeal-13 [1]; Scrounging-10 [1]; Singing-14 [1/2]; Stealth-13 [2].
Quirks: Bisexual; Overconfidence, only when drunk; Collects dirty jokes; Mild jealousy; Enjoys lying to the gullible.
Gear: Rope garrote; Tanto (large knife); Blowpipe (disguised as flute); 4 bamboo slivers dipped in fugu poison; 4
doses masuizaki powder; padded cotton kimono (DR 1); medium pouch; traveler's straw hat; sandals.

Appearance: 20 years old; light golden complexion; black hair; brown eyes; 5'4", 120 |bs.

O-kazu

Skills: Acrobatics-10[1/2]; Acting-10 [2]; Bard-10 [1/2]; Cooking-9 [1/2]; Dancing-11 [1/2]; Disguise-10[2];
Escape-10 [1/2]; Garrote-12 [1/2]; Judo-10 [1/2]; Karate-10 [1/2]; Knife-13 [1]; Musical Instrument (Biwa)-10 [1];
Pickpocket-12 [2]; Poisons-9 [2]; Running-8 [1/2]; Savoir-Faire-12 [1]; Scrounging-9[1/2]; Sex-Appea-13[2];
Singing-15 [1]; Stealth-13[2].

Quirks: Bisexual; No acohol or drugs (but does a great lecherous drunk act); Mild laziness; Dislikes dogs; Loves new
costumes.

Gear: Kozuka (small knife), disguised as hair ornament; Combat fan; 4 doses fugu poison; 4 doses masuizaki powder;
4 doses lacquer; Silk kimono; traveler's straw hat; umbrella; fan; sandals.

Appearance: 20 years old; light golden complexion; black hair; brown eyes; 53", 110 |bs.

75-point version: Add Combat Reflexes[15] and High Pain Threshold [10]; add +1 to 1Q and 1Q-based skills; add
Bloodlust; raise Judo and Karate skillsto 11 [1/2 point each] and add Arm Lock-12 [1/2] and Knee Strike-11 [1/2]
maneuvers. Value of Dependent disadvantage reduced to O.

In 1571, entire ninja clans were wiped out in the battle of Mt Hiei. Yoshi and O-kazu were only babies at the time, but
would also have been slaughtered had their mother O-yuri not escaped with them before the battle began. Too paranoid
and impulsive to stay in one place for long, O-yuri took the twins with her as she travelled through Japan -- cutting
pursesin Izumo, working in a brothel in Edo and a slaughterhouse in Osaka, and wandering with a troupe of
entertainers before settling down in an inn on the Tokaido Road. She taught the twins to hate samurai, and what ninja
skills she could, until she died the day after their thirteenth birthday.

The twins soon found themselves another teacher and protector, a wealthy and unscrupulous merchant named Takeshi.
When O-kazu heard her employer wish the local daimyo dead, she volunteered to kill him. He became the first of the

twins many victims. Takeshi himself was poisoned a few years later by his wife and her lover, who tried to blame O-

kazu; the twins fled, leaving Takeshi's wife hanging from the rafters surrounded by poems her lover had written her.

Y oshi and O-kazu became wandering entertainers, hiring out as prostitutes or assassins as required. Occasionally one
will murder a client if they think they've been underpaid, or a samurai who boasts of being at Mt Hiel, but mostly
they're careful not to draw suspicion on themselves. Y oshi likes to garrote his victims, while O-kazu prefers poisoning
their food or drinks, but though they usually carry knives and other conceal able weapons, both will run or hide rather
than fight.
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Campaign uses: Able separately or jointly to appeal to most sexual preferences, Y oshi and O-kazu pose a danger to
anyone with the Lecherousness disadvantage, and murder most of their victims in bed (though when short on money,
they may settle for luring people into dark aleys). Either may be hired to kill a PC, or hired by the PCsto kill an
enemy, and anyone harming one of the pair will almost certainly be killed by the other. The twins will occasionally
join larger groups of criminals, though rarely for long.

Other settings: Yoshi and O-kazu are best suited to settings where handguns and swords are rare, but with different

names and gear, they might appear as wandering bards in a fantasy campaign, as an act in a Roaring 20s speakeasy, or
as the pets of a minor crime bossin any era.

Adventur e Seeds

Who Wasthat Masked Man? (for Cliffhangers or Modern Day)

The PCs need to find who has supplied a branch of the Ku Klux Klan with automatic weapons used in a murder. Rgji
Sahir is able to see the faces inside the hoods, if he can get close enough, but taking him to a Klan meeting (even in
disguise) is hazardous.

Hacker Crackdown (for Modern Day or Cyberpunk)
After his website is sabotaged to show a spreadsheet listing donations to his campaign, Senator McMurdo starts
making life tough for hackers in general, and tells his criminal contacts to spread the word that he's offering a reward

to shut down "Hope Diamond."” The PCs may be trying to protect Crystal, or bounty-hunters competing with other
thugs for the reward.
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Creatures of the Night -- and Afternoon, Evening, or
Too Darn Early in the Morning

aka " 1OU Bestiary Out-Takes"

by Elizabeth McCoy and Walter Milliken

When composing the Illuminati University "bestiary,” space forced us to leave several things out of the final version.
One of the most notable lacuna was left by the Anims, our attempt to allow Toon/GURPS crossovers. (Other nascent

plans included actual conversion guidelines for Toon charactersinto GURPS. That was clearly meant to rest on some
other intrepid author's shoulders.)

Anims

ST: 1-12 Move/Dodge: var.  Size: any

DX: 1-12 PD/DR: 0/0 Weight: any

1Q: 1-12 Damage: embarrass Origin: Weird Science

HT: 1-12/# Reach: C Habitats: Anywhere They're Not Wanted

Note: Anim attributes never exceed 12, except that multi-hex Anims have roughly 10 hit points per hex of size.

Advantages. Instant Regeneration, Indestructible (see below).

Disadvantages: at least one Odious Personal Habit (often Practical Joker); most also have the Compulsive Behavior:
Be Silly.

ills: varied, but no Anim ever has a skill level above 12, even with modifiers.

Short for "Animates," anims are sentient creatures made of doesn't-matter (see p. IOU82) by an especially unsuccessful
WUSE experiment. These cartoon-like creatures sometimes spontaneously appear on campus, harassing students, staff,
and faculty. A few have been admitted as students, or employed as staff or even faculty. Most vaguely resemble
normal people, animals, plants, or inanimate objects. All are self-aware (though many are incredibly stupid) and
capable of speech, though holding a conversation with one is usually a frustrating experience.

All anims have the advantage Instant Regeneration (see p. Cl64), regaining one point of HT every second. They also
have the special advantage "Indestructible" -- like demons, destruction of an anim's physical body merely relegates it
to some Limbo, and it will eventually return, usually at the most inconvenient time.

Despite the rapid -- and enthusiastic -- destruction of the original anim generator (which was supposed to be the
ultimate kitchen appliance), new anims appear on campus from time to time. Theories on this phenomenon are varied:
some hold that the original anim generator merely opened a gate to an especially strange demonic plane that the other
demons sealed away as too dangerous, and mercifully forgot.

Other professors, led by Professor Cootie of the English Department, advocate the "Cootie Theory" -- that like
vampires and werewolves, the anim "life force" is contagious, and prolonged contact between anims and normal matter
causes otherwise normal animals and objects to become animates themselves. Campus Security favorsthis theory, as it
justifies their efforts to purge the campus of anims (since it is theoretically possible to get rid of them, unlikein the
"demonic gate" explanation). More importantly, the inevitable massive collatera damage becomes "purification of
contaminated objects.”

The Team has developed a simpler theory -- that anims are created by art students ("they're all wimps, anyway"),
which leads to frequent lynchings in front of the Fine Arts building. Fortunately for the victimized artists, the Team
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has yet to figure out how to tie reliable knots.

Variations: Anims will not exist except on a Silly campus. Honest.

Cash Cows

ST: 40-70 Move/Dodge: 8/4 Size: 3

DX: 89 PD/DR: 0/0 Weight: 1/2-1 ton

1Q: 4 Damage: 1d+1 Origin: Weird Science

HT: 14-17 Reach: C Habitats: Plains, Campus Grounds

A project in the Department of Animal Spousery, calves are born a metallic gold color, which turns to green and black
as they get older. When fed precisely the right diet, they will produce milk with a high concentration of gold flakes
(worth at least as much as the special diet, and often a little more). Unfortunately, getting the diet right can be a bit
tricky. Mostly, the Department of Animal Spousery just sells them to greedy farmers or ranchers for high prices.

Cash cows will only produce more cash cows when bred to a cash bull (these keep their golden color, and are often
referred to, jokingly, as "papal” bulls); bred to a normal animal, their offspring is normal. They produce a respectable
quantity of norma milk when not on their special diet, and are fairly typical dairy cows, except for the color.

The bulls are also typical in personality, though slightly smaller than their normal counterparts. Short-tempered, they
are likely to react to trespassing students with a charge -- a lam and a trample. The slam (head butt) does a base
damage of 1d crushing (1d+1 impaling if the bull's horns are long). After knocking the foe down, the bull tramples
with its hooves for 1d+1 crushing, halved for running through the hex. It will then turn around and gore the prone
victim (or chase a running one), this time doing only half head butt damage because the speed of the charge is missing.
If thereis anything left, the bull will toss the remains: treat this as falling damage from 5 yards (p. B130).

Variations: In a Weird or Dark setting, cash cows have more normal coloration (though still with hints of oddness),
but are otherwise unchanged. Well, the genetic engineer(s) responsible for Dark cash cows may have signed some
contracts in blood, but that surely wouldn't affect the cows, right?

Cat-alogs

ST: 10+ Move/Dodge: 15/7 Size: &1t1 hex-1 hex

DX: 14+ PD/DR: 2/4 Weight: 15-50 Ibs.

IQ: 10+ Damage: 3d cut Origin: Weird Science
HT: 15+ Reach: C Habitats: Campus Grounds

Skills: Fast-Tak-15, Merchant-15.

These felinoid sales-creatures are easily distinguished from the ArchDean's cats by their extensive cybernetic
enhancements -- think "RoboCat." However, they use their formidable cyborging for one purpose only: to sell things.

Every Cat-aog carries a means of displaying its items (a slide- or holo-projector are most common), and the larger
ones will have sample merchandise tucked away in specia compartments inside their chromed bodies -- students are
advised against attempts to steal samples, since Cat-alogs are cyborged. They are all capable of reading credit cards by
licking the mag-stripe, or they deal in cash by swallowing money and spitting out the change.

The Cat-alogs most innocuous tactic is to position themselves near a group of students -- outside the cafeteria, next to
the Adds & Drops building, in front of dorm doors, et cetera -- and start into their selling spiel, repeating as necessary
until they've sold something, been driven away, or just decided that nobody around has enough money to buy what
they're offering. (Cat-alogs will make deals, lowering their prices from incredibly over-priced to merely exorbitant.)
However, asif their incessant sales pitches weren't enough, they may also corner individual students and, after using

file:///D)/T0o%20Update%20T orrents GURPs%20t0%200CR/pyramid_2002/2002/0117.2.html[11/13/2008 15:57:31]



their cybernetic enhancements to good effect, recite their commercials to a literally captive audience.

Variations: Cat-alogs are unlikely to appear on any campus but Silly, though a Cyberpunk campaign might have
some. A Dark Cyberpunk setting would probably build human brains into the animal-esgque robot bodies.

Dogs, Stray

ST: 1-12# Move/Dodge: 4-12/6# Size: 1 hex

DX: 11-12 PD/DR: 0/0 Weight: 5-150+ |bs.

1Q: 5 Damage: * Origin: Rea

HT: 12-15/4-12 Reach: C Habitats: Campus Grounds, Real World

Occasionally, stray dogs from the town will wander onto campus -- some of these are pampered pets who have slipped
away for a moment (or at least until a reward is offered for their return), some are perpetua strays who stop off at a
particular house for a daily handout and some few are feral canines who are attracted by the various fauna -- squirrels,
pigeons, rabbits, meeps, and for the desperately hungry, arctic furred turtles.

For the most part, stray dogs are ignored until they get into enough mischief (digging in the gardens, tearing up
trashbags, or leaving "doggy deposits' outside the School for Social Anti-Sciences) that somebody will catch the
offending beast and call the local pound. However, those canines who try chasing the ArchDean's cats will soon
discover what the phrase "Evolution in Action" means as they are abruptly yanked out of the gene pool. Mostly, such
foolish dogsjust . . . disappear. Rumors of flashes of lightning are surely exaggerated.

Therefore, most strays on campus will be very well-behaved, and restrict themselves to lunching on meeps or begging
for handouts from students.

ST, HT, Weight and Move vary greatly, depending on breed. A small lap dog has Move 4, while some greyhounds
reach Move 20, with selected individuals hitting Mach speeds and low orbit . . .

Taxi Drivers

ST: 9-14 Move/Dodge: 6/6 Size: 1 hex

DX: 14-18 PD/DR: 0/0 Weight: 160-220 Ibs.

1Q: 8-10 Damage: by car  Origin: Red

HT: 10-13 Reach: C Habitats: Roads, Real World

Advantages. Absolute Direction, Absolute Timing.
Disadvantages. Greedy, |lliterate, Bad Temper, On The Edge.
Skills: Area Knowledge-20, Driving-20, English-7.

The ultimate in "wandering monsters,” taxi drivers are commonly found on streets (and sidewalks), usually in a cab
moving at about 50 mph through a traffic light that just turned red. Naturally, the PCs are trying to cross the street at
the sametime. ..

Sometimes taxi d